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SUBSCRIBE

Desperate to get your eager
paws on the next issue of
White Dwarf?

Luckily, there’s no need to wait.
By subscribing you’ll get your
copy up to a week earlier than
it’s available in the shops!

You’ll receive:
e Your crisp, new issue rushed to your
letterbox, hot off the presses.

* Peace of mind knowing that you'll never miss
an issue of your favourite magazine.

» Special offers — as a subscriber you’ll also
be able to buy tickets for events such as
Games Day a week before they go on
general sale.
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w ‘ith the eagerly = The return of A Tale of
anticipated updated Four Gamers! The
Warhammer 40,000 ‘original series is one of
being unleashed upon the hobby the most fondly
community it would be easy for remembered White

us on White Dwarf to get carried Dwarf articles we've
away with all manner of articles ever run so its about
about bitter combat in the 41st time we resurrected it.
miltennium. In our excitement, o e
we might just forget about &Thﬁgﬁ%ﬁg Lﬁnmitm

Warhammer and duly consign it o ieciiec and there’s even more

to the wings for a few months, . A Warhammer system
to come! Rest assured, it won't all such as Skirmish, Siege and naval

Far from it. be bolters and chainswords. sombat.
HobbySpecialists@games-workshop.co.uk ) Next issue we'll highliaht mor
: : Co ’ : ext issue we'll highlight more
still magic The General’s Compendium » S8 /68 1 Gompen i

GAMES WORKSHOP ONLINE |t~ T i R
> We have some great Warhammer  Written by Jeremy Vetock and Eric

material lined up for the next few  Sarlin out in the former British Ruise your tankards!

issues of White Dwarf. colony of America, this book is an Wi D sl 6 i
. i i absolute must-have for anyone at e Uwart will soon celebrate
Bugman's Lament,a o carions about Warhammer, its 300th issue. This is a
campaign I've mentioned in remarkable milestone for any
previous issues. Written by I'm not exaggerating when | say monthly magazine and we'll be
e our-own Nick Kyme it the General’s Compendium is making sure the event bas"s’es'
Tol 0115916 8 2% 0115 916 8044 chronicles the events that absolutely crammed with rules, with due ceremony. Watch this
lead up to the fall of the scenarios, medelling advice and space for mofé details. .
THE BLACK LIBRARY famous Bugman's Brewery.  painting tips. There’s also a great
b Packed full of new scenarios -campaign system set in the e ey
‘and handy modelling advice, Border Princes, replete with card Until next month,
we'll be running this over ‘counter sheeet and huge
WiWS several issues. ‘campaign map. The book also

oty g builds upan some of the more
e Nextissue we'll be havinga .

‘good look at the Lizardmen. ‘gsoteric elements of the
New scenarios and a host of
Printed at RR Donneliey. ‘modelling advice for those of

a scaley inclination. e ] I Corecness
e e Paul ‘Fat Bloke’ Sawyer

‘campaign. This is a cracking Editor

GAMES WORKSHOP ‘article — full of modelling

Willow Boad, Lenton, Nettingham, NG7 2WS -and gammg advice.

COVER ART
Karl and Stefan Kopinski
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Battle of the Northern Gates
(Warhammer)

Archaon’s first wave of attackers begins the
assault on Middenheim, Can the north
gatehouse hold?

The Battle for Middenheim
(Warmaster)

Battle against Chaos on the plains beyond
Middenheim in this Warmaster scenario.

How to Lose at Warhammer
(Warhemmer)

Mike Walker returns with more likely tales
and strategic-advice. This month, the best
way to lose on the tabietop battiefield!

Big Future (Warmaster)

Matt Keefe reveals the future for the gaming
system i this last of our Warmaster articles.
Plus, a look at same great gamer's armies.

Warhammer 40,000: Designer’s Notes
(Warhammer 40,000)

It's finally here. Pete Haines and a host of
others tell you everything you want-to know
about the updated game of the far future.

Ways to Play. (Warhammer 40,000)
Warhammer 40,000 game variants discussed,
plus six exclusive White Dwarf scenarios.

Seek and Destroy (Warhammer 40,000)
Games Designers Pete Haines and Alessio.
Cavatore fight it out in with Black Templars.
and Eldar in this inaugural Battle Report,

Games Workshop News

The world according to Games Workshop and
a special competition to win a replica of the.
helm of Elendil.

Events Diary
Upcoming tournaments and events,

New Releases
All of this month’s latest releases.

Army Showcose: Heralds of Pestilence
(Warhammer)

Nick Cristofoli's Nurgle army squelches onto
the pages of White Dwarf,

The Ari of Warhammer (Warhammer)
Jeff'Leong tips his hat in a fond farewell, but
not before he helps us pick an army.

The Lord of The Rings
# Featuring complete experience-based
campaign rules for the Lord of The Rings and
the final Tale of Good and Evil in the series.




“THE NEWS!

=

| he full vastness of the
! Warhammer world has finally

‘been revealed in the form of a
‘gigantic map! Featuring all the well-
known parts of the world it shows
the sprawling territories of the Old
World, Ulthuan and Lustria in
greater detail than ever before, Even
more interesting is that the map
details a host of new and unexplored
areas of the Warhammer world such
as the mysterious Kingdoms of Ind,
far Cathay, the Southlands and
numerous uncharted isrands Some
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these new realms comp!ete lhe
picture of the Warhammer world.

H monster is dlsplay_ed inthe

. Warhammer World Museum. A
~cartographer's dream, it measures
-210em x 130cm and will dominate a
- new series of background boards.

Be sure to visit the museum, Iocated

"THE WHO

WORLD REVEALED

" Askin the store or ring 0115 916
| 8410 for details:
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L barrels in half (they're the floats
# for the rafts, see...).

Paul: Rafts.
Goblins.

Rafts and
Goblins.
I'm-still living in
the shadow o!

Paul Sauer

spare time | have is being devoted to
building Kap'n-Scabend’s River Ratz
=a waterbome Gohh’n raiding force

s00n. The campaign chromcles the

“events leading up to the fall of

Bugman's Brewery and will run over

~several issues of White Dwarf.

The scenario involving the rafts
we're fighting as a Battle Report in

‘White Dwarf 300. We'll keep the
‘details secret for now, but suﬂice it

'JII'I"I Lad’ Bone is rnvoived

And for the record, yes — I'm
heartily sick of sawing metal

4 THE NEWS

Guy: What have
‘I'done to
‘myself? Never,
‘ever volunteer
‘for-anything.
That would be a
‘good matto if |
‘could ever
fremember |t

Gﬂy'H&a'é}i

e_nthusrasm r|ngmg in my bram
drowned out any such reasonable
words, and | crazily voluntesred to
paint several dozen Goblins for
Nick 5 Bugman 5 campaign!

Greg: Having
reorganised my
“have now
decided o field
“two units of
-Ghouls and two
units of
‘Skelaton

Greg

Warriors in my Border Patrol. | feel
that this adheres more to the ethos

«of the Undead — blocks of
unrelenting corpses slowly closing
in-and overpowering their prey. It
‘also helps to auto-break more units
in combat as there are more of my
‘fear-causing crumblies should they
pull off a winning reund of combat.
My Skeleton Warriors are being built
up using various parts from the
Skeleton sprue, plenty of
gravestones and various shields
from other armies, such as the
long High EIf plain shield with
some bones added.

With the updated release of
Warhammer 40,000 I've been
getting really excited about my Eldar
as well. Now might be a good time
to add that Wave Serpent that |'ve

always wanted. At least that

might protect my Fire Dragons!




WILD, WILD WEST

Coming soon from Warhammer
Historical is The Oid West. Centred
around the period 1865-1890, The
0ld West is a skirmish game that
deals with gunfights in the American
West and features such legends as
Wyatt Earp and Billy the Kid.

The Old West is due for release at
the end of October to coincide with
the anniversary of the Gunfight at
the 0K Corral and is priced £20.
For further details or any other
information about Warhammer
Historical visit;:
www.warhammer-hisforical,com

You can ring: Warhammer Historical
on: 0115 916 8466.

We are always looking for keen
and enthusiastic staff to work for
Games Workshap, both in our
retail chain of 120 Hobby Centres
in the UK and across Europe, as
well as at our head office here
Lenton in Nottingham.

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

In return, we can offer
competitive rates of pay and a

CAREER OPPORTUNITIES AT
GAMES WORKSHOP

comprehensive benefits package.
Check out details of all our
current vacancies on our website
at the following address:
Www.games-workshop.co.uk/
employment

A small example of the vacancies
currently available are:

L Direct Sales Hobby

o Rotall Trainea 87
Managers-

= Apple Mac Operator

» Logistics Co-ordinator

\‘vARP'

Wakefield is the latest GW Hobby
Centre to get its own Gaming
Room. Like our other Gaming
Rooms, it boasts some great
gaming facilities and a painting
area (if you want to know more
about Gaming Rooms ses White
Dwarf 293: A New Gaming
Experience for further
information).

WAKEFIELD GAMING ROOM

Wakefield has already been open
for around two months, so go
check it out and get involved in
the action.

Games Workshop: Wakefield,

96 Kirkgate, The Ridings Centre,
Wakefield,

WF1 1TB.

Tel: 01924 369 431

IR TEFACT_ )

Rudgie: Here
we are again —
it seems like
only yesterday |
was talking
about the fact
that two
fantastic
Mtmak kits had:
arrived on my desk. So armed with
a copy of the The Return of The
King DVD and heavy use of the
pause button | have been
assembling one of the kits, basing it
on the more aggressive Mimak
from the film complete with tusk
weapons and lots and lofs of arrows
— it's one damn big kit. Hupefuliy the
finished Mamak will appear in next

month’s White Dwarf.

Paul Rudge

During my lunch breaks | have been
adding more Zombies to my
growing Von Carstein force swelling
the number of Sylvaman levy to 60,

20 o_rtwo_umis of 30.

On the terrain front, I'm about to
start work on a series of modular
terrain boards for Nick's Bugmans
Lament Campaign.

Nick: Think
back to last
month, when |
said I'd be
working on
some Empire.
units and

i characters.
Nick Kyme- Well, err, that's.
not happening. Nope, nope, I've:
shifted my attentions to the doughty
Dwarfs instead. As you may have.
read in Paul's last editorial, I'm-
putting together a. Warhammer
campaign called Bugman’s Lament:
which describes the events
surrounding the destruction of Josef
Bugman's Brewery at the hands of
Goblin raiders. I've been hard at.
work writing up the rules and
playtesting the first of the scenarios
(coming soon). By -
way of a taster here’s
one of the special
characters
which | have
paintad-and
converted
for the first
game — Bazrak
Bolgan, Dwarf
Brewrmaster.

Christian:
With the. Iron
Warriors now
finished, |
have re-
dedicated
myself to the
ways: of the
Warmaster.
The updated Warhammer 40,000
rules have prompted me to build a
squad of Bikers with the Mark of
Khorne, another Defiler (after all it
was the Black Legion who built
them first) and a newly converted
Daemon Prince. This should see
the army weigh in at just over
4,000 points, although | won't be:
fielding themn all in one go.

Christian B_wne

As for Warhammer | have decided
to go back to the High Elves and
add in the last twe units. This will
finish them off for the time being,
and will involve me painting up-a
unit of Dragon Princes of Caledor
and another Tiranoc Charfet.
After these two projects are

with 'my'Chaos army for
Warhammer, before | consider my

next army options.

www;gumes-workshop.co.uk 5



.' CAN’T WAIT FOR THE NEXT WHITE DWARF? GET ONLINE

WORK CONTINUES WITH -2005. Every single army homepage  More is still to come, so watch this ~ SIGN-UP FOR THE

THE NEW UK WEBSITE! has been given'a complete overhaul,  space:and our online news page! INQUISITOR NEWSLETTER
| Below you can see 'in development’  as well as additional useful material Www.games- If you are already signed up to the
|| ‘screen shots of the Warhammer such as reference sheets, workshop.co.uk/news weekly newsletter, you'll already
| 40,000 section of our new UK backgrounds and complete know how essential it is. There have
website, due togo live at the start of  miniature galleries! STORM OF CHAOS been scoops on new miniatures and
FINAL RESULTS Warhammer 40,000 rules updates to
Keep your eyes pesled for a full name just two of the fantastic items
review of the Storm of Chaos we have sent out in recent
campaign as it comas to a close. newsletters, So, if you have not
Find out the impact of the war on already signed up, go to...
the Oid World! WWW.games-
) www.storm-of-chaos.com workshop.co.uk/inguisitor
A GALLERY OF ORK IMAGES
:nmmuumd byaw end sehm::m that 5 WHITE DWARF WEB LINKS ......
depicts all aspects of ark Image Every month we have a range of links in our articles in White Dwarf.

They are compiled here for your convenience!
Click on the images balow for enlargements, o ) _
www.blacklibrary.com
www.specialist-games.com
www.games-'wnrkshup.co‘ukfwafhammer
www.games-workshop. co.uk/warhammer40k
www.games-workshop.co.uk/chapierapproved
www.forgeworld.co.uk
www.gamingclub.org.uk
www.games-workshop.co.uk/events
www.games-workshop.co.uk/storefinder
www.warhammer-historical.com

FROM THE HEAT
OF THE FORGE

" CHARGE OF THE KNARLODCS
Tau armies and Kroot mercenaries get a boost with
some cool new Knarloc riders released by Forge World.
These menacing creatures were sculpted by Daniel
Cockersell. Three different models will be available when
the Knarloe riders are released.

THE AQUILA TOUCHES DOWN
Currently in progress is the awesome Aquila
Lander from Forge World, A huge model, it
boasts a cool passenger compartment which
can lower to-the ground when disembarking!
Made by Daren Parrwood, this Imperial vessel
was unfinished at time of printing, but it will
s00n be ready.

& THE NEWS



the Battle of The L’aLsi 'Am,mce_m the film Th_e F;llows_h.lp. of The ng..
This collector’s piece is made of iron with a weathered finish, embossed
! brass filigree and a leather-Tined interior. Tt is individually numbered on a

solid brass plate mounted on the inside of the helmet and includes a
parchment certificate of authenticity.

To wir

Also, answer the tiebreaker below. In the event of a tie-the judges will
decide the ultimate winner on the basis of the best answer. :

* I would like to win the Helm of Elendil because...
(answer in no more than 12 words).

Entrants should send iheir ANSWES, along with their name, address, agc and

Road. Lenton, ’\Iottmgham NG7 ZW ?

5 EIIgTb]e onr_rtes_mugt be m_:ehred nat later than 26/10/04. The Promater c:wnnr accepL responsibilicy for
fate; lost or: misdirected entries,
4, Cne winner will be chosen at the judses’ sole discregion by ZHI046
5. The prise consists of one ﬁrl‘]-frae ;'aplbca of the Hﬂm of Efendll,. No cash alternative. Ltmj[ ane prie per entrant.

WIN A REPLICA

The Helm of Ellendll Compeunon White Dwarf Games Workshop Ltd, Willow

IMPORTANT SAFETY NOTICE: THE HELM OF ELENDIL IS
AN ADULT COLLECTOR’S ITEM AND NOT A TOY.
Battle Orders Led have over 25 years of experience In supplying replica Movie

Weapons, Guns, Swords, Mattial Arts Eqiiprient, Knives, Replici Afms and
Armour-ta adult collector’s wnr]d w!de

.a.

HKI;I:% *\}\\Il\ff‘l\l A

Fromceer; GAMES WORKSHOP LB, Wikkoiv Road, Lenson, Moringham NGT ZWS -

£ IV AIL materials pertsining e the New Line theatries? productions: The Fellowshin of The Ring The Two
Towers and Thie Retiin

Tric, All Rights Regemed te Lord of. The Rings and the names of, the: characers, foems, #véncs and places .

8. The judges” decision Is ﬂna] and mo correspondence will be eptered into. Entry indicates ncxepnnce of the mles s ﬁnal nnd
leuzlly I:lmdlng e

EHETEIN rics of The Saul Zaenr Company dﬂn’a Tolknen En(erwlsps urder lmense e Nn Ling
Producions im ant Games Warkshivg Erd - 5
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Warkshop, the Gemes Warkshap Jops, ‘Eay Mecsl, Gradef and the Cudel ‘evtce are sither &, TH. andior &
Gammes Waorkshop Lid 2000-2004, urlabﬂy rqfsnened L the UK and other counires araend the -\Jrfd All
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'THE NEWS &

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.

pub

Are Fou running an event? If you want to advertise it for free in this fine
tion simply drop us an e-mail at;

eventsdiary@games-workshop.co.uk

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

I 14 June for WD298 (September)

14 July for WD299 (October)

14 August for WD300 (November)
Piease note all dates and details are
correct at the time of going to print

but arg subject to change.

Evenis diary abbreviation guide

WH ... . Warhammer

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

BB ... Blood Bow!
WAB......Warhammer Ancient Battles
WPS......Warhammer Players' Society
WECW ... Warhammer English Givil War
Epic ......Epic Armageddon

LOTR ...The Lord of The Rings

GW ...... Games Workshop

GT ......Grand Tournament

GUNS OF FAITH
Date: 28th and 29th August, 2004
Venue: GW Leicestar.

Details: A vast Chaos fleet is preparing

“to invade the Empire:and open up a
“route into Middenheim. The only thing
that is standing in its path are two
mighty cannons named after the gods
“of the Empira = Sigmar and Ulric. Will
the Tribe of the Bloody Maw and their
malicious warriors silence these
immense guns before the Chaos fleet
can land and wreak havoc, or will the
brave defenders of the Empire remain
‘slalwart against the enemy?
‘Gontagt your Hobby Centre for morg
details and to get involved.
‘Contact:
0116 2530510
Website:
Wiw.games-iworkshop.co. uk/events

WARHAMMER 40,000
GRAND TOURNAMENT 2005: HEAT ONE

Date: 28th and 29th August, 2004
Venue: Warhammer World, Nottingham.

Details: Fight for a place in the finals of
this, the most prestigious tournament in
the 40K gamer’s calendar. To take part

you need a 1,500 points painted 40K

army and must be at teast 16 years of
age. Full details will be sent with tickets.
The weekend consists of six games
across two days. Ticket prices inclide
lurich.on bath days and an evening
meal on the Saturday night.

Tickets are available from Direct Sales on
0115 91-40 000 and cost £50 each.
Contact:

A0kgt@games-workshop.co.uk

Website:

Www. games-workshop. co.uk/gt

WAR IIIJGM

Vem.re GW Mrddfesbrough

Details: Enlist your army for this day-
long battle, the result of which could
shape the future of the Wartiammer
world forsver.

Contacl:

01642 254091

‘Website:
www.games-workshop.co. uk/avents

HARAD PAINTING COMPETITION

Date: 28th August, 2004

Venue: GW Poola.

Detalls: This painting competition is
inspired by the Harad tribes in the Battle
of The Pelennor Fields supplement. The
competition will be judged on theme and
painting skill.

Contact:

01202 685634

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

WARMASTER BIG BASH

Date: 29ih August, 2004
Venue: GW Aberdeen.

Details: The armigs of Chaos are pouring
degp info the farmlands of the Empire,
burning and pillaging as they go. The
brave armies of the Empire must prevent
the Chaos horde from penetrating too

‘deeply into the Empire’s heartlands fest

they cause terrible damage. Play as
either a defander or attacker. You wilf
need a painted detachment of up to

-2,000pts to participate in this event.

Confact:

01224 649779

Website: - .
www. games-workshop.co.uldavents

DAY OF SLAYING

Date: August 28th and 28th, 2004
Venue: GW Stoke, GW Macclesfield, GW
Burton on Trent, GW Leicester.

Details: Atop the walls of Middenheim,
Boris Todbringer stands defiant, awaiting
the final-assault on his befoved city. As
ouzsm the forces of Archaon, beyond
thie fortified walls, can be heard raising
their voices in praise to the dark gods.
Over the weekend of battles you will fight
tesperately to try and tip the balance of
the war, but in whose favour? The
Empire or the forces of Chans? Contact
your relevant Hobby Centre for details.
Contack: . .

01782 205287 (Stoke), 01625 619020

- (Macclesfield), 01263 535865 (Burton on

Trent), 0116 2530510 (Leicester).
Website:
WW. games-workshop.co.uk/events

8 EVENTS DIARY

WHAT’S ON
AND WHERE

WYRDSTONE HUNT: MORDHEIM
CAMPAIGN DAY

Date: 29th August, 2004

Venus: GW Glasgow.

‘Details: A whole day of Mordhelm
campaigning for up to 24 gamers. The
day will consist of three games; the
Wyrdstone Hunt, the Pooland Hidden
Treasure with up to four players per
table. There will also:be a magic item.
avetion, where players ean auction off
the wyrdstone shards they have collected
from the ruins for magic items and
powers, All you need to participate in this
exciting event and win a share-of the
spoils is-a fully painted starting warband
complete with roster.

Contact:

Ed French (0141 3325538)

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

SEPTEMBER
LANCASHIRE OPEN WARHAMMER
40,000 TOURNAMENT
Date: 4th September, 2004
Venue: Wargames World, 22 Cooper
Street, St Helens.
Details: Warhammer 40K 1,500 peints

‘Swiss pairings. Taumamenf runs from

Painted. Pamc:panfs must brmg a piece
-of terrain themed to theirarmy. Points

are awarded for players’ painted armies
and their based terrain piece. Only 32
piaces are available. Entry is £10. There
are prizes for 1st. 2nd and 3rd place
and Best Painted Army,

Cantact:

info@wargamesworld.com

Or send a large SAE to:

Wargames World, 50-52 Skipton Road,
Ilkley, West Yorkstire, 1 529 GEP.
Website: -

www. wargamesworld.com/events. htm

MASTERCRAFTED: PAINTING

Date: 4th and 5th September, 2004
Venue: Warhammer World, Nottingham.
Details: Spend two days in training with
some-of the greatest painters from
Games Warkshop Studio and the
experts of Warhammer Warld in
preparation for Golden Demon, the
world’s-greatest painting competition

for Citadef Miniatures. You will get
-expert tuition for six hours of each day
on particuar painting techniques, lunch

on both days, and an evening meal on

-Saturday. This event is designed for

very experienced hobhyists who wish to
perfect techniques and skills they are.

-already proficient in. Tickets are £100,

and the event is only apen to those

-aged 18 or over.

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

www.games-workshop.co. uk/events

ARCHAON'S FINAL GAMBIT

Date: 11th September, 2004

Venue: GW Wakefield.

Details: As the final hour approaches
Archaon gathers his forces for a final
strike at Middenheim. Throughout the
fength and breadth of the Empire, the
call is out. Men, Dwarfs and Elves have
put aside their differences to megt this



!

threat and halt the tide. Pfedge yaur

take. pa:f in this massive.battle. Contact

Leeds {central) Hobby Centre for detalls.

Contact:

0113 2420834

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

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT TWO'

Date: 11th and 12th September, 2004
Venue: Warhammer Warld, Nottingham.
Details: Strive to qualify for a place in
the Grand Final of the most prodigious
tournament in-the Warhammer season.
To piay you will need-a fully painted and
game legal 2,000 points Warhammer-
army, and be-at-least 16 years old. Full
details will be sent with your fickets. The
weekend consists of six games across
two days-and the ticket price includes
lunch on both days, and an evening
meal on the Saturday,

Tickets are available. from Direct Sales
on 0115 81 40 000, and cost £50.
Contact:

what@games-workshop.co.uk
Website:
www.games-warkshop.co.ukigt.

WARHAMMER TOURNAMENT

Date: 21st and 22nd September, 2004
Venue: GW Exeter Hobby Centre.
Details: Players wishing to enter the
tournament should bring a 1,500 poinfs
army, The tournament will be higld
between 6pm and 10pm over both
evenings and follows the regional
tournament rules pack and consists af |
approximately faur games. The
tournament is limited ta 16 places. An
entry feg.of £10 to.enter will be used to
fund special printed: T-shirls.and. Impﬁres
Contast:

01392 490305

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

BLOOD BOWL ALBION CUP

Date: 25th September, 2004-

Venue: GW Aberdesn Habby Centre.
Details: The Second Far Albion Cup
Annual Blood Bow!, There are places for
up to 20 players. All approved teams
welcome. Contact the Aberdeen store for
further details.

Contact:

01224 649779

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

WARHAMMER DAY:

STORM IN THE EAST

Date: 16th October, 2004

Venue: Uplands Community Gentre,
Carlton Colville, Lowestoft, Suffolk.
Details: This is a single-day .
Warhammer Tournament of 2,000
points. Now in its.second year and
supported by Games Workshop,
Norwich, vou will play three games.in-
total, The action Jasts from 10.15am-
7.30pm. Entry fee-is £7. E-maif contact
preferred,

Contact:

01502 50 1381 (Mike Nursey)
Website:

mikefanta@natscape.net

MASTERCRAFTED: TERRAIN

Date: 16th and 17th October 2004
Venue: Warhammer World, Lenton.

SOUL DEVOURERS

with a‘ne finest scenery builders Games
Workshop has to offer. You will benefit
fram six hours per day of tuition from
our very best hobbyists in a variety of
lerrain technigues or projects, lunch an
both days, and an evening meal on
Saturday. This event is designed for
very experienced hobbyists who.wish to
perfect fecbm'f,rues and skills they are
already proficient in. Tickets are £100),
and the event'is only opén to those
aged 18 or over.

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

W gAMes-workshop.co.uk/events -

WARHAMMER 40,000
GRAND TOURNAMENT 2005: HEAT TWO

Date: 23m and 24m Gcrober 2004

Detajfs Fgm* fora place. m the final of
the most prodigious tournament in the
Warhammer 40,000 gamer’s calendar.
You will need a 1,500 point Warhammer
40,000 army-and be at Jeast 16 years of
age. Full details will be sent with your
tickets, The weekend consists of six

an evenmg meal on the Safurday
Tickets are available from Direct Sales
on 0115 91 40 000, and cost £50.,
Contact:
40kgt@garmes-workshop.co.uk -
Website:
WWW.games-workshop.co.uk/gt

WARIMMMER HISTORICAL CAMPAIGN:
WEEKEND

Date: 30th-31st October, 2004

Venue: Warhammer World.

Details: A weekend of Warhammer
Hfsfoncaf Campaagn gammg The event
orientated games mcfurjmg me Srege of
Troy and events involving forces from
Armies of Chivalry, Romans and.
Barbarians. Ticksts for this event are.
£38 and include a hot lunch for both
days and an avening meal on Sarurday
There.is also the option for team
participation in which father/son or-
Junior/senior partnerships are
encouraged to take part for an entry fee
of £60 per team.

Contact:

Rob Broom (0115 916 8468).
Website:

wiww. warhammer-historical.com

NECROMUNDA GANG WAR

Date: 31st October, 2004

Venue: GW G.‘asgaw

Details: A whole day of Necromunda
for upto 24 gamers. The day will =~
consist of four great games. Bring.
along a fully painted starting gang
complete witl roster fo participate.
Contact;

0141 3325568 (Ed French)

Website:

WWW. games-workshop.co.ukievents.

LANCASHIRE OPEN WARHAMMER
TOURNAMENT

Date: 6th November. 2004

Venue: Wargames-World. 22 Caoper
Street, St Helens.

Details: This is a Warhammer 2.000
pom!s Swiss pairings tournament,
running from 10am to 5pm. All armies
must be painted. Participants must
bring a piece of terrain themed: to-their
arnmy. Points are awarded for players’
paintad armies and their based terrain
piece. There are 32 places available
with prizes for 1st, 2nd and 3rd place.
and Best Painted Army. Entry is £10;
Confact:

info@wargamesworld.com -

Or send a large SAE to:

lkley, West Yorksmre L829 9P

Website:
www.wargamesworld.com/events. i

THE LORD OF THE RINGS. BATTLE DAY
Date: 6ih Navember, 2004

Venue: Warhammer World, Nottingham.
Details: Dadicated to displaying the
scope of the Lord of The Rings Strategy
BGattle Game, this event will involve
hobby workshaps for terrain building.
Bring-and-Battle tables to give you a-
chance to play opponents from across
the country and ten parficipation games:
1o enjoy! Guests from the GW Design
Studio will reveal future developments,
and ‘Favy Metal painters will offer their
expert advice. Tigkets cost £10, and are

www.games-workshop.co.uk/events 9

avaifable from Games Workshop. Direct
on 0115 8140000. The day lasis from
10am-5pm, and Is open to gamers.
aged 12-and over.

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

VETERANS OPEN DAY

Date: 7th November, 2004

Venue: Warhammer World, Nottingham.
Details: This Open day has been
designed to cater for.the mora.
experisnced gamer looking to branch
out-into new Systems or learn more-
complax hobby skills. It will feature-
specially designed scenarios across the
Specialist Games Range as well as.
Warhammer, Warhammer 40,000, and-
the Lord of The Rings. Warp Artefacts,
Black Library, and Forge World wilf be
there to answer questions, and
provided some sneak peeks, as well as
support from our Hobby Heroes; to
teach a few tricks of the trade. Tickets
cost £10, and are available from Direct
Sales on 0115 9140000, and the event.
is open to those aged 16 or over,
Contact:
evenis@games-workshop.co.uk
Website:
Wwiww.games-workshop.co.uk/events

WARHAMMER

GRAND TOURMAMENT 2005:

HEAT THREE '

Date: 13th and 14th November 2004
Venue: Warhammer World, Nottingham.
Details: Strive to qualify for a place in
the Grand final-6f the most prestigious
tournament in the: Warhammer season.
To piay you will need a fully painted and
legal 2,000 points Warhammer army
and be at least 16 years old. Full details
will be sent with your tickets: The
weekend-consists of six games across
two days and the ticket price inclides
lupch on both days and an evening
meal on the Saturday. Tickets are
available from Games Workshop Direct
on 0115 97140000, and cost £50.
Contact:
whot@games-workshop.co.uk-
Website:

www.games-workshop.co. uk/gt
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WARHAMMER 40,000 RULES

THE UPDATE IS HERE

In the nightmare future of the 41st millennium,

Mankind teeters upon the brink of extinction. The i
-galaxy-spanning Imperium of Man is beset on all '
sides. From the immaterial realm of Warp space, il
malicious entities send their minions to slaughter

the Emperor’s chosen. Only the strength of the
Immortal Emperor of Terra stands between

Humanity and annihilation.

This hardback rulebook contains over 265 pages
‘with a wealth of background material including:
 The ultimate protectors of Mankind - the
Space Marines.
e The enemies of Mankind; the ravening
aliens, foul daemans and their worshippers.
There are aiso full rules detailing:
e Shooting, Assaulis, Vehicles, Scenarios and
more with painting and modelling guides.

WARHAMMER 40,000 RULEBOOK .......... s £30.00
Dermark kr 350.00
-Sweden  kr 400.00
Euro € 50.00

ELDAR SHADOWHUNTER ESCORTS ;.icivver £9.00
This blister pack comams 4 Efdar Snadowhunrer Escorts, with

ELDAR DRAGONSHIP ....vivrvvirnunsers £9.00
This blister pack contains 1 Eldar
Dragonship, desighed by Daren Parriood.

ELDAR WRAITHSHIP ...ovvviinnes -£8.00 JORDELL FRESHBREEZE............... 2 ) 3 EVERSOR ASSASSIN .......... winienn£15.00
This blister pack contairis 1 Eldar This biister pack contains 1 Jordell This boxed set contains 1 Eversor
Wraithship, designed.by Daren Parrwood.  Freshbreeze, designed by Aly Marrison, Rakarrh des:gned by Aly Morrison. Assassin, designed by Aly Morrison.

10 MEW RELEASES  Frices quoted ars for products sold by Games Workshop through its own storss, catdlogue of website. Indeperident retailers are résponsitile for détérmining their b prices.
All infarmation corract at time of gaing to press. Miniatures supplied unassembled and unpainted. Models shown at 100%.
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Halbarad Captain of the Dunedain

This blister pack contains. | Halbarad,
designed by Gary_MQﬂey Bl

kr 60.00
kr 70.00
Euro. € 800

Sam and Frodo

This blister pack contains,

- S 1 Sam and 1 Frodo, designed by
Michael Perry.

¥ Rangers of the North

ThlS bhstcr pack: contams 3 Ranﬂers of lhe

‘Denmatk  kr 75.00
Sweden ke 85.00
“Euro & 10:00

V¥ Haradrim Command
this blister pack contains 1 Haradrim Champion
and 1 Haradrim Standard Bearer, Des;gned by

Gary Morley,

ilers are responsible for dele inig their Gwi prices.

.‘ Modefi shown at 100%:

a._ti' r&_for_ﬂm.rmn ro_rret..f q:_rmgg_o__,l‘gt_:mg_;q p.rz'_u_ Mu_ua!_u{‘e_.s S



BATTLE FOR THE
NORTHERN GATES

Archaon’s horde attacks the city of Middenheim

}—As the Storin of Chaos continues command the Empire Sentries, keeping Will to defend the ramparts of
¥ and Archaown’s forces approach a watchful eye for signs of intruders. Middenheim, while Chad and Rob
. Middenheim, the staff at Games would attempt to attack the walls along
Workshop’s US Headquarters For the siege proper, Jason would be with Dave Taylor and John Shaffer of the
decided to stage the battle for the joined by Publications Manager Drew US Promotions Department.
- & Northern Gates, Chaos’ first assault
‘1 on the City of the White Wolf.

' ¢'ve been having great fun
with the Storm of Chaos
campaign and wanted to kick

off the siege of Middenheim in style. We
decided to play a large Siege preceded
by a small Skirmish battle. Our battles
would help determine the fate of the
| Northern Gates of Middenheim and
perhaps the city as a whole. We wanted
to make the battle large enough to
represent both the teeming Chaos
- hordes that would make the first assault
‘on the ramparts and the numerous
‘Defenders of Middenheim who were
hoping to stem the tide. At the same
'~ time, we wanted to keep the conflict to
a manageable scale. To make sure that
we had a games table worthy of such an
important battle, we turned to Rob
| Hawkins and Chad Mierzwa of the US
¢ Hobby Team and asked them to do that
voodoo that they do so well. As you can
see from the photographs of their
fantastic table, the boys didn't let us
down, constructing a double-walled
replica of the northern defences of
Middenheim.

For the Skirmish battle, we decided that
the insidious forces of Chaos would
send in their siege specialists, the
Flayerkin, to infiltrate the city in the
early morning hours. If these mutated
warriors could fight their way past a
handful of defending sentinels, the
Flayerkin could weaken the braces and
crossbeams of the inner city gates and
make it that much easier for their
besieging fellows to take the city. Playing
the Flayerkin would be Warhammer
guru Jeff Leong (of The Art of
Warhammer fame), while the US Hobby

. Team’s own Jason Buyaki would

12 BATTLE FOR THE NORTHERN GATES
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As Archaon’s forces prepare
through the night to make an
assault on the Northern Gate of
Middenheim, a small group of
Flayerkin are dispatched under the
cover of darkness to scale the city
walls and weaken the city gates. If
successful, the mission may-
quickly turn the tide of battle
when the aitack begins in earnest.
Will the Sentries defending
Middenheim detect the infilirating
Flayerkin in time, or will the
mutated attackers succeed in
subverting the city’s defences?

MODELS NEEDED
Attackers
* 10 Flayerkin

Defending Sentries

= Up to 50 points of Halberdiers,
Spearmen, Swordsmen, Warriors of
Ulric, and/or Free Companies

Cm%sbowmen and/or
Archers/Huntsmen

BATTLEFIELD

of a table s_et up fo_r r_h_c _B..{ttle tqr the
Northern Gate scenario (see p55). The
Skirmish scenario begins near one of the
cliff areas on the table (see Deployment
below) but, in theory, could range all
over the table.

For those of you who wish to run the
scenario on a different table, set up a
largely vertical cliff face approximately
10-14" wide and 20-24" tall. At the top of
the cliff are one or two castle walls and
perhaps 4 tower or two. At the bottom
of the cliff is a flat area as wide as the

cliff and at least 12" across.

OBJECTIVES

At least one Flayerkin must make it over
the walls of Middenheim and into the
city by the end of Turn 8 for the
Attackers to win. '

If no Flayerkin have made it into the city.

by the end of Turn 8, the alarm will be
raised, and overwhelming numbers of
reserve Defenders will destroy any
remaining Flayerkin, thus ensuring
victory for the Empire.

DEPLOYMENT

The Empire player nominates half his
force ie, half the number of models
(round up), not half the points value. To
represent the scattered movement of the
Sentries as they patrol the walls, the

Chaos player (rather than the Empire
player) deploys these nominated
defending troops anywhere on the walls
and towers of Middenheim within 18" of
the cliffs. The player may place no
dcfcndmg model within 3" of another.

The Empire player then deploys his
remaining models anywhere on the
walls and towers of Middenheim within

18" of the cliffs. These models MAY be
placed within 3" of other Sentries,

The Chaos player then deploys his
Flayerkin on the ground at least 6" away
from the base of the cliff. No Flayerkin
may be positioned within 2" of another
Flayerkin.

WHO GOES FIRST?
The Attackers:go: first.

SPECIAL RULES

Skirmish. This battle is a Skirmish
game. All the rules on p242-246 of the
‘Warhammer rulebook apply.

Sentries. At the start of each Defender
turn, roll a D6 for each Sentry On a
result of 1, the Chaos player may move
the Sentry. On a result of 2-4, the Sentry
remains still. On a result of 5-6, the
Defending player may move the Sentry.
Sentries may be moved up to 4" and will
continue to move in this fashion until
the Flayerkin have been Detected (see
box). After the Flayerkin are Detected,
the Sentries may be moved by the
controlling player as normal.

Deteﬂted The Sentries, weuyﬁ‘om
and preparauon for the defcmc of
Middenheim, are exhausted. At the start
of each of his turns; the Defender
should roll a single D6 to determine
whether a Sentry has spotted the
Flayerkin and alerted his fellow Sentries
to them. The faster the Flayerkin move
in their turn, the easier they will be for
the Defenders to detect.

. FLAYERKIN ON THE WALLS'

FLAYERKIN DETECTION
DISTANCE MOVED  DETECTED ON

LAST TURN D6 ROLL OF:
0-3" 5+
3-6" 4+
6-8" 3+

Flayerkin are automatically Detected
if they, at any time, move within 5" of
a Defending model.

No special deployment. Neither
side may use any special deployment
rules, such as those for Scouts, in this
particular scenario.

Intercept. Any defending model may
intercept a Flayerkin that is
attempting to make it over the walls
and into the city; exactly as if the
Flayerkin had declared a charge that
turn (see the main Warhammer
rulebook, p243).

PART OF A LARGER GAME
If the forces of Chaos are victorious,
the Flayerkin will sneak into the city.
and weaken the inner gate to the city,
In the main Siege battle, the first
damaging hit to the inner gate (ie, the.
first hit to the gate that scores an 11
or higher on the Gate Damage Chart
after modification. See Warhammer
rulebook, p253) will cause the gate to
come crashing down.

If the Defenders are victorious, the
foiled attack has alerted the forces of
the Empire to the timing of the Chaos
assault. After deployment but before
the first turn, the Defenders may fire
any war machines they wish at the
Chaos forces th:n have been clepi{)yed
attzlcks_ norma]ly h%_t:ntlal_ly,_ th;s_ isa
bonus Shooting phase that can
weaken the Chaos troops before the
game begins.
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Jelf Leong: Hmm,
Flayerkin. Who can say no
to mutated nasties
storming the soon-to-fall
walls of the weakling

couldn't resist the chance

- to jump into the fray and command

- these deadly creations, Just 10 Flayérkin

' against the Defenders of Middenheim?

- No problem. All T have to do is cimb up
a sheer cliff face and two defended

~walls, and then make it into the

 FLAYERKIN ASSAILANTS
/) | CORE
1,10 Flayerkin ......... Tkl %

veennn. 140 pis

... 140 pts

The mighty walls of Middenbeim, as
realised by the US White Dwarf Team.

Jason Buyaki: Flayerkin Attacks each should help me send the Huntsmen ready in case they would be
are just downright evil, Flayerkin packing. As per the rules, Jeff able to fire on the enemy! Shooting
It'll be tough to stop 10 wis able to place half of my Defenders at Flayerkin is certainly preferable to fighting
from going over the top. various points on the top of the walls, them in combat.
However, if I can get taking special care to place my Huntsmen
them spotted quickly behind walls or out of sight where MIDDENHEIM SENTRIES
enough, I can bring my ‘possible. I then positioned his remaining CORE

\ forces to bear and slaughter them on the troops on the section of the wall nearest to

5 S0 R s s S 5

battlements. I've been assigned 5 the Flayerkin's avenue of approach. I 10 Free Companies

Huntsmen to give me some long-range decided to place his doughty Free T,
| [ | missile support and 10 Free Companies Company warriors mostly on the lower TOTAL .cousmsmserassaimiaiazinssss LOQPES
} “to defend the walls. I think their 2 battlement and managed to get at least two

e T
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The Flaye:km sc:uttled fozward 6" ndcr
the cover of darkness. Jeff elected not to
move the Flayerkin’s full march cliqt;mce
srght Mowng 8" would giw. Jaeon a 3+
roll to detect the approaching Flayerkin
instead of a 4+. However, Jason’s luck
was strong. and the vigilant men of the
Empire shouted a warning to their
tellows, one sharp-eyed guardian
spotting the. mutant creatures’ approach
]:mp1re 5cmmblecl dom the stairs and
along the walls to try and join their
fellows before the attack began.

TURN 2

There was no more need for stealth, and:
the Flayerkin advanced at full speed.
Many a man on the battlements above
uttered a prayer to Ulric upon seeing
that the fortifications were no protection
against the foul creatures. Once Jeff had
moved his Flayerkin up the walls, Jason
brought more of his Huntsmen and Free
Company down toward the walls to the
west of the gates. One of the Huntsmen
took aim at the approaching Flayerkin,
Firing his arrow straight down he struck
the creature in the eye! In Skirmish
games, once the roll to wound has been s . P X | e A
successful, there is a further roll to see : - ; NAx The Flayerkin charge was bloody, but now.
how debﬂxtatmg the Wound really is. 3 b " they must endure the Empire countercharge.

TURN 3
Due to the Flayerkin's special rules they
were not hindered by the height of
Middenheim’s walls. With a triumphant
hiss, Archaon’s mutants skittered up the
walls and crashed headlong into the
Defenders with claws flailing. In a flurry
of blows, two of the Free Company were
cut down without mercy, and Jeff
rubbed his hands together with glee.
Jason considered carefully how to
respond now that the Flayerkin were on
the battlements. First, his Huntsmen
targeted the Flayerkin who had not yet:
made it up the wall. The lucky
Huntsman who had earlier scored a hit
fired another deadly arrow and pitched
another Flayerkin screaming from the
stone fortifications. As more Free
Company entered the fray howling a
battle cry to Ulric, the Flayerkin turned
to meet their foes. Seemingly tired out
from their climbing charge, the invaders
were unable to hit any sentries in the
ensuing fight. In return one Flayerkin
was knocked to the ground by a Free.
Company warrior and dispatched by
another. By the end of the combat three
Flayerkin had been slain for the cost of
only two Defenders! Jason’s dice were
rollmg well this turn!




‘Grimly, Jeff set about bringing the full

ed off agamqt the men of the Emplre

two-to-one: The attack was vicious and
swift, and cut down two more

Huntsmen in return for one Flayerkin.
}'asé)'n 'chosé fo i:dﬁéyblidziﬁe: 'thé iria;ority

the upper battlement A few of the

struggling down the stairs inside the

léngbows hummed but Lhelr ATTOWS
failed to pierce the h;des of the
Flayerkin. One of the Free Company,
l-Brave but pethaps foolhardy, rushed in

¥ to finish off the Flayerkin who had been

‘knocked down earlier.
TURN 5
Out of the remaining six Flayerkin, four

. battlements. Jeff knew that all he had to
I do at r_hm pomt was get a smgle

; batdcment slf:w another two Empu‘e

: Company ﬁghters chrough the tower
~ door to join the developing conflict on
. the upper battlements. With the walls
_ crowded with warriors from both sides,
- the Huntsmen had no targets and
-instead added their attacks to the melee.
'~ On the lower battlements, one of the
. Flayerkin was cut down, but in return,
its companion stunned a Free Company
‘swordsman with a savage backhand.
| After a bloody clash, more warfiors from
¥ both sides fell, bur the Empire
reinforcements on the upper
- battlements had made a decisive impact
on the combat. The tally now stood at
eight slain Flayerkin to eight dead
defenders of the Empire!
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force of his remaining Flayerkin to bear

Huntsmen and Free Company were still

mam ‘tower o ;oin m but Jawn couldn’t

{ battled through to climb onto the upper

Emboldcﬂed the Flaverkin on the upper

Combat erupts along the parapets das
Empire reinforcements join the fray.

"TURN 6

Jeffwas not going to lose without a
fight. He had only two Flayerkin left.
The last Flayerkin on the lower level
‘charged up to the upper battlements to
join its companion. Between the two of
them, thé Flayerkin knoi:kcd down two

ditch effort. Even the men from the
lower battlements joined in with grim
determination by climbing up the chains
attached to the Flayerkin's backs. In a
storm of attacks, one Flayerkin was
hacked to pieces, while one of the Free
Company was stunned by the other
Flayerkin's counterblows. As the dust
settled, all eyes turned to see the
outcomeé. The final Flayerkin had
managed to stun its opponent and thus
was free to move in Jeff’s turn, which
would mean it could get down into the
courtyard where it could wreak havoc
before being cut down. Despite the
heroic efforts of the Empire, the
Flayerkin had managed to weaken the
city gates.

PLAYER CONCLUSIONS
Jason: That was a good game and Jeff
was a great opponent to play against! We
had a couple of weird situations crop
up, but we solved them quickly and
fairly. Truly, fate was in my favour, as the
Defenders spotted the Flayerkin right
away. After that, it was a matter of
getting my troops into position to
slaughter them: Indeed; we nearly
stopped them all. If 1 had to do it over
again, I'd have taken a few
Handgunners, some Swordsmen, and a
few Warriors of Ulric. Those units’
Armour Saves would have, I believe,
made the difference in the battles.

Jeff: A close-fought game. I really
thought T was in trouble when the alarm
was sounded on Turn 1 (I will hunt
down the the noisy guy who did it. I
have to teach him a lesson), but it
turned out well in the end. The last
Flayerkin managed to dispatch his

‘opponent and scurry away into the

shadows of the courtyard and damage
the city gates before the Empire’s
numbers overwhelmed him. I now

present the keys of the city to my lord.




SCENARIO BATTLE FOR THE NORTHERN GATE

DEPLOYMENT

1. All of the At‘tackerb are dcploved on

Archaon’s lmrdes and their allies

torn down the watchtowers and
made the long march up the
enemies nf Ulnc stand befnre the
massive gates of Middenheim.

OBJECTIVES

The Attacker’s objective is to get inside

Middenheim by any means possible. The

Defender must prevent him from doing
so and halt the momentum of the attack.

BATTLEFIELD

The battlefield is divided into four areas.
These areas are: inside Middenheim; the
walls and gatchouse; the causeway; and
the diffs. The walls should be set up no
more than 12" from the southern table
edge and extend from the western edge
to the eastern edge with the gatehouse
at the centre of the table. The area to
the south of the walls becomes the area
ll’lSldE Middenheim. To the north of the
rhl_s area 15_. beme_f:n 5' and 4 wu:le a_:_ld-
ns up the centre of the tabl{: to the

Lauseway are the chﬁ"s

THE FORCES

Asina normal Siege game, thc Attackers
D_(_:f_cnder_s: The Atta_c_l;er_ may choos_e
items from the Siege Attackers
equipment list (Warhammer rulebook,
p255). Chaos-power-specific siege
towers are encouraged if the players feel
like having a go building their own
monstrous siege engines.

The Defender may take equipment from
the Siege Defenders list (Warhammer
rulebook, p254),

deployed at the start of the game may be

kept as Reinforcements as described
below.

2. The Defenders are then deployed on
or behind the walls and gatehouse.

The Chaos player then deploys his
Flayerkin on the ground at least 6" away
from the base of the cliff. No Flayerkin
may be positioned within 2" of another
fellow: Flayerkin.

FIRST TURN

The Attackers get the first turn.

SPECIAL RULES
This scenario is played with the standard
Warhammer rules and those detailed in

Appendix Four — Rules of Siege, with the

following additions.

Unstoppable Assault. Any Atracking
unit (including monsters and characters
but not any special characters) that is
wiped out or flees off the table may be:
recy-clcd 1o enter Lhe battle aga:in '
fh'c's'é ﬁmts move onto the battlt:ﬁeld
from a table edge within the Attacker’s
Deployment Zone during the Artacker’s
next Movement phase as if they had
pursued off the table in a previous turn,
Fleeing units that are below 25% starting

size (and therefore cannot Rally) may be

removed at the start of any Attacker
turn. They can return on the same turn
they are removed (for example, if they
flee off the table at the beginning of the
Attacker’s turn)

Reinforcements. Any Attacking units
that cannot be deployed on the-
causeway or in the cliffs area due to
space restrictions may be brought onto
rhe table in subsequent turns in the

LTnstoppablc Assau!t s_pc(:lal rule a_bov&

The Gatehouse. The Northern Gate is
acmally a massive gatehouse that
contains two sets of enormous doors; an
inner and outer set of gates. The
Attackers must break through both of
them to gain entrance to Middenheim,
Once per game, after the Attackers have
breached the first gate, the Defenders
can drop two cauldrons of boiling oil on
units.attacking the second gate. These
cauldrons do not have to be purchased
as part of the Defender’s list.

In addition, the gatehouse is imbued
with magical wards and defences, Any
Defending unit within 12" of the
gatehouse has Magic Resistance (1).

The Cliffs; Units equipped with
grappling hooks (or units following
units of Flayerkin) may attempt to scale
the cliffs. These units may start 18" from
the walls, but it will take two turns to
scale the cliffs.

GAME LENGTH

the De_fend_ers_ are completely W!Pe.d out.

DETERMINING VICTORY

If all the Defenders are killed or have
fled from the table or if the Attackers
have two or more units with a Unit
Strength of 5 or more inside
Middenheim, the Attackers are
victorious. Any other result is a victory
for the Defenders.

] wwwsmm.or-cmos.cem v
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Dave Taylor: It looks like
it's going to be a tough
game. Six players, lots of
noise, two sets of gates
and two sets of walls to
contend with. All this and
) the usual problems
¥ associated with a siege. Like boiling oil.
I'll be taking control of the Undivided
sections of the Chaos forces, which will
be cool. I'm looking forward to scaling a

S S e =

THE F ORCES OF CHAOS

few ladders with the big unit of Warriors
led by the army general (an Exalted
‘Champion with 5 Attacks!) and sending
the cool new Flayerkin up the flank. The
biggest thing I'm looking forward ro,
though, is firing the awesome
Hellcannon. The very walls of
Middenheim will shake and perhaps
even topple under the relentless
pounding I intend to serve up. Archaon
will be proud.

: DOLGORATH’S UNITED HOST

4| | CHARACTERS

: i Dolgorath, Exalted Champion....
} Gaze of the Gods, Additional hand

TWedApon

CORE

\ | 12 Chaos Warsiors of Khorne....

. r Additional hand weapons, ladder,

Standard, Champion

134pts

278 pts

12 Chaos Warﬁ_ors of Slaanésh..229 pts
Shields, ladder, Standard, Champion

1?._. Chaos Warriors of Tz'c_entch 229 pts
Shields, Ladder, Standard, Champion

24 Chaos Watriors of Nurgle ....447 pts
Shields, ladder, Log Ram, Standard,

Siege Tower of Khorne ..............280 pts
Siege Tower of Skaanesh............210 pts
Siege Tower of Tzeentch .......... 170 pts

SIEGE EQUIPMENT

EMISSARIES OF ARCHAON
CHARACTERS

Chaos Sotrcerer Sythas ................85 pts
CORE
18 Chaos Warriors ........c..ee.... 280 pis

Shields, 2 ladders, Standard, Musican,
Champion

25 Marauders of Chaos..............185 pts
Shit:lds lig.,ht armour, 2 ladders, Standard,

Champion -SPECIAL

SPECIAL 10 Flayerkin ....oocvvverenenemmesnrnnnn. 140 pts

2 Juggernauts (Khorne Tower) RARE

4 Mtd Daemonettes (Slaanesh Tower) Chaos Spawn ........ccieeciicrinians 60 pts

RARE GRAND TOTAL ----2,997 pts
| | Hellcannon of Chaos ................270 pts

Y . s - W N
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Chad Mierzwa: I'm
commanding the forces
of Nurgle, and I'm
particularly psvched to
‘getmy new ‘Snail Spawn’
on the games table,
though in this game it
won't be the Beast of Nurgle I built it to
be, juSt a rcgul.lr Spawn, I'm still glad to

seldom subtle affairs, so our plan is
fairfj/'atr"lightf{)wa{rd get to the Waﬁs as

missile troops. Pruudr:d we get Closc
enough, the hand-to-hand prowess of
our troops should win the day against
the puny followers of Ulric. For some
reason, I'm the only power of Chaos
without a siege tower, which will make
my job of advancing under fire all the
more difficult. However, I'm sure Papa
Nurgle will smile on us and guide us.

Rob Hawkins: After
spending many hours
building the Middenheim
table, I'was overjoyed
when they asked me to
play in the Battle Report.
The table was a real
labour of love for me (and blood, sweat
and fears!), so I'm happy to be
commanding the forces of Tzeentch
upon it. We have a tough road ahead of
us, with two sets of walls to scale and

| SO A o\ A [ RS XY\, 0 ]



THE DEF ENDERS OF MIDDENHEIM

Jason Buyaki: It will be
a genuine treat to play
on this fantastic table
built"by Chad and Rob.
Defendmg the Nortbem
Gate of Middenheim will
be no easy task. After mustering our
forces, we began to form our battle
plan. The placement of our artillery
pieces will largely deﬁnc our

corners. ot the towem uhere our. guns
have the best field of fire. We will
position the Helblaster Volley Gun on
top of the gatehouse to cover the gates:
Swordsmen will take to the lower
ramparts, and Handgunners will cover
the upper ramparts and gates so they
can fire as long as possible before being
en;,aged The enemy FIayt:rkln mlght
have to cover the cliff mdcs wnh Archers
and Greatswords. Ulric help us, because
we'll need it.

two sets of gates to break down. Still,
since the Flaverkin successfully
infiltrated the city; our job battering
down the ‘aemnd set of gates should be.

my troops aafely to the walls A[[ hail the
Changer of Ways! Forward to
Middenheim and victory!

Drew Will: 1 must admit
facing down three siege
towers and all those
Chaos Warriors is
intimidating enough —
alone those accursed
Flajrg:fkjrﬂ

let

My biggest concern is that we have set

up to aithiew: the very best fire arcs, with

and left and Handgunnezs along, the top
walls. Thus, our hand-to-hand troops
will be left to man the lower walls alone.
We’ll have to trust in our firepower.

MIDDENHEIM’S DEFENCE
CHARACTERS

Cyrus, Priest of Ulric . ..101 pts
Heavy armour, great weapon

15 Swordsmen .......ccccevenerenen 115 pts
Champion

15 Swordsmen .........cceeieenee.. 115 pts
Champign

11 Archers ......cccnvivviiiannnann 115 pts
SPECIAL

20 Greatswords w/Champion258 pts
SIEGE EQUIPMENT

3 Cauldrons of Boiling Oil......25 pts

BLACK POWDER RESERVE
CHARACTERS
Master Engincer Thomas ........75 pts
CORE
15 Handgunners.......coovamieses 120 pts
16 Handgunners....................128 pts
SPECIAL.
2 Great Cannon ....................200 pts.
1 MOTEAL .ocivvrissisivasinssasnssnnsensss 1. PES
RARE
Helblaster Volley Gua ..........125 pts

SIEGE EQUIPMENT
1 Cauldron of Boiling Oil

GRAND TOTAL ......covvivce. 1,500 PTS

John Schaffer: It will be
my duty to command the
Slaanesh and Khornate
units and their siege
towers in the battle. My
strategy is a pretty direct
approach to siege.
warfare. I'll send the Khornate siege
tower forward to batter down one gate,
while my minions of Slaanesh will attack

i ——
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the ramparts on the right. The units
inside each carry a back-up ladder in
case the siege towers fall, The special
rules for the siege towers should aid in
my battle plan. It's an obvious approach:
move the towers up as fast as possible,
batter down a gate, and crush the
Empire fools on their own ramparts.
How can they stand against the might of
the powers of Chaos united?

i -‘?::-%M‘_‘ —




_DEPLOYMENT CHAOS : ‘Marauder Horsemen howled for the ! -Siightljr't'o the east of the Champion's
The battle for the Northern Gate began blood of the Middenheimers. A siege unit. On the eastern section of the
‘with the Attackers of Middenheim tower of the Blood God crewed by a -causeway, 2 Hellcannon, a Sorcerer of

'deploying on the causeway of the great dozen of his frenzied Warriors came Chaos Undivided, and 2 siege tower of
next, and a snail-like Chaos Spawn tock ‘Slaanesh crewed by a dozen slavering
position next to them. In the céntre of ‘Warriors stood ready to take the walls.

the causeway stood a large unit of
Warriors of Chaos Undivided led by an
! Attackcra. wcnuld havt: to scale them Exalted Champion of Chaos. A
i batter them down, or destroy the gates. group of Chaos Warriors of

% The besiegers did have one thing Nurgle, wielding a log

I working to their advantage, however. ram that seemed hungry
“Early that morning, before dawn, a to taste the timbers of
squad of Flayerkin had infiltrated the Middenheim’s gates,
 city and weakened the inner gates, Even stood ahead and
a blow of moderate force from a log ram

would take t;he inne,r gatcs down,

haos deployed for ba.rtlc

/¥ On the far western side of the board, at
the base of the cliffs, a small squad of
-?laj’trkin woﬁid'aftémj:it to climb to gaih
forces deployed on the museway ()n

j the westernmost point of the causeway,
-a floating siege tower of Tzeentch
-manned by a dozen enigmatic, blue-
‘armoured Chaos Warriors stood ready
for battle. Next to them, a regiment of

s i

DEPLOYMENT: EMPIRE

On the far eastern section of the walls,
the stalwart Greatswords stood sentry
and prepared to defend the walls against
the climbing Flayerkin. Next to them, on
the eastern tower, stood powerful

- artillery pieces of the Empire, a Mortar

" and Great Cannon. A group of
Swordsmen and Handgunners guarded
the eastern central wall. More
Handgunners with four cauldrons of oil,
“a Priest of Ulric, and a Helblaster Volley
Gun stood atop the gatehouse. In the
tall tower on the northeast corner of the
gatehouse a lone Engineer with a
Hochland Long Rifle took up a sniper’s
position and awaited the enemy.
Another group of Swordsmen and
Handgunners guarded the western
central wall. A single Cannon was
positioned in the western tower, and
finally, a group of Archers guarded the
westernmost section of the wall. These
brave soldiers of the Empire had vowed
to protect the walls of Middenheim with
their lives. With grim resolve, they
gripped their weapons tightly and said
silent prayers to Ulric and Sigmar. The
fate of the Empire rested with them,
their resolve, and their steel.

With a simple gesture from the Chaos S ) : : : :
Champion, the forces of Chaos e I Pl A Greatswords, sworn to defend the
advanced. The siege engines lurched SR SRl e N | 7 R walls to the last man.

| forward. The battle for Middenheim had i 4i AL

been joined.
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CHAOS TURN 1

After the siege towers moved prior to
the first turn of the game, the entire
Attacking force surged forward at top.
speed to reach the walls as soon as.
possible. Though the battle would last a
full 10 turns, the besiegers had two sets
of gates to get through and a tall pair of
walls to climb. There was little time to
waste. To the east, the Flayerkin
advanced up the cliffs. The rest of the
force advanced quickly toward the gates.
Drew and Jason looked a bit nervous,
some of the forces of Chaos were almost
halfway up the causeway. Chad,

controlling the Chaos Sorcerer, rolled to-

cast Hand of Death but failed to do so.
The bad luck continued as the
Hellcannon misfired and caused a

I~Iow fickle are the Whlmb of Daemons!

EMPIRE TURN 1

Seeing the besiegers moving quickly to
the walls, Jason and Drew prepared a
quick and hopefully decisive response.
The Archers on the western wall, seeing
no enemy directly in front of them,
moved into the western tower and took
up positions in the arrow slits and
windows. The Priest of Ulric prayed for
the Mdfj-’ of Ulric to mspue the

deiﬂy dis_p_el]ed the effecte.,_

Both Drew and Jason looked optimistic
at the beginning of the Shooting phase.
Jason, a carpenter and terrain builder,
has an excellent sense of measurement
and linear distance. Throughout the
game, his accurate guesses would prove
to.be a valuable asset to the Defenders
of Mddl‘:ﬂhmm The western

across the causeway; struck a single
crewman on the Tzeentch siege tower,
and failed to cause a Wound. The
eastern Cannon had slightly better luck
and shaved a smgle Damage Point from.
the Slaanesh siege tower. A spot-on
guess for the Mortar killed five Chaos.
Marauders. Although Jason’s range
guesses were accurate; the artillery failed
to do the damage that Jason and Drew
were hoping for. Perhaps the other
missile weapons would fare better.

Drew picked up a fistful of dice and
began declaring targets. The
Handgunners on the gatehouse opened:

The Chaos players begin their
bloodthirsty advance.

Though many shots found the:r mark
no Wounds were: caused The

similar results agzunst the Slaanesh slege
tower: many hits but no Wounds. The
Handgunners on the eastern wall fared
little better and managed to dispatch
only a single Marauder. The Engineer
with his Hochland Long Rifle targeted a
Chaos Dwarf crewman of the
Hellcannon but failed to hit the mark.
Finally, the Helblaster had some effect
and sent five Nurgle Warriors to meet:
their pustular master. With that, the
Empire turn came to a close.

CHAOS TURN 2
The Attackers again moved as quickly as:
they could toward the walls of

Middenheim. Tt looked as though, next




‘turn, many of the Attackers would reach
‘the gates. Chad again rolled to cast
‘Hand of Death and succeeded, but
']f)réw"s Priest of U:l.i'ic dispeﬂcd it with

:Gun and ﬂ;corcd a chrect hlt. The gun
itself lost 2 Damage Points, and one of
- the crew dissolved into a steaming
puddle of"pi'otoplasmic 800 The

~of masonry and s_tone fell l.o the .ground
~ominously. Next turn, the Chaos attack
'woulq b‘e:gin in earnest. The Defenders

“Ulric moving up to join the

{7 Handgunners manning the rampatts of
‘the gatehouse and attempting to pray
tor the Fury of Ulric. Again, Chad’s
‘Sorcerer dispelled it.

| With a roar and a flash, the Imperial
guns opened fire. The eastern cannon
fired across the gateway. The crew began
‘to cheer, for their shot looked like a
‘good ’un, but the cannonball lodged
into the ground a few scant yards shy of
i the Slaaneshi siege tower. With a loud

: -cmck the rtﬁSSile t-ame to a halt. The

. Tzeentch siege tower, dispatched a
single Marauder, and bounced just far

enough to impact the hull of the great

floating siege engine and inflict 2

Damage Points. The Mortar again fired

_ at the Marauders, killed seven of them,

; ahd éaused them to panic and ﬂeé ‘The

on the unprotected Chaos Sorcerer but
| missed. The Helblaster and the
Handgunners on the gatehouse as well
| as the Archers in the western tower
4l\; targeted the unit of Nurgle Chaos
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Warriors and, between them, killed nine
of the diseased soldiers. However, their
nerve held, and still they pressed on
toward the gate. The two other units of
Handgunners targeted the Slaanesh and
Tzeentch siege towers but had little

‘effect. Though the Empire's shooting

had thinned the Attackers’ numbers,
would it be enough to weaken the
attack on the walls?

CHAOS TURN 3

With gleams in their eyes, Dave, Chad,
John, and Rob began declaring charges.
The Khorne siege tower charged the
eastern gate, while the Nurgle Warriors
with the log ram charged the western

one. The Slaanesh siege tower charged
the west central wall, and the Flayerkin
charged the Greatswords guarding the

easternmost wall section. Swords would
soon be crossed.

The fleeing Marauders managed to rally,
and yet again, the Chaos Sorcerer’s
attempt to cast Hand of Death was
dispelled. The Hellcannon fired at the
Great Cannon on the eastern tower but
failed to hit its target.

The depraved Warriors of Slaanesh
attacked the Swordsmen on the western
central wall with fury and managed to
fell one of them, but the Defenders held




their nerve. The Flayerkm ﬂew over the
ramparts with ease and set to the
Greatswords with curved blades and
meat hooks. The mutated creations of
Thrlat ki]led four Greatswofdé 'but' the
anger and dropped ﬁve of the H.J,yerkm
who held their ground.

Both the Warriors of Nurgle with the log
ram and the Khornate siege tower began
battering the walls. Thoug,h the gate

held fa_s_t - fqr t_k_le time being at l¢as;

EMPIRE TURN 3

With no moves to make and the Fury of
Ulric yet again dispelled by the Chaos
Sorcerer; Jason and Drew moved quickly
to the Shooting phase. The crew of the
eastern Great Cannon could just spot
the Slaanesh siege tower, opened fire,
and at last destroyed it. A great cheer.
arose from the walls of Middenheim as
three Slaaneshi Warriors were killed by
the collapsing construct: The western
Great Cannon fired at the Khornate
siege tower but inflicted only minimal
damage. The Mortar fired at the recently
rallied Marauders but missed.

Two of the Handgunners poured boiling
oil on the Nurgle Warriors and killed
three of them, while the guhb of their
weakened soldlcrs of the D:seasecl (_]Od
somehow managed to hold. The
Helblaster opened fire on the Undivided
Warriors and killed a massive 12 of
them. Thanks to the Mark of Chaos
Undivided, the Warriors passed their
Panic test and continued to advance
toward the city: The rest of the
Defenders’ shooting was ineffective.

In the Combat Phase, the Flayerkin
killed three Greatswords while losing
only one of their own. The Greatswords’
nerve broke, and they -were wiped out
by the pursuing Flayerkin. On the other
side of the battle; the Slaaneshi Warriors:
and Swordsmen each killed one of the
enemy, thereby fighting to a stalemarte.
Aside from the Greatswords, the forces
of the Empire seemed to be holding
their own. Whether they could sustain
this defence against the fearsome
warriors of Chaos remained to be seen.

CHAOS TURN 4

The forces of Chaos that had not yet:
attacked the walls continued to advance.
The Warriors of Slaanesh, showmg a
great deal of foresight, had a ladder with
them and continued to press the attack
on the central west wall even after the
collapse of their siege tower. The
Exalted Champion’s unit of Warriors of
Chaos Undivided came close to the wall,

as did the Tzeentch siege tower. Yet
again, the Chaos Sorcerer failed to cast
Hand of Death. The Hellcannon
targeted the Helblaster Volley Gun and
finally destroyed the weapon. Its two
remaining crewmen, however, were
unaffected and remained to fight on.

The siege tower of Khorne and the
Nurgle Warriors with the log ram
continued to assault the gafes 'Though
the. gatcs held Agam the Warriors of
Slaanesh and Swordsmen fought to a

stalemate on the western
central wall.

Slaaneshi Warriors pour onto the batflements. ¥
] i

EMPIRE TURN 4
The Handgunners on the eastern central
wall moved to intercept the Flayerkin.
who had just defeated the Greatswords.
Though the Gunners had little hope
against the fearsome mutants, the men
of the Empire held true to their duty
and would not let the forces of Chaos
into their city. The crew of the destroyed
Helblaster moved to man the cauldron.
and stoked the flames to heat the oil.
Once again, the Priest of Ulric prayed for
Ulric’s Fury, and once again, the Chaos
Sorcerer dispelled it. Magic, it seemed,
would have little influence on the siege
of Middenheim.

The Mortar again opened fire on the
Marauders. Jason’s range guessing was
characteristically accurate, and four
Marauders fell. The surviving members
of the unit turned tail yet again and
headed toward the northern
table edge. The




‘western cannon fired at the Tzeentch

siege tower and destroyed it in a shower
‘of broken lumber and strange emissions

| engine but failed to hit it. The
Handgunners above the gatehouse

~out the remaining four members of the
unit, The Champion [eading them,
- however, was spared by the Gaze of the

Wl dispatched one of the Chaos Dwarfs
-manning the Hellcannon. On the
- western central wall, the battle for the

" Swordsman fell to the Slaaneshi attack,
' but the men of the Empire held their

- nerve and fought on. The Priest of Ulric
4 said a silent prayer and made a promise
that should he survive this day, those

\ brave Swordsmen would be

‘central western wall to join in the
‘combat against the brave, unyielding
Swordsmen. The Flayerkin, with the
blood of the Greatswords still dripping
from their blades, charged the
Handgunners who had moved to
intercept them. The fleeing Marauders
failed ro rally and continued to run
toward the northern table edge.

| remembered as heroes.

CHAOS TURN 5
¥ the destroyed Warriors of Chaos

. Undivided and the fleeing Warriors of
Nurgle were ‘recycled’ and brought back
on the northern cdg:f?{ the causeway.

1 Again, the Chaos Sorcerer failed to cast
Af. The Chaos Championfadvanced up the

his spell. In the brief Chaos Shooting
phase, the Hellcannon misfired,
destabilized the unholy energies fueling
it,.and lost its Daemonic Aura Save.

On the western central wall, the
Warriors of Slaanesh and Exalted
Champion killed three more
warriors held their nerve. Jason and
Drew agreed that, no matter the
outcome of the game, this humble unit
of 15 Swordsmen had been the most
_ successful unit in the battle. The
Khornate siege engine continued to
‘batter the gate and did a bit more
damage, but still the sturdy doors held
fast. The Flayerkin made short work of
the Handgunners and then set their
sights on the artillery crews on the
eastern tower,

EMPIRE TURN 5
The Archers in the western tower no
longer had line of sight to any
targets and so moved to the tower
roof in order to seek out new prey
with their deadly bows. The Priest of
Ulric again called for his God's Fury
to hearten his men, but the Chaos
Sorcerer prevented the prayer from
taking effect.
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The cannon crew on the eastern tower
targeted the Khornate siege tower and
reduced it to a single Damage Point. The
western Cannon fired, its crew hoping
to finish the job, but the cannonball
stuck in the ground a hair’s breadth
away from the tower and failed to cause
any damage, The Mortar fired at the new
unit of Nurgle Warriors that had just
come into range but misfired and could
not shoot this turn. The Helblaster crew
dropped boiling oil on the Chaos Spawn
waiting to storm into the city once the
gates fell, but the hot liquid caused no
damage to the abomination. The
remaining units of Handgunners opened
fire. A lucky shot hit a weakened strut
on the Khornate siege tower, and the
unholy engine collapsed. A single

follower of the Blood God was crushed

beneath the brass beams.

The bloody conflict between the
Slaaneshi Warriors, now led by the
Exalted Champion, and the Swordsmen
defending the western central wall
continued. Two more Swordsmen fell,
but their fellows yet again held fast. With
staunch soldiers like these defending
her walls, surely Middenheim could
weather this attack!

CHAOS TURN 6

After the Tzeentch Warriors' slow
advance on the walls, Rob gleefully
declared that his followers of the
Changer of Ways would charge the
eastern central wall. Jason and Drew
hoped that the unit of Swordsmen

that their comrades on the other side of
the gatehouse had shown this day. The
Flayerkin charged the Mortar crewmen,



machine. The Khomate W‘arrzom who
had just lost their siege tower moved to
pick up the log ram that the fleeing
Warriors of Nurgle had left behind and
headed toward the western gate: The
nev& units of (;haos Undivided and

and formcd up to renew thelr Advanw
on the walls of Middenheim,

At Iong last‘ the Chaos %oru:rer cast

one of the survmng mcmbers of the.
Helblaster crew who was manning the
cauldron of boiling oil. The sole survivor
of the war machine's crew would be
unable to tip the cauldron by himself
next turn. Once more the mighty
Hellcannon opened fire at the western
Cannon. Although the shot missed,

some minor damage was done to the
western tower instead..

In the Combat phase, the Flayerkin,
predictably, made short work of the
Mortar crew. The newly engaged unit of
Swordsmen on the eastern central wall
dispatched a single Warrior of Tzeentch,
while on the opposite side of the
gatehouse, the Slaanesh Warriors and
Swordsmen again fought to a stalemate,
each side losing one of its soldiers.

EMPIRE TURN 6

The Empire turn began with the Priest of
Ulric again praying for the Fury of Ulric
to help his men, to no avail thanks to
the noéoriousiy effective a.nl:imagic' of the
Chaos Sorcerer. The western Cannon
fired at the Khornate Warriors but
missed. The eastern Cannon crew,
fearing the threart of the Flayerkin,
turned their gun around and fired
grapeshot into the mutated warriors.
Once the (_I()Ud. nf smoke, musket balls,
lrlumphant Lhcer for the Ilaycrkln were:
no more. The Engineer in the tall tower
killed yet another Chaos Dwarf. Now,
only a single crewman continued. The
remaining missile troops fired at the
units on the causeway, and three
Khornate Warriors fell to well-aimed
handgun fire.

Yet again, both units of Swordsmen
proved their worth and held their own
against the increasingly frustrated
Warriors of Chaos fighting desperately to
take the walls flanking the gatechouse.
The Priest of Ulric’s heart swelled with
pride, as he cheered his men on to even
greater feats of bravery.

CHAOS TURN 7
A new unit of Flayerkin appeared on the
northern end of the causeway and

. '_'-""\,_;"_,: ==

followed th:u_ni_ts of Chaos Undivided

and Nurgle that were advancing toward
the gates. The Khornate Warriors with
their newly acquired log ram charged
the western gate, while the Chaos.
Sorcerer-again failed to cast Hand of
Death. The Hellcannon targeted the
Cannon on the western tower, destroyed
the artillery piece, and shook the tower
so profoundly that the Archers on the
roof would be unable to shoot this turn
as they fought to keep their footing.

Yet again, the units of Swordsmen made
good their defence of the walls. Those
fighting against the Warriors of Tzeentch
on the eastern wall fought to a
stalemate, while the western unit
actually won their round of combat by
killing a Slaaneshi Warrior. Led by the
Exalted Champion, however, the
Warriors held their nerve.

Finally, the Khornate Warriors attacked
the gate with the fury of the Blood God,
and the mighty outer gates of
Middenheim collapsed. With a piercing
seream from the units behind, the forces.
of Chaos prepared to surge into the city.

EMPIRE TURN 7

Unablc 1o shoot rhis round Lhe Archers:
of thc tower and Lowards the courtyard
If the forces of Chaos managed to batter
down the inner gate, they would not
find the city undefended.

The remaining Cannon on the eastern
tower misfired and would not be able to
shoot this turn or next. The Priest of
Ulric and lone surviving member of the
Helblaster crew poured boiling oil on
the Warriors of Khorne and killed three
of thcm With only three members left in

the log_ ram and att_ack the inner gatc_
The Handgunners opened fire on the

Warriors of Nurgle and killed one. The
Engineer took aim at the last Chaos
Dwarf; but his missile was deflected as
the ecrewman took refuge behind the
massive engine of war. The Swordsmen.
on the eastern wall again fought the
Tzeentch Warriors to a stalemate. Their
companions on the western wall again
held fast, but only two: of the western
unit of Swordsmen now remained.
These men had fought hard and died
well, but surely could not last much
longer against such fearsome and
unyielding foes.

CHAOS TURN 8

The forces of Chaos faced a dilemma.
Though they had at last battered down
one of the outer gates, the three
Khornate Warriors could no longer hoist
the log ram to attack the inner gate,
Thinking quickly, Chad hit upon a novel
solution. His Chaos Sorcerer moved to
join the unit, thereby making it four
men strong — just enough to wield the
log ram. With howls of delight, the
march on the inner gate, which had
already been weakened by the
inﬁkmtmg Flayerkm continued, As he
to cast Hcmd of Dust at the Defenders.
above his head, but the Priest of Ulric
deftly dispelled it. The Hellcannon,
manned as it was by a single crewman,
could not fire this turn. The Chaos
Dwarf shovelled furiously as he
contemplated his next target. The
Swordsmen on the eastern wall fought
the Warriors of Tzeentch to-a stalemate,
each side losing one of its number. At
long last, the two last Swordsmen on the
western wall fell under the blade of the
Exalted Champion. These men had
fought bravely and will be remembered
in song and story for years to come,
assuming anyone should in Middenheim
should survive the siege to.remember.
their sacrifice. h '




EMPI RE TURN 8

- The Archers continued their descent

-from the walls and into the city to

- defend her should the inner gates fall.

he Priest’s prayer was, predictably,

dispelled. Because of the misfire last

turn, the remaining Cannon could not

fire, and its crew rushed to reload the

weapon. The Handgunners on the

¥ gatehouse opened fire on the unit of

“Warriors of Chaos Undivided following

¥ the Khornate Warriors into the

-gatehouse. Five of the Warriors fell, but

1 again, the Mark of Chaos Undivided

| saved the unit from Panic. The

. Handgunners on the central western
‘wall opened fire on the Slaaneshi

11 Warriors on the wall below and killed
~three of them, but the two surviving

il Warriors seemed unconcerned and

readied themselves to ascend the second
E . city wall. The Engineer sighted his

-\ Hochland Long Rifle at the last Chaos

Dwarf crewman and found his mark.

Next turn, the Daemon inside the

|| Hellcannon, unfettered by the crewmen

|ff who channel its fury at the enemy,

|| would run amok. Perhaps, thought the

grizzled Engineer, we might use the

enemy’s strength against him,

Again, the Swordsmen proved their
worth. Although one of their number
fell to the Tzeentch Warriors, their

4l resolve did not fail, and they held fast.

CHAOS TURN 9

As the penultimate turn of the game
began, all of the players realised that the
~ outcome was going to be close. The two
{ remaining Slaaneshi Warriors and the
Exalted Champion charged up the inner
western wall to engage the
‘Handgunners. The few remaining
Marauders finally completed their long
march to the walls of Middenheim and
 charged up to join the Tzeentch
‘Warriors in the fight against the
Swordsmen. Three units moved into the
gatehouse to attack and storm the inner
gate. The Khornate Warriors led by the
Sorcerer hit the inner gate with their log
| ram. Following hot on their heels were
the Warriors of Chaos Undivided, the
Chaos Spawn, and the Warriors of
Nurgle. If these units could make it

'l inside the city, the Defenders’ chances
Ji would be slim.
bt

i
I;i In the Compulsory Movement phase, the

Wisely, the Ffayel kin made best p0351b1e
speed toward the wall and away from
the rampaging Daemon engine behind.,

¥ The Handgunners on the western wall
| | braced themselves as the Slaaneshi
j \V’arrinrs -and Champion charged onto

fell, the J—landgunners held fast. Dcspltc

the fact that the Tzeentchian Warriors
and Marauders killed four of their
number, the Swordsmen defending the

eastern central wall held also. The Priest

on the gatehouse acknowledged to
himself that these Swordsmen of the
southern Empire fought with a fury
waorthy of Ulric himself, Confident that
his walls were well defended, the holy
man turned his attention to the inner

‘gates, only to see them come crashing
down as the Warriors of Khorne

smashed into the weakened timbers
with the log ram. The entrance to the

city was open. Only a handful of Archers

and the gods of the Old World stood
between the forces of Chaos and the
heart of the city of Middenheim.

EMPIRE TURN 9

The Archers, realising that they were the

last line of defence, took up position
and prepared to fire. The Cannon and
Handgunners had no targets, but more
boiling oil was poured down onto the
enemy, and five of Nurgle's Warriors
were burned to death by the steaming
liquid. The rest of the unit turned tail
and ran back out of the gatehouse.
Perhaps, with this regiment in retreat,
the forces of the Empire had a chance!

On the walls, however, the forces of the

Empire fared far worse. Both the
Swordsmen and Handgunners fighting
the Chaos Warriors on the walls broke

and were cut down by the enemy.
Though these men had fallen, they had
done their duty well. The forces of
Chaos had taken the ramparts but would
not have time to climb down into the
city itself. The attack on the walls had
failed. Only those who had taken down
the gates of the great city could win the
-day for Archaon now.

TURN 10

The two Chaos units in the gatehouse
stormed into the city of Middenheim
under a hail of arrows from the Archers
who guarded the courtyard. None of this
missile fire proved effective. The Chaos
units on the walls began their descent
down the walls but had much too far to
travel to help in seizing the inner
courtyard. The scenario’s Victory
Conditions stated that Chaos must have
two or more units at Unit Strength 5 or
greater in the city at the end of the
game. In fact, the forces of Chaos had
three units in the courtyard: the
Warriors of Chaos Undivided at Unit
Strength 12, the Warriors of Khorne led
by the C haos Sorcerer at Unit Strength
4, and the Chaos Spawn at Unit Strength
3. With only one unit at the required
Unit Strength, the forces of Chaos had
failed, and the Defenders of
Middenheim were victorious! Still,
everyone agreed, battles don't get any
closer than that! Had a single additional
Khornate Warrior survived to march into
Middenheim, the Northern Gate would
have fallen to Archaon’s forces.

The Chaos Warriors bréak through, but éven

their evil snail does not guarantee them victory.
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first! Rzght awa}, we knew we had to kill
the siege engines fast, though we had

problems doing damage to the towers as.

they rumbled forward. 'I’hankﬁ.ll.ly, our
Cannon did well most of the game and
eventually brought the towers and ram
down. Our few misfires were negligible.
Our deployment was solid and well
thought out, and it paid off in the later
turns of the game. Drew’s Leadership
tests for the Defenders on the walls
were unbelievable, and he made almost
every one, creating the feeling that the
Defenders were fighting to the last man
bcfore gmng up the waﬂs And Drew ]

thank Ulric for the cauldrons of boﬂmg
oilt They really thinned the Chaos
Warriors when it was needed most.

Drew: Success! 1 think our overall
strategy worked. By having superior
firepower and avoiding misfires, we
mana'ged to cause quité a bit of damage.

towers was key. in preventmg them from.

getting over the walls too soon. The
most surprising thing was the Empire
Smrdsmen s, bravery They la.st,t‘d long

the Slqrmxsh scenano Archaon s
Attal:kcrs wouldn t even have comc a:;

players worked well togcthcr and we
should have crushed the weakling
Empire, but the enemy’s resolve was too
strong The rncust 1mpresmve units of the
Had_e1the_r u_n_l_t bl_'-:_)kg_a a turn or twa
earlier, the Northern Gate would. have
my Flayerkm as I wacchecl them slice
apart a big unit of Greatswords, chop up
the measly Handgunners sent to delay
them, and dismember the Mortar crew
to a man. Did my Hellcannon shake the
walls? It sure did, but poor rolling on
my part prevented it from being too
effective against the war machines of the
enemy. [ mean, who rollsa 2 and a 1 for
damage against 3-Wound Cannons? (Guy
probably would - Fat Bloke).

Chad: Man, oh man! It doesn’t get
much closer than that! If only my
Warriors of Nurgle had held in Turn 9.
The boiling oil was just too scary,
though, and the flight of my putrescent
boys cost us the game. Ah well, if only
one more Khornate Warrior had
survived, our vanguard unit would have
been strong enough to fulfill the Victory
Conditions. Still, it was a great game,

and 1 had fun playing on the table over
which Rob-and I laboured so long and
hard. T think that our battle plan was
sound. We advanced under withering
artillery and missile fire and lost a few
units along the way as we knew we
would. However, our resolve never
faltered, and the plan seemed to go well
enough once wc‘d reachcd the walls. If
hacln t held the ramparts with such
determination, the city would surely
have been ours!

Rob: Well, I must say that I'm less than
pleased with the performance of my
troops. My Tzeentch siege tower made
slow progress toward the walls and was
destroyed before it could reach them.
My Warriors then spent the remaining.
turns of the battle dulling their blades
on the ihl(ﬂd& of the Swordsmen

Those fellas were dead hard, and Jason
and Drew should be happy with their
performance as well as their well-staged
defence. They had a solid plan, and they
executed it very well indeed. It was a lot
of fun to play.

John: Oh the injustice! Our victory
stolen at the height of our glorious
assault! 1f only the moraIl: of our troops
generals Lormnandmg them. badly the
one unit we needed to stand. its ground
to break into the courtyard on the last
turn had a momentary lapse of courage
and fled under the dizzying array of
firepower raining down on them from
the Empire ramparts. The assault went
well, but the defences of Middenheim
just barely kept us from absolute giory
Had we been better favoured with our
Panic tests, I'm confident that the
Empire soldiers would have been
slaughtered to a man. That’s alright,
though, Archaon’s main army still has
yet to attack.

The opportunity to play on such a
fantastic table and with such great:
players was an awesome experience, and
win or lose, that will go down as one of
the most fun and memorable games of
Warhammer that I've ever played.

wwwsmxm-or- cmos' com




BATTLE FOR
MIDDENHEIM

ST RM
;CHAOS

and thc Conclave of nght on the

plains outside Middenheim justice.

. Matt Keefe presents a scenario for
. battling Archaon in a scenario

: [ which could decide the fates of

# millions.

i ith Archaon’s forces attacking
g the city; battle was joined on
% the plains by Middenheim

“itself. Here the final fate of the Old
World would be demded with a_ll the

The battle takes place at the foot of the
great mountain on which the city Df
hordercd by the Drakwald forest,
foothills of Ulsie's Rock and the Old
' Forest Road. Terrain varies greatly across
this area, so set-up the table in any way
! yOu can agree upon.

Follow on from last month’s battle report
with your own Battle for Middenbeim.

g 7
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SAVE THE EMPIRE IN WARMASTER

The battle was fought between those
who had pledged theirallegiance to
Archaon and his Chaos masters, and
those who had sworn to defend the
'Emﬁ:ifc the realms of Man, and

the Rumnus Powers. The armies present
were great and vzu'n:d so for thr:

into thrce principal factxons This is such
a large battle that you will need multiple
players on each side, so each faction is
in turn divided up into separate armies,
one for each player in the faction. You
will need armies to represent each of
these factions, though their exact make-
up can vary. The factions are as follows:

DEFENDERS OF THE EMPIRE

Any Empire, Bretonnian, High EIf, Dwarf
or Kislevite armies form a single faction,
known as the Defenders of the Empire.
Determine before the game how many
points this faction is worth, since the
size of the other factions in the game
will be dependent upon it.

Valten, Chosen of Sigmar and Archaon;
Lord of the End Times.

FORCES OF CHAOS

At the fore of Archaon’s horde is, of
course, his own Chaotic and Daemonic
followers. These are representéd by any
Chaos or Daemon armies in the faction,
but they are not the only creatures
fighting for Archaon, Any players with
Dark Elf or Skaven armies should also
be placed in this faction. Any players
with Vampire Counts or Orc & Goblin

‘armies can also join this faction, though

they may form part of the ‘Allies
Unknown, Saviours Unexpected’ instead




Defendcrs Uf the hmp}.re so if the
Defenders of the Empire faction is worth
2,000 points the Forces of Chaos should
have 3,000 points, for example.

ALLIES UNKNOWN, SAVIOURS
UNEXPECTED

Though there are many great minds
filled with malice, not all would willingly
see the world fall into Chaos, for this
would also mean the end of them and
their own nefarious ambitions. Others
will fight anyone, uncaring of the fate of
the wider world. Vampire Counts or
Orcs & Goblins armies can be used o
provide this faction since their own evil
aims or love of brawling could equally
well see them fight for or against
Archaon. However, you need at least
one of these armies for the scenario.
since all three factions must be
represented in the game as at the climax
to the Storm of Chaos.

Allies Unknown, Saviours Unexpected

should have exactly half as many points

as the Forces of Chaos, s0 to continue

our example above, 2,000 points of
Defenders of the Empire would face:

’) 000 points of Chaos with the Allies

Unknown, Saviours U nexpected faction

would have 1,500 points.

In all of the above factions, the number
of individual armies is unimportant so
long as the points totals correspond to
those restrictions outlined above. So,
again continuing our example, the
Defenders of the Empire could consist
of 1,000 points of High Elves and 2,000
points of Empire.

Each army within a faction is entirely
separate in every way, so no character
may give orders to units in other armies,
etc. Each army within a faction has its
own individual Break point as normal
and will withdraw instantly when
broken. Any enemy units which were in
combat with the broken army and
suddenly find themselves unengaged are
entitled to Advance if possible in the
next Combat Resolution phase, just as if
their enemy had been destroyed. The:
destruction of one army within a faction
will have no effect whatsoever on the
other armies in that same faction except
for the obvious fact that they will
suddenly find themselves perhaps more
than a little outnumbered.

At the start of the game the Defenders of
the Empire deploy on one table edge
while the Forces of Chaos set up
opposite them. Both sides may deploy
up te 20cm onto the table. The Allies
Unknown are not deployed at the start.

N ) Ao ) o\, O wi.@@c{' &’9

the Empsre should secretly write down
the name of one of the armies in their
faction. Once this particular army is
broken, the Allies Unknown will be
mggcrccl into action .md should be
the start of the next turn. Once
deployed these reinforcing armies
behave exactly as normal, the Allies
functioning as part of the Defenders of
the Empire faction;

No sp_tima_l victory conditions apply to
this battle, it will simply be fought until
the. im:vitdbly bitter end' (.’ind a grim,
No turn limit apphca s0 simply. pla'y on
until the death when all the armies in
either the Defenders of the Empire
faction or the Forces of Chaos faction
have been destroyed. Once this
happens, the surviving faction is the
victor. There is no other way to win, so
go forth and destroy your foe.




ERALDS OF

ESTILENCE

- A hobbyist for 22 years, Nick days and the happy sound of together,” said Nick when we went
-Cristofoli is hated by the fates and children laughing at bunnies to talk to him about his army.
so rarely wins despite the use of a hopping in sun-speckled meadows.”
full and colourful vocabulary to : However, he also likes the forces of
‘encourage the dice. He describes “All T wish for is an end to suffering  Chaos, specifically Nurgle. So where
himself as “a tender soul who likes  in the world, and the hope that one  do your bunnies fit into that
long, romantic walks on stormy day all of mankind will live in peace equation, Nick?
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66 really like Nurgle above all the
other Chaos gods, he’s the least
evil.” This was Nick’s unusual

response when we asked him why he

played with the plague lord. Of course,
after such a heretical statement we:
demanded that he explain himself, or
we'd call in the local Witchhunters.

“Plague and disease are natural, and for
this reason I don’t really regard Nurgle
as evil. I don’t do evil armies. Always.
side with the forces of good,” said Nick.
But surely, with Nurgle being one of the
Chaos gods he’s evil, right? They do
want to take over the world. “Old age
and physical corruption, the things that
Nurgle stands for are just a progression

of time,™ he replied. “Everything dies, so

it makes sense to follow the inevitable.”

, .‘..' y )
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Hmmm. Okay. Moving on, Nick's army
has quite an interesting composition
with lots of large and impressive
maodels. “T really based the army on
things that I like,” he explained. “I've
always had a bit of a soft spot for all
things Nurgle and I was inspired by the
Nurgle unit of Marauders in the Hordes
of Chaos book. I wanted to build up an
army with lots of conversions. A Nurgle
force gives me lots of scope to do that.”

W eV eSS ST




CHAOS CHARIOTS
One of Nick’s favourite units is his
Plague Cart chariot. “After delving into
¢ background of the original Realm of
Chaos books (these are ancient books
~thar go way, way back into the annals
df Garmes Workshop bistory- Ed) 1 was
inspired by the stories about Plague
Carts and Plague Zombies that were
then part of a Nurgle force. The chariot
“was made very much with that in mind
“and is an awesome shock unit in the
-game. On the other hand, my unit of
{  Marauders is the most visually pleasing

- unit for me. There’s something about a
“shambling horde of half-diseased Nurgle

Nick’s Plague Cart chariot is inspired by
stories from the old Realms of Chaos book.

“Tactically though, I'm still figuring out

¥ -—how to use them properly. Usually they
¥l move slowly across the battlefield, only
to die or run away when they reach the

~—enemy,” said Nick. g

‘Alongside his chariots, it's his
awesome Minotaurs that are one of
Nick’s real hard-hitters. “Minotaurs
armed with great weapons are rock
hard,” he said.

e

The second chariot is draun by a Beast of Nurgle &
Jrom the Games Worksbop Classic range. ;

e :

ROTTING RELIQUAE

“This model was really more like five
models than one with the Sorcerer,
three Marauders and the skeletal steed.
It was also the longest model from
conception to creation, with about five
people all helping out and pitching
ideas for the conversion,” said Nick.

The Sorcerer is constructed of various
components, which makes him unique
‘and really stand out on the battlefield.
“As well as the head of a Dark Emissary,
there was the Bretonnian Grail Reliquae,
plastic Marauders, Chaos Accessory
sprue, Skeletons, a Nurgle Lord, Nurgle
Champion and Chaos Sorcerer that
made up the model,” explained Nick.
Sucha conversion also manoeuvred
Nick into an area of modelling that was
new to him. “I went for a sculpting
lesson with George Dellapina from
Warhammer World,” he said. “I'd always

AEXY 07
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A fearsome Doombull, painted
in the colours of Nyrgfe

For a few of the Chaos Minotaurs in bis arry Nick bas used the.
Badies of Chaos Ogres. In this case he bas replaced both the beads:
with those of Minotaurs.

just used Green Stuff as filler but with
George's help I altered the position of
the Sorcerer’s arm and used Green Stuff
to re-sculpt it. This has really opened up
a lot of opportunities for me in terms of
conversions, but [ don't like using it 'tjo_

Qngmal model underneath L

Nick has a cool painting style but he
doesn’t use varnish for finishing off. “I
don't like the shininess. Basically the
way I see it is once the base is done the
model is finished. Although I always
recommend varnish to others,” he said.
As well as his Chaos horde Nick also has
sizeable armies of Savage Orcs and
Wood Elves. He plans to expand his:
Nurgle host in the future with a unit of
Marauder horses converted from Gorka
Morka muties — the Orky-based game
from Games Workshop’s past. His advice
for anyone converting and painting their
own armies is simple: “Be faithful to the
models and don’t go mad with the Nick's Sorcerer; inspived by the Bretonnian Grail Reliqguae, took his conversion skills to the next level.
conversions, Ob, and don’t be afraid to In some cases-he actually scx;{pred new parts onto the model.

get other people’s ideas.”

Nick bas used parts from the Zombie sprue to convert bis Chaos Marauders.

o

M S W Y ANV e = W i Z NPT

M\;u'_wrw.gumas-worluhop.ca.uklnurgie 33



HOW T

O LOSE AT

WARHAMMER

Analysing the causes of losing games in Warbammer

Mike Walker is
back for another
in-depth look at
Warhammer
delivered in his
‘own inimitable
style. This time
Mike analyses that
which has been
the fate of every
Warhammer player
at some time or other - losing.
Here he presents his theory on the
most common causes of this
unfortanate phenomenon and how
to avoid them.

Mike Walker

ike: It is a chill winter Tuesday
evening in Wiltshire and the
A local chip shop is already
inserting additional hacked-up potato
anticipation of the regular increased
demand from gamers who have come
straight from work.

misic these days.

appeararnce for anotber 25 minutes.

On this rather inclement evening I invite
you to join us for the pre-game
festivities in the garage. This garage is
the regular Tuesday night venue for
Warhammer games played by our group
of mature? players.

‘be aware of:

Don't stand too close to the gas

‘heaters unless your trousers are flame

retardant.

1 will accept no personal injury
liability claims if you happen to stand
on the black and white cat unless you
are wearing the approved protective
foot and shin equipment.

It is probably best if you don’t take
Custard Cremes from the biscuit tin.
(We are still not completely certain
that Little Dave has stopped licking
them in advance .)

“Tonight there are some practice games

featuring Stuart’s Khemri Screaming

Skull Catapults attempting to panic
Ron’s Bretonnian peasants and I am
playing Alan K's brand new Tzeentch
Beastmen horde.

“Hi Stuart. No, I can’t hear anything.”
“Hi Ron. Yes, the car’s fine thank you”.

We are about to enter Alan time? so [
thought I'd spend a little while

ways to lose at Warhammer.

These observations are probably going
to be entirely obvious to experienced
players so they may want to look away
now unless they are interested in the
examples of tactical, strategical and
mechanical ineptitude that follow:

I always think that losing at a game of
Warhammer is like watching a Charlie’s
Angels movie — no matter how bad it

2 Alan Time is a theoretical temporal phenomenon that was Fypotbesised i White Dudarf 289, and is the reason why my opponent won't make an
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hours 1 spent at the weekend
participating in the annihilation
of my Cult of Ulric league army.

smugly confident E)f vmtory,
especially when Joe's Wood Elves were
forced to deploy on an almost barren
plain with only their portable wood to
hide in3. T was convinced that my wolf-
skinned warriors would be able to-
successfully hammer into submission
opponents i:*.qtlipped only with ler_h

My Cult of Ulric army was an impulse
acquisition that I made when I yet again
I found myself caught up in helpless
enthusiasm for the newest army list. The

army proved remarkably easy to A terror-causing
assemble. My Witch Hunter infantry Greater Daemon can
looked sufficiently hairy enough to- serid even the bravest
represent the Warriors of Ulric and the traops fleeing for.
archers, I dug out some old White Wolf their lives...

Knights (the ones with the impressive
hammers) and my Dire Wolves
reluctantly stood in as Hunting Hounds.

The Cult of Ulric army has sevcral

abtllty to upgrade many of the mfamry
units to include a Priest of Ulric
character and the Crush the Weak
special rule, which means that units
accompanied by a Cult of Ulric character
hate models with a basic Leadership of 6
or less. -

After a couple of practice games this
army has been crushing the weak in the
league with success. Two wins and two
draws preceded Joe’s meticulous
massacre of my warriors: So how was it
that I lost this game so badly? How did I
get so comprehensively beaten?

WL 351

After several hours of steam-enhanced
contemplation I have emerged from a
really hot bath with some conclusions
on the most common causes of game
loss. Ignoring sustained periods of bad

dice rolling, these are my top four: units that are going to blast, chop and terror-causing Greater Dacmon is much

Threat Response; Hesitation and scare their troops into submission less threatening if the majority of your

Indecision; Denied Temporal unless they are dealt with somehow: troops are immune to psychology. Forty

Displacement; and Deflection, peasant bowmen are much more of a

Imperilment and Attention. I have watched more than a few games problem to Scott’s small elite and fragile
where the only tactic a player seems to High Elf army than for Craig’s massive

Against Joe I managed all four. have prepared when a nasty unit Skaven horde?..

: pulverises their troops is to look sad.

THREAT RESPONSE What is required is an assessment of the

The best way for a player to lose a game There are two stages to dealing with threats to your army. This is helped

is to start it by ignoring or being threats properly: identifying them and enormously by playing with open lists.

unaware of the opposition’s major neutralising them. The first is not as We play all our games by handing over a

threats. By threats I mean those enemy straightforward as it might seem. A comp[éte army list at thfi beginning and

% megs ;S?eam army feamrec bsge units rbat are at feast 30 strong. This is so that they can retain their Leadership bonus from ranks even if they take a }
Jew casualties. A sound decision when you are using a race whose language includes 32 different words for friendly fire’, |
S |

R ==
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then carrying out an army parade before
deployment starts. Both the armies are
laid out, described and if required, their
special rules are discussed.

With this approach we find games are
not decided by the fact that one player
was not aware that the Bretonnians even
had a banner that took away all their
ranks (the Banner of the Lady, let alone
that Ron’s Battle Standard Bearer has it.
I think that open lists result in a game

‘that is decided more by tactics, rather

than a sort of guessing game with

powerful magic items.

Of course, in our battles this does tend
to make magic items that reveal enemy
magic items, such as the Skull Seaff for
instance, about as much use as a
chocolate Grave Guard. These items
enjoy a much more useful existence
amongst the many players that enjoy the
thrill and excitement of not knowing
exactly what they are facing.

Incidentally we play almost exclusively
with 2,500 point lists. We find that this
restricts characters to a moderate
portion of the points, gives us armies
that look impressive enough and mean
‘that a single appalling Panic test is less

likely to decide a game. We can
complete this size of a game in an
evening and still have time to obsess
about why you can see the Vampire’s
reflection in a puddle during the Angel
title sequence.

Experience will help define what
constitutes a major threat. If you
‘continually get beaten by knights, magic,
fear, chariots, artillery, monsters, or
Elven Lords on eagles with a spear that
acts like a Bolt Thrower, you may need
to thmk about twea.km&, your army list

neutralise these.

The best time to decide about a threat is
during deployment. When an
opponent’s unit lurches into its starting
position, respond by placing the
unit that could neutralise it. This
counter-deployment method
helps formulate a simple battte
plan and clarify the role of each
of your units. At the end of
‘deployment, usually just after
the really nasty stuff has
settled on the tabletop,
review your battle plan to
make sure that it is still
tenable, simple and has

-..unless they can be neutralised by fast, expendable units like Dire Wolves, to pull them away from
the midgin part af the battle,

some chance of prolonging the battle
until after the chips get cold.

Neutralising some really powerful units
can mean simply diverting them away
from your more expensive units.

Powerful frenzied opponents like brutal
Khorne Knights can really easily get sent

‘hurtling off in the wrong direction. My

half-dozen Dire Wolves often get this

sort of duty. They lope into the flank or

rear of the Knights and get utterly
slaughtered. The rules compel frenzied
warriors to overrun in the direction of
the unit that they have just obliteratéd.
For the loss of a few mouldy canines I
can send these guys hurtling across the
table and eliminate them as a threat for
a couple of turns.

One caution about threats is that the
response needs to be appropriate. There
are very few units that are so darigerous
that you need to throw everything and
the food preparation room’s water
receptacle at it.

Against Joe I failed to identify that the
Giant Eagle borne Elf Lord clutching a

‘Hunting Spear (this acts as a Bolt

Thrower when lobbed at the enemy) was

‘a major threat. As a result, while the

Eagle circled leisurely the lightly tossed
spear was used to kebab 15 of my 20
White Wolf Knights. This was a mistake

created with overconfidence and

nurtured by incompetence. My archers
who should have taken care of this
aerial menace instead tried to take on
the Wood EIf archers. One Hail of Doom
arrow (a magic arrow which splits into
3D6 Strength 4 arrows) decisively
decided that little contest.

My number one reason for losing is an
inab'ilit"y 10 work outa way to SLOp the

The number two is a fmlurc to give the
other player problems to deal with,

HESITATION AND
INDECISION

All too often I watch games where one
player neatly lines up their army at the
beginning of the game and then waits.
With the biggest feature of their
Movement phase being inactivity, they
wait while their opponent slides their
troops into optimum position. They are
waiting to lose.

There are very few armies that can win

by only being reactive. Even armies
% with troops equipped with weapons
or skills to deal long-range death need
to correctly position units that will
optimise missile targets, block march
moves and delay the other side’s attacks.
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Opponents that are allowed to move
freely to dictate which units fight and
limit which units can be targeted by
missile troops will win. Defeat can be
assurf:d by an unfocue.ed response and

To have a completely ineffective battle.
plan there are a number of steps you
can take: Make sure you work out the
plan either several months hefore the
game or no earlier than the start of Turn
two. Make sure it is complicated and
requires several turns of unit shuffling
to execute. Make sure that it relies on a
preposterous amount of luck or very
specific actions from your opponent to
work effectively. Finally, stick rigorously

to this plan regardless of how untenable

it becomes.

Make sure that you never commit your
extremely expensive warriors of barely
restrained destruction and set them up
where they will be least useful; shove
tht:m out on a flank whcrc they can bc:
terrain that w1.l.l scvert:ly curtml the.:r
ability to move. Put. slower and less
talented units in front of them so that
they cannot easily charge,

hmdered by duff deployment, Make sure
that they spend at least half the game
moving about to get a clear shot before
thcy getto launch any bo!ts, ba[ls or

airworthiness at the cncmy.

i, from the instant the game starts, you
are Not moving your troops to. restrict
the enemy’s freedom to move where
they want, attack where they want and
shoot what they want, thcn you can be

sagruf cantly to_ yqut_' -asmy S-dt_:i'eat._

I knew against Joe that I needed to start
killing archers as soon as 1 could. So it is
a bit of a mystery why the White Wolf
cavalry ended up at least three moves
from any bow armed target. I think this
was a case of not sorting out a clear plan
before I started putting my troops.
down. My cavalry ended up in the
middle of the table. In this game they
should have been on the right wing
ready to pile straight towards the EIf
archers who were absolutely desperate
not to be involved in any sword waving.
As things turned out Joe lost hardly any
archers and a constant twang and thud
punctuated the piecemeal penetration
of my foot soldiers.

DENIED TEMPORAL
DISPLACEMENT
“Oh bother, I forgot ta roll
to rally them”, “Drat, 1.
forgot to declare that
charge™, “Silly me T
skipped the firing phase.

These words or ones
very like them drift
gently across
tabletops wherever
Warhammer is.

tasks is my third mgmhca_nt conmbutlon
to game: loss.

Of course, this does depend a bit on
how soft your opponent is on breaking.
the immutable law of time. I have seen
games where trocps get rallled during

fought six times beCAqu: Imtlatwc,.Ward
saves, the Regeneration rule, a
Challenge and the ‘to hit’ results were-
all wrongly applied: the first five times.

1 recommend that you generally try and

avoid unregulated time trayel, otherwise

a descent into chaos and games that
persist until the early hours of the
morning await you. If a player forgets.

. here we never go back.

.
Now this may seem to imply that games
rcruncl here are ultm-'compctitivc Far \
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their opponent’s turn is underway. This
generally ensures that all compulsory
movement is done at the right time, the
opportunity to challenge is offered and
all the available Magic phases are played,
We want to crush our opponents
because they are ractically inadequate
not because they have difficulty
following the sequénce of play.

I-Iow'-do things gét misséd'—‘ Fdr me it’s
negot;dt:c)n, dlSCLlSS!OI’l of mnemaﬁc
features that we might enjoy and
debating some subtle rule nuance.

Actually my biggest distraction occurred
fairly recently: The ‘Car Hydraulics’
incident happened three weeks ago and
the club members will probably get tired
of referring to it anytime in the next
vear or two.

My brand new car came with a rather

'spléndid hydraulic suspension that
‘hummed automatically as 1 drove along

to adjust the car height, ensuring a
really smooth ride. A few days after the
cars arrival T was playing a game against
Stuart. My concentration was completely
eroded by the distinctive whine of the
hydraulics adjusting themselves just the
other side of the garage door. This noise
persisted in bursts and I became more
and more agitated about the fact that
the battery was being run down. Game
play was interrupted several times for
fruitless visits to the car, while I
attempted to adjust, re-set and disable
the hydraulic suspension. Every time I

returned to the garage within a few
minutes there was another burst of
hydraulic activity. I'decided to assemble
a mission team consisting of the more
mechanically adept players to make a
desperate attempt to disconnect the car
battery. I knew that the risk that we
might cause irreversible electronic
damage was significant, but resolved to
take action. It was at this point that my
wife arrived with the observation that
'thc noise 1 had 'been héaring Was the

kind of power-saw in hls garage. Relief
was tempered by a slight unease,
wondering exactly what my neighbour
was sawing up at 10 o’clock at night.

My car is and always was fine. My
embarrassment continues unabated.

Back to the destruction of my Ulric
troops: I can recall that I was very
pleased with the set- up of the Wolf-kin
with great weapons. They were
positioned facing Joe’s Treeman ready to
perform some permanent pruning, By
turn three they were ready to charge,
then there was a sandwich related query
from which I never recovered. My
concentration disrupted, [
acknowledged Joe's question regarding
the completion of charge declarations in
the affirmative without declaring theirs.
During turn four they met projectile
death and were dispatched without
attempting a single great weapon stroke.
The Treeman went on to be generally
unpledsant to the few Warriors of Ulric
that had survived the arrow torrent.

IMPERILMENT

DEFLECTION.
AND ATTENTION
During games there are often difficult
decisions to make. But every so often
Lhere are really casy ones, basy thar is,
embroiled in the game, has the entire
focus of their attention on one utterly
decisive attack and worried that T will
yet again forget that they do not take
sugar in their tea.

The three most prevalent examples of

‘obvious’ mistakes encountered around
here are:

‘Charging without due care and

attention: Spurred on by the need to
put pressure on their opponent (sce
Hesitation and Indecision above) this

involves declaring charges without even

the merest consideration that enemy
may flee, that they will not be broken by
the charge and that they might just be
out of charge range anyway. So many
magnificent combat units are pushed
pointlessly forward into positions where
they get completely flanked, rushed and
routed. Many thousands of metal lives
are lost as a result of their general’s
predictive inadequacies.

Character imperilment: Advanced
accounting methods need to be
employed to track the number of times
that Stuart’s Hierophant equipped with

‘the Cloak of the Dunes (which allows a

character to fly) has been returned to a
death he could have easily flown away
from. It is only as Stuart is removing the
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ancient and heavily bandaged figure that
he receives the rush of self blame as he
that he :ha.s .equlpp_cd hlS head v'v'lz'm:'d
with

Characters, especially fragile magic users
and unprotected Battle Standard Bearers
often end up in positions where they
can be bashed, shot or blasted. PQSJ.ﬂQnSZ
aware of thc dangcr and org:mmed
enough to ensure that their characters
are not put at unnecessary risk.

Two situations most often cause
premature character removal.
Unsuspecting characters standing alone
that are taken out by a spell that does:
not follow the normal targeting rules,
and reluctant characters that get thrust
into melee by standing in the front of a
unit which they should have
abandoned last turn.

I am reasonably good at avoiding this
‘error. The next one, however, was
present in my feeble attempt to give the.
Wood Elves a game,

Deflection deficiency: It is fascinating
to me how important the direction a
unit faces is-and how often players.
ignore. this aspect of their movement.

Most players are pretty good when
trying to line 2 unit up to make sure it
can charge in the following turn. But:
units that are waiting to get chaq,ed
often get overlooked. Every unit that is
not in combat should be standing at the
angle that offers the best advantage
should any friendly or enemy unit get to
overrun or follow-up.

Against Joe I got the angles all wrong for
my Knights. On three occasions I
positioned my doomed White Wolves
where the Eagle and Hunting Spear
carrying rider could move and target a
flank. Instead of losing just a single:
casualty the spear was flung through
several ranks removing my knights
three, four and five at a time. The first
time was a genuine mistake, the others
were desperate moves that I made to try
and get back into the game.

mistakes were.compoundcd by later
ones made as I took bigger risks to try
and recover the situation. Next time I
shall aim to dispatch nine Archers, two

Be carefuf when cbmgmg
with powmj‘mf units like.

do.m)t eagpose. tbezr ﬂanks

Dryads and a whole Giant Eagle,
considerably improving on Saturday’s
performance.

Ah, that’s Alan arriving.

“Evening Alan, my hydraulic_s are just

That's about it. I'm off to see if I can
learn anything new about losing, I hope
that this article haﬁ entcrta,me:d and

be back soon and I hope that you wﬂl
be able to join me then for another
sideways gance at Warhammer.

With the Cloak of Dunes a Hieropbant can
avoid becoming imperilled with the
benefit of a flying move.




THEME IS THE NAME

The Art of Warhammer ot caue ™

would be remiss if I didn’t mention the

importance of theme in army design.
While not tactics per se, one of my
favourite things about Warhammer is the
rich background of the world in which

the battles take place. One day I might
replay an engagement between Dwarfs

and Elves from the War of the Beard and
the next see a skirmish between noble
Empire Knights seeking to repulse the
attack of the Chaos armies of Archaon,

Even in less dramatic events there is a

Tactics for devising a winning army in Warbammer story to be told. My Dark EIf army has
-grown over the years as my general grew
Jeff Leong returns Jeff: This is it. We have reached the final from a Noble to a Highborn. Recently he
once again with his chapter in our exploration of has given himself over to the subtle
tactical insights for Warhammer tactics. But before our caress of the Dark Prince and is now the
Warhammer. In this, journey together is done, [ have one ‘general of my Slaaneshi Chaos army.
the last article in the more topic to dicuss that brings it all
series, Jeff discusses together: Army Selection. Even though The growth of my general has'set up the
the importance of you choose your army before the battle, storyline for my army and helped to
Jelf Leong army selection and to pick the best force you must have a theme the list. For instance, my first
how careful ‘clear understanding of how the fighting tournament saw a young Highborn
planning, versatility and knowing will go. In order to select the best Kuulgrye leading a huge unit of Cold
the strengths and weaknesses of combinations, we are going to look at ‘One Knights, rampaging across the ficlds
your opponent can grant you ‘somie important considerations when of the Baltimore Grand Tournament.

victory upon the battlefield! ‘designing an army, After a couple of losses to Ores and
Lizardmen, my intrepid hero (or is it
anti-hero?) took to the seas as the
Captain of one of the fearsome Black
Arks, accompanied by the crew of his
ship, the Corsairs. This army also saw
the introduction of his sister, Neysa,
who has grown from a Level one
Sorceress (somebody had to hold the
Dispel Magic Scrolls) to a Level four
Sorceress of no small renown who now
leads her own forces.

In short you can really add a new
dimension to the fun as you watch
your noble hero grow to lead
his own armies and
conquer far off lands. If
you win, your hero
advances in power and
renown. If you lose, he has
a new score to settle. Either
WAy, your Story grows,

BACK ON TRACK

While important to the fun of the game,
a good theme alone won't win you any
battles. You have to ensure that you
have carefully thought out the
composition of your army to ensure that
you have the right tools you need to
win. Before I start, I make a list of what
models T have available. It’s wishful
thinking to design an army around that
unit of Chaos Warriors that you don’t
quite have yet, so I like to get together a
list of what I have available. With that in
hand, I use the following steps to pick
my army: know yourself, plan for the
enemy, and select your force.

EEFon

! —
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TO THINE OWN SELF

BE TRUE

The first step to selecting a good army is
make sure the army you're planning fits
your approach to battle, For instance, if
you prefer a fast, attacking cavalry army
to smash your opponents before they.
can react, you will not use large blocks
of slower infantry as your main assault
units; On the other hand, if you play a.
could use several missile units to soften
up the enemy and allow your infantry
formations to turn away a final attack.

There is no right or wrong way — just
your way. Make sure that you know what
that style is before picking your forces.

PLAN FOR THE ENEMY
The next step is to know what army or
‘armies you will face. In a friendly game

their particular strengths and
weaknesses, However, it can often be
more challenging when facing a new
opponent or travelling to a tournament.

may have difficulty taking on a Skaven
horde or a Dark EIf raiding party. When
becomes key. You can’t be. completely
safe but, with careful consideration, you
can have the tools necessary for a good

fighting chance come what may.

what you need. There are some
common considerations for every army,
and you may recognize them from "
previous articles — to me, the Elements

of army selection are: movement, magic,

combat resolution, and redundancy. To

make sure you address them all, it helps.

to chart out an army’s capabilities in-
each area - I use a sheet like the one

shown above. I'll explain how to fill it in.

as we go along.

AND THEY'RE OFF...

fae MRRPEY

and can often be the difference between
victory and defeat. Without knowing

your opponent’s army, you need to look
at movement in a more abstract manner.

Ask yourself: How will I dictate or

control movement with this force?

For instance, my Dark Elf army depends
on my Fast Cavalry units to dictate

likely to depend on its Beast Herds, with
their ability to Skirmish, to put its:
opponent at a disadvantage. A

Brettonian contingent will likely rely on.
its knights and their Lance Formation,
counting on their fast movement and
hitting power to dictate the ebb and

are funnelled into’ this area to
¢t the waiting Dwarf battle Tine,

Dswasf deployment zone

Diagram 2
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You don’t have to be able to move fast
to "dictate movement, however. A Skaven
ovcrwhelmmg the enemy with large
numbers of units. By essentially
stretching from one end of the
battlefield to the other, this massive
‘horde of ratmen dictates movement by
denying routes of advance to its énemy.
The Dwarfs might use Thunderers, with
their devastating Dwarf Handguns, or an
Organ Gun (which can deal out up to
10 Strength 5 hits in one shot!) to
dictate movement. By positioning their
shooting units to make certain areas of
the battlefield particularly hazardous for
enemy units to enter, the Dwarls can
funnel the enemy into areas of the
battlefield of the Dwarfs’ choosing (see
diagram 2 on previous page).

]

{ You may not be faster than your
‘opponent, and you can’t always shoot
‘him to smithereens, but you do need to
have a general idea of how you will deal
with the movement phase. Once you
have decided what troops best serve
your army in this effort, jot them down
in the Movement column. In my Dark
EIf army, I depend on my Dark Riders
(Fast Cavalry) and Shades (Skirmishing
Scouts) to control movement. 1 also
depend on my Repeater Bolt Thrower to
a o restrict my opponent’s movement.

| ZIPPITY ZAP

| Magic can be a nasty surprise if you're

| not well prepared for it. As we discussed
P in the article devoted to ‘magic, it rarely

i

wins the battle on its own, but failure to

‘plan for it puts your army at a big
-disadvantage. To prevent being

overwhelmed by enemy magic, the

second question that you need to
-answer is: Can I control, or at least
‘survive, the Magic phase?

You don’t have to have a pile of Power
dice to control the Magic phase or a
library of Dispel Scrolls and a ton of
Dispel dice, to survive it. Even a little bit
of magic can be useful if it is properly
used and even minor defensive
capabilities can get you by if you are
careful, Deciding how much magic to
include boils down to one question: Do
you warnt to go magic heavy or light?

Lots of Magic costs you but it will
provide a powerful offensive Magic
phase. This approach also has the
benefit of giving you a solid magic
defence as well, since your offensive
wizards generate defensive power

(Dispel dice), The down side is that, in
general, this leaves your army with a

lower Leadership (most wizards are at
least one point of Leadership lower than

‘equivalent fighting characters) and less
combat power (as you sacrifice the
combat prowess of a fighting character

for the magical ability of your wizards).
This approach is also rather points-
intensive, which will reduce the number
of troops to face your foe.

Going magic light will not provide much
in the way of offensive magic power, but

can often provide more than énough
defence to carry your forces to victory.
When déciding how much defence you
need, consider a few things:

Unit Size: If you have several large

‘units, you generally need less defensive

capabﬁrty There are precmus few spells
large units in a smglc go, and you
should be able to weather the assault for
a bit longer than average. On the other
hand, if you have smaller units, more
defence may be in order to ensure they
survive the plethora of magic missile
spells available,

Army Speed: There are few spells that
can be cast into close combat, as spells
may only be cast into close combat if
th'eii déscri'ptio'n speciﬁchlly allc"JWs it, so

'consmmg of most ca\ralry is llkely to
‘engage in combat on the second turn,

meaning that it will.only have to cope
with the worst of an enemy’s magical

‘attacks for its first turn. This army may

be able to reduce its magical defence
compared to an army of all infantry, as
the infantry will have to survive an

‘opponent’s magical barrage for three or
four turns before they get into combat.

Hunters: You may also be able to
reduce your dependence'on magical
defence if you have several units that
can be tasked with hunting down and
killing enemy mages. Basically, if your
Brettonian 'Paladin on a Roya.[ Pegasus is
seconcl turn, you don’t have to worry
about his magic anymore. You can
reduce your magical defence if you feel
confident of your ability to hunt enemy
mages. This can be a bit risky, but is
often worth trying.

-After you 'ha’vc‘: 'c'onsidéréd yi)ur unit size,

‘estimate how much magic defence you

WLH need. As a baselme I hke 10 have a
think that my opponent mlght have. I
will usually add a single Dispel Scroll for

‘that ‘must stop’ spell as well.

Back to the example of my Druchii, 1
decided to go magic light, so [ mark that
on my sheet. My Dark EIf army plays
about average in speed, and has a
decent mix of large and sma]l umr.s with
smaller Dark Rldcr units, I am
concerned about protecting my small
Dark Rider units, so [ might need a bit
more magic protection than normal.
However, I am relatively confident that
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my mounted Noble, Dark Riders, and
Shades can successfully hunt enemy
mages, so [ plan to go with four Dispel
dice and a Scroll. This should see me
through at least a turn or two against
eight to nine Power dice, after which 1
need to start killing enemy wizards. T’
now write all this in the ‘Magic' column.

THE RESOLUTION
SOLUTION

At some point, you will have to win a
few fights in order to win the battle. As
we discussed a few months ago, it’s not
just kills that win a ﬁgh,t, but L(]mbdt

to win combate.?

There are many different ways to
enhance your opportunity to win
combats. A Chaos Mortal army might
take Chosen C.hd.(}b 'nghts usm;_., their

Iut; qf extr._1 W()_L_md_&. An O_rc_ anr._l Gr_o_b_lm-

general may use his Orc Boar Chariots
to support the charge of his Night
Goblm% in an effoz't to merwhelm a foe.

Riders to cancel his opponent s rank
bonus, allowing for a couple of wounds
from his Dryads to swing the fight.

For most people, this is the easiest part
of army selection — many people pick
these units almost by instinct. Take a
moment, though, to focus on combat
resolution. It might not be as obvious as
you think, Every game eventually
revolves around a few choice combats,
and a few minutes here can save you
from disaster later on. '

For my Dark Elves I depend on ranked
blocks of Corsairs to give me rank
bonuses, a Banner and Oumumbermg

some WQur_ld_s op_ the g:hagr_ge Finally I
have my Dark Riders, who will be tasked
with using a flank charge to cancel out
enemy rank bonuses. This gives me a.
good varn:ty of units that can provide
battle so I will write thcm down in the
Combat Resolution column.

A BACKUP PLAN
Have you ever heard the old saying “No
plan survives. L(:-ntat.t with the encmy"?

to ask yourseif is: What h'Lppem when
something goes wrong?

The answer to this question is the real
key to assembling a successful army:. It is
a rare game indeed when everything
goes exactly as planned. You must adapt

your plan during the game, 50 you must
design your army to be adaptable. The
best way to acheive this adaptability is:

through redundancy, having more than
one unit which can fill a critical role.

When [ started playing with my Dark
Elves, I used to field a rock-hard unit
of nine Cold One Knights with full
comlmnd and the B‘mnel of Murder
by a tooled up I[1ghh0rr1 All tﬁld
this umt t[ppt‘d thi: scales at about

2 000 pmnt army When thmga
worked, it was great, and victory

was mine! When it didn't work, 1
hacl a tough time ot gctting

(:;q}m u:nc_: 1 n_aded the hﬂ;t_l_ng_
power of the Cold One Knights

for two Cold One Chariots. On its
own a single Chariot can’t match the
power ofa full unit of Knights, but
together they can do just as much
damage Also, I am not as worried about

other tq supp_o_rt my mfantry un_its_.

Redundancy is not just limited to your
big tough units, You need to be able to
fill all combat roles with other units, If
you have only one regiment that can
pcrfor‘m a n:ritical task, a sayvy. opponem

1{ h:avmg You with a potenually
disastrous weakness. If you have
multiple units capable of performing
that same task, it is far more difficult for.
your opponent to rob:you of this
essential capability.

way to chate reclundancy in your army:
For instance, my unit of Dark Rider Fast
Cavalry is great for march-blocking -
oppont:rlt and disruptmg bartlc lmes If
umt u_:‘an a_ls_q_hun_t_ do_wn Encmy
characters. Beastman Herds are another
a good example. They are both a ranked
front-line combat unit and, when
skirmishing, superbly manoeuvrable.
Many more kinds of units can fill two.
roles, giving flexibility to your army.

IT ALL COMES TOGETHER
Looking at the Army Selection matrix
we've created, the basic outline of a
battleplan becomes apparent. The
Corsair blocks will be backed up by
the multi-tasking Dark Riders, the:
Cold One Chariots cause additional
wounds, and Reaper Bolt Throwers can:
herd the enemy. Now I just tweak
unit sizes and add characters to
make sure that I am within the
agreed upon pomts limit (2,000
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THE FINAL
BELL TOLLS...

Tbe a.rmy is. ﬁnally arrayed for battle a

|
to_r movement, _cons_zdere_d mag_lc f01_ !
offense and defence, added troops to I
ensure combat resolution and planned

in flexibility through Redundancy. You're [
now ready to take on any foe. (

As t.bis s tbe last arﬁzde m tbe serzes

advesors wbo mded him m m'irmg of
the Art. of Wézrbammer Mat:bew J‘brk -1

g_o_es 10 his wafe Brendéfet_fser supw 2
aned editorial advio_:_e,. 2




BIG FUTURE

Matt Keefe outlines the future of Warmaster

The game of tiny miniatures
but the mightiest of armies,
“Warmaster offers an
alternative way to battle in the
Old World. Matt Keefe
examines what the fature
holds for the game before
three hardened generals
introduce their forces. Vast
hordes of Undead, Lizardmen
and Orcs and Goblins await
your attention.

Matt: Even within a single hobby,
interest waxes and wanes between
different aspects, and wargaming is
certainly no different. With a hobby that
encompasses so many different interests
and skills (painting, modelling, gaming)
and even different games (Warhammer,
Warhammer 40,000, Warmaster, Epic,
Lord of the Rings and the rest) focus
invariably shifts from one to another.
Events like the Third Armageddon War
or the Eye of Terror campaign allow a
brief focus on such hidden gems as
Epic or Battlefleet Gothic, but for the
most part the inevitable space
restrictions in a magazine like White
Dwarf mean coverage for these, and

other Specialist Games, can be a little
thin on the ground. The Storm of Chaos

‘has given a good bit of attention to

Warmaster, but with the campaign now

‘over, it's only fair that the game of little

men and big battles makes way for other

games to share the limelight. With that

You can find more information about
Warmaster each month in Fanalic magazine.

in mind, and with this being the last
Warmaster article you are likely to see in
White Dwarf for a little while, we
thought it would be a good time to take

‘a look at what the glorious future holds

for Warmaster.

RESOURCES

First mention has to go to Fanatic
magazine. Valianty edited by Andy Hall
Fanatic magazine pruvidcs monthly
coverage of Warmaster and all the other
specialist games. Just like White Dwarf,
Fanatic mag has provided something of
a deluge of Stormof Chaos coverage of
late, and will continue to provide
regular doses of Warmaster-related

Warmaster should certainly pick up
Fanatic magazine as a starting point for
further exploration of the game.

Aside from the magazine, the Fanatic
website, helmed by Keith Krell, provides
a useful batch of resources for all
players with a continuing interest in
Warmaster. All Fanatic magazine articles,
past and present, are available here for
download while the news pages and
forums provide regular updates too.

A Warmaster army of Kislev
clashes with the forces of Chaos.
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THE ARMY OF ARABY

One of the most keenly anticipated
Warmaster relcases for years is the Araby
Pﬂmﬂe_ls_c_*_f t_ho_s_ﬁ featured in the
Warhammer game, but one of the most
interesting things about Warmaster is
that it a]lows us to. explore areas of the

clsewhere Worlﬂng in cgn;unctmn with
the llkes of John Blanche Gav Thorpc

Fzmatlc to. bra.nch out 2 little in:
exploring new concepts, lands and races
that perhaps Warhammer has not got:
around to justyet.

The« Araby army represents one: buch

exotic land full of strange. creatureq
fearless desert nomads and fearsome
Djinn. Work is at a relatively early stage
just now, but Colm Gravssn has alrcady

new an_d f—‘mu_ng army,

Warmaster has a Playtest Vault on the
website where you'll find downloadable
trial rules for many upcomihg' projects
including the current version of the
Araby list. You can thus begin playing

with the army ftght away if you 50

Vault holds in store for you but for
more detads g0 tU

WA

ARABY ARMY SELECTOR

Troop Type Attack Hits Armour  Command  Unit size

Flying Carpet CMnt +0 - - - 1

PV

+10




developmg is the Warmaster Mlghty
Empires book. This supplement will add
a great deal of depth to your games, as it
will detail numerous different ways of
playing Warmaster as well as giving you
other gaming options, such as rules for
allies and mercenaries; terrain
‘generators for the massively diverse
regions of the Warhammer World, rules
for boats and ships and, of course,
different ways of running campaigns.

Warhdrmne.r Arrmcs you wxll be able to
find early drafts of the material in the
Warmaster Vault on the website. For
Mighty Empires rules, use the following
URL, then follow the links to the
Warmaster section of the site.
www.specialist-games.com

A key feature of the Mighty Empires
book will be descriptions and
accompanying rules for the different
terrain and battlefields which can be
found across the varied realms of the
Warhammer world. And these are more
than just a set of tables for rolling up

* scenery. By way of example, below is an
excerpt from the Khemri, the Land of
the Dead section.

KHEMRI

Khemri is a realm populated by veritable
cities of the dead, great labyrinths of
‘pyramids and mausoleums snaking out
for miles in every direction, each home
to a thousand restless souls. When
‘invaders, foolhardy explorers or brave
fortune seekers come to Khemri they
rarely find the Khemrians arrayed
against them as might be the armies of
other races, but rather their enemies all
too often lie unseen all about them.
Indeed, they may well lie right beneath
their feet...

FIGHTING BATTLES

IN KH

The most obwous ‘choice for a
defending army in Khemri is, of course,
the Tomb Kings and if using this type of
Undead army there are a number of
interesting options you can apply to the
game. If you wish, the Undead player
may begin the game without picking an
army, or begin the game with an army
only half the size of their opponent’s
force. Instead, they get to raise their
army throughout the course of the game
‘as detailed above.

During their own Command phase, the
Tomb Kings may attempt to raise the

MIGHTY EMPIRES

‘amidst the confusion and turmoil of

‘deathless masters. As such, these loyal
‘spirits are somewhat easier to raise.

‘check as though an Undead unit was

‘normal order. After a unit is raised, you

PLAYERS' ARMIES

There are Hobbyists out there who
‘take to the field of battle with the
Warmaster rulebook tucked firmly
under one arm, people who thiill to
the sight of massive armies laid out

battle, thése old bones are loyal servants i fll basde actay. Hundeedsof

of the Tomb ngs, in death as they were infantry and fifty knights are for
e them, not a paltry twenty Wood

Elves, three wizards and a Treeman.

tombs and stand beside them as eternal
guardians in their slumber. Unlike the
unwilling and ill-prepared corpses
which a Liche might animate hurriedly

w:th rrru.;l symbols and invocations
before committal to the mighty Pyramid _ . o
Toibs of Khernsi alongside their G TG HE peets WE DicEAk A
variety of armies collected and
painted by such men. As you will see,
the possibilities of modelling,
converting and painting even in
10mm scale are wide, some of these
hobbyists devoting much time 1o
making their armies look spectacular.
We've been talking a lot about
massed armies and hundreds of
troops. In Mark Unitt’s Orcs &
Goblins we present one such force.

All the Hobbyists here, including
father and son Laurie and Paul
‘Stewart, belong to the Leeds Night
Owls Gaming club. Clubs are a great l

place to play Warmaster and other

‘Specialist Games. Details of this and

other clubs can be found at:
www.gamingclub.org.uk

Any character in the Undead army which
is capable of casting magic can try to
raise the dead during the Command
-phase. This is done by issuing a
successful Drdcr Nominate any point on

Command rangc-and make a Command

present at that point, taking into
account all the normal modifiers (raising
a unit counts as the first order to the {
unit, s6 for the most part only the /
modifier for distance from the character
will apply). If the order is successful, a
new Undead unit is raised, which
immediately moves using the order just
given (ie, no new Command check is
necessary). If the order is failed, the
is not raised, and the character may not
give any further orders as normal for a
failed Command check. In all respects,
orders given to raise a unit count as a

may of course conlinue to issue
raised directly into combat but
Command Penalty for enemy
20cm will apply when attempting to
issue the order to raise them.

tmdymg armies which populate the
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Laurie: The Undead were one of the
first armies available for Warmaster and
as such an army of them was bought for
our club. The army is currently 3,500
points (I've still got some Skeleton
infantry to paint and add to it!) and it's
currently being used in the Newcastle
Games Workshop Hobby Centre.

My favourite unit has to be the
Skeletons. They are the poor
footsloggers whose lot it is to trudge
eternally into battle, be struck down and
rise up out of the dust again. I suppose I
feel a bit sorry for them, and being in

the Territorial Army, have empathy for
the plight of the humble foot soldier,

Tactically, I like to use the chariots and
infantry together.The chariots are great
shock units, good to attack flanks, whilst
the infantry outnumbers enemy
brigades. I think it’s the strategy element
of Warmaster that makes it so appealing
for me. There is a lot of tactics involved
troop movements you sometimes have
to have the courage of your convictions
to see a plan through and trust the dice
will allow you to execute it.

Painting an Undead force is quite
simple. T use ink washes and
drybrushing to get units painted quickly.
I usually spend time painting up the
heads of columns and characters as
these are the models that people see.
The banners on units are another area
that 1 spend a bit more time on too.

The High Elves, which I also collect, are
my other favourites. They are very fast
and can re-arrange their battle lines
quickly and have a massive amount of
fire and swift units with which to punish
slower enemies with rapid assaults.

— i

——
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Maik: Orcs and Goblins are a really fun

“army. 1 love the variety in all the

Goblins, there’s so much scope for

‘conversion. I use my Orc and Goblin

horde as two separate forces; a 2,000
points all-Goblin army and a 3,000

‘points Orc and Goblin army. I really like

the Orc and Goblin units for Warmaster,
s0 much so that I just kept adding them

‘to my army. Before I knew it I had loads

of greenies!

I've been playing Warmaster since it was
first released. [ was absolutely hooked
from the start. I find it to be more
cerebral than most games. You have to
think ahead, concentraté more on what
you're doing. It’s less forgiving of
mistakes and it’s this highly tactical

I remember painting my first miniatures
for the game; some Empire models for

the Leamington Spa Hobby Centre. I've
actually got an Empire army as well as
the Orcs and Goblins. Then I have
Undead, Chaos and High Elves too but

it's the greenskins that are my favourite

force to take onto the battlefield. There

‘are just so many of them that they
‘always look impressive no matter the

Of all the units in my Orc and Goblin

‘horde, it s my ‘naughty’ chariots that do

the most damage. They look so

‘insignificant, but when kept as a second
‘wave to charge into enemy flanks they

are deadly. Although you wouldn’t think

it, Goblins being so weedy, they are a
very useful against my hardiest foes, the
forces of Chaos.

Chaos are very meaty in combat, with

plenty of powerful units and some nasty
spells. The best way to go about
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units. I want to add a ‘savage’ wing to

defeating them is to try and keep the

initiative. You must be the one whe the Goblin part of my army and so I'm
launches attacks and dictates the pace of going to be painting up some Spider
the game. Chaos armies are quite small, Riders and Forest Goblins to add even

50 you can encircle them. more variety to.the force.

As for painting a Warmaster army, there
are a few things to bear in mind. Most
important, when painting, start small.
Although its tempting to think ‘wow! big
armies’ and spray loads of stands up at
once; it’s best to be disciplined and just
paint a few core units at a time. Even go
as far as to only have these units on
your painting table and nothing else.
The figures have quite a lot of detail,
and there is even scope for conversions.
My army also has several conversions.
These are to represent troop types from
the trial Goblin-only army list.

With this in mind, I'm set to expand the
army in the future with a few more core




Paul: I remember when I was helping Then it’s just a case of getting stuck into The next units I'm going to add to the
to set up Warhammer World, and I was combat and being prepared to take army are more core units of Saurus
‘carrying the Warmaster Lizardman army some risks. Warriors and Skinks. 1 want to try and
‘out of Jervis Johnson’s office to put in make it harder for my opponents to
the display cabinets. I took one look at Painting the army was a matter of force my army to withdraw (in

l it and was inspired to collect them. 1 focusing on units rather than individual Warmaster, if the total number of units
really liked the ook and feel of the models. Remember this is 10mm not in the army, excluding characters, falls to
army, as they are so reminiscent of their 28mm. Plan before you start and think 50% or lower vour army withdraws and
Warhammer counterparts. about the overall effect. Of course you you have lost) and these two units will

_ can go to town if you want, I once spent serve really well in this role.

I currently have 2,000 points of eight hours on one High EIf Bolt

{ Lizardmen, but I've been playing and Thrower using blending and multiple

§ collecting since Warmaster was first highlights, which was a bit excessive!

released. I think my favourite unit in the
Lizardman army are the Cold Ones.

They are such a fast, hard-hitting and
resilient unit. 1 find them really useful
when fighting against my toughest
opponents — Dwarfs. [ collect them

too, but when going up against the
-stunties, their massed artillery makes
them hard to beat. You just seem to
bounce off their battle line.

One of my favoured tactics for my

Lizardman force is the use of a mass

cavalry charge and combining the

attacks of my Kroxigor and Stegadons

together. The Skinks and Saurus

; Warriors tie up the flanks, sneaking _ _
t'hr'ou'g'h woods and other terrain. Paul’s Slann Mage-Priest and Carnosaur mounted o large round bases with Saurus Temple Guard.

! e
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. REINFORCEMENTS
Matt: Before we say goodbye, we
thought we’d show afew upcaming

and the Emp_ufe over the p_as{ fcw
months, it was about time the other
races received a few reinforcements.
Accordingly, new units for the Empire,

- Dwarfs and Orcs are just over the
horizon, in the shape of Halflings (in
lomm’ They 11 bt: tmy ) Ironbrcakers,

. The game’s author, Rick Priestley, is
currently hard at work on a new
Warmaster Armies book, which will
i:ollcct togt:thcr revised and updated
datc thle the existing army lists are
balanced and fair, there are a few units
which prolonged gaming has shown to
be less than effective or which have:
confusing special rules. Rick is taking
this opportunity to alter the lists as
based upon several years worth of
feedback from players. As with most of
our future W&a.rmasrcr mater:al you can
Armscs on r_he wcbs:te whcrc
downloadable copies of the. playtest
army lists are available.

Some._ future releases for-
Warmaster. Above: Savage Orc
Boar Boyz, sculpted by Steve Salab.
Right: Savage Orcs, sculpted by.
Steve Salabh. Below: the greemﬁ)r

scu!pted. by Mark Hmvmm.
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The Heart of Chaos
by Gav Thorpe

Events reach a cataciysmic end as
Kurt and Ursula meet on the field
of battle - he a mighty Daemon-
Prince and she a fierce warrior
determined to stop him!

Novel » £6.99

Inferno! 44

An Ultramarines Special

A whole issue of Inferno! dedicated
to Wriel Ventris and the
Ultramarines! Packed with short
stories, features mterwews and a
comic strip, no fan of the Space
Marines should miss it!

Fiction Anthology * £5.00
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ﬁ GRAUNT S GHOSTS NOVEL

Traitor General

by Dan Abnett

The start of a brand new
sequence called The Lost sees
Gaunt leading a small strike team
deep behind enemy lines to
locate a high-ranking officer
captured by the forces of Chaos!

Hardback Novel » £16.99

CALENDAR
2005 -

Calendar 2005

The Black Library’s 2005 calendar features an -awesome collection of the very best colaur
artwork from your favourite artists.

Calendar » £12.00

Check out the awesome special edition of Dan Abnett's storming new novel Traitor
General, which includes a CD soundtrack! For more info, go to www.blacklibrary.com

THE BLaAck LIBRARY. READ TILL YOU BLEED




ete: Have you ever noticed how
, ianew sets of rules creep up on
: you? One moment the rext
editibn is years away and then suddenly
. 'me whO]e fabri'c of 'the'gam'e time- space

1 _ wonder!ng where your army stands Itis

Aﬂer long, sterling service the third
" edition is set to fallow the dice-strewn
path to the retirement home for old
rules. But don't mourn for its passing,
“the core mechanisms of this worthy
tome are still enshrined in the revised
rules along with several new elements
and a good number of clarifications and
enhancements.

THE MoST IMPORTANT THING

shou[d reiterate that all existing codexes

- After months of development the wait is finally over. Late this

August the new Warhammer 40,000 rulebook hits the shelves.
Though it is more realistic, faster and more fun, it is not a total
rewrite of the game. Games Designer Pete Haines takes us through

,what this means for your games, while the guys from US White

Dwarf advise us on tactics for the altered iuss‘dul! and vehicle rules.

remain valid. | mentioned this last month,

-and by now you should have seen enough of -

the rules to know that this is true. The main
:changes are nutFrned in. thls amnle and are

thls regard a bit. of a depanure from the way
we've handled our previous revisions.

We have moved the rules forward without the
need to redo every army codex currently in
print. This means that in the coming few
'year"s'th'e Studio can 'focu's on éxpandmg and

onling FAQ sheats

There are a couple of new features included 5.7
in‘a Wholérhearted attempt to be helpful. The .= .
first: Es that all weaponry rulés are cnnta’med

|ndex A Inl of people asked for thrs 50,

thanks to the miracle of cunning computer
software and the correct rites of activation = =
bemg perfermed we have hopefuiiy, ensured &

exampies are now liiustrated with

photographs of models rather than diagrams,
These are just as clear as the diagrams ever
were and have the advantage of brightening
up the book with loads of beautiful Rar
Warhammer 40,000 Citadel Miniatures. ‘

FOR THE FAQ PAGE FOR YOUR ARMY GO TO:
www GAMES-WORKSHOPCO UK/CHAPTERAPPROVED
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Smoothing out the prohlems: As time went
by, the third edition began to creak at the
$8ams as cou ntless sha!! we say inventive’,

prams, precedents set and Iatrgmus cases
made. Every little inconsistency was
‘Subjected to minute examination and upon
-discovery was paraded triumphantly. With the
‘kind of ruthlessness normally reserved for
tabloid celebrity exposés every minor glitch
became common property. In the revised
edition we have endeavoured to identify these
‘problem areas and rectify them. Time will tell

i if we have truly succeeded, for inevitably

i between the myriad of variables involved and
the creativity of players, they will get a jolly
good shakedown.,

All under one cover: As time went by the

amount of ancillary material that was needed :

to play the game increased. This became
most apparent when the gaming community
started expenmentmg with trial rules. The

“have ALL the material to hand became heavy
il -enaugmo be a fitness accessory. This is one

56 WARHAMMER 40,000 DESIGNER’S NOTES

taken w:m the updated edition.

of the reasons why new editions are always
going to be needed; to gather together the
material developed over the past few years
into one integrated book. The end result is a
rulebook that stretches to 288 pages:

Moving the g'ar'ne 't:ii'ward' And ndw wé

weighed and measured. The best and most
reliable tactics were becoming common
knowledge and in the best tradition of human
exploration players everywhere had reached
the edge of what could be done in the game.

‘With no new frontier things can get a bit
‘samey. Doubtless many will turn in anguish

to their favourite internat discussion site and
‘pour out their hearts that their favourite army
‘has heen.emasculated, but this would be an
error. The dynamics of the game have been




. subtly changed, and ontyft-o.%-theﬁ most

- positive of reasons = to breathe fresh interest * °

*and a healthy dollop of uncertainty back into
game play. Every army is now a new army

again as you will have to re-explore. its tactics:

and rennnsider a!l those troop types you had

Wlw i.naws now, thev ust rmght surprise
you. Already we've seen a fluury of acnwt\,
here as gamers update their armies. i

THE CHANGES

the most m|purtant ampndments and gwe
some ideas on how this might affect game
play. Inevitably this will only scratch the
surface of the possibilities that are:now
available but it will give you a good ciue ta:
the way things are movmg 4

Model and Unit definitions: Whilst there may
not be anything sexy or exgiting about
explaining how models of different heights: *
interact or introducing-definitions of the
different unit 1 ypes in the game if 55 VEer j

: i a_nﬁy iti IS thls kmd of det&ul that
adda. strut:tlfre and clarity to-a set of ruJPs

You il see that artillery is now a unit type,
as are bikes, jet bikes, mornstrous creatures
{that does include the Wraithlord and the

T 'u_mp |nhntry and Beaststa\ralw Thig
Jast u

sudde

- ever were cavalry, hence the.name change.

"= The Muueinent ph-asé: Overall the Movement

A .. phase s the least heavily amended. Additional

iven regarding terrain and its
S SRE » game. The perennial problem for
- rules deveiepers isthat it is impossible for us
to cover all the appmar'hes 1o terrain thdt

hat Vig have done therefore is establish a
i rules that you can use to ful!y

7 squads and vehmuia: ﬁrepcrwﬂr my owm.

Space Marines are very much looking
farward to the revised edition of

1 Warhammer 40,0001 Even a cursory glance

at the revised I'l.r]ES showy that Space

: Nlannes ae anto a good thing.

F.cin, e_xampl_e_-, vehicl-e__s Beifig able to move

¢ and-fire with more weaponry means that an
._ Astartes farce can operate as the fast
| maving strike force itis intended to be.

~Predators might as well take those heavy
.Bolter sponsons since they will be able to
| fire them on the move, Vindicators ean lurk

| behind cover before popping out and
| devastating their foes.

' The alteration to the existing Rapid Fire

rules means that a Tactical sauad becomes:
4 deatlly treat at short-rande. pounding the
enemy relentlessly with 1ts tm!ters

Due tothe elite-nature of the Space Marmes :

' most players who use them have seldom

| been able to call upon the tactic of

WARHAMMER

A0, 300* :

" “Soresriing’ often falling foul of opponents

“who-have. Thanks to-the removal of tiis,
~and the relatively high Leadership af Snace_ :

WMarines, Space Marine players can-now”

- accurately dlrect rhe;r fire- where it rs meant:

fo be.

Some Chapters will find their traditiona
tactics aren’t quite the devastating game-
winners they were before//as the Blood
Angels and Space Wolves realisethat they

' “canno longer leap out of a speeding Rhino; - §

rapid fire and then assault. However, these
Chapters are noless potent, Space Wolves

can still muster some of the galaxy's finest & | ;

warriors; and-the Blood Angal's Furious
Charge 18'every bit asigeadly as befare, # .,
not more so thanks to the ability of every -~
engaged model to fight'at full effect, This
makes an assault from close combat
specialists, such'as these, truly deadly, and
Terminator squads are nathing short of
terrifying if allowed to rampage through
yatir lines, By trying somg new tactics,
tinkering: with the dispasifion of vour Task

~ Force and aittle trial and error, | am sure

youwill agree that the Adeptus Astartes are

-~ just as deadly as they ever were,
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b Phil Kelly: Re:
mPant 4 101 of

h,f bu!
: side 1o
3nce |t out: fcan = {Piy on sereening
ark Reapers behind alline:of
ns aﬂy mm‘e.- 'but thai is b‘a.lancer:i

. rf 1n a N]ghr Frght unm thP, !rl"P
o_no more 'rruqtralmu first wrm of Ehtlﬂ

; akJmmPr \‘anits '
" therefore destr
1 'stamng I[E'hd "

get m Fm}t rnil and a
‘i an effactive
; ang 15" And those tanks
i can now fire theis mair YOS and any
8 shunkpn cannon or starcannon they might
en vuhen mowng ip;

recount 'iil

g hits as peneiratmg ‘bt they can. . &8

nelonger fake out one fani
another with their mei’rab
i B'{11=:hr=8° and aw 101

; counts fulk aﬁorks within 2 of

M combat, but are likely to he overivhetmed
i 1)'fma{|; hme tnits for just the sare

7 davit. The:
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the game. The one likely to be most
-controversial concerns choice of farget. This
-change was necessitated by the excessive
-dependence players place on screening. That
is, the practice of putting an expendable unit
in base-to-base formation in front of a far
through the expendables without penalty
while the enemy could only engage the
screen in front.

The effect was like the wall at a soccer free
kick as the front line desperately bounced up
and down in the hope of catching a bullet for
their more illustrious colleagues. It was
apparent that this ruse was out of control
because whenever a new codex came out the
first questions we received inevitably
concerned themselves with who would be
able to screen what.

These tired old tactics are now dead and
gone In the rewsed edation a umt musi

.monstruus creatures As you can [imagine ’[hls
- makes Leadershlp even more |mponant

This ob\nousfy has a very sngmﬂcant effect.

Anything that is firing at the enemy is subject
to being shot at in return. Tactically this will
provoke a different approach. It is now more
important to present a range-of threats to
draw off the enemy’s fire. Skirmish fings can

’now be spread out so that they iook hke well
ﬁrawmg some of the anemy’s fire from your-
key formations.

: The nexrmost rad;cai step mvolves rap;d ﬁra

nfle to make them more worthwhne as rapid
fire weapons.

‘Something had to be dohe’t’hough If there is
40, 0{}0 itis of a Space Marme legs braced,

“firing his bolter from the hip. Not clubhmg his
juppunent ta death with it.

'commo_n in our. pfaytas_t games

Rapid fire weapons suddenly had attacking
options, a squad of Space Marines could roar
up in their Rhino, hop out and lay down a
very damaging hau of fire. Massed Imperial
Guardsmen could advance up to the enemy
lines and rock them with volleys of lasgun
fire. Even Warp Spiders started to be used

more frequently so 'soh%éthing@otad was
clearly happening.

Under the revised rules r‘a-pid'ﬂrfe weapons

-are not a sentence to be immobile for the

whole game. Units that get into the right
positions can: du senous harm Wathout

shoot raprd fire weapons then you can't
charge that turn. In practice the charge needs
to be delivered by a supporting unif. This in
turn led to the realisation that the revised
edition was encouraging combined arms
tactics in quits ;a_ big way. 2y

The Assault phase For those who have
experrmenfed wzth the. rewsed assauit rules

sectt wﬂ ot rook too radicaf. By
compatison with third edition, however, 1hem'
are many very important changes. We hava:’
clarified the charging progess so thatitis <

SJmp!e and m’rmtwe

If you shoot at a unit, that is the one you

numb_gr pf u_mts with good alf mu_nd_
capabilities or several groupings of units
whose combined effect is greater than the
sum of their parts.

m ba_se_ confact_ hght with their full number e
of attacks and all special weapon bonuses. :

The implications for large assault units are” - . &
plain to see. In third edition large units would
present only one effective front rankand a s

crowd of stipporting models contributing a
single attack each. Now they all get stuck im. ~ #
This helps balance up the equation between =
assault troops that race forward lnitranqu_r‘_ts-{ ¥




-poundmg mfantry units that look to grmd

* over their enemies. You used to be hard-
pressed to get more than six figures fighting
at fuli effecl now iarge units are weli worth

the revised editmn sweepmg advances are
what decides if a beaten enemy gets-to fall
back in good order or is swept away and
destroyed. When a unit falls back from close
combat each side rolls a dice and adds their
Initiative. If the falling back unit does not
score higher it is destroyed.

This isall part of the:-balancing act that is the
revised edition. Because the rules do not -~
invalidate existing fists it was wtal to. make
sure that each army got some ad\ramages

and some disadvantages. The'improvement in

rapid fire meant that assaulting armies could’

| DARK EI.DAR

Mat Wa ‘whatchan

' W'xma 3 ai_c;} for the L{arﬁ

B oooasane
| something't
| opponents cait

well ﬁnd it more wfﬁc'ult to 'g'et'inm h'a‘nd—'t'o'-' '

. troops_ can Ao lenger
. --imnspm*i (which ‘most 1ranf po s are'a thise
rangely, the. :

turn rather than chip away at it with shooting
; tum after turn. '

Morale: ThIS |s preﬁy much as it used to be

e_dg_e have_t_)een re_moved

0haraclers Again this sectien Es more to do

interagt With units 1ha!; {hey ;eln

You know the type af thmg what Ff ma

Unit Types: All of the new unit typesrha\fe
their own sections. One add-on to Bikes and
Jet Bikes is the abmty to make a turbo- hoost
mo\fe ‘rather hka Dark Eldar Dtlges do, The

i) Nm.”
t._qut of a sealed

Im'u,ndl Guatd can oni; pHa out of d
maport betom :t mme n_ thev .m,qh to

theu Standard ru[es fall a bit short

mﬂuence the game on Tum Twa lt was a
logical step.after looking at the existing range
of Bike units and discovering that virtually =
none of them used the. Standafq ‘Bike rules.

When evew mcarnaﬂon of a unit type f1as ;n

Vehicles: After the Assault phase, the Vehicle.
ruies have the most mod;fmatfons From

as they go: | really hnpe all of you wﬁo ieft
sponsons off your Leman Russ models kep_f‘
the parts because you will definitely want -
them now! Weapfms of up o Strength '6 are. .

/-
L

(except ardnanee) Thus a Leman- Ru‘sa With
hull heavy bolter and sponson heavy botters®=
can move forward at 6 a turn fmng all three

S Are under no such
nto battle.

hén.fe no trpuhle i_h gettingf af u_il r,r.-).mpie ment
of attacks from a squad of 15 or even twenty

"2~ ~models = net something o be sniffed at.

|

! mﬁamgs-workshop.co;uklcﬁﬂp.i.ernppr.owed ‘59



. 3to move is doubtless a major incentive to the
‘treadheads but, be warned, in play-testing it
:s00n became clear that a 'mw_if;g tank is far

more likely to expose its side armour.

I he Damage abls s ben fddd with

be frustratmg when you im moblllsed an
already immobile tank and achieved
absolutely nothing. Now any penetrating hits
will always cause crew stunned effects,
immaobilising hits on an immobilised vehicle
destroy weaponry instead (and vice versa)
and any passengers aboard a transport that
suffers a penetrating hit have to perform an
emergency disembarkation. These things help
balance the mobility of fighting vehicles.

Another ane of the radical changes is the one
that prevents passengers assaulting having
~disembarked from a transport that has
-already moved. This does not, as some have
4 ‘espoused, kill the Rhino rush (the practice of
charging the enemy-army at full speed with a
number of units in Rhinos, although Ork
Wartrukks and Dark Elrfar Razders could also

o apos e Tal dandUles dre. e DI g

Universal Special R'llles: As many special

rules crop up in more than one Codex we

# have pulled together:a list of the most
common ones and included them in the rules;
“This was a great opportunity to produce a

‘. " definitive version of some rules and make

« & essential modifications to others.

Missions; The standard missions provided in
1he rulebook are all designed to provide a
’_batanced game wnhout requmng

Omega. Alpha mlssmns use no special rures

. at all, Gamma missions use rules such as
deep strike and infiltrate as standard. Omega
missions use the same special rules as
Gamma missions but with the addition of the
Escalation and Concealment rules. These
rules address the concern that getting the
first turn was too decisive in-games of
Warhammer 40,000.

Instead players start with their infantry
deployed using whatever concealment they
can find with the rest of their heavy
‘equipment in reserve. The forces therefore
‘build up over the first few turns so you do
not get .games being decided by an initial,
withering hail of fire.
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USING THIS INFORMATION
Below we present a brief
glimpse at some of the rules

changes that will be seen in the

new Warhammer 40,000
rulebook. Obviously this is o
limited overview and is by no
means comprehensive, but it
does give you a good taste of
the exciting developments in
the grim universe of the 41st
millennium. This overview
assumes you have extensive
knowledge of the existing
rulebook and have played
enough gumes io be

of “veteran’ gamers. lf you are,

~however, there is enough

information here for you to try
out the bhroad sweep of the
updated rules right now, as
well as clueing you up to what
.the people in this article are
lulkmg about!

-d_ownloaded asa PDF from:_ _

WWW.ga mes-worksﬁdp' co.uk/
warhammer40k

_DAEMONHU‘ETERS,’""

& Mat Ward: With the dawn of the updated _

" ordinary bu!ter if arﬂy bpmuse you can -

j-:crqot WJth it dﬂd knila Ssauft Ay

n ia‘ke ﬁmr‘taqe G :

For examp[ﬂ take: the Lead
flas Deen mt' e

UNITS
» These are now categorized into the
following specific types.

INFANTRY TYPES
Jump / Jet

‘e Move 12" / Assault 6"

= Ignore terrain moved over, may instead
move as Infantry,

e Jets can always move in Assault Phase.

Bike / Jet Bike

= Move 12"/ Assault 6"

* May Turbo Boost, moving up to 24", but
may not move through Difficult Terrain,
shoot, or assault.

= Jet bikes can always move in Assault
Phase.

‘Beasts / Riders :
= Move 6"/ Assault 12"

 May Fleet of Foot. Test for terrain as

Infantry. -
Monstrous Creatures :
Artillery

VEHICLE TYPES
« Walkers

* Skimmers -

* Tanks

SHOOTING

Choosing a Target : _

¢ Units must pass a Leadership test to shoot
ata target that is not the closest (units

ou cart tir:j'e ihéir arrival to
E a bunch of ptasma qun toting -
Storm Treopers i t 6f a Rhino to
catelt & D

five rounds rapid.’). it becomes

‘anpealing indeed. " -




Cover
. Bmldmgs and Ruins give a 4+ cover save.

WE&PONS
Rapid Fire

« May fire two shots up to 12" when moving.

» May fire two shots up to 12" or one shoot:
" at maximum range when stationary.
e Units firing Rapid Fire weapons cannot
assault.
Gets Hot! ‘
 (Chance of meltdown is squal to the

number of shots fired: 1 shot = roll of a 1,

2 shots = roll of a 1-2, etc.
Barrage

&nd rofl for: scaiter = DS" if ’farget in 51ght
2D6" and take the highest if out of sight.

Ordnance Weapons - 3 L

= Scatter D6" if attacker-is stationary, 2D6"
and take the highest if attacker’moved.

.. Ordnance Barrage may not be fired on the-
meve e

ASSAUtTS

Charge = -°° ;

= Units may: not charge if they shoo’r with
Ra;}ld Fire ar Heavy weapcns

Burms attacks

* Chafgmg umts gain; +1 Attack.

~gain ki Attack

- Aftacks
= All'models in base-to-base contact, or .

imthm 2" of afnem 'y model in basé-m»

: '__ - can use any spem:al attacks (ie, puwer

* Weapons/power flsis etc).
Basuamas

i ang : !
= Vehicle: can re m%e,marn weaponand all

© Walkers

_* Grenades can be used agams’[ ‘[hem but

V34

Armour Piercing o
+ AP1 weapons that score g Jancing | hqts
count the hits as Penetrating. . =
e ‘AP-"weapons can only ever score
glancing hits. o e
Drdnance arld g;aﬂ Markers
f

over vahicieﬂ 1R

Damage Charis .. - :

+ Immobilised. and Armament Destro;red
results are switched (ie, 5'is now:™
Immobilised for glancing hits).” .

o Armament Destroyed only affects: Strength

* 4 or higher guns. If no Strength 4
armament remains, result counts as
Immabilised.

. Immobihsed rewit& count as Armament

p.i:a'n' to wtifise my
gagarship rule to

| ;Lrepnmg factics
t Command

further Armament Destroyed or
Immobilised result.

Passengers :

. Must 1mmediaieiy d;sembark and takea

Of DOWEF
the unit is
t minufe -
include a !
gan pound away

i called upon to m
gounteratt
Mortar grev .

§ from out of sight.

. ot their transport. >
= Those disembarking from a destroyed 3
* vehicle are automatlcally pinned.

= |n close combat, they ahnmys use thew .
front AV.

enly hit ona 6.
y .
MORAI.E ; c;a_pt-u ring, objectives.
: Dutnumhenng fie o g :
~» Walkers count-as 10 models if AV 12.or § Heavy Weapons squads are o undtr at0
_more, five models if AY11 or less. Multi- : heneflt from b{.rt.Eﬁl"EE“ A ’(h|s uepms
“Wound creatures count as their number of
Wounds; Monstrous Cred L{ras count as 10
models. whme t*ip Cammfs
No Retreat! brawe Tanith 1o 11

- Independent Characters
e iny fight in-close. cambat ;f\m basevto—

*. MISSIONS .
'AJI Mlssmrls

CHARACTERS

e Fearless units which lose close cambat
suffer +1 Wound if outnumbered by 2:1 or
more, +2 if 3:1, +3 for 4:1 or higher, since
they don't take the morale check.

* Walkers outnumbered by 2:1 or more take
a glancmg hit.

t!ase contact

A,

D6 roll of 3¢
e Use Escalaﬁan ona GB mll of 5+ In

Escalati cmly Tmops chmces without

transport e&‘n*t;e de’p&oyed on Tum 1.and

until they move or sl_]\ot Al a_mer units




:_' fiad the benefit of lariormg it to the niew
| dmm With the mw riies in mmd I

se range and start
! iy umpmg bolter and _
shots into the enemy, wk 1 inthe: |8
ort off %!{uatmn m the i q

1 Haue m thie army, "uh:ch tr
| Marine theme beiter. How

ms RSCdI] 1
my squad of

ih Lu‘rft ¢ha ges into
i erent-note, ‘my Defiler is
a lot better these days now that |
ead to guess ranges anymore, and
e to move and fire its Batile
mim, would a second -
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GOING OVER THE TOP

The US White Dwarf team chew over the new assault rules

s sl 4 ith the phrase ‘risky but
w rewarding’ fixed firmly in mind,
the Games Development Studio's

team of designers set about revamping
Warhammer 40,000's-assault rules. The
tweaks were hotly debated and refined
through a long process of playtesting, head
scratching and tea-drinking. Tnough the
changes are minor, they have a major impact
on how the game feels. Assault is not now a
certainty, as shooting is now just as effective

“a'way of purging the battlefield of your foes.

When you do get ‘up close and personal’,
hand-to-hand fighting is even deadlier and
more dangerous than ever before, and that

‘goes for your big Chaos Lords and Hive -

Tyrants too, not just-for the poor

‘downtrodden grunts on the front lines of the
Alst millennium. - :

‘American White Dwarfer Ross Watson takes
2 look at how these changes will affect the

game for the better

CHARGE! e
A shooting unit can charge only the unit it
ﬁré'fj' at in the Shootjn'g phase. You can also

weapons. Rapid frre and Heauy weapons
cannot fire if you want to launch’an assault.

c0mbat ccnmder toormg up the unit with

assault weapons like flamers and melta- -guns. '_

instead af rapld fire waapuns 1ke plasma

-sheotmg than ciase combat, such as the
‘Sisters of Battle, many Imperial Guardsmen,

and Tau, will usually find the formar option

more effective than the latter. Well-tounded

forces such as the Space Marines can choose

either option without fear. Of course, armies

that shoot poorly or assault pamcularly well,
like Tyranids and Orks, will rarely hesatate to
take the latter option!

back or pmned The troops are. s;mpiy 100

: concemed mth self presenfatmn to begxn to

fafhng back may stll! defend |tsle |f itis
attacked in assault by an enemy.

If your troops are particularly motivated to
get up close and fight face-to-face with the
foe, the updated Warhammer 40,000 rules
allow a unit to-charge more than one enemy

‘unit — with a few cunditipns, of course. First,

the charging unit must be able to reach every

unit it is attempting to charge, meaning that
the madels in the unit will have to get inta
base-to-base contact on each target unit.
‘Second, the charging unit must maintain unit
coherency, meaning that you can’t split up
your forces. Every member of the unit has to
stick close and stay together! Generally, these
'con'd'itichs mean that getting the charge on
difficult unless you are facmg an opponent
who places his units in very close formations.

‘Though such formations are of great benefit

to shooty armies like the Imperial Guard and
Tau, if-your opponent does use them, then he
really is asking for a thumping.

WHO CAN FIGHT

One of my favourite changes to the assault
rules for Warhammer 40, GUU game can be ,
throwmg Every. model wathm 2" of an enemy
in close combat fights with its full number of
attacks. In addition, those models can also
use any special attack methods such as
powerfists or rending claws. This change has
its origin in Codex Battlezone: Cityfight,
where the rule was developed to represent
the “swirling melee” of combat.

since they al the only models actuaily

ﬂgh’rmg E}iher medeis m the umt are

weapons, power Weapons, powerfists, or -
anything of the like up front during an assault
so that you_c_an take full advantage of these
S_e_rgeams and lhe_}r equivalents up front,
while keeping heavy weapons at the back.

Characters are treated as a Separate unit

when resolving close combats, which means % .
that characters must be in base-to-base oMt o)

‘contact in order to fight. Wounds suffered by ~ -
-a unit never carry over onto a character that - . =

has joined them. Only enemy models that are = ,
engaged wuth the character mayal!ocate then’j Tk

characters leading from the front, T
Continued overleaf, .«

Attacks. This should lead to courageots - . b
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| THE DRAWBACKS OF RAPID FIRE -
- In the Tau player's turn, the Fire Warriors
aim thelr pulse rn‘les ata Space Manne

assist. The .DUISETIﬂE.IS.a rap_rd nre.weapan.
which means that the Fire Warriors will not-
be able to charge in the Assault Phase. The
Pathfinders are in the same boat, after firing
a heavy weapon (the markerlight). If the
“Pathfinders had fired their pulse carbines
instead (an assault weapon) they would

BONUS ATTACKS

The updated Warhammer 40,000 rules allow
all units that charge to receme a bonus:

Attack. As long as your unit is the one doing.

the charging (and the unit fulfils allthe
requirements to-he able 1o r’:harge in the

_rassive kmte (two close c_ombat waapoms}. :
So each Scout will fight with 3 Attacks when
-gharging into close combat: one for the
Attack on his profile, a bonus Attack for

_chargmg and another bonus Attack for

holdmg twa-close cnmbat weapons

.tl;ej_r.VeIeran Sergeant in the lead, ensurmg
- | thathis power sword and exira Attacks will
get a chance to affect the battle The Space

| mmmmg WASSAUT
These Grey Knights are ssrugglmg agamsta

wwﬁ{gumesz-wnrkshopm.ukfwn.rhﬂmme.r4ﬂk' 63



Wy appm;u,h was o inclide @ mefta gun

and a flame n Ect{.-h 5quad with a Vt.tt’f?ﬂ

| take care of ener‘w :
’igmg thie enemy in assa

1 the h.mdv of @ Steength 3 mod 1
 all close com Tt weapons work to, fulf--

\effectieven when the beareris not in base

* o base Gan'r-act Vith an enemy, meaning

i1
| keep them, and drop: me phsma pis‘t‘mfs.

'-""The other JI‘TEIE“?NHU change s that frie

: @ the Exorcist even more af a ‘rarJPt
' than ever; of course, so 1l be sure not to
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MORALE AND OUTNUMBERING
Outnumbering your opponent is more
important than ever in the updated
Warhammer 40,000. Previously
outnumbering meant only that you had more
models involved and that your foes were
more Iikeiy to break and run. While these two
advantages to pmng in-and teammg up
against the enemy. Armles that can field large

Guard, Tyra_nrds and_O_rks be_r;ome much
more formidable when attacking en masse.

Firstly, the way that numbers are counted in a
combat has changed somewhat. Monstrous
Creatures count as 10 models, and modéls
‘with more than 1 Wound count as the
number of models matching the Wounds on
its profile. Vehicles with a Weapon Skill count
as five models if their front Armour Value is
11 or less and 10 models if their front
Armour Value is 12 or higher.

Some of the unigue abilities a unit possesses
wﬂl now grealfy ass:st the unlt For example,
to pass or fail a Leaders_h_rp_ test is .an
important advantage in close combat ~ it
allows him and his retinue to hold fast when

- they would othermse run, even f

being Fea rlass with none uf the pename_s_

NO RETREAT! '

In assault, being Fearless is good: A Fearless
*unit will never, ever run away from the

enemy, no matter how terrifying the foe might

be or how many Iasses it suffers. Hnwever

an adtiltmnai Wound Th!ﬁ goes up in steps
's'b 'the'unit will 'su'ffe'r' 2'Woﬂhd's'n

'bemg !ocked in the assault! Whrch is
-samehmes a hetter option for the Tau.

vehwles \mll take an automanc glancing hit.
The only silver lining to this cloud is that you
can still make saving throws against these
extra Wounds. Still, Fearless units such as
Eidar Wraithguard or Necron Pariahs need to
be concerned with mobs of enemy troops,
because even possessmg a hugh Taughness

hordes of opponents

KILL THEM ALL!

Sweeping Advance is back, although in a

-slightly different form. The units involved in

the fight add a D6 roll to their majority
initiative, if the victors beat the losers’ score,

thien that unit is caught and wiped out. This

result is known as a Massacre. In this case,
the attacking unit may then move D6" instead
of the usual 3" for consolidation. This random
movement represents the whole gamut of
sprmtmg forward energlzed hy bFoodIust 1o
exhaustedly regrouping after fighting.

TIPS FOR VICTORY

Keeping all these new rules in mind, there are
several options that you should _co_nmder if
you expect to fight in close combat. Many

the updated Warhamrner 40, 000 as they
en'abte a unit to tie'dr even win a' 'rmmd of

-even tnumph The Mark of Chaos Undivided

is useful as it-allows a unit to re-rolf a failed
Leadership test as does the !mpeﬁal Guard’s

“Continued wer.fsaf

This unit of Grey Knights has lost combat
to the Bloodletiers. Because the Grey
Knights are. Feariess they won’ ‘tfall back

hated foe. Meanwhile, the ;\ﬁato'rlaus
Daemuns mﬂ'rcf an additionaf Wound
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.| SHOOT OR ASSAU lJ"

- § Twu squads of Space Marme Scouts are
A Y squad Fstands fts ground
ami caimly fires twme W|th each boit pistoi

“on 3+in tqta_l The other squad shoutsa
battle ery, cﬁa'rg.e,s. forward, and snaps. off a

! furious melee. The first squad of Scouts
cannat charge due to the fact that they fired
their bolt pistols twice, whereas the second
squad, having fired only once, gets to leap
into the fray without restriction.

ESCAPE
In a lucky turn of events these Pathfinders
ha\;e won the com bat agamst the Space

; Imttaﬁve The Sncuts have an lnmatwe of 4

combat while the Pathfinders consolidate

and roll a 3, for a total resuliof 7. The  combat while the Pathfinders consolida
to 3" P

Pathfinders have an Initiative of' 2 and roll a

achieved 2 hrgher resurt fall back from 6.

o

wn’sour! i /
ese Fire Warriors have lost the combat

take a Leadershlp test or fall back. The Fire

against the Space Marine Scouts and must

' of'B' sm'ce ‘hoth, 're'sﬂl'ts 'are a tie the Fire

I n}ﬁative .f_jt:-4-.~and roll a 2, for a total result-




; ome of the higgest changes to the sustain and to dish out enormous amounts of
égame are in regard to vehicles. Tanks punishment. Leman Russ battle tanks,
can now do what real tanks do — roll Predators, and even the mighty Necron
forward into the heart of the enemy, spitting Manolith are all good- examples of Bashers.
fire and fury as they go. On the downside for These frontline vehicles benefit from many of
some players there will be no more ‘Rhino the new edition’s rules.
rushing’ — the tedious zoom across the table
§ by Space Marines in their transports who Ordnance can now be fired even while
then leapt straight into assault. Ross Watson moving, although the template has a [
and Evan J Lougheed from the US White . tendeney to scatter further (on the move, you
Dvrarf discuss the updated rules by dividing roll 2D6 and select the highest result for”
vehicles into four different types: Bashers, scatter distance) than when fired from a
- Smashers, Flankers and Transports. . “stationary vehicle. Imperial Guard Bashers
like the Leman Russ and the Leman Russ
BASHERS Demolisher will find this new advantage very

il Bashers are the big, heavy tanks that can slug helpful if they want to shift position and still
it out on the battlefield. They are able both to keep up the pressure on the enemy! To

‘A classic basher, the Leman Russ is 2
deadly foe. But even though its new found
mobility makes it facﬁcaﬂ'y more versatile it
does mean that your vulnerable side and
rear armour is likely to be exposed.
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baiance this out, Ordnance has shifted
slightly away from an anti- vehicle emphasis

has a reduced effect agamst other enemy

wehicles. Ordnance templates are meant to

represent a small area of extraordinarily
powerful force surrounded by secondary

-explosive or other energy effects. Unless the

round impacts squarely on the target, much
of that force is wasted, so Ordnance
templates now have only half Strength for
Armour Penetration if the hole of the template
is not over the targeted vehicle. As most
Ordnance weapons are high-explosive shells,
this change makes a great deal of sense if
you consider that an armoured vehicle on the
edges of the shell's blast radius is much

This tank can now move and fire both its heavy
bolters and its lascannon! Alternatively. it may instead
fire its battle cannon, even while trundling forward.
But,if you do sb jmu roll two dice for scatter and




‘anythmg dlrectly in |ts pathl Ordnance:

~ “Barrage has also changed, There is now no
more guessing, you simply place the template
and rUH far scatter - D6’ |f you can see |t

Perhaps the biggest impact of the new
edition’s rules on Bashers is the ability to flre
several weapons on the move. Weapons are
now gither defensive (Strength 6 or lower) or
main (Strength 7 and higher). A vehicle may
fire one non-ordnance main weapon and all
its defensive weapons while moving up to 6
(12" for Fast Vehicles). Now, tanks can roll
around the battlefield firing to full effect
without sacrIchmg mobmty Baﬂiewagons and

thundering up the ﬂank or mowng tn claim a
table quarter. This change introduces some.
exciting dynamic features to the game that
every player will enjoy. {

Although the sisters canriot
assault from their Rhino -
. when mey drsembark mej{

S‘bma- tanks qualify as ‘light’ Bashers - the

* Imperial Guard Hellnound is a good example.

On its own, the Hellhound can delivera
punishing amount of antl~persannel flrepower
from the hull mounted heaw boiter pmt{e-

fo the1r Bﬁ.ﬂﬂﬁl\fe ﬁﬂpﬂ.blf.*f.'esz .FOT 3¥3mﬂ.1. .
the Hellhound has a respectahie AV of 1'2 on

rear shots The. Space Maring Razomack and .

the Immolator are two other vehicle that are
technically Transports but that also serve
admirahly as light Bashers. If you,field lots of
tanks-you'll natice you get a heck: of a lot
more shots!

Contipued overleaf...

n‘aa rmmo{efor isa
fantastic vehicle, acting
both as @ basher and a
trangport. Mufn‘-mef:as
maﬂ@ it an ideal tank
nunrer while a heavy
ﬂamer armed variant spells

door for fnfantry.

\
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Phll Keliv Df aH the rrcl

the bother of 1-r1¢i'ng to cateh _th_em. L,an 1
sault ol of @ moving closed-topped
' SEr, My pretiies, .

' a couple of major, and:
: ex.geptic:ns: Mnr}spmu

L the ncw rules fm close.combat,

NDW l‘”F'I}' single brnod in wur army

Bal news far
tealers,

enthe humhld A

-~ I's ot all go
- every ohange m

¥ move

it's a dra'r».rbaa.k the

f Ieam 10 owercomp

U

lij W;-rr_._ffb;; Hive Fleet Kraken.
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*weapons work agamst vehicles, Weapons
“with an Armour Piercing value of 1 will

always inflict a penetrating hit if they equal or
beat the vehicle’s Armour Value. Cowersely
Weapons with an Armour Piercing value of
will inflict only glancing hits under the same
circumstances. What this change means is
that melta guns and multi-meltas have
become more effective at destroying vehicles,

‘while fleshborers, barbed stranglers, and
‘similar weapons will have a more difficult

time hattering through tank armour.

SMASHERS

Vehicles with-a Weapon Skill entry on their
profile fall into the Smasher category, which
basically means Walkers. A Smasher’s main
-sfrenglh is the fact 'that itis |argeiy immune

' Smashers. In the new edltmn Smashers have
©many new thrngs to.watch out for.

excellent close combat
capabilities make it a deadly
‘Basher. Howewver it needs to
‘be careful in close combat
When they are outnumbered
in combats, Oreadrcughts
take automatic glancing hits.

Armour Va!ue is used for all hand-to-hand
combat. No more sneaking around the back
of the Dreadnought! In addition, a Smasher
with an Armour Value of 12 or moreis
coi‘tsidered to -equal 10 models for purposes
Armour Value of 11 or Iess countas 5
maodels instead.

‘It is now risky for a Smasher to end up

outnumbered. If a Smasher is facing two to

one udds or wnrse and loses the combat it

over the walkefs surface, pry open access
panels, and jam up gears. Smashers really
need to keep an eye out for troops with
grenades, as these weapons can be used
agamst a walker in assault if the enemy

into baltle in the future

Dreadnoughts are the primary Smasher -
variant, as it is rare to find a Space Marine pr
Chaos Space Marine army that doesn't have .
at least one. The Orks also bring their own
Dreadnoughts to battle often. Dreadnoughts
perform excellently in close combat and,
under the. new rules, will be outnumbered
only rarely. On the other hand, Dreadnoughts




have dnly AV 12 o protec't them 'from enemy. r

.

Dreadnoughts are m;ddlewaug ht Smashers
such as Killer Kans and Penitent Engines.
Both, operate well in groups, and both have
an emphasis on close combat over ranged
firepower. Although most middleweight
Smashers are only one point or-so lighter in-
AV than their heavyweight cousins, that one
point makes a big difference. Not only are-
more weapons able to have an impact on
vehicles with frontal armour of 11 — they can

be destroyed by heavy bolters and need to be.

wary of Tau Pulse rifles! — but they also
count as only five models for outnumbering
purposes. Generally, middleweights are
fielded in groups, so this disadvantage isn't
always going to be a significant factor.
However, when facing armies with hordes of
troops like Tyranids or Orks, aumumherlng

quickly becomes sumeihmg you need to pay '

attentmn to.

haue few rfany clase combat weapons and
are intended to-perform a fire support role.
Veh;cles such as E!dar War Wa!kers -and

theiry weapons or zaom 24“ :
objective or table quarter in t_hat crucial last -

2oty "WARHAMMER 5%
: 40000, oug 158

surfo_undmg the_Dreadnaugh!_eutnumber it
by 2:1, which could mean dire

consequénces for-the Dreadnought should
it lose the combat ‘as it will suffer an
automatic glancing hit. Thankfully for the.
Dreadnought, losing the combat is unlikely
due to its prowess in hand-to-hand mauls. .. -

are reJatwely inexpensive. A claver

commander will never leave these units in an

unsupported position.

FLANKERS

c?a:m an

(% 3

N oL :
Vehfcfes'?:}«e Aa vagers are excelient ﬂankefs able to zoam

turn. The mobility-ef Flankers gives a
commander an immense advantage Flankars

vehmles lha‘t i(ou should be espemal[y aware

2
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g Graham McNerII agam l‘fP dons prety <

= nrepower st (o)
Yearaamv 1 s

) Ay Deb.rﬂye'rs-a.f_h:ied
some zippy firepoiver i And now
ecrons nave ]uat got dwhole Fct

! _ rule .nrm(:h
' -enab!es them to get mtn a pnsrtmn whpn:

or heavy Weapon-car ;mg mf_mtry
¢ garly Inthe game. Furthermore; ene
- ehicles niow need to-take the thres
advancing Necron Warriors very
wihien ffoi con :
W Gatiss weapen shots th
'~ bearon \ou.

: geran-option
neu{f ru]P:; for choosing a target:
it atihe enemj. ‘.fﬂu

I coming tu lne Allowing all mo-ieik
involved in a‘combat to fight-at full
effectiveness doesn't affect the Necrons
too much in terms of hew much hurt it
can dish-out, but it mabe 4 muer untts uf

of the smal i
whes while
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of. First, the Immaobilized and Weapon
Destroyed results have been switched round.
Thus, a die roll of 4 indicates a Weapon

 Destroyed result, and a dié roll of a 5

especially important to Eldar players who
often make use of the holo-field upgrade.
Now, if you roll a 5 and a 4 you can take the
lower result with relief instead of crashing to
your doom! When a Weapon Destroyed result
is rolled, it only affects weapons with _
Strength 4 or higher. Once all such weapons
additional Weapon Destroyed results count as
Immobilized. Likewise, any Immaobilized
results'on an already Immaobilized vehicle
count as Weapon Destroyed! An Immobilized
vehicle with no functioning weapons counts
-as destroyed, since it's not really deing any
good anymore.

The unparalleled Flanker kings are the Eldar
Falcon and the Tau Hammerhead. The Faleon
_has a slight gdg_e i _ﬁ_rep_uwer with a potential
Hammerhead has the advantag_e when it
comes 10 stay'mg power asitis both more.

; SErves as a respectable Fianker and like the

Hammerhead, can fire devestating salvos at
long range — usually so far away that it can
avoid any return fire. Like the Hammerhead
- and Falcon, many Flankers are skimmers, and
sklmmers have changed sllghtly A sklmmer

mstead of bemg destroyed

Light Flahkers include' the Eldar Vyper, Ork

" light Flankers become: excep‘uonauy

~dangerous with the ability to fire multiple
‘Wweapons while zooming around the battlefield
-at 12" a turn. Many light Flankers can be
fielded in groups or squadrons, and they are

ana usua!ly relatively inexpensive to field,

baﬁ!eﬁeld faster than Ihey can walk. Howaver,
_ _mn_st_ T_rar_:spurts also flt mto the oiher
Bewtﬁsh and lmmolators can functmn as
Flankers, for example, while Chimeras and
Razorbacks work well-as light Bashers. -

Thé're are Seme important things to consider
Transport should be wary, for if the v_eh_rcte
suffers a penetrating hit, the passengers must
immediately disembark _and must roll a

Pinning Test. Even worse, should the vehicle
be destroyed with troops inside, the
passengers must exit at once and are
entangled. A unit that is entangled is under
exactly the same effects as being pinned.
However, being immune fo pinning does not
protect a unit from becoming entangled in the
wreckage of the Transport! Finally, and
perhaps most significantly, passengers
cannot assault except from a Land Raider,
‘open-topped vehicle, or a vehicle that has not
yet moved in the same turn.

These changes open up some interesting new
tactical possibilities. One option to consider is
‘scoot & shoot’ — move a transport full of
troops with rapid-fire weapons to within 12
of an-enemy unit, disernbark, and pour a hail
of shots into the' foe1 A basic unit of 10
‘Space Marines would get 20 Strength 4 shots
from bolters at an enemy within 12", more
than enough to cause serious damage to
‘most units.

If the unit inside the Transport is orientated
more toward hand-to-hand combat, another
good tactic is to disembark behind the
Transport and use it for cavet. Hide for a turn;
then come charging out. The exit ramps on
many real-world Transports are on the rear

for a good reason. Consider taking advantage

of it!

Third, Transports bought with a unit are not
‘scoring units," which means that they will no
Ionger count for comes‘ung table quaners or

opponem ance thel_r tr_oops have
disembarked, whichi gives you the
Uppanunity tn move them behind: enemy

thus caﬂ annuy the enemy with Tank Shock!”

As there is now no chance to regroup at the &_;'

edge of the table, this can be a tevestating
tactic to employ.

One final uséful thmg'Transports can do'is’

baﬁle tank lurking behlnd it.

'THE FULL STORY

Hopefully, reading about these new rules has
whetted your appetite for the updated

Warhammer 40,000, Keep in mind that while -

this article discusses the new rules, it’s:still

justa summary. To get the full story on howr -
‘the updated rules work, make sure you refer
to the rulebook when it becomes available on*

28.8.04. Ur'm'l then, you can try out some of
'art:cle to get your army ready for a new era
of war!

'
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E HUlI. DOWN NO MORE

B Hull Downiis nov cailed Dhscured and it works 50: If 56% ur mﬁre of the target vemcle s

obscured, it gets a4+ save to downgrade peneteating hits to! gfancmg Rits, As sugt, hiding a
Lfank hehmd some trees is not as reliable ameans pf protection as It was. This means that

' though youir possessed Chaos Predator Wiith the. mutated hih upgrade hehind cover is still a
“difficult nut Iu crack ﬂ IS not quﬁe as frustrﬂtmg myou; oppcnemi

XY

| ORKS

B Pete Haings: [ am a recem canvert to 1o Mos+ advantageoiis:| IS 1he faci thats
8 Orkdom, having Specialised in blowing them . - all modéls that are efigaged can:
B [0 pieces formany years. and have.builtup. © * fight. This really helps make
% on army based around the Goff clan, My. = Ork infantry mobs a serious’-

& army is entirely infantry and tends to.come threat to'virtuatly anything - =

O in'a classic greer tide. There are a - inclose combat and makes,”

| plmber of mmgs in the revised edmaﬂ that | thetong hard slog across
hope to make gaod use of. The missians in the-battlefield in the face. -
the yptated rules mean that an alimantry  *  of enemy firesuch easier
force Wilk have the optmn of all bemg : '“."-- = to stomach as you know
deployed on-table at the start of the ganme " 2 Vou gan inflict serious
when Escalation is in use. This means | can. damage Wher you arrive.

1-, get abit further across the table bemrh Sfien s Gnt Al

A emphasiaon controfling different. parts e
| thie battierield. AS my units are really quite |
fl Iarge | should.be able 1o af least conest
Objectives with ease and put some pressure
| on the enemy to d0 something about it
_-_’ Hopefutly this witi involve them getting
& within choppa swinging range faidy quickly,
Vi be cotlecting some- addstmnai Shoota
LBoyz as well: 2 .

i The improvements to rapid fire' mean that
& Shasta Boyz are a gpod alternative to

' Slugga Boyz and can help to wear the
| apponents dovin as the horde closes in:
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Warhammer 40,000’s latest

rulebook gives you so much
‘more than just updated rules,
a fantastic background, and a
gaming system as smooth as

quicksilver. It also gives you
several ways to play the game
and a swathe of scenarios. We
take a quick look at what the
book brings to your clashes,
and present six new scenarios
for the update exclusive to
White Dwarf.

mong the great many things the new
gWarhammer 40,000 rulebook brings
to the game is a variety of ways of
‘playing. Fhe rulebook now not only has the
il ‘main rules, but also full and updated versions
“of Kill T:e'am‘ a game of narrative-based
 adventures, and 40K in 40 Minutes. The latter
game has had its name changed to Combat
‘Patrol, something which, we're sure you'll
4 agree, is more evocative of the universe of
“the far future and less of a cleaning product.
W The book also has & full colour hobby section
%~ & “which details how to make all those extra bits
“you might need - from sentries to mine-fields
—fora game. There’s also a lengthy chunk

72 WAYS TO PLAY

_devoted to.the \rarious ways you-can lirtk your _,

Though most of them will be familiar to you,
the scenarios have all been reclassified and

updated. There are now 17 in total. As before,

they are divided into four distinct categories.

Basic Missions: These are missions you can
play without any additional models. Many old
favourites, including the likes of Cleanse and
Take and Hold, are included in this section.
They operate very much as they did before,
with one important difference. There are now
three ‘levels” of Special Rules for each
scenario ‘Alpha, Gamma, and Omega. Aipha

'1hese an the hlghest Ievel if you are famniliar

with the game, as not only does the inclusion
of the likes of Deep Stnka ang Inf:ltra!ors

:enabie all your tronps tn use thmr fancy

.geﬁmg first turn is not qwte as devastatmg
‘as it once was.

'Special Battle, Raid and Breakthrough
Missions: These missions are more

’:compilcated bemg hettef suned to

add|tmnal modais markers or scenery. to

play. Though they may not be guite as ‘pick -« -

up anff mayable as 1he hasic missions they

The majority of these missions require a
defender or attacker, meaning each player has
*his own set of victory conditions to fulfil.

After each of these categories is an
exhaustive set of hobby tips, telling you how
to make a fantastic variety of race-specific
accessories for each.game.

MISSION IMPOSSIBLE

The newly renamed 40K in 40 Minutes has its
own section. Obviously, the rules themselves
only cover two pages, including the special
Combat Patrol Mission, but there is again a

‘whale host of hobby material, including how

fo quickly prepare a Combat Patrol for battle,

The Kill Team rules are a little more involved.
This exciting, narrative-based version of
Warhammer 40,000 concerns the behind-




: THANK THE AMERICAN WHITE
... DWARF TEAM FOR THESE SIX
SCENARIOS FOR THE NEWLY

UPDATED WARHAMMER 40,000
_GAMES SYSTEM.

- Tk
Tt . - Jaa

By varying ffre. soenario y@u play you il still be-enjoying games of Wamammer'zw 00g unm’ the 4?5? mmfenmm!

’:‘_anemy.—linas-ant.ics of small squads- of hand of desperadoes tries to damage your will have no trouble at all in sstting up your

enemy’s war effort away from the front line. own. As a final bonus, there is an entire Node:
' - campaign at the back of the book, complete
Needless to say, there are loads of excellent with special battlefields, rules and location
. shots of some of the Games Workshop staffs  details. With tips on scenery and army
e ~Kill Tearns, and some great tips on making selection included in the campaign, the whole-
i game jtself has your k;ll team ﬁghtmg agams! your'own thing has been done for you. Now there's no
" “overwhelming odds ta accomplish 2 a_mis.smn___ ' excuse to play Cleanse yet again. Is there? Go-
*_=~Your opponent controls numerous ‘brute 25 THE LONG FIGHT =, on, admit it.

-squa.ds. of axpendahfe minmﬂs (timk m&ﬂ in  The rulehook’s last contnbutmn to:
- diversifying our Warhalimer 40,000 games is  THERE IS ONLY WAR

.. the campaign section. As in the last rulebook, If all that isn't exciting enough, on the:
_'there are tables for experience for units and ~ following pages we have included six
3 _ ~battle honours, butthe section on actually completely new scenarios that are not in the
e emphasns with this (game variant IS very much ~ how to fight a. campalgn has been. greatly rulebook that were written by the US White
4 about stowy’mnmg ralh&f thap findir ng soufwho™  expanded. Included are #ips on running Dwarf team. They have been specifically
narrative, rolling, tree, map and node designed to showcase the updated Assault
campaigns! As in the rest of the tulegbook, all and Vehicle rules, and have some nice little
are Ilberally a!!ustrated with examples 50 you Spema_l r_u_les all of their own.




4 Caitne Vil is a strategically important planet at the edge of Imperial territory. An experimental weapon gone awry has saturated the atmosphere with
psychoreactwe agents that seem to- penetrate even the most protective: breathmg gear and affect even seemmgly emotionless beings such as

) ianemy in tms dangerous environment.

, SET-UP SCENARIO SPECIAL RULES

'Bolh playér's roll a D6, The player with the highest result Psychoreactive Atmosphere, Victory Points

may choose one of the long table edges to be his Psychareactive Atmosphere. Each unit must pass a Leadership

Deployment Zone. ‘check at the beginning of each of its turns. If-a unit has a special
rule that allows it to pass a Leadership check automatically, roll-2D6

Units may be deployed up to 12" onto the board. The lower- instead. On a result of 2-10, the unit acts normally. On a result of

rolling players gets the opposite board edge. 11-12, the unit is affected as if it failed the Leadership check. Units

_ _ - that fail the Leadership check must advance as quickly as possible

The player who chose his Deployment Zone deploys one of toward the closest enemy unit and charge if the unit is able to do

his units first. s0. If there is any option that would enable the unit to charge (eg,

Tt : : _ : not firing rapid fire weapons), the unit must take that option. Roll for

Players then alternate deploying their units until both forces a reaction to the Psychoreactive Atmosphere for each unit on each

oy -are entirely on the table. - | of its turns.
Both players roll a D6. The player with the h|ghest 'rESUh may
-choose to go first or second.

] - RESERVES: None. :
“GAME LENGTH: The game lasts six turns.

LINE OF RETREAT: Units that are forced to Fall Back will do so
toward the nearest table edge of their Deployment Zone as per the
normal Fall Back rules.,

3

: MISSION OBJECTIVES _
Use Victory Points to determine the winner as per the rules on p85
‘of the Warhammer 40,000 rulebook.

)
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‘Both players roll a D6. The player with the hlghesi result
may choose one of the long table edges to be hls
Deployment Zone.

Units may be deployed up to 18" onto the board. His -
opponent gets the opposite board edge as his Deployment
Zone.

The player who.chose his: Depioyment Zone dep[oys one of
_his units: first i

The players: thEI’] altemate deploymg the:r umts until beth
forces are. entlreiy on-the table. -

No unit (excapt 1n11!trators} may be:deployed within 24" of

RESERVES fone: (5 255 7o S Seonn e
'GAME LENGTH: The game Iasts six turns. .

toward the nearest table adge uf thew Depioyment Zone as per the
normal Fall Bask rules 2

 -. MISSION OBJECTIVES

o winner.

.'., ‘: -

.- SCENARIO SPECIAL RULES ._,.»? .
infiltrators, ‘Feeding Frenzy, Vofory Points : =
unit that killed the model receives a number of food counters Equal
to the number of Wounds on the slain model's profile. On a piece of
paper, record the number of food counters captured-by each unit, |f:
a unit carrying food counters is destroyed, the faod counters-are fost
.and should be erased from the recorded amaunt Each food: ccunter




SET UP SCENARIO SPECIAL RULES
ﬂ- Both plavers-roll-a-B6- The player with-the-highest result-is Ammunition Depleted, Infilirators, Reserves (see beiow for etails)
the Defender. Ammunition Depleted. Aside from any units held in Reserve,
. Defending units are out of ammunition and cannot fire in the
: Q Both players then roll another D6. The player with the Shooting phase throughout the entire game. This rule does not
« highest resuit may choose one pigce of terrain to represent apply to any units held in Reserve,
the objective.

The objective can be anything you may possess in your
terrain collection, eg, a building, a hill, a bridge, or a
crashed spacecraft.

The Defending player then sets up this piece of terrain
anywhere on the board but at least 12" away from any
board edge. The long board edge furthest from the
objective is the Attacker’s board edge.

on.or within 12" of the objective.

5 The Defender deploys all of his units that are not in Reserve

his force at Ieast 18" away from any enemy models.

= F The Attacker takes the first turn and may move any
remaining froops from his own board edge.”

* § - RESERVES: None.
. § ‘GAME LENGTH: The game lasts éight turns.

0y P
LINE OF RETREAT: Attacking units that are forced to Fall Back will
do so toward their own hnard edge Defendi'ng um’l‘; that aré forced to

- Fall Ba-:;k rules and must move along the shortest possible route.

=,

MISSION OBJECTIVES

The army W|th the Iargest number of Wounds within 5° of the
‘objective wing.
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- ? i

Both players roll a D6. The player with the hlghest

! Players then aiternate placing pieces of terraln

SET UP

result places the first piece of terrain.

Deploymem Zone he wmhes tn dep!oy in.

The: p!ayer with t?}e lowest result then places his.

ftrst unit;

Playars then aiternate deploymg one umt at a time

Units are not required to be p!aced in any s

pamcuiarorder‘ : Ty

Both players roll a D8. The player with-the highest
msu_lt may choose whether to go first_ orsecond.

- RESERVES: None.

GAME I.ENG'I'H’. The game lasts. eight turns.

do S0 toward the neares’{ table edge of Iht_‘.ll’ Depfoymenf

Zone

as per the normal Fal! Back rules.

SGENARIO SPECIAL RULES
ﬁeep Smﬂ'q; Técﬁ Safvage Victory Points

placmg one marker ata time until all the markers are on the tabie No marker
may be closer than 6" to the table edge, and no marker may be closer than §'
to another marker : 5

To mspect a marker 2 madei that is not: a vehicle must end its turn in coniact_ ol
mspect the marker (the rest of the.unit. may stoot as normai} Roll a D6, Ori 3
result of 5-6. the model has found the objective. On a result of.2-4, the model
has found notiing of conseguence (remove the marker). On the result ofaty |
the model sats off-an expioswe demcel Cenlre the large bfast :em_pfate on the :

Instead each side must contain at Ieast one unlt of mfantry and an apprnpnate
Transpart: cherw:se only selections from your armyhst wnh an Armour
Value can- be chosen for this scenario.

www.games-workshop.co.uk/warhammerdok 77
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i tthmugh these ‘rale- tunnulz as the Orks call them can spring up almost anywhere on the planet’s surface. Two rival armies seek to take advantage
of these rale -tunnulz in order to conquer Goarmall I1l once and forall!

SET UP SCENARIO SPECIAL RULES
Both piayers roll a D6. The player with the highest Ork Rale-Tunnulz, Victory Points

result places the first piece of terrain. ] ' e ) : : : :
Ork Rale-Tunnulz. Both players may elect to Deep Strike any or all vehicles if

Players then alternate placing pieces of terrain they wish as per the normal Deep Strike rules.
until both players are satisfied with the battlefield.

After terrain is pl_aced,.playe:rs roll a number of scenarm neither side is required to’ follow the Force Organisation Char’f
dice equal to their Strategy Rating and choose the Instead, both sides may only select units with-an Armour Value from their
highest die. army lists.

R 4 The player with the highest result may-select the

Deployment Zone he wishes to deploy in. ' Y
%,
The player with the lowest result then places his ae'proym?g‘gﬁne i

first unit Piayers then artemate depioying one.

ph_os_e units that are going to Deep Strike) are on
the table.

Units are not required to be placed in:any
pamcuiar order,

Bmh players roll a D6. The piayer with the highest
resuft may choose to go first or second.

from Edgé ;

”

" - RESERVES: Nore.
GAME LENGTH: The game lasts six turns.

I.INE OF 'RET'REAT Units that are forced m Fall Back will

This scenario uses the Vrctory Pomts spemal rule to
determine the winner.
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SET UP
i - Number the short board edges 1 and 2.

The Defend er must spiit his army into two

Each force must contain whole units — units
may not be split up between forces!

Number thesb s‘eparaté fomes 1and 2o

numbers

The Attacker deploys all his forces in his
- Deployment Zane first. -

z Ths;-Uef’sndgr'then deploys his units. The
- Defepder’s units may not be placed within 18
; of any enemy unit.

: Both players rolt a DS The piayer with the:
* highest result may choose to go f:rst or
second.

RESERVES- None.
GAME LENGTH: The game lasts eight tums
" LINE OF RETREAT: Defendmg units thal are forced to

Fali Back W.Ill do S0 toward the cmsest short tmarﬂ

'sq tpwe;rd_ the cemre of r_he board Ail_ units. ug.e t_he__ o
- _-ﬁormaf Fall Back rules and move along the shortest - -

MiSSION OBJECT IVES
Th& Attacker must get as: many tanks off the board

...... _n;.

SCENARIO SPECIAL RULES
Prepared Bameﬁef‘d

Prepared Battlefield. The Defender has had time to prepare his trap. The

Defendmg player may p£ace three markers after deployment is comprete but befure‘ >

armour (glancmg hit cmly} The Defentfer may. chonse to detenare a booby trap
whenever an enemy vehicle is within 6" of the marker: When the booby trap is

detonated, the Defender rolls a D6. On a result of 3+, the booby trap inflicts a smgleﬁf

S8, AP2 hit. Aﬁer resolving the attack remove the. marker from the table. =

¥

Armms Both piayers se!ect thelr farces m an agresd pmuts vaiue For th|s

i _ ﬁ%ﬁ e
= g ,‘g@ -
5| 8~ & g
3 8 : | ‘% .g-
m| P8 HG Tt
3 g 5 § B
@ ; ' g;
g:u a

~ o 18"

Attacker’s Escape Route
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~In the inaugural Battle Report

for the updated edition
Warhammer 40,000 games
developers Pete Haines and
Alessio Cavatore go head to

| head. Pete leads the fanatical

| Black Templars Space Marines
against the alien Eldar of the
Biel-tan Crafiworld
commanded by Alessio. With a
plethera of close combat troops
on hoth sides this one is going
to be bloody.

or those who have been in-a sensory
deprivation tank for the last few
| - -monihs |'should point out that an
= | _:updated version of the Warhammer 40,000
~rules is-about to hit the streefs. It's an
-exciting time so how better to explain the

changes than through a Battle Report?

We decided that a classic Space Marines
4. -against Eldar match-up would ensure we had
1 a wide range of troops in action and improve
the chances that the game would throw up
~ examples of how the rules have changed. We
 decided on the Seek and Destroy mission as

it is a straightforward fight and would not
distract us from ge!tmg the rules nghtl It

i Skordanos felt the burden of his -'l:'-'oﬁ':mand' .

| like a yoke around his neck. Dty _
| demanded a swift, violent victory over ‘the
| xenos, and he expected nothing: fes

- The Eldar, deadly and cunsing, sought to
. defile ‘one of the Emperor's p]am:tq The
- Black Temphats ‘wobld ot perniit such ap
mdignity, Ll:u_atmb the xesos hid been a
i long ‘and arduovs; task. The Eldar evaded

| them“at" every tusn, as if Ihn:& sought o

i di m ‘from 'their goal of hunting

] zghlxull Skordanos chided

i _for the thought, there was no
-rcason- behind the folly of 'th a3, “only
1 qchsd:s‘: evil: 3 &

wis bcban‘ their final
descent, engines screaming -as they prepared

to land. Skordinos opencd” the vox-link

- with a thought Jridree\.lng ail clements of

- the hattle group. i

B e
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doesn’t matter how long you wark on a set of
rules they only start to impress themselves
on your memory when you have the printed
version. In Seek and. Destroy as well as
getting Victory Points for enemy killed you
get points for friendly units survivirig.

Alessia Cavatore: OK, I'll
admit it: I'm terribly exmted
about playing my first
Warhammer 40,000 Battle
Report! Not only that, | also
get to use the army tﬁat I

the Eldar of the Biel-tan craftwurld

The reason | lave Eldar is Aspect Warriors.
Pracusmg mart:al ans myseif I Tove the idea
centunes trammg in-exotic war art_s and
shape their entire existence around the
chosen aspect-of Kaela Mensha Khaine, the
Eldar god of war, Blel tan _|5j _thg_one [|st that
Troops, and that made: my chmce easy. But
Blel tan arm:es tend to be very small and

take much to wipe your As;:eot Warnors out.”
At an average of 20 points each, that hurts.

True to my Erst I'picked all the Aspec‘t

nough time bmagh:g thn.m 1o bav—i + The
0i0es ‘of the, B ck Templars took up the

s - 6f Hatr d as the transports

; bcgzn the

mp:on thc Thnnderhawk began 1o
ower and Skordanos saw his men alseady
da.plmmg As he watched the vehicles
moying ‘16 tdke up. positions, pride [illed
his breast. Then he spied the coemy,
Iurking near the ruined Shrinc, ihc;r
strange akien; vehicies glinting i the
morning . sin, and his pride was replaced

»with cold hatred.

His voice wis a roar heard above the
howl of cogines and hydravlics. ++Kill
them, kill them aljte

o5

Swooping Hawks and Dire Avengers, which in
my opinion are not too good against Space
"Marines but fare better against armies with
lower Armour Saves. | was particularly happy
about the Shining Spears which are better in
this version of the game thanks to their new
turbo-boost rule. The ability of rapidly
redeploying where needed, combined with a
3+ Invulnerable Save on that turn, is a very
welcome bonus. The icing on the cake is the
Exarch, which allowed me to field a superb
bright lance: hitting on 2+, with-a permanent
Invulnerable Save of 3+ (the Evade power),
-and the ability of popping up from cover,
firing and then diving back out of sight!

An Avatar and a Wraithlord offered me some
hand-to-hand muscle (not to mention the .
extra starcannon!) and a Farseer with Mind. -
War could back them up by trying to melt the
brain of any Space Marine armed with nasty
power fists before they got into contact.

D-cannons are a must-have. Their lethal
barrage is great for scaring the enemy off,
giving you control over a large section of the
table. To complement it | took a Fire Prism,
able to dlsmtegraie quite a few Space
Marmes in a single shot... ’

DEPLOYMENT
' of @ Whirlwind among the

as great news, | really hate
@ big temprate kﬂimg Banshees .

my vulnerable troops behmd the wood and”» . 5
the hill on‘my centre-left and-open fire on the
advancing Space Marines with everything | A
had. If | managed to deal enough damage as

they came forward, then my close combat: ~
troops woufd stand a chance. But if the Bldcl
Templars got into combat in good shape,. e
viere going fo experience a world of pain!-~

| decided that the centre wood was the place
where I'd make my last stand. Everywhere
_else d[dn t thmk | could muster ennugh

fall back towards the wuod ,

Finally, the Scorpions infiltrated the battlefield "~ % -
with the intention of Dreadnought-hunting, .~
‘Winning the roll to go first was a good start * = %
‘to the game, giving my Shining Spear Exarch -

a chance to take a shot at the Land Raider *~ - -
before it even got to move! Even so, knowing

Pete it was golng to be a tough battle ) >




BIEI.-TAN EI.DAR WARHOST

Farseer with Rune armour,
shuriken pistol, Witchblade and tha
psychic power Mind War.

AVAT&R OF KHA[NE p—
_Avatar armed WIth The Walimg
Doom Lrailhy

5 HOWLING BANSHEES wesl 17 pis
Eqmppeﬂ with- _Banshee masks, -
" shuriken: 3" and.
b Al i
~ 1 Howling | Banshee Exarnh

:.'EEE>

. m‘ﬁ SERPENT unuuunuﬂ}?ﬁ p'&
Wava Satpem wﬂh a Spmi Stone

', ELDAR FARSEER <veveeresees71 pis

eqmpJert wnth a Banshee mask aﬂd At

®

@

®
©

" with Warp Jump Generator Death
Spinner, Powerblades and the -

“ Withdraw skill._\

% 30
4 FIRE DRAGONS ....convenes116 pis
Equipped with fus:on guns and
melta bombs.
1 Fire Dragon Exarch armed with a

fusion gun, melta bombs and has .

the Burning Fist skill.

4 STRIKING SCORPIONS....127 pis

shunken pistols.and chamswords

1 Striking Scorpion Exarch

equipped with a M@ﬁd?blaster

"~ sh uriken pistol, Scorpion’s Claw.
~He has the Steath skill

"2 DARK REAPERSS o 169 pi
Equipped with ngpe_p 1§Uﬂ§hers.

" PETE HAINES AND ALESSIO-

* CAVATORE GIVE THE UPDATED
VERSION OF WARHAMMER' :

2 SHINING SPEARS vverecs205 pis

- Equipped with laser lances and

twin-finked shuriken catapults. -
1 Shining Spear Exarch equipped
with a bright lance, twin-linked
shuriken catapults He also has the

‘Evade skill.

FIRE PRISM «.cccenessssaeesses] 50 pis
Equipped with a Holo-field, Spirit:

e Storie. Prism cannon and twin-

linked shuriken catapults.

WRAITHLORD ...coscesasnsssn 120 pis
Equipped with two. Dreadnought

close combat weapons, flamer,

shuriken catapult and starcannon.

SUPPORT WEAPON ..cccusueresse50 pis
1 D—t:annnn accempanied by 2

GRAND TOTAL wvvessserecs] 499 s

| B;a;:rag“siaaa 'véfB_lféck'fchiplia'_rfs‘_"__;Sf},géE Marines
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i drﬁ:cuitquestron namely
which Space Marines to
& Use? | have always had a
liking for the Black
Templare and really
'enjoyed using them in a previous Battle
“Report. It glves me a chance to use some kit

fron Warrfers — lack. Whilst 'm an
experienced player of armies made up of
power-armoured warriors, my personal
preference is for firepower and counter-attack
‘potential. The Black Templars are far more of
‘a ‘'go-get-"em’ kind of army, which against the
‘subtle pixie-tricks of the Biel-tan Eldar-could
‘easily find itself being picked off from afar by
a dizzying array of xenos firepower. | decided
| had to be uncompromising in my-army
selection. Against a sophisticated army being
played by a shrewd and talented opponent
you can tie yourself up in tactical knots trying
to second-guess what they might do. Instead
it can be more effective if you elect to impose
your game plan on them.

Empe(ers Champmn and a fasr_iy ce_nuemmnal
Marshal:| wanted the Marshal to act as a

i | super Veteran Sergeant to give one squad

§ some extra oomph and knew from my

' previous use of the Black Templars that the

Emperor's Champion could be the bane of
‘virtually anything.

'l The core of the army, however, is the three

Troops picks. All standard Black Templar
~“squads, one has a lascannon and plasma gun
“to provide some fire support or maybe even

‘decoy enemy assault units away from the real

fight. The second would be augmented with a

% load of nevices and would he riding ina Land

‘Raider Crusader. The Crusader, with its

. vicious array of guns, assault ramp and vast
& transport capacity, is a lovely piece of kit.

Yes, | was worried about bright lances and D-

82 SEEK AND DESTROY

cannon but | put my fears to one side and
decided to let the Eldar worry about the
Crusader instead. This squad would be joined

by the Emperor’s Champion and would lead

my assault. The last squad was mounted in a
Rhino and would be joined by the Marshal. |
decided to arm them with bolters and use
‘themin close support of the Crusader squad.
In the revised Warhammer 40,000 rules you
cannot assault after disembarking from'a
Rhino that has already moved in the turn. It is
more destructive therefore to use bolters and
disembark firing. With one meltagun in the
unit and the Marshal’s combi-melta there was
the potential to even hurt a Wraithlord.

To add a real cutting edge to my three Troops
squads | included a full strength Assault
squad. | really like these guys, able to vauit
terrain with a bounding leap and plunge into
the enemy — | was keen to see what | could
aehieve usmg them the Crusader equad and

eene;derable harm. One of the thmge about
the new rules that | was well-aware of from
play-testing is that combinations of units are
“particularly effective. This made it easy to
round out the army with a Dreadnought, a
Land Speeder Typhoon and an Attack Bike. All

‘of these are able to move forward with the
strike force whilst firing in support of them.

I terms of points they are also quite cheap.
Because they wiil be firmg there is a‘iways a

return thereby mcreeemg the pretecnen they
offer to the main assault troops. In this army °
shots aimed-at anything other than my three

main strike units will probably be a waste'so |

have te encourage n The aferementmned

' Suppert chk When I tised one of these: Iast it

get taken eut on Turn 1 by an Ork Zzap gun

DEPLDYMENT

When using an army you're not intimately
familiar with deployment can be a real
problem. It's very easy to place a unit then
discover it is in just the place a subsequent

. Unit needs to be. Regular use of an army
-gives you an intuitive feel for what fits where,

lacking that | would need te use the power of
mental thinking. | placed the Land Raider at
the centre of my formation, ﬂanked by !he

of steel | placed the Assaun squad and the
Attack Bike. As | was deploying strongly to
the right | used Squad Zealous Rage and the
Land Speeder Typhoon fo extend my left flank
and draw attention from where the real
strength was.

THE PLAN :
| had one real intent, get in close. Whilst |
had some options at long range |

‘undoubtedly had a lot more close in. To be

brutally honest the Eldar had-plenty of close-
up options too with their Avatars, Scerpions,
Wraithlords, Fire Dragons and Banshees but
fundamentally they are weak xenos who will
probably pass out at the sight of Templar cold
steel. The issue, however, was how fast to
advance and towards which point? | reckoned
that | would need the shooting of the Land
Raider Crusader so couldn't just put pedal to
metal meaning it was likely to be Turn 3 or 4
before | reached the Eldar lines. Looking at
Alessio’s deployment | was aware that the
Shining Spears, Warp Spiders and Striking
Scorpions were sufficiently isolated to be
picked off. If | was going to fight them it
would be nice to do it while they were still a
Ieng viay fro_m the Wraithlord and the

f | just headed straight for them
theugn they weuld probabiy just ekeddaddle

advanee areng a lme that eamed the premree
that | would avoid them.and swing in on the”, .~
centre. There was a chanee this might make - A
them delay a turn or so and be vulnerableto ~ +
a change in my line of advance. Clearly
Alessio planned to use the hill to duck behind’
after hopping out to fire, a good tactic, but
one th'a't we'u u‘ n'eed 'te'ee eﬁandoeed 'at

flank force without hea\ry loss | could then ‘
attack the centre with my entire army.

‘So my plan then was to charge but to use a
‘bit -ef misdirection into the bargain.

THE YOow
‘As a Farseer seemed mewtabie | flirted with e
taking ‘Be pure in mind; body and soul’as S
this would give me a head start across.the -+
table. However, this-also meant we were liable e
to get a short. game: {win or lose) and reduce~ ~ *
the opportunities to find significant rules e o
changes to discliss. So I went for the more "% - 2
conservative ‘Suffer not the unclean to five’.

As the Eldar have higher Initiative thari me - e
anyway losing 1 Initiative for +1 on to wound’
rolls seemed like a ea?e bet. o ‘ 3 :




WARHAMMER
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BI.ACK TEMPI.ARS STRIKE FORCE

~ MARSHAL SKORDANOS......92 pomts : BLACK TEMFLARS SQUID ; _ IJlND RAIDER CRUSADER 258 pomls ;
Equipped with auspex, Terminator “ ZEALOUS RAGE: ......{.......IH points’ Equiipped with extra armour, smoke:
_hopours, purity seals, power weapon: -~ 4Initiates equipped with bolters. | ~ launchers, twin-finked assault
-‘and combi‘meltagun combi-weapon, © 1 Initiate equipped with plasma gun. & cannion, multi-melta and 2 hurricane
B .1 Initiate equipped with a lascannon. bolters.

. EMPEROR’S CHAMPION ..105 points; ;
Equtppad with Artificer armour, BLACK TEMPLARS SQUAD
- Terminatot honotirs, purity seais and FURIOUS WRATH........00.. 155 points
an lron Halo and armed witha . 7 Initiates equipped with bolters.

: "mastet?craﬁed boft pisto thi . 1 Initiate equipped with mesltagun.
Biack Sward i anhra e N 1 [nitiate eqmpped with balt pistol

iAND SPEEDER TYPHOON ..75 points
Equipped with a twin-linked Typhoon
missile launcher and heavy bolter.

A"Acx BIKE n_n._u-_uo_n_n,o_nss poil‘lfs
Equipped with a multi-melta.

&
i

S - RHINO i¥essesd3 POINTS :
’ Equzpped with smaké Iaunchers and GRAND TOTAL seccsrensnascess],498 pis
_ ; t:lese.cembat weaporr P Ca storm balters. ™
AN BIACK TEMPLARS SQUAD SR BLAC!( TEMPLARS ASSAULT SQUAD
3 . '.-I' Bm{x Nimﬂs ouumunl?ﬁ nohﬂs b DIVINE mm :'gp;o;_.u_o_on_o.o‘n_ozsu pﬂiﬂls
, : . 8 Initiates equ{ppad with batt pistols 8 Initiates equipped with bolt pistols

wand. ol osﬂ com“aat weapcna‘ i and close cdrﬁba’t W&apons

and powe
frag grenades and 1ump ;}_aak.s. :

e T
N
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_ ibetore it could make a mess of
my light troaps behind the wood.

and... sm;y,_ I_ _cagmot contmue I sho_uld
have known better...

After this ominous first shot, the Fire Prism | ; _
-actually managed to hit the Crusader, but its - 586 of i i s you do Wlth-Blﬂbk
.shot could not touch the behemeth barely 1] ' : NO in ] Temp -s) as would have allowed them
i to re-form their lost coherency, but luckily
me the Jr passed Il m all, not a bad start.
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could have been a lot worse

2 Onto my movns ! ad\nnced at 6" w1th the

involves. p?acmg'ydur's'e' 504

attack more than ane g

: __beh‘ind a wood From here th
S pmt my right flank.

WARHAMMER
AD000

| MIXED ARMOUR

B The new rules clafify. the way you deal
F - vath rsed armour. Alessie had one

B model with S 3+ (the Exarch) and three

| miodels with Sv 4+ (the other two Dark
Reapers and the Farseer}. The majority

| arinour type must make saves first. so

. Alessio would have three saves ef 4+ and
one of 3+, Alier this.the remaining

[ Wwounding:hits are applied again so tfe
remairing three hits fall on'the save 4+

B ouys The end resuit was that the Farseer

was wotnted and two: of the Park
Reapers were laid low.

and the Land Rmder Crusader. The

wcund The Land Rasder Crusader pi ed on
the Dark Reaper squad and po

- fire. intu the waod thay were. lo

a _s__a_ult cannon and four APS_ wau;}dmg hsts_
from the hurricane bolters. As there were two.
types of armour in the Eldar unit this gave us
a chance. to use the revised Mixed Armour

TURBO-BOOST

. Previously available only to the Dark Eldar, -
all bikes and:jetbikes are able totirho-

I bopst now. This permits them to make a
move up to 24" fong and cotint their

| Armour Save as lnvuln erable {2 enemy
shaoting in the ﬂem furh




Surprrsed by the entire Marine army moving
towards them, the Scorpions hurriedly began
Ao move back towards their hfll and the

“of shootmg at the Land Ramler In order to
hout at my. Dark Reapers Pete hacr chosen

- Shining Spears Exarch was hcmmg to take
advantage of rh:s The troops in the centre

g ght moved closer to their targets The
Wraithlord rolled a double 1 for its Difficult
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CELTFEFSE R Emn

e

Ja

- EMERGENCY DISEMBARKATION

“ Whenever a transport takes a penetrating =9

»
B 3
e
v

hit any passengers must immediately bail
out. This can be dangerous if their
fransport was meving quickly when it was

- hitor if the vehicle fs destroyed. In

normal eircumstances the passengers

: ‘hiave {0 lake a Pioning test. The logic

pehind this {s:simply that being inside a

. Uehicle when it is destroyed is potaw alk

iation from the Land Raider Crusader,

Terrain test,-but since, in the new rules, he
counts as a Monstro ature he gotto re-
roll the test, With a 6, the pewerful construct
rampaged through the trees towards the

Fmally in range, the D-carmon opened up

to score a penetrating hit. Now, if only | could
roll a 4+ to destroy it. even a 3 to immohilise.
i would make me happy, because then the
Black Templars would have to walk around
without its formidable pmtectmn b tmstead

tec! my Wfauthlo .3
ce ate shootlng had faaied to

%

out. They were
now outside the armoured hufl of the
Crusader though, making: some very tempting
‘targets. The Fire Prism missed, but the -

‘bounced off the power armour of the Black
.Templars squad but then the Wrarrhlord fired
-rt

| PERILS OF THE WARP
Veteran gamers will riotice that the
| ‘drawback of being attacked by the Perils” . §
| ofthe Warp WheniUsing a psyehic power. »
(is now more severe than itused tohe.
making Ims process a lot mzaner




BLACI( TEMPI.ARS TURN ;4
-Quch! My lovely multi-melta! Sh{}t clean aff
WOrst still, because it was a penetratmg hut

As the smoke cleared from the multi-melta:
pawer couplings. it became apparent to Squad
Black Nemesis that their Land Raider was still

continued to advanci ing between the two
Eldar troop concentrations. The Rhino:
advanced with them, as did the Dreadnqught
and the Attack Bike. The Assault s.quad h

THE NEED TO BE SENSiBLE
| Although the new rules are designed to
otk with7all existing Codexes there is the
odd place where terminology changes. :
The way the Black Templars advance after moved to the right flank and started to close . crew were stunned, la
failing a Morale test is one such case. in on the cluster of Aspéct Warriors. | would: of fire onto the Fars
Bescribed!in the Codex as a Sweeping have liked to have been less blatant with
\ Advance, this is ne longer appropriate as f
| Sweeping Advance is something different had to keep them away from the Crusader for
. The effect, though, is unchanged and the fear of scattenng
* Blatk Templars can still contact their -
eneniies i this eircumstance; it's just not
i a Sweeping Advance.

g ir
squandered the Em
at the Scorpions. 2 “

The shooting hadn’t beer :
Dreaeinought ‘managing to take out_any Eldar
- right. atalities

- the table sdge.

‘These two Merai_e test faiiures re_a!!y put a

REGROUPING AT THE TABI.E _EDGE
BN | rioticed when playing 3rd edition that)”

' any attempts to regrolip out of the narmak
| turn sequence were pmbEP"natn?. Al =
! whendone by units kke Space | MaFines
| that, regroup automatically it-could be a
| fittle toa easy to:stay onthe battehield.
L Gonseguently Labie,edge regrouping bas:

| now bean-drogped from the rulss; ihe
L moraliis, don't [piter within 12" of your

'_ “ogm table edge




: BEE

LW

CEIDARTURNZ -
§l Failing all those Armour Saves, then the
Morale tests on 9 and 10 and then seeing the

pleasant! Luckily my turn began well as my
Farseer rallied.

remains of the Black Templars squad and the
Wraithlord began to move back towards the
centre, considering that the battle would
probably be decided ina big scrap right in
front of my D-cannon.
~cannon shot scattering from the Land Raider
~onto the Rhino and easily going through the
§ vehicle's armour. A penetrating hit with an

‘promising, ‘and | proceeded to roll on the
Damage chart hoping for a 6 that would

Rhino's storm bolter... To add insult to injury,.

- the transported squad passed its Pinning test

~positively, the Rhino’s crew was now stunned
as well (a nice addition to the effects of the
Penetrating Hit ¢hart), which meant the
Marshal's squad was probably going to

88 SEEK AND DESTROY .

cannons. Three penetrating hits and three

‘armament destroyed’ results! | hate the

Once | calmed down, the squad of the
Emperor's Champioh had to disembark once
more from their smoking Land Raider. If Pete
failed the test, they would have to sit there
and be shot at for another turn! For a fleeting

RAPID FIRE
MNowadays if vou are firi
Vit 12" you ge

s fireweanon whethe

this stage it felf like a major achievement! In

moment the dice rocked, close to.an 11, but

Bike with a hail of Strength 6 shots.

Unfortunately every single wound was saved =~

‘also missed its target, the Wraithlord only

managed to kill one Templar with its three

starcannon shots,

something was Fire Dragons meiting the two
remaining members of the Tactical squad, At




Gd thmg tha! Land Ralder Cfuéaders
with a iot of guns because thPy seem

Wrath who' usecl the updated Rapid Fire rule
1o extellent effect. .

A ngaged the Shi
Im tw:) ef them Once a‘@
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: T After that shooting, all | had managed to
PLACING BLAST MARKERS o -acheive was to kili one Tempfar with-
 The!Blast marker miist now e centied on:
Morale test for the Shmmg Spears Exarch amodel, making the process of
‘who left the battlefield with his bright lance. determmmg how many models are hit cannon from lhe Wave Serpen
simpler and faster. Anather arma nent de

i

.Standmg bravely advanced towards the Black
Templars Assault s wi ici
inténtion of charging them and trying to take
w1th him at Ieast ane power-fisted enemy. It VEHICLE DAMAGE
- ce. Mulfiple immaobilised and Armiament - -
Destroyed are nol good news anymore,
heca.nse_ immobilised vehicles treat farther
Fimmobilised resulis-as armament
| destroyed and vice-versa. Also, an
- imohilised and weapon-fess vehicle that
sufiers another one of these resultsis
L destrioyed, This way the:damage vl
accumulate; tiltimately!leating to the
\.fehrﬂles destruu:on

~-assault the transported 3quad nc | managPd to
" make them c@me out'again, or to use the!r

Fire ; ; g"
A4 th foneinarp Sp|der Exarch, passing his
- Leadership test for being the Last Man

ELDAR TURN 4

inside the tra p
behind it. Oh dear

; MASSACRE!

i If all’enemies are wiped put-inolose
| combat, the winning squads get to

i consolidate D6 ipches instead of th?
| normal 3 {

90. SEEK AND DESTROY




' WARHAMMER

Mcreover 1 was sitting in tront.df the eh-e:my
lines at the start of Turn 4, right on schedule.

The Grusader's side hafches opened and the
Emperor's Champion led Squad Black
Memesis towards the D-cannon, Farseer and.
Banshees. The Crusader then backed off to
deny the Avatar any more attacks.

- DISEMBARKING
L As mentioned earlier you may not assault
after disembarking from an enclosed
¢ transport that has already rioved this
turn. The Land Raider is an exception to
- this asits assault ramp is Specitically
t deS|gned 1o deiwer its passengers it

whatever came my Way g heroicalt y

‘wounds ftself downing the Avatar, 1 was sure the Wraithiorg:
the vow | had would be next. z .

cumbf-mel’(a at the Wave Serpent and
managed to shake it but Were undoﬂa by tne
spirit stone: T

g CHARGING
the same targat:hut ; Ti : : | It is possible to charge multiple unrts bt
uad Black Nemesm fired ' : | only if'youwean matntain unitcoherency
[ L While doingse. [f youfired. noweves then
he Banshees kill:ng the Exarch and four d col the § one of the units you charge must be the
As was becomlng customary, a lone. sombat and lined 1 » mevitable L one you fired at.

E ARTILLERY
= Artiltery are a new umt tyoe that combine
| Elements of the Vehicle rules with infantry
G [ules. When you fire at them you may hit
B the gun moedet or the crew, The principles
. are guite similar to those for Ok Big Gunz |
but have been expanded ot 1o creats 4
rew type afiuait.

, M._gurr_les—wqush_qp'.eq.yklwurhummerdﬂkf 21




ELDAR TURN 5

‘ELDAR TURN 5

Getting the Avatar seriously wounded by bolt |

pistol ﬂre (three wou nds from six: pistol hits

mein --ternbje posmon Also, farimg a
orale test with the D-cannon and having to

was in range (in the open and very tightly
packed!) was a particularly cruel joke on the
part of fate

The situation was not Iookmg good, but not
~everything was lost. My plan was to
concentrate all my fFemaining firepower (a

i “Fire Dragons squad, a starcannon and a

il ~flamer) on the Assault squad and then charge

out of there to a safe pnsmon

"The Fire Dragons began very Wf-‘ll by melting
three Assault Marines, but then the

Wraithlord let me down by killing only.a

'smqle enemy wnh his starcannon and ﬁamer '

(rolled too many 1's) Once more the Farseer’s
Mind War didn’t get through the mental
discipline of the Champion (was this due to
fanatical zeal?) and the Wave Serpent’s
shuriken hits bounced off the Dreadnought’s
armour. | was hoping the Assault squad
wouFd fail 'their'M'o'ral'P and ccifle 'cldser to

them, but the Temp!ars passed it.

“To conclude the Shootmg phase, the Banshee

decided to run across the wood, to get into
position to charge the Assault squad, but
rolled only al.in the Asszuit phase she then

contact wrth the enemy (by less than an inch,
for dice sake!). Obviously her hair got stuck
in some thorns, or maybe she got distracted
and stopped to pick up a colourful exotic
flower — that would teach me to send girls
into hattle!

The Wraithlord was left alone to charge the
Assault squad He rnanaged to it tw:ce and

Templars stayed wher hiey were, passmg

theerrmourSavas for the No retreat! rule. . :

NO RETRiATl /

| Fearess units !hat lose 4 fight must noly
b take a number of Armotr Saves based on
| how much they're olitnuiitered by, and
_monstioys creatures like theWraithlerd

count as-ten models frofm the peint m
' vigw. of ﬂuinumﬁermu‘




WARH,AMMER

40,000

] v runmng out of troops.
heir credit they. were. St!li gwmg ita

{ 'dnt have
w:th the




BLACK TEMPLARS TURN 6_ "L A
Even on Tur'ri '6 I am'bés'et"by pixie tricks. My

Intent on avenging my cruelly slain Marshal,
-Squad Black Nemesis and the Land Raider
* Crusader formed a firing squad and took
-careful aim on the Farseer. The Assault squad
-moved on to attack the Fire Prism while
Squad Furious Wrath: put their meltagun to
uSe 'o'nce 'rr'aore Thé"F&rSée'r'Was e’xacu’t’e’d in
for his w;ckeci crimes against Humamty and
the Imperium. Unfortunately | didn't get
everything | wanted as the Fire Prism

A Black ?émpfaréiﬁrfﬁg squad lines up to finish off the Farseer escaped with a mere shaken result but the
S p O A IS S e e task was done. All that remained of Biel-tan’s
ELDAR TURN 6 dispatching two Tempiars but the thick - finest Was g _couple of veh:cles all their once-

This was probably going to be the deciding

: . # turn for the Wraithlord. If the wraithbone
o colossus could get the two Templars armed

from the field of battle.

THE FINAL SCORE

‘with: power fists before they could get him, he "
was going to survive to the endof the game, surprlse) and got and slau in Pete: In this mission you score V_rst_or_y O
as there was nothing in Pete's army that ~  Sweeping Advance as they retreated, Points for the damage you do to enemy units - -

could reach it in one turn with a high enough - regardless of their superior Initiative! and for the scoring units you have left on the

_Strength to wound it, Unfortunately there L AEED SEt table at the end of the.game. Scoring units

_ were three members of the Assault squad still : include mobile vehicles and units that haven't

“left, and so the Wraithlord needed to hitand- @YU 4d 1 [e@ {0/ 14 /i | been reduced to below half strength, though

- W wound with all his Attacks to be'sureof | IS new version.of the rules, a init unit transpmts don’t count for this purpuse

=5 surviving their returning blows. v ] that is running trom close and'its
4 - B N pursuers both add:their and the

-The Fire'Dragons advanced towards the W es j_f 1 D6. I thie pursuers equal or

_-Marshal’s unit, with the intention of shooting i ' i '

it (together with the Wave Serpent) and then.

. -charge whatever was left. The Farseer got in

.l * position to either Mind War the Marshal or

& charge the Crusader with his Strength 9

: witchblade. The Fire Prism aimed its cannon

' at’ the Dreadnought.

Fmaily being successful, a psychic Mind War 'ﬂf}d a Grusader It_;i_lér_t_t take a psyc_:hfc to B!ack Te'mpiars you will tem:l to win big or-e 2
‘attack against the Marshal proved devastating  foretell a hail of béll'e'r shells heading his way. lose hlg £ i

- - killing him outright! The Fire Prism hit the
2 Jraadneught and went through its armour
hut only maﬂaged to stun it ;

for the:r taste but since it's always beﬁer fo
charge than to be shot and charged, they
decided to go in anyway, trusting in the
Exarch's Burning Fist power.

In the ensuing combat two of my Aspect
Warriors were cut down as they charged
‘through the trees. Another Fire Dragon was
-gunned down at point blank range before he

i could attack back. The Exarch fought on,
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: BIE[—TAN ELDAR WARHOST .
. Alessio Cavatore: What
can | say? It was one.of
those games where you
keep rolling low for your
saves and immediately

| after roll very high for
Morale tests, and then roll
high once more to penetrate vehicles” armour
and then very low again, failing to achieve:
any result on the Damage chart...

don’t remember hrm fallmg a single save
(from armour or cover), and his ralls to hit
and wound were rather spectacular (my pomr
doomed Avatar!).

Sometimes if you keep.your head clear and.
fight on, you can turn the result around even
in games with such kind of one-sided luck;
but that oﬁen relies on the opponent getting
U_nfa_rtqnate_!y he_re | was facm_g_ a g_r_lzzied-
veteran in Pete wha is 'cenainiy not going to.

pleased mth the way the game play_etj _DLIL it
h[g'hlighted quite a few of the latest changes
we've implemented in the rules. And they
Wworked really welll 'm referring in particufar -
to the increased effectiveness of rapid firing
at close range and the new Vehicle rules, that
certainly nake for a more dynamic and
~realistic game

3 in'-'hindsight 1'think that | can identify two
i ract'mal mistakes | made during this game:

; dlSt&ﬂCE

o
o

the exception of the bright lance of course)
and shoot up everything else. The infantry

and other vehicles were softer targets against .

which my shooting would have achieved

- more. The second. mistake was to charge the

Warp Spider Exarch against the Assault. -
squad in & desperate a_ttemm to take a power:
fist out, which ended up giving them an extra
D6" move. The Exarch’s Sfrength 6 gun would
have been better employed to harass the
Dreadnought and Rhino’s rear armour, by
jumping behind them, opening fire and then
using-the second jump ability to get to a safe
bui of coursé |f | did that he

; and run away wouldnthh’? .

_whine. .,

‘:

ITIEIﬂﬂ

G;r_rr.-,_. damn dice...
not fair.

IS Just.

. Avatar | fear that even the Black Temp}ars

i deshned to hecome a BPacK:
| Templar player. That's two" ~
Battle Reports with them
and twao wms S0 tar

win was on. In many ways the demswe thmg e
was Alessio’s appalling luck at Morale tests:-
which deprived him of quite a few Aspect
Wamors and eievated the vaiue of my

fight t’ne E}darafew at atime If | had been
hit: by all"the Aspect Warriors at the same
time, stpported by the Wraithlord and the

numerous_ mdepende_nt c_ha‘_ra_c_ters_ eve_ry!hi‘ng:
played very smoothly indeed. Similariy me

succeeded desplte the various ways in whwh- |
the rules mow make it harderto accomplish. -

In my estimate it took the best part of two

radical a chan_g.e as that, it s going to tak.e.
some time for all the tactical implications to
be understood.

The impodarﬁt ‘(hing that came out of this
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GW Qutriders, to inspire you.

Blood Angels, Space Wolves,
Ultramarines; these are bui
three of the m

Marine chapters we are

| familiar with. But have you

ever had the hankering to
design your own chapter and
have it recognised the world

-over? If you live in Sweden,

Norway, Holland, Denmark,
Finland, Poland or Belgium,
now’s your chance.

his Autumn Games Workshop
Northern Europe will be holding its

most ambitious contest to date.

Called Chapter Master, the competition is to
‘design your own chapter including its unique
' badges, heraldry and livery. If your chapter is

judged the best not only will you win enough
Space _M_a_ri_nes of your choice to make a
your own chapter Jmmor’rahsed in the pages
of White Dwarf.

To-enter this: great competition all you need to
“do is paint your chosen designs and
~ markings of your chapter onto three Space
I Marine models. These must be from a

chapter that is loyal to the Emperor. They
may be strange, exotic or just plain weird but

they must be onal chapters. No traitors!

' .Atthough you can convert yaur modeis if you

see e‘xampfes of the following Spaqé Marines:

o A Tactical Marine. "

 An HQ Marine (i.e. Space Marine Hero,
Librarian or Chaplain).

« A Devastator OR Assault Marine.

Once you've finished your madels please take

them along to any participating Retail, Elite or
Partnership store in Northern Europe (a full
listing can be found from pages 94). The best
chapters from each store will then be sent to
Games Workshop in Nottingham HQ for the
grand final.

Here are two example chapters, created by

96 CHAPTER MASTER COMPETITION

apter

The Song of i%ertinax

The Sons of Pertinax were created by Chris
Birks, an Outrider (for more details about
QOutriders and what they do see WD293 The

Outriders Gathering) who hails from Norway.

-As well as modelling the three great models

shown below and creating their distinctive

SHIELD

The-shig

nakure 1o

LAURELS O
The lautels

=t!\“n'r’ Ghi
pstablished with his.shiald

penned a substan_t[al piece of_ backg_mund _
text, detailing the organization and history of
the chapter.

The Sons of Pertinax are a 17th Founding

‘chapter whose gene-seed is thought to have

originated from the Imperial Fists. They-are a

‘codex chapter in every aspect of their

organization and chapter markings, though

their name changes to include that of its
‘current Chapter Master, Pertinax being the

incumbent of the post at the time being. The
chapter is also an amalgam of diverse

cultures, as it recruits from the many worlds

they are committed to defending.

Despite its current layalty, the chapter's
ona crusade of repentence Their mission is
born out of the heinous acts of its former
Chapter Master, Commbodus. The
megalomaniac Commodus was a rarg
ekampl’e of 'a r'en'e'gade Space Ma'rine

F'URIT‘Jr SEM

but looks great! Ay




The Sonsg of res

The Sens of Aras are the creation of Thomas
Kyrsting, an Qutrider who works in Denmark.
Thomas is an avid painter and converter of
models and his Inquisitor and Techpriest.
faatured in the Outriders’ Gathering article
(see White Dwarf 293).

These four madels that torm'Thomas’s
are merely part of a rﬁﬂch {arger force that he
is currently assemblmg

WAR HAMMRR

;40,000

CREATE YOUR OWN CHAPTER IN THIS
COMPE““ON EXCLUSIVE TO GAMES
WORKSHOP’S NORTHERN EUROPE

RETAIL, ELITE AND PARTNERSHIP STORES

- They shall be pure of ficart and strnﬁ'g' of
J body, unfainted b)r'dmlbt and wnsullicd by
sa.lf 1bgrmdist"mtm ‘They will be: b_right Stars
g:]t: of Dc.ﬂh =
\\fmg‘ brmg swilt aunlhllmon
fo xh; coemies of man So it shall 'be for 2
| ! thousind times 3 thousand years, ‘unto the
very end. of-eternity and the cxtinction of '
Gorl Seh '

~f

ah
pI‘EV&[IS .wrth_. many Sp_ac_e_
Marines be’ér'in'g shields, -

ornate quahty.ofthe
chapter is supported by
the use of Death Watch
shoulder pads on

many of Thomas's
Space Marines.

: Words.of the Emperur.

THE PRIZE
The winner will receive. enough Space
Marines to create a 2,000 points army and
their chapter will be featufed in Whete D

partmipatmg store by the fQ]IGWlng date
: Wﬂ!nes_dar-m December .

5 For further detaﬂs contact Games Workshop-
Northern Eumpe on:

++115 918 8506, SEEEETY

Though lhIS is our: Damsh ‘Mail Order line,

1 By msudentsn{ Denmark Finland. Swedan Nnn\rdy‘ Belglum.
Hoflaind #nd Polad dre sligibls for entry, exciuding emgloyees of tha
Promater, their families, agents or any other person connected with
!He sdmlmstwm of THHE cumpeln.nn

painted. m‘us.h\unmures and inelude an Hfl Tactical and either a
Heavy Weapon or Assault Space Matine modsl in accardance with the
Warframmer 40,000 game rules -

4; Eligible antries must be raceived by & participating stere no later
than D1H2/4. The Promoler cannol accept responsibility for late: lost
of mlsdjrected entrigs, .

so'e discrenan w1-1¢b Ay

& The prize consis (1) Bpace Manne Citade! Mintatures equivalont
to-2,000 pointsin accardance with the Warharmmer 40,008 game Tuies
afEd [2) accredifation in White Dwarf magazine [UK ediion oak]
7.-The vanner will ba netified by 15402 The winner must confirm
teceipt of the prize notifigation and provide all deta:ls requested tiy e
Promoter |'|cnsdlnqpmu, of age within 2 weeks of the above date,
tailng. which the Pmrnn(er rasorves the .rlg*lt 1o ﬂraw an a't&matlu‘e
winner ¥

&, By accapting the prize, winners agres that iha Promolar can use
el raime dnd fikeriess for advertising znd promotional purposes, for
the purposes of data prtaction lzqislaton any prize acceptance will be
deeriad 10 be consant to that use, unless otharwise stated in wiiling.

9. The judgas" decision is fina! and no correspandence will be entered

Infg. En!r;rrrdlcates e:ceptsﬂce nfthe ahmmrm A mndumns

Promoter. Games Warkshop Limited, Willaw Road, Lenton
Mottingham NGIE-EWS: United Kingdom.

Games Workshop, the Games Warkshop logo, GW. Citadel and the
Citadel device, Wathammer, Warhammer 40,000 Device, Douie-
madedrlmpenal Edple: dewf‘e 40K, Spaﬂe Mazninz, Spac& Marns

Games Workshop Ltd ZGDEI gl]ﬂ4 vaJlkay reglsmw inthe UK aﬁd
othier countrizs argund the viorld. All Rights Resemed |




| With Golden Demon 2004 only

. weeks away, it’s fime fo prepare
yourself. This essential survival

. guide to the big event will help
Kou though the competition. From

unding over your exquisitely

detailed entry (probably onl

. tinished 15 minutes before the
doors opened) for the judges’
scrutiny, to collecting it at the end

. of the cfny while wielding the

| Slayer Sword, all you need to

. know about Golden Demon is
contained herein. Read on for
vital information.

Games Day is Games Workshop's
biggest event. Besides Golden Demon,
there are enormous games, seminars,

previews as well as many other activities

to take part in and happenings to attend.
So when the doors open at 10am on
Sunday October 3rd there’s likely to be
queues, hundreds of people all rushing
around doing various things, not to

| mention the crew from Games
Workshop making sure the event runs
smoothly. It can be a bit chaotic, so it
pays to be prepared.

GOLDEN DEMON CATEGORIES
The full details of Golden Demon 2004 were
previewed in White Dwarf 295. Here's a quick
reminder of this year's categories.

CATEGORY1
Warhammer 40,000 Single Miniature

CATEGORY2
Warhammer 40,000 Squad

CATEGORYS
Warhammer 40,000 Vehicle

CATEGORY 4
Warhammer 40,000 Monster

CATEGORY 5
Warhammer Single Miniature

98 GAMESDAY & GOLDEN DEMON 2004

WHEN AND WHERE TO QUEUE

The Golden Demon tournament opens
for entry registration at 8am, one hour
before the main event opens its doors.
Te log in your entry you can either
queue by the Golden Demon entrance
(door CH10 at ground level, north car
park) or enter through the main Games
Day doors (after 10am). There will be
signs around the arena directing you to
the Golden Demon entrance but if you
get lost, simply ask one of the dozens of
Games Workshop staff who are bound
to be milling around. It goes without
saying that the earlier your miniature is
on display the better, as this gives it
more chance to catch the judges' eyes.
The last entry must be booked in by
12pm to allow the judges to complete
their first round of judging by 12.30pm.

BOOKING IN YOUR ENTRY

Before you approach the Golden Demon
booking tables you must have
completed your entry forms. It's very

form for each entry you have as this will
help us to keep track of all the hundreds

CATEGORY 6
Warhammer Regiment

CATEGORY 7
Warhammer Monster

CATEGORY 8
Duel!

CATEGORY 9
Diorama

CATEGORY 10
Large Scale Model

CATEGORY 11
The Lord of The Rings
Single Miniature

PAINTING YOUR MODELS IS ONLY THE BEGINNING...

day. Complete the whole form using
clear block capitals — that way when we
announce you as a winner we'll get your
name right. Entry forms can be
photocopied from the Golden Demon
article in White Dwarf 295 or printed out
from the Games Workshop website at:
www.games-workshop.co.uk/gdeniryform

Printed versions will also be handed out
on the morning of the event if you've
forgotten to bring yours. Obviously you
should have filled in as much information
booking-in tables as this will speed up
the registration process (and give us a
bit more time to peruse all those

-stunning entries too!). Once you reach
‘the booking-in table, hand over your

entry form and you will receive.a
competitor’s receipt and an entry
number card. You'll niotice that a number
is printed on both parts of the card. This
number is recorded on your entry form
-and the category number will be circled
‘on all three items. Your entry card will
then be carefully filed and you'll be given
‘a Golden Demon competitor’s sticker.

HANDING YOUR MODEL OVER

Now your entry has been allocated a
number, all that's left is to place your
miniature in the appropriate category
cabinet. From the booking-in table,
move over to the display area. Each
cabinet has a sign on top of it, stating
which category it is used for. Simply find
the appropriate cabinet for your entry
and hand over your miniature and the
entry number part of the card to a staff
member. They will display the entry on
the card behind a glass screen. Keep
the competitors’ receipt part of the card
safe as you'll need this to collect your
entry later. If you have no receipt you
will not be able to collect your miniature!

If entries become damaged, repairs can
be made at the repair table situated next
to the booking-in area. Carrying cases or
packing you may have for transporting
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your entries cannot be left in the Golden

Demon area and must be taken away by

entrants (bringing a rucksack along with
you is a good idea).

MAKING THE GRADE

The judges mark all entries that are
selected for the second round by placing
a small, round, green sticker on the
relevant entry number card. These
successful entries are then moved to the
winning entries cabinet for the
appropriate category. From these groups
the first, second and third place winners
for each category are chosen,

COLLECTING YOUR ENTRIES

After 1pm all entries not in the winning
cabinet can be collected. Go to the
cabinet containing your miniature and
present your competitor's receipt to a
staff member. They will check that the
number on your receipt is the same as-
that on the entry number card. They will
then hand your entry back to you.

By 2.30pm the final judging will be
complete. The three prizewinners in
each category will be placed on a
separate shelf in a cabinet, together with
a sign announcing that they have won.
By 3pm if you're lucky enough to have.
won an award you'll hear your name
Golden Demon winners are called out
over the arena public address system.
The winners are asked to gather by the.
Games Day stage at 3.30pm.

At 3.40pm the judges will present the.
trophies to the winners of the 11 Golden
Demon categories, the Young Bloods
and the Open Competition.

At 4pm the first place winners from
each category will be introduced on
the Games Day stage, and one of
these eleven skilled painters will become
the Slayer Sword winner. After a brief

O

introduction, a GW Studio personality
will open the all-important envelope and
announce the winner of this year's
tournament, who will then strike the
traditional pose by lifting the Slayer
Sword in tnumph hopefully not slicing
the said personality in two.

All the winners are invited to Nottingham
where they will be given a tour around
Games Workshop HQ while their
miniatures are photographed for
inclusion in White Dwarf.

Good luck!

Warhammer Single Miniature 1st place:.
Beastman Shaman & y Joe Hill

GAMES DAY TIMETABLE
9.00 am Golden Demon competition opens for entry booking in (Door CH10).
10.00 am The Games Day event opens.
| 12.00 pm Last entries must be submitted before 12pm.
| 12.30 pm 1st round judging will be complete.
. 1.00 pm All miniatures that are not in the winning entries area may be collected..
;- 2.30 pm Final j_udging complete - all winning_ miniatures may now be collected.
: 3.00 pm All category winners are asked over the arena tannoy to gather
by the main stage by 3.30pm
| 3:30 pm

e RS

Winners assemble by the main stage for Golden Demon presentation.

||
l||
i
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il
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COMPETITORS’ GUIDELINES

You can only enter once in each category, and
all entries to Golden Demon, Young Bloods and
the Open competition must be painted Citadel
miniatures, Forge World or Imperial Armour
models or scratch-built models that vou have
sculpted yourself.

We welcome conversions and scratch-built
models, based upon our Warhammer and
Warhammer 40,000 game worlds (ie, original
designs of your own making) in all categories,
but these should be consistent with the
atmosphere of the game worlds and spirit of
the miniatures ranges that we produce. At this
time, due to the nature of our license, we
cannot accept scratch built models based upon
The Lord of The Rings intellectual property.
Conversions made entirely from our The Lord
of The Rings range are acceplable. Overall, the-
judges will be looking for well-painted models
that adhere to the imagery and ethos of the
fictional worlds represented in Warhammer,
Warhammer 40,000 and The Lord of The Rings
games. All single miniatures must be mounted
on the appropriate gaming bases. Read the
category descriptions carefully. It is your
responsibility to-enter a miniature in the cerrect
category. When models are being booked in, it
is impossible far us to check that every single
entry has heen entered correctly. Whilst
judging, we may spot such anomalies but we.
simply won’t have time to correct these and
models will be marked down or excluded
accordingly as we see fit. We reserve the
right to refuse entry.

All entries must be personally handed in and
registered at the National Indoor Arena,
Birmingham, on 03/10/04. All entries must be
collected from the show stands at specified
times by the entrant in person. These times. will
be published in the Games Day Programme
and will be announced over the PA system on-
the day. All competitors will be fully responsible .
for the transport of their own entries to and
from the competition, and for storing their own
transport and packing materials on the day.
Please don't ask us to look after carrying cases
and giant cardhoard boxes. We simply will not
have the room behind the stands to store these
nor the staff to look after them. We will all be
busy looking after the entrigs themselves
{rather more precious; you'll agree!).

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

Entry to any of the competitions gives Games
Workshop the right to phatograph and publish
details of models entered as we see fit. Finally,
remember that the point of the painting
tournaments is to showcase the efforts of all
those wha paint miniatures in-our hobby and to
have some fun, You may not agree wfth the

;udges decrsmns are final and we will not enter
into any correspondence regarding them.
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ames Workshop Direct is

the ultimate service for

Games Workshop
hobbyists. With a quick trip to
the internet or a chat on the
phone to one of our friendly
Hobby Specialists every Citadel
miniature you want can be

dispatched to your address. But

Direct is far more than merely
an ordering service.

HOBBY SPECIALISTS

Besides handling your orders for all Games
Waorkshop merchandise, our Games
Workshop Direct staff are on hand to help

you get the most out of your hobby. All of our

staff are Hobby Specialists, gamers like you
who can’t get enough of modelling, painting

‘and gaming with our miniatures. As dedicated

hobbyists they can answer all of your hobhy
questions and provide tips on modelling and

painting techniques, such as advice on colour

‘schemes, tackling difficult models,
‘suggesting components for conversions or
-assembling more complicated kits.

They can also provide assistanice with making
an army list, from devising-a starting force to

expanding an existing one. They're also
available to give helpful advice: on how
various units work on the tabletop,
discussing any special rules and tactics for
using them in a battle and assessing their
relative strengths and weaknesses.

Our Direct Sales staff are also a great source
of'gaming knowledge. If you have any rules
queries they are happy to help and suggest
solutions to ensure you get the best out of

your gaming.

s
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' GAMES WORKSHOP DIRECT

* COMPONENT PART SERVICE -
All hobbyists love to personalise their XY
armies. With Direct you can order individual
models from boxed sets and blisters or
even individual components from multi-part
kits. So if you want to create-a fantastic
conversion using Archaon's sword and a
Griffon's head, Direct is the place to go.

CLASSIC AND COLLECTOR'S MODELS
The Games Workshop range of models is
constantly evolving. Due to limited space,
we cannot stock Citadel Miniatures' full
-array of models in our Hobby Centres. From Get exclusive models fike Valten on foot
alternative marks of Space Marine armour, only from Direct,

to different models of dragons or even
models for the enigmatic Eldar Harlequins,
Direct has a dazzling selection of figures
you won't find anywhere else. s

ADVANCE ORDER

‘Gan’t wait for the latest book or model?
Direct allows you to order them in advance,
delivering them to your address as soon as
they are released.

EXCLUSIVE MODELS

Available only through Games Workshop
Direct, these models, like the awesome
Valten on foot, make excellent army

|
s Y

centrepieces or painting projects. Call the |
Hobby Specialists ta see what special Components and classic miniatures are
edition models are curréntly in stock. only a phone call away,

* NEW RELEASES

Get all the latest releases as soon as they
are available!

SUBSCRIPTIONS

Get your essential hobby purchase every
month guaranteed with a subscription to
White Dwarf. You can also place an order
for our-other periodical publications,
including Inferno! and Fanatic magazine.

DELIVERED TO YOUR DOOR

No need to leave the comfort of your home
“or brave the elements to get your Games
Workshop goodies. And there's just one
standard postage charge no matter how
much you order.

HOBBY SPECIALISTS

All'our Games Workshop Direct staff are
Hobby Specialists. They can answer all of
your gaming questions and provide tips on ‘Subscribe to White Dwarf, Infernol,
modelling and painting techniques. Warhammer Comic or Fanatic Magazine. J




= hobbep.et_iuiis_ls@gunies-wor.k_shop.co.uk.
Telephone 0115 916 40,000
www.games-workshop.co.uk/store

COLLECTORS' GUIDES

Collectors' guides are an amazing resource:
for gamers and collectors alike: Each book

focusses on the. models. tor one Warhammer
There are numerous ways of getting directly in touch with our crack squad of Hobby | or Warhammer 40,00(
ts. Lines are open from Sam-9pm Monday to Saturday and 10am-6pm on Sunday. you W|Ei fmd nearly every m del we: ha\we euer
Faxes, e-mails and letters will be answered immediately. Whether you want to order a new pi duced for that partlcufar ran Dovens of
army or just chat about how to get the best out of your Necromunda gang, drop us aline. |  exeiting madels gathered together
or or S0 you can build the force you tea[rv
e ON THE INTERNET w*mt wﬂhout scrabbling thmugh a load of old
Visit our well-gstablished store at: www.games-workshop.co.uk/store

* [N-STORE Al;n inclu_de.._d are fantastic examples of
Order from any Games Workshop Hobby Centre at the in-store order point. painted armies and individual models and, for
: i i - the sake of completeness, ancient models
< BY PHONE that are no longer available anywhere.

Call the Hobby Specialists on: 0115 91 40000 Collector’s Guides now available from your
' local Games Workshop include:
= BY E-MAIL
E-mail the guys on: HobbySpecialists@gamesworkshop.co.uk * Chaos Space Marines
o Imperial Guard
o BY FAX = Empire
Fax your order straight to Direct on: 0115 916 8002 = Ores und Goblins
* Chaos
= BY POST = The Lord of The Rings
Or the old-fashioned way: Games Workshop Direct Sales, Willow Road, Lenton, = Coming Soon : Space Marines
Nottingham, NG7 2WS

QUESTIH .rf\ OFTHEMONTH
Eve,ry manth the Hobby Specialisis deal with
hundreds of hobby-related gleries. Whether
it’s how [o:make the most from your 2
Snotling Pump Wagon, or suggesting a bl
. fitting colour scheme for your new regiment e
of the Knights of the Blazing Sun. ta finding
* out the Strength of a Railgun, the Hobby
Specialists have all the answers. Here's a
recent question that keeps-cropping up:

IMPER),
Eﬂllsrrﬂég?g#,m

0. As Karl Franz is the Prince of
Altdorf and therefore the Elector ¢
Count of the Reildand, ¢an one
unit of state troops in my army et e
- take a Magic banner if he is MRS
used as the army general? c“n’
SPACEMP

A. Although Elector Count humbers COLLECTOR

. among Karl Franzs fitles, his
position as the Emperor takes
precedence over this.

- Therefore, he does not g
follow the rutes for being -~ " %
an Elector Count and his

army cannot have a Magic banner
in a state unit. Boris Todbiinger
and the other named counts,
on the other hand, areonly - =55
Elector Counts and do
have this special rule.
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The Games Workshop hobby fakes many ’
forms — playing great gomes of Warhammer,
Warhammer 40,000, The Lord of The Rings or '

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

one of our other gumes systems, converting
and painting miniatures or collecting and
refining a powerful army.

Your local UK Games Workshop hobby
centre is the perfect place

1o try all these things, as well as getting
expert advice from our staff. Here’s a look
at all the different services your local
centre can offer you...

e 1o A
T

FREE GAMING AND TACTICS ADVICE FREE PA]NTING AND MODEI.I.ING ADViCE FI.II.I. RANGE OF PRODUCTS

AR aiur sl s gairing vebrand {aler all e whal Wiay dolor a Tning) They can give yay sound Flz matler what your 1aval 8t paknting er modaling Sk, if you spend ) minutes with ooa ef aur Al g enrdras stock 3 A range of Warhemmer 40,000, Warkammer td The Locd of The Huu;s
tactical advics, heip you hui'd batla-winning armiss and ciear up most of your rukes queckes. miambees of staf vau wil see thosa skils mproved ang might find oul something you nevar knimst ‘games nd moos & well 25 all the habby malanats you need 1o collact, bufld and-paint your armiss.

IN-STORE ORDER POINT BEGINNERS ~ HOBBY ACTIVITIES

Aof aur'etores are filed with an m-store order poinl which yoi can use fo gel your hands’  Dur speéial Bagnnees’ programme faackas you how fo pay and helfs you take your first Gemes Wl:vksﬂnp by cetnires pravicls support and aspert advice on allaspects of

o all of ou Speciptes Garnes producls. ples miny companeals s classis madeis with steps Inte the Games Workshop boblby, The pregramme runs trcaghaut Sundays, so tha finkhy, Thisy faatune 1eam ganizipation battiés Tof you to Gake par in, paintng

which 10 customisa youranmies, whttise yeu wnl fo laam how &0 chiarge your Krights ink yaur sppanpnt's batils lina'or wirkahaps 1o develop your painting skile. and 3 forum for gamers 1o lalk abaut the
Iaad & squad of Spece Madnes intn battle, all yaw ngad to 4o & come alang! hshiby, On Sunday evenings many stares run ssssilic acaties frr thoss wha Aave

praduated from the Beginnars” Fragramme.

VETERANS _ HOBBY CENTRE GAMI NG ROOMS

Many Games Woricshcp hoBHr cantes. !un.e\'ani';gs {osually mﬁsaays and Thuradays] A grawing Aumbar of o hol:er; certras row have acditional sisage: b thw parmad shop flzor in the shepe of Gaming Roams. This makes it parbact for mesting fefow hatbylsts and

far vaterar gamers: They are aimed al older gamars with plarty of experiency on the BTENOg [Erger games, playing campainrs or just paintng and modeding. On Menday 1o Fiiday fiese reoms aire resarved for vatdrang over tha 806 of 16 bit thie weekand is frea fo all
battiafigli. o' can’ shara ideds ahwtaﬁ ‘azpects of yur ri:lbbﬁl b-éy'gémes agam!t | Veseran gamers and those wha have bean through the Beginnars® pragrarmme. Thase cantres are marked by &.coss. Give tharm a ring %2 find out whal's going on and o awaid

equally axperdenced apsonents, and alsa play Games 75 mona The fallowiig Gimes Werkshops al hawa Gaming FAooms: GW Abardeen, GW Bramley; GW Burton, GW Garlisls, GW Chester, GW Exeler; GW ipswith, GW

gaming systems wall into the svanng =) JEcily J GW Mowport, GW Poola; GW Snresury, SW Linbridge, GW Warcester.

Games Workshop products are sold by a large number of shaps spread ‘for more details. Stores highlighted in yellow indicate new stores. Stores in
throughout the UK. What follows is a complete listing of all the stores that sell green are elite Northern European stores; stores in blue are Northern

Games Workshop products, Altern atively, you can find a list of all our retail European partnership stores.

outlets on our website at: www.games-workshop.co.uk Just to be sure they will have exaclly what you want in stock, we recomimend

We also have Games Workshop hobby centres in 16 different countriés across you give them a quick phione call before visiting. If you're still unsure as to where
the world (and independent stockists in even more). Call 0175 91 40000 to find your nearast stockist is located, why not give us a call on 0115 916 8200.

out where they are. Most Games Workshop stores are open seven days a Hobby centres marked with a cross (x) have Gaming Room facilities.
week and open late for gaming evenings, but please contact your local store
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+  Armies of the Serpent Lord: + Barrle Companies: + Offensive Oliphatints:
Collecting the Haradrim Experfence-based gaming Mimak Tactics




I Armies of the Serpent Lord

Adam Troke unveils bis new Haradrim army

Always' willing to lead the forcje_s_df_ Ewl
to h_ow_he went ab_(_)ur seiec_ﬂng and
collecting his new army of Harad,

as the Evil side. There’s a certain charm

in marching ranks of Evil warriors at the
enemy with no care for their survival,
When Mat began to writé the rules and
detail the background for the Haradrim T
saw a new beast raising its head, They are

~an Evil army composed of Men, sworn fo

the service of the Dark Lord. with warriors -
as skilled and disciplined as the defenders
of the White City. It wasn’t long after the
first sprues of the models began to arrive
that T made my move.

l get enormous enjoyment from playmg

After careful consideration I decided that T
would make a good-sized army of Harad,
-able to fill the requirements for most
scenarios they were called to perform in,
The force would also have the versatility to
play in points matches and tournament style
g‘amcs t'oc 'With'{hat in mind I decided thait
force. I lmc thc idea of an-army bemg led
to battle by political agents. soldiers duped
into doing the evil bidding of shadowy
lords. So I chose Rurgéz, a Hasharin to lead

Haglid’s Command

Points
War Mimak of Harad
commanded by Hagiid 275
24 Haradrim Warriors 144
with spears
12 Haradrim Warriors 72
with bows
Total points: 491

This force relies on the awesome power
of the Miimak to destroy the enemy.
With no Heroes aside from the Mimak
commander, this force really is.a
gamble to use, however, it is a gamble
that often pays off and is always
entertaining to play with, By keeping
‘the bow-armed Warriors in the howdah
and the spearmen out of trouble the
Miimak can hopefully break the enemy
force, allowing the spear-armed
Haradrim to emerge and mop up the
terrified suryivors.

my army. Not only are these Heroes brave
-and cum]ing but Lhey are also amongst the

Ashér, a Haradnm Chlefl.am on foot
{largely because the model looks fantastic),
and another Chieftain (Halric) mounted on
a hoi’ée fi)r 'hig'h speéd killing pdrcntial

my force my tOtdI expenditure was 01]15-

: around ‘730 pomts Not bad whcn you

15 a deadly Hasharin!

‘The men of Harad are as adept at ﬁuhting

:hﬂd\fy armour ()f Minas Tlrlth they are
-chcapcr in pmnls. dnd thus av azlable in

twenty-four spea:men are a good core for
‘an army of Harad.

Cheap, dependable troops capable of
fighting in two ranks, Haradrim Warriors
are the mainstay of my force. By adding
twenty-four Haradrim with bows I have
given them significant missile support — the
Poisoned Arrows special rule making them
even more deadly than usual. To my core
force I decided to add five Haradrim
Raiders with lances. These would range
ahead of my army, delivering hit and run
attdcks on the ﬂanks of my enenuea using

Now, the astute amongst you will have
realised this is well over 500 points, and
quite a long way past the 50 model limit
imposed by the Tournament rules.
However, there is method behind my
madness. Such 4 big army puts me 2 long
way towards playing most of the scenarios
in the Pelennor Fields, and gives me the
diversity to tailor my army when playing
points matches.

Of course, I left the best until last. My army
needed a Mamak to smash its way through
the ranks of my enenﬁes This beast of war

the rest of the fome and commanded by Lhc.
capable Haglid. Its awesome presence lends

‘an air of formidability to my army, and it’s

The Minions of Rurgaz

Points
Rurgaz (Hésharin) 90
Ashar 51
Chieftain with bow and spear
Halric 65
Cheiftain with lance, bow and horse
1 Haradrim Warrior 30
with Banner
24 Haradrim Warriors 144
with spears
‘5 Haradrim Raiders 60
with lances :
10 Haradrim Warriors 60
with bows
Total points: 500

This force has enough Warriors to excel
in'a war of attrition, using its numbers
to overwhelm the enemy, while Rurgiz
can hunt down and kill any elite
Warriors or Heroes 1n the enemy force.

the perfect addition for scenarios and points

matches. Because of ifs sheer bulk and
impressive power a Miimak works as the
ultimate distraction in games. It is capable
of crushing the ranks of the enemy with
unparalleled ease:

Up until now my force has proven highly
suecessful, and during the play-testing
phase of The Pelennor Fields supplement
my army became a regular sight pitted

~against the Knights of Dol Amroth, the

Rangers of Ithilien and the might of Rohan.

But there s siill so much of Middle-earth to

‘conquer, and I really want to get some more
Raiders painted as their lances should prove
:daclqnp ina numbcr af cnga&ements After

Wa.r riors will pmv]de my army Wlth a core
of high Defence troops, capable of taking
far more abuse than the cheaper Haradrim
Spearmen. By mcludmg some ‘Mordor Orcs
T will have the perfect excuse to field a
Motdor Troll and maybe a Mordor War
Catapult too.

This will create a great Pelennor Fields
theme, and allow me even more tactical
flexibility. Middle-earth will be mine!










I have also managed to get some very
pleasing results from my own Mimak. The
p'aychological cffect it has .on your opponent

say 1 always beat Muma}ﬂl 01 always win
with them, but even when you lose, you
Iearn something new.

Q

Squashing the Enemy
Mamak tactics have, to my mind. four laws.

Follow these laws and you will never go far
wrong. They are:

1. Crush the weak

2. Beware speed bumps
3. Show no mercy.

4. Keep moving

Crush the weak' Let’s not: det cummd the

Gvoo_d is what the Miimak dqcs_bgst That 5.
why we (us F\'il playcls that is) are wii}ing

the trample attack. Thc Mumak 1§ most -
deadly when it is on the move. If your
enemy can bog you down and prevent you
from moving, beware! Worse, once he has
stopped your precious Oliphaunt, he might
be able to muster enough attacks to wound
it T}us can send the beast raging off intoa

can, you're fu_l_ﬁl_hn_g_ Law f; Wit_h thr_c_e
Strength 9 hits against each model you
contact, large groups tend to become red
staing beneath your Mimak’s feet. Killing
anythihg 'q'the'r than Miglzfy Heroes df th'e'

Only bad dice rous w_111_ sz_we ih_cmf

Beware speed bumps: Too many times I've

thrown away a game with a Miimak because

I ve dewated from this law and it is 50

fe]i chargc chr oppanent will be: w1llmg (f
they are smart) to throw such a Hero in your
path. Be wary of falling for the ruse and
tramphng mtu lhem Kill theu wcakcr

y_ou _a.ny_w.iy_

Show no mercy: Don’t feel bad about
cmshmg your own men. Ln”c 18 chcap in the
soundq a little mean and nasty To be honest,
it is. But if you can pin a Knight of Dol
Amroth in combat with a Haradrim
spearman and then reduce them both to jam
with a charging Mmak, why not? This isn’t
to say you should make a habit of killing.
your own warriors for its own sake, but
don’t shy away from it. It can be a highly
effective battle tautic I ve been known to

enongh for thc Mumdk to Smoosh tbem all

Keep moving: Whenever possmlc keep your
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the howdah has two Might points, three, if
you splash out on a Mahiid. These are best
spent on Heroic actions which can allow you
to get the jump on an enemy. There is
simply no point spcudmg the better part of -
300 points on a Mimak to-have it charged
and pmncd in p}ace bv a plupky Krught of

mov. mg_ and s_q_ughh_mg_ your enemies, a_n_d
you're that bit closer to victory.

StampedeI

arg at rcducf:d risk irom your: opponcm 5
archers. Archers, along with the already
: mention.cd mighty Heroes, are the l'ugcst

ym}r wa; Alm fill your hnwdah wnh bows.
Ha.l'adrim bm& s are cxcellcnt thrmkﬂ‘. to. their

can hopeiully kﬂl enough of Ihem to keep
your Miimak safe.

Stop that Mﬁmak’

ihmkmo that defeat is. certam 1f one of these
behemothe is armyed agamst your. army But

carefully, concentratmg y{mr forces and
runmng away When you 11eed to, v1ctory can

tha_t_l:_eest h1g_hhgl_1t thc way_s of ncgatmg_
killing or crippling the mighty Mimak:

1. Avoid it

25 Piﬂ it lil)_“’ﬂ

3. Hide like 2 coward'

5, de}gltards and Mlghty Herocs
- 6. Trebuchet!

Avoid it: Don’t worry too much. As
frightening asa Miimak may be; the ﬂrs.t.

everything else in the enemy force.

Haradrim Warriors are not especially well
armoured or armed, so- k}H them off as

enough 1o secure you victory:

Hide like a coward: It’s not brave, it’s not
heroic and it is certainly not befitting of a
Hero, but it does work, Find a piece of
difficult terrain and stay in it. Your warriors
can waggle their tongues, beat their shields.
and cry defiance from the safety of their
cover. Mimakil cannot enter difficult terrain
for fear of stumbling or damaging their
howdah. Still. more often than not, scenarios
call for you to move your models, so it
doesn’t always work. While spending the
whole game lurking in difficult terrain is a
little dull, and. often unproducti\e nobody

squashed ﬂat by a Murl:ulk"

Pin it down: Stop the thing moving. This is
the most obvious way of reducing the
amount of damage it can do. Keep Heroes.
with Might nearby, and if’ priorit) is IosL
m:Lc:a .b:a.se contaql w1_th the Mumal\ o sto_p_
yuur men being squashed This is a risky
heroic mmes loo Howe\aer ina wox}d
whcre c»puom are very limited, a little

course, 1T you can.shoot the commandbr first.

(made easier if he is a Mah(d. thanks to his.

position on the Mimak) then you can curtail

this risk altogether.

Everything counts in large amounts: It's a
good expression when it comes to Miimak
killing. Inevitably there will be those games
\ahere etaying out of a Mimak’s way or

of the day.

I )nu are going to lcill it, kall it pmpt:ﬂy

other Dwarves. With the best will in'the
world no monster can prevail long with that
l'r.ldﬂy axes tearing chunks. out of 1t

rwo handed waapon ora Jancc gwc-; you in
combat ean really put the frighteners on a
Mimak. It s far c,a_swl to \wund a Defence ¥

If you are going to shoot it, really shoot it.
Fire every available shot you have, pepper it
with arrows, and cause the Commander to

take Courage test after Courage test! Make
the thing’s life a misery. It's not subtle, but it
works better than most tacties.

Bodyguards and Mighty Heroes: Warriors
with the Bodyguard rule always pass
Courage tests while the Hero they are
protecting lives. so they make the perfect.
candidates to slow rampaging Miimaks.
Thcy \&on;t flee: the beé'si‘ 'd'ué to a failed
have a hig bhcr Flaht va]ue too. thcn as go:)d
as the Mimak’s. If you charge a Mighty
Hero into the combat too, you are more
likely to win, and do some serious wounds
to the beast. Imrahil with a lance will wound
itona S+, .md Aragom with A.nduril on a
Dam zmd Bdlm with their dreaded axes d_m a
menace to the Mimak, Glorﬁndul and
withstand a pnundmg from Lhe beas‘t, and S0
are ideal for the dangerous duty of
confronting it: Wound it multiple times in-
combat and watch as the Commander fails
his Courage rolls and the Mimak begins to
Stampede away. ;

Trebuchet: T've been nice until now, [ really
have. But there 1s one dirty frick I've been
saving until last. If you are feeling really.
mean this is the one for you. Include a
Battleery Trebuchet and an Engineer Captain
in your force. Target the howdah with your
Trebuchet, and laugh like a hyena! Make.
sure that your shots hit and wound thanks to
the Captain’s Might points. The rocks hurled
by the Bdttlecry Trebuchet are powcrful

Courdge \alus of 2 or begm Slampcdmﬂ

But you'll have (o be lucky. Lucky and fast.
The Trebuchet only has a S'G%' chance of
the.Scauer table. The Mumak wﬂl close on
you quickly and you have a minimum range
of 18"/42¢m, so you will only get two or
three turns of shoonng bciore the Mﬁmak

never fmbel 1he mcredlble ttvcimg of bravery
and henour-as Théoden and his Rohirrim
gather their might and chdrge the lines of .

Ia}ung one out in the game. There are worse
ways to lose than sallving valiantly against a

e

raging Oliphaunt!
= —‘6 15

{




Mark doesn’t normally field all his

Rohirrim at once. His usual strategy relies

on the hit-and-run nature of the cavalry

models. whose manoeuvrability and sheer
/ hmmg powcr make them a fﬁrcc to be

_ ;qi_ﬁr_m'y.qu:_ls:m re_pl_ace moumsd
Rohirrim when the riders’ mounts fall.

sz\px‘mn of . Roh@n Amgom, T headeu - ng of
Roh_cm, and Legolas),

Mark does try to _ﬂjc'ld his Rohan 3cihara'ctéfs
in Ceﬁaiﬂ?ﬁied: ways, no matter the scenario
‘at hand. For example 'Gamliug and

'Eomer is ﬁelde_d_ only in an.e;nq:e _R:ders.of
Rohan army. These pairings fit both the
story of the book and filin ‘and his tactics.







to play campaigns using small warbands of
models. As players” characters fight, so

lessio: As usual, I've been
spending my time thinking about
new ways to play The Lord of The

Rings. I'was considering games like

improve, their profiles increase and they
acquire useful skills, turning into mighty

The Lord of The Rings.

It actually proved easy to create Battle
Companies, as The Lord of The Rings game
is already a skirmish system where every
model moves individually. This means that
we could concentrate on the Experience and
Upgrades systern without having to worry
about changing the system’s mechanics.
Beautifully simple! I'm sure you'll agree
Adam Troke, who wrote the majority of
‘these rules, has done a great job.

Please keep in mind that we’re still working

on these rules, but we've decided to publish

give us some feedback. Enjoy!

Feedback
If you want to give Alessio and The
Lord of the Rings team feedback on the
Battle Companies rules, please get in
touch with them by writing to the
following address:

Games Developmient
LOTR Battle Companies
Games Workshop
Willow Road

‘Lenton

Nottirigham

NG7 2WS

Battle Companies

-Adam: Even at the time of writing this I am

still very much the ‘new boy”in The Lord
of The Rings design team, so you can
imagine how excited I was when Alessio

gave me the task of creating a *small

campaign system’ for The Lord of The
Rings strategy battle game. [ spent a long
time considering my options, writing and
rewriting rules as we played ganies and
found out what did and didn’t work.

As Alessio has already pointed out; this
really is a work-in-progress. We've got the
rules to a point where we like them now,
and a lot of really great games! If, after
playing Battle Companies for a while, you
find that something works really well or
(shock horror) doesn’t then feel free to let
me know what you think!

Battle Companies focuses on small warrior

‘bands. Each is led by a Hero who is, in the

beginning, very inexperienced. However,
after a few games, you will start to see him

Gondor; Rohan, Isengard, Dol Amroth and
Harad in your games of Battle Companies.
There are five scenarios for you to'enjoy. a
track the status of your Company as they go
from battle to battle. All you need in
addition to this are copies of The Return of
The King and Siege of Gondor rules
manuals and a small eollection of The Lord

-of The Rings miniatures. These rules are

only a starting point, as in later articles
we'll be adding rules for other races and

“nations of Middle-earth, new scenarios and

special rules.

By following the few simple steps listed

Companies with your forces within minutes
‘of reading this article. All you really need to
‘worty about is which of the people of

Middle-earth you will lead into battle. Once
'you've done that, gathered your models and
filled in your roster sheet, you're ready.




0Q

Step One: Gather your force
When you have made your cheice between
Gondor and Mcu dor, gather up the models
hcip enm'mously when :f comes .té. record—
keepmg, and cntt‘.rmg thcn’ details onto.a-
force you may Chooid ot Warlie i e
your Hcm, you. 5h0uld make upa suitable

Hero in all Ways from this _p_o_mt onwards_

Step Two: Play a game

Find an opponent. Take a look at the
scenarios at the end of this article and agree:
with them which scenario you are going fo
play. During the game, record how many
wounds each Warrior and Hero inflicts, and

Adam’s Orc Warband

Mqrdqr Tq 1cp_rt_asent my Hc_rn_)_[ deq:ldt_ed
to use an Orc Captain T had converted a
demg thm I namcd thc rest of thc Orce I
got for starting a new Mordor Warband,
filling out my record sheet with their

- characteristics (it’s a good idea to
photocopy this several times; as you'll
need to-update it frequently). Once I'd
come up with a background story for my.
little patrol, I was ready to go and play
some games!

Adam's Orc hero Nurbog before he.
started out.on his road to glory.
Infamy awaits him!

keep models removed from play as
casualties to one side. This is essential for
cembat and inflict Woﬁﬁdé togefhér the
controlling player may choose which of the
models counts the kill as his own.

4. Arm Wound

ret_.Lre as pcr ﬂ_l_c Dead rcsplt

one roll for each.

game
| The wounds of a Hero -

makes a Full Recovery.

Hem Injury Table

2D6 Effect.
2 Dead — The Hero’s adventure ends here. . remove the warrior from your
roster. )
3 Lost in Battle The Hero lies Wounded semewhere on the feld of balrle The

thc ‘duration of the game. If has SIde wins; he 18 1elumed and makes a fu]l
recovery. If not, he is considered Dead.

The damaged arm may o Iﬂ}nger be used, either to carry a.

S Leg Wound — The first leg wound gives-a -1"/2ecm move penalty. A second leg
result will cause your Hero to retire, as per the Dead result.

3 S omid el o Lo an s b o tane
Te Full Recovery — The Hero may play the next game as normal.
8 It’s just a Seratch! — The Hero must miss his next game. Alternatively he may

choose toroll again on this chart, but the aewnd result will apply.

of a 1, the Hem s mjury is. plagumg him and he Ld.l‘mOT. take. part in the game.
A Hero can have more than one Ni gglmg In_;ury in which case he must make

10 Chest Wound: -1 Stnenﬂth permanently. Additionally, he must miss his next

self-sacrifice that his force gams +D6 Inﬂuence thls game. Addxtmnally. he

12 Protected Bv‘ The Valar Saved from injury by the Vzi]ar or perhap% some

p_ermaucntly gdms +1F a_tc Addmonaliy_, he mak_e_% a FuIl Recovcry_

Step Three: Injuries
Once you have finished your game, it’s.
Ume fo work out thf: S'Brseusnew 01 the

thmg piayers do after the. battlc 1§ over.
Even before the obligatory post-match cup
of tea, beer or erange squash!

Every Hero and Warrior removed as a
casualty should roll on their respeciive
f_njury table: (ﬂppo*;ltc and be]ow) You'll

of 'I"he ng% and qtremnlmes the game
prevenng too much book- keepmg

Tt is very 1mp0:tam that all your Injury rolls
are workcd out duectly afte: your battles is
these 'r'o'll'é {6gethcr _and b_e_fo_re pla_ymg_
ahother game.

If any Hero or Warrior rolls the ‘Dead’
result all their equipment is lost, and cannot
be given to another member of the.
Company. If a'War'rior or Hbrc;i has a mount
on the In}ury table for it All mounts are.
considered to survive their wounds; or the
character secures hjmsc:lf anew one. The

w1th the rider’s othcr possessmns

Warrior Injury Table

1D6  Effect
1 Dead - This Warrior’s adventure
ends here.
2-3 Injured — This Warrior must miss:

hig next game.

4-6  Full Recovery — This Warrior may
p_Iz_ay neXt game as normal.

N 2




Step Four. Experlence

which of thcm, if any, have gamed enough

Experience to improve in some way. Heroes

-gain an Experience Point:

« Each time they remove a wound from
any enemy. ‘model. If an enemy Hero
‘regains this wound thanks to a Fate
-roll, the Experience Point is not lost.

» Fach time be plays ima scenario

» Each time his su:le win a scenario.

'Evcry iimc a :Hero 'gélins 5 'Experie:nce

ether resuh.f_rgn_i:fye sgms mble‘_Shoulcl
“they have all the Experience increases
available on the table, they may choose
from any result available to your Hero.
'Th:e_ wai i which Warlors im‘pm'v'e is quite

:Woundb lndl\’ldual War:rmrs inflict, To see if
- yémi‘ silrviviti g Waﬁibrs 'necei\'é 'prom'dtion.
every game. Add the number Gf wnund.t. the
Warrior inflicted in the game (WA) and
‘compare this number to the Warrior
Promotlon table to see J_f he: advances

mﬂzcted in prenous g*zmes.

As you can see, it is very difficult but not
impossible for-a Warrior to become a Hero.

Hero Advance Table

D6 Effect

1 Fi'glit:l'Sh'o'ot ~ The Hero’s Fi.ght ot
‘Shoot characteristic is improved by
T The 'controlling piayer may

player may choose betwecn
'Deftiricé and 'gt'{'cnvth Each may

maximum of Courage 6.

4  Attack/Wound - The controlling
player may choose. The Hero's
Wounda :and Attacks may not

5 Special Rule Roll. agam on the
ﬂe]evant rat.e Advancc tabbc

D6+WA Effect:
1to6 No Effect
7 to 8

94 A Hém iri the- maléihg -This resuh is availabie {o all Warriors From now 'onwards ;

accrie Ehem as normal frc-m the next game onwards,

Tt is also clear to see how important good
record keeping is, to make sure you ¢an add

- the correct number to the dice you roll on
the War;‘io‘r Piomotioti'tab]'c' The Mb’rdt)r

Eof .C}ms are .bcrn mto the rolss .thcy fulﬂl.

Step Five: Influence
Influence represents the patrons of the

3'd1fferent Cﬂmpames sendmg

leading them, The ‘more victories the
‘Company gains, the more a patron will offer
‘them 'aid Inﬂuence is mea‘su‘red'with

:Inﬂuencs d.tc,c for playmg 1N a scenario.

‘Additionally players receive:
* +1 Dice for-a draw.
* +2 Dice for a win.

mlmediately. To use Influence dice, make a
roll on your Influence table. You may roll as
many times as you have Influence dice
remaining. Once an Influence dice has been
rolled it 1s lost.

Piayérs may purcha!ac additibhai-weapons

j from the armoury wrth lnfluence. d]f:e..All

models must be armed with the correct
weapons and equipment, -

- Warriors may be armed with any equipment
available to them in their entry séction in

" The Return of The King and Siege of
Gondor rules manuals. Heroes are not
bound by this and may make any purchases
their race’s Equipment Options allow.

Step Six: Calculate the Battle
Company’s rating

As you play games with your Battle
'Compdny it benome:. 1mport.mt to track m
‘cost of dll lhc Wamurs and Hemes wzthm
‘your Battle Company using the points
system within The Return of The King rules
-mamml Add the total Expenem:e gamcd by

of the two Compames. For.mery full iS
'p"oi'n"ts dif‘fe'rcilk:é, th'e"Cbmpahy' w'ith 'thé

Addltronally aftcr the game [he smaller
Company recelvr:s' one exira Inﬂuencc dice
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Battle Companies Roster Sheet |
Company Nam_e B i | Company Type: '
Influence dice: | | Company Rating: | Notes
| | Total cost of company
1 | Hero's experience
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ordor Battle Compan

'Th‘e Orcs of Sauron are an ancient race, 14

twisted creatures created in a

But now is not such a time. .,

Since Sauron began to régain his strength,
the Orcs have been multiplying in number.
Now he has returged to his black tower in
Mordor, the armies of this foul maggot-
breed seem numberless. Though they are

j numbers the Ores can be deadly opponents.

There are many different kinds of Ore. from
‘the weak and puny Snaga and Goblins to
strength, theiriwill for evil remains the
‘same, no matter what their size, A Battle
‘pethaps a patrol upon the marches of
‘Mordor, or a band of reavers out to burn

Mordor Starting Force
2 Orcs with bows
3 Ores with two-handed weapons ik e
3 Otcs with hand weapons and shields Mordor Influence Table Mordor Advance Table
3 Ores with spears At /
D6 Result D6 Effect :
No reinforcements 1 Might/Will - The controlling
] 2 Orc Warrior with spear player rolls a dice. On a 1-3 the
Mordor Equipment Options 3 Orc Warsior with shicld Hero gains one Might point. On a
; 4 Orc Warrior with bow 4-6 he gains one Will point.
Weapon Cost in Influence dice 5§ Choose one of the above 2 Favour of The Court — When
Shield 1 6 Roll again on table below rolling on the Influence table, one
Ore bow : _ I : Influence dice can be re-rolled for
Warg (Ore Heroes and Trackers only) 2 D6 Result each Hero with the ability in the
Two-handed weapon 1 1.2 Orc Tracker Company.
Spear 1 3-4 Mordor Urik-hai 3 Blade Master - The hero may re-
Throwing Spear (Warg Riders only') 1 5-6  Warg Rider roll one dice per turn to see which
: side wins a fight.

4 Deadly Strength - The Hero can
-now wield a two-handéd weapon

Mordor Promotion Table without the -1 penalty to his dice
- score,

Troop Type Promotion Option 5 Rally to Me — This Hero has a

Orc with bow Orc Tracker — Alter the Warrior’s statistics range of 12"/28¢m when he makes.
appropriately, The Warrior may choose to ride a a Stand Fast roll from now

; 1 Warg for the cost indicated overleaf. onwards.

Orc with spear/hand weapon & shield Warg Rider — All weapons and equipment are 6  Might - The Hero gains 1 point of
traded for that of a Warg Rider. ‘Might.

“Ore with two-handed weapon Morannon Orc — Alter the Warrior’s statistics &

equipment appropriately. The Warrior may choose
additional equipment at the cost overleaf,
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~Gondor _ Battle Company

'Nﬁmcnqreans._ tong-lived men who once
lived upon the great continent of Atalanté,
within sight of the Undying Lands. Though
Sauron tricked the kings of Ndmenor,
bringing about their downfall, many of
them made their way to Middle-carth. even
as their island home was swallowed by the

Arnor and Gondor to rival the beanty of
their former realm. x

But the glory of Nimenor is long dimmed.
The northern kingdom of Arnor long ago ™

~ fell, and Gondor is beset by evil enemies.

But though the blood of the Nimenoreans
is much thinned, and the Men of Gondor
now almost as short lived as the lesser Men

of Gondor can be relied npon to fulfil it
with honour.

- Gondor Starting Force
| 2 Wardiors of Minas Tirich with bows
3 Warriors of Minas Tuith with hand.
weapons and shields:
- 2 Warriors of Minas Tirith with spears
and shields !

Gondor Influence Table

D6 Resuit
1 No reinforcements
2 Warrior of Minas Tirith with shield
3 Warior of Minas Tirith with shreld -
. and spear
4 Warrior of Minas Tirith with bow
5. Choose one of the above:
Sy Eolligren onile o
D6 Result
1-2  Ranger of Gondor
34 Citade] Guard OR a Guard of the
Fountain Court
Knight of Minas Tirith

5-6

Weapon Cost in Influence dice
Shield =3 1
Bow i e = 1

Laee'
Spear. P : -
Longbow (Citadel Guard only)

Horse (Heroes and Citadel Guard only) 2.

1 J
1
1

Troop Type

Watrior of Minas Tirith ~ spear & shield

Knight of Minas Tirith — All weapons and

Gondor Promotion Table

. Promotion Option

s b appropriately. If the Warrior had a spear in

. Wm_'rior of Minas Tirith — swm'd.&,_ shi'e]d_

equipmcﬁt.-a.rc. traded for that of a Knight of Minas
Titith, '

Gondor Advance Table ‘

D6 Effect :
1 Might/Will - The controlling |
He_rb galm (me Mlghtpmnt Ona

4-6 he gains one Will point.

reroll one dice per turn to see which.
side wins a fight. e

4 Favour of The Court — When
rolling on the Influence table, one.

5 Rally to Me ~ This Hero has a
range of 12"/28cm when he makes
a Stand Fast roll fromnow
onwards.

6 Might - The Hero gains one Might

point.
4 G



| Rohan Battle LépanyA

T- he brave warriors of Rohan have - NN 8 :
long resisted the darkness. Sturdy ™ 4 » >
&  and strong, the people of Rohan 2. .

make excellent warriors and take great
pride in their skill at arms, Through time

Dunlendings, Easterlings and the mighty
‘Utuk-hai of Saruman. Despite all this, they
have prevailed thanks to theirlong
friendship with Gendor and the might of
their people.

_ & The military of Rohan is divided into

) To be accepted into the Eored of a Marshal
i§ a great honour, something that every
warrior of the Rohirtim aspires to, and
often warriors who seek this honour will
find themselves signed to a Battle

and valour against Rohan’s miany enemies.

Rohan Special Rule: Expert Rider.
Any mounted Warrior
‘or Hero of Rohan ts

The Men of Rohan defend their land.

:-Eicperr Rider Add
this to the model’s : : i
profile when they Rohan Influence Table Rohan Equipment Options
gain a horse. _ o '
D6 Result ‘Weapon Cost in Influence dice
| 1 Noeffect Bow _ L
- 2 Warrior of Rohan with shield Horse (Hero and Royal Guard only) 2.
3 Warrior of Rohan with shield and Throwing spear 1
) throwing spear Shield 1
P 4 Warrior of Rohan with bow
4 5 Choose one.of the above
Rohan Starting Force 6 Roll again on the table below : :
2 Warriors of Rohan with bows : _ Rohan Advance Table
3 Warriors of Rohan with hand weapons D6 Result . :
i and shields 12 Rider of Rohan D6 Effect
3 Watriors of Rohan with throwing spears 3-4 Rohan Royal Guard 1 Might/Will. The controlling player
and shields 5-6 Rohan Royal Guard on horse rolls a dice. On a 1-3 the Hero gains
. : one Might point. On a 4-6 he gains
one Will point,
; : 2 Favour of the Court. When rolling
Rohan Promotion Table on the Influence table, one Influence
dice can be re-rolled for each Hero
Warrior of Rohan with bow ‘Rider of Rohan = All weapons and equipment are with this ability in the company.
exchanged for the equipment of a Rider of Rohan, 3 Blade Master. The Hero may re-roll
one diee per turn to see which side
Warrior of Rohan with throwing ‘Rohan Royal Guard — Alter the Warrior's statistics wins a fight.
spear and shield appropriately. Include the special rule: Bodyguard. May be 4 Courageous. The Hero may re-roll
equipped with a throwing spear at cost indicated. “all Tailed Courage tests,
: ; G L 5 Horse Lord. This Hero may use his
Warrior of Rohan with hand weapon  Rohan Royal Guard - Alter the Warior’s statistics Fate points to restore Wounds
-and shield appropriately. Include the special rule: Bodyguard, May be ssuffered by his mount, instead of
equipped with a throwing spear at cost indicated. himself.
F 6 Might. The Hero gains one Might point.
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vlsengard Battle Compan

cast his lot in with the Red Eye of
Mcr.dor. he was given the key to creating an
army bred for destruction. The Uruk-hai,
'nii‘g,h%iest of all the bréééls df OICS Wefe

\ hen Saruman the White, wisest of
~all the Tstari, fell from grace and

me:y w:ought temble devastauon,
5¢pardt1ng into small rovmg bands seekmg

Uruk ha1 and: evﬂ men of Duniand -
descending on Rohan with unbridled.
cruelty and aggression. As the Company
gains momentum and inflicts damage on its
‘enetnies the minions of Saruman flock to-

join it, swelling its ranks with vile watriors.

Nate on Isengard Battle Compames.

receive pmmonon in rhe sarme way as rhe

Uruk-hai. On a 1-8 there is no eﬁecr Ong Sl 5= it ST DR S e :
9- they become Heroes. A starting force for the forces of Isengard.
Isengard Starting Force Isengard Influence Table Isengard Advance Table
3 Uruk-hai with hand weapons and shields. 2
3 Uruk-hai with Ore bows: D6 Result D6 Effect
1. No reinforcements 1 Might/Will. The controlling player -
2 Wild Man of Dunland rolls a dice. On a 1-3 the Hero gains:
3 Orc Warrior with spear, bow, one Might peint. On a 4-6:he gains

 Isengard Equipment Options

4 Uruk-hai with Orc bow
5 5 Urdk-hai with shield
Weapon: Cost in Influence dice 6 Roll again on the table below

~ Orc Bow 1
Warg (Orc Heroes 0n1y) 2 D6 Result
) Throwmg spear (Warg Rider onIy) 1 ; 12 Ore Tracker:
 Shield N 3-4 Mordor Uruk-hai
Spﬂar (Oms only) {3 5-6.  Warg Rider
1
1

shield or two-handed weapon.

Isengard Promotion Table

Urnk=hai with Orc bow Uruk-hai with crosshow — Exchange the
Warrior’s Ore bow for a crossbow:

Umk hEl.l Berks‘,rkel

one Will point..

Favour of the White Hand. When
rolling on the Lﬂﬂuance table, one: 1
Influence dice can be re-rolled for o
each Hero with this ability in the.
Company.

Blade Master. The Hero may re-roll
one dice per turn to see which side
wins a fight.

Courageous. The Hera may re-roll
all failed Ccurdge Le&ts

th.lb H_er_o_suffem a \m_ur_}d_,_ _mc)_r may-
roll adice. On.a 6.the wound is
ignored, exactly as if a Fate roll had
been passed.

Might. The Hero gains one Might
point..




g :

D Bay of Beltalas,_ t_hg _Iz_ujgss._t o
stronghold of Men south of the

White Mountains. The haven of Dol Amroth
‘has always been a bulwark against the
forces of Saun:m, lt*; warriors sl:andmg ﬁrm.

deed they are .SELId to be.th_c equai ,of. a
dozen lesser Men. It is to the rapk of -
knighthood that all warriors of South
Gondot asplre but Sﬁch worthmess must be

- service of ex eﬂenced Dol Amroth Baif]e

- Companies and it is common for -

“experienced Company ‘commanders to have
many ﬁefdmn watriors in his ranks,

Dol Amrb't!x"spé'c:ihl Rule: The Path of the
Knight: The boldest amongst the Warriors
'och:Z Ammxh areable to ;oin 'the ranis af

ana‘ 'eqrir]o'm'em ar‘e'exchanged for those of a The Men of Dol Amroth are skd!ed Warriors.
Foot- kmghr of Dol Amroth (they have :

neither horse nor lance). Any fiefdom N : . e =
Warriors that gre drafted into the Company Dol Amroth Starting Force Dol Amroth Advance Table
cannot be promoted, though they may 1 Knight of Dol Amroth (on foot) A
exchange their equipment normally. 2 Warriors of Minas Tirith with hand D6 Effect
weapon and shield 1 Might/Will. The controlling player
AT s . . 2 Warriors of Minas Tirith with spear rolls a dice, On a -3 the Hero gains
Dol Amroth Influence Table and shield one Might point. On a 4-6 he gains
- 2 Warriors of Minas Tirith with bow one Will point.
1 2 Parr} Once per turn, the Hero may
D6 Result force his opponent to re-roll a single
1 No effect ~dice when determining who wins the
2 Fiefdom Warrior (of Gondor) with A : i fight.
bow" Dol Amroth Equipment Table 3 Blademaster. The Hero may re-roll
3 Fiefdom Warrier (of Gondor) with ‘one dice per turn to see which side
shield” _ ) Weapon Cost in Influence Dice wins a fight.
4 Fiefdom Warrior '(of"Gandorj with “Shield 1 4 Courageous. The Hero may re-roll
‘shield and spear” Bow h ‘all failed Courage tests.
5-6 Roll'again on table below ‘Horse — Knight of Dol Amroth only 2 5 Great Leader. This Hero’s Stand
! ‘Elven blade — Hero only 1 Fast range is 12"/28cm, not 6" 14cm,
D6 Result ‘Spear 1 ‘6 Might. The Hero gains one Might
12 Wairior of Minas Tirith with bow point,
-3-4 Warrior of Minas Tirith with shield ;
| | 5-6 Warrior of Minas Tirith with shield
and spear ¥ ;
Dol Amroth Promotion Table
T you have the Fiefdom rules from a previats White Dviarf, you Warrior of Minas Tirith Foot knight of Do! Amreth Aiter the Warrmr 5 si,aiti.étiés

cai-use a Hm}!e'r r;j'A}y‘m"a;r or Wam’bi' r}_,f' 'ﬁ'b!-:bhﬁd tnsteqd.

VOl Can e a Spéarmin: qf'PimaHf Gelin or Warriar of
' Pelargir instead:

@ - 5




aradrim Battle Compan

‘or the Haradrim, conflict has always.

‘been a way of life. Each Haradrim

Battle Comipany is led by the son of a
chieftain, eager to prove himself against the.
foe- In this way, hc hope*a to earn suffzczcnt

fo the ]cadershlp af h!s tribe. As a Hara rim
B_atﬂ_e_ Company grow'; in mputatlon aﬂd

; wamors in the folm of Haxadnm Rmders It
may even find Itsdf sent on mls i hc

Hasharii: At r}ze cost of one Inﬂuer;ce dice,
& Haradrim leader can ask the Hésharii to
shadow hisicompany and Sirike the eneay.
before battle. If this is done; before the next
game, each player rolls a D6. If the
‘Haradrim player’s fotal is higher than that
df}xé‘s oppdnerér he ma\) :séfécr cmy: Wﬁrriar
: ms‘uah‘v befom the. game begms ifrhe o
app 'm:nr m!]v h:gker f}wre s ho eﬁecr

A ..srarr.in-,g.fmre for ?he.-:Har"adri.rr:{.: :

Haradrim Influence Table Haradnm A_dvance Table
D6 Result D6  Effect
1 Noeffect- 1  Might/Will. The controlling player
2 Haradrim Warrior with dagger tolls a dice. On a 1-3 the Hero
3 Haradrim Warrior with spear gains one Might point: On a4-6 he
4 Haradrim Warrior with bow ] gains one Will point.
5 Roll twice more on this table,
 re-rolling any further results 2 Poisoned Blade. T_h_e_ Hero's close
. of 5 combat attacks become poisoned in
Weap.tm - Cost in Influence Dice ; 6 Roll again on the table below exactly the same way as his ranged
Bow RS : - attacks.
Horse — Hero only. , 2 i D6 Result
| Lance — Hero or Raider only 1 1-3 - Haradrim Raider 3 Spearmaster. The Hero may use
- Spear. 1 4-6. Haradrim Raider with lance the shielding rule if armed with a
spear.
4 Courageous. The. Hero may re- -roll
Haradrim Promotion Table all failed Courage tests.
_ Haradrim Warrior with spear. Haradrim Lancer — All weapons and equipment are 5 Master of Poisons. This Hero must
' exchanged for the equipment of a Haradrim Raider re-roll 1s and 2s when rolling fo-
armed with a lance and bow. wound with poisoned attacks.
_ Haradrim Warrior with bow- Haradrim Raider - All weapons and equipment are 6 Might, The Hero gains one Might
| exchanged for the eqmpmem of a Haradrim Raider point.
armed with abow.
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ere are five mini-scenarios for
players to use with their Battle

Companies. Players should use their

imagination and improve or alter these if

they wish, even making entirely new

models remaining in 2 Company. This
should be the number of models who

Have missed the battle due to injury,

Sometimes the game will go against one

Battle Companies Scenarios

giving victory to his opponent, in any
Priority phase in which his Company is
below half of its starting strength, If they'do
this, then the game ends immediately, and
the surrendering player is considered to
have lost. Further to this they also lose one

receive at the end of the game.

Rescue -
A Hero finds himself separated from his
‘main force and under attack from the

to pass up, providing they can slay the
Hero without too much loss:

‘with as much or as little terrain as the
players desire. More terrain definitely

- should feel free to use their imagination in

setting up the boatd,

Starting Positions: Each player should
roll a dice. The lowest scoring plaver is
Heroes (this is the target Hero) and up to
two of his Warriors within 3"/8cm of the
centre of the board. The opposing player
may place his entire company within
Objectives: The defending company must
“save their Hero. The attackers must try to
kill him while he is eut off from the
majerity of his Battle Company. The game
finishes at the end of the turn in which the
target Hero is slain, or the attacking
‘company is reduced to below 50% of its
starting numbers.

leader. They move onto the board from the

Defender vietory: The defender’s Hero is
rescued if the attacking company is
reduced to below 50% of its starting
numbers,

centre of the board is killed.
Draw: The game is a draw if both sides
achieve their objective in the same turn,

Special Rules

Surprise: The attacker always has priority
To the rescue! The company of the target
Hero are keen to rescue their comrade and

opposite table edge to the attacking player
in the first Move phase.

Against the odds: Should the target Hero
survive the game he will gain 1 extra
Experience point in addition to the normal
amount for playing and surviving,

Take the High Ground

Somewhere in the area lies an object of

-signal fire which needs to be urgently set
‘alight, a haul of weapons, or the entrance
to @ hidden tunnel. Whatever it is, its
defence is paramount.

Requirements: A 48"/112c¢m x
48"/112em board. with as much terrain as

encouraged to use their imagination when
sefting up the board. Players will also
need a marker, preferably no larger than a
cavalry base, to act as an objective.
placed in the centre of the board. Each
player should then roll a dice. The highest
“scoring player should choose a board
edge. His opponent takes the opposite
-edges. The edges not chosen are
considered the ‘side’ edges for this
scenario. Players should roll again to
determine Priority,

Objectives: Once a side has been reduced
to 50% of its starting number, roll a dice
at the beginning of each Priority phase.

‘On the roll of a 1 6r 2 the game
automatically ends. Whoever controls the
objective in the centre of the table is the
winner {see Victory below).

Special Rules

Wild Search: Both Companies have split

up their warriors to broaden the search. To

represent this, no models will start play on

the board. At the end of each player’s

Movement phase players should roll a

dice for each model in their Company not

on the board (Might may not be used to

influence this roll). The first turn will thus

consist mostly of these rolls.

D6 Result

1-2  The model is delayed and doesn’t
move on to the board this turn. This
model still counts as part of the
Company’s tatal size for rolling for
the game end and Courage tests.

3 The model moves onto the board
from either side edge (both the side,
-and the entering point are chosen by
the opponent).

4 The model moves onto the board
from any point on either side edge,
‘chosen by the controlling player.

-objective compared to you.

5-6 The model moves onto the board
from the controlling player’s edge.

Newly arrived models act normatly, but
may not charge, on the turn that they
initially artive.

many models within 3"/8cm of the.
objective compared o your opponent;
Defeat: Your opponent has at least twice
as many models within 3"/8cm of the

Draw: Any other situation fesults in the
game being a draw.

L 855
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The Chance E'ncounter

ryff fmm suppon‘ is not-an oppormm:\ io
pass. up. Quick rhmkmg and. a strong arm
will win the day here.

Layout: A 48"/112cm x 48"/112¢m board

with as much terrain as possible. More
terrain definitely makes for a- more
exciting game so players are encom‘a%d
to use their 1magmat10n

roll a dme The lowest smrmg player
. should choose a board edge and deploy.

his company: within 12"/28cm of his

placc hzs own Lompany wrlhm 1"”;‘28cm
of the opposite edge: PIayers should roll
again to determine priority.

Objectives: The leaders of the opposing.
Companies are seeking a quick victory
over their enemy without too many losses.
At the end of the tum in whic.h one-side is
game en_ds Wﬁde_l_‘a Who_ flee from_ the
battleﬁcld do not.count as (:a&ualties

to 25% of its sta.rtm;, number.

Defeat- Your Batt]c qunp;m} is reduced

Draw: The game results in a draw if both-
players’ Battle Companies are reduced to
25% in the same tum..

Recovery
An ttem of power lies somewhere on the
feld ‘of bam‘e Whatever fhe iterm, Ihe

rhe:r iy afs are also scouring the areq fm
the item, the Companies will have to act
fast to find the item and escape intact.

with as much or as llttle terrain as. the
p]ayér% de#i'rc ROH a dice' the pléyer with‘
Opponent takes the other.

P]:aycrs; will need five counters to
represent the objective. Scraps of paper or
spare bases can be used. These should be
numbcred on the TEVEIse SO that the

The playcrs should mix up the countem
and then take it in turns to place them on
thc tablct()p no closer than 12";’28cm to

closer than 6"/14cm to the side: edges

Startmg Positions: Both companies enter.

play on the first turn.
Objecnvm Both sides must attempt to

obfain the item, whatever the cost. Once a-

‘Warrior or Hero has it, he must try to
evade the enemy Company and escape
from [he opposmg player’s board cdge

oblect oﬁ° the opposite: board adgc wins.

Defeat: Your opponent’s company has
refrieved the :tem and escaped

Specia! Rules

Cumbersome: The objective is either
very hcavy or bealed in some hcavy box
daggcr and move at half then no;mdl
movement. Due to its bulk, the item
cannot be carried on a horse or Warg. Any

mounted model wishing to catry the item
must dt';mount

edgc \ull be v&ell rewarded A Wamor
whé -car.rie.s the item from th.ﬂ b.oard

the Ma}cma fol]omug the game. If camed'
off by a Hero he receives a free roll on the.
Experience table. in addition to other
Experience bonuses.

onsternation Ikar rhev 3py an enenty force
; admncmg despemrety aee}’ang passage

: wnh as much terrain as posqlble More.

terrain definitely makes for a more

© exciting game so players are encouraged

to/use theu: Lmagm:mon Additmna.liy,

the defander and shcm]d p]ace his torce

within 6"/14em of the centre of the road. -

The highest scoring player counts as
having priority for the ﬁrqt mm and ma}

the road followmg the normal rules

-ijecl;wes If ’53% of the attackmg

of models who must break throuoh
However, the game only ends when one -

- side’s models are either incapacitated or

have. lef t the iable, regardless of whether

Attacker Vlctory« If 33% of the attackmg :

force (not mcludmg ﬂu;mg model a) move

Defender Victory: If the attacker fails to
move 33% of his modc]s Qﬂ the opposne
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Evil

A Tale of Good and Evil concludes wzth the assault on Gondor

aving fought lots of games. leading
Hup to the Slege of Gond'o'r,' it was

an lso[ated gamson somewhere wlthm th_e
borders of Gondor. Fascinated by the idea
of attuaiiy buiiding a full- blown 'castle, Adl

_construcnon of which is featured in the
-Slege of Gondor supplement.

Buﬁdlng The Castie 25
Adl After bm!dmg gaming boards and

step, and. bm]d afull set of fomﬁc,ahons‘
The plan was m make a complete castle that

SO We could use it in dlfferem comb_u_iat:mhs
for different scenarios, we decided to build
it in sections, which would also make it

'c.étsiei‘ to store away We decided two walls

‘quite subs['mual

‘We based the design of the castle on the
fortif cations on'ginal]y pub_li_s_hed in The
featured a tower wﬁh a mmovable back
'wall for easy access and playablllty

modlﬁcatmnq For a st
foamboard rather than

'qectmns We ‘began building the fort wnh a
single tower, followed by the first wall. Tn
the end we had three walls and two castle
‘towers, with a gate built into 2 smaller
section of wall. This gatehouse looked best
when flanked by the two towers.

Top Tip

There’s a trick to shaping foamboard.
Slice through the card layer first then
cut through the foam. This is easier than
trying to cut through all the layers in
‘one go. 1 found this particularly

square when I cut them.

‘Warcry Trebuchet
‘Steve: I figured I'd better get some artillery
o protcat the castle w1th A Battlecry

ﬁbvzom answer. Afwr lookmg at §_ome

castle designs and talking to some of our

resident experts, we scttled on the idea of
building a bastion tower into a section of
'th'é "cas'tle Walls fo hold Lhé Barﬂeéfy arid its
busmc*‘.s was {0 get it asscmbled so that T
could tell how much space T would need. A
quick look at the size of the Battleery told
me that making a small seenic base to
protect the model during gaming would be a
good idea,

‘a piece of hardboard usmg.lhe bmmm of

the Battlecry as a guide, and cut it out with

‘a sharp knife. I made sure that the wood
-was Lhe xéme tljickﬁess as. the bases on the

'Wlth my anmy: better. To give ita hlﬂe

atmosphere, I added pieces of plastic ruins
to the base,




The Crvew

head 1o, use. By chance as I was lookmg at
my artillery leader, I happened to notice a.
model of King Théoden, lying on the
desk of Mat Ward. One qup:k
comparison later, and I knew that

found a suttable victim.

I:-s

own to Use, it was a sunp}e matter to sawW
off _th heads and replacs them puumg the

repair some minor damage to the hair, and T
had a remarkably goed fit:

I aItered the poses of the other crewmen.
model by. géﬁfly bend.u.l.g.t.h.ém makmg sure
that the pose still looked patural.

- The Bastion
The only requirement for the bastion was
that it had to fit into the existing castle
sl’rucwre and that it would need to be able

had al_rﬁady-@ﬁ&ted a set O_f; t_e_mp_la-f;es fora

Tittle Green: Stuff was all that was needed to

taka the desxgn of a nmmal sectzon Qf caslle.
wai] and then extend it oum ards fmm ihe
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Construction

The first thi’ng to do was put the model
Largc models like. '"I_‘ro__l!s: a_rg: _m_a_d_f: in :
sepé{ate p‘arts' in 'thi's' case head, body and:

armour p]dth to. add o the: he]mel and a
brutal-looking chub. To get the joins -
betwcen the plCLES as smooth as poaszbl& 1.

to fill umlgl]tly gaps [ will. Th{S isa't.
because I don t: hke usmg Gref,n Stuff, ]_]usl

fit bﬁiwetn the picees in the ﬁrsz _place

thn zzssambljng a multi—part rnbde] it's.

model on thc 60mm ba.se so that there Was
space at the front for extra details.

' Col'our Scheme
onto the monster’s Sk_lI.l. followed by a \@.&.h
of Chaos Black. This helped to add some -
real :.hadc;w to the scaiy texture; I(hcn

]f:gs and handq

The metal I painted in my usual style:
Chainmail all over fol]owad by a wash of

lmeq 0 the nails pdmted mth Brown Iﬂk
S:mﬂa,r to Lhe rest of my Murdor modeiq l

To firush off, [plcked crul the buckles in
C‘nammad and teeth in Kommando, Khakl

I'd pamted lhc Tmll 1 rapaml:ed some of the.
eloth on the Orc using Bestial Brown and-
Kommando Khaki. Once I'd finished
highlighting the Orc, I textured the base
with sand and some large gravel. I then

.pamted itin my usual way a basecoat of.

Adiwas so excited he swapped the parts of two Trolls to
create an armoured Loader Troll and a Diymmer Troll!

and Bleached Bone..
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-a Ringwraith and a dead

The Witch-king of Angmar

One of the most pivotal scenes in the Battle
of the Pelennor Fields is the attack on
Théoden by the Witch-king and his

- subsequent fall at the hands of Eowyn and

Merry. Here's how Adi took three

Nazgil to make The Witch-king,

Fell Beast.

The Witch-king ey
Adi I rc.al'ly wanted to get both the Witch-

foot pamtccl at the same fime. .ane 1 had
finally strong-armed the Witch-king on foot
off Steve — he'd wanted it for himself — I
noticed how exaggerated the horns were on
h'is. hehnét To 'g'ct 'the appeai’&rice bf the

the Witch- kmg, ] helm, I filed thLIll down a
li{ﬂé d'nd als'o 'tcjbk'thc ﬁIe :tb'hi'q i'mfnense
flash in- between which ncedcd removing
before I could paint him. However, once ['d
done this my attention wandered, so |
poStpehéd pmﬁnu 't‘n'c m'(idc] 'itraig'ht aWay

Converting the Fell Beast
Parts. from both Fell Beast models are

‘interchangeable, which makes personalising

the kits really easy. After trying out a few

‘combinations I rejected doing anything

drastic. Deciding to keep things minimal 1

swapped the left leg from the Witch-king’s
'Fell Beast ior the leg from the ougmal Tth

effective. The rest of thc Witch- -king's
mount remained as it was, I was going to
create a sécond Ringwraith on Fell Beast
with the remaining parts, but before I built
itl got dxstracted again. I had anothcr idea,

Red dotting

Here’s a tip that makes pinning flush-fitting
pieces together easier. Drill your first hole
in one half of the model. Get a short pin =
about a millimetre longer than the hole is
deep — put it in the hole and put a blob of
red p.iint on oric end. Ndw présa. "the two

‘create a red dcpresslon Use ﬂns asa gmdc

fc'ﬂ drﬂling the se'c'o'n'd hole, Rér'nove fhc




E Fell Beast mstead This }mked bette
_anyway, as its tail folds up undemeath it

newp__
plywood that I was going to use as &

base. T also added the dead Rohan Warrlo;‘

from the base of the Fell Beast modc} I

but dmdcd that they would nnly wnfuse
the composatlon '

to. ﬁt in: thes body § new. pes;tmn as.thya skm
that attached the wing to the body got in
the way. Then it struck me. Why don’t I
just ciit 'the sk:in complctely aw By and.

'[.'hls.was. a mnch easier shape to use, Now I

—— E P

mjxed w1th sand o get a nice vanety [0 the
Surface and Lned to bunch together the:

e

could position the wing folding naturally
across the model. With a httle trimming, T

was able to get the othel arm to lie across

e T R e = 1T




Painting the Fell Beast
To make my life easier I'decided to work

on both the living and dead models of the
Witch-king's Fell Beast. Using the Fell

Beast Masterclass article (White Dwarf

The Leftovers

As I'd intended, I had enough parts left
over to make another complete Fell Beast.
this time carrying a Ringwraith. The only
problem was that I'd cut a huge wedge out
the back of the creature’s body to change its

and Dark Flesh togethel to ma.kc a good
warm grey that looked nice and selid when
applied to the model.

“To pick out the d1ffcrem textures of the

model’s skin I drybrush@ﬂ Cedex Giey aver

: hpw ef_fecuye this was, _a_nd foun;i th_m I
“could vary the intensity of the highlights by

simply brushing more heavily over certain

-areas of the model.

Drawing more inspiration from the
Mas-tcrclas*s a.rticke I painte'd the lucmbrane

looked qmtc natural, The final tUULh was {0

pose when making the dead model.

However, with-a new pin in place and plenty

of Green Stuff, I was able to résurrect the
model. After adding the extended legs from
the Witch-king’s mount, I pinned the tail to
the wall cut from the original Fell Beast. T
then tried to get the model to stand up on a
normal round base,

Whoops. That didn’t work! It was way too
top heavy. So I cut a new, extended base
from wood and I was back in business. [
then pinched one of Steve’s Riders of Rohan

-and placed it under the claws of the beast.
‘That looked great. Next [ experimented with

i:iaiﬁt ihc- m'onster*s armoured head jIl the

Brown Ink. As Idid both mgethel the
finished models Iook pretty much identical
though; of course, one is dead.

into painting the dead ROhdﬂ Riders!

placing different models in its other claw,
ending up with a panicked horse.

Then someone suggested adding a rider
from the horse being carried off to its doom.
This, I thought, would finish the whole thing
off very well, so I chose a suitable Rohan
Warrior and sliced away the front of the
model until he lay flat. I then cut and
repasitioned the feet. The final touch was to

‘attach another horse running off the base
from under the captured rider. I then painted
‘the Fell Beast and rider in the same way as

the Witch—king. I did own Rohirrim this
time, as Steve wasn’t playing ball any more,




Lord of The Rings models from Adi and Steve in the
not too distant future.







