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FREE THIS ISSUE!

This momentous issue carries three great freebies —
one for every 100 issues of the White Dwart’s life!

0Of particular note is the fabulous artwork by Adrian
Smith of the Emperar confronting Warmaster
Horus on his Batlle Barge. This remarkable piece
is the cover art for Sabertooth Games' collectible
card game based around the events of the Horus
Heresy and is used with their kind permission.

http://sabertoothgames.com

This and other superb Horus Heresy artwork is
also found in the Black Library’s ‘The Horus
Heresy volume 1: Visions of War'. Volume 2
(pictured right) is released this month!

www.blacklibrary.com

02 Editorial
Reach for the tissues — Fat Bloke Paul Sawyer reminisces once more.

0 4 Games Workshop News
All the latest news and information.

’I 0 The White Dwarf Team
Beer, fights, women... what the White Dwarf team have been up to.

'I 2 New Releases
All of this month’s latest releases.

'I 6 The History of White Dwarf
Guy Haley charts the nable history of our humble magazine.

2 4 The lllustrated Man
We discuss the big picture with GW artwork supremo John Blanche.
-[ 90 Dok Butcher
The Dok is back and his surjery is open for business!
WARHAMMER
32 Feeding Timel
The Ogres are coming, and not the kind with talking donkeys in tow.

38 Bugman's Lament
Bugman baltles down the river Sol against a band of Goblin pirates.

SO The Rise of Sotek
Make your Lizardmen unique by devoting them to an Old One god
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Bretonnia in Flames
Gan you conquer the Valley Grismerie in this awesome campaign?

The White Dwarl Comic
Great art, gripping action and the legendary White Dwarf.

‘Eavy Metal Showcase
Inspirational models with a Warhammer bent.

Hard as Slone

The origins of the White Dwarf revealed in this story by Gav Thorpe.

A Tale of Four Gamers
The return of this popular arlicle. Meal our new fantastic four.
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The Ultramarines at War
A close look at the Ultramarines’ reading of the Codex Astartes.

Dead by Dawn
Ultramarines 2nd Company battle Waaagh! Razzekai greenskins.

Da Boss is Back
Adi Waod revisits his Ork army.

The Madness of King Artur
This chap has painted a whole chapter in just 20 days|

‘Eavy Metal Showcase
A gallery of great miniatures from the 41st millenium.

THE LORD OF THE RINGS
Tribes of Horad
More troop types for use in your The Lord of The Rings batlles.

Coastal Raids
Enhanced rules for fighting in boals.

Coastal Terrain
Build your own coast.

Desperate Defence
The final instalment of Adam Troke's Dol Amroth mini-campaign

Chronicles of Middle-earth: The Suga of Maethor

" Background, rules and a scenario for this new hero.

Battle Report: Charge of the Mamakil
We re-enact the Rohirrim’s charge and the attack of the Miimakil on
the Pelennor Fields.

THE ASTRONOMICON

Store Finder

" Find your nearest Hobby Centre or GW stockist wherever you are.

Events Diary
Up and coming tournaments and events — get involved!

Games Workshop Direct
Seen a cool model? Go here to order all your companents,
miniatures and more.

www. kshop.co.uk/whited

1




2 EDITORIAL

issues old. But, as with all

Dwarfs, he's only just getling
going. 300 is a momentous number
for any magazine, especially so for
such an institution as this fine organ
(stop sniggering, Byrne)

s o, White Dwarf is finally 300

I'd considared a short succinct look
at what was in this current issue but
that fiend Haley insists | have two
pages to fill. He's young and
relatively new. He'll learn from his
mistakes, no doubt...

First Issue

Way, way hack in the mists of
time when | was into
role-playing I'd buy
miniatures from one or
two local shops. One of
these was Asgard on
High Pavement in
Nottingham. A dingier
more forbidding store |
could not imagine - a far cry fram
the Games Workshop Hobby Centres
of today and thank Grungni for that!
Howaver for all its ‘atmosphere’ it
was a veritable treasure trove of
miniatures. | bought my first ever
miniature here — a Citadel Minialures
Slime Beast with sword (pictured

below — the sword is now long
gone) — but also my first copy of
White Dwarf.

White Dwarf 16 was a massive 32
pages long, of which 12 were
adverts. Back then in December
1979 it was still bi-monthly and all
black and white bar the covers.
However, it was a role-player’s only
real way of keeping up with the
latest news and ideas (no internet
back then, you see). Highlights of
this issue were stats for adding the
denizens of Stephen Donaldson's
Ghronicles of Thomas Cavenant into
ADRD, A scenario for Gamma

| i f Ga
. World, a review of Games

Day V (!) and the ever
popular Fiend Faclory
. and Treasure Chest
features. Oh, how the
magazine has changed!

First issue as editor
From humble beginnings as editor of
the now defunct Citadel Journal |
was given the chance 1o take on the
big one — White Dwarf. A daunting
prospect indeed and one | accepted
with trepidation. My first issue as
editor was WD215. Published in
November 1997, models such as the

plastic Eldar Falcon Grav Tank had
just been released as had the new
Bretonnians and Wood Elves for the
5th edition of Warhammer.
Gorkamorka (remember that), the
game of Orky vehicle combat, was
still going strong.

Seven years on and it's scary
looking back at what we did back
then layout-wise...

Favourite article

Way too many to choose from but
one stands out for me — the Epic
Space Marine Battle Report in
WD143. When | first read this it
blew me away. It nat only had a
good backstory to the game but
gvocative photography and, best of
all, boxed-out tips and rules
clarifications. Awesome.

And now I'd like to thank...

| don't usually go all luwvy but | think
W0300 is an appropriate place to
say a few thank yous. The following
have had a great influence on my
lime as editor and also on the
magazing as a result

First up is former White Dwart editor
Rahin Dews. Robin's sage advice

Paul Saveyer's very first issue, WOT6 - bought in the
stone age — was full of role-playing articles, mostly on
AD&D. It contained anly 20 pages of hobby materiall
This is that very copy — dog-eared bul much loved.
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nelped me greatly during my
formative years as editor. His
girection and considered viewpoint
was always a calming voice in the
storm and | appreciated it greatly.

Znother whose experience and
spinion has been of colossal help is
Alan Merrett (GW IP manager and
zathor of Insignum Aslaries). Alan
a3 been with Games Workshop
since the dawn of time and only a
%0l would dismiss his insightful
rmblings (and rants!). Alan’s
gassion for all things Games
Workshop are a constant inspiration
1 those on the receiving end of his
nspiring speeches,

From a Games Workshop
perspective, the biggest vote of
thanks has to be made to all the
chaps who have helped put the
magazine together over my time as
editar — the likes of Phil Kelly, Nick
Davis, Graham Davey and the Grand
Warlord himself, Adrian Wood.
Unbeknownst to you, the readers,
the White Dwarf team hasn't always
baen at full strength numbers-wise
and during those dark days two
names should be honoured as
helping to produce the quality
magazine you all expact through
sheer persistence and many long
hours. Matthew Hutson and Paul
Rudge take a bow, we couldn’t have
done it without you.

The unsung heroes of White Owarf

are the GW Reprographics
department and Sean Culler in
particular. Sean labours long and
hard to prepare our files for print
and is effectively the 7th Dwarf (he'd
have to be Dopey though — he
supports Nottingham Forest).

0On the same subject it would be
remiss of me to not acknowledge the
efforts of the current White Dwarf
team in producing this issue. 50%
bigger than usual and with three
freebies all within the same monthly
timeframe — I'm proud of them
(don't tell 'em | said that though ~ |
have a reputation to maintain after
all). Helped admirably by the UK
Studia’s Karen Miksza, Paul Foulkes
and Andrew Sharman they've all
done a great job under Mr Haley's
iron rule and all within deadline
despite me dragging my feet on
writing this editorial.

Heartfelt thanks (by way of an
apology) really have to go to my
long-suffering family. They've had to
put up with my trusty excuse of ‘I
need to paint this stuff for work’ as |
cloister myself in my painting room
only to emerge for food and drinks
and, occasionally, sleep. My wife,
Julie accepts this as part of the
package of being married to a
hobbyist although we both know |
take liberties sometimes (sorry
dear...). My two girls, Catherine and
Holly think it's cool that Daddy paints
for his job — Catherine has already

started painting a few of my cast-
offs. Now If we can just get her
painting Dwarfs by the regiment...

One final but very imporiant thank
you is to you, the reader. Not merely
for continuing to collect White Dwart
each month but for your most
valuable feedback on what you do
and don't like in the magazine. For
instance, you told us you wanted
fewer adverts in the mag so we've
dropped the vast majority. Thanks
for all your emails, letters and
comments on the various internet
forums | frequent.

Back to the real world

Right, that's enough gratuitous
backslapping! So, what have | been
up to this month? Happily I've
finished those pesky river-borne
Goblins and their rafts for Bugman's
Lament. | never want to see another
greanskin ever again! Instead I'm
getting back into my Tyranid army.

Paul ‘Fat Bloke’ Sawyer

Paul's first issue as editor. Featuring a
complete game for Brelonnian heroes,
it also pictured Paul in a black suil
wielding a baseball bat — vital lools of
the trade when keeping the White
Dwarf production team in line.

With the updated version of
Warhammer 40,000 now released it
is time to focus on my hive swarm
apain. Starting with a large swarm of
Gaunts with scything talons followed
by another large swarm of Gaunts
with scything falons. It's going to be
a long month...

Games Day 2004

As | write this Games Day has just
been held. It was good to meet
plenty of new faces as well as the
regulars. One welcome observation
made by myself and many other
veterans of the event was that the
average age seemed to be much
higher than previous years and the
whole event fell very much like a
convention, a celebration of the
Games Workshop hobby. It all made
for & very good day and | for one
can't wait until next year's event. Bul
| guess |'m going lo have to.

See you next manth,

Editor




RISE OF THE REVENANT

NEW ELDAR TITAN GLIDES IN
Coming soon from the workshops of
Forge World is a Warhammer
40,000 scale Eldar Revenant Titan

This is the first Eldar Titan to be
released from Forge World. Gliding
into battle on its jump Jets, this
ancient war machine is toting some
serious tirepower, with two
punishing Pulsars and a Revenant
Missile Launcher.

The Eldar Revenant is a complete
resin model and measures a giant
12" (300mm) tall. The Master Model
is by Will Hayes, with the crew
models sculpted by Simon Egan.

There's also an Epic scale Revenant
coming soon. See page 5 for details
of this monster’s little brother.

Right: The slender, yet immensely
powerful, Revenant. A giant in
comparison fo a Warhammer 40,000
Eldar Guardian.

HEED THE WAR CRY!

Two brand new expaision sefs for Saberigoth’s WarCry Collsctable Card
“Game are out this month.

The Harblngets. of War booster packs bring 120 great new cards info the
“game and also Infrodiice sik formidable:Harbinger cards,

The second release s the new battle box. Death and Honour includes two
‘presconstructed army decks — one of which is the Empire, the other the
nlich-awaited Vampire Counts.

One of the n

Ihe Vampire
deck — Black Knight

4 THE NEWS

A MIDDLE-

School clubs are a great way to play

Richard Coxon is a dedicated
Warhammer and Warhammer
40,000 player, strange then that he
should now be captain of a The Lord
of the Rings gaming club at his
school of Abbotshelme. Richard, 16,
tels us how this happened.

“The first time | vent to the Lord of
The Rings club, | had no models, no
idea what to expect or even exactly
where the club was taking place.”

The club Richard was interested in
joining was founded by Mark Wells,
the Chief Governor of Abbotsholme
and it was Mark that directed
Richard to where the club activities
took place. Once there, Richard
found no difficulty in getting started,
“I quickly settied in and that first
week we painted Uruk-hai for the
club army. Since then I've gone
whenever | can and have enjoyed

every second,” Richard tells us

The idea behind schoal clubs is to
have a place where like-minded
pupils can enjoy the hobby logether
and contribute to the running of the
club by painting, modelling and
gaming. The clubs also have a

formal structure to ensure they are
run properly and club members are
called upon here too lo vote for a
club captain and club secrefary. Il is
a lestament to Richard's

achievement at the club given the
short period he's been a member
that he was voted club captain,
whose important job it is to see the
club runs smoothly. ‘

“It was a real honour and I've had
lots of fun fulfilling this role.”

|
This new experience taught Richard
that it is easy to get involved with
school clubs. Even setting them up



side of the board. It was & great
way 1o revisit some lavourite
characters from the game.”

As well as a number of new
-profiles in the book will
cover all manner of Hobbit heroes
and warriors. The background
aspect of the book includes a
Hohbit history, which details
Incidents when ihe Hobbits have
heen called into battle; such as the
famous Battle of Greenfields,
fealuring Bullrearer Took!

A range of new miniatures will
accompany the book, dominated
primarily by Hobbits designed by
Michagl and Alan Parry and a new
Orc modal; Golfimbul, designed by

Gary Morley,

Scounng of the Stiire, is:
‘centred around small-scale
skirmishes similar to the

fael established n the
original Fellowship of The
Ring versian of the
name, lunohed back:in
2001, providing even
1more gaming options
\to The Lord of the
Rings enthusiast,

Abave: A Hobbit Sherilf from.the
Scouring of the Shire.

Below and left: Two of the new Hobbit
Militia modals.

EARTH EXPERIENCE

games as one pupil found out

NSNS 2 hard, as he explains, like Richard, you can find out about
SR on e afraid to ask a

S or head teacher where you
S oo 2 club of your own. Then

“During my time at the club, I've

a game system you've never played,

played loads of games and painted
Elf and Uruk-hai armies, which I'm
really proud of.”

Ss= it and make sure all your
B have fun."

k. —

ice when setting up a
SR = 2 run a few initial painting
Smm= AN members can paint a
S msture and so feel more like

S part of the club, plus you

S for gaming with!

Ras received lots of great
advice from teachers,
er and Governor in his
He's a great example of
loads of good reasons
, 1o face the challenge

1 new and tough

hone your gaming
part in painting up your
club miniatures. Or,

= . e R
Richard (left) takes on Games Workshop Schools
liason Prince’s Moria Goblins with his. Effarmy

THE PATH TO
|REDEMPTION?

Ben Counter is knee-deep in
writing the third novel in the
Soul Drinkers series for the
Black Library, Grimson Tears
returns to the ex-communicate
Soul Drinkers Space Marines
as they battle for redemption in
the eyes of the Emperor. Look
out for the Crimson Fists, who
make a star appearance — but
are they the looking to help the
Soul Drinkers or destroy them?

Crimson Tears is due for
release in early February 2005.

www.blacklibrary.com

CRINSOY i o

BEy
Uyt

DO YOU WANT TO

SET UP A CLUB?

Has Richard's experience with
school clubs inspired you?

1f you want to find out about
school clubs, whether it's to join or
set one up yourself then you can
contact the Games Warkshop
Gommunity Team on;

0115 9168380

Or e-mail:
schools@games-workshop.co.uk

There is a pack available that has
everything you need to get you
started with your own club

It includes ideas on competitions,
the smooth running of campaigns
and some practical guidelines and
advice for the basic day-to-day
running of a gaming club.

www.gumes-workshop.co.uk 5



6 THE NEWS

THE DYING AND THE LOST

The Eldar and Dark Eldar are bitler
enemies and never the twain shall
meet... unless it's on the pages of
this superb new Collectors’ Guide!
These bitter enemies are gathered
together for the first time in a new
volume, which contains a complete
range of available Eldar
components. As with other
Colleclors’ Guides, models are
divided into current, classic and
collectors categories.

Along with the tragic Eldar this g,ﬂi',ﬁ'u‘nglgjﬂrn
book comprehensively covers the ;
Dark Eldar and Harlequins too.
Additional hohby material,

including a shorl conversion

article on the Harlequin Vyper and
some brand new background for the
Dark Eldar, is also contained within.

Above: A Harlequin by Jes Goadwin -
ane of the great collector’s pieces in
the book.



4
THROUGH THE MISTS OF ULTHUAN

From the island shores of Ulthuan the grasp of the miniature designers
es a brand new High Eif Repeater  and is part of a new range of High EIf
Bolt Thrower. The plastic kit is highly ~ models. For the definitive

iled with @ muiti-part plastic crew  developments on these forthcoming
and even comes with a bolt rack! minialures, keep checking the White
This cool new model was prised from  Dwarf news pages...

AS THE STORM PASSES

A the climax of the Storm of Chaos, great battles have
n fought at the gates of Middenheim all across the
ntry. Most Games Workshop Hobby Gentres ran

Symouth, the final epic clash was fought in the form of
massive siege game, where Archaon’s horde of Chaos
=zmpted to break the City of the White Wolf.

and Archaon slain

The hattle, which taok place on the 28th of August, was
the culmination of weeks of intense fighting to decide
the fate of the Empire and was played over a massive

1es of some kind, and at Games Workshop table with over 40 gamers!

The game ended in a victory to Chaos, with both Valten

& @ cius

www.games-workshop.co.uk 7



ENTER THE WARP

ANEW HOBBYWEBSIIE 1S SOON T0 GO ONLINE

For the past few months, the small —— T
but perfectiy-formed UK Web RECUIR ONLINE LK
‘have baen lacked In 2 dark room v

‘and told not to coma out until they :
have produced a new UK Games
Warkshop hobby support website, ;
With only weeks to go befora Itis |5 =
activated we spoke to the UK's e £ o
online manager, Mark Chambars 10
find out what's been going on.

1,500 PAGES AND
COUNTING...

Matk: Somewhare out in the ether is
an invisibie place called the
worldwide-web. In a remale corner
ot that ether lies the UK Games
‘Warkshop websits. When | was
taken on to look atiar the site three
things oecured to me:

nation

i
OF WARHAMMER 40,000

WARHAMMER 40,000 ESSENTIALS LATEST ARTICLES

1t was old (several years oldto b
precise) and Beginnlng to show
its: aﬁu 3

GETINGSIARIER  HARHANMER 49,300 SCENANIDS INOEX
ARHTES s
W 2

It was. huqa containiag lots of
great content, but much of it was
“harl to find,

Mostimportantly though, we :
didn't have a web toam to add FOR THE HOBBYISTS
any of the great content that Before we statted 10 ravamp the
Gamas Warkshop: and the ‘Games  site, we spoke fa lols of
Warkshop hobbylsts continually — hobbyists abalt what they'd ke
prodice. ' ta ee on the website. Apart fram
crias of ‘Add more content for
To.remedy, this | reoruited a small my army’, It's never updated’
crack team of web develapers 1o, and"Why-can'l | find What I'm
provide the skills to craate @ new fnoking far?" were pleas for
site; a hiobhy support site, and for ‘assantial downloads, up-to-date
the fast seven months they have fews, previews of farthcoming
bean furiously putting it tngelher minialures and much mora. We
We have alroady added over 1,500 have llstened to this anﬂ | hops
i

pages to this new site and ‘show no  this : =il
signs of slowing down. If anything préview, it mnra 50 /When you ORCS & GOBLINS -:JS_‘_-AE

thi toam are gatting faster! browse the site after Ghristmas,

On the new website you'll find a host of new malerial, including cool art,
race-specific wallpapers and stories about some of the greatest heross and
villains in the Warhammer and Warhammer 40,000 universes!

8 THE NEWS



\&li i
Army home pages: Every army for both Warhammer and Warhammer 40,000 Art and galleries: Great shots of
will have a home page. Hare you can find links to material for your army. miniatures and desktop artwork.

ﬂITCH HL!NTERS

Terrain-building: A whole range of scenery articles will be available anline, Rules: Read vp on rules for classic
covering everything from beginners’ to advanced projects. special characters and new missions.

also some cool alterations fo ﬂw
- sitein the wa wnrk&énd whm

itnarmn fof you.

will do for you and
excitement mu'fulurs holds..

The illustrious webteam (from left to right); Dave Allen, UK Web

Developer; Mark Chambers, UK Online Manager; Owen Ress, UK
The new website aiso offers pages such as a Wab Team Leader and Rik Turner, UK Web Developer (and yes,
Community page and gaming variants like Cityfight. Chambars is a raving loon - Ed).

=_ — =" = = == =

www.games-workshop.co.uk 9



Guy: If you've
ever tried 1o
game at
9.00am on
Sunday
marning with
a hangover in
Denmark,
then chances
are you've been to Giant Fanatic,
Denmark’s biggest gaming evenl.
Held in wonderful, wonderful
Copenhagen, Giant Fanalic 7 was,
well, giant and full of fanatical
gamers who congregated from all
over Europe for a weekend of
gaming and, for the older ones,
boozing like only vikings can.

“We originally set the event up o
promote our shap, Fanatic,” says
Jonas Faering, co-founder of the
happening. It's Sunday night after
the tournament , the organisers,
plus yours truly, are round at a
referee’s house, wherg his mum
has just cooked us all a giant
dinner. “In facl.” continues Jonas,
“Giant Fanatic 1 was really a kind

has just grown from then.”

of grand opening for Fanatic, but it

Guy games away, (this Is before he went to the pub.)

Many of those involved have known
each other for years, all growing up
in the same suburb. They've worked
like troopers, mostly for free. As the
event began at 6pm on Friday, there
are more than a few nodding heads
round the table. And that doesn't
include the hours they put in before.
Giant Fanatic requires several
months of planning, it's huge.

More than 200 players attended.

Each played nine individual games of

Warhammer or Warhammer 40,000
Mad. | know this because | played
too (see below for my rampage
through space). Playing so much is
amazing fun, but also gruelling,
especially after a few jars of
unexported Carlsberg Export.

Complicating things for thickies like
me are the Danes' tournament
selection rules. This year both major
systems had two pages of
additional restrictions. This is the
kind of thing that gets games
developer's beards bristling with
outrage. But the Giant Fanatic chaps
are not critical of the game.

“We do it for variety,” says Jonas.

THE
'WHITE
'DWARF
TEAM

10 THE NEWS

-~

“Every year we do something
different. GF 6 had ‘Beard
Points' for beardy armies, this
year we went for restrictions.
Wa do this to stop the hobbyists
bringing the same army all the
time. We also use different
missions. It forces people to use
different tactics.”

The event is more than the
tournament. Amidst the
wargames tables wend hundreds
of visitors and & TV crew.
There's a painting competition
and participation games. Jakob
Nielsen, winner of a small
armoury's worth of Golden
Demon Slayer Swords, Is on
hand to give advice, while the
frenzied shouts of happy speed
painters occasionally swell 1o a
crescendo, drowning out the
rattle of dica.

THE GAMES
Game 1

Time:

Friday, 7.30pm
Oppenent:
Christlan Brygger
Army: Orks
Points: 1,700

We kick off with my Speed
Freeks versus footslogaing
greenies. Much accurate Basilisk
fire later, Christian concedes
defeat. We finish late, so don’t
get to the pub until 12.30. The
only drawback to a great game
(made grealer by victory!).

Game 2
Time:

? Saturday, 9am

= Opponent: Um....
Army: Er...
Points: Two 700
points games.

Game 2 went badly... Il level
with you. | missed game 2. This
is because upon leaving the
venue the previous night we
asked “What time does the event
slart?” only to be told “10am”.
The EVENT did start at 10am,
but the TOURNAMENT began at
9am. So | am entirgly blameless,
and the fact | was playing darts
until 5am in a bar with a Danish
film director has nothing to do

. with it. Sorry 1o Martin Worm!

THE VIKINGS GO TO WAR!

Game 3

Time: Saturday,
11am
Opponent:

Gil Surepi
Army:

Space Wolves
Points: 1,200
The next game was against my
fellow GWer Gil. (I might add
that he missed his first game
too). It was a hard fought clash
using the Rules of Engagement,
which ended in a draw.

Game 4

Time:

Saturday, 2pm
Opponent:
Martin Lottrupp -
Army:

Dark Angels
Points: 1,700
After I'd had a quick nap, | was
again fighting for objectives, this
time on a swampy table plagued
by earthquakes. Despite a good
start, the Dark Angel's firepower
took its toll, leaving not an Ork
on the table.

Game 5

Time:

Saturday, 7pm
Opponent: Jonas
Hedegaard Nielsen
Army:

\®
Dark Angels

Points: 1,200

My still slightly sore head, and
not my poor grasp of tactics,
accounted for my Orks drawing
against this second band of Dark
Angels. At 10.30pm we
concluded. Time for a pub visit.

Game 6

Time: Sunday,
Gam

Opponent:
Anders Malmby
Army: Dark Eldar
Points: Two 700
points games
After a sensible night, Sunday
proved a less painful experience
Ander’s Kabal presented me with
a foe every bit as swift as
myself. In the end, a fortuitous
Dark Eldar Fall Back move in the
Shooting phase prevented my
0Orks assaulting into the
objective. Curses! Foiled by my
own burnas. One game each,
another draw.




Time:

Sunday, 2pm
Opponent:
Allan Kruse
Army: Tyranids
Points: 1700

By now the rahuua was setting
in, 50 was | was most pleased
to have the finest game of my
stay with Allan Kruse, whose
vividly patterned Tyranids gave
old Razgrod and his boys a run
for their money. In the end |
scraped a win by dint of
controlling two and a half out of
five ubjectives ta Allan's one and
2 hall. A brilliant finish to a
brilliant event.

THE END

‘Trembling with anticipation, |
approached the results board.
Uespite missing a game, I'd
~come 21 out of 58! Huzzah,

- what a result. Okay, so it's not
“that good, but at least it was not
‘embarrassing. And | did pretty
well on the painting scores,
‘which was nice.

At the end prizes were awarded,
plaudits rained, and smiles
exchanged, Even | got a special
-mug just for tuening up, and |
=nthusiastically said, through a
tug of exhaustion, that I'd come
2gain. If only the pubs shul
before 5.30am, I'd be safe.

My thanks to my opponents,
‘who were all gentlemen and put
up very well with my total lack
of Danish.

Thanks also to the GF team, o
Klaus' mum and to Christian
Holm. Tak!

GIANT FANATIC 8

If you would like to attend
Giant Fanatic, it's on 1-2
Oclobar 2005.

We'll have more details
about next year's event
closer Lo the time. Until
then, contact sither Jonas
his colleague Rasmus at:

Jonas@fanalic.dk

Rasmus@fanatic.dk

Rudgie: It is
still the middle
of September
as | write this
and the football
season has just
begun. Then,
like a kick in the

Paul Rudge 1eeth Sky sports
news informs me that Sir Bobby
Robson has been sacked. Well
that’s It, the end of the world has
come and gone and it seems that
nothing will ever be the same again.
The future holds nothing but
darkness, turmoil, despair and... lots
of Ogres!

Hurrah for Ogres! | find a warm
feeling growing in my ever-
expanding Geordie stomach as |
stare at and covet those lovely fat
ones, Qgres that is. So, with a
determined stare, | set myseli a
quest. The quest is simple - to
amass a mighty Ogre army, only one
problem stands in my way, the
models are not availahie to buy for
another 4 months. |'ll have to knock
on every door, seratch many a back
and call on every favour but I'm
determined to do it. | shall have an
QOgre army, | shall!

Nick: My paint
brush is flying
with all the
ferocity of Jerry
Lee Lewis'
Great Balls of
Fire this month.
I'm talking

Nick Kyme more Dwarfs.
here. Seriously, when | wrote
Bugman’s Lament | had no idea how
much painting would be involved,
but together with TV's Guy Haley,
I've managed to paint a fairly hefty
chunk of new models for the
campaign. It just goes to show you
what a great catalyst for revisiting
your oldest army a campaign can be.
You can see some more fruits of my
labours in this month's Bugman's
Lament on page 56..

It's back to the battlefields of the
41st millenium for me again this
manth. | had a cracking battie
against my brother's long-suffering
Imperial Guard. My Necrons
managed to scrape a victory... but
only just as it was almost ‘beam me
up, scotty’ for my metal mickies.

There's been more Bugman's
malarky, playtesting scenarios and
50 on, Soon it'll be the climax of the
campaign. So the question has to be,
what next?

Greg: | have to
admit that I'm
not the biggest
fan of Space
Marines (I'm
whispering at
this point). Yes.,
it's heresy, |
Greg MacGregor  know, but
there's always been somelthing |
didn't quite like about them. Until
now, that is... The awesome

of the new L
and the great pictures in the new
Codex: Space Marines has proven to
be rather an intoxicating
combination to me. Hmmmhhhh, |
just wonder...

But | don't think | could bring myself
to paint an Ultramarines army. No,
no, no— I'm Eldar through and
through. What no movement in the
Shooting phase, are yau joking? I'm
thinking of possibly using a few as
worthy smashed-up opponents to
spruce up some of my bases. ['ve
almost finished painting my new
Wraithlord and a dismembered new
Space Marine Captain might just add
that bit of pizzazz. Or maybe the
head of a Librarian would be just the
trophy for a Farseer. We'll see...

Christian: It's
has been all
go on the
Ultramarines
this month.
So far | have
painted my
Veterans, halt
Christian Byme @ Tactical
squad, a Dreadnought and a
Chaplain, but there’s still more to
do. | want to make the army
maobile and hard-hitting. All the
Tactical squads are mounted in
Razorbacks, the commander and
his squad are mounted in a Land
Raider Crusader, and the rest of
the army consists of Scouts, four
Land Speeder Tornadoes (that can
now Deep Strike and offload 12
heavy bolter and 16 assault
cannon shots on the turn they
arrive) and finally two
Dreadnoughts and a Techmarine.

At the rate I'm going it might be
ready by the end of 2005, but
that's the price you pay when you
want an army to look really nice.
The good thing is that Dawn of
War has an army painter built into
it, so | have been able to play the
skirmish scenarios with 3rd
company Ultramarines. That may
also explain why it's taking me so
long to paint the real army.

SUMMSSION GUIDE“NES

& White Dwart is fiinging open
the: daars to his motiniain fasinass
onoe more. And he's Inviting you
1o the patty.

Maiy ol our artieles are about pr
by hinbbyists, and we're laoking for
fhore: We want your ideas!

i time, we'llibe putting full

auidelinas oni

WWW, games-workshop.co.uk/
whitedwarl

Howevar, untili(hen. 1ollow thosa
qenetl pointers:

 {men Submitting an arjols |
you el flowidis a5ynop
a0 e Hian 400 words. Tell us
Wit yat vt it and why,

1 need a-sample-of. you
Writifig, otsiraind 300 wWards

* Rernomber 1l us if amhing osta
e needed, eq) plluluqlapm

wurl-uus 08 anit e prepared 1o
“Iranvel fo Lenton:

w i to ol have fa wite your anlcls
yousall, Werdrenuenlly featura
gl gl and (nterviey them

w1 you wishto have Your atrny i Hie
magezing; thenwewil resd digital
Piptlres st we Iy

= Nake-sure your wark i neatly
piseated. | you st {f:mist ba
L - mail il please send if
Worid

« Belora-sending anylhing, make stre
ou real I hretghal

0, Willow Road,
Lﬂntun, Nottingham, NG7 2WS

Alternalively you|can mall Guy ak
guyli@games-workstiop. co.uk

Ihwe areinterested im your ldea,
we will contactyou, All material

Garies Workstiop, Please go 1o Ifie:
Tollowing for oirterms ol uss:
www,games-workshop.co.uk
fNlegalfierms_of_use.hlm
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NEW RELEASES =% Z : =

LAND OF GIANTS

geﬁgieﬁjﬂgggaﬂgsmﬁgﬂxeEEI.!. beaten into them at infancy and carried AVAI I.ABLE EARLY WITH

with them to the grave: might makes right. A strong creature may take what he likes from a THIS ARMY DEAL

weaker creature, including his flesh. WARHAMMER ARMIES:
OGRE KINGDOMS

An entire army of Ogres is a fearsome prospect upon the field of battle. Hailing from a treacherous

land of inhospitable landscapes teeming with large and deadly beasts, the Ogres have grown strong Insid "

2 e e the Ogre Kingdoms arm isaco

and brutal. Their bellows sound like thunder over the battlefield as they wage war in a mass of a ol W rEAmﬁ“: Ogre ,‘f sel is Py
available hefore its official release!

near-unstoppable muscle and violent intent.
Sculpted by Brian Nelson, Alex Hedstrom, Steve Saleh,
Adam Clarke and Trish Morrison. This army boxed sel
contains: 1 Ogre Kingdoms Tyrant, 8 Ogre Kingdoms Bulls,
24 Ogre Kingdoms Gnoblars, 3 Ogre Kingdoms Hunters, 4
Ogre Kingdoms Ironguts, 8 Ogre Kingdoms Gnoblar
Trappers, 3 Ogre Kingdoms Yhetees.

These models require assembly.
OGRE KINGDOMS ARMY SET ..vvesreesreren £130.00
Denmark kr1,750.00 Sweden kr2100.00

The boxed set

includes this
special edition
Ogre Tyrant.

-

ised incorractly, Prices col
s, catalogue or websites

12 NEW RELEASES  Picturos for fustrative purposés only: Product contents may vary. Products sald unpainled and unassembied. Gertafn Citade! produicts may b
at lime of going to press. please contact us for current avaiiability and prices. Prices quoted are for products soid by Games Workshop th
Independant raiailars are responsible for determining theic own prices.



GROMBRINDAL, THE WHITE DWARF

This legendary Dwarf hero can be yours but only for a short time. Pun intended...

As old as the mountains, Grombrindal, the White Dwarf
is a hero like no other. Wielding the mighty Rune Axe of
Grimnir, the White Dwarf has slain many foes in
countless battles across the ages. At the very gutes of
the High Elf cities did he battle against the Phoenix
King, in the War of the Beard and he is the scourge of
Ores and Goblins all across Old World.

To celebrate the 300th issue of White Dwarf magozine a new speciol
edilion miniature of the legendary Grombrindal, the White Dwarf is
now avoiloble. The White Dwarl is immortalised as o speciol choradter
with full rules and background on page 104 of this very magozine.

The White Dwarf minialure, sculpted by Juan Diaz, is anly on sale from
the 27th of November to the 31t of January and is limited 1o 4,000
castings supplied on o first come, first served basis: The White Dwarf is
sure 1o sell out fust, o using the phone, webslore or instore order point
instead of the post may help ensure you don’t miss aut.

ORDERING THE WHITE DWARF

You can order the special edition White Dwarf miniature from
Games Workshop, priced £6, from the following:

THE INTERNET: THE IN-STORE ORDER POINT: ( A /
www.gomes-workshop.co.uk/ At any Games Workshop Hobby Centre. il O
storefront : 5 ’ : mv_' Y _ff)’-_!
POST: [ [ Hesatiie |
BY PHONE: Gomes Workshop Dired Sales, .
011591 40000 Willow Road, Lenton,
Nottingham, NG7 2WS.
FAX:

0115916 8002 WH i IFE
- - . | 2=

CHIEF LIBRARIAN TIGURIUS

=umoured Lo be guided by the Emperor himself, Tigurius is a
Sgure shrouded in mystery. He among the most powerful of
, and of such foresight he may choose his powers
th forces have deployed. Furthermore, Tigurius wears
= formidable Hood of Hellfi hich acts as a psychic hood
#nd doubles the range of any psychic powers he uses.
Sculpted by Mark Harrison. This blister pack contains one
mplete Tiqurius model.
This model req embly

CHIEF LIBRARIAN TIGURIUS cvcvercrrereern £8.00
s kr 10000 Sweden kr 120.00
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SPACE MARINE WHIRLWIND (MK 2)

The Whirlwind is rightly feared for its ability to deliver a devastating salvo of missiles into the
enamy ranks. At its most effective against infantry, the Whirlwind is often employed as long-range
support, pitched at the edge of the battlefield while its more aggressive armoured brethren grind
forward. The Whirlwind is a versatile tank In that it Is equipped with both Vengeance and Castellan
missiles, the latter capable of laying swathes of deadly mines to
impede the enemy's advance.

Scuipted by Tim Adcock. This plastic boxed
sel contains one complete Space
Marine Whirlwind with various
weapon options.

| SPACEMARINEWHIRLWIND:

e £20.00 This model requiras assambly.
Denmark kr 250.00 Sweden kr300.00
Euro 35.00

| SPACE MARINE VETERANS

Having fought in countless hattles in the name of the Emperor’s greater glory, Space Marine Veterans are skilled and grizzled
warriors. They are the masters of innumerable battiefield techniques and as such can be utilized in a variety of specialised roles.
Space Marine Veterans also have access lo an extensive range of wargear, including lightning claws and power weapons.

Sculpted by Juan Diaz. This biister pack contains 2 complete Space Marine Veterans.
Thesa modals require assambiy.

SPACE MARINE VETERANS - 600
Denmark kr 75.00 Sweden kr85.00
Euro € 10.00

T R — T = en e Bl g
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EPIC: IMPERIAL GUARD CHARACTER PACK wn£7.00  MORDHEIM: KISLEV RANGER...£5.00
Sculpted by Mark Bedford and Aly Morrison. The Imperial Guard Sculpted by Mark Harrison. This

character pack contains 1 Supreme Commander strip (top) and 2 of blister pack contains 1 Kislev Ranger.
each Command slrip (bottom).

BLOOD BOWL: DWARF DEATHROLLER .........£18.00 BLOOD BOWL: DWARF WITH BOMB.......c.ccn £4.00 BLOOD BOWL: DWARF WITH CHAINSAW ......£4.00
Sculpted by Aly Morrison. This blister pack Sculpted by Aly Morrison. This blister pack Scuipted by Aly Morrison. This bifster pack
contains 1 complete Dwari Deathroller. contains 1 Dwart with bomb. contains 1 Dwarf with chainsaw.

This mode! requirss assembly.

WARHAMMER 40,000 SPECIAL
EDITION RULEBOOK

This special hardback collectors’ edition of the latest Warhammer 40,000
rulebook boasts a black leather-bound cover embossed with a silver icon
i and border. il also features silver foil page edges and a blood-red page
..R _10 (]OU \ marker, and comes in an embossed black leather slipcase with a

‘L ¥ numbered certilicate.

= — WARHANMER 40,000 SPECIAL EDITION RULEBOOK.....£50
Denmark kr 650.00 Sweden kr 760.00
Euro € 80.00

WARHAMM

ADVANCED ORDERS

Want to get your hands on all the coolest new miniatures as soon as
possible? Then look no further. All of the miniatures below are available
to advance order from the date below, ensuring you get them as soon as
they are released in our Hobby Centres. See Ordering Direct on page 203
tor details of how to order.

OGRE KINGDOMS BULLS 27th NOV
OGRE KINGDOMS BATTALION 27th NOV
WARHAMMER ARMIES: OGRE KINGDOMS 27th NOV
OGRE KINGDOMS GNOBLARS 27th NOV
OGRE KINGDOMS TYRANT 27th NOV
OGRE KINGDOMS LEADBELCHERS 4th DEC
OGRE KINGDOMS HUNTER 11th DEC
GNOBLAR TRAPPERS 11th DEC
SPACE MARINE TECHMARINE AND SERVITORS 11th DEC
SPACE MARINE SERVITORS 11th DEC

-
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HE HISTORY OF
WHITE DWARF

GUY HALEY TAKES A LOOK AT HOW THE WHITE DWARF GOT TO BE THE BIG FAT FELLOW HE IS NOW

hite Dwarf is now the biggest selling
gaming magazine In the UK, with

editions all across the world, and a

huge pool of readers. But it wasn't always so.

Even legends have to begin somewhere. Our
story begins once upon a time (January,
1975), in a land far, far away (Shepherd's
Bush), where three school friends were living
in a peasant's cottage (grotty flat). Though

they were very poor, and didn't often eat well,

they were right happy, for they spent a lot of
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16 THE HISTORY OF WHITE DWARF

time playing games. Board games and
wargames of all kinds were their pleasure,
and they would often play until the coming of
dawn was heralded by the hooting of rush
hour cars failing to go anywhere, After
while they decided to abandon their career of
doing not very much, and go into business;
they would make games, and take them to
market, thus fulfilling their dreams of a)
wealth beyond their wildest dreams, b)
gaming and c) glorious continued idleness...

OWARF
JUST GOT
FATTER!

QAMES
WORKSHOP

This is, of course, the story of how Games
Workshop was founded by Steve Jackson,
lan Livingstone and John Peake. Nearly 30
years on, their tiny coftage industry has
become a multi-national behemoth. In 1985,
when lan Livingstane wrote an article about
Games Workshop's tenth anniversary, he said
he hoped that Games Workshop would one
day become the number one games company
in the world as “it is already the second”.
Well, it is number one now.




But we are not here today to regale you with
the histary of Games Workshop. No, we are
here to hear the tale of the legendary White
Dwarf, who, having reached 300 Issues this
wvery month, can be said fo truly be a
vengrable longbeard.

But who is this White Dwarf? What does he
207 Which pub does he drink in? And how
does he keep his beard oh-so-shiny white?

OUR GLORIOUS ORGAN
White Dwarf was launched in 1977 by lan

Livingstone and Steve Jackson as a follow up

to their fanzine, Owl & Weasel. This four

page pamphlet — “by gamers for gamers” had

2erhaps the most momentous impact on the
company of any single thing. Without Owl &
Weasel, you see, there would be no Games

Workshop. Somehow a copy of this esteemed

rag ended up on the desk of a chap called

Srian Blume in Lake Geneva, Wisconsin. How

= ended up there, nobody is quite sure,
#erhaps it was all part of some strange
Tzeentchian scheme, for Brian Blume was
ane of the co-founders of a company called
13R. He was pretty impressed by Owl &
Weasel, and o sent a copy of his latest
game, Dungeons & Dragons, to the lads in
“ondon. They played the game and became
Wnstantly hooked, despite the initial
wcomprehensibility of the rules.

LUntil this point Games Workshop had been
=xactly that, a workshop making traditional
2ames. The three friends had been making
salitaire sets out of cheap breadboards and
=2 like, utilising Peake's skills as a
craftsman, and abusing their tenancy

; Zgreement by using their flat as a factory,

Perhaps it was the excitement of D&D -
which lan Livingstone once called “armchair
theatre” — or perhaps it was lan and Steve's
desire to avoid having sawdust constantly in
their eyes, hair and lungs. Whichever it was,
they decided that here lay the future, and
resolved to get in touch with Blume and his
partner Gary Gygax and sell D&D.

Sadly the third member of their merry band,
John Peake, decided, perhaps rashly, that he
didn't like this turn of events and so left the
fledgling company, thus condemning himself
forever to the status of “fifth Beatle".

lan and Steve’s first order for the game was

only six copies, but soon their business grew.

Their landlady, now really ticked off, kicked
them out, and so followed a period where the
two chums were forced to live in Steve's van,
showering at a squash club. It didn’t really
matter, as they would soon be millionaires.

Steve and lan had lucked out. Dungeons &
Dragons was the gaming manifestation of a
huge groundswell in fantasy. Though many
put this down to a certain Mr Tolkien, it was
actually an ex-lawyer called Terry Brooks
who, with his trilogy the Sword of Shannara,
brought fantasy to a mass market. Soon
many other trilogies began to crowd
bookshelves, and gaming systems began to
pop up like mushrooms. The role-playing
boom had begun.

lan and Steve needed a magazine to promote
their new product. Though Owl & Weasel did
a thoroughly good job - issue six was a
D&D special - after a while it became
obvious that they needed something bigger

My favourite White Dwarf
Anthony Reynolds

Issue 113, with the Space Hulk box art on the
cover. This issue had an awesome Space Hulk
article which resulted in me bugging my mum for
months until she got a copy of the game sent
across to Australia for Chrisimas. It also had a
great How to Paint Citadel Miniatures article,
which | studied for hours, and it did actually
improve my painting. It also had a delailed
Narrative Generator for Chaos Warbands, which
was jam-packed with exciting possibilities.
Nostalgia aside, it is slill a really cool issue.

Phil Kelly
My favourite by a long shot would have to be issue
127. Even just looking at the cover with that dragon
staring out leaves me with a heady pang of
nostalgia; | even remember cycling home from my
local gaming store with the issue held in my leeth!
This was the first White Dwarf to feature the Eldar in
any detail — my lord there's a lot of detail there —
and with Jes Goodwin's concept sketches of the
Aspect Warriors and the excellent fiction within |
was an Eldar addict from that point on,

szs wowmop

A BRIEF HISTORY OF
WHITE DWARF

JANUARY 1975

Ian Livingstone, Steve Jackson and John
Peake start klnu lradmar!al games.

Galactic Gar
lhankmlly rsjemad as titles for the
nu_mpa_n! in favour of Games Workshop.

FEBRUARY 1975
0wl & Weasel, the White warrs dad Is
first published. It Iasrs

JUNE 1977: ISSUE 1
Wi ¢ Dwarf, ‘The Science Fiction:
Fantasy Games | Magazla is

upon an unsuspecting world, At this point
it is bi-monthly. 4,000 copies are, prlnted
All are sold.

JUNE 1977: ISSUE 7
White Dwarf gets its first colour cover.
Looking at it now, it’s a bit weird,

lub,o! the bemon Quagn . Fiend Factory

M.IGI.IST 1982: ISSUE 32
The magazine goes  monthly. {twill remain
50 for the rest of time.

SEI’TEMBER 1983 ISSUE 45

The first Warhammer article is published.
Called Thistlewood', it concerns the
struggle betwean King Amias and the evil

wizard Vassago. Dwarfs are involved;
‘helping King Amias win, thus astahllsmng

‘the number one unwritten rule of White

‘Dwarf: ‘Dwarfs are the best’

1986

‘[an Livingstone steps dowin after nine

years-and hands the baton on to new

Editor lan Marsh. Paul Cockburn, Mike
Brunton; Sean Masterson; Phil Gallagher
and Simon Forrest follow. Like kings,
“same of these chaps lasted mere monihs

athers years. Jamie Thomson, who did a

* fot of lan’s work towards the end,

deserves an honourable mention.

www.games-workshop.co.ul/whitedwarf 17



and, dare | say it, slightly more professional.
In July 1977, White Dwarf was born. A
healthy baby weighing in at nearly two-score
pages. It had a slightly jaundiced cover, but
the Dwarfling's stubby white beard was an
omen of his coming greatness.

lan stayed on editing White Dwarf for nine
years, a mammoth run that has vet to be
beaten, But even this dynamo could not
continug helming the Dwarf. He was at the
time writing the famed Fighting Fantasy game
hooks as well as being a company director,
50 In 1986 he handed over power to lan
Marsh, beginning a long succession of
illustrious editors.

THE ROLE-PLAYING DAYS

White Dwarf remained primarily a role-
playing games magazine for many years,
covering a wide variely of systems by
numerous companies. In those heady days
there was a film review page, a hook review
section (by the prolific Dave Langford who,
years later, would be working for me on SFX
— it's a small world), and comic strips.
Warhammer arrived relatively late on the
scena, the first article on the system being
published in WD45. Qriginally c d of as

My favourite White Dwarf

Gavin Thorpe

I'm torn — it's either 117, which was the first issue |
collected in the run that has led up to the present
day (my arrival as a proper gamer); or it's 127, the
Eldar issue... Lots of Jes' concepl sketches, all
the new background, a cool army list, Aspect
Warriors and all the rest. Oh, and the full page
Avatar illustration. Okay. it'll have to be 127, |
guess (sorry, 117, no 127, er...).

Matt Keefe

| shall have to plump for White Dwarf 162, as it
contained the Chaos Dwarf army list for
Warhammer. The little chaps had been intraduced
the previous month but it was the army list that
really cemenled it for ma. It's aiso got the Golden
Demon winners for that year in it — a fine White
Dwarf tradition. All the issues from that Robin
Dews run (probabiy best remembered for the Epic
articles of the time) are greal, and this is a really
good example of such — a bit of everything in a
charmingly random order.

something exciting to do with your RPG
miniatures, no-one had any idea of how big it
would become.

Eventually role-playing games fell out of
favour with the public. Towards the end many
role-players were children, and when the fad
eventually wore off, boy did it wear off.

Gaming went from being great lo geeky
virtually overnight, and a craze that had
spawned comics, cartoons and innumerable
companies collapsed. There were several
other gaming mags at the time, and they
faltered and died alongside the games they
supported. Games Workshop itself was

suddenly faced with a lot of businesses
selling off their own games, and It eagerly
snapped up the rights or licenses to such
classics as Runequest and Paranoia. It
produced lavish hardback books of these
syslems, only to find they did not sell as well
as they once had.




Baltia raports have been a staple of White
for many years now.

Dwearf

There are many reasons for role-
playing's collapse. One was that the
1980's was a time of great recession.
Not only were RPG's cheap
entertainment, but they were also
escapist. Computer games, spawned
alongside RPG’s, were becoming
cheaper and increasingly sophisticated.
There was a religious and social
backlash in the States after a suicide
was, erroneously, blamed on the
influence of this ‘devil's’ pastime. One
of these incidents was dramatised in
Mazes and Monsters, a ludicrously
reactionary TV movie starring a very
young Tom Hanks.

But perhaps most importantly, role-
playing games required a huge
commitment on the part of its players.
The Dungeonmaster’s role is an
unenviable one, as a good advanture
requires almost as much work as a
short novel. Life’s pace was speeding
up, and getting people togather on a
regular basis to do something so time
consuming became more and more
difficult. It is no accident that many
games these days, and not only Games
Workshop's, are card or miniature-
based affairs, one-off games of which
can be played in full in an evening. A
couple of years ago my old company
was looking into creating a gaming
magazine. Market research at the time
suggested that there were fewer than
5,000 active role-players in the UK, not
many more than when lan Livingstone
first published White Dwarf.

GOING IT ALONE

By the time issue 100 rolled around,
White Dwarf was very much a company
product with, bar the odd article, only
Games Workshop games being
featured in its pages. This in itself did
not affect the diversity of the magazine
greatly, as the range of games GW then
made was huge. The release of
Warhammer 40,000; Rogue Trader in
issue 93 helped with this change in
focus, as now GW had two proprietorial
universes lo play with. Bul there were
also many more. Besides fighting in
the worlds of Warhammer and
Warhammer 40,000 you could iry to
save New York in under 60 minutes in
the solo adventure Chainsaw Warrior;
race cars across the blasted post-
apocalyptic wastelands of America in
Dark Future; or kill a dragon in the
classic Talisman. In fact, Games
Workshop went a bit bonkers, making
s0 many different kinds of games it is
difficult to list them all. Perhaps the
oddest wers the Troll games, a serigs of
board-based affairs with such delightful
names as 0il Dat's my Leg! and Trolls
In the Pantry, each accompanied by a
casselte of squeaky Goblin songs.

MAY 1987: ISSUE 89 ;
Expanding page counts mean this is ﬂza
last issue of White Dwart to be 'saddle-
stitched’, ie, with a stapled-on cover. After
this the magazine becomes ‘perfect
bound" allowing us to write things on the
spine.

JIJHE 1987: ISSUE 90

White Dwarf is ten years old, The
readership is now past 50,000. lan
Livingstone celebral in an article
which | have borrovied heavily from.
Holding on to a magazine for 17 years is.
sometimes wise.

SEPTEMBER 1987: ISSUE 93
The first Warhammer 40,000 articl
printed, it is a general introduction
system: As a measure of how far th
have come, it.includes lots of pi
Space Marines with slogans wi
thoir armour that would smbarras
American Gl. And there are Squats, many,‘ |
many Squats..

APRIL 1988: ISSUE 100
The 100th Issue hits the newsstands.
There were no useful articles for me fo
copy. Thanks to then-gditor Sean
Masterson for that!

NOVEMBER 1988: ISSUE 107
White Dwarf changes size, becoming
smaller and squatter, as is only
appropriate.

kshop.co.uk/whitedwarf 19




FREE! FREE | TELL YOU!
The White Dwart has always striven (o make
you happy, and towards that aim he has
been surprisingly generous for a Dwarf. Nn
hioarding of the gold pieces in the halls of
WD. Qver the years the magazine has come
with a loads of fregbles, from booklets to
posters to miniatures and more. Among the
more unusual ftems we have sent your way
are paint pot stickers and even entire card
bul!dlngs Perhaps the weirdest of all,

the infamous i issue 95

had its fans In
mabuking ‘and Heavy Metal communilies, so
‘perhaps it was only logical that we should
choose to mount a record by very heavy
metal band Sabbat on our cover. Or maybe
it was just plain nuts.

Here's an extract:

“From their holes and caverns ereep,

Ten million Orc and Goblin feal,
With fungry hiearts and sharpened knives,
They come lo fake your worthless lives.”

Why Orc and Goblin feet would be creeping
about without the rest of the greenskin is
beyond me. as is how they'd nany a knife or
‘indeed have hearts. That aside, it's chtlling 1
didn't sleep properly for a month when |
heard it Not because of the tarrar of the:
thing, but because my edrs Were. ringing.

With only Games Workshop games now
featured, the magazine could no longer
ethically review other companies’ products,
so the reviews and advertising of ‘outside’
games gradually dropped away.

This period saw the first Battle Report. 24
Hours at Carik Mound was published in White
Dwarl 107 and detailed a marathon charity
game of Warhammer. These were to become
a firm favourite in the magazine, and now
there is never a month without one.

But as time went on, Games Workshop
changed, focus began to shift. The range of
GW's products began to narrow, and the
games were sel more often within the worlds
of Warhammer and Warhammer 40,000
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CHANGING TIMES

Issue 140 saw the arrival of another long-
serving editor, Robin Dews. Robin took over
in 1991 when the publishing industry was
undergoing a great period of upheaval. These
waere the days when whaole swathes of people
who had job skills relating 1o printing were
laid off across the country as computers
made their abilities obsolete. This was a good
thing for Games Workshop, not because
loads of people got fired down on Fleet
Street, hut because new technology meant
GW could begin to produce ever-more
sophisticated books and magazines. White
Dwarf changed massively because of this,
becoming more varied and colourful with
page layouts that were as eye-wateringly
bright as they were impressive,

Games Workshop was also really beginning
to take off. New stores were opening every
month across Britain, and new branches of
Games workshop were becoming established
all over the world. The company was growing
massively, and all the while White Dwarf was
there, letting all you readers know about the
exciting things going on.

THE NOW

Jake Thornton reigned a while after Robin
Dews moved on, overseeing the ‘Fat Dwarf'
period, when the magazine became much
larger and incorporated a set of card sheets
(most of our games back then had tons of
card counters in them), Jake left after a
triumphant run, leaving the magazine in the
hands of a series of caretakers. Then, in
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My favourite White Dwarf

Rick Priestley

! think my fave would have to be
ssue 1 — it had a really interesting
article on a game called Warlord
which | subsequently bought from
GW in Hammersmith. I'm sure |
have the magazine somewhere —
| iso the copy of Warlard, together
(8 with the first ten issuss of the
magazine. When it comes to edilors
! would raise a glass to Simon
Forrest - the man who taught me
How to spell millannium.

- 1256, current editor Paul ‘Fat Bloke' Sawyer
=0k over from issue 215. This was again to
wmark a change in the way the magazine was

. Games Workshop is a business and, like

~=any groupings of peaple, is not infallible.

Teere had been a long period where the
sampany’s customers had gradually changed

e the hairy role-playing biker to

~waungsters. Many games - HeroQuest, Space

Crusade and others — were aimed at this age
group. But this left GW open to the same
problem that had tinished off role-playing
games. It was realised that we'd been
neglecting the habby side of our hobby, and
all across the company moods were changed.
From now on, this would be a hobby for all

Paul took this idea to the centre of the
magazine. The gaudy layouts of the infamous
‘Red Period" were ditched in favour of a more
restrained look. Paul also began to publish an
increasing number of articles from hobbyists.
The hobby had grown hugely, and now there
were thousands of people with beautiful
armies and tactical tips to show off.

The way the magazine was put IUDB'ET'!BI' also
changed. Historically, White Dwart had been
mate in the Games Development studio, with
everyone downing tools to help oul. The
foreign editions, of which there are now six,
(in Germany, Australia, France, Spain, Italy,
and the USA - these are all unigue, not
merely translations), choosing their articles
from this central resource. Until last year the
UK WD team laid out all these arlicles,
producing the whole magazine for the UK
alongside. But from 2003, White Dwarf UK
would be run like the other editions of the
magazine, and it moved into the UK company.
No longer would the games designers be
distracted from their games designing,
instead they now produce a set number of
articles for use in all White Dwarfs.

It's been an unsettled 18 months for the old
bay. He's been sawn in half and had a load of
new underlings to deal with. We've also been
working hard on & new look, the results of
which you hold now. Now with loads of
hobby material inside, White Dwarf is at last
a publication worthy of veteran gamers. A
new era is beginning...

WHERE ARE THEY NOW?

Many people wonder what became of Steve
Jackson and lan Livingstone. As time went
on they gradually retreated from the
company, handing management duties over
to Bryan Ansell, founder of Citadel
Miniatures, in 1985. Both of them
continued to write, then edit, the highly
popular range of ‘choose your own
adventure’ Fighting Fantasy Game books,
role-playing for the lonely. They also
dabbled in other forms of gaming
entertainment, most notably Steve
Jackson's FIST, an interactive telephone
game. Using 1988's new-fangled
technology of touch-tone dialling, FIST
could magically spirit you away into a
telephonic dungeon. Much fun was had by
those nol paying the telephone bill,

They both eventually quit, having become
more than comfortably rich.

Atter a long period of enjoying himself, lan
Livingstone decided to go back into
gaming, and now runs EIDOS, the
computer games publisher behind the hit
games series Tomb Raider, He went back to
his fantasy roots when EIDOS released an
adaptation of Deathtrap Dungeon, ane of
the most enduring of the Fighting Fantasy
Game Books.

As for Steve, he carried on doing his own
thing. Rumours that he lives in a Tracy-
island style secret base are unfounded.

A few years ago | interviewed lan
Livingstone at EIDOS, where he revealed
that he and Steve still game together like
they did in the old days, having added
computer games to their repertoire. They're
also still friends with John Peake, who, lan
maintained at the time, never regretted his
decision to leave Games Workshop.

Ro!:in Dews, thiru longest serving editor,
jnins the magazine. He pushes through a
. iagazine works,
bringing in new technology and making
the magazine run three

{o get everything done, and
tosleep My wlfa tells me |

deadlirtes for you.

otTOIER 1995: ISSUE 190
Jake Thornton takes over
who goes on to bacome |

NOVEMBER 1995: ISSUE 191

- White Dwarf gets another overhaul, with a

new look and a card'section. At the lime
the games we made had so many
counters that at halfway. point through a
battle it looked like your table had been
wallpapered by an insane philatelist. It is
alsa the height of the infamous ‘Red
Period', where everything — miniatures,
guns, banners, boxes and White Dwar
itself were a fiery orangey red. So much
s we launched a paint called Blood

Angels Orange, rather than a Blood

Angels Sangume Red. This madness

“continued for some time.

AUGIISI' 1996: ISSI.IE 0

DECEMBER 1997:
The card section goes,
was really difficult to dol Jak

g
back years later to workipr Fanatic.

DECEMBER 1998: ISSUE 215

Paul Sawyer takes over. He will remain

top [lwarf for many years.

DECEMBER 2004

ISSUE 300

0h look! You're hol ng it. You're one of
the 80,000 people that buy White Dwarf
every monil Thankﬂ
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‘Hardcore mililary sci-fi.
~RPC Unired

BLOOD ANGELS: DEUS ENCARMINE
by James Swallow

On the baltlefields of the far future, Blood Angels Brother Rafen must
make a difficult choice when his brother Arkio begins to act strangely. s

.‘-B it O @D ANG ]é LS he divinely inspired, or is it something far

\ more sinister?
EN IN | Star Trek: Voyager writer James Swallow pens this dlark tale of future combat!

Novel = £5.99

R -
WARMAMMER' /

The explosive first instalment in

the Blood Angels series N
James Swallow ?

by Dan Abnett
Dan Abnett is back with a tense, gripping three-part odyssey. Hard-
boiled detective story meets the dark future of the 41st millennium as
Inquisitor Eisenhorn and his team investigate conspiracies both
personal and galacticl Collecting Xenos, Malleus and Hereticus in one

volume, Eisenhorn shows why Dan Abnett is the best in the
business!

Novel ¢ £7.99

L i~ u.A‘u MER . .

L IH’ B EISENHORN

)\IF\.L)\‘MAHIU\ HERETICUS

VALNIR’S BANE A BLACK HEARTS NOVEL
by Nathan Long y

It's.the job no one wants to do, but Reiner Hetsau-and his fellow criminals
are sentenced to death and don’t have much of a choice. Deep in Chaos
territory, Reiner and his cut-throat colleagues must find an ancient artefact
before the enemy do!

. Edge-of-your-seat thrills from veleran Hollywood screenwriter
) A Black Hearts novel by~ Nathan Long.

Nathan Long Novel » £5.99

WWW.BLACKLIBRARY.COM




THE CALL OF CHAOS
edited by Marc Gascoigne and Christian Dunn

Collected from the pages of Warhammer Comic, The Call of Chaos is
another of our pocket-sized graphic novels. Packed into this 208-page
book are tales of heroism and carnage set in and around the Storm of
Chaos written by some of the mosl exciting names in the comics
industry such as Gary Erskine (The Authority), John Stokes (The
Invisibles) and Frazerdrving (The Authority).

Pockel-sized Graphic Novel = £7.99

‘Action all the way '~ SFX

THE HORUS HERESY VOL. II:

VISIONS OF DARKNESS

text by Alan Merrett

The follow-up to the sell-out Horus Heresy Vol. | is now here!
Conlinuing a comprehensive account of the long and bloody history
of the greatest war the universe has ever known, this book is packed
Wl with stunning art.

Artbook * £15.00

THE HoOrRuUS HERESY
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Don’t miss the Horus Heresy Vol Il Collector’s Edition
available for a limited time in a deluxe hardback format.
See the Black Library website for more details.
! \
INFERNO! 45 :
1 edited by Marc Gascoigne and Christian Dunn
\‘;" Four storming tales from the worlds of Warhammer! The Blood Ravens
€ from Dawn of War make an appearancein the Altar of Cyrene, the
z monstrous Skaven spell doom in Rattenkreig, witch hunters chase a
e bloodthirsty killer in As Dead As Flesh and the Space Wolves must face an
® unknown foe in Engage the Enemy. Plus a treatise on the nature of magic
= L R TGy from Marijan von Staufer, the author of Liber Chaotica.
Werie = _51. 2 g St ATE ;\; s,
P s e 3 /ﬁ?ﬁ .L + | Fiction Anthology + £5.00
< “Tales of Fantasy & A véﬁtur_e‘gdg
Pl MY o L i = oy 1

——| THE BLACK LIBRARY. READ TILL YOU BLEED
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Games Workshop’s artistic visionary
John Blanche talks about what inspires
him when bringing new worlds to life,
preferably without ever using the
colour blue.

By Guy Haley

g told what I liked ajor role in shaping these worlds, or
was all well and good, “alternative hi s he pref 2
and I had a romantic spirit, but them. Pa lly owing to his sensi
it would never earn me a living, these twin game worlds have become
so there was no point in doing
t.” So speaks John Blanche. As
he is now the Art Director of
Games Workshop, you can’t
help but think his teachers at d ]
art college might feel a little Though it was c: : sy is much darker than
foolish no playt ¢ = s that helped i 53 ri.unI\ m
h shop, the
John's life is a strange story almost iW were soon pux‘mnb their
f from the sub-lolkien worlds
great des ect for 0 C ng. Early RPG's were kind of
ﬁmume writer of lu 1 3 n dream writ large, cartoon asy denizens to me all k
ions of the frontier, where . Everybody has an ¢
adventurous spirits could wrest vast g 1 leg, dirty fingernail

“ I tiuctly remember d tor of artists, John has played a

€€ [ didn’t see fantasy being occupied by shiny

Among . o .

ficrion universes, those of Warhs characters, it was all very Dickensian. Fantasy
and Warhammer 4 0 p S d = . ’ ’

some of the Most evocative. As an artist denizens to me all look like Fﬂgl n.
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Classic Sister of Battle
By John Blanche

“I really strove with this particular

e elements of
out, such as the
I want ta be surprised when
it. I want to be entertained,

the importance the pictire
But a lot of th acters

actually been resurrected.
 artwork that huppens
sven mintanure
piece thar broke a mould.
B a home te
8 Rembr
8 classical art and inserting
own waork.”




clothes. And thereby lies the strength of
it Tt is evocative, there is so much
background there, the universes are

50 strong.”

John explains that Games Workshop
worlds are inspired a lot by the real
world. Further, he maintains that the
Games Workshop game worlds are
extensions of Northern European
culrure. "History is fascinating. I
constantly find that real life is far more
bizarre, far weirder, than what you can
conjure up with your own mind, In fact,
the resonance isn't just history, or the
history of Western Europe, burt it echoes
through our past, right back to
Paleolithic times. It's a very Northern
European thing. Skulls crop up all the
time, for instance, in Northern European
art. Why? Thesc things have always
fascinared me, and they find their way
into my pictures. You don’t see it so
much in Southern Europe. If I were
berter with words, I might write a book
about it.”

Would Gothic be the right word?
“Yes, and no. Gothic means lots of

things. You have the architectural style,
from the Early Middle Ages, which then

Space Marines

by Jim Burns

“Early.onwe were using famous-people like
Cheis Achilleos, Peter Jones and Jim Burns.
We were happy to work with them, and they
were very happy to work with us. But all we
could do was really describe what we wanted,

26 THE ILLUSTRATED MAN

€€ | was seriously ill a few years ago. It really was a
matter of life or death. And as I lay there I thought

‘what will 1 leave behind?’

became something else in the Late
Middle Ages, and was then reinvented by
the Vicrorians, and they applied to all
sorts of smff. Then we have what we call
Games Workshop Gothic, which is
inspired by, but is none of these things."
The word “Gothic” itself comes from the
Goths, a group of ancient Germanic
tribes, which brings us neatly back to
Northern Europe. John himself is a
living extension of this tradition. His
major influences include Rembrandr,
Albrecht Diirer and Hicronymous Bosch,
He even goes so far as to put altered
versions of figures from their paintings
into his own.*The thing is," he says, “you
carry those people with you. I'm not so
excited by Bosch anymore, I don’t go
out and look at his work, but it is part of
me, I suppose, these days.”

The influences are there to see. For
instance, John still rarely uses blue, his
waorks executed in the earthy orange and
red tones favoured by his heroes.

we could nol invelve them in building these
alternative histories. Jim Burn's painiing is
really only illustrating whar we had as
miniatures al the tine. And it becanie hard
even o control thal, (By the way, one Marine
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However, his head is not only tarned by
the Germanic.

“The best painting I have ever seen in
the flesh, and a lor of people look at me
aghast when T say this, is the Mona Lisa
by Da Vinei. I was astounded because [
thought it was so much bigger. It's tiny.
They keep it in the Louvre, in this big
box, and you have to look through
bullet-proof glass at it. You have to push
your way through crowds of people. But
when 1 saw it 1 was rransfixed, |
thought, ‘God that is incredible!” To the
same extent I like the Pre-Raphaelite
Edward Burn Jones. Lawrence Alma-
Tadema also. He was a very big Victorian
artist, he came from Belgium, but he
was actually knighted by Queen Victoria.
He was one of the few foreigners to be
made a Sir. And I have read accounts of
them throwing away his paintings in the
1950's because they regarded them as
being purely chocolate box covers! But
I've seen a couple. | saw one in a

is inspired by a photograph of Al Pacino!).
He's a great guy, Jim Burns, such a
professional. But we try not to use freelancers
we simply don't have hours to devote to
describing what a Space Marine looks like."



Hamburg museum. You stand 15 feet
away and you're looking at a
photograph, and you walk up close and
you're seeing paintbrush strokes. It is
emotional, painterly and textural and
photographic at the same time, the guy's
a genius! But the person who really had
more impact on me than anybaody else
has to be Rembrandt. He can do the lot.
Again, he can paint almost
photographically, and at other times he
can be very loose and expressive.”

This conflict, and its resolution, between
emotional expressionism and the
painter's craft crops up several times as
Jahn talks. In some ways, it scems to
have driven his development as an artist,
He says that when he was younger he
was concerned mostly with
photographic realism, but this has
changed somewhat

“Those painterly brush strokes express
raw cmotion, whereas tight controlled
painting is, to some extent, just purely a
visual record. To put a bit of emotion
into it gives the painting lots of warmth
and a dynamic that you don't get from
photographic rendering. Once I started
to appreciate that in fantasy art... [
mean, a person I used to dislike was
Frank Frazetta. | used to think, ‘It's just
done dead quick. He's a great artist but
he just doodles them ol And then, one
day I thought, Actually, the guy’s a
genius!” After that I started to look at
different things in art. T started to
APPreciale ¢ven S0me COntemporary art,
not all of it, because a lor of it's awful.

Rather than just look at the surface, |
started ro look inro art and feel some of
the emotional values of the artist.”

Strangely, neither seemed to be
particularly favoured by his teachers at
college, which just goes to show that
while art is a fundamental part of human
life, the people who define it as such are
horribly afllicted by lashion.

“They tried to unteach me at art college.
I was a working class lad [rom a council
estate. [ went to a secondary modern
school, and I worked very hard to get
into art college. When T arrived there it
was [ull of quasi-intellectuals, and the
big word at the time was cxistentialism.
1 didn’t know whar it meant, and
nobody would tell me what it meant, 1
wanted to draw pictures. It was just
horrendous. A lot of my colleagues had
unhappy experiences at art college,
because the teachers tried to steer them
towards what they consider to be high
art, and the craft, the exercise of
rendering, is frowned upon, which is
just extraordinary.”

This is not something that has held back
John, nor the likes of Dave Gallagher,
Alex Boyd, Karl and Stefan Kopinski, or
Paul Dainton, some of Games
Workshop's enormously talented artists.

“T'hat leads me to my conviction. 1 go to
a lot of exhibitions and galleries. 1 don't
£o to them all, but when I go to them I
think there's work that we're producing
in our studio now that can stand up

Third Edition Warhammer 40,000
cover = Black Templars
by John Blanche

“I worked through my Christmas
holidays painting that one. It took.a
number of months. Not full working
days. Now there's a thing. I've got a
very strange position here, because I'ni
a number of people. One of the people:
that I am is part of the management.
team, part of the structure that analyses
and delivers and makes demands af
other people. One of the people I anis,
somebody who does conceptual
sketchwerk, coming up with fresh ideas,
driving the imagery, provoking corners.
and laying:down baselines for people to
huild on top of. And the other person I
am is an arfisty pure and simple. Putting
those three things together time wise can
be very hard.”

alongside some of these great, great
artists.”

It's this reverence for the ourput of the
Design Studio thar bas led to the
creation of The Gallery at Warp
Artefacts; an online repository for the
very best Games Workshap artwork. The
fine art prints available from The Gallery
were personally selected by John and
represent both a historical record of the
Warhammer and Warhammer 40,000
games and are a testament to the talents
of the studio artists,

continued on page 30..
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Skaven regiment hox cover
by Karl Kopinski
“This is ene of about six box

It's satisfactory because it's a

ntation of the box contents, it is the

plastic miniatures, But, probably for the first
time, it made them i dial churacter
They are the plastic miniatures, yet they are
not. They're what the plastic miniatures

wvers we did at
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ent in your mind, put into very
emotional conrext.

I remember we were desperate to put full art
on bo: rs, and that is very difficult to
achieve; becawse we have so many boxes, and
vou can't just do one. You have to try and roil

it out. It was someth ‘o us a box
cover in two weeks', You s
and they'll look at you a,
wani to do the best job

hat to an artist
hast because they
oy can, but i)
put pressire on people who have the ability
and the experience to do professional work

quickly, then they emorionally loosen up.

Empire versus Orcs,
Warhammer 6th e
by Alex Boyd

on rulebook

“This is not by me, but there is a large part
1.a lot of the work that gets done by
other artists because I am part of the
briefing though hopefully it’s nor so
much a brief as a mere of a relationship, a
communication. I had a very strong vision
Jor Warhammer. | wanted it 1o be very dark,
and I wanted a linkec ies of pictures in
the book, to get at some kind of theme,
nted throughout from a human
point. The human viewpoint for fantasy
obviously is the Empire, so we kicked off the
volume with the legend of Sigmar and the
udo-Bayeux lape The fill-page plates
are all Empire ba I Empire
troops versus some kind of enemy, which
gives it a very strong base. But I never did
any myself; Hence the sort of dilemma
between being a manager and being an
artist. You cannot do hing all the
time.”




Right: Warhammer 40,000 Rogue Trader cover — Crimson Fists
by John Sibbick

Below: Marine Codex cover — Crimson Fists update
by Dave Gallagher

“Jolm Sibbick is probably the world authority, in terms of being an artist,
on dinosanrs. He does lots of dinosaur books, He hadn't quite embarked
on that career when he did that cover for us. Very quiet man, very humble
man. Thar was the first freelance commission for Warhammer 40.000 that
we did. It was commissioned for the cover. The vision behind it was 10 be
an archetypal last stand. The mighty, knightly warrior. fuc ing
overwlielming odds. That painting has been brought up 1o date by Dave
sal ‘ see an updating of the Marine armour marks, I ahways
e 't terrible with mumbers. But again, you know
that it's a last stand. There are three missiles in the
fraight for those Marines, a lor of people miss that,
gu know every ene of them is going to die.”




WITCH HUNTERS
by Karl Kopinski

“Here you can see how the artists have
taken some of Warhammer 40,000’s
imagery a step further, having absorbed
everything that has gone before. That's
the whole joy in working for Games
Waorkshop. The artists have worked
together [or a number of years to the
extent that all their styles have kind of
merged. They're producing... I'd hate to
use the word house stvle, because a’
house style kind of represents something
that has walls, that is confined, I
wouldn't wish our artists to feel

having a house style that Games
Workshop has ever had.”

confined, but it's the closest thing 1o &

Still, GW's artists are not entirely free.
They can't just make their own stuff up.
They are, John says, illustrators, with
deadlines to meet. But they are also one
of Games Workshop's primiry cngines
when it comes to dreaming up new
wierdnesses to unleash on the rablerop,
a process that can also be seen at work
in the fiction published by The Black
Library. They help the worlds live, and
more, they arc part of what pushes their
evolurion forward.
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€Cq go to a lot of exhibitions and galleries... I think
there’s work that we’re producing in our studio
now that can sit alongside some of these great,

great artists. )

“The push and shove of it is those
technical restraints, but the pleasurable
side of it, the organic growth side of it is._
trying to make our art visionasy, make it
Ayrical, give it a narrative. That's my ¢
personal sort of driver, not just filling
spaces in a book with pictures. Recently
1 wergt*to the Turner exhibition in
Birmingham. I love Turnet’s work, but
I'd say 90-95 per cent of it was ve.

daing commissions for wealthy peaple; 3
classicist pictures showing their estates
and their houses and the pcoplc:'uoamd
them. Only when Turner had the: iy
freedom to truly express himself co td
he let go. So liwas looking at his work S
and thinking: *Hey, he'd have loved 0
have worked for Games Workshop!”

John now describes himsell as living in
the worlds he has helped to create. His
own time is spent working on sketch

books, explorations of Warhammer.and
‘Warhammer 40,000, “So I have ‘

rd
Turner, like’ zvtrybody“‘*‘
else, had to earn a I.lving, s0 he was Y

something to leave to my family. I was
seriously ill a few years ago. It really was
a matter of life or death. And as [ lay

. there I thought ‘what will [ leave

Behind?" I've done loads of work bur lots

of it is lost, or kept in a drawer.”

i

Confronmd with mortality, John works

4 ‘harder t t\o deepen our fictional universes.
F

A more | pow&.rful case for the lure of
Warhammer you will not find.
Fortunarely f(?r us, the man is a genius.

any more examples of Games
M%r}shup s.artwork, drawn
from our extensive archives, can be
found at www.warpartefacts.com.
You'll also find a number of the
paintings are available as fine art

prints.. @j :B.\l
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eeding Time!

Phil Kelly gives us a peek at Ogre Kingdoms, the latest Warhammer
Armies book, which details a race of unparalleled gluttony.

way to the east of the Old
World lie the savage Ogre
Amongst the frozen
te mountains of this realm

live the Ogres; big, ugly, brutish
monsters who excel at two things:
eating and fighting. An O i i
recognised by his massive

can catch. Tl

number of kingdoms

throughout the Mountains of Mourn
and beyond. They travel the world

fighting as mereenaries and pic

s¢ weaker than themselves,

s pretty much everybody: To the

. the Opre

populations have got so large that they
have begun to foray inta the ourside
world not in small groups, but in
hundreds.







arhammer Armies: Ogre Kingdoms is a brand new army book covering an entirely

new race for the Warhammer world. The Ogre Kingdoms army is a massive blunt

instrument that smashes into the enemy lines with the force of a ton of bricks, It is
a hard-hitting army that excels at close quarters but is often outmanoeuvred and
outnumbered on the battlefield. Nevertheless, with some of the most powerful monsters
and characters in the Warhammer game at its disposal, the Ogre Kingdoms army is a deadly
prospett even when fighting on the enemies’ terms.

xck

it ENOU
A Tyrant gains bis power and position by

bruite strength and « large appetite.

‘Iyrants are the dominant males of Ogre
society. As with many of the less civilised
races of the world, the Tyrant is generally the
biggest, strongest, fiercest and most capable
of the Ogres in a given tribe.

The largest Tyrants are quite capable

! of wrestling a Giaat to the ground or
smashing their way through a fortified gate

l with their bare fists. If a Tyrant wants you as
his next meal, then the only thing coming

| between you and his vast sprawling gut is a

fast horse and an awful lot of luck.




Hunters are among the most massive and
independent of their kind, and think nothing of
single-handedly climbing to the peak of a
mountain whilst tracking a wounded Great
Mammoth or bull Rhinox. A Hunter is generally
covered in a nerwork of scars and tattoos,
averlaid by the thick pelts of his prey as
protection from the arctic conditions of the
Mountains of Mourn. He decorates himself with
the tusks, claws, fangs and skulls of the cave-
beasts he has single-handedly killed and eaten.

1" A Hunter will typically have a great beast’s skull
1 affixed to his gut-plate 1o illustrate his prowess.

It is not unheard of for a Hunter to keep a

| Sabretusk or two to help sniff our his quarry,
and help to bring it down. These giant, agile
felines have massive tusks jutting from their
lower jaws, used for ripping out the guts of
their prey.

Greasus Goldtooth, the Overtyrant of the Ogre kirigdoms,
p?rsrmds; the Ores of the Dark Lands to pay bim tribute.
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blood. They have appalling personal hygiene and like nothing more
than wallowing in raw meat, guts and gore regardless of source
| Hideous and mean, Butchers are essentially the Ogre
equivalent of a tribal shaman, although their role is
< more that of holy man than a traditional wizard.
Wy ‘b They have a direct link to the Ogres’ god, the
y, Great Maw, and are able to channel a small
portion of their deity’s insatiable thirst for
glurtony and violence in a practice known as
‘gut magic’. A Burcher is also direcily
responsible for preparing his tribe’s Grand
Feasts, the closest the Ogres have to
a religious festival.

I8

Buitcher,

Big, brutish and extremely violent, Bulls stand
aver ten feer rall whilst retaining a massive girth
and heavily set frame. The term Bullis used for
| all adult male Ogres, As'such, Bulls make up-the
| majority of any Ogre Kingdom, an unwashed
¢ mass of musele and far that can flatten
landscapes as wellas settlements when they
gather in sufficient numbers. Every Bull’s pride
and joy is his gut. In Ogre sociery, a large gur is
a signiof status and strength (after all,
he's caught and caten a lot of prey, or
even other Ogres, to get'that large),
and the thick-set, aggressive
Crushers that lead each pack of
Bulls on the battlefield are
violent, wealthy and strong.

A it of Ogre Bulls.
These models are all
plastic, you know,
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The Men of the Empire stand defiantly
against the rq ous march of the Ogres.
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The nefarious
Goblin King,
Git Guzzler,
and his Goblin
army is secretly
marching on
the brewery of
Josef Bugman. Meanwhile
our hero returns from the
Empire aboard the river
barge of Captain Grim
Grunnson. In the third part
of Bugman’s Lament,
Guzzler has sent Kap’'n
Skabend and his Goblin
pirates to delay Bugman.
Can the doughty Dwarf get
past the Goblins in time to
save his brewery?

ugman's Lament charts the
Bhismrlc fall of Bugman’s Brewery

to an army of Goblin raiders and
the events that led up to it. This is part
three of the campaign, a skirmish upon
the River Sol. A Dwarf barge carrying
Josef Bugman is ambushed by Goblin
River Pirates. Git Guzzler’s army is
preparing ro assault Bugman's brewery,
and the wily Git knows that destroying
the place will be far casier if Bugman
himself is sleeping with the fishes.

Nick Kyme

As usual we've provided rules for the
main protagonists of the scenario as well
as a number of unique units, These
special characters and special units are
not intended to be additions to the main
army lists, but if you want to use them
elsewhere, you should feel free to adapt
them for your own scenarios,

Note that any special characters must be
used as they are presented here and may
not be given any additional equipment
and/or magic items.

THE STORY SO FAR

A great and growing peril is about ot
engulf the Dwarfs of the Dragonback
clan and their settlement in the
southern fringes of the Empirc. Within
the forests a horde of Goblins is

P .

amassing, gathered together by the will
and might of the cruel Goblin King, Git
Guzzler, The greenskin Warlord is intent
on raising an army large cnough to
artack the sertlement and destroy
Bugman’s Brewery. In this he hopes 1o
gain enough renown and beer to
assemble a large force and march upon
the very Empire itself.

Git Guzzler's plan is already in motion
and although restricted to small actions
at first, it is now gathering pace. The Git
has declared his intentions to attack
Bugman. Already a trio of beer carts cn
route to the Empire have been
ambushed by Goblin Wolf Riders. The
brave Brewmaster, Bazrak Bolgan, who
led the expedition has since regrouped
his warriors and returned to the brewery
to bolster the defences there.

Later Skeggi Threkkson, Bugman's most
trusted captain and loyal friend, repelled
an attack on one of the Dwarf watch
rowers that ring the lands around the
Dragonback settlement, their beacons
ready to warn of impending attack.

Here the Goblin Shaman, Grabnatz
launched this second artack, desperate
to destroy the tower with his mighty
giant and fungas brew Goblins. Spying
the Goblins emerging from the woods
surrounding the Dwarf outpost, Skeggi
gave the order to light the beacon. AS
the brazier flame atop the tower roared
into life, Skeggi prayed that Bugman
would see it and heed his warning
before it was too late.

Meanwhile, upon the Sol, Bugman was
returning from delivering a shipment of
his precious ale to a far off town in the
Empire. Ile was weary from the journcy
and eager to return to his brewery and
get off the warer.

The ship’s captain, Grim ‘Dead Eye’
Grunnson, knew the dangers of the river
and eyed the water suspiciously, an ill-
fecling in his bones. Suddenly, there was
a cry from the thick reeds lining the
riverbanks. Reaching for his crossbow;
Bugman turned 1o see that a band of e
Goblins were upon them, river piratel
intent on sinking the barge and,+ % /_"

-preventing his return for good o
X3

-~
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MODELLING

By Chris ‘Popeye’ Bone

| Boats and Beer. These
are two subjects very
close to my heart. So, 1
just had ro make the
Dwarf barge for
Bugman's Lament. My
inspiration came from
the Mississippi river
steamers of the 19th
century and T downloaded an image
from the web for my design.

1t had to be fairly big for some Dwarf on
Grobi action. The template for the deck
I made using Microsoft Word auto
shapes which I printed onto A4 paper,
placed onto a piece of pink insulation
foam and drew around. The foam 1 then
shaped using a hot wire cutter and
smoothed down with sandpaper.

1 used the same template to create the
decking from 3mm thick balsa wood. 1
scored indentations along the grain of
the soft balsa with a fine tipped biro and
a ruler. | made the space between each
line about 3mm apart. I then glucd the
balsa onto the foam with PVA
woodworking glue

The sides to the hull were made from
Tem wide strips of cereal packet card (in
fact, T had to eat two whole packets of
muesli without milk just to make this.
Do not try this at home). You can glue
around the sides with wood glue, but 1
used a hot glue gun as it's faster. I then
curved the card berween my finger and
thumb and used pins to hold the strips
onta the foam whilst the glue dried. T
started from the bortom and glued
another strip overlapping the first by
S5mm. This gives a clinker-built effect

Protective shields and railings 1 made

from sides of the old Empire war wagon
which 1 had left over from the Bugn
brewery carts (scc WID298). Again using
my superpowers I curved the metal
1o follow the curve of the
boat. Arrr!

The railings I made
from siege ladders,
which T curved and hot
glued to the hull. The
winch and loading
platform was made
using clements of the
Siege Tower and the
Dwarf Bolt Thrower. 1
then wound a length
of fine chain round the
winch and rustified it
with Brown Ink,
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THE DWARF BARGE

The loading bays for the hold are doors

from the Mighty Fortress, but you could

make them from balsa. I glued on Dwarf
shicld bosses and icons for decoration

Finally, I sprayed the decking black and
then highlighted it successively with
Besrial Brown, Bubonic Brown and
Bleached Bone.

SHIELD BOSSES
It's best (o paint
shield bosses whilst
they are atrached to
the spruc. Spray
them Skull White, then bhase

. coat with Shining Gold. Wash
" with Chestnut Ink wash and
highlight with a mix of Mithril
Silver and Shining Gold.

ki




The prow of the Dwarf barge I made from the
crouching statue that formed part of the orginal
Diwarf Anvil of Doom model. A support from the

Duwarf Stone Thrower completes this section of

1be roof of the wheel house lifts off and for

extra detatl within, there's a table made from
balsa with various items takern from the

Mordbeim Accessory sprue. The barge’s wheel is

the barge. a plastic spoked wheel.
SWIVEL CUNS

" The four deadly swivel guns that
protect the barge were made from a
combination of a Bronzino’s
Galloper Gun Cannon for the gun
itself and the base and shaft of a

* siege defenders rock dropper.

T glued the cannon in place of
swhere the rock dropper arm would
L have been and cut the shaft down

q‘. to Dwarf hy L

i e e R R

:
&

i
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SCENARIO THREE: ACROSS THE RIVER SOL

warfs place little faith in water and
D the way in which rivers and seas

can be used for trade and transport
It is only the clas of Barak Varr that
embrace the nautical way of life, as their
hold stands upon the shores of the Black
Gulf. These Dwarfs produce the great
wonders of the steamship and are looked
on with amuscment and cven mockery by
the other clans, whose trust is only 1n steel
and solid ground.

However, the Dwarf expatriots of the
Empire arc morc open-minded than most
Dwarfs, and just a5 Bugman has adopted
many other customs of the Reiklanders, so
too docs he employ the use of barges in

Grim Grupnson's Crew

Grim's Dwarf force is 400 points, It
is led by Grim ‘Dead Eye’ Grunnson
and Josef Bugman, who both count
as the army general (so any Dwarf
within 12" of either character may.

. use their Leadership for psychology
tests), and must be chosen from the
list below: ;

CORE: Warriors, Crosshowmen,
Thunderers.

SPECIAL: Slayers, 5+ Dwarf Sca
Dogs (sce special rules).

Kap'n Skabend's River Ratz
Kap'n Skabend’s pirate horde is 500
points. It is led by Kap'n Skabend,
Goblin Big Boss, who is the army
general, and must be chosen from
the list below:

CHARACTERS: Slygit.

CORE: Goblins, Snotlings.

SPECIAL: 0-2 Harpoon Chukkas (see
special rules), 0-2 Gob Launchas (see
special rules).

RARE: 0-3 River Trolls, Snotling
§ Pump Raft (see special rules).

Note: All the rafts thal the Goblins
| are riding upon, including
Skabend's Arak Raft cost no points
" to take into account the fact that
'\ the Dwarfs are riding in Grim’s
‘battle barge.

Lt

e
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the transportation of his ales into the
Empire. Flowing near his brewery. the Sol
is ideal for transporting Bugman's
merchandise into the heart of the greatest
realm of men, and it is with great
frequency that Bugman's barges trawl the
great river, a tributary of the mighty Reik.
Of course, such a journey is not without
peril. and Bugman and his warriors are cver
vigilant for bandits and thicves who might
try to steal his cargo.

But on this day, the danger was direr still
For unbeknownst to Bugman, a battle was
coming, a horde of Goblins with greater
ambition than simple theft. The great
Goblin King. Git Guazler, is assembling

SRR AT

RIVER ASSAULT
Kap'n Skabend and his River Ratz have
launched a rapid anack against the
massive Dwarf barge. Their wooden
rafts are no match against its speed
and power, but Skabend knows the
river well and has chosen a spot where
the barge must travel slowly through a
narrow water course or risk being
clogged up with long reeds and other
river-borne debris.

He won't have much time, but if he
can get his Goblins on hoard and
breach the hull, he can scupper the

his hordes and mecans 1o slow Bugman
down before he can return and aid his
soon-to-be imperilled kin.

It falls 10 Kap'n Skabend, a Goblin pirate
of some infamy. to take on the Bugman's
Barge with his Goblins, the River Ratz.
His mission is to sink it and prevent
Bugman from ever rcturning home. But as
they attack, Skabend spics an old foc from
his past aboard the Dwarf barge, the
capuain, Grim ‘Dead Eye’ Grunsson.
Rubbing the hook he has in place of a
hand. a reminder of his last meceting with
Grunsson, he promiscs hencath his breath
to take Grunsson's other cye, and finish
what started between them long ago.

barge and Bugman will never make it
back to the Brewery.

With the barge slowed, Grim Grunnson
knows they are valnerable to attack. As
the Goblins launch their assault the
Dwarfs must hold firm, to prevent them
getting on hoard the vessel. If they can
hold off the Goblins for long enough
they will make it through the bottleneck
and c¢an head on towards home.
Bugman, together with his wacriors and
Grunnson and his crew, must repel the
attack and traverse the Sol in time o
reach the Brewery before it's too late,




Grim 'Dead Eyc' Gruppson has been trawling the waterways of the Empire for many
long years. Once an Engincer at Barak Vare he wis disbarred from the guild for drinking
engine oil and a penchant for building his vessels out of wood Eventually he left the
hold and took vp wark as a bargeman in the Empire with some of his kin. It was here
that Grim finally found peace. or so he thought. On one fateful day he and his kinsmen
were attacked by Coblin pirates in a carefully planned ambush. Upon the deck of his
sinking barge, the ‘Sea Hawk,’ did Grim meet his nemesis, In the battle that followed
between them, Kap'n Skabend gouged out Grim's eye but not before the doughty Dwarf
took off the Goblin's hand at the wrist. Recling from their injuries, the two of them
broke away and the Goblins were finally put to flight, but only at great cost. Since that
day Grim has been scarching the waterways of every river in the Empire. hoping to find
Skabend and repay old debts.

M WS BS S T w A Ld
Grim Grusnson 3 G 4 4 4 2 3 3 9

Cost: 79 points
Equipment: Grim carries a brace of pistols and a hand weapon. He also carries a
special Dwarf telescope.

Grim is a Dwarf Thane and uses up one of your Hero choices.

Special Rules

Emmnity: Unknown to Bugman one of the reasons Grim made sure he was

| hired for the journey was that he secretly hoped to encounter Skabend and

| sertle the grudge berween them. Grim has a bitter hatred of Skabend and may
re-roll any missed hits against him in every round of combat, not just the first,
although he must accept the sceond result. Furthermore, if Grim and Skabend
are within 8" of each other at the start of a turn, roll a D6. On a roll of 1 they
are so enraged that they must BOTH move towards cach other as fast as
possible (Grim will even dive off the barge to get to Skabend). The player
whose turn it is will move first and then the other player must move his
character towards his nemesis in the following Movement phase.

Sea blood: Unlike most Dwarfs, Grim is totally at home in the water and
having spent most of his life upon the river, is an expert swimmer (even for a
Dwarfl). He may re-roll any Strength test when he is swimming and moves
DG6+2" (see special rules).

Magic Items

Dwarf telescope: Grim's telescope was a gift to him from his Engineer
Guildmaster when he left Barak Varr. It is a special item rather than a magic
item and as such it isn't affected by spells, other magie items, et that
normally affect magic items. The telescope allows Grim to see further and aim
his pistol from a greater distance with accuracy. Whilst firing a pistol Grim may
add +D6" to the range.

Points/model: 14

These rol.lgh and ready Dwarfs arc Grim's indispensable crew. Carrying
pistols in combat, they are well-accustomed to naval bartles.
M WS BS S T W 1 A'ld
Dwarl Scadog 3 4 3 3 4 1 2 1 9
Unit Size: 8-16 (this is for comparative purposes only. Use it £
if you want to use the Dwarf Seadogs in your own regular
games of Warbammer. In Skirmish, units do not adhere to
their maximums and minimums).
Weapons and armour: Hand weapon and a brace of pistols.

(Note: Dwarf Slayer Pirate maodels make excellens Seadogs).

B sculpting a little skull

SRIM GRUNNSON
By Nick Kyme

Grim is based upon a Dwarf Slayer
- Pirate model. T wanted to make
him stand out from the rest of his
crew. 50 1 gave him a jaunty hat

- and a Dwarf telescope.

I used the end of the
telescope from the /

- Dwarf Cannon /

Crewman and glued | &
this to the end of a

buttle the Slayer Pirate
model was holding to
mrake Grim’s telescope.

t"! made the eyeparch
- from Green Stuff;

to add extra detail.
The bat was from the
Empire soldier's sprue.

To show bis affiliation

to Bugman, I glued a /
smill keg of

- Bugman's brew onto
(Grim’s hack.
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Bugman always accompanics his barges when they venture far out inta the heartlands of the Empire He is all too aware of the predations
of human bandits and the other foul creatures that luck in the forests next to the river. Though he knows nothing of Grim's ultcrior
motives, b is ready for battle with his trusty crossbow and tune axe when the Goblins fall upon them.

M WwWs B S T W I A L
Josel Bugman 200 P A R e e i 3 9

Cost: 160 points
Equipment: Josef carries a crossbow and rune axe, and wears light armour and a shield.

Josef Bugman is a Dwarf Thane and so uses up one of your Hero choices.

Special Rules

Early days: As this mini-campaign is set before Bugman's Brewery was put to the torch,
Bugman does not yet suffer from his greenskin grudge, nor is he the leader of his rangers.
At this moment in time Josef Bugman should be fielded just as he is presented here.

Magic Items
Josef’s Axe: Bugman's axe is an heirloom handed down to him by his father Zamnil. It bears the Rune of Cleaving and Rune
of Fury (see page 20 of the Dwarfs army book for more details).

Bugman’s Tankard: This tankard is a fabled item. Tt is said that so long as a Bugman of the Dragonback clan holds it, the
beer within will never be drained, no marter how many draughts are taken. The magical properties of the tankard, combined
with the invigorating effects of Bugman’s brew within allow Jusel Bugman to Regenerate.

Al i

Skabend is 2 malicious and calculating creature. He has plagued the rivess of the Empirc for many long years and grown wily and
cunping in that time. His River Ratz arc Joyal and fearful of him. He too, like Grim. is keen 1o catch up with his arch-enemy once
more, having developed a pessistent itch where his hand used to be. In battle he dons all the trappings of a traditional pirate, even down
to 2 small parrot-like squig called Skreck which sits vpon Skabend's shoulder.

M wSs BS 5 T w I A Ld
Kapn Skabend 4 4 4 4 4 2 4 3 &7,

Cost: 123 points
Equipment: Kap'n Skabend carries a hand weapon (which is a magic weapon) and pistol and wears light armour. He also has a
hook hand (this adds + 1 Attack and may be combined with either his hand weapon or pistol in close combat).

Skabend is a Goblin Big Boss and so uses up one of your Hero choices: Note he must always be taken with Slygit, his first mate.

Special Rules

Emnity: Skabend has a deep abiding hatred of Grim ‘Dead-eye’ Grunnson, it was him that gave
him the hook hand that causes him so much discomfort. As such Skabend is scouring the river,
waiting for the day that Grim crosses his path again. Like Grim, if the two characters are within
12" of each ather, roll a DG. On a roll of 1, Skabend will charge towards Grim, jumping into the
water if he has 10! Skabend hates Grim with equal venom and so may re-roll all of his missed
hits in every round of close combat, but must accept the result of the second roll.

Skreek, Parrot Squig: A peculiar variation of the Squig, Skreek resembles a skinny, squig-like
birdl. His tiny wings are so small that he cannot fly very well but often flaps about in mid-air for a
few seconds whilst he shouts warnings to his master, With this forewarning, Skabend is one step
ahead of his enemies and can avoid their attacks. As such he has a 5+ Ward Save.

‘Troglagobs: Skabend is drawn to the river like a moth 1o a flame. He is a distantly descended
from a scarcely-known species of Goblins called Troglagobs, which are natural river dwellers,
Because of this, Skabend is almost semi-aquaric and swims with case, He may always re-roll the
Strength test when swimming and may swim up to a distance of D6+2" cach turn,

Magic Items
Skabend carries Hacka's Sword of Hackin' (see page 30 of the the Orc and Goblin army book
for more details).
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Diminutive even by Goblin standards. Slygit is Skabeod's not-so-trusted first mate. The
| only reason Skahend keeps him around is that the rest of the River Ratz have got quite
attached to him. He was once struck by lightoing while they were out on the river in a
storm and miraculously survived. Since that fateful night the River Ratz believed that
Slygit was blessed by Mork and is regarded as something of a Jucky mascot.

MY W SBE S ST MW T Al ST
Slygit O & Al (M

Cost: 45 points
Equipment: Slygit carrics two hand weapons and his ‘bana’.

Slygir is always found with Skabend. Together they use up one Hero choice.

Special Rules

Lucky git: Slygit is possibly the luckiest Goblin ever 1o have walked the face of
the Old World. Certainly he has avoided death at the hands of his master many
times! Slygit has a special save of 2+ against any spell, wound or attack that
mighr otherwise kill him. If he rolls a 2+ then the Wound, spell effects etc. are
ignored, although any other model in a unit with him is affected as normal.

Magic Items

Slygit's Bana: Slygit wears the Red Bana on his back. It waves in the air madly
as he cavorts and jumps all over the place, and is a source of much pride to
the River Ratz. All Goblins within 12" of Slygit may re-roll all failed panic and
All Alone tests, Furthemore the River Ratz may ignore their first failed Rourt test
as long as Slygit is stll on the board. llowever, he does not add +1 to Combar
Resolution scores.

Kafy'n Skabend's pistol
wwas built using a pisioi
Jrom the Empire Militia
sprue and the flared
muzzle from the
blunderbuss on the
same SPH( €.

By Paul Sawyer

Skabend is based on the Red Gobbo
" model from the Warhammer 40,000
Ork range. [ added a gun
from the Empire Militia
sprue along with a
hook and parrot from
= - Long Drong.
‘] I bad to carefully
remove the parrol from
Long Drong to act as
Skabend’s squig parrot,
I then needed fo |
resculpt a wing and the
clats.

I'made the eyepatch

Jrom Green Stuffs used
Creorge Dellapina's tif)
(WD298) about letting
rthe Green Stuff dry a
lirile before sculpting.

1 modelled Slygit
on the Banna
Wava from the
Warhammer
40,000 Ork
range.

I drilled into the back of
the miodel, pinning in
brass rod. The Banner

was macde from the top
of the Banna Wavd pole |

The Battleficld

The battle is fought overa 4’ x 4’
battlefield. This is a very unusual battle
in that it is fought entirely on the river
Sol, so the entire battlefield is surging
water. The only ‘static’ feature of the
battleficld is Grim Grunnson's Dwarf
Barge which is placed in the centre of
the rable. It is matching the “flow" of the
river and so does not move for the
duration of the game. The rest of the
bartlefield has no scenery (bur debris
can drift in later — see below),

Deploying for Battle

The entire Dwarf force is riding aboard
Grim's barge and so must all be
deployed upon it.

The Goblin pirates are all deployed on
rafts (sce below). They start the game
deployed up to DG" from any board
edge (roll separately for each raft).

The Dwarf force is deployed first.

Special Rules
The following special rules apply during
the baule.

Skirmish, This is a Skirmish barttle and
follows all the rules given for Skirmish
in the back of the Warhammer rulebook,
but with the following amendments.

Shooting. There are no modifiers for
shooting at Skirmishers or single
characters.

Rout. The Dwarlfs are bitterly
determined not to give in and will fight
until their last breath. As they also have
nowhere to run, they are immunc to
Rout tests during the game.

Determined Dwarfs. The Dwarfs upon |
the barge are determined not to give
ground to the Goblins and will protect
the barge ro their dying breaths. All the
Dwarfs in this battle are immune to
panic and All Alone tests.

River hattle. The entire battle is fought
on a large, dangerous and fast flowing
river. The special rules given over the
page apply for this bartle.

Ryt et g -
5 ww.games-workshop.co.uk/dwarfs 45



RIVER RULES

And you thought fighting on dry land was difficult...

Skirmish: The game is played using the
Warhammer Skirmish rules.

River flow. The River Sol is a fast-
flowing tributary of the Reik. Whilst
Grim’s barge can match the speed of the
river casily, the Gablin rafts will be
swept along by it if they don't paddle
hardl. The current flows east o west,
against the barge.

At the start of each game turn after the
first, roll 2 D6 and move all the rafts on
the board that number of inches in the
direction of the current. If a raft hits
another raft they have collided. If they
drift off the board they count as having
pursued a flecing enemy and may return
at the start of their next turn.

Debris. The Sol has much debris
floating down it. If the river flow roll is
4+, DG pieces of debris, either barrels,
crates, tree trunks or some other
buoyant item, float down river from the
east hoard edge at the speed of the river
flow and will continue to float down at
the start of cach player’s rurn (debris is
much lighter than a raft and so will
moves in both player turns). Bach player
rolls a D6 to determine where the debris
comes on, with the highest roll choosing
first with the choice alternating between
players until all the debris is placed. The
debris will move in a straight line from
the point of origin until it collides with
something or floats off the table.

Debris has no effect upon the barge and
is destroyed upon impact but causcs a
Strength 2 hit against a raft.

Swimming. 1If a model is dumped (or
dives — see the rules for Grim and
Skabend above) into the water then in
its next Movement phase it must swim
(ie, it misses a phase if it hasn't moved
already). To swim 4 model must roll
equal to or under its Strength (a roll of
6 always fails). If successful it may swim
up to D6+ 1" this turn. 1f it fails it must
roll a D6 and score under its Armour
Save to stay afloat (a 6 always fails) —
otherwise they drown and are removed
from the board as a casualry. The model
may not move this turn and merely
treads water, being gradually swept
down the river. Any model swept off the
board whilst in the water drowns and is
removed as a casualty oo,

If a model manages to reach a raft it may
climb aboard automatically.

e
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GOBLIN PIRATES

Kap'n Skabend and his Goblin River Ratz
are a cunning breed of pirate. Borne
upon rafts, they have a veritable arsenal
of machineries to attack the ill-fated
vessels that cross their path.

Rafts. All the Goblin pirates are
mounted on crude rafts. Each raft can
carry up to ten Goblins, has a Toughness
of 4, 3 Wounds

and may move

up to 8" each '

rurn. Every time
the raft is
wounded its
speed is reduced
by 2". Whatever
speed the rafts
are moving at,
the Goblins on
board may still shoot

any missile weapons. They do not count
as running if they move over 4.

Losing control. The Goblins in the
game do not suffer from

animosity. However, they may lose
control of the raft. At the beginnin gof
the Goblin turn, the Goblin player rolls
4 D6 for each raft which currently has
Goblins aboard, On a roll of 1, roll a D6
and consult the rable below.

Collisions. If a raft
hits the barge or
another raft. then a
collision has
occurred. If two
ralts collide, both

D6 Result

suffer a Strength 4 hit. If a raft hits the
barge it suffers D3 Strength 5 hits. 1fa
raft is wounded but not destroyed by a
collision all the Goblins on hoard within
1" of the edge must pass a Strength test
or are thrown overboard. Only make
this test when a raft is wounded by a
collision, not if it is shot at.

1f a rafi is destroyed for any reason then
all the Goblins onboard are thrown
helplessly into the water.

Gob Launchas. The Gob Launcha
waorks like the Goblin Doom Diver,
excepl it throws Goblins onto the deck
of the Barge to wreak havoc and attack
its crew: If the Goblauncha manages 1o
land a shot on target on the deck, it
doesn't cause any damage. Instead,
place a Goblin model at the point of
impact. The Goblin may not move or
attack this turn, but if it lands on a
Dwarf it has dived down from on high
to attack! Place the Goblin in base-to-
base combat. It counts as charging this
wrn. Any ‘launched’ Goblin charging in
this way gains +1 to its to hit rolls and
+1 Strength for that round of close
combat only. IF a Goblin lands on deck
roll a D6. On a roll of 1 it has become
caught in some rigging, landed in the
funnel or suffered some other
unfortunate accident and is removed as
a casualty. Such Goblins yield no Victory
Points. The Gob Launcha is assumed to
have enough ‘willing’ Goblins onboard
to act as ammunition. Each Goblin is
armed with two hand weapons. The raft
with the Gob Launcha on is assumed (o
be fully laden with its ammunition and
crew and so no swimming Goblin may
board it, There are three crew in total
and these may be targered by missile fire
as normal, The raft may not attack the
barge and may always move at full speed

1 Spiralling. The Goblins have lost control completely. Each Goblin
must make a Strength test 1o stay on the raft or they will be flung
off D3" in a random dircction. Furthermore, the raft moves its
full move in a random direction determined by the Scatter dice

(use the arrow on the ‘hit’).

an extra DG" this turn.

2+4 Woah! The Goblins keep steering in the right direction but their
speed is reduced by an extra D3" this turn.

5  Phew... The Goblins just manage to keep the raft under control
and may move normally this turn.

6 Put yer backs into it! The Goblins pump the raft forward
with vigour, eager to get to grips with the enemy. The raft moves

(Note: unmanned rafts automatically suffer a Spiralling resull every turn).



but if the Gob Launcha moves over 4"
each rurn it cannor score a ‘hit’ on the
scatter dice (move the Goblin in the
direction of the arrow instead). River
flow does nor count as movement for
this purpose. Any Goblin fired from the
Gob Launcha that lands in the water is
removed instantly as a casualry,
otherwise it is perfectly possible that
they will land on other rafis. In this casc
add a Goblin to those already mounted
upon it.

Snotling Pump Rafts. This moves and
operates in the same way as a Snotling
Pump Wagon. The Pump Raft has a large
prow spike mounted on it which the
manic crew use to try and ram enemy
vessels. Any charge against the barge
causes D6 Strength 6 hits bur will not
damage the Pump raft (it will sustain
damage as normal if the barge rams into
it due to the river flow). The Pump raft
has no capacity for boarding and can
only be used to attack the harge.

Harpoon Chukkas, The Harpoon
Chucka is based on the Goblin Spear
Chukka. It can be used to spear Dwarfs
but it also has a lengrh of rope attached
ta the harpoon that can be used to snare
the barge and drag the raft closer to
disgorge its Goblin crew. The Harpoon
Chukka cannot fire if it moves as the
crew are assumed ro be piloting the raft,
but nate rhat river flow does nor count
as movement for this purpose. Any
Harpoon Chukka that manages to score
a hit against the barge may move an
extra D6" towards the barge in a straight
line immediately. This continues in each
subscquent Movement phase until a
Dwarf on the barge removes the
harpoon by moving into contact with
the edge of the barge that was hit. He
may do nothing else that turn except
remove the harpoon. A Harpoon
Chukka raft may hold up to 10 Goblins
and has 3 crew.

Skabend’s Atak Raft. Skabend has a
larger and more impressive raft than the
other Goblins. It holds up to 20 Goblins.
The raft is specially constructed to act as
a kind of siege tower for attacking boats
and has special rules when assaulting
Grim’s barge (see below). It has a
Toughness of 5 and 4 Wounds. It ignores
debris but still moves like the other
Goblin rafts.

River Trolls, These creatures are well-
adapted to fighting in rivers and do not
use the rafts to move around (they
would sink it!). They start the battle
swimming and may swim 2D6" every
turn and re-roll the Strength test to stay
afloat. Whilst in the water they are
immune to stupidity.

prg oo - =

THE DWARF BARGE

The entire Dwarf force is riding aboard
Grim ‘Dead Eye’ Grunnson's barge. It is
a marvellous feat of Dwarfen
engineering, equipped with four deadly
swivel guns

Assaulting the barge. The barge is
treated like a moving defended obstacle
in many respects, akin to a floating

RN TR

fortress. It can be assaulted in several
ways as described below:

Goblins on rafts. All the ralt Goblins
are equipped with grappling hooks. A
raft may assault the barge if they end
their move in contact with it (no charges
need be declared). All the Goblins on
the raft may try to fight their way on
board. The Goblins require a 6 to hit, as

The Dwarf barge 15 a solidly constructed. stcam-powered ship. Grim takes great
pride in its smooth rusning and the maintenance of its deadly swivel guns. Crewed
by Grim and his ‘Seadogs’, the rivermen of the Empirc look at it with covy,

M WS BS s
Dwarf Barge . - 5 5

Special Rules

They have the profile below:

Range: 18"  Strength: 4

Stout armour: The Dwarf Bartle Barge has thick armour plates all are
it, making it very difficult to damage. As such it has a 4+ Ward Sa’%

T w 1 A Ld
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Swivel guns: The barge is protected by four swivel guns, two at the stern
and two at the prow. The swivel guns may be turned 3607

Special: Armour picrcing, D6 multiple shots.

As the swivel gun fires a blast of shot, you do not suffer penalties for firing
multiple shots. Any Dwarf model on the barge may fire a swivel gun,
providing they have not run, or shot with another weapon that turn. They
may only fire every other turn, and have to be reloaded by a model who
must spend a whole turn doing nothing else.

(A
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if they were attacking a defended
abstacle. If they wound and injure their
opponent then they climb on board
(place the Goblin on the deck next to
the Dwarf they are fighting) and will roll
to hit as normal next turn. Ifa Dwarf
injures a Goblin they are thrown into
the water and will drown, in which case
they are removed as a casualty,

Skabend’s Atak Raft. The Goblins on
the Arak Raft may also assault the barge
in the same way as above. Skabend's raft
has been specially designed to assault
boats and has a hefty ramp which
crashes down upon the deck, unleashing
the Goblins within. Up to five Goblins
may attack from the ramp and roll to hit
as normal. Any wounded Gaoblin will
remain on the raft ramp, and not fall in.

River Trolis. River Trolls may assault
the barge by trying to climb aboard.
Each River Troll must roll equal to or
under its Strength ro climb up the sides
of the barge and will require a 6 to hit in
close combat as deseribed ahove.

Combat on the Barge. Whilst a raft is
in close combat with the barge it will
not be moved by the river flow, it is
assumed the Goblins have affixed special
anchors and are now moving along at
the speed of the barge. The rafts can still
be hit by other rafts/debris and will
sustain damage etc, as normal. If, for
whatever reason, a raft loses control and
spirals away from the barge or is
destroyed for whatever reason then the
Goblins still aboard are dumped
unceremoniusly into the water.

vg'g;qmw

2 My Gob Launcha (uscs the rules for a
Doom Diver) is a River Troll who uses a
busted up chariot to propel terrified
Goblins onto the enemy vessel.
Occasionally they survive impact.

1 removed the lower half of the Troll along

with his club, attached the upper torso to a

round base and applied quickdrying filler to
© said base. Then it was simply a case off cutting the haft off the
* chariot and pinning it between the Troll’s hands.

¥ The Harpoon Chukka raft was a bit more involved. | won't
repeat some of the more colourful phrases I uttered whilst sawing
the basrels in two. The raft itsell was made from various picces of
~ Warhammer siege equipment with the addition of 2 normal
. Goblin Spear Chukka on the prow. The Goblin with the eyeglass is
a Warhammer 40,000 Ork Zzap Gun Spotter whilst the Goblin
punter is from the Warhammer Goblin Chariot (his banner pole

~ being cut and pinned at its base).
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1f any raft hits the barge due to the river
flow and is left in base-to-base contact
they may not assault it that turn, they
are 100 busy holding on for dear life!

Also, Dwarf units may always stand and
shoot as a charge reaction when a raft is
assaulting even if the enemy is under
half its charge range due to the extra
height afforded by being on the barge.

Any Goblin who has made it upon the
deck of the barge and who is not in
combat with a Dwarf may choose to
atrack the barge itself whilst on board by
hacking into the deck, smashing up
barrels ete. The barge only has a
Toughness of 4 against these attacks as
its deck is not as strong, It still has a
save of 4+, but this is an Armour save.




THE BATTLE

First Turn

If the Dwarfs won the previous barttle,
Skeggi's Warning, they get the first turn,
1f the Goblins won the previous bautle
they get the first turn. Otherwise roll a
D6 o decide who goes first.

Game Length

The game lasts for five turns if the
Dwarfs won the previous battle, seven
turns if the Goblins won the bartle and
six rurns if the bartle was a draw.

Victory or Defeat
If the Goblins reduce the barge 1o zero
Wounds it has sustained major damage

's Lament returns in two

will be played out upon the

inst the brewery itsell, laying siege

TWO MONTH'S TI}

's time, when the final part of his

died field of bartle! Wicked Goblin
Git Guzzler, will launch his attack

and will sink, Bugman will be forced w0
dock early and continue the rest of the
way on foot, and the Goblins will win
automatically.

If the Dwarfs manage to Rout the Goblin
horde they will win automatically.

If neither condition applies by the end
of the game use Victory Points to decide
the winner. If the Goblins manage
reduce the barge to half Wounds they
gain an extra 200 Victory Points.

If the Goblin player has more models on
the barge at the end of the game they
pain an extra 100 Victory Points, if the
Dwarfs have more models they gain 100
Victory Points. No Victory Points are

1 it widl‘wa:-madlinm:
{§ Goblin hordes.

;
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Ry the Dwarf hero
‘ nback, the Dwarfs
d the walls of the br

awarded for rable quarters. If one side
wins by a clear 200 Victory Points then
they are the winner. Any other result
counts as a draw.

Victory Bonuscs

If the Dwarfs win, Bugman gets across
the Sol quickly and can reach the
Brewery that much faster. His brewery
may yet survive! The Dwarl player gains
+1 to the roll to see when Bugman
arrives In the final battle.

If the battle is a draw then no bonus is
awarded to either side.

If the Goblins win Bugman will be
delayed and suffers a -1 to the dice roll
to see when and if he arrives.

S T L
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WHAT 1S
WARHAMMER CHRONICLES?

Warhammer Chironfcles takes
look atthe Warhammer game and
Its warld, introducing new
scenatios, rules and army list
entries of all types - frequently
stolen from army books in, progress

here ai the Studio —as 'well as
providing occasional Question and
Answer forums. It-also acts as a
forum for dedicated players of
warhammer who have produced
inspired, well thought out and just
plain brilliant additions to the
game: If yon've got something good
for Warhammer Chronicles then
write to us at the address
given here.

Note: Please don't include rules
queries with your letters, as the
volume of mail means that in
most cases.wewon't be able.to
send individual replies.

Warhammer Chronicles
Games Workshop
Willow Road, Lenton
Nottingham
NG7 2WS,"UK

arhammer
chronicles

The Sacred Hosts of the Lizardmen are spawned under
particularly auspicious portents, and are always destined to
perform a ¢ al task in the great plan of the Old Ones. Andy
Hoare delves deeper into the secrets of the masters of creation,
bringing us background and official rules for these most blessed
of Lizardmen armies.

any ].s‘znrdmx_-n are said to be more nimble Skinks within their
number.

called Ol ch spawi These armies are k as Sacred
exhibit certain common characteristics Hosts, They are rare, and apparently
and their members often share a spawned with some great duty o
singular fate. Lizardmen spaw nr(l perform. Scholars have attempted to
according to the influence otek, for examine the Sacred Losts of those
ple, . angry ics that the Lizardmen venerate the
aracter, while tho: AWnEe most. To date they have been unable to
f s 10 other

eral Old Ones, those destined for greatn
ng a combination of the god of cold-blooded b
characteristics. In the vast majority of there is the outcast Rigg, who is not
ances, these combinatio venerated by any Lizardmen at all, but
racteristics occur only to single whose island temple in the mouth of
spawnings, and only to the hulking the Amaxon river is nonetheless
warrior creatures known as S s. attended to with gre:
There exist, however, re!

entire armi spn\vned under the cye o { These rules are official. The armies
a single d neluding ! ¢ 5

(SIS decribed herein can be considered
TRIE [UALENE ok balanced for all styles of play.
but the smaller, ik : :




Chotec, the Solar God
Chotec is the god of the sun,
and as such is imbued with a
~ fiery energy thar belies the
cold-blooded nature of the race, His
colour is a fiery orange, and his
followers bear arms and armour of
gleaming gold and carry icons that
reflect the light of the sun in dazzling
beams all around. It is the boundless
cnergy of the servants of Chotec that
makes them particularly dangerous (o
those who would intrude upon their
domains. Many have made the mistake
of assuming them to be as impassive as
all Lizardmen. Alas, this is not the case,
as some have discovered 1o their doom.

One tale speaks of a mage of the Bright
College who sought to travel to Lustria
and fathom the nature of the servants of
Choteg, for he had heard tell that their
champions wielded the power of fire in
a manner that he felt might rival that of
his college. By all accounts, this mage
was a4 conceited and arrogant
individual, so convinced in the
superiority of his own vocation that he
could not conceive that the Lizardmen
might prove his equals, ler alone his
superiors, in the Seventh Lore.
Journeying to Lustria, the mage sought
the servants of Chotec for many years,
travelling the great waterways of the
New World accompanied by an army of
mercenaries hired at great cost by the
Bright College. After almost a decade of
searching, the Bright College ordered
the mage to return, as his quest was
proving anything but successful. In
desperation, the mage resolved to

launch one more expedition into the
jungles before returning home 1o
Altdorf. He decided to head south along
and make for Pahuax. but his flotilla
was caught up in a storm and swept
many hundreds of miles east before the
currents that cross the Great Ocean
swept him west and south, scattering
the flect against the Vampire Coast. The
flotilla was hopelessly separated, but
the mage spied a dark land on the
southern horizon, wreathed in volcanic
cloud, He concluded that it must be by
the will of the gods that a mage of the
Bright College be drawn to such a fiery
place. Upon the blackened shores he
observed a great host standing guard at
the lip of a crater, from which an
infernal glow issued, and determined
that here at last he had found the
servants of Chotec. He would challenge
their leader, defear him and prise his
scerets from his dying mind.

The captain of the mage’s ship had
different ideas though, and refused 1o
put to shore. The mage declared the
captain in breach of his contract with
the Bright College, 1 all manner
of dire threats. The captain looked o
his crew, who, being superstitious
seafarers, were ill ar ease with the
presence of a wizard on their ship, and
a mutinous bunch to boot. The
smouldering mage realised whar was
about to happen and made to utter an
incantation. But he was too late, and in
an instant the seadogs were upon him.
They inflicted upon him the gravest of
insults for a Bright Wizard, pitching him
into the sea, where he was forced 1o

| Using 2 Sacred Host of Chotec

| ALizardmen army (not a Southlands army)
| may be taken as a Sacced Host of Chotec

'E

[. Sacred Spawning must bear the Sacred
g

swim for the black shoreline, The mage |
must have reached the relative safety of
the beach, for as the ship made north
once more, the island came alive with a
pyromantic display of epic proportions.
The great explosions remained visible
into the night and over the horizon as
the sailors sought to put as much
distance as possible berween themselves
and the voleanic island. Of such power
were the forces unleashed that day that
it is said the elders of the Bright College
felt its heat in Altdorf, and knew that
one of their number had perished at the
hands of a foe far more gifted in
manipulating the Wind of Aqshy than
any mortal. From that day to this the
Bright College has forbidden its
members from travelling ro Lustria.

——— MR TTERE e

using the following amendments:

& All units and characrers that may rake a

Spawning of Chotee, Core unirs with this
blessing stay Core,. but if given a second
Sacred Spawning are moved 1o Special

B Skink Skirmishers and characters must
purchase the Sacred Spawning of Chotec
for 45 points per unit, and +5 points per
character.

& Skink Priests in a Sacred Host of Chotee
can only take their spells from the Lore

“of Fire.

{
5
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Blessed Spawning of Chotec

The energeric Saurus of the blessed Chatec

are represented with a vibrant orange.

Blesscd Spawning of Tepok
Arich purple sets apart the spawnings of
Tepok as magical in nature.

Sotek, the Serpent God
Sotek is the pre-eminent
= | Lizardmen deity, and has been
since their war against the
noisome Skaven that ended in the year
100. Sotek is very much the Lizardmen
god of vengeance, a deity that cmbodics
the race’s righteous anger. Sotek is
cruel, with a thirst for sacrifice, to
whom the Lizardmen make daily tribute
in the form of blood offerings. Sotek is
particularly fond of rodent flesh, and so
the sacrifice of captured Skaven is seen
as the highest honour adherents can
pay their god.

One question troubles those few
scholars with any knowledge of
Lizardmen deities. Only the Mage-
Priests of Chaqua knew of Sotek, and
even they did not venerate him, but
merely waited the allorred time of his
coming. When Sotek’s manifestation
was realised, it was the Skinks whao first
acknowledged him as a god, for the
Mage-Priests took some time (o
contemplate the issue. This confusing
state of affairs leads some scholars to
question the nature of Sotek, Is the
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@ Blazing Orange

. Dark Angels
Green

Blessed Spawning of Tzunki
A sea-green hue was used to mark out the
aquatic Saurus of blessed Tzunki,

@ Blood Red

Blessed Spawning of Sotek
An aggressive, blood-fuelled spawning,
the Saurus of Sotek are marked with red,

Serpent God an Old One? If so, why
was he not worshipped for so many
millennia? Some belicve that this later
addition to the Lizardmen pantheon of
gods is something else entirely, perhaps
some manifestation of the Lizardmen's
anger at the actions of those that would
plunder their realms.

The most significant, and indeed the
first, occasion upon which a Sacred
Host of Sotek has marched ro war was
following the fall of the city of Chaqua
at the hands of the Skaven Clan
Pestilens. The only survivor of the
plagues unleashed by the Plague Monks
was a spawning of red-crested Skinks,
led by the individual who preached the
coming of the Serpent God across the
Lizardmen empire, Tehenhauin — the
Prophet of Sorek. It is said that these
Skinks were particularly strong for their
race, their constitution able to resist the
diseases of the rat-spawn. These Skinks
went forth from the ruins of Chaqua,
proclaiming the coming of their god
and fighting many bartles against Clan
Pestilens, gathering more Skinks until
they were a mighty army. Tehenhauin

" PAINTING SACRED SPAWNINGS

Each god of the Lizardmen is represented by a specific colour. Below we show examples of how to apply each of these colours to
your models. You can also paint these colours in a variety of different styles of marking.

O Surnburst
Yellow

Blessed Spawning of Tlazcotl
The vivid yellow marked Saurus of
Tlazcotl are fearless fighters.

Blessed Spawning of Quetzl

The spawnings of the warrior-god i

Quetzl are characterised by the |

especially tough, thick scales covering \

their bodies and bony spurs protruding

from their forearms. !
|

Blessed Spawning of Huanchi

Naturally stealthy, those blessed by i

Huanchi, jaguar god of the earth and

night, are able to pass cffortlessly

through the thickest jungle. Their

elusive nature means there isn't any l
|

record of them bearing distinctive
markings.

—_ ———]

led the Lizardmen in a long war that
spanned many centuries, with
uncounted spawnings of red-crests
marching ar his side, until he ultimately
defeated Clan Pestilens, offering up
thousands of sacrifices and bringing
about the manifestation of Sotek.

A Lizardmen army (not & Southlands army)
may be taken as a Sacred Host
of Sotek using the following amendments:

& All units and characrers that may tkea
Sacred Spawning must bear the Sacred
Spawning of Sotek. Core units with this.
blessing stay Core, but if given a second
Sacred Spawning are moved to Special.

I Skink Skirmishers and chacacters must
purchase the Sacred Spawning of Sotek
for +10 points per unit, and + 10 points
per character,

A ¥
& Skink Priests in a Sacred Host of Sotek
. may only select their spells from the Lore




| Ouetzl, the Protector God
“-| The servants of Quetzl are

7| tough and warlike, as befits
the chosen of the Warrior
God. Quetzl is venerated amongst the
pantheon of Lizardmen deities as the
protector, and Lizardmen spawned
under his influence are gifted with great
bony protrusions and especially thick
hides. Those who have faced them in
battle claim to have seen arrows and
crossbow bolts splinter and snap upon
their scales.

A number of accounts have been
uncovered that speak of Saurus warriors
with huge bony crests upon their heads,
vet some believe these eye-witnesses are
referring not to Lizardmen spawned
under the sign of Quetzl, but instead
have seen the Temple Guard - huge and
stoic warriors that protect the Slann
Mage-Priests. Only a handful of
accounts represent what is believed to
be true sightings of the Protector God's
children, and these sport not just bony
erests, but spines and protrusions all
over their bodies. If some accounts are
to be believed, these Saurus might
appear to be adorned in an entire suit
of bony armour, though such accounts
may very well be stretching credulity
rather too thin for the academic
instincts of most scholars.

Delving deeper into the tales
surrounding this particular Old One,
scholars have uncovered a number of
references to protective magic, though
at first some mistakenly concluded that
these referred to Tepok, the inscrutable
god more normally linked with the
warding of harmful magicks. However,
it would appear, going by the accounts
of a number of mages who have visited
Lustria and witnessed the Lizardmen in
battle, that Querzl is also called upon to
provide arcane protection from
mundane attacks,

In his writings on his expedition to
Lustria, entitled ‘In the Garden of the
Gods', the noted mage of the Jade
College, Cyrston von Danling, states
that he witnessed a punitive raid by a
force of Lizardmen upon Port Reaver.
The defenders scrambled to man their
defences and eventually made ready a
number of artillery pieces, which they
brought to bear upon the attacking
Saurus. A cannonball from the first
volley apparently struck the Lizardmen’s
leader, a mighty Saurus mounted upon
the back of a hissing Cold One. As the
missile struck, an explosion of multi-
hued light burst around the Saurus,
blinding many with its dazzling
brilliance. The Saurus was quite
unharmed, the cannonball having been

dissolved o nothing by some magical
means, Von Danling states that his own
magical sight afforded him a view of the
event that those not gifted with the
mage's skills were unaware of.
According to him, a ghostlike, clawed
hand seemed to manifest before the
Saurus and physically block the
cannonball, transmutating it from
mundane matter into the very stuff of
magic, whereby it dissipated upon the
arcane winds. Von Danling claims ro
have felt the presence of a being of
immeasurable power, if only for an
instant. In that split second he felt
utterly humbled and insignificant before
a presence of incalculable age and
power. Of course, he states he was in
the presence of the Old One Quetzl.
Most believe that the noted wizard von
Danling had spent too long in the sun.

A Lizardmen army (not 2 Southlands army)
may be taken as a Sacred Hosr
' of Quetz] using the following amendments:

= All unirs and characters that may take 2
Sacred Spawning must bear the Sacred
Spawning of Quetzl. Core units with this
blessing stay Core. but if given a second
Sacred Spawning arc moved to Special.

.l Skink Skirmishers and characters must

- purchase the Sacred Spawning of Quetzl
for +5 points per unit, and +5 poinrs per
character, which gives them a Scaly Skin
save of 6.

& Skink Priests in a Sacred Host of Quetzl

ean only take their spells from the Lore
f dearh, 4 ]

Huanchi, the Jaguar God
Huanchi is the predator god,
.| whose symbol is the stealthy
jaguar. The servants of this
Old One deity exhibit prodigious skills
of hunting and stalking, and arc able to
move through the most dense areas of
jungle with little effort.

Scarce reference exists to the servants of
Huanchi, and this is hardly surprising
considering that these Lizardmen are
known for their secrecy. But one tle
may relate to a sacred spawning of the
god, and it concerns a conflict between
the Lizardmen and the Dark Elves.

Around a century ago, a Dark EIf raiding
force from Hag Gracef infiltrated the
Forests of the Viper, making for a
monument referred to as the Blood
Pyramid. The Witch Elves entered the
vaults beneath the pyramid, stole the
dawnsrone that had been housed there
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for millennia, and performed a number
of blasphemous blood-rites before
withdrawing towards the mountain
range known as the Grey Guardians. Tt
would appear, however, that a
Lizardmen force was dispatched from
Hexoatl to intercept the Dark Elves and
recover the dawnstone, a precious
artefact that is the bane of all daemons.
The Dark Elves are known for their own
skills at stealth and infiltration, yet these
Lizardmen were able to track them. The
raiders were unaware of the pursuit,
and made their way down from the
Grey Guardians to travel north up the
Ashen Coast. Few maps exist of the land
of Naggaroth, and so scholars ean only
speculate as to the nature of such
places as the Ironsand Desert, Tyrant
Peak and Kraken Lake. The raiders
passcd through these areas, the
pursuers gaining on them all the while

At the shores ol the Witch Sea the
raiders paused to perform their
sanguinary rites once more, the Witch
Elves dedicating their blood-slicked
bodies to their blasphemous deity while
the servants of the jaguar god stalked
them in the dark. At the height of the
ceremony, the Lizardmen struck,
catching the Dark Elves off guard,
slaughtering a large number of them
before the remainder escaped into the
night. So started a pursuit that lasted
many weeks. The Dark Elves sought to
evade their pursuers at the Blackspine
Mountains, passing through a portal
referred to as the Sewer Gate. But the
Saurus tracked the Dark Elves even
through the darkest places beneath the
earth, and the Lizardmen caught up
with them at the Pits of Zardok.

The Dark Elves had no choice but to
fight. They were slaughtered to an EIf
and their bodies hurled inta the dark
Pits of Zardok. The Dark Elves had met
their match in cunning, and no more
raids would be launched from Hag
Graefl for many decades to come.

ing 2 Sacred Host of Hua
A Lizardmen army (not & Southlands army)
may be taken a5 a Sacred Host of Huanchi
using the following ameadments:

¥ All unics and characters that may take @
Sacred Spawning must bear the Sacred
Spawning of Huanchi, Core units with
this blessing remain Core, but if given a
second Sacred Spawning are moved 1o
Special.

¥ Skink Priests in this Sacred Host must
take their spells from the Lore of

- Shadows.
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Tzunki, the Water God

Those Lizardmen spawned

under the influence of Tzunki
* exhibit a powerful affinity
with water, and their scaly hides are
often tinged with a sea-green hue.
According to the tales of the boastful
Norse, some of their kind have faced
Lizardmen in battle that sported gills
and webbed appendages and could
remain under water for many hours.
Norse tales claim that a large force of
such creatures attacked a long ship as it
travelled south along the eastern coast
of Lustria, exploring a stretch of shore
beyond the Mangrove Coast. The
Norsemen claim the attackers were
defeated, bur that the longboat was
crippled when it struck an underwater
obstruction, its crew forced ro make for
the mainland. The remainder of the
account is a drunken tale of
misadventure involving undead pirates,
large flightless birds and deadly jungle-
dwelling warrio-women — not a word
of which most scholars believe.

Although lintle credibility is lent to this
account, one reference to an army
helieved to constitute a Sacred Host of
Tzunki has been uncovered in an
inscription upon the base of the so-
called Monument of the Moon. This vast
monolith stands 50 miles out 1o sea and
some 250 miles south-east of the
abandoncd settlement of Dalmark
Town. This inscription makes
reference to a battle between
Lizardmen from Tlaxtlan and
an army of northmen in the
service of Chaos,
iy around the
year

1300, Though scant derails of the battle
are given, it does appear that it was the
culmination of a serics of skirmishes
that had seen the servants of the
Ruinous Powers attempt to penetrate
the mouth of the river Amaxon, before
being repulsed and harried from one
estuary island to the next by a
Lizardmen army capable of launching its
attacks from the water. The final battle
occurred upon the shores of the Island
of Sacrifices, for the foul horde was
surrounded, its long ships holed, and it
had nowhere else to turn. The
inscription states thart the invaders’
hones were strewn about the shores of
the islands three feet deep in places, 10
act as a chilling reminder to any who
would attempt to invade the realms of
the Lizardmen.
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sing a Sacred Host of Tzunki

| A Lizardmen army (not a Southlands army)

| may he taken as a Sucred Host

{ of Tzunki using the following amendments:

‘ B All units and characters thar may take a

| Sacred Spawning must bear the Sacred
Spawning of Tzunki. Core units with this
blessing stay Core, but if given & second
Sacred Spawning are moved 10 Special.

=
§  purchase the Sacred Spawning of Tzunki
|| for +5 poinrs per unit, and +5 points per
& character.

ink Skirmishers and characters must

|| B Skink Pricsts in 4 Saceed Host of Trunki
| must ke their spells fom the Lore of
the Heavens.

Tlazcotl, the Impassive
Tlazcotl is said to embody the
| cold-blooded impassiveness
~ of the Lizardmen race, and
his followers are unmoved by events
around them, no matter how cxtreme
or unnerving. The servants of this
deity are said to be cold, patient and
unresponsive, even for Saurus, and
utterly devoid of emotion. As

such, they are of course utterly
unalraid, for nothing on the carth
troubles them, Sights that would reduce
the boldest of men to quivering wrecks
hold no terror for these warriors, and
they will continue fighting stoically until
every last one of them lies dead or their
foes are vanquished.

Travellers who have made actual contact
with the Lizardmen describe them all as
cold and impassive, yet & handful have
had the misfortune of coming face o
face with Lizardmen spawned under the
influence of Tlazcotl, One tomb-raiding
adventurer claims to have become
shipwrecked south of Port Reaver, and
to have made his way south along the
coast, hoping ro reach Swamp Town
before pursuing pirates overtook him,
seeking to divest him of a golden mask
he had plundered from Lizardmen
ruins. A week into his journey he
encountered a force of Lizardmen
blocking his route, and saw no
alternative but to meet with them and
negotiate safe passage through their
domains. His advance was met with
stony silence, and although the Saurus
made no move to harm him, they
certainly made no effort to
communicate. Frustrated by the lack of
communication and fretting that the
Lizardmen might decide to derain him if
he lingered any longer in their domains.
and thereby discover the plundered
mask he carried, the adventurer made
off along the beach, casting nervous
glances behind as he did so. It was only
as he turned one last time that he saw
thar the Lizardmen had deployed into a
long battle line, blocking the beach
from low to high ride marks, and that
the pirates who had pursued him along
the coast for the last seven days were
just coming into view. The pirates vastly
outnumbered the Saurus, but the
Lizardmen showed no hint of fear as the
ragged lines of cutthroats advanced.
The ensuing battle was bloody in the
extreme as the bloodthirsty pirates
threw themselves at the Saurus, but the
Lizardmen would simply not give
ground, though they were being
dragged down by the savage horde
smashing into their lines.

As the sun began to set, the tide of
battle rurned, the pirates were simply
100 exhausted to continue their attack.
They withdrew, but the Saurus

-~ remained, guarding their domains as

per some silent command or
imperative. The adventurer

turned, and continued on

his journey



south, secure in the knowledge that the
pirates would no longer be able to
follow him, but he suffered more than a
stab of guilt that so many Lizardmen
had died, inadvertently facilitating his
escape with their own treasure.

rr——— -

A Lizardmen army (not & Southlands acmy) ‘;‘
may be taken as a Sacred Host
of Tlazcotl using the following amendments:

B All units and characters that may take a
Sacred Spawning must bear the Sacred
Spawning of Tlazcotl. Core units with this &
blessing stay Core, but if given a second
Sacred Spawning are moved 1o Special.

I

E B Skink Skirmishers and chacacters must
purchase the Sacred Spawning of Thizcotl |

F for +15 points per unit, and +15 points

| per character,

I Skink Priests in a Sacred Host of Tlazcotl

must take their spells only from the Lore
of Metal

Tepok, the Inscrutable
The Lizardmen worship the
deity Tepok as the feathered
serpent god of the air and of
sacred places, a powerful symbol of
protection against harmful magic. The
being is frequently referred to as
“inscrutable’, a characreristic manifested
in its followers, who exhibit an air of
mysterious otherworldliness, The
feathered serpent totem-creature is
believed to refer to the Quoatl, a

-Usms 2 Sicred Host of lezcoﬂ
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mythical crearure said to be a bizarre
hybrid of serpent and bird, at times
represented as a huge snake covered
with brightly coloured feathers, at
others as a snake with wide, feathered
pinions. These feathers are invariably
represented as purple or deep blue, or
a combination of the two, and it has
heen reported by returning explorers
that some Lizardmen sport feathers of
this colour as a mark of rank or rol
though most scholars refuse to believe
they are from an acrual Quoatl, for
surely such a creature must be
extremely rare, if it even exists at all.

A fully-fledged spawning of a Sacred
Host of Tepok has been reported on
several occasions in Lizardman history.
The most ancient of these references is
to be found in a transcriprion of a
single, long-since lost fragment of the
Seventeenth Cycle of the Chronicle of
Hexoatl, The transcript states that
during the fifth configuration of the Fire
Star (around the Imperial Year 500 by
the best calculations), the ‘Dark Ones’
(the Lizardman name for Dark Elves)
made an attack upon the sacred Mirror
Pool of Tepok, Decades earlier, a Sacred
Host of Sotck had been spawned at
Hexoatl, and this army marched 1o war
against the Elves, fighting a mighty
battle upon the shore of the pool itself.
The Dark Elves were, according to the
inscription, defeated despite the terrible
dark magicks unleashed by their
sorcerous witch of a leader. Only
through Tepok’s protection did the
Lizardman force survive her arcane
onslaught, walking calmly through
violet fire to smash into the Dark EIf

g
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lines, winning the day and slaughrering

every last one of the Dark Elves. The
witch was thrown into the Mirror Pool

of Tepok as a sacrifice to the feathered-

serpent god of sacred places, and it is

said that her screaming, cursing face is

still visible there to this day. unable 10
break the surface of the shrine's
perfectly calm waters

Interestingly, the Chronicle of Hexoatl
seems 10 suggest that the Children of
Tepok will return at the next

conjunction of the Fire Star, to opposc

once more the Dark Ones who would
despoil the lands of Lustria of its
wreasures. The configuration has
recently occurred, so it may be that a
Host of Tepok again walks the land.

A Lizardmen army (not a Southlands army)
| may be taken as a Sacred Host

| of Tepok using the following amendments:

| B All units and characters that may take a
Sacred Spawning must bear the Sacred
' Spawning of Tepok. Core unirs with this
blessing stay Core, but if given a second
Sacred Spawning are moved to Special.

B Skink Skirmishers and characters must
purchase the Sacred Spawning of Tepok
for +20 points perunit, and +20 points
per chamcter, granting them Magic

T

Resistance (1).

B Skink Priests in a Sacred Host of Tepok
are only allowed to take their spells from
the Lore of Light.

- w%m
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Eric Sarlin, co-author of The
General’'s Compendium, has
created this map-based
campaign set in Bretonnia,
which uses the campaign
rules found in Chapter 2 of
that volume. We’ve also
given you a poster map,
included free with this issue
for this campiagn.

AIQN seT in Breconnia

n the south-east of Breronnia,
between the Grey Mou

terrain is mounta

bands of fell creatu

uncommon in the

settlements of men are few: De:
table nature, the valley holds

this area fall into enemy hands, trade
and troop movements between the
lands of Bretonnia and the Empire
would be severely restricted.

In the wake of the Storm of Chaos, it
is vital that these routes are Kepr |
open to help speec

of reconstruchiol

Empire. But this

ot an easy thing to accomplish. The
d remns » man
ied 10 Archaon’s bann
enskins, excited
ar, come down from the
, and rhe Skaven continue to
pusse their nefarious schemes in the
k Chasm, many of wh arrens
open into the valley. The dea
uneasily in the m Ily-charged
atmosphere, while bands of mercenaries
searchifor their next employer:
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 DLAVING THE VALLEY GRISMERTE CAMPAIGN

he rules and deseriptions below

detail one example of a map-

based campaign that you can
play. You will need a copy of The
General's Compendium to play this
campaign, All of the rules for map-based
campaigns in Chapter 2 apply. The
special rules for this campaign are
T explained below:

- Banner Size

The standard banner size for the Valley

Grismerie campaign is 1,800 points. This
points size makes for a challenging
campaign, 4s players may only bring
Lord-level characters and additional
Speelal and Rare choices when they can
position their troops in such a way Lo
take advantage of Fortifications,
support, and other bonuses to bring
their banner size to 2,000 points or
more. With 1,800 points as the standard
size, the campaign encourages clever
and tactical play. Of course, you can set

the banner size at a different level if you
wish. We recommend between 1,500
and 2,500 points, or your battles will be
huge! (But maybe you want that).

Special Map Sections

The following special map sections
appear on the Bretonnian Valley
Grismerie map. The descriptions on the
following pages explain the special rules
that apply 1o these map sections, the
armies that control them, and any
bartles thar are fought there.

ADDENDUM TO SCATI'EBED RU'LES
The following rule should be added to the End of Campaign Turn rules on”

page 37 of The General's Compenditn.

On the turn after a Scattered banner is reformed, its normal points value
halved, Thereafter, the banner returns to its normal points value.

This rule has been added 1o the campaign rules to curb the abuses of afew :
devious players. Sometimes, when a player’s HQ territory was threatened by

proximate banners, unscrupulous players would deliberately throw a Warhammer
bartle elsewhere on the map in hopes that their banner would be Massacred and
thus Scattered and, in the End of Campaign Turn Phase, return to the HQ tcrrlm Y
to defend it. While manipulating the rules as such is clever, it is certainly not .
honorable and gocs against the spirit of the Scattered rules, While Scattered
banners will still reform in the HQ territory, they cannot put up much of a d

in the next trn against bann their sizc. Note tha( this rule change
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THE JOUSTING GROUNDS

irst designed as a training

exercise for Bretonnian knights in

times of peace, the joust quickly
became a popular spectator sport for
nobleman and commoner alike. The
joust has become a way for young
knights to garner honour, prestige, and
wealth, particularly when Bretonnia is
not at war, damsels are wocfully free of
distress, and no monsters need to be
slain. Throughout Bretonnia are
fairgrounds designed specifically for
jousting contests. These are pleasant
ficlds complete with jousting tilts and
stands. During jousting competitions,
brightly coloured tents and buntings
matching the knights’ heraldries
decorate the arca, and people come
from miles around to watch and
participare in the sport.

During times of war, m characters
are tempred to issue challenges to meet
enemy officers on the jousting grounds
before their armies do battle. While such

jousts are risky and often discouraged by
more conservative generals, many
heroes cannot resist the chance to test
their mettle in single combat

Campaign Rules

Control of a Jousting Ground.
Jousting Grounds count as normal
plains map sections. No special rules
apply to the realms that control them.

Bartles. Batles fought in a map section
containing Jousting Grounds are regular
Pitched Battles. However, a quick
Skirmish scenario called The Joust is
played prior to the main batte. Also, the
jousting track may be placed on the field
as one of the scenery pieces.

Razed. If a map section contains a
Jousting Ground it will no longer count
roward the number of banners that a
realm may field. In addition, none of the
special rules apply, and the map section
is treated as another plains section.
When the map section Recovers, the
Jousting Ground is rebuilr, and all the
special rules apply as normal.

Duke Brocard firids bis mark and unborses bis opsponent.

GENERALS

‘Io play this campaign you will need a |
copy of The General's Compendium, |
available from Games Workshop il
Hobby Centres, Direct on 0115 91

| 40000, or at the webstore at !
www.games-workshop.couk/store.

This massive tome boasts a wealth of
material for fighting and writing
campaigns in the world of
Warhammer. From simple linked
games to highly-detailed Games
Master run campaigns. It is a viral
resource for any scrious general.

General's Compendium Features
= Full campaign rules, whether
linked or Games Mastered, including
a map of the Border Princes and
counters to use in your games.

* Hundreds of step-by-step hobby
' tips including great scenery
workshops.

* Rules for fighting in different
regions of the Warhammer world —
* from the deserts of Khemri to the
 thick wooded murk of the Drakwald
~ forest in the Empire.

'* New scenarios and rules for allies
and multi-player games, hoats, sieges,
sackings, hostile terrain and more.

“An indespensable volume, with the
‘General's Compendium you can
ateack cities, stage mighty sieges and
‘even take 10 the high seas as you
Wage war against your enemies!

R
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3 his scenario is a small mini-
battle that precedes the main
Pitched Bautle in map sections

containing a Jousting Ground. One
character from each army rides forth to
take up the enemy challenge on the
tilting ficld. The victor returns to his
army to inspire his troops in battle. The
* loser, bartered and bruised, returns to
*his army in shame and must nurse his
wounds throughout the battle to come.

Models needed

Prior to the main battle, each side must
nominate a single character (o answer
the challenge on the Jousting Grounds.
This character can be any Hero or Lord
from the army list that will be used to
fight the subsequent Pitched Battle. The
characters may use the magic items that
they will carry in the main battle;
however, these items will have no effect
if they cast bound spells, bestow
additional attacks, or are missile
Weapons.

The characters may nor ride monsters,
chariots, or flying mounts in this
scenario, even if they will ride them in
the Pitched Battle. Any nominated
characters so mounted must fight the
Joust on foot.

Battlefield

Set up a very small playing area roughly
18" long and 6" wide. The only terrain
picce is a fence running the length of
the board and dividing it in two.,

Objectives

The objective of The Joust is very
simple: vanquish the enemy character in
single combat!

Deployment
The characters are deployed at opposite
ends of the jousting ground on opposite
sides of the fence.

First Turn

The normal rules for turns are
suspended for this game. The characters
will move simultaneously.

60 BRETONNIA IN FLAMES
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THE JOUST

Special rules .,

Jousting. The joustis a formalized and
honorable form of combat in which the
opponents charge at each other at full
speed and make a single attack as they
pass each other. Generally, the joust is
nor a lethal contest, though some
serious injuries can oceur. The turn
sequence works differently in this
scenario. Players take their Movement
phases and Combat phases at the same
time. There is no Shooting phase or
Magic phase in this scenario, as these
forms of combat are forbidden in the
joust competition.

At the start of each turn, move the
characters toward the centre of the
jousting board unril they are roughly in
the same position on opposite sides of
the fence. Their Move characteristics are
irrelevant, as the characters run (or
gallop or slither or whatever) toward
one another until they meet in the
centre.

As the opponents pass one another,
each makes a single attack on the other,
regardless of the number of Attacks on
their profiles (or other special abilities
or items that give them extra Attacks). To
determine who strikes first, calculate
each character’s Jousting Score.

To calculate a character’s Jousting Score,
roll 2D6 and add 1o the result the
character’s Weapon Skill, Initiative, and
the appropriate modificrs from the table
you see below.

Mounted on a steed.
On foor with spear.

On steed with spear.

On steed with a lance.
Bretonnian Lord or Paladin.
IFarmed with a great
weapon.

T

Modifiers are cumulative. Thus, a
Bretonnian character with a lance and
mounted on a warhorse would use the
following formula to caleulate his
Jousting Score: WS + 1 + 2D6 + 2 for
mount + 3 for lance + 1 for Bretonnian
Paladin = Jousting Score.

The character with the higher Jousting
Score strikes a single blow first. Rolls 1o
hit, rolls to wound, Armour Saves, and
injury rolls are made per the normal
Skirmish rules. If the lower-scoring
character is Knocked Down or Stunned,
he is unhorsed or knocked off his feet
and may not strike back this turn. If the
lower-scoring character is taken Out of
Action, he immediately loses the
tournament. If the lower-scoring
character is not Knocked Down,
Stunned, or raken Out of Action, he may
strike back with a single attack. Rolls to
hir, rolls to wound, Armour Saves, and
injury rolls are made per the normal
Skirmish rules. In the event of ried
Jousting Scores, attacks are made
simultaneously.

After each pass, as long as neither
character has gone Out of Action, the
characters will line up ar opposire ends
of the jousting track and make another
pass at one another. Characters continue
to make jousting passes at each other
until one character is taken Our of
Action, handing victory to the other.

Part of a larger battle

After the joust, the victorious character
will serve as an inspirational leader for
the army or unit he leads. He adds +1
to his Leadership score for the next
bartle (up to a maximum of 10).

The losing character begins the battle
with -1 Wound because of the damage
he received in the joust. Although the
joust is generally not a lethal contest, a
few too many falls can takes its toll on
even the strongest of characters. If the
characrer only has 1 Wound on his
profile, he starts the battle at -1




Making a tilt
To begin, cut a rectangular piece of bardboard and bevel the edges. Construci a jousting vilt from

rectangular strips of balsa wood. Glue the tilt onto the base with supergiue. Texture the base of the plece
around the tilt with filler. Before it dries, make small overlapping borseshoe shapes with the tip of a
Dobby knife. These shapes telll represent the hoof prints left by the borses of the jousters. Set the plece
aside to dry thoroughly.

} The base

After the Hit bas dried, texture the base by painting on stightly diluted PVA wood glue with a tank brush and
! then sprinkling sand over the glue. When the glue dries, paint over the sand with a 3:1 mixture of water and
{ glue. This extra coat will keep the gronnd cover from caming off when it comes time Jor painting.

|

Painting
Drybrush the base and wood first. Paint an assortment of shields, banners and other odds and ends to
decorate your tilt. It’s easier 1o paint these separately. Painting them on the sprue, then clipping the
decorative pieces ont and gluing them to the it is easfest — touch up where you clipped the pieces from
the sprue after they are glued on. Finally glue patches of statéc grass on with PVA wood glie.




othing is more important (o a

Bretonnian knight than honour

and chiv Throughout the
Bretonnian landscape are sites of
famous bartles in which the pride of
Bretonnian knighthood has excelled and
performed heroic feats on the Fields of
Honour. Sometimes, a local feudal lord
will decree that such fields be left alone
as memorials to those Knights who fell
in battle. No structure, other than the
occasional monument to the fallen, may
he built, and no erops may be planted

THE FIELDS OF HONOUR_

on the fields of honour, Visitors are
expected to move through the area with
a sense of quiet awe and respect.

Campaign Rules

Control of a Field of Honour. Fields of
Honour count as normal plains map
sections. No special rules apply to the
realms that control them.

Battles. Battles fought in a map section
containing a Field of Honour are not
Pitched Battles — use the On the Field of
Honour scenario instead.

Razing and Fortifying. Bretonnian
armies can never Raze or Fortify a Field
of Honour, as they would never
desecrate the memory of the fallen
heroes of their land by salting the earth
or digging earthworks into the fields. If
another army Razes a map section
conraining a Field of Honour, it will no
longer count toward the number of
banners that the realm may field.
However, all battles fought in the map
section will still be foughr according ro
the rule for the On the Field of Honour
scenario instead of those for the Pitched
Bartle scenario.




ON THE FIELD OF HONOUR_

scenario, two forces meet on
Id of Honour o do bartle.

rmies approach the Field of
Honour with various attitudes.
Bretonnians approach the bartlefield
with respect and awe and will fight
fiercely to live up to the heroic examples
set by their ancestors. The Undead
forces of the Vampire Counts look upon
Fields of Honour as sources of raw
materials from which to fashion new
soldiers (o bolster their ranks. Other
forces treat the Field of Honour
differently, from total indifference and
ignorance 1o astute acknowledgement of
the tactical advantages such locations
can give particular enemies.

Armies

Both armies are chosen from the
Warhammer army lists to the preset
banner size of the campaign. This size
may be adjusted by support, Fortification,
or ather special campaign rules.

Battlefield

As the name of this special map section
indicates, the area is a field that is
largely devoid of terrain. Roll D3+3 o
determine the number of picces of
scenery to be placed on the board.
Taking it in turns, each player selects
and then places one picce of terrain on
the hoard. The centre of cach picee of
terrain must be no further than 18" from
a board edge in order to leave the
centre of the board open to represent
the Field of Honour. If both players
agree, a small monument to the fallen (a
terrain piece with a base no larger than
4" x 4"y may be placed in the centre of
the board.

Deployment

Players deploy as per the rules for a
Pirched Battle. See the Warhammer
rulebook, page 199-200.

First Turn

Both players roll a D6. The higher-
scoring player may choose whether 10
go first or second.

Bretonnian armies MUST stop and pray
for the Blessing of the Lady, as they
would never do battle on a Field of
Honour without the approval of the
Lady of the Lake. Thus, enemies of
Bretonnia may always choose 1o go first
or second on the Field of Honour. Tf
both armies are Bretonnian, roll a D6 to
see which army gets first rurn.

Game Length

The scenario lasts six turns,

Special rules

Bretonnian Tenacity. On the Field
of Honour Bretonnian Knights will
try to uphold the heroic example set
by their ancestors and will fight with
almost foolhardy bravery and resolve.
As such, any Breronnian Lord or
Paladin may take the Virtue of
Stoicism at no points cost.

Raise the Bretonnian Fallen.
Vampire Counts armies may rake
advantage of the bodies of the
warriors who fell in battle in years
past on the Field of Honour. Once
per Vampire Count Magic phase, a
spell caster from these forces may
cast the special Raise the Bretonnian
Fallen spell. This spell counts as a
Bound Spell with a power level of 4.

If Raise the Bretonnian Fallen is not
dispelled, the Vampire Counts player
must nominate a point on the

battlefield anywhere within 36" of the
caster. Place a marker (a coin or die

will do) on the spot. Roll a scatter

die. The marker will scatter 2D6" in

the direction indicated (unless a “hit”

is rolled). The corpses of the Bretonnian
fallen will then rise from the spot and
can be controlled by the Vampire Counis
player as normal. Roll a DG and consult
the chart below to determine the type
and number of troops that are raised. Of
course, if there are no Yampire Count
spell casters on the board, this spell
cannot be cast.

A monument made from
round bases, Arcane
Architecture archive
components, balf a
styrofoam ball, a Bretonnian 5
Damsel and a grail from a
Bretonnian Grail Knight.

The Bretonnian Fallen

10 Skeletons armed with
hand weapon and shield
24 Zombies

5 Black Knights

il

Victory conditions

Unless a Bretonnian army is involved in
the battle, calculate Victory Points per
the standard rules on page 198 of the
Warhammer rulebook to determine the
winner. Raiscd Bretonnian Fallen are
considered part of the Vampire Counts
army and can earn and yield Victory
Points as normal.

If a Bretonnian army is involved then
the Victory Conditions change.
Preserving the Field of Honour as a site
of historical and symbolic importance is
far more important to Bretonnian
armies than their own lives. Bretonnian
armies will seck to control the
battlefield regardless of the cost. When
Bretonnian armies fight on the Field of
Honour, the only Victory Points scored
for either side are those for controlling
table quarters. No other Victory Points
are scored. He who controls the field
will win the day.
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The Sacred Lake

Throughout Bretonnia are hundreds of
ponds and lakes where, local legends
have ir, the Lady of the Lake has
appeared to the faithful. While the sheer
number of these stories suggests that
the vast majority of these legends are

Make a l;?e;

Take sprigs of modelling grass and glue them along the banks of your lake. Do the same with your modet
| bullrusbes (see below). Pour resin (available from specialist model sbops) Into the central rim of the lake.

Tittle more than old Wives' rales and
peasant rumour, it has been reliably
established that some of these Sacred
Lakes have indeed been graced with her
presence, These lakes are often the
destination of pilgrims and Knights
Errant who seek the Lady’s Blessing, and
strange, magical occurrences have been
known to occur in arcas proximate to
these lakes.

Campaign Rules

Control of a Sacred Lake. If a map
section containing a Sacred Lake is
neutral (controlled by no player) or is
controlled by a Bretonnian army or one
of its allies, then all Bretonnian armies
automatically receive the Blessing of the
Lady when fighting a bartle in that map
section or map sections adjacent to it
They need not kneel and pray at the
start of battle to receive the blessing, for
the Lady is watching them.

However, if one of Bretonnia's enemies
(ie, any realm not allied to a Bretonnian
realm) controls a map section
containing a Sacred Lake, then no
Bretonnian army may receive the
Blessing of the Lady when fighting a
battle in that map section or map
sections adjacent to it regardless.

Battles, Battles fought in a map section
containing a Sacred Lake are not Pitched
Battles — use the Barule for the Sacred
Lake scenario instead.

Razed. If a map section containing a
Sacred Lake is Razed, it will no longer
count toward the number of banners
that a realm may ficld. However, the
rules for Control of a Sacred Lake still
apply. and all bautles fought in the map
section will still use the Battle for the
Sacred Lake scenario instead of the
Pitched Battle scenario rules.

Be sure that your lake is on an even surface. Tint the resin slightly with a bit of Catachan Green before you

pour it. Before the resin dries, sprinkle paper lily pads (also see below) on top of the resin near the banks.

Grass. Modelling grass (seen above) can be
found at most bobby stores, especially ones that
carry model railway supplies. A bit of tall grass
along the banks looks grear,
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Lily Pads. Paint a piece of paper with varying
shades of green. Once the paint dries, use a hole
punch to cut owt your lily pads and sprinkle
them into your resin,

Bullrusbes. Create bullrusbes from pieces of
fine wire with fine sand or « sausage of putty
glued o the end. 1t's a lot easier to paint the

bullrushes before they're attached.




n this scenario, two forces meet on

the shores of a small lake or pond

thar is considered sacred to the
people of Bretonnia. The Sacred Lake
presents a tactical challenge to bath
generals, as its waters must be
circumnavigated or crossed in order to
bring the enemy to battle. However, if
the legends are true, the lake may also
hold vast and ancient mystical powers
that may have an effect on the armies
taking part in the fight.

Armies

Both armies are chosen from the
appropriate Warhammer Book to the
preset banner size of the campaign. The
size may be adjusted by support,
Fortification, or other special campaign
rules as normal.

Battlefield

‘The centre of the bauleficld is
dominated by a large shallow lake or
pond. A circular water fearure of about
24" in diameter or an irregularly shaped
lake of the same area is about the
perfect size,

The waters of the lake are Difficult
Terrain. The scenery on the rest of the
board should be sparse — a couple of
hills and a wood, is okay — and may be
set up in any mutually agreeable
manner. Models in the Sacred Lake

benefit from Soft Cover from missile fire,

Deployment

Players deploy using the rules for a
Pitched Baule. See the Warhammer
rulebook, page 199-200.

First Turn

Unless a Bretonnian banner is involved
in the battle, both players roll 4 D6. The
higher-scoring player may choose to go
first or second.

If a Bretonnian banner is involved, the
Bretonnian player may choose to go first
ar second if his forces have received the
Blessing of the Lady, even though
Bretonnian forces must ordinarily
forsake this choice in order to pray to
receive the Blessing (see Control of a
Sacred Lake). However, if the
Bretonnian army is not eligible o
receive the Blessing of the Lady because
of the Control of a Sacred Lake rule,
then the Bretonnian player’s opponent
may choose to go first or second. If both
armies happen to be Bretonnian armies,
dice off as normal.

Length of game

‘The scenario lasts six turns,

Special rules

The Sacred Lake. At the start of each
game, roll 2D6 and consult the table
below to determine whether the Lady of
the Lake has chosen to take an interest
in the batde. The result rolled will
remain in effecr for the entire battle.

Victory conditions

Calculare Victory Points as per the
standard rules on page 198 of the
Warhammer rulcbook to determine the
winner. The lake itself acts as if it were a
fifth rable ‘quarter’ that bestows 300
Victory Points 1o the side that controls it
at the end of the game.

26 Dense Fog. A thick fog rises.

F‘ require a range guess may

o7 No Effect.

".:_sﬂ 1 The Waters Are Alive! The
= waters part for Bretonnian

from the waters of the lake
and seems o concentrate in
key areas of the baulefield.
All ranges for shooting and
spells are halved for all
armies, except Bretonnian
armies and armies allied
with Bretonnian realms.
Players whose armies are
affected by Dense Fog who
are using war machines that

guess up to half the
maximum normal distance.

maodels and models allied
with a Bretonnian realm;
For this game, these models:
may move through the
Sacred Lake at no penalty.

Healing Waters. Any
Bretonnian character or any. |
character who is allied with
a Bretonnian realm will

completely be healed once
(i, his full complement of
Wounds will be restored) il
he touches the waters of
Sacred 7!.3]%%.h

reflections in tbe Sacred Lake below:
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THE WARPSTONE PIT
Rtk

Tbe Skaven strike out from the darkness of their foul pit.

Warpstone Pit
A large Skaven settlement known as the
Black Chasm is located in the south-east
of Bretonnia. Underground tunnels and
caverns connect the Black Chasm to
dozens of secret exits throughout the
land. Some of the more established of
these exits have become small Skaven
strongholds known as Warpstone Pits.
Skaven raids are frequent in the
surrounding countryside, and only the
most daring Knights Errant enter these
areas to fight the evil forces within and
arn their spurs.
>

Campaign Rules

Control of a Warpstone Pit. A map
section containing a Warpstone Pit can
be controlled as normal. However, for
all realms, other than Skaven, the map
section always counts as Razed and thus
does not contribute to the number of
banners a non-Skaven realm may field.
The area is so tainted with Chaos energy,
disease, and warpstonc that it cannot be
Recovered during the course of the
campaign. Skaven, however, find the
arca completely hospitable. As such,
they may count the map section as three
map sections for purposes of how many
banners their realm can control. In
addition, when the Skaven control this
map section, they may always count it as
Fortified for battles taking place therein.
Additional Fortification has no effect.

Battles. Battles fought in a map section
containing @ Warpstone Pit are not
Pitched Bartles — use the Batle in the
Warpstone Pit scenario instead.

Razed. Map sections containing
Warpstone Pits always count as being
Razed and may never be Recovered.
Warpstone Pits may always be used as a
potential exit point for Skaven banners
that are Moving Underground (a D6 roll
is still required to exit successfully).




' Makmg a pnt ;.The base

Begin this piece, fike most scenery
prrywm with a base made from

Texture the base by gluing down large
rocks with PVA wood glue first, then paint

|\ cor it evers coert of gl cver: the base
rain structure out of foam and fill the ‘ before sprinkling sand and small rocks.

Wipe away any sand and glue that gets
in places you don't want it (like on the
tops of the large rocks). Apply a second
coaf of a very thin mixture of ghee and
water to belp solidify everything in place
and keep sand from being knocked off
during painting.

waps with either filler or PVA wood gle.
Sand the bill after it bas dried to smooth
U between the base and the bill.

Details

' Add derail like Skaven shields, weapons,

and otber debris. Paint them separately

rhen glue them Into place. Glue on static

grass by painting on parches of glue and

pusbing clumps of static grass into the

glue. Note that the opening for this

! example is designed for small skirmishing
units like Guiter Runners. Feel [ree to

| make your pit as large as you like, maybe
even big enough 1o accommodate the size

! of entire regiments like the example

shoun below:

| The pits!

You can create a large pit like the one shown
| ar right by carving pleces of foam into shape
| with a bobby kuife. Add texture by gliing

patches of sand to the base. Be sure to paint

the foam surfaces by hand, because most
spray paints will dissolve the foam. After the

Vinitial drybrushing is finisbed, paint up and
add dotails like the bones, skeleions, and
vermin shown above. 1o finish everything
off, glue down two colours of static grass in

| sporadic patches over the entire surface (o
make it look natural.

| Painting

! Spray the piece with Chaos Black sprecy.

| Prybrush the entire surface with Bestial
Brown followed by a lighter drybrush of

| Bubonic Brown. Add increasing amounts of

Bleached Bone to Bubonic Brown for each

successive bighlight. Finisk the basic

painting with a very light and selective

drybrush of Bleached Bone. This final

drybrush should skim only the bighest

points of the raised areas lo create more

contrast and definition.

e, g
o
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or this baule, two armies meet in

a mountainous region that

contains one of the exits from the
aven's under-empire in Bretonnia,
The battlefield is more perilous than
most. Steep cliffs punciuate the
landscape, and roving bands of Skaven
are a constant threat. Only the most
determined commander will lead his
forces into such an area, Taking control
of the rainted landscape will do little to
expand his army’s realm, and the
denizens of the Warpstone Pit can be as
dangerous as the enemy.

Armies

Both armies are chosen from the
Warhammer army lists to the preset
banner size of the campaign. This size
may be adjusted by support or other
special campaign rules. Skaven armies
who conrrol the map section may always
take advantage of the Fortification
bonus, regardless of other factors,

Battlefield

At least half of the battlefield should be
covered with hills to represent the
mountainous terrain. Several scenery
picces should represent Impassable
Terrain, like very steep hills, and huge
rock piles.

At the exact centre point of the rable,
place a piece of terrain representing the
exit from the Skaven under-empire. A
place from where the vile rarmen spread
their woes upon the world.
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Deployment

Players deploy as per the rules for a
Pitched Baule. See the Warhammer
rulebook, pages 199-200.

First turn

Unless the bartle involves a Skaven army,
both players roll a D6. The higher-scoring
player may choose to go first or second,

Skaven players may always choose
whether to go first or sccond. If both
armies are Skaven, roll a dice as normal

Game length

The scenario lasts six turns.

Special rules

Exit from the Under-Empire. At the
start of each player turn, roll a D6. On a
result of 1, creatures emerge from the
exit in the center of the board. Roll 2 D6
and consult the table below to see what
evil has come into the light.

TR |

' Creatures from the pit |

12 A unit of 20 Clanrat Slaves
34 A unitof 20 Clanrats
5 A unit of 10 Night Runners

6 A Chaos Spawn with no
Mark of Chaos

BATTLE IN THE WARPSTONE PIT

The unir enters the board as though it is
returning after pursuing a unit off the
board (sce page 76 of the Warhammer
rulebook)

All of these models, save the Chaos
Spawn, may be controlled by a Skaven
player as normal. Roll a dice for each
unit that emerges if both armies are
Skaven armies. If the battle does not
involve a Skaven army, these units will
move after both players’ have had their
turns. If the units are not controlled by a
player, they will move their full
movement distance directly toward the
closest unit and will charge any unit
within range. The Chaos Spawn cannot
be controlled by any player and will
move its full random movement distance
directly toward the closest unit and will
engage in combat if in range.

Victory conditions

Caleulate Victory Points as stated in the
standard rules on page 198 of the
Warhammer rulebook ro determine the
winner. Models that emerged from the
Exit from the Under-Empire bestow no
Victory Points to the side that destroyed
them or caused them o Flee. However,
troops destroyed or forced to Flee by
Under-Empire models bestow Victory
Points to the enemy as normal.




THE GRAIL CHAPEL o

equip more soldiers, and the magic Battles. Battles fought in a map secrion
items can be distributed to the realm’s containing a Grail Chapel are not
officers and heroes. As such, each Pitched Bartles — use the Capture the
banner in the realm is 50 points larger Grail Chapel scenario instead.
than the standard campaign banner size
as long as it controls a map section Razed. If a map scction containing a
containing a Grail Chapel. Grail Chapel is Razed, it will no longer
count toward the number of banners
Honourable Bretonnian realms will that a realm may ficld, and the Grail
never stoop to plundering the artefacts Chapel will be destroyed. Thereafter,
and treasures contained in their sacred even if the map section has Recovered,
Grail Chapels dotted about the Tand. none of the special rules will apply
Instead they may select a single relic, again. From then on Pitched Battles are
represented by a magic item from the fought there instead of the Capture the
Bretonnian list, cach time they control a Grail Chapel scenario, and the map
map section containing a Grail Chapel section is treated like a regular plains
and are defending it from attack. map section.

hroughout the countryside of
Bretonnia there are chapels
dedicated to the Grail and the

Lady of the Lake. Most Grail Chapels
were founded by Grail Knights in places
where they first saw a vision of the Lady
of the Lake or where a magic weapon
was discovered. Later generations of
Grail Knights often choose to live in old
chapels, but new ones are still founded
from time to time. Grail Chapels become
the resting places for the bones of Grail
Knights who have died and for their
magic weapons. Knights Errant swear on
the relics kept in the chapels, and in
times of peril, its weapons may be taken
up and used in delence of the realm.

Campaign Rules

Control of a Grail Chapel. Any realm,
save a Bretonnian one, that controls a
map section containing a Grail Chapel
may plunder the wealth conrained
therein to bolster its forces. The gold
and treasures can be used to hire and

overwhelming numbers.
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Converting a Hermit Knight.>

A Knighit.o
+ Legs [Iqm.! Hile:
* A sword from a Grail Knight Hero
= Components from rhe Bretonnian

ossbowman

ppedhall a plastic
Bretonnian Knight head
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JAPTURE THE GRAIL CHAPEL

Overview

In this scenario, two armies converge on
the site of an ancient Grail Chapel that
contains a huge reliquary full of treasure
and magical artifacts. The army that
captures the chapel will have access Lo
this wealth. Bretonnian forces will strive
to keep their artifacts out of the hands
of Bretonnia's enemies. The invaders
must also contend with the Hermit
Knight, a lone warrior who will defend
the chapel to the bitter end.

Armies

Both armies are chosen from the
Warhammer army lists to the preser
banner size of the campaign. This size
may be adjusted by support,
Fortification, or other campaign rules.

Battlefield

Set up a terrain piece in the exact centre
of the board to represent the Grail
Chapel. The rest of the terrain can be set
up in any mutually agreeable manner.

Deployment

Players deploy as per the rules for the
Caprure scenario, See the Warhammer
rulcbook, page 207-208.

Who goes first?

Unless a Bretonnian banner is involved
in the battle, both players roll a D6, The
highest-scoring player may choose to go
first or second.

If a Bretonnian banner is involved, the
Bretonnians MUST kneel and pray for
the Blessing of the Lady. Thus, the
Bretonnian player's opponent may
choose to go first or second.

Game Length

The game lasts for a random length. At
the end of the fourth turn, roll a D6. On
a 2 or morc, play a fifth turn. At the end

of the fifth turn, roll another D6. On a 3
or more, play a sixth turn, and so on.
However, a rall of 6 on the die always
indicates that another turn should be
played no marter.

Special rules

Defend the Chapel. Bretonnians are
dedicared to preserving the sanctity of
the Grail Chapel and protecting the
artifacts contained therein at all costs.
Any Bretonnian Lord, Paladin, or
Knightly unit within 6" of the Grail
Chapel is Stubborn.

In addition ro defending the chapel,
which is sacred to the peaple of
Bretonnia, a Bretonnian banner that
controls the map section containing the
Grail Chapel will take one relic from the
Grail Chapel in order to defend it. This
means that the Bretonnian force may
take any one magic item from the
Bretonnian magic item list for frec as
described in the Control of a Grail
Chapel section.

Hermit Knight. As soon as any unit
moves within 12" of the Grail Chapel, an
old Hermit Knight emerges from the
chapel and stands in its doorway. This
Knight has chosen to live out his few
remaining days defending the Grail
Chapel. He is an individual character
with the profile below.

Victory conditions

The army with a unit closest to the Grail
Chapel at the end of the battle wins.
Fleeing units, monsters, and characters
(including the Hermit Knight) cannot
capture the objective. If both players
have units equidistant from the Grail
Chapel, one player wins if his unit has
more than twice the Unit Strength of the
enemy unit closest to the chapel.
Otherwise, the game ends in a draw.

M WS BS
Hermit Knight 4

Special Rules

Equipment: Hand Weapon, Heavy Armour, Shicld,

F The Hermit Knight has the Grail Vow, the Virtue of the Penitent, and the Virtue

* of Empathy.

| If a Bretonnian army is involved in the battle, the Bretonnian player may
control the Hermit Knight as he wishes. (If two Bretonnian armies are

i invalved, dice off to see which side controls the Hermit Knight.) Otherwise,
the Grail Knight remains beside the Grail Chapel to defend it and will charge
any unit that comes within 8" of the chapel.




rMakmg a Grail Chapel r
This Is quite a complicated model, recommended for experienced

| terrain builders only. We made the base for the sbrine rooftop
Srom eight 2" pieces cut from the parapet of plastic fortress well

| sections. We then attached these to an octagon with 2 sides made

[fram plasti-card, We made a template for the roof sections -

basically an isoceles triangle with a 2° base. After we bad eight
| idenctical prieces, we glued them together, and covered the gaps
with piping made of plastic rod.

e

| The walls

! The walls are also made from the plastic fortress. Tivo sides are
tower walls with doors cut o just below the door. The back is a

plain wall, and the front a section cut from the castle gate wall.

All have bad thelr parapets removed, and you can use these to
niake part of the roof base. We glued bardboard around the doors
to create a recess, then attached foamboard covered with stone-

| textured plastic sheeting inside the doorway and aleoves. We then
put the fortress door into place inside the recessed doorway.

-
Assembly
We then stuck the piece together, basing the chapel on a bill

| making sure it was big enough 1o reach up to the bottom of the
alcoves we'd created.

Detailing

We added plenty of details to the shrine. The voof we capped with
a plastic cone (we pinched one from the classic Talisman board
gamel) and then topped that with a Gratl taken from a Grail
Knight's belmet. The trim is strips of balsa wood, while the
statues are archive monk models, For the gargoyles we used the
chimney cap from the Empire Steam Tank, and the angels from
the Sisters of Baitle 40,000 range, shields
and Mordbeim building accessories finished the building off We

1 then textured the base using the same technigues described

earlier in the article and sprayed it with Chaos Black.
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he following army-specific rules apply to this campaign only. Unless stated otherwise
in the rules below, the army-specific rules for the Valley Grismerie campaign do not
supersede the army-specific rules listed in Chapter 2 of The General’s Compendium

but apply in addition to them.

st

Bretonnian realms may

[ - | notally with Dogs of
Bl War realms. Although
circumstances may foree the
Bretonnians into such distasteful treatics
in faraway lands like the Border Princes,
in their home territory, Bretonnians
simply refuse (o associate with
mercenary scum.

In addition, because of their familiarity
with the landscape and trade routes,
Bretonnian armies always win Don't
Pass in the Night rolls when moving
from or to a road map section, even
against High Elf and Empire banners.

“Dogs of War-

| Mercenary armies do
1 not fare too well in a
é_"m;ﬁ‘tl land where selfless
chivalry and honour are highly
esteemed. Soldicrs of fortune who fight
for the highest bidder are frowned upon
by the valley's residents as a result.
Because of this, the usual army-specific
rule whereby Dogs of War armics can
add an additional 100 points to their
banner size is suspended for this
campaign. In addition, Dogs of War
realms can not ally with Bretonnian
realms while fighting in this campaign.
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Fempie -

" The armies of the

- || Empire arc more than a
e littde familiar with the
trade routes that cross the mountains to
and from Bretonnlia, and many Empire
soldiers have served as escorts. Because
of their familiarity with these roads,
Empire armies always win Don’t Pass in
the Night rolls when moving from or (o
2 road map section. However, Empire
banners are not as familiar with the
trade routes as Bretonnian troops, nor
are Empire banners as skilled at rapid
deployment as High EIf banners. Thus,
this special rule does not apply against
High Elf and Bretonnian banners.

S T

In ancient times, the
| High Elves lived in the
s Old World and built
many structures in the land now known
as Bretonnia. In fact, many Bretonnian
castles are built upon former Elven
structures. High Elven banners can take
advantage of their ancient knowledge of
the land. Thus, when defending a
Fortified map section, High Elven
banners add 250 points of additional
troops (instead of the normal 200 points
bonus) and may make an additional roll
on the Defended Obstacles table.

Ores and Goblins

| The mountainous arcas

of this region of
Bretonnia, particularly
those of the dangerous Massif Orcal, are
rife with marauding greenskin tribes
who are spoiling for a scrap. When
fighting in the mountains, generals best
beware, for these regions are often
home to large Ore camps and the lairs of
all kinds of Goblins.

Orc & Goblin banners in the campaign
may add 100 points to their banner size
when fighting in mountainous map
sections to represent the local tribes
joining in the fray.

Wiood Eives

‘The Porests of Loren
and the realm of the
= 2 Wood Elves lie close 1o

the area in which this campaign is set
Because of this, the Wood Elves are
highly fami ith the local terrain. In
Pitched Battles in the campaign, Wood
Elves may set up two extra picces of
woodland scenery (instead of their usual
additional one piece). However, in the
special scenarios of this campaign
(except The Joust), the Wood Elves may
set up only one extra piece of woodland
scenery as they normally do.




neralor lable on page 222 of the Warhammer rulebook hur make the folluwlng
anges to this table for the map scetions listed below:

stead with a Hill.

a Wood.

ts. Replace results of Marsh, Field Boundaries, Peasant Farmstead and Village

ank/Bridge/Sacred Lake. Replace results of Field Boundaries and Peasant
nstead with River or Stream. Subsequent rolls of this result indicate that there

n on) these counters were !

Between Turns 12 and 13, a special Turn
is played. This turn is not a standard
campaign turn, but additional to the
normal Turn sequence.

All campaign participants will fight in a
mega-battle called the Grail Quest. This
game requires a neutral Games Master
to run the scenario. The task forces
involved in the Grail Quest are formed
specially from surplus troops in the
realm, so the Grail Quest in no way
affects the positions of banners on the
map or the control of any map sections.

Part of an ongoing campaign
Rumours of Grail sightings have
captured the attention of all the realms’
leaders, who organize special task forces
to seek out and perhaps capture the
Grail. Capturing the Grail will bring
about an enormous shift in power at this
point in the campaign. Although the
Grail appears only for fleeting moments
after acts of heroism and the like,
possessing the Grail for even a short
time is inspirational to good armies,
while evil armies whe control the Grail
can attempt to work foul rituals in order
to desecrate it. To reflect the good
fortune of capturing the Grail, all
banners in the winning alliance increase
in size by 100 points for the remainder
of the campaign.

The army that ends the scenario with
the Grail will take one of the following
three actions with it. The Knights of a
Bretonnian army will drink from the
Grail, and therefore, Grail Knights will
become more common throughout the
realm. For the remainder of the
campaign armies from the Bretonnian
realm that possessed the Grail at the
end of the scenario may take Grail

i our thin tabes of
uiel letting theqm

Knights as Special choices and/or as Rare
choices and no longer treat Grail
Knights as a 0-1 choice (ic, the
Bretonnian player may take more than
one unit of Grail Knights).

Orher good armies that possess the Grail
at the end of the scenario may artempt
to harness the power of the Grail for
their own purposes. To do so, the
controlling player rolls a D6. On a result
of 4+, all of the Wizards in the realm
will generate 1 extra Power Die in the
remaining battles of the campaign.
Dwarf armies who claim the power of
the Grail generate 5 Dispel Dice per
turn instead of the usual 4. On a dice
result of 3 or less, the Grail will
disappear and is reclaimed by the Lady
of the Lake. The good army gains no
additional advantages.

Evil armics will att¢mpt to corrupt the
Grail by desecrating it with warpstone,
Squig guts, or other wicked magics or
practices. The evil player rolls a D6, On
a result of 1-3, the Lady of the Lake
reclaims the Grail, and the chalice
vanishes moments before the defilement
was to take place. On a 4-6, the evil
artempt succeeds, and the power of the
Lady is sadly weakened. No Bretonnian
force will receive the Blessing of the
Lady for the remainder of the campaign.

¢ (nclucdes a sword from the
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eports of Grail sightings have

drawn task forces from all the

realms involved in the campaign
10 2 mountainous region near the Massil
Orcal. No banners are moved, however,
as the task forces are made up of
surplus troops, and this scenario is
played outside of the normal sequence

"% of campaign turns. The mountains are

‘home to scveral large monsters, each of
which protects a large treasure hoard in
its lair. One of these treasure troves
contains the Grail. The armies involved
must march forth, slay the monsters,
and capture the Grail.

Armies

‘The armies are divided into two
alliances of equal points size, though
cach alliance may be composed of
different numbers of armies, One
alliance will be composed of all the
‘good’ armies (ic, Bretonnians, Dwarfs,
Empire, High EIf, Lizardmen, and Wood
Elves), and the other will be composcd
of all the ‘evil' armies (ic, Beasts of
Chaos, Chaos Dwarfs, Dark Elves,
Hordes of Chaos, Ores & Goblins,
Skaven, Tomb Kings, and Vampire
Counts). Dogs of War armies will
generally be allicd with the good side,
but if they consist of a lot of Hobgoblins
and the like, they may be placed on the
evil side instead,

To determine the size of each alliance,
multiply the number of campaign
participants by 1,000. Thus, in a
campaign with eight players, cach
alliance would toral 8,000 points. The
armies in each alliance will be of equal
size. Thus, in the above example, if
three evil armies were to face off against
five good armies, the evil armies would
have 2,667 points each, whereas the
good armies would have 1,600 points
each. This keeps things fair.

All armies are chosen from the
Warhammer army lists to the
appropriate size.

Battlefield

The battlefield should be at least 4
wide, The table should be art least 3'
long for each army in the more
numerous alliance. Thus, in our
example in which three evil armies were
battling five good armies, the table
would have to be at least 15" long. Push
several tables rogether if you need to
add length.

The neutral Games Master sets up the
board, which should be hilly to
represent the mountainous terrain. The

-
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GM should also place:a number of
monsters on the board equal to half the
number of players invalved in the batle
(rounding down). The monsters should
be spread across the hoard as equally as
possible. Next to cach monster, the GM
places a marker or special small terrain
piece to represent each monster’s
treasure hoard. The GM may select the
monsters from available ligures but
should try to select powerful monsters
that will be challenging for the troops to
destroy (eg, Dragons, Giants, Hydras,
Hippogriffs, and the like). Before sides
are selected and deployment begins, the
GM must nominate one of the monsters
to be the guardian of the Grail and
secretly write down his choice.

Deployment

Players deploy per the rules for a Multi-
Player Pitched Battle. See The General's
Compendium, page 115.

Who goes first?

Both alliances roll a D6. The alliance
that finished its deployment first (not
including Scouts and other troops with
special deployment rules) may add +1
to its die roll. The alliance that scores
higher may choose whether to go first or
second. Once the game begins, each
alliance fights as one army with its own
Command Structure. If a Bretonnian
army is involved in the batle and wishes
10 kneel and pray for the Blessing of the
Lady and the other good players concur,
the evil alliance may choose to go first
or second.

Length of game

‘The scenario lasts six turns. If no one
controls the Grail at the end of the sixth
turn, then the game ends in a draw, and
no campaign bonuses for winning the
bartle or controlling the Grail are
awarded

Special rules

Command Structure. Each alliance is
led by a Marshal. Sce page 112-113 of
The General's Compendium.

Enmity. This scenario
uses a variant of the
allies rules found in
The General's

Compendium. The normal rules for
Alliances are waived for this scenario,
and sides are formed as stated in the
Armies section above. However, some
armies may still suffer from Enmity (see
page 113 of The General's
Compendium). Any allied pair of armies
that cross-references as ‘'m’ or ‘'n’ on the
table on page 109 of The General's
Compendium will suffer from Enmity.

Monsters, Treasure Hoards, and the
Grail. Each turn, the monsters act in
between the player turns. Thus, if the
evil alliance took the first turn, the mrm
sequence would be: evil, monsters,
good, evil, monsters, good, and so on. A
monster will do nothing until troops
approach within its charge range, at
which point it will charge on its turn. If
more than ane unit is within a
monster’s charge range at the start of
the monsters’ turn, the GM should dice
off to sce which unit it will charge. The
monster will always use any Breath
Weapon if there are troops in range and
it is not engaged in combat. If the
monster destroys its opponent or forces
it to flee, the monster will never pursue
and will return to protect its hoard in its
next Movement phase.

1f a2 unit or model makes contact with a
treasure hoard when the monster is not
adjacent to it (either because it is slain
or because it is away fighting another
enemy), then the GM should reveal
whether the hoard contains the Grail or
not. Any unit or model may then
retrieve the Grail and must defend it as
best it can until the end of the game.
Enemy forces may capture the Grail
as they would a unit standard. The
Grail may not be rransferred from
one friendly unit to another.

Victory conditions
The alliance that has the Grail
at the end of the pame is the
winner. If neither side
controls the Grail then the
battle is a draw.
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VIQTORY CONDITIONS

he Valley Grismerie campaign

lasts 20 turns, regardless of the

number of players. At the end of
play he who controls the Valley
Grismerie will be able to control much
of the traffic between Bretonnia and the
Empire.

At the end of Turn 20, count up the
number of map sections controlled by
each player. Spe map sections,
except Warpstone Pits, count as five map
sections, Warpstone Pits count as zero
map scetions for most realms and as
three map sections for Skaven realms.
All roads and riverbanks count as two
map scctions, as these thoroughfares are
of massive tactical significance. Razed
sections don't count (except Warpstone
Pits, which Skaven may count, as
described above). The player with the
highesr total is the winner.

If the winner controls 50 or more map
sections, he has absolute control of the
Valley Grismerie and can thus dictate
who may travel through the arca.

If the winner controls 35-49 map
sections, his control of the region is
strong but not complete. Although he
will be able to restrict the movement of
his enemies through the area, a few
determined commanders will be able o
punch through and make their way
through Axe Bite Pass.

If the winner controls 34 or fewer map
sections, his control over the region is
tentative. Although he and his allies will
be able to move [reely through Axe Bite
Pass, many of his enemies will be able to
do so as well. The winner of the
campaign will have an edge in the
region of the Valley Grismerie, but not
absolute control.

If there is a tie for first, regardless of
how many map sections the first place
finishers have in their realms, control of
the Valley Grismerie is still under
dispute, and armies are given orders Lo
march. The fate of the valley will be
decided once and for all upon the field
of battle. The two first place finishers
play a Tiebreaker Battle to determine
the overall winner.

Tiebreaker Battle. Count up the
number of map sections controlled by
cach of the first place players, but this
time, count all map sections (including
special sections and Roads) as one
section only. (Razed map sections still
don't count, except for Skaven realms
that control Warpstone Pits, which
count as one map section for the
ratmen in this count.)

o,

The player with the higher total may
choose the map section in which the
bartle will be fought (if this total is ted
as well, dice off 1o determine who
chooses), He may choose to defend one
of his own map sections or to attack one
of the map sections controlled by the
other first place finisher. Bath players
nominate one of their banners to fight
the bautle. Place these banners in the
nominated map section (though a
banner may take advantage of any pre-
existing Fortifications if it is not forced
to move). A bartle is fought in the map
scction as normal, with all the applicable
penalties and bonuscs (cg, Fortification,
support, army-specific rules, and special
map section rules), Most often the battle
will be a Pitched Battle but could be a
particular scenario if the battle is being
fought in a special map section. The
winner of this ticbreaker battle is the
winner of the campaign, and the new
master of the Valley Grismerie.
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\The Legend of the..

" 1Bhite Dwarf
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AMAZAL
OKUE! MATAK
ANRZAL OKUE!




T ey N R e
IN THE HALLS OF KHAZAD OKUL, HE
| FOUND WHAT HE WAS LOOKING FOR

THIS WAY!
WE CAN HOLD
THEM OFF IN

HERE.

HANNIMAR!
BEHING YOU!




BRACE
THE DOORS, USE
STONE, BROKEN TIMBERS.
ANYTHING YOU
CAN FIND!

THE BEST
WE CAN DO. AND IT STILL
WON'T TAKE THEM LONG TO
GNAW THEIR|$AV THROUGH A

> e OTHER WAY
- nn = & OUT OF HERE

FINE WORK, EITHER.

OLD ONE, ALL YOU'VE
DONE |15 DELAY THE HOUR OF
OUR DOOM FOR A SHORT
WHILE LONGER.
LORD
GOTTERSIN HIRED ME
TO FIND THE PATH INTO THESE
HALLS. HE PAID NO HEED WHEN |
WARNED HIM WHAT HE MIGHT
FIND HERE.

AND
WHERE HAVE YOU
LED US7 AN OLD SHRINE
CHAMBER, IT LOOKS
LIKE,

WELL, IF
WE MUST DIE, AT
LEAST THE SPIRIT OF
THIS FORGOTTEN DWARFLORD
WILL KNOW THAT WE
DIED FIGHTING.




HAVE DWARF
MEMORIES FORGOTTEN 50
MUCH? SHOW 50ME RESFPECT,
YOUNGBEARDS. THIS IS NO MERE
ANCESTOR SHRINE.

YOU LOOK
UPON THE FACE OF
CREHEL/NEAL WHO 15
REMEMBERED IN THE LEGENDS
OF OUR RACE AS THE
WHITE CVHARE,

IO LT e WATCH YOUR

TONGUE, OLD ONE. | AM NO
YOUNGBEARD, AND IN THE HALLS
OF MY CLAN, WE STILL REMEMBER
THE LEGENDS OF THE
WHITE DWARF.

drﬂ'tveh THE ELF »‘-J

3 éj*dm INDA

" PHOENIX KING soweo TD;J;;?E

CSEERING HIS COUN. (OBE Tip
WHEN 'vs.fsmo %ﬂé ST 1;085;4

et

R A
"~ BACK THE TTLE
’A OF | aL.chrrA - FIL TEN ASURE
| CHESTS WITH THE‘HE’Ao,s oF c-;hosl | CHIEFTAINS.
| ANDTSENT THEIR FOLLOWERS 7

FLEEING BACK INTO
An!b WASTES; i TO! 'mwx AGANLY 5







‘ALl THE DWARFLORDS
GATHERED IN A GREAT
FEAST TO HONOUR
GROMBRINDAL'S VICTORY.
IT IS FROM THIS FEAST
THAT WE, THEIR DISTANT
KINSMEN, LEARNED THE
NOBLE ART OF KULGUR, OF
COOKING TROLL-MEAT, WHICH
WE STILL DO TC THIS PAY, IN
HONOUR OF KING SNORRI
WHITEBEARD.

AYE, IN MY
CLAN'S RONGHOLD, WE
TOO TELL TALES OF GROMBRINDAL,
ALTHOUGH IN THE STORIES | HEARD
AS A YOUNGBEARD, HE WAS NOT







TRAVELS IN DISGUISE,
FTEN TAKING THE FORM
F AN OLD PROSPECTOR
HO JOINS PARTIES OF
W ARFS TRAVELLING

THE MOUNTAIN

I'VE BEEN
TOLD HE'S THE MORTAL
FORM OF THE WAR GOD GR/HNMR
WALKING THE WORLD IN DISGUISE,
THERE ARE OTHER STORIES,

HA, IVE
HEARD THAT
STORY TOO, AND

NBBEARDS, WHO'S
§ THAT HE HAD - 5&2«1 GROMB INBA
| WITH HIS"SWN il

i ».J A 5

NS Wi A
PLT] OBl WHILE_\,QN"Q}‘M T
| MINING EXPEDITIONINTG THE!

i TUNNELS  OF KARAK UNGOR, AN
i OF How: - GROMBRINDAL GAME TO,
| THEIR nsscus

» \\‘\1‘1'|r”
”“ﬂ}‘]l' :







SOMETHING'S THEY'RE

HAPFPENING OUTSIDE
THE DOORS! WHAT'S St
THAT SOUND?

% ARE OTHER TALES,
b TOO..

THE POORS
AND 5TAND
READY!




GROMBRINDAL, WAIT!
WE OWE YOU A LA~
LEST,

you
OWE ME NMETHING, MY TASK
YOUNGBEARD. HERE 15 DONE.
LEAVE THIS PLACE. THERE
15 NOTHING LEFT HERE NOW
FOR OUR KIND BUT
CEATH,

THE
LONGBEARD...
HE'S GONE!

HANNIMAR,
LOOK!
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In this exciting
saga of betrayal
and grudge-
making, we at
last discover
who the famed
" Grombrindal
truly is...

Gav Thorpe

The twisted, baying creatures came on in a
great mass, howling and screaming at the
darkening sky. Somc shambled forwards on
all fours like dogs and bears, others ran
upright with long, loping strides. Each was
an unholy hybrid of man and beast, some
with canine faces and human bodics, others
with the hindquarters of a goat or cat.
Bird faced creatures with bat-like wings
sprouting from their backs swept forward
in swooping leaps. alongside gigantic
monstrosities made of flailing limbs and
screeching faces. As the sun glittered off
the peaks of the mountains around them,
the host of Elves and Dwarfs stood
watching grimly as this fresh wave of
warped horrors swept down the valley
towards them. For five long days they had
stood against the horde pouring from the
north. The sky seethed with magical energy
above them. pulsing with unnatural vigour.
Storm clouds tinged with bluc and purple
solled in the air above the dark host.

At the head of the Dwarf army stood
the High King. Snorri Whitcbeard His
beard was stained with dirt and blood and
he held his glimmering rune axe heavily in
his hand. Around him his guards picked vp
their shields, axes and hammers and closed
around the king, preparing 1o face the fresh
onslaught. Tt was the Dwarl standing to
Snorri's left. Godri Stonchewer. who broke
the grim silence.

"Deo you think therell be many more of
them? he asked, hefting his hammer in his
right hand. ‘Only. I haven't had 2 beer in
three days.”

Snorri chuckled and looked across
towards Godri,

“Where did you find beer three days
ago?” the High King said. "T haven't had a
drop since the first day!”

'%7:]]." replied Godri. avoiding the
King's gaze. "There may have been a barrel
or two that were missed out when we were
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doling out the rations.”

“Godril” snapped Snorri, genuinely angry.
“There's good fighters back there with
bload in their mouths that have had to put
vp with that elf-spit for three days. and
you had your own beer? If I survive this
we'll be giv:'g words!”

Godri didn't reply but shuffled his fect
in chagrin and kept his gaze firmly on the
ground.

“Head's up!” someone called from further
down the line, and Snorri turned to sce
dark shapes in the sky above, four of them
barely visible amongst the clouds. Onc
detached itsclfl from the group and spiralled
downwards.

As it came closer the shape was revealed
to be a Dragon, its large white scales
glinting in the magical storm. Perched ar
the basc of its long, serpeatine neck was a
figure swathed in a light bluc cloak, his
silvered armour shining through the
{lapping folds. His facc was hidden behind
a tall helm decorated with two golden
wings that arched into the air.

The Dragon landed 2 short way in front
of Snorri and folded its wings. The figure
leapt gracefully 1o the ground from his
saddle, tall and lean, and strode towards
Snorri, the long cloak [lowing just above
the muddy ground. As he approached. he
removed his helm revealing a slender face
and wide, bright cycs, His skin was fair
and dark hair fell loosely on his shoulders.

"Made it back then?” said Snorri as the
Eli stopped in front of him.

“Of course.” the EIf replied with a
distasteful look. "Were you expecting me to
perish?”

“Hey now. Malekith. don't take so!” said
Snorri with 2 growl. "It was 2 simple
greeting.”

The Elven prince did not reply. Turning.
he surveyed the oncoming horde. As he
spoke, his gaze still fixed to the north.

“This is the fast of them,” said
Malckith. “Well, the last for many. many
Jeagues, When they are all destroyed we
shall turn westwards to the hordes that
thresten the citics of my people”

“That was the deal. yes." said Snorri,
pulling off his helmet and dragging a hand
through his knotted, sweat-soaked hair.
“We sworc oaths. remember?”

Malekith turned and looked at Snorri.

“Yes. oaths,” the Elven prince said,
looking over his shoulder at Snorri. “Your
word is your bond. that is how it is with

you Dwarfs, is it not?”

“As it should be with all civilised folk.”
sud Snorri, amming his helmet back on.
“You've kept your word, well keep ouss.”

The EIf nodded and walked away, With
a graceful leap he jumped into the
Dragon’s saddle and 1 moment later. amidst
the thunderous flapping of wings, the beast
soared into the air and was soon lost
against the clouds”

“They're a funny folk. these Elves,”
remarked Codrii “Speak odd, 100.”

"They're a strange breed, right cnough.”
agreed the Dwarfl King. “Living with
Dragons, can't take their ale, and I'm sure
they spend too much time in the sun.
Still. anyone who can swing a sword and
will stand beside me is friend enough in
these dark times”

“Right enough,” ssid Godri with 2 nod.

The Dwarf throng was silent as the
beasts of Chaos approached, and above the
baying and howling of the twisted
monsters. the clear trumpet calls of the
Elves could be heard. marshalling their linc.

The unnatural tide of mutated flesh was
now only some 500 yards away and Snorri
could smell their disgusting stench on the
wind. In the dim light. a storm of white-
shafted arrows lifted into the air from the
Elves and then fell down amongst the
horde punching. through furred hide and
leathery skin. Another volley followed
swiftly after, then another and another. The
ground of the valley was littered with the
dead and the dying, dozens of arrow-
picrced corpses strewn across the slope in
front of Snorri and his army. Still the
beasts rushed on. heedless of their
casualties, and they were now anly 200
yards away, Three arrows burning with blue
firc arced high into the air.

“Right, that's us,” said Snorri. He gave a
nod to Thundir to his right and the Dwarf
lifted his curling horn to his lips and blew
a long blast that resounded off the valley
walls.

The noise gradually increascd as the
Dwarfs marched forwards. the echoes of
the horn call and roaring of the Chaos
beasts now drowned out by the tramp of
iron-shod fect, the clinking of chainmail
and the thump of axes on shields.

Like 2 wall of iron, the Dwarf linc
advanced down the slope as yet onc more
salvo of arrows whistled over their heads.
The scattered groups of fanged, clawed
monsters crashed into the shicld wall

—_———
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growling, howling and screcching, their

wordless challenges met with gruff battle

cries and shouted oaths.

“Grugni guide my hand!” bellowed
Snorri as a creature with the head of 2
woll, the body of a man and the legs of
lizard jumped at him, slashing at him with
long talons. Snorri swept his axe from
right to Icft in a low arc, the gleaming
blade shearing off the beast’s legs just
below the waist.

“i7% As the dismembered corpse tumbled
‘down the hill, Snorri stepped forward and
brought his axe back in for a rcturn blow,
ripping the head from a bear-like creaturc
with a lashing snake for a tail. Thick
blood that stank of rotted fish sprayed
over the king. sticking to the plates of his
iron armour. The gobbets caught in his
matted beard and made him gag. It was
going to bc a long day

The throne room of Zhufbar echoed
gently with the hubbub of the milling
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Dwarfs. Hundreds of laaterns shone &
golden light down onto the throng as King
Throndin looked out over his court.
Representatives of most of the clans were
here, and amongst the crowd he spied the
familiar face of his son, Baruadin. The
young Dwarf was in conversation with the
Runclord, Arbrek Silverfingers. Throndin
chuckled quictly to himscl{ as he imagined
the topic of conversation, Undoubtedly his
son would be saying something rash and
ill-copsidered and Arbrek would be cursing
him softly with a twinkle in his cyc.
Movement at the great doors caught the
king's attention and the background noise
dropped down as the human cmissary
entered, escorted by Hengrid Dragonfoc.
the Hold's Gatewarden. The manling was
tall, even for onc of his kind, and behind
him came two other men carrying a large
ironbound wooden chest between them. The
messenger was clearly taking slow deliberate
strides so as not to outpacc his shorter-
legged escort, while the two carrying the
chest were visibly tiring. A gap opened up
in the assembled throng, a pathway to the
foot of Throndin's throne appearing out of
the crowd.
He sat with his arms crossed as he
watched the small deputation make its
way up the 30 steps to the dais on
which his throne stood. The
messenger bowed low, his left hand
extended to the side with a
flourish, and looked at the King.
“My Lord, King Throndin of
Zhufbar, | bring tidings from
Baron Silas Vessal of
Averland.” the emissary said.
He was speaking slowly, for
which Throndin was grateful
for it had been many long
years since he had aceded to
understand the Reikspicl of
the Empire. The King said
pothing for a momeat, and
then noticed the manling's

uncase at the eosuing silence. He dredged
up the right words from his memory.

“And you arc?” asked Throndin.

"l am Marechal Heinlin Kulft, cousin
and herald to Baron Vessal.” the man
replicd.

“Cousin. ch?” said Throndin with an
approving nod. At least this manling lord
had sent onc of his own family to parley
with the king. In his 300 ycars, Throndin
had come to think of humaos as rash,
flighty and inconsiderate. Almost as bad as
Elves, he thought 1o himself.

“Yes, my Lord.” seplicd Kulft. "On his
father's side.” he added. fecling perhaps that
the cxplanation would fill the silence that
had descended on the wide, long chamber,
He was acutely aware of many Dwarf eyes
boting into his back and even more Dwarf
cats examining his every word.

“So, you have a message?” said Throndin,
tilting his head slightly to onc side,

“T have two, my Lord,” said Kulft. "I
bring both gricvous news and a request
from Baron Vessal®

“You want help, then?” said Throndin.
“What do you want?"

The herald was momentarily taken aback
by the king’s forthright manner but
gathered himself quickly.

“Ores, my lord,” said Kulft, and a1 the
mention of the hated greenskins an angry
buzzing filled the chamber. The noise
quictened as Throndin waved the court 10
silence. He gestured for Kulft to continuc.

“From north of the Baron's lands, the
Orcs have come,” he said. “Three farms
have been destroyed already, and we fear
they are growing in number. The baron’s
armics are well equipped but small. and he
fears that should we not respond quickly
the Orcs will only grow more bold”

“Then ask your Couant or your Emperor
for more men,” said Throndin. “What
concern is it of minc?”

“The Otcs have crossed your lands as
well,” replied Kulft quickly, obviously

prepared for such a question. “Not only
this year. but last year at about the

same time of year.”
“Have you a description of
these creatures?” demanded
~ Theondin, his eyes narrowing
to slits.
“They arc said to carry




shiclds emblazoned with the crude images
of a face with two long fangs. and they

paint their bodies with strange designs in
black paint,” said Kulft, and this time the
reaction [rom the throng was even louder.

Throndin sat in silence but the knuckles
of his clenched fists were white and his
beard quivered. Kulft gestured rapidly to
the two men that had gratefully placed the
chest on the throne ticr, and they opened
it up. The light of 2 hundred lanterns
glittered off the contents - a few gems,
many, many silver coins and several bars of
gold. The anger in Throndin's cyes was
rapidly replaced with an inquisitive gleam.

“The baron would pot wish you to
endure any cxpensc on his account,”
cxplained Kulft, gesturing to the freasure
chest. "He would ask that you accept this
gesture of his good will in offsctting any
costs that your cxpedition might incur.”

“Hmm. gift?" said Throndin. tearing his
eyes away from the gold bars. They were
of a particular quality, originally Dwarf-
gold if his cxpericoced cyc was not
mistaken. “For me?”

Kulft nodded. The Dwarf king looked
back at the chest and then glowered at the
few Dwarfs that had taken hesitant steps
up the shirw:y towards the chest. Kulft
gestured for his companions fo closc the
lid before any trouble started. He had
heard of the Dwarf lust for gold, but had
mistaken it mercly for greed, The reaction
had been something clse entirely. a desire
for the precious metal that bordered on
physical nced, like a man finding water in
the descrt.

“While I accept this generous gift. it is
not for gold that the King of Zhufbar
shall march forth,” said Throndin, standing
up. “We know of these Ores. Indeed, last
year they were met in battle with Dwarfs
of my own clan, and the vile creatuses
took the life of my cldest son”

Throndin paced forward. his balled fists
by his side, and stood at the top of the
steps. When he next spoke, his voice
echoed from the far walls of the chamber.
He turned to Kulft.

“These Ores owe us dear,” snarled the
King. “The lifc of a Zhufbar prince stains
their lives and they have been entered into
the list of wrongs donc against my hold
and my people. | declare grudge against
these Orcs! Their lives are forfeit. and with
axe and hammer we shall make them pay
the price they owe! Ride to your lord, tell
him to preparc for war. and tell him that
King Throndin Stoncheart of Zhufbar will
fight beside him!”

The tramping of Dwarl boots rang from
the mountainsides as the gates of Zhufbar
were swung open and the host of King
Throndin marched out. Rank after rank of
bearded warriors advanced between the two

great statues of Grugni and Grimair that
flanked the gateway. carved from the rock
of the mountain. /{bnv: the Dwarfs swayed
a forest of standards of gold and silver
wrought into the faces of revered ancestors.
clan runes and guild symbols.

The thud of boots was joined by the
rumbling of wheels and the wheezing and
coughing of a steam engine. At the rear of
the dwarfl column, a steamdozer puffed into
view, its spoked. iron-rimmed wheels
grinding along the cracked and pitted
roadway. Billows of grey smoke rose into
the air from the fluted funncl as the
traction coginc growled forwards. pulling
behind it a chain of four wagons laden
with baggage covered with heavy water-
proofed sacking bound with iron cable,

The autumn sky above the Worlds Edge
Mountains was low and grey, threatening
rain, and yet Throndin was in high spirsts.
He walked at the head of his army. to his
left Barundin carried the king's own
standard and to his right marched the
Runclord Arbrek.

“War was never a happy occasion in your
father's day,” said Arbrek, noticing the
smile on the king's lips. The smilc faded
as Throndin tuened his head to look at the
Rﬂﬂ:]ﬂl’d.

“My father pever had cause fo avenge a
fallen son.” the king said darkly. his eyes
bright in the shadow of his gold-inlid
helmet. “T thapk him and the fathers before
him that 1 have been granted the
opportunity to right this wrong.”

“Besides, it is too long since you last
took up your axc other than to polish it!”
said Barundin with a short laugh “Are you
sure you still remember what to do?”

“Listen to the beardling!” laughed
Throndin. “Barcly 30 ycars ofd and already
an expert on war. Listen, laddic, [ was
swinging this axe at Ores Jong before you
were born. Let's just see which of us
accounts for more. ch?”

"This'll be the first time your father has
had a chance to sce your mettle,” added
Atbrek with a wink. “Storics when the ale
is flowing are right enough, but there’s
nothing like sccing it first-hand to make 2
father proud”

“Aye” agrecd Throedin, patting Barundin
on the arm. "You're my only son now. The
honour of the clan wJ | be yours when I
go to meet the ancestors. You'll make me
proud. I kaow you will”

“You'll sce that Barundin Throndinsson
is worthy of becoming king.' the youth
said with a fierce nod that setr his beard
waggling. "You'll be proud, right eaough.”

Thcy marched westwards towards the
Empire until poon. the towering ramparts
and bastions of Zhufbar disappearing behind
them, the mountain peak that held the
King’s throne room obscured by low cloud.

At midday Throndin called a halt and
the air was filled with the noise of 5,000
dwarfs cating stoncbread, drinking alc and
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arguing loudly. as is their wont when o
campaign. After the eating was done the air
was thick with pipe smoke, which hung
like a cloud over the host.

As Throndin sat on a rock, legs splayed
in front of him, he admired the scenery.
High up on the mountains, he could scc
for many miles. Jeague after league of hard
rock and sparse trees and bushes. Beyond.
he could just about make out the greener
lands of the Empirc. Taking a puff on his
pipe. a tap on his shoulder caused him to
turn. It was Hengrid. and with him was an
old-looking Dwarf with 1 long white beard
tucked into 3 simple rope belt. The
stranger wore a hooded cloak of rough-
spun wool died blue and he held a
whetstone in fis crackled, gnarfed hands.

“Grugni's honour be with you. King
Throndin.” said the Dwarf with a short
bow. “I am but 3 simple traveller, wha
carns 3 coin or two with my whetstone and
my wits. Allow me the honour of
sharpening your axe and pethaps passing on
a wise word or two.”

“My axe is rune-sharp.” said Throndin.
turning away,

“Hold now. King," said the old Dwarf,
“There was a time when any Dwarf. be he
lowly or kingly, would spare an ear for
onc of age and Icarning”

“Let him speak. Throndin," called
Arbrek from across the other side of the
roadway. "He's old cnough to even be my
father, show a little respect!”

Throndin turned back to the stranger and
gave a grudging nod. The r:ddl:r nodded
thankfully and pulled off his pack and sct
it down by the roadside. It looked very
heavy and Throndin noticed an axe-shaped
bundle swathed in rags stoffed berween the
folds of the Dwarf's cloak. With a huff of
spelled breath, the Dwarf sat down on the
pack.

"Orcs, is it?" the peddler said, pulling
an ornate pipe from the folds of his robe

“Yes.” said Throndin. taken aback. “Have
you scen them?”

The Dwarl did not answer immediately.
Instead he took a pouch from his belt and
began filling his pipe with weed. Taking a
long match out, he struck it on the hard
surface of the roadway and lit the pipe,
puifing contentedly several times before
turning his attention back 1o the King.

“Aye. | scen them.” said the Dwarl,
“Not for a while now. but | seen them. A
vicious bunch and no mistake.”

“They'll be a dead bunch when 1 catch
them.” snorted Throndin. “When did you
see them?”

“Oh, a while back, 2 year or
thereabouts,” said the stranger.

“Last year?” said Barundin, walking over
and standing beside his father. "That was
when they slew Dorthin!”

The king scowled at his son. who {c\l[‘
silent.

“Ayc. that is right,” said lmddlﬁ Tt
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was po more than a day’s march from here,
where Prince Dorthin fell”

“You saw the battle?” asked Throndin.
“I wish that I had,” said the stranger.
"My axe would have tasted Orc flesh that
day. But alas, ' came vpon the ficld of
battle too fatc and the Oscs were gone”

“Well. this time the warriors of Zhufbar
shall settle the matter.” said Barundin.
putting his to the axe at his belt. "Not
only that, but 3 Baron of the Empire
fingrs with vs”

* "Pah, a manling?” spat the peddler.
“What worth has a manling in battle? Not
since young Sigmar has their race bred a
wartior worthy of the title”

“Baron Vessal is a person of means, and
that is no mean feat for a manling,” said
Hengrid. "He has Dwarf gold, even”

"Gold is but one way to judge the
worth of a person,” said the stranger.
“When axes arc raised and blood flows, it
is not wealth but temper that is most
valued.”

“What would you know?" said Throndin
with a dismissive wave. "I'd wager you have
barely two coins to rub together. Il not
have a namcless, penniless wattock show
disrespect for my ally! Thank you for yous
company, but I have enjoyed it cnough!
Heagrid!"

The burly Dwarf veteran stepped forward
and with an apologetic look gestured for
the old peddler 1o stand. With a final puf
on his pipe, the wanderer pushed himself
to his fect and hauled on his pack.

“It is a day to be rued when the words
of the old fall on deaf ears.” said the
stranger as he turned away.

“I am no beardling!" Throndin called
after him.

They watched the Dwarf walk slowly
down the road, until he disappeared from
view between two tall rocks. Throndin
noticed Arbrek watching the path intently.
as il he could still scc the stranger.

"Empty warnings to go with his empty
purse,” said Throndin waving a dismissive
hand in the peddler’s direction. Arbrek
turned with a frown on his face.

“Since when did the kings of Zhufbar
count wisdom in coins?” said the Ruaclord.
Throndin made to answer but Arbrek had
turned away and was stomping off through
the army.

The solemn beating of drums could be
heard cchoing along the halls and corridors
of Karaz-a-Karak. The small chamber was
empty except for two figures. His face as
palc as his beard, King Snorri lay on the
low. wide hed, his cyes closed: On one
kace next to the bed. 2 hand on the
Dwarf’s chest, was Prince Malekith of
Ulthuan. once general of the Phoenix
King's armies and now ambassador to the
Dwarf empire.
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The rest of the room was hung with
heavy tapestries depicting the battles the
two had fought togethersuitably
aggrandising Snorri's rele. Malckith did not
begrudge the King his glories. for was not
his own namc sung loudly in Ulthuan
while the name of Snorri Whitcheard
barely a whisper. Each people to their own
kind, the EIf prince thought.

Snorri's cyclids {luttered open and his
pale blues eyes were cloudy. His lips
twisted into a smile and 2 fumbling hand
foupd Malckith’s arm

“Would that Dwarl lives were measured
as those of the Elves.” said Snorri. “Then
my reign would last another 1000 years.”

“But cven so. we still dic,” said
Malekith. "Our measure is made by what
we do when we live and the legacy that we
Ieave to our kin, as with any other. A
lifctime of millcnnia is worthless if its
works come to nought after it has cnded”

"True, true,” said Snorri with a nod. his
smile fading. “What we have built is
worthy of legend, is it not? Our two great
realms have driven back the beasts and the
dacmons and the lands arc safe for our
people. Trade has never been better, and the
Holds grow with every year.”

“Your reign has indced been glorious,
Snorri,” said Malckith. “Your line is strong,
your son will uphold the great things that
you have done”

“And perhaps cven build on them,” said
Snorri.

“Perhaps, if the gods will it.” said
Malckith.

“And why should they not?” asked
Snorri. He coughed as he pushed himsclf
to a sitting position, his shoulders sinking
into thick, gold-cmbroidered white pillows.
“Though my breath comes short and my
body is infirm, my will is as hard as the
stone that these walls are carved from. 1
am a Dwarl. and like all my people, T have
within me the strength of the mountains.
Though this body is aow weak, my spirit
shall go to the Halls of the Ancestors”

“It will be welcomed there, by Grugni
and Valaya and Grimnir.” said Malekith.
You shall take your place with pride.

“I'm not done.” said Snorri with a
frown. His expression grim. the king
continued. "Hear this oath, Malekith of the
Elves. comrade on the battleficld, fricod at
the hearth. 1. Snorri Whitchcard, High
King of the Dwarfs, bequeath my title and
rights to my cldest son. Though I pass
through the gateway 1o the Halls of the
Ancestors, my cyes shall remain upon my
Empire. Let it be known to our allies and
our cnemies, that the death is not the end
of my guardianship.”

The Dwarf broke into 1 wracking cough,
blood flecking his lips. His lined faced
was stern as he looked at Malckith. The
EIf returned his gaze with a passive look

“Vengeance shall be mine,” swore Snorri.
“When our focs arc great, I shall return 10

.my peaple. When the foul creatures of this

world bay at the doors to Karaz-a-Karak,
I shall take up my axe once morc and my
ire shall rock the mountains. Heed m
words, Malekith of Ulthvan, and hee
them well. Great have been ovur deeds, and
great is the legacy that T leave to you. my
closest confidant, my finest comrade in
arms. Swear to mec now, as my dying
breaths fill my lungs. that my oath has
been heard. Swear to it on my own grave.
on my spirit. that you shall remain true to
the ideals we have both striven for thesc
many years. And know this, that there is
nothing so foul s an cath breaker”

Malekith took the King's hand from his
arm and squeezed it tight.

“I swear it,” the EIf prince said. "Upon
the grave of High King Snorri Whitebeard,
leader of the Dwarfs and fricad of the
Elves, I give my ocath”

Snorri's cyes were glazed and his chest
no longer rosc and fell. The keen hearing
of the EIf could detect no sign of lifc, and
he did oot know whether his words had
been heard. Relcasing Snorri's hand, he
folded the king's arms across his chest and
with a delicate touch from his long fingers.
Malckith closed Snorni's eyes.

Standing. Malekith sparcd onc last glance
at the dead king and then walked from the
chamber. Outside, Snorri's son Throndik
stood along with scveral dozen other
Dwarfs.

"The High King has passed on.”
Malckith said, his gazc passing over the
heads of the assembled Dwarls, across the
throne room. He looked down at Throndik.
“You arc now High King”

Without further word, the EIf prince
walked gracefully through the crowd and
out across the nearly empty throne
chamber. Word was passed by some secret
means throughout the Hold and soon the
drums stopped. With Throndik at their
head, the dwarfs entered the chamber and
lifted the King from his deathhed. With
the body of Snosri’s borac aloft on their
broad shoulders, the Dwarfs marched
slowly across the throne chamber to a
stone bier that had been sct before the
throne itself. Here they lay the king upon
the stonc and turned away.

The doors to the throne room were
barred for three days while the remaining
preparations for the funcral were made.
Throndik was still prince and would not
become King until his father had been
buried, and so busied himsclf with scnding
messengers 1o the other Holds to bear the
news of the King's death,

At the appointed hour, the throne room
was opened once more by an honour guard
Ied by Throndik Snorrisson and Godri
Stonchewer. As once more the solemn
drums echoed through the hold. the funeral
procession bore the High King to his final
resting place decp within Karaz-a-Karak.
There were no eulogies. there was no




weeping. for Snorri's exploits were for all
to sce in the carvings upon the stonc
casker within his tomb. And his life had
been well speat and there was no cause to
mourn his passing,

On Snorri's instructions, the casket had
been carved with dirc runes of vengeance
and grudge-bearing by the most powerful
Runclords in the hold. Inlid with gold.
the symbols glowed with magical light as
Snorri was lowered into the sarcophagus,
The lid was then placed onto the stone
coffin and bound with golden bands. The
Runclords, chanting in unison, struck their
final sigils onto the bands, warding away
foul magic and consigning Snorri’s spirit to
the Halls of the Ancestors. There was a
final crescendo of drums, rolling in long
cchoes along the halls and corridors. aver
the heads of the sileat Dwarfs that had
lined the procession route.

Throndik performed the last rite, taking
up a small keg of beer. He poured a
tankard-full of the foaming ale and took a
sip. With a nod of approval, he reverently
placed the tankard on top of the carved
stone casket.

“Drink deep in the Halls of the
Ancestors,” intoned Throndik. “Raise this
tankard 1o thosc who have passed before
you, so that they might remember those
that still walk upon the world”

AxA

By mid-morning the following day the
Dwarf army had left the Worlds Edge
Mountains and were in the foothills that
surrounded the Zhuf-durak. known by men
as the River Aver Reach. From the cargo-
loco the thudding of steam pistons echoed
from the hillsides over the babbling of the
niver, while the decp murmuring of Dwarfs
in conversation droned constantly.

At the head of the column, Throndin
marched with Barundin and Arbrek. The
king was in a silent mood. and had been
since the encounter with the peddler the
day before. Whether it was thought, or
whether the king was sulking because of
Arbrek’s admonishment was unknown to
Barundin, but he was not going fo intrude
on his father's thoughts at this time

A distant buzzing from the sky caused
the Dwarfs to lift their heads and gaze
inta the low cloud. A speck of darkness
from the west grew closer, bobbing vp and
down ever so slightly in an erratic course,
The puttering of the gyrocopier’s cnginc
grew louder as the aircraft approached and
there were pointed fingers and a louder
commotion as the pilot pushed his craft
into 2 dive and swooped over the column.
Almost carving a furrow in a hilltop with
the whirling rotors of the gyrocopter as he
dipped toward the ground, the pilot swung
his machine around and then passed above
the convoy more sedately, About a half a
mile ahead, a great trailing of dust that

rost as a cloud into the air marked the
pilot’s landing.

As they neared, Barundin could see the
pilot more clearly. His beard and face were
soot-stained, two pale rings around his eyes
from where his gopgles had been. Those
goggles were now hung from a strap
attached to the side of the Dwarfl’s winged
helms. hanging down over his shoulder.
Over a long chainmail shirt, the pilor wore
a sct of heavy leather overalls, much darncd
and patched. The pilot regarded the king
and his retinue with a pronounced squint as
he watched them approach.

“Is that you. Rimbal Wanazaki?" said
Barundin. The pilot gave 2 nod and 2 grin,
disphying broken, ycl]nwing. uneven teeth:

“Right you are, lad.” said Wanazaki.

“We thought you were dead!” said
Throndin. “Some nonsense with Trolls”

“Aye. there's a lot of it about” Replicd
Wanazaki. "But I'm not dead, a5 you can
see for yourself”

“Morc's the bloody pity.” said Throndin,
“1 meant what I said. You'rc no longer
welcome in my halls”

You're still mad about that little
cxplosion?” saiid Wanazaki with a
disconsolate shake of the head. “You're a
hard king, Throndin, a hard king”

“Get gone,” said Throndin, thrusting a
thumb over his shoulder. I shouldn't even
be ralking to you.”

“Well, you're not in your halls now,

whhiig

your kingship. so you can listen and you
don’t have to say a word,” said Wanazaki.

“Well, what have you got to say for
yourself?” said the lzing. T haven't got the
time 1o waste with you.”

The pilot held up one hand 10 quicten
the king. Reaching into his belt he pulled
out a delicate-looking tankard, no bigger
than twice the size of a thimble. so small
that only one finger would fir into its
narrow handle. Turning to the gyrocopter
engine, which was still making the odd
coughing and spluttering noise, he turned 2
small tap on the sidc of onc tank, Clear
liquid dripped out into the small mug.
which the pilot filled almost 1o the rim.
Barundin’s cyes began to moisten as the
vapours from the fucl-alcohol stung them.

With a wink ar the king. the disgraced
engincer knocked back the liquid. For 2
moment he stood there, doing nothing.
Wanazaki then gave a small cough and
Barundin could sce his hands trembling.
Thumping a fist against his chest, the pilot
coughed again. much louder and then
stamped his foot. Eyes slightly glazed. he
leaned forwards and squinted at the king.

“It's Ores you're after, am 1 right?” said
Wanazaki. The king did not reply
immediately, still 1aken aback by the
engincer's curious drinking habit.

“Yes." Throndin said eventually.

I seen them,” said Wanazaki. “About 30,
maybe 35 miles south of h:[} Day's"*
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march, no more, if it's a step”

“Within a day’s march?” exchimed
Barundin, “Are you sure? Which way arc
they heading?”

Course he's not sure,” said Throndin.
“This grog-swiller probably docsn't know 2
mile from a step”

“A day’s march. I'm tclling you.” insisted
Wanazaki. “You'd be there by midday
tomorrow if you turn south now. They
were camped. all drunk and fat by the

"= Jooks of it. I scen smoke to the west,
reckon they've been having some fun”

“If we go mow, we could catch them
before they sober up, take them in their
camp,” said Barundin. “It'd be casy”

“We don't nced some gangly manlings.
we can fake them,” said Ferginal, one of
Throndin’s stonchearers and a cousin of
Barundin on his dead mother's side. The
comment was met with general shouts of
encouragement from the younger members
of the entourage.

“Pah!” snorted Arbrek. turning with a
scowl at the boistcrous Dwarfs. “Listen to
the heardlings! All eager for war, arc you?
Ready to march for a day and a night and
fight a battle? Made of mountain stone, arc
you? Barely a full beard between you and
all ready to rush off 1o battle agamst the
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greenskins, Foolhardy, that's what they'd
call you if you cver lived long enongh to
have sons of your own

“We're not scared!” came a shouted reply.
The Dwarf that had spokea up quickly
ducked behind his comrades as Arbrek’s
withering stare was brought to bear,

“Fie to scared, you'll be dead!” snarled
the Runclord. “Get another 1,000 miles
under them legs of yours and you might
be ready to march straight into battle. How
you going to swing an axe or hammer
without no puif. ch?”

“What do you say, father?” said
Barundin, turning to the king.

“I'm as cager to sctile this grudge as any
of you,” Throndin said and there was a
roaring cheer. It quictened as he raised his
hands. “But it'd he rash to chase off after
these Orcs on the words of 2 drunk”

Wanazaki gave a grin and a thumbs up
at being mentioned. Throndin shook his
head in disgust.

“Besides, even if the old wazzack is
right. there’s no guarantee the Ores would
be still around when we get there,” the
king continued. There was a loud sigh of
disappointment from the throng. “Most
importantly.” Throndin added, raising his
voice above the disgruntled grumbling, I

made a promise to Baron Vessal to mect

him, and who here would have their king
break his promisc?”

As they marched westwards 1o their
rendezvous with the men of Baron Vessal,
the Dwarf army crossed the advance of the
Otcs. The sign was vamistakable: the
ground was trampled and littered with
discarded scraps, and even the air itself still
held their taint. emanating from
indiscriminate piles of Orc dung. The most
veteran Orc-fighters inspected the spoor
and tracks and cstimated there to be over a
1000 greenskins. Even with just 800
warriors, all that duty would spare [rom
the guarding of Zhufhar, Throndin felt
confident. Even if Vessal had only 2
handful of men, the army would be morc
than a match for the greenskins.

As the cvening twilight began to spill
across the hills, scveral campfires could be
scen in the distance along a linc of hills
About 2 mile from the camp. the leading
elements of the Dwarfl army encountered
too men on the trail. Two horses were
tethered to a small trec by a small fire
where a pot steamed. to onc side of the
road, They were dressed in long studded
coats and bore bulky arquebuses. Throndin
could smell ale. They looked nervously at
cach other until onc stepped forward.

“Ware!” he shouted. “Who would pass
into the lands of Baron Vessal of
Averland?”

“I bloody would.” shouted Throndin,
stomping forward,

“And you are?” asked the seatry. his
voice Wavering.

"This is King Throndin of Zhufbar, ally
to your master,” said Barundin. carrying his
father’s standard to the king's side. “Who
addresses the king?”

“Well,” said the man with a glance
behind him at his companion, who was
busily studying his fcet
“Gustav Feldenhoffen, that's me. Road
warden, we's road wardens for the baron.
He said to challenge anyonc's on the road”

"A credit to your profession.” said
Throndin giving the man a comforting pat
on the arm. “Dedicated 1o your duty, 1 see.
‘Where's the baron?”

Feldenhoffen relaxed with a sigh and
waved towards a large tent near one of the
fires.

“The haron's in the centre of the camp,
your, er, kingliness, said the road warden.
"1 can take you, if you'd like”

“Don't worry, I'll find him right
enough,” said Throndin. “Wouldo't want
you leaving your post.”

“Yes. you're right,” said Feldenhoffen.
“Well, take care. Erm. scc you at the
battle.”

The king grunted as the foad warden
stepped aside. Throndin waved the army
forwards again and passed the word to his
Thanes to organise the camp while he
sought out the Baron. Tomorrow they




would march to battle, and he was looking
for a good night's sleep before all the
cxertion,

The sun was barely over the horizon and
Baron Vessil looked none too pleased about
a visit from his Dwarf ally, For his part,
Throndin was dressed in his full battle
armovr, his massive double-bladed axe
propped up against his leg as he sat on the
oversized stool. and scemed cager to get
going. Vessal. on the other hand. was still
in his bed robes, scratching at his stubbled
chin as he listened to the Dwarf king.

“So | suggest you vsc your horscy men
10 go ahead and look for the Ores.”
Throndin was saying. “When you've found
them we can get alter them.”

“Cet after them?” said the baron, cyes
widening. He smoothed back the straggling
black hair that was hanging down around
his shoulders, revealing a thin, almost
haggard face. "Not to be indelicate. but
how do you propose you'll carch them?
You'rc army is not built for speed, is it?”

“They're Orcs, they'll come to vs.”
Throndin assurcd him. "We'll pick
somewhere good, send a bit of bait
forward, you for example. and then draw
them in and fimish them.”

“And where do you proposc you make
this stand?” said Vessal with a sigh. He
had drunk more wine than he was uvsed to
the night beforc and the carly hour was
not helping his headache.

“Well, where have the Ores been lately?”
Throndin asked.

“Up and down the Aver Reach. heading
westwards,” replied Vessal. “Why?"

“Well, we'll set up somewhere west of
where they fast attacked and wait for them,’
said Throndin. The king scowled as the
sound of the first pattering of rain
trembled across the canvas of the tent.

“Surcly such hardencd warriors arc not
troubled by marching in a little rain?” said
Vessal, raising his :ycbmws‘

“Don't rain much vader a mountain,”
said Throndin with a grimace. "Makes your
heard all wet, and your pipe weed. Rain's
no good for a well crafted cannon, nor the
black powder needed 1o fire it. Some of
them engincers are clever, but I still haven't
met the onc who's invented black powder
that'll burn when it's wet.”

“So we stay in camp today,” suggested
Vessal, his enthusiasm very cvident.

“It's your [olk getting killed and
robbed,” Throndin pointed out. “We can
kill Ores whenever we like, we're in no
hurry.”

“Yes. 1 suppose you're right.” agreed the
baton. "My tenants tend to get
argumcnla(ivc about taxes when there are
ores or bandits on the loosc, The sooner it
is scrtled the quicker things can return to
normality.”

“So, get your army ready to march and
we'll head west. as soon as you like” said
Throndin, slapping himsell on the thighs s

he stood up. He grabbed his axe and
swung it over his shoulder as he turncd.

"West?” said Vessal suddenly as the
Dwarf king was heading for the flaps of
the door. “That'll take us into the Moot”

“Where?”" said Throndin, turning around

"Mootland, the Halfling realm.” Vessal
told him.

“Oh. the grombolgi-kazan,” said
Throndin with a grin. “"What's the matter
with that?”

“Well, they're not my lands, for start,”
said Vessal, standing up. “And therell be
Halflings there”

“80?" asked Throndin, scratching his
beard and shaking his head.

"Well..” began Vessal before shaking his
head as well. "T'm sure it will be fine. My
men will be ready to march in an hour”

Theondin gave a nod of approval and as
he walked out of the tent Vessal slumped
back into his padded chair with a heavy
sigh. He glanced across the tent to the
table where he had been dining with his
advisors and saw the piles of half caten
chicken and the almost empty goblets of
wine, The thought of the excess the aight
before made his stomach heave and he
shouted for his servants to attend him.

By the time the baron was ready, dressed

in his full Pi:ic armour, mounted atop his
grey stallion. the Dwarfs were already lined
up along the trail. The sain sattled from

their armour and metal standards like
hundreds of tiny dancers on 2 metal stage,
farring every hangover-heightened nerve in
Vessal's body. He gritted his teeth as
Throndin gave him a cheery wave from the
front of the column. He raised his hand in
return.

“The sooner this is over with, the
better,” the baron said with gritted teeth.

“Would you rather we did this alone?”
asked Captain Kurgereich, the baron's most
experienced soldics and head of his
personal guard.

“Not after sending them all of my
bloody money,” snarled Vessal. 1 thought
they'd be only toa happy for some help
killing the Orcs that slew the kings heir,
they were meant to send back my gift”

“Never show a Dwarf gold, my old
grandmother used to say.” replicd
Kurgereich.

“Sod your grandmother, and sod you.”
growled Vessal. “Send out the scouts and
then leave me in peace. All this, and
bloody Halflings as well.”

Kurgereich turned his horse away 1o hide
his smirk and cantered off to find the
outriders. Within minutes the light cavalry
had nidden off and soon the Knights, some
50 of them, and the baron’s 200 infantry
were trudging along the road. which had
started to resemble 2 shallow stream in“the
continuing downpour. o A
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Ower the tramping of feet, a hass tone
ros¢ in volume as Throndin led his host in
a marching song. Soon 800 Dwaris in full
voice made the hills of the Aver banks
tremble as they advanced to the rhythm of
the tune. At the end of each couplet the
Dwarfs crashed their weapons on their
shiclds, the sound reverberating along the
line. As they fell in behind the baroo's
men the Dwarfs' war horn joined the
chorus, their long blasts punctuating every

“verse.

It was mid-afternoon when they sighted
smoke on the horizon and within 1wo
miles they came across a halfling village.
Across the rolling hills low, sprawling
houses spread between dirt tracks next 1o 2
wide lake. As they came closer, they could
scc vneven windows and doors carved into
the turf of the hills themselves, surrounded
by hedged gardens over which tall plants
could he scen waving in the rain-flecked
breeze.

Baron Vessal called a halt and
dismounted, waiting for Throndin 1o join
him. Heinlein Kulft stood beside him, the
sodden banner of his lord in hand.
Barundin accompanied his father, proudly
hefting the standard of Zhufbar and
exchanging a glance with Kulfrt. A reedy
voice drifted out of the bushes that lined
the road.

“Dwarl and all folk in Midgford. by
my old uncle I wouldn't believe it hadn't 1
scen it with me own eyes.” the voice said.

Turning, Barundin saw a small figure,
shorter than cven he was, with a thick
mop of hair and side burns that reached
almost to his mouth. The Halfling was
dressed in a thick green shirt that was
dripping with rain. His leather breeches
were around his ankles and he glanced
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down and then tugged them back up. tying
them at his waist with a thin rope_ belt.

“You caught me unawares.” the halfling
said, jutting out his chin and puffing out
his chest.

“Who is your elder?” asked Kulft. "We
must speak with him.”

“He's a she, pot a he said the Halfling,
“"Melderberry Weatherbrook, lives in the
burrow on the other side of the lake
She'll be having tea bought now. I would
say.
“Then we'll be on our way, and leave
you to your..” Kulft's voice trailed off at
the stare from the Halfling. “Whatever it
is you're doing.”

“You after them Ores?” the Halfling
asked.

Throndin and Vessal both loaked sharply
at the Halffing but it was Barundin that
spoke first,

“What do you know, little one?” the
king's son asked.

“Little onc?” snapped the Halfling. “T'm
quite tall. my wholc family is, ‘cepr for
my third cousin Tobarias. who's a little on
the short side, Anyways, the Ores. My
uncle Fredebore, the onc on my
grandfather's side, was out fishing on the
river with some fricnds and they saw them,
Rowed back sharpish they did. "bout
lunchtime. Them Ores is heading this way
they reckons.”

Vessal absorbed this news in silence.
while Throndin turncd to Arbrek, who had
joined them.

“What do you think?” the king asked
his Runclord.

“If they'rc coming here, no point in
marching when we don't have to,” Arbrek
replicd. “Good hills for the cannons, plenty
of food and ale. if the tales of the
grombolgi are truc. Could be worse.”

Throndin nodded and turncd to the
halfling.

“Is there somewhere we can camp, close
by to the lake?” he asked

“Stick yoursclves in old farmer
Wormfurggw's ficld.” the Halfling told
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them. "He died last weck and his missus
won't be complaining, not with her being
up at farmer Wortwither's place these days.
No onc's seen her since the funcral, four
days ago..”

“Right thco.” sid Throndia. "TIl go see
Elder Weatherbrook. everyone clse make
camp in the ficlds”

Tl come with you,” said Vessal. "My
lands border the Moot. I know these folk
a little better than you.”

“Tll be gld of the company.” said
Throndin with a glance to Barundin. "Help
with the camp, lad. 1 don’t think waving
standards around is going to impress anyonc
around these parts.”

Basundin nodded and startcd walking
bhack towards the other Dwarfs, Kulft
looked to the baron, who waved him away
with barely a glance.

"Shall we go?” the king asked and
Vessal podded. As they began to walk vp
the road. Throndin stopped and parted his
belt. With a frown, he turpcd back down
the road but the Halfling had disappeared

“The little swine's had it away with my
pipe.” the king exclaimed.

“I did try to warn you,” said Vessal with
a shake of his head. “T'm sure you'll get it
back soon enough. just don't accuse anyone
of thieving, they don’t take to it in the
Moot."

“But he stole my pipel” growled
Throndin. “Theft's thelt! I'm going to he
bringing this up with the elder when we
see her.”

“Tt won't help.” said Vessal, motioning
with his head for them to continuc up the
road. “They just don’t understand. You'll
see.

e

The white stonc of the city's walls were
marked with soot as flames and smoke
pourcd across the sky from the burning
buildings inside the Elven sertlement of
Tor Alessii Tall. Spires, their peaks
glittering with silver and gold. disappearcd
in the thick clouds, towering huadreds of
feet into the smoke-choked heavens.

A double gateway protected by three
slender towers was battered and scorched.



and stone blocks {ell to the ground as
boulders hurled through the sky crashed
into them, By the gates themselves, short
armoured figures hauled an iron-ghafted
battering ram forward.

Flocks of white arrows dove down onto
the Dwarl army from the cracked
battlements above. punching through raiscd
shiclds and oiled chainmail. Withering fire
from Repeating Bolt Throwers hurled
branch-sized missiles into the ranks of the
assembled throng, cutting down a dozen
Dwarfs at a time, rippiag holes through
the packed mass pressing towards the
beleaguered gate-towers.

Above the Dwarfs the barrage of rocks
from the sicge catapults continued as
armoured warriors surged forwards to take
the places of the fallen. With a resounding
crash the battering ram slammed into the
whitc-painted thick timbers of the right-
hand gate sending splinters and shards of
metal banding into the air. With a bellowed
order, the Dwarfs hauled the ram back,
some of them dragging aside the dead to
make way for the iron-rimmed wheels of
the war machine

With a collective grunt that could be
heard above the crackle of flames and the
shouts of the wounded and dying, the
dwarfs pushed forwards once more, the
serrated spike of the ram biting once morc
into the wood, ripping between the planks
of the gatc and shearing through the bars
beyond. With a triumphant roar the Dwarls
stormed forwards, throwing their weight
against the ram and forcing the breach in
the gate even wider. Drawing their axes, the
Dwarfs continued to hack at the planks
until there was enough room to force their
way through

A storm of arrows swept through the
gateway, embedding themselves in helmeted
heads and picreing the iron rings of mail
shirts. At the centre of the Dwarfs charge
was a figure decked in ornate plate armour
and xﬁining mail, a purp]c cloak flowing
from his shoulders. His facc was hidden
behind the metal ancestor mask of his
helm, his long white beard flowing from
beneath it, clasped with golden bands. &

The warrior’s armour glowed with runes,
and the sigils vpon his great two-handed
axed pulsed with magical encrgies as he
thundered into the Elven line, the arcanc
blade slicing through armour, flesh and
bone with ease.

None of the other Dwarfs knew who
the mystcrious warrior was or where he
came from, and over the long years of
fighting none could recall when he had
first appeared. Like an avenging spirit he
had appearcd at the first battle against the
Elves. when the ancicnt alliance had been
shattesed by discord. As tales of the
fighter's prowess spread, he was given a
simple namc. but onc that now conjured up
images of bloodshed and vengeance - the

White Dwarf.

Barundin scowled and rounded on the
Halfling barmaid stood bchind him.

“If you pinch my backside, onc more
time..” he growled, but Shella Heartyflanks
was unconcerned. With a leer and 2 wink
she turned away and swept between the
tables of the small inn enthusiastically
waving her jugs at the Dwarfs that had
taken up residence for the evening.

All day Barundin had been pestered by
complaints from the other Dwarfs. His
father, in his wisdom, had immediately
deferred all Halfling-related matters 10 the
prince and closcted himself away with
Arbrek and his other advisors. Since then,
Barundin has not had 2 moment’s peace.

He'd been forced to sct up a standing
guard around the baggage train after reports
that the light-fingered Mootfolk had been
helping themselves 1o ale. tobacco,
bedsheets, black powder and all manner of
sundry items. His father had told him not
to hurt any of the Halflings. but to gently
but insistently keep them at arm’s length.

Then there had been the cpisode with
the two young Halflings that had been
found in an act of intimacy under Norbred
Sterncye’s wagon. and Barundin had been
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forced 1o resort 10 a bucket of water to
resolve the situation before some of the
older Dwarfs cxploded with indignation.

Just as he had been losing the will to
live, the invitation had been passed around
that the Red Dragon Inn was willing 10
provide free ale and food to the bold
protectors of Midgford Aad Barundin.
while thankful for the show of gencrosity,
had then been engaged in a long and
complicated process of planning how to get
800 thirsty dwarfs into an inn no bigger
than a fnrg: fire, whilst making sure there
were enough bodics left behind to protect
the camp from the acquisitive attentions of
the Halffings

‘When he had finally managed to cnjoy
the tavern's hospitality himself. late into the
vight after many others had retired to his
bed. he had been less than thrilled to find
that the old Halfling. Shella, had taken a
fancy to him. He was sure his buttocks
would be black and blue all over from her
playful yet painful signs of affection

It was with some relic then that a table
near to the nook was vacated and Barundin
hurriedly occupied the space with a sigh.
The relief was shirt-lived though. as the
doors opened and his father strode in,
bellowing for 2 mug of the finest ale
Baron Vessal stooped through the low
doorway behind him, followed by his
Marcchal, Kulft,

The trio saw Barundin and headed across
the inn towards him. the manlings bent at
the waist to avoid the beams across the
ceiling. Barundin pushed himsell to his fect
to make space for the new arrivals. as
Shella brought over three foaming tankards
and slammed them onto the table. She
reached across to ostensibly wipe at 2
spillage, and Barundin tried to squecze
himself into the bricks of the wall as the
Halfling pressed hersclf against him in an
attempt to push past.

When she was gone, they settled down,
and Barundin managed to clear his mind
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and concentrate on his beer. blocking out
the occasional conversation that passed
between the others He vaguely heard the
rusted hinges of the doors squeaking again
and felt his father tense next to him.

“By Grugni's flowing beard..” muttered .
Throndin and Barundin looked up to see
what was happening.

In front of the door stood the peddler.
still swathed in his ragged travelling cloak,
his heavy pack across his shoulders. He
glanced around the inn for a_moment.
‘before his cyes lingered on Throndin. As
he crossed the room, the peddier pulled
his pipe from his belt and began stuffing
it with tobacco. By the time he was stood
at the end of the table, he was busily
pulfing away on the pipe.

“Hail. King Throndin of Zhufbar.” the
Dwarf said with a short bow.

“Is this a fricnd of yours?” said Vessal,
cycing the newcomer suspiciously.

“Not at all.” growled Throndin. 1
believe he was just lcaving”

"It is by the hospiality of the
grombolgi that [ stay, not by the invite of
the King of Zhufbar." the peddler replicd
as he worked his way onto the end of onc
bench. shoving Kulft into the baron.

The king said nothing and an uncasy
quict descended, broken only by the
crackling fire nearby and the murmuring
from the other tables

“So, you'll be fighting tomorrow then?”
said the stranper.

“Aye.” replicd Throndin, staring into his
mug of ale.

“It's a fine body of warriors you've got
here,” the stranger said. “Are you sure itll
be cnough though?”

“I think we can handlc a few Orcs,” said
Barundin. “We also have the Baron's men
Why. do you know something?”

"1 know many things, beardling,” said the
peddler before pausing to blow a trio of
smoke rings that floated around Kulft's
head. The baron's companion coughed
loudly and swept them away with his hand.
The stranger looked at Throadin.

“l know that he who is hard as stone.
shall break as stonc,” the peddler said,
before looking at the baron. “And he who
is as hard as wood, shall break as wood”

“Look here, vagahond, T don't like your
tone at alll” replied Vessal. He looked at
Throndin. "Can't you control your people.
casting aspersions all over the place”

“He's not one of minc,” said Throndin
with 2 grunt.

“Well, it scems that nothing can change
in a day.” the stranger said, packing away
his pipe and standing up. ‘Even an old fool
like me can tell whea he's welcome, and
when his wisdom falls on deaf ears. But
you'll remember this. in a time to come,
and then you'll know.”

They watched as he turned away and
walked back towards the door.

“Know what?” Barundin called after him,
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but the stranger did not reply. and Ieft the

ann without 2 backward glance.

axh

Halfling hunters returned in the early
hours the next morning, warning that their
predictions had been correct. The Ores
were moving in force down the Aver.
straight towards Midgford.

Throndin was vaconcerned: this was
exactly what he had hoped. As he walked
out of the Halfling village, ignoring the
stray dogs running beside him, he looked
across the fields to the cast of the town
where his army and the baron’s men were
readying themselves for battle.

The Dwarfs held the northeromost ficlds,
their {lank secured by the rushing waters
of the River Aver. Behind the Dwarf line,
atop a line of hills that had recently been
home to several Halling families. now
evicted for their own safety and Throndins
sanity, sat the four cannons that had been
brought with them. The steam loco sat like
a silent shadow behind them, it's small
steam cannon not yet fired vp. The
morning sun gleamed with a golden light
from polished iron barrcls and gilded
ancestor faces, and Throndin paused for a
moment to enfoy the sight.

In 2 staggered line, his warriors were
spread across the field, groups of
Thunderers armed with handguns taking up
positions behind feaces and hedges, his
crossbow-armed Quarrellers on the slopes
of the hills in front of the cannons. At
the centse stood Barundin with the standard
of Zhufbar, protected by the Hold's
Hammerers ~ Throndin's own bodyguard.

At the very end of the linc was a mess
of Halflings. carrying bows, hunting spears
and other weaponry. They had arrived at
dawn. declaring their intent 1o fight for
themselves. and Throndin had not the heart
to send them on their way. They had
looked so cager, and many of them had 2
dangerous glint in their cyes that had
caused the Dwarf king to pause for
moment. He had concluded that they were
far better on the battleficld where he could
see them, than causing trouble somewhere
clsc, In consultation with Captain
Kurgercich. Throndin had arranged for the
Halflings to be positioned between
Throndin’s axe-wiclding hearthguard and
the bodyguard of the baron in an cffort 10
keep them out of harm's way as much as
possible,

To the south were arfanged the baron's
Spearmen and Halberdicrs with his kaights
held in reserve behind them, ready to
counter-attack. The basic plan was 1o
shelter under the capnonade for as long as
possible, before the Dwarfs marched
forwards to finish the battle toe-to-toe.
The baron was to cnsure na swift-moving
Wolf Riders or chariots swept around the
end of the Dwarf line and attacked them

from behind. It was simple. and both
Throndin and Krugereich had agreed that
was for the hest.

The waiting went on for scveral hours,
through Iunchtime - both clevenses and
lunchtime in the casc of Halflings - and
into the mid-afternoon. Throndin began to
fear that the Orcs would not reach
Midgford in the daylight hours. but the
doubts had only begun to form when a
dust cloud could be scen on the horizon.
Shortly after, the easterly brecze brought
the stench of the Orc horde wafting over
the army, causing horses to stamp and
whinny and the Halflings to choke.

At the merest hint of the Orc smell 2
strange mood came over the Dwarfs, a race
memory of holds being destroyed and their
ancestors being slain, They began a
mournful dirge which rippled along the
line and gathered in strength as Throndin
walked out from his Hammerers to starc at
the approaching horde. The quier, low blast
of war horns accompapicd the sombre
hymn, cchoing from the hills around the
battleficld.

There were gasps of dismay from the
manlings as the Orcs came into view.
There were many more than anyone had
expected, several thousand brutal greenskin
savages. The horde stretched out fram the
riverbanks for a mile, their tattered banncrs
and skull totems bobbing up and dowa
above the green mass as they advanced.

Throndin could see their Warboss, a
broad warrior that stood over a head taller
than the other Ores around him, his face
daubed in black warpaint, only his cvil red
cyes showing through. He wore a great
horned helm and carricd a cleaver as long
as a Halfling in cach hand, their serrated
blades glinting in the aftcrooon sun.

Upon sccing their foes, the Ores gave
up a great clamour of shouting, and beat
their weapons upon the fanged faces daubed
onto their shiclds. Their harsh voices cut
the air, the cacophony of bellowing
drowning out the deep song of the Dwarf
linc. Brassy horns and erratic drumbeats
signalled the advance to begin anew and the
Orcs came pouring [orward, waving
weapons and shiclds in the air.

Throndin gestured for his stonebearers
and they came forward, carrying between
them 2 lump of granite, hewn into a Jong
flat step carved with runcs. Lowering it 1o
the ground by the iron rings driven into
its ends, they placed the grudgestonc in
front of the King. He gave them a nod
and then turned to face his army, who fell
silent.

“Here 1 place the grudgestonc of
Zhufbar, and here we shall stand.” He
called out, his voice clear above the tumult
of the Ores. “[ shall be victorious standing
upon this grudgestone, or I shall be buricd
bencath it. No dwarl takes a step back
from this line! Death or victory!”

With great ceremony Throndin took a




step up onto the stone and unslung his
broad-bladed axe. He hefted above his head
and 2 great cheer went up from the
Dwarls. At the signal, the battle began

With a loud roar, the first cannon
opened fire and its ball went sailing over
the heads of the dwarls Pitching off the
turf in 2 great explosion of mud and grass.
the ball skidded forwards and slammed
through the Orc linc, ripping limbs from
bodies and smashing bones. A great cheer
went up from the men of the baron. while
the Dwarfs resumed their mournful hymn
1o Grimnir.

A succession of three lovd reports
signalled the start of the bombardment as
the other cannons opencd fire. Unconcerned
by the mounting casvalties, the Ores
continued forward, screaming and cavorting
in their excitement. The swish of crossbow
quarrels and the rattle of handgun firc
added to the noise of battle as the other
Dwarf troops loosed their weapons upon
the charging greenskins,

Fully a third of the Orc host had been
wounded or killed by the time it crashed
into the Dwarf linc. Fanged faces bellowing
battle crics met stubborn bearded visages
set with grim intensity.

The cleavers and mauls of the ores
clanged off mail and plate armour, whilc
the axes and hammers of the Dwarls
cleaved through flesh and pulverised bone.
Despite their losses, the Ores pushed
onwards, their numbers beginning to tell
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against the thin Dwarf line. Thunderers
wiclded their guos like clubs while
Throndin's axe sang through the air as he
cleaved apart his foes

The ground shaok to 3 great pounding,
and Throndin felt the thundering of many
hooves. He turned to his right and glanced
over the heads of his comrades, expecting
to sce Vessal's knights charging forwards to
counter some move by the Orcs 10
surround the Dwarfs. To his dismay, he
saw a wall of hoar-mounted grecnskins
charging through the Halflings. Crushing
them beacath their trotters and spitting
them on crude spears

“The baron. he has abandoncd us!” cricd
Barundin, standing next to the king. The
prince pointed over his shoulder and
Throndin turned to sce the humans
retreating from the field The Ores were
advancing quickly across the open field,

“The oath-breaker!” shouted Throndin,
almost falling off his grudgestone.

The squealing of gigantic boars mingled
with the crude shouts of the charging
Orcs, drowned out Throndins curscs,
Sprars lowered, the boar riders smashed
mto Throndin’s Hammerer's like a
thunderbolt.

Crude iron spear tips crashed against
dwarf-forged steel armour while the boars
trampled and gored aything in front of

them. The Hammerers swung their heavy
mattocks in wide arcs, smashing riders
from their porcinc steeds and breaking
bones. In the midst of the fighting
Throndin stood upon his grudgestone
lopping off heads and limbs with his rune
axe, bellowing the names of his ancestors
as he did so.

A particularly large and brutal Orc came
charging through the mass, his heavy spear
held above his head. Throndin turned and
raised his axe 1o parry the blow but was
too slow. The scrrated point of the spear
slid between the overlapping plates
protecting his left shoulder and bit decp
into royal [lesh. With a roar of pain,
Throndin brought his axe down, carving
the Orc’s arm from its body. The spear
was still imbedded in the king's chest, with
arm attached. as he took a step backwards,
the world spinning around him. His foot
slipped from the back of the grudgestone
and he toppled 1o the ground with a crash.

Hengrid Dragonfoc gave a shout to his
fellow Hammerers and they surged forward
around the king as more Ores poured into

the fray. joining the Boar Boys. Barundin




was caught up in the swirling melee, his
axe cutting lIcft and right as he fought to
stand beside his father. The king's face was
pale and decp red was spilled across his
armour from the gricvous wound.
Throndin's cyes were still open though. and
they turned to Barundin

Fecling his father's gaze wpon him,
Barundin planted the standard into the dirt,
driving it down through the turf of the
field. He hefted his axe and lunged

“forward to meet the oncoming greenskins.

“For Zhufbar!” he shouted. For King

Throndin!"

The Goblins scattercd as the lonc [igure
approached, abandoning their looting of the
corpses strewn across the natrow mountain
valley. Dead Orcs and Goblins were piled
five deep in places. around the bodics of
the Dwarfs they had ambushed. who had
fought to the very end. The Goblins
backed away to the far cnd of the valley.
fearful of the powerful aura that
surrounded the newly arrived Dwarf.

He was dressed in runc-cnerusted
armour, a purple cloak hanging from his
shoulders. His long white beard was banded
with golden clasps as it spilled from his
helm to his knees. The White Dwarf
picked his way through the piles of the
slain, his gaze sweeping left and right.
Seeing the object of his scarch, he cut
right, pushing his way past a mound of
dismembered Orc bodies. Within the circle
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of dead greenskins lay four Dwarfs,
amongst them a bartered metal standard
driven into the carth of the valley floor.

Onc of the Dwarls was sat upright, his
back to the standard, blood drying m his
greying beard, his face a crimson mask.
The Dwarf’s cyes fluttered opened at the
approach of the White Dwarf and then
widened in awe

“Grombrindal!” he wheezed, his voice
cracked with pain.

“Aye, Prince Dorthin, it's me.” the
Whitc Dwarf replicd, kneeling beside the
fallen warrior and laying his axe on the
ground. He liid a hand on the prince’'s
shoulder. T wish I were here earlier.”

“There were too many of them,” the
prince said, trying to pull himself up
Blood bubbled from a massive cut to his
temple and he collapsed back again.
Dorthin looked up at the White Dwarf,
his face twisted with pam. “T'm dying,
aren’t 177

“Yes,” the White Dwarl replied. “You
fought bravely, but this is your last battle”

“They say you have come from the
Halls of the Ancestors,’ said Dorthin, onc
eye now clotted with fresh blood. “Will
they welcome me there?”

“Grugni and Valaya and Grimair and
your ancestors will more than welcome
you,” said the White Dwarl. "They will
honour you!”

“My father..” said Dorthin.

“Will be very proud and aggricved,” the
White Dwarf interrupted him with a raised
hand.

“He will declare 2 grudge against the
Orcs,” said Dorthin.

“He will." said the White Dwarf
nodding.

“Will you help him avenge me?” asked
the prince, his cyes now closed His breath
rattled in his throat, and with onc final
cffort he forced himself to look at the
White Dwarf. "Will you avenge me?”

“1 will be there for your father, hecause
I could not be here for his son.” the
White Dwarf promised. “You have the oath
of Grombrindal”

“And we koow that your oath is as hard
a8 stone,” said the prince with a smile. His
cycs closcd once more and his body
slumped as death took him

The White Dwarf stood and looked
across the battleficld before turning his
gaze back to the fallen prince. He reached
into his pack and unfolded a hroad-headed
shovel and drove it into the ground.

“Aye. laddic,” he said as he started
digging the first of many graves. "Hard as
stone, that's me”

Barundin's arm was beginaing to ache as
he chopped his axe into another Orc head,
His armour was dented and scratched from
numerous blows, and he could feel broken
ribs: grinding inside him. Every time he
breathed in. new pain flared up.

Tt seemed hopeless. The Ores were all
around them now, and the Hammerers were
virtually fighting back to hack. Barundin
glanced at his father, and saw blood
frothing on his lips. At lcast the king was
still alive, if only just.

A crude cleaver slammed into Barundin's
helmet, dazing him for 2 sccond, He swung
out his axe in instinct, fecling it bitc
home, As he recovered his senses he saw
an Orc on the ground in front of him,
cradling the stump of its left leg. He
drove his axc into its chest, and the blade
stuck.

As he tried to wrench the weapon free.
another Ore, almost twice as tall as
Barundin, loomed out of the press, a
wicked looking scimitar grasped in hoth
hands. The Orc grinned cruelly and swung
the blade in its night hand at Baruadin’s
chest. forcing the Dwarf prince to duck,
With a yell, Barundin yanked frec his axc
and brought it up, ready to deflect the
next blow.

It never came.

A Dwarf in shining runc armour crashed
out of the Ore ranks, his glittering axe
hewing down focs in twos and threes with
every swing. Orc blood staincd his purple
cloak and his flowing white beard was
muddied and bloodicd. With another
mighty blow he cleaved the scimitar-armed
Orc l,

Barundin stepped back in shock as the
‘White Dwarf continved the assault. his axe

rom neck to waist.
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a whirling, glowing arc of death for the
Orcs. Their clumsy blows rebounded
harmlessly from his armour or missed
entircly as the legendary warrior ducked
and weaved through the melee. every stroke
made by the White Dwarf disembowelling,
severing and crushing.

Out of the corner of his eyc. Barundin
saw somcthing moving, a golden light, and
he turped to scc the Runclord, Arbrek
Silverfingers. He had a golden horn in his
hand, glowing with inner light, and the
Runclord raised the instrument to his lips
and blew a long, clear blast,

The deep horn blow reverberated across
the battleficld, causing the ground itself to
tremble. The note scemed to ccho down
from the clouds and risc up from the
carth, filling the air with thunderous noise.
The Runclord took a deep breath and blew
again. and this time Barundin fclt the carth
literally shaking bencath his boots. The
shuddesing grew in intensity and gaping
cracks began to emerge in the tortured
ground, as Orcs and Coblins toppled into
the newly formed crevasses.

‘Come op lad, don't just stand and
gawp! cried Hengrid raising his hammer.
Looking around, Barundin saw that the
Ores were stunncd, many of them on the
ground clasping their cars, others pulling
themselves out of holes and cracks.

Barundin snatched up the standard of
Zhvfbar in his left hand and charged
forward with the Hammerers. like the fail
of a destructive comet behind the White
Dwarl. Hammers rosc and fell onto Orc
skulls, while Barundin's axe hit into [lesh
and shartered bone. Within a few minutes,
the Orcs were broken, the tattered remnants
of the horde flecing faster than the Dwarfs
could follow.

The enemy vanquished. Barundin
suddenly felt exhaustion sweep through his
body and his legs fclt weak. He stumbled
and then righted himself. awarc that he was
in front of his fellow Dwarfs and needed
to be strong.

He remembered his father and with a
curse he turned and ran back across the
corpse-laden ficld to where the king still
lay. Arbrek was beside Throndin, cradling
his head and holding a tankard to the
king’s lips. Throndin spluttered and
swallowed the beer and heaved himsclf onto
onec arm.

“Father!” gasped Barundin as he came to
a stop, lcaning on the standard for support,

“Son.” croaked Throndin. Tm afraid I'm
all done in’

Barundin turned to Arbrek for some
form of depial. but the Runclord simply
shook his head. The Dwarf prince turned
as he felt a presence behind him. It was
the White Dwarl. With gauntleted hands,
he removed his helm. his bushy beard
gushing out like 3 waterfall. Barundin gave
another gasp. The face that looked at him
was that of the old peddler. The White

Dwarf gave him a nod and then stepped
past and knclt heside the king.

“We meet again. King Throndin of
Zhufbar,” the White Dwarf said with a
grull tone.

“Grombrindal...” the king wheezed. He
coughed and shook his head. "1 should
have seen. but | refused to. Tt is not in
our nature to forgive, so 1 can only offer
my thanks”

“It is not for gratitude that T am here,”
replicd the White Dwarf, "My oath is as
hard as stonc, and cannot be broken. I only
regret that the leader of the Otcs escaped
my axc, but | will find him again”

“"We would have been lost withour you.”
said Barundin. “That oath-breaker Vessal
must be held to account”

“Manlings are weak by maturc.” said the
White Dwarf, "Their time is so short, they
fear to losc cverything. Not for them the
comfort of the Hall of Ancestors, and so
cach must make what he can of his short
life and hold that life dearly to them.”

“He forsook his allics, he 15 nothing
more than a coward.” growled Baruadin.

The White Dwarf nodded and then
turned his gaze to Throndin, He then

stood and stepped up to Barvadin. Jooking
him in the cye.

“The King of Zhufbar 55 dead, you arc
now king." the White Dwarf said. Barundin
glanced over Grombrindal's shoulder and
saw that it was truc,

“King Baruadin Throndipsson.” said
Arbrek, also standing. “"What is your will?”

“We shall return to Zhufbar and bur;
the honoured dead,” said Barundin. “I xzull
then take up the Book of Crudges and
enter into it the name of Baron Silas
Vessal of Uderstir. 1 shall right the wrong I
that has been done to us today.”

Barundin then looked at the White
Dwarl.

“1 swear an oath that it shall he so,”
said Barundia, “Will you swear with me?”

“1 cannot make that promise,” said the
White Dwarl. "The slayer of your brother )
still lives, and while he does. 1 must i
avenge Daorthin, In time, however, you may
yet scc me again. Look for me in the |
unseen places. Look for me when the |
world is at its darkest and when victory . |
scems far away. T am Grombrindal, the /*) 1
‘White Dwarl. the grudgekeeper and the ™ ‘r

reckoner, and my watch is eterndl
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The White Dwarf has been
round for a very long time,
but rarely has he been seen
in battle. Now The White
Dwarf returns, with rules by
Anthony Reynolds.

his legendary Dwarf is known in

Khazalid - the Dwarfish tongue ~ as

Grombrindal, which roughly
translates as ‘The White-Bearded
Ancestor’, He has been given many
names over the centuries, but this is the
one by which he is most widely known.

THE SAGA OF THE

WHITE DWARF

No one knows where the White Dwarl
will appear. He turns up wherever and
whenever his folk are hard pressed.
When the odds are against the Dwarls,
he comes. He has been seen many times
throughout the long history of the
Dwarfs, his strange and unexpected
appearance in the darkest hour of battle
is recorded in many sagas. Each time he
appears, the tide has turned back in the

The White Diwarf reveals bimself
once more in a time of need.
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Dwarfs' favour. There was the rime when
Umthi the Doomed and his folk were
surrounded by Goblins. When all
seemed lost, the Goblin horde shrank
back in dismay. Umthi’s clan warriors
were heard to whisper in awe “the
‘White Dwarf”.

Deep in the midst of the foe the white-
bearded one could be seen swinging his
mighty axe, cutting a-swathe through the
ranks of the enemy. Inspired by the
sight, Umthi's folk, though bleeding and
exhausted, took heart and surged
forward one last time in a desperate
effort 10 reach the White Dwarf, who
stood alone amid the Goblins. When the
victory was won, and Umthi gazed
across the stricken field, the White
Dwarf was gone and no trace of him was
found, except for the heaps of slain
enemies. A shrine to Grombrindal now
stands in rhis place, one of many
throughout the Dwarf realms.

Some say that the White Dwarf is none
other than Snorri Whitebeard, the Dwarf
King of Karaz-a-Karak, who was the only
Dwarf to receive the duc and proper

ord of Legend

The greatest Dwarf hero of all time can be yours to command!

respect of the High EIf Phoenix King of
Ulthuan. That was a long, long time ago
though — before the War of the Beard —
and if it is true, then the White Dwarf is
truly an Ancestor, and in some uncanny
way must surely have crossed the
bounds of mortality.

In the Saga of Grombrindal it says that
he wanders the Worlds Edge Mountains,
following the old Dwarf roads disguised
as an aged prospector, swathed in a
great cloak. He accepts a swig of good
Dwarf ale from any traveller he meets
and in return offers them a prophecy.

Many are the times when a strange lone
Dwarf of this very description has been
seen in the Dwarf camp on the eve of a
great battle, keeping his own company.
Sometimes such a figure has been seen
walking the ramparts of a besicged
stronghold and this is held as an omen
of victory and hope. In the battle the
following day the White Dwarf has
appeared, bedecked in all his regal
panoply of war, like some ancient king
of legend, a true Ancestor, a figure come
to life from the old Dwarf carvings
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The White Dwarf 3 7 4 4 5

Cost: 526 points.

The White Dwarf may be chosen as a Lord choice, but he will also take up a Hero
choice. He must be fielded exactly as presented here and no extra equipment or

magic items can be bought for him.

SPECIAL RULES

Disguised

The White Dwarf wears a disguise until be is ready to reveal
bis true self. This disguise is usually in the form of a buge
cloak be wraps around bimself to conceal bis enormous
white beard, a clear sign of an Ancestor!

1f you wish, the White Dwarf may start the game hidden in any

. Dwarfl unit except a war machine and its crew.

1f disguised, the White Dwarf is not placed on the table, but is
assumed to move along with the unit within which he is
hidden. At the start of the game, make a note of which unit he
is concealed in. If the unit is wiped out or flees then the White
Dwarf will be revealed, and will stand his ground even though
the rest of the unit may be fleeing or slain.

The White Dwarf may reveal his true self at the start of any
Close Combat phase. Al this point he is immediately placed in
the front rank of his chosen unit, displacing one of the normal
rank-and-file models. If there are no such models in the front
rank, then he must be placed in the second rank.

Once revealed, the White Dwarf operates as any other
character madel.

Note that if the White Dwarf is the army general, then units
only benefit from his Leadership after he has been revealed

Has no Fear!

The White Dwarf is so ancient and battle-hardened that he is
Unbreakable, He will, however, always maintain his hatred of
greenskins. So fearless is he that if his chosen unit breaks and
flees, for any reason, he will stand his ground. If the unit was
engaged in combat, he will stand firm and conrinue ro fight
while his unit flees.

MAGIC ITEMS

Rune Helm of Zhutbar

Those Dwarfs who bave glimpsed the awesome belmel worn
upon the White Dwarf’’s troubled brow bave described the
sight they bebeld. Runesmiths bave identified this magnificent
belmet as the Lost Rune Helm of Zhufbar, which vanished
many years ago when that particular stronghold was overrun
by greenskins.

Any fleeing unit of Dwarfs will always rally automatically if they
are attempting to rally within 12" of the Rune Helm of Zhufbar.

4 - 10

Armour of Glimril Scales
After the battie of Thraag, in which the White Dwarf slew
10,000 Warriors of Chaos to rescue the foolbardy Ungi No-
Chance and bis folk, a single scale of armour was found
clenched in the teeth of the Lord of Chaos. It was a metal
tatally unknown by the Dwarf folk. The Runesmiths
were completely mystified and called it Glimril,
believing that perbaps it bad been forged by the
Ancestor Gods themselves!

This gives the White Dwarf a 1+ Armour save,
and also a 4+ Ward save.

Rune Cloak of Valaya

The runes embroidercd on the greal cloak
worn by the White Dwarf display, without
doubt, that it was woven by Valaya berself
At least one saga relates that Valaya, the
Dwarf Ancestor Goddess and protector of
the Dwarf folk, fell in love with the White
Dwarf on account of his magnificent

white beard and gave bim the cloak as

a token of ber esteem.

‘The White Dwarf has Magic Resistance
(3) when wearing the Rune Cloak.

Rune Axe of Grimnir

The mighty axe wielded by the
White Dwarf ansiwers the
description of the Rune Axe of
Grimnir, mentioned in several
sagas and legends. Perbaps
Grimnir gave the legendary
weapon to the White Dwarf?

This axe gives the wielder +2
Strength and requires two hands
1o use (but does not automatically
strike last). The Rune Axe of
Grimnir allows the White Dwarf
to re-roll any failed rolls to hit,
and any failed rolls to wound. In
addition, opponents must re-roll
any successful Armour saves.
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Rejoice White Dwarf readers! Your all-time favourite article series returns once more in new guise,
with roads of adventure lying before four all-new gamers, Guy Haley introduces these lucky men.

The premise is simple. Take
four frothing mad hobbyists,
place in a bag. Shake until
very excited, then deposit
once a month on the floor
outside a Games Workshop
hobby centre. Thrust £25
into their eager, grasping
hands, propel through the
door of said hobby centre,
stand back, and wait for the
results. A real monthly treat.
Mmmm, delicious!

ur glorious leader, Paul Sawyer
O (oh, long may his girth continue

to grow!) has often said to we
more humble Dwarfers that, of all the
articles published by his august self
during his lengthy tenure upon the
magazine, the original Tale of Four
Gamers (WD218-223) has been the most
popular. Though we don't exactly have a
graph to demonstrate this, hobbyists do
have a tendency to bring it up frequently
when speaking to the White Dwarf team,
saying how interesting it was, and how it
inspired them to collect new armies all
of their own, With feedback like that, we
didn't need some slick market research
dude with a suit and a clipboard to tell
us that perhaps you'd like to see it back.

For those of you who are not familiar
with the idea hehind A Tale of Four
Gamers, let me explain. Four crack (and
cracked) hobbyists have been selected o
take part in this series of articles which
will see them purchase, collect and paint
a new army for Warhammer, How they
do it is up to them. They might want to
run 1o an army list, or collect o a
theme, Whatever they want to do, they
can do it. There are but a mere four
commandments for The Tale, but they
are inviolable. (See right —you'll just
have to imagine the blinding light and
booming voice). So, without further

ado, here arc Dave Allen, Asger
Granerud, Stephen Green, and Paul Scott.
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Thou shalt receive the sum of FIFTY pounds at the commencement of the

l series. Then a further TWENTY FIVE pounds ar the beginning of each month
‘thereafter. These monies are for the purchase of GAMES WORKSHOP miniatures
Emvitj'n which to construct thine army. These monies are for this purpose alone. Thou |
'shalt not spend them on booze, nor shalt thou spend them upon the bacon of the -
*sandwich. Failure to comply will result in the punishment listed (see paragraph V). 8

3 Monies unspent may be saved for next month, subject to the above constrainis
(absolutely NO bacon butties, not on my watch).
l At the start of each month, thou shalt hayve painted all models purchased the
i 3 previous first. The White Dwarf does not believe excuses along the lines of My ;
% pet Squig ate my general”; or “My new Goblin warlord fell out of my bag as I
%—'cycled into work”. (0! Haley, you used that one yourself — Fat Bloke).
E

;4]3: interesting, or else, Failure to comply will resultin the horrible ;
consequences as detailed in paragraph V. (We won't go into what paragraph V
fains, but no grown man ever wants to go back into the Small Room at the
f thc offi ce: Oh no, not twice)




Name: Dave Allen
Job: Web Designer
Birthplace: Berkshire
Age: 28

Favourite army: The
Gurkhas

Likes: Painting the
first model of a
particular regiment — great fun!
Dislikes: Painting the second model of
a particular regiment ~ booooring!
Collecting: Grimgor's "Ardboyz

arhammer 40,000 is my
m preferred game, and for the last

decade or so I have led a
succession of Ork Warbands with a
variety of success (and more recently
Tau, with far less). When | was invited
to take part in a2 Warhammer army
building article for Whire Dwarf my
hiatus from all things regimented and
magical caused me some consternation,
not least because 1 couldn’t decide on
whose mast to nail my colours. In the
end I succumbed totally to my craven
fear of the unknown and plumped once
more for an army of greenskins.

The army I settled on was the Grimgor’s
‘Ardboyz list. This list takes out a lot of
the wackier elements of the Orc &

1y impressed with Christian
'8 Iron Warriors paint scheme
owcased in recent White Dwarfs (294-
- 296). I tried a modified version of this

. scheme on my first Black Ore, using a
“basecoat of Tin Bitz and highlighting up
~ with mixrures of Tin Bitz and Chainmail
" and finished off with a liberal splashing
" of Brown, Green and Chestnut inks, The
first Black Orc looks very impressive.

I'm painting up the rest of the regiment
| now — they look sort of like the first

Posh boy Dave Allen goes wild with his ‘special friend’ Grimgor

Goblin list and replaces it with large
numbers of the rougher elements of the
army — Black Orcs and Big “Uns. The
army gives me a good excuse to inelude
some interesting special characters, such
as the brand spanking new Borgut
Facebeater and the fell Grimgor
Ironhide himself. It also grants me the
opportunity to paint some pieces that [
could really get my teeth into, such as
large monsters like Stone Trolls; artillery
like Rock Lobbas; and some terrain too.
In this case, the Effigy of Gork.

The most decisive phasc of Warhammer
is usually the Close Combat phase, and
the 'Ardboyz can excel in this, so I'm
going to concentrate on buying units
thar can mash it up with the best of
them up close and personal, with just a
bit of magical and ballistic support as an
emergency contingency.

Bearing this in mind, I purchased a unit
of 10 Black Orcs with great weapons
and command group, a Stone ‘Troll and
a Shaman with my first allowance. This
left me with &6 to spend in the
following month. I can't play much in
the way of games with my first month's
purchases, but 1 should have enough to
field a 500 point force soon.

1 decided to paint the Dwarf attached to
niy Black Ore standard in the colours of
Paul Sawyer’s Kazad Bolg cxpeditionary
force. (Very brave for someone who sits
next 1o mel - Fat Bloke).

I'wanted to convert my Shaman. I often
find that my enthusiasm for painting a
model will be significantly increased if
1 have made some adjustments (o it
beforehand. I cut his right hand
away from his bone staff and

filled the gap with Green Stuff. T
then positioned it so that the
Shaman looked like he was leaning
on his bone rather than wiclding it,

To cover the rather painful looking
position the Shaman's wrists were
now in I gave him some beads, again
made from Green Stuff. 1 plan to give
him the Dangly Wotnots magic item in
games, and this should help to remind
me | have them. To finish him off I
stuck the sword that is usually
attached to his back in his right fist.
Now even my Shaman looks keen
cinto he encany!

Dave knocked up this Troll while bis creative
Julces were in full flouw

THIS MONTH
PURCHASED

10 Black Ores with Great
Weapons and Command Group
1 Stone Troll
1 Sh:

POPALE (e onaivaty
Remainder: .

COST
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Name: Asger
Granerud

Job: Iobby
Specialist
Birthplace:
Copenhagen,
Denmark

Age: 21

Favourite army:
Dark Elves and currently in love with
Chaos Dwarts

Likes: Vodka and Warhammer
Dislikes: Big painting projects,
Deadlines (You're in for a world of
burt then — Fat Bloke)

Collecting: Daemonic Legion of Nurgle

the deadline for this article, Paul

Sawyer walked into my office. He
asked me il T wanted a free army, the
downside was that I had to cover the
process in White Dwarf. Seeing that 1
was in a generous mood, I found it
hard to refuse.

H pproximately rwo weeks before

I didn’t know which army to start, but
was sure it had to be something
different, both in painting and playing
style, compared to my previous armies.
Having painted a Skaven army (2004
maodels), and an all cavalry Chaos
force, I decided I wanted a relatively
slow force, with a low model count (I
also have half-finished Dark EIf and
Vampire Counts) which would thus
prove a new challenge for me, so 1
chose Dacmonic Legions.

This also gave me the opportunity to
fulfil another goal. The high points cost
of the main units meant that,
unusually, I could dedicate a lot of rime
to painting. I consider myself a decent
painter, but don't have the patience to
finish anything but characters to a high
quality. I often find myself rushing to
finish rthings in time for an event. (Or
in the case of the rats, the only option
is to rush them, respect o anyone with
the willpower ro spend lots of time on
the individual models in a horde
army!). 1 decided on a brown/green
colour scheme for the army, combined
with a gloss varnish that would give a
slimy and repulsive look. Having made
those decisions, I sat down and drafted
a 2,000 poins list. I wanted to make
sure the monthly allowance T'll be
getting would reach at least to that
level of points, anything above being a
bonus, Having to convert all my Special
and Rare choices [rom scratch also

108 A TALE OF FOUR GAMERS

DAEMONS

Dangerous Dane does dirty dacmons

Asger’s Plague Bearers... bey, where did all those flies come from? And what’s that smell? Rudgie!

meant [ had to consider carcfully how
much I could afford to spend on
conversions, Realising thar I'm not the
greatest converter, or the most creative,
I took all the advice 1 could get. Asking
around, and searching the internet, has
helped me get more than a few ideas.

As you can see from this months
purchase, I still have £7 left aver. 1 could
have bought some more stulf, but I'm
saving up for the one conversion I'm not
intending to cut corners on — my
general, a Daemon Prince. Based on a
Warhammer 40,000 Daemon Prince,
With advice from a former flatmate of
mine who, incidentally, is also a Golden
Demon winner, I have high hopes for
this model.

A tournament player at heart, 1
endeavoured to make a competitive
force that would prove a challenge to
most opponents. The Nurgle units are
probably some of the best troops when
it comes to simple attrition. As long as
they get stuck in they should end up on
the winning side — eventually that is.

For the Herald 1 have chosen one of the
strongmen from the Mordheim range’s
Carnival of Chaos: He will double up as
a unit champion when needed, thus
saving some cash. Likewise I'm
converting a normal Plagucbearer into a

THIS MONTH
PURCHASED

12 Plaguchearers 524
4 Nurgling Bases
I Circus Strongman
TOTAL:
Remainder

Battle Standard Bearer, also capable of
doubling up as a unit Standard Bearer
with the Unholy Icon. It saves some
money whilst retaining a lot of flexibility.

‘Swampy terrain bases

Nurgle is dirty, so I wanted to make
the army look like it's travelling
through a swamp. The idea for the
bases was stolen from a colleague,
Oliver, from the Copenhagen GW
Hobby Centre, He used it for a L
Nurgle Beastmen army, and I was so.
impressed that I decided to imital
it. The bases have patches of earth
and reeds on a watery surface made
up of several layers gloss varnish, =
Before the final layer, the varnish is
painted with green and brown inks:
I'm not entirely sarisfied with them
yer, so hopefully you will see an
improvement in the future,

- Ihe Nurgle

- Herald soon
realised it had
been G mistake

agreeing to




Big Geordie Paul Scott paints plenty of peasants 1

Name: Paul Scott
Job: Hobby Specialist

Bixtyplace; BoimcH load of old bull in the Dad s Army of Stirland .
County Durham,

Land of the Prince main thing I want to get over is the In making The Bull I wanted him to be ]
Bishops grag worn-out look such a old looking, our of shape and past it

Age: 25 " mismatched bunch of old units, much like a White Dwarf Editor. |

Favourite army: Tau!
Likes: Cheese, war,

auxiliary and militia forces would (Everyone thinks they're a comedian.
present. With such a diverse selection Thinks, — Fat Bloke). After searching for
" of units there is going to be a lot of a while I stumbled across one of the.
| opportunity to convert units new Mordheim Reiklander Captains. I
il make them really " swapped his head for the bald one
individual, making my own i from the Empire Militia sets. I also gave
* units that ‘count as' troops i him the double-handed sword from Lhel‘
im the books. For example, same set. | rimmed the handle so that
~ I'm making some it appears old-fashioned, and made
highwaymen and road his shield look old and used.
| wardens but using them as
 pistoliers, To this end a lot
‘of Militia boxed scts are
‘called for. The sprues in the
| setare quite varied and with a
lirtle swapping and tweaking
I they can be used for just

and sleeping

Dislikes: The morning, sea food, maths,
small dogs

Collecting: County Stirland Militia
delence force

less than two Warhammer armies:

High Elves and Dark Elves (back
then I was very misguided!), but my
views on the game have changed since
my first forays onto the baulefield. No
longer will the graceful Elves suffice.

Che hobby started for me with no

I wanted his armour (o
look old and, even with
repeated polishing, to look
rusty 50 | used Scorched
Brown as a base coat addmg
layers of Bolt Gun and
Chainmail, A Brown Ink

To my mind just about the most
characterful army in Warhammer is the
Empire. This army has such a diverse
selection of rules, models and
background that you can create just

abour any type of army that you want. Middenheim, leaving the remoter parts home and well out of his depih.
of the land unprotected bar a few Following him will be a ragged bunch of
In creating an army I think the most holding forces, ready to scll their lives old vers, refugees, criminals and the few
important thing to first consider, dearly for their homes. professionals who have been left behind
especially in Warhammer, is the theme as a garrison, including the famous
of your army. This gives you a greater My army is going to be the Stirland Stirland river patrol.
scope when building your force than County Militia. Stirland is sparsely — —— —
merely worrying about how hard or populated and has no cities to speak of THIS MONTH
deadly it will be, so when given the Their main forces have departed with PURCHASED
chance to do just thi:\ for A Tale of Four the Elector to help fight the Chaos . Empire Soldiers Box set
Gamers 1 jumped at it, and set to work invasion to the north. What remains is | 2 Empire Militia Box sets
thinking up a background for my lead by Heinrich “I'he Bull’ Jaeger, the { 1 Reiklander Captain
chosen force. After a lot of hard Elector’s uncle, in his youth a renowned =
thinking, the story and theme of what 1 warrior, he is now an old man long TOTAL:
wanted had taken shape. finished with fighting, bur brought out
of retirement to protect his beloved . e AT e R e T
‘The Empire is full of different peoples *Obay, wo know bis captain costs four quid more than
in their city-states and provinces and all e berd, bt e Tot bism off after e started to cry and
are quite indcpcndent from one promised to buy ws wll bovr

another. Looking through all the bits of
background for these brought my
attention to Stirland. Situated between
Sylvania and the Moot, Stirland is a
relatively small county when it comes
to influence and wealth and this
appealed o me strongly. It was poor,
surrounded by enemies and out on a
limb! When I started the army, the
Storm of Chaos was raging throughout
the Empire, and this provided the
perfect backdrop to my collecting.
During the war, all of the great forces of
the Empire pulled back to the centres of
importance such as Nuln, ‘Talabheim
and of course the great city of Viflage people - Paul’s militia.
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Name: Stephen Green
Job: Finance Analyst
Birthplace: Lichfield
(field of the dead,
near Burton)

Age: 29

Favourite Army:
Dwarfs

Likes: Toy Soldiers,
reading, real beer and quier.

Dislikes: Noisc, people who tell lies and

. boy bands.

Collecting: Tomb Kings

ormally talk of hobby activity

does not extend into the sombre

corner that is the Finance
department. This was until T could

' stand it no more and tried enticing

some of my fellow accountants into
trying their hand at Warhammer. 50 1
hatched a plan to run a 1,000 points
campaign for Finance and IT. This was a
storming success and meant that at last [
was able to have a decent conversation
about gaming whilst at work. My efforts
did not go unnoticed, Mr Sawyer (See!
“Mr". Proper respect, not like the rest of
the workshy fops — Fat Bloke) was
planning this new article and asked me
10 join in after the campaign was over.

1 believe that everyone has a mainstay
army. This is the army they always come
back ro, It will usually be the army they
have the most figures for and have

A Tomb Kings Chariot - Stepben will be using
three of these babies!

collected the longest. My mainstay is
Dwarfs (He really is my favourite - Fat
Bloke), a solid, unmoving, non-magical
force. So my new army would have 1o
contrast, to be the opposite; fast, flexible
and magical. After thinking for a
moment 1 narrowed it down 1o two
possible choices: High Elves and Tomb
Kings. 1 didn’t want to paint vast
quantities of robes so 1 picked Tomb
Kings. It really was that simple.

‘When beginning a new army it's often
wise to do some research, and the best
way is to find someone who plays that
army and quiz them. Failing that, go to
your Games Workshop Hobby Centre
and talk to the staff. This will help
provide you with an invaluable list of
do's and don'ts.

As | looked ar my £50 budget to start the
army off the initial purchase was all too
obvious. If I bought the Tomb Kings
Battalion boxed set I would get 32
infantry, 8 cavalry and 3 chariots and this
was cheaper than buying them
separately. This is also a whopping 664
points straightaway! The great advantage
to starting off with the Barralion boxed

The dead bave arlsen and are peeved... whick is entirely understandable after 300 years sleefr.

110 A TALE OF FOUR GAMERS

set is that you get loads of extra bits at
the very start. This means that between
the four regiments | was putting
together [ was able to have a prewy wide
range of choice about which pieces went
where. On the bottom rung are my
archers who don't get any headdress-
wearing heads or a Musician, Most of my
foor soldiers and chariot drivers got
headgear and a full command. The real
top rung of my army is the chariot
warriors and cavalry — the lesser nobles
who form the fighting cdge. They get as
much shiny stuff as | can muster.

I undercoated all the Skeletons and
horses whire, and the shields and
chariots black. This meant that I could
ink wash all the Skeletons whereas the
black made painting bronze areas easier.

For my painting scheme I wanted a
uniform look to the army. 1 did this by
setting rules for how everything should
be painted. All strapping was going ro
be black, all hide covered wood and
armour inlays would be blue and all
metal should be bronze or gold. Added
1o this would be some white 10 relieve
the dark colours of all the artefacts. The
bases were sanded and then painted
with Vermin Brown and then
drybrushed with Vomit Brown. To finish
off I painted round the edges with
Bestial Brown,

{ THIS MONTH
PURCHASED

Tomb Kings Battalion
TOT
Remainde
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The Wltramarines at War

The methods used by the Space
Marines to fight the enemies of
Mankind are laid down in the
Codex Astartes, the great work
penned by Roboute Guilliman. Of
all the 1,000 chapters of the Index
Astartes, it is Guilliman's own
progeny, the Ultramarines, who
follow the book most closely. Here
Pete Haines looks af the
Ultramarines’ art of war, and how
the dictates of the Codex Astartes
governs the ways in which these
most formidable of Space Marines
defend their star-spanning realm of
Ultramar from attack.

112 THE ULTRAMARINES AT WAR

he Eastern Fringe of the Imperium of

Man is an isolated and dangerous

region of space. It marks the furthest
point of the Imperium from Terra, indeed it is
at the very edge of the holy Astronomicon
beyond which the unknown waits, shrouded
in the darkness of intergalactic space. In
recent centuries the Tyranid hive fleets have
emerged fram the void, intent on consuming
all in their path. Even within the
Astronomican's reach there are many
expanses of space devoid of stars. These
gulfs isolate systems from each other,
allowing inimical cultures to develop in
relative solitude.  ~

So it Is that the Tau Empire has risen from
nowhere to be a serious threat almost
without the Imperium noticing. By contrast
some enemies have existed for centuries
uncounted; foramost among these is the
looming presence of the Ork Empire of
Charadon, an unexplored domain of vast size

in which mighty Ork warlords vie with each
other for dominance and the right to lead yet
another Waaagh! The xenos species are not
the limit of the threat though. Wherever
Mankind and the servants of the Emperor are,
there you will find the lickspitiles of the
ruinous pawers, the damned servants of
Chaos, always seeking to corrupt and enslave
in the name of their dark masters.

Though the Imperium’s enemies are many on
the Eastern Fringe, they are held at bay. There
is one reason why this should be so, at the
centre of the region stands a bastion that is
as resolute, as watchful, as strong as it is
incorruptible. That bastion is Ultramar, the
realm of the Ultramarines Chapter of the
Space Marines. For ages uncounted they have
defended Humanity from every threat that the
Eastern Fringe can offer. This is a tribute to
the success of the methods laid down by
their Primarch, Roboute Guilliman in the
Codex Astartes.




| ARMIES OF ULTRAMAR -
Only.the eager martyr hoards a battle.
Volume XXXIV, Coda, Codex Astartes

The realm of Ultramar is larger than many
self-styled stellar empires. Where most Space
Marine chapters’ domains are little larger
than their fortress-monasteries, the
Ultramarines are rulers of an extensive area
of space, This is a grave burden; as the lives
of billions of Imperial Citizens and.a score of
worlds are their direct responsibility, so the
Ultramarines must always be wary of
unleashing their full might-on a Crusade or in
response to a call for aid, as that may well
leave Ultramar undefended. As with
everything in Ultramar tis contingency has
bean pianned for and the Planetary Defence
Auxilia are extremely well trained and
motivated. Just like any other Imperial world
local defences are expected to be able to hold

against any likely attack until such time as aid
can be despatched: Even So they hate limited
means to move between the systems that
constitute Ultramar and would be severely
disadyantaged-if left to fight without the aid
of the Ultramarines. On numerous oceasions
it is the presence of the Ultramarines -
alongside them that has given the'Auxilia the
will to fight on against heavy odds. Although
the Battle of Macragge is best remembered
for the heroic last stand of the Ultramarines
1st Company at the southern polar fortress,
the Defence Auxilia fought and died there too.
with a courage that almost matched that of
the Space Marines.

Nevertheless, the vassals of the Ultramarines
fight willingly by their side;'for the Realm of
Ultramar is regarded by many as the pinnacle
of human civilisation. Guarded by the might
of the Ultramarines, and ruled, over wisely by
their Commander, Ultramar.a place free of
manv of the horrors of the 41st millennium.

< and are therefore easily capable of hghhr]g‘rn
* a unified way; To ensure that this happens, a.,

| CRUSADES

A Space Marine does ot wait for the enemy
Io attack. Make your toe react to yuur J
movemenis instead. .~ {5 XE

Volume1V. D!spo_sirfong, Codex Asltartes”

When the might of the Imperium is unleashed
on a foe it will often be as part of an Imperial
Crusade. Crusades are declared by high- = ==
ranking members of the Ecclesiarchy and.
vary in size from precise strikes to systerh-
spanning wars of conquest. Space Maflnes &
frequently answer the call to fight in these™ %
campaigns and the Ultramacines are no
exception. The size of force committed-varies .
but it has become conventienalfor severat
chapters to send.small forces “of company
strength or less Al chapters are trained tO
follow the principles of the Codex Astartes f

-
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Crusade will select a commander drawn from
one of the contingents with the necessary
experience.and standing to have the respect
of all the Space Marines present,

It has been estimated that almost 70% of the
Space Marine chapters are either direct
suceessor chapters of the Ultramarines or
owe their existence to tithed Ultramarine
gene-seed. This, together with the esteem in
which Guilliman and his works are held, lends
great weight to the Ultramarines when
dealing with other chapters: The presence of
even a small force of Ultramarines on an
Imperial Crusade is a guarantee that many
other chapters will also send their warriors.
This s most evident when looking at the
succession of Crusades launched against the
Ork Empire of Charadon. It has been the
policy of the Ultramarines, most noticeably
since Marngus Calgar became Ghapter
Master, to launch frequent, destabilising
Crusades against Charadon. These Crusades
draw support from at least half a dozen other
chapters and help to prevent any one warlord
rallying the clans of Charadon for a major
Waaagh! The way these Crusades are
orchestrated indicate that it is the
Ultramarines who inform the Ecclesiarchy
ahout when a Grusade should be preached.

Deep In the bowels of the space hulk Forlorn Hope, Terminator l

Squad Calidus confronts the harror of the Tyranids.

In war one should seek to lake and hold the
high ground. From there the enemies’
movements are clearly visible and he will
struggle to reach you, let afone fight you.
High orbit is the highest ground there is.

Volume V. Dispositions, Codex Astarfes

One should never forget that in the most
literal sense marines are soldiers who fight
from ships. The Space Marines are no
exception. Each chapter maintains a fleet, not
least the Ultramarines. The chapter has three
battle barges (Octavius, Caesar and
Severian), eight strike cruisers and at least a
dozen rapid strike vessels.

An Ultramarines fleet is capable of tighting a
space action, and they have on many
oceasions, though this is driven by
expediency rather than choice. While a ship
fights; the Space Marines on board are
reduced to being speciators. This is rightly
regarded as a waste of their potential, fighting
fleet to fleet is what the Imperial Navy is for.
An Ultramarines fleet is instead the means by
which the Space Marines reach their
destination prior to battle on the surface.

There are two classes of vessél unique to the
Space Marines. Battle barges are the match
of any:Imperial Navy battleship. Heavily
armoured and shielded they are capable of
trading broadsides with any foe. They are *
also equipped with powerful bombardment
cannons that excel at smashing orbital
defences as well as delivering apocalyptic
orbital strikes. A battie barge will typically
transport three or four companies of Space
Marines along with all the supporting
equipment they require. The exact v
complement of Space Marines assigned toa .
battle barge is dependent on the mission to
be undertaken and is far from standard.

Strike cruisers are similar in mass to Imperial
Navy light cruisers, though they are faster
and better armoured than any equivalent
vessel. Their armament is quite light but
includes a bombardment cannon, meaning
they are more dangerous in a planetary
assault than in a fleet engagement. A strike
cruiser can transport a single company of
Space Marines with its supporting
equipmenl. The effect that even a single
company-of Ultramarines can have is
considerable and often the arrival ot a strike

withdraw.

cruiser is enough to convince an opponent to \1

i
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Both battle barges and strike cruisers are able
‘to launch squadrons of Thunderhawk
‘gunships.These are able to operate in space
in atmosphere, are heavily armed and
moured and can carry a substantial
detachment of 30 to 40 Ultramari

The purpose of the Thunderhawk is the safe
delivery of its Space Marine cargo. In space
actions this will be to board enemy vessels,
Space Marines are trained to quickly move on
key objectives on an enemy vessel such as its
gun decks, engine room or bridge, eliminate
the personnel there, plant charges and
retreat. In the vicious fighting that occurs
during boarding actions Space Marines excel
above all others and their raids frequently
leave powerful vessels crippled and helpless.

In ground combat the Thunderhawk smashes
its way through any air defences and deploys
its passengers with unerring pri on. Such

make a mackery of fortifications and
render even fast moving-armoured forces
vulnerable to sudden attack. The Ultramarines
often seek ta direct air-landings at enemy
headquarters as this offérs the best chance of
finishing a campaign there and-then.

In-addition to Thunderhawks Space Marine
ships carry enough drop pods to enable the
entire complement of Space Marines fo
perform a simultaneous combat drop. A
variety of drop pods are in service, each
carrying five or ten Space Marines;a single
Dreadnought or a Deathwind ‘weapons array.
During.a drop the Deathwinds land first.
These machine spirit-guided pods are used fo
draw enemy fire during the descent, though
practically there is little-opportul
ground fire to be brought to so fast'do dmp
pods travel. Once on the ground, the
Deathwinds open fo reveal their many and
varied weapon systems, which they use to
saturate the landing zone with hiedvy
suppressive fire. The drop pods carrying
Space Marines make planetfall just as the
Deathwind pods finish expending.their
ammunition, and within seconds of landing
the Hatches are blown and the Space Marines
are forming up and moving on their
objectives. On many occasions the
Ultramarines have targeted a key objective
and dropped one or more companies right on
top of it. Without warning such an atiack is
Irresistible, hence its common
description as: ‘Death from'above’.

'ORGANISATION

‘WARHAMMER

40,000

GROUND COMBAT \

Do not expect every foe to fall at the first
blow, be ready to keep striking until they do.

Volume Il On Fortitude, Codex Astartas

The primary strength of a Spacza Maririe
chapter are its battle companies. A Codex
Chapter will have four battle companies each
consisting of six Tactical squads, two Assault
squads and two Devastator squads.

Unlass:their mission is very dnusual every

Uttramarines battle force will be based around » §

at least one battle company. Sometimes it will
he supported by detachments from the other
companles. Some members of the Veteran

1st company.and the Scouts of the 10th
company will often be altached to the batt
company as will a number of battle brothers.
from the 6th and 7th-Tactical companjes”
operating the supporting vehicles.A battle
company is a well-balanced combined arms.
unit. It consists of all three"Space Maring. ,
squad lypes. The mainstay of the company is
its Tactical squads: There isno foe that a fully *
equipped Tactical squad cannot defeat. Highly

. At the core of the Codex Astarres is the orginisarion of the Chaprer:
A Chaprer comprises.1ei Compapiés: each codsisting of 3 hundred Spice Mirines,

IARMOURY
‘Techmirines & Sarvitors
Whirlwindé
Vindicators
Predators

HEADQUARTERS STAFF

Master of the Chapter
Senior Officers
Administrative Stafl
Support Personnel

BATTLE
COMPANIES

2ND-STH €@QMPANIES
Captiin
Chaplain
Apathecary
Standard Bearer
SQUADS;-
6 Tacrical
2 Assault
2 Devastator 5
SUPPORT:
*Dreadnaughts
Rhinos, Bikes
Land Raiders

VETERANS

6TH-7TH COMPANIES
Captain

IST (VETERAN)
COMPANY
Captain
Chapliin
Apothecaty
Standard Bearer
SQUADS:
20 Terminator.
or 10 Veteran
SUPPORT:
Drcadnoughts
Rhinos.
Land Raiders

Chapluin
Apothecary
Standard Beater
SQUADS:
10 Tictical
SUPPORT:
Dreadnsughts
Rhinos
Land Raiders

Bantle companies form the main battle stréngth of the chapter, with the other
7-:C‘u|11panirs providing support. Once a campaign s underway. caspalires in' the battle
companics are ‘rephited from. the rescrve Tompanics 1o keep them. near 16 full
'mcnglh Most chapters prefer. not: to commit” their critire foree’ 1o .\ny one campaign
as. heavy fosses could. ‘effectively destray Ib: Ciupll:l

8TH COMPANY

LIBRARIANS
Chicl Librarian
Epistolcrics
Codiciers
Lexicaniums

RESERVE; COMPANIES

9TH COMPANY
Ciprain
Chaplin
Apothecary
Standard Bester

SQUADS:
10 Devastator
SUPPORT:
Dreadnoughs

Rhinos

Claprain
Chaplain
Apothecary
Standird Bearer
SQUADS:
10 Assauft
SUPPORT:
Dreadnoughts
Rhinos
Land Raiders
Bikes

SCOUTS
WTH (SGOUTY COMPANY: —7
Captain, Chaplain, Apdthecary
Squads: Scauts”

www.games-workshop.co.uk/spacemarines 115




e &
A )

¥

moblle intheir Rhino and Razorback
‘mmspﬂrts they are able to use firepower or
assault to achieve their objectives dependent
on the situation and the strengths of thelr
opponents. Devastator squads arg able to
concentrate overwhelming firepower fo
support a Space Marine advanee or blunt an
anemy attack. The Codex Astartes

“recommends distributing Devastator squads
In five-man sub-units between the battle
companies' Tactical squads. This ensures that
any Tactical squad has heavy weapon support
when it is needed. Such s the discipline and
precision of Space Marines that Devastators
can quickly be massed again if the need
arises. Assault squads are reserved for close.
action, often fighting In coordination with the
companies' other squads. After a Tactical or
Devastator squad has opened fire o an
enemy position a supporting Assault squad
will leap into the fray before the combal can
turn into a drawn out contest of attrition.
Alternately after an enemy attack has run the
gauntlet of Ultramarines firepower and is
about to reach the Space Maring lines an
Assault squad will descend on them, retaking
the initiative and destroying the enemy utterly
rather than simply repelling them.

The r688ve compames are just that,
reserves. They will be used to replace losses
in the battle companies and crew vehicles. It
s rare for them to be committed 1o battle in
their entirety. The 1st Company tends fo be
used in squad level concentrations spread
betwaen the battle.companies. It is

_ sometimes committed to batile as a unit,
normally when a large concentration of
Terminators is required but this prattice has

* declined In the Ultramarines chapter since the
Battle of Macragge.

Any grouping of Space Marines can ba
sexpected to fight together effectively; this
allows their captains to select the pertect
combination of squads and vehicles for a
particular mission. This also appliesiwhen the
__fight is forced upon the Ultramarines. The

units engaged will quickly wark together to
miake an effective defence where an Imperial
Guard force might be disorganised and
demoralised.

When the Ultramarines enter battle the enemy
will immediately recognise the Ultramarines’
distinctive heraldry and news of their arrival
will spread quickly causing panic and
uncertainty. This advantage is one of the main
reasons few Space Marine chapter would
aver contemplate using camouflage to hide
their colours, there is an adage that
‘camouflage is the colour of cowardice'. This
is in part a testament to the pride a Space
Marine has in his chapter but also reflacts
their understanding of the psychological
impact a sudden deployment of Space
Marines can have on the enemy. Itis with
good reason that they are known as the
‘Angels of Deathv’.

Space Marine operational methods are driven
by practical necessity. A full chapter numbers
only.a 1,000 warriors-and often a typical
battle force will be buta fraction of this. Only
by rapid movement and maintenance of
momentum can such a force hape to
overthrow the vastly.superior nombers they
are often confronted with. Ultimately it is the
Space Marines' speed, and not their strength,
that.it is their greatest ally.

When committed to a large campaign, such
as the Battle for Armageddon or the Battle for
Ichar IV, the Ulframarines will be a part of a
much larger Imperial army. Under these
circumstances it is customary-to keep:the
Space Marines in reserve, allowing them ta
use their own initiative wherever possible.

Like all chapters, the Ultramarines are a
wholly autonomous force that is entirely
separate from the Imperial chain of
command. But while some Space Marine
chapters actively resist interference in their
battleplans. The Ultramarines are not among
their number, they will cooperate with
Imperial GCommanders on general principles,
though they do not act wholly at their behest.
Instead, Space Marine operations are planned
by those most expert in their capabilities, the
Space Marines themselves. This is
particularly true of the Ultramarines whose

A_standmg ensures the respect of the mast

senior Imperial Guard staff. In fact, the
Ultramarines chapter is so highly regarded
{hat fraquently even the highest ranking

* Imperial Guard commanders will place
“themselves under thejr command.

Ultimately there s no mission that Space
Marines cannot perform better than even the
best normal soldiers the Emperor can
command. From lightning-fast raids to full
assaulls, the Space Marines can acheive them
all. It is this flexibility that makes the Adeptus
Astartes invaluable to the Imperium. .

Techmarine Andronicus Supervises
the construction of a firebase

FIREBASES

War is not your recreation, it is the réason’
for your existence, prepare far it well.

Volume Vi, Thoughts, Godex Astartes

The Ultramarines, along with many other
chapters, use pre-fabricated bunkers based
on a Standard Template Consiruct design.
The speed with which these can be set up
allows firebases to be established very
quickly. Often a dummy. base will be set up In
a clearly visible position whilst the real base
is set.up with far more secrecy elsewhere.
Once a base is established it will be
garr';soned.and provisioned: Space Marines
actually ruuurre very little logistical support as
they can‘assimilate indigenous food, use
fusion-powered vehicles and do not seek to-,
engage in long ammunition draining
axchanges of fire. Nevertheless they will smi
have to periodically withdraw from action to
reorganise and replenish supplies. In addition
to providing a depol the firebase also
provides a refuge and rallying point that the
Space Marines can fall back on if the llqhu
goes hadly. y

When the circumstances dictate the
Ultramarines will set up firebases in enemy
territory to provoke battle. This is a

dangerous husiness however, as it invites the
possibility of being surrounded and tied down

in a slugging match. Space Marines are, of
course, capable of trading hard blows with
anyone but they are really. too valuable to use

in this way for long. Occasionally the tactic
can be decisive, as when called on to do so
Space Marines will fight to the last, asking ne -
quarter and giving none in return; determined

to inflict as much damage as they possibly
can upon their enemies. Attacking a position
held by such men can seem suicidal and itis . ¢
entirely possible the attackers' spirit will be
broken before the task is done. w4 ¥y
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Walls, trenches and towers are no.obstacls,

lack of imagination and lack of will are
obstacles.

Volume XV, Siegacraft, Codex Astartes

The presence of Ultramarines when either
defending or storming a fortification is a
major advantage for the Imperium.

Whilst the Ultramarines do not have the
experience of siege warfare that, say, the
Imperial Fists have, they are still veterans of a
thousand such actions.

When defending they represent a body of
troops that absolutely will fight to the death,
without panic, without despair, always
looking for the opening that will enable them
to secure the victory. Such troops are a,
nightmare for an attacker to defeat and are a
guarantee that heavy casualties will be
suffered. Ultramarines always lodk to take the
battle to the enemy so'when defending a

fortified position they will make sallies out to* '\
M A
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disrupt-the besiegers, spike their guns,
demoligh thelr siege works and slay their
leaders. Well organised raids are difficult io
stop.and even a small detachment of
Ultramarines can make a massive difference:
When a besieger finally has:a breach fo + *
storm they can expect to find the
Ultramarines blocking it when they arrive.
Ona smalj {rontage numbers count for
little so-unless the storming force

Includes troops actually capable of

beating the Ultramarines in a desperate
close range fight a single breach will not
be-enough, Within every stronghold there
Is normally a Citadel, essentially afortress
within a fortress that provides a last

refuge for the defenders. It is not
uncommon for a Citadel to_be held long
after the larger fortification has fallen.

Such final redoubts would be the:last

* rallying point for Ultramarines defenders,

ensuring that they continug to defy the

“attackers for the greatest fime possible.

Whign attacking & fortification; elite
warriors like the Ultramarines really come
into-their own. Beyond their inrate ;
fighting qualities they have access 10 a
wide range of skills-and equipment-that
can he put to good use. Thera.is no
assault vehicle in the Imperium, as L
resilient and deadly as the Land Raider. It
can destroy enemy batteries as it

advances with.its twin Godhammer
lascannons and dJsgm’ga its passengers
nght on lop of the defences. Similarly;no
wall is immune to being stormed by Jump  #
pack equipped Assault Marines supported
by Land Speeders. Under some
circumstances an Ultramarine force could

=

use teleporters, drop pods or .
E “Thunderhawks to bypass the defences

altogether. Once an attacking force is
astablished inside a fortifications’ perimeter
then numbers will begin to tell. It only
requires a small force of Ultramarines to
achieve this after which supporting troops
can be cofmmitted leaving the Ultramarines
free to concentrate on eliminating strong
points and command centres. Needless to
say, when directly attacking a fortification,
such as a bunker, the Ultramarines have
many. drills employing Vindicators, flamers,
meltaguns and meltabombs whichcan
quickly!breachithe defances and open the
way'for an immediate assadlt.

The trick in sieges, whether'they are attacking
or defending, is o allow the Ultramarines to
position themselves at the point of decision.
There is no valug in throwing themat
unbreached defences to pound a.way to
victary,.this is the way of the Imperial Guard,
whose numbers are counted in the tens, if
not the hundreds of thousands.

Honour the craft of death.
Volurme XLVII, Hymnals, Codex Astartes

Forall the sub-sectors around U]lramar it |s a
great reassurance knowing that the *
Ultramarines chapter waiches over lhern Not
only is Ultramar itself a resolute bastion
dgainst any attack but the Uliramarine

chapter is a highly mobile and efficient
emergency force able to quickly intercede in
any battle and switly changd thé odds in
favour of the Imperium within @ wide radius® »
around their fiefdom. °

That a mere 1,000 warriors have swayed the
results of so. many battles is a tribute to lhe-,a
teachings of Roboute Guilliman and the
dedication of the warriors of Ultramar, 7
Without them the Imperium would dnuhiless :
be in far greater penl

k:
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Games Developers Graham McNeill
and Pete Haines take fo the field of
battle in a brutal clash between the
Ultramarines of the Znd Company,
commanded by Graham, and the
greenskins of Waaagh! Razzekai,
led by Pete. The batile is a bloody
Dawn Attack, a new Standard
Mission taken from the updated
Warhammer 40,000 rulebook.

DEAD BY DAWN

raham: When Pete and | planned out
@what we had to achieve with this Battle

Raport, we knew we wanted to build
on threads we had begun in the Space Marine
codey, developing the character of the
Ultramarines. Space Marines are not about
brute force, their limited numbers means they
need to fight their enemies on their own
terms In order to prevail. An Ork Waaagh! is
a terrifying thing, a system-wide invasion of
rampaging greenskins that is nigh
unstoppable. Thanks to the visions of
Tigurius, the Uitramarines have been able to

ot a breath of wind disturbed the
forest canopy. yet Tigurivs -could
smell the crude fossil fuel emissions: of

the Ork vehicles many miles away. The |
vulgar, primal cchocs of the greensking

collective psyche cut into his thoughts,»
their barbarous lust for destruction
cloudmg his scoscs: with an' angry red
fog. He breathed decply. searching for
calm as-he recited the mantras of
protection and warding. The shallow
valley’ below wis tranquil and green,
nartow road. winding. through a trio of
command bunkers before disappearing
over, the harizon towards the planet’s
acarest settlement. Tt galled Tigurius «
that the Orks had set foot on
Espandor; but there had 'been no other
way 10 lore’ the Warlord Razzckai
towards them: The Chicf Librarian ‘of
the Ultrimarines 4iad scen visions, of

v ﬂns warlord. terrible, violent visions of
)

a0 empire “[orged id blood and
a.]aughl:r Tiguius could sense that this
Razzckai would soon be a force to be
reckoned with, and thit should his risc
1o power go unchecked, then an
unstoppable force of Orks would soon
pour from all jover Charadon:

That could not be allowed to happen.
tand thus this trap was ser. Lure
Razzekai into attack and destroy him
before he could become a threat to
Ultramar. Spice Masioe warriors knclt
hehind Tigurivs, d:tp ih prayer as
Techmarine Harkus' applicd blessed oil
to the bolters of Tactical squad
"Cascarus. The first rays of dawn were

" creeping over the horizon and ared
* glow lit the bellics of the low clouds

| “sa that they appeated 1o be filled with

‘blood - Tigurius warched as Brother
Meridicus lifted his banncr hight the

from the nearby
aradon, with well-planned

against emerging Ork Warlords. This
B-mle Report is about one of those strikes,
where the Ultramarines lured an Ork force
onto the world of Espandor.

stymie any sizable inv.
Ork empire of

A command post at a strategic road nexus
was the bait. Once the Orks had occupied it,
the Ultramarines would descend upon them
This was the plan, but only time would tell
whether the Orks would behave as Tigurius
had foratold.

rippling blue fabric bathed ominously in
the red glow from above. Tigurivs

_shivered, wal(l;mg as servitors loaded

ammunition. hoppers into the weapon
motnts of Dreadnought Lucernus. The
massive war-machine rose to its full
height as the final hlcssings were
intoned over the firing mechanism. The
Old Onc turaed to face Tigurivs, as
though scnsing his scrutiny, and the
ancient warrior housed within the
armoured sarcophagus of the
Dr:adnoughl bowed towards him.

“Da they approach, Chicf Libratian?”
siid the Dreadnought.

“Aye” nodded Tigurivs. “1 scosc their
hostility as a scar across my ‘mind.”

“How long?”

“Minutes, maybe less.” said Txglmua
d:rﬂy

“Something “troubles you, Chief
Librarian?? asked ‘the Dreadnought.

“You have lost noac of your
perception: Brother Lucernus,” noted
Tigurius. ~Yes. something troubles me. 1
have, al datk foreboding of this battle. |
Saw- our banner hathed in the colour of
‘blood and there is a shadow over the
coming: day, 1 feel it. 1 cannot scc |l\n
path' beforc me and that worries me.”

“No matter.” assured' the
Dreadnought, “Ouf plan s souind and:
the Codex Astartes guides. us o all’
things. Wewall Fight them with coursge
and honour andwe will prevail”

“As always, you speak with wwdom
Brother Luceeniis,” nodded Tigurivs.
“With 'the1Codex as our guide’ we
Chnnot fail. Fight with courage and

* honaur, ys friend.”

A]wnyv. growled the Dreadnought.
“Let them'come. they. will find only
death.”




PETE HAINES AND GRAHAM MCNEILL
-EACE OFF IN-A BATTLE REPORT THAT
" PUTS THE NEW CODEX: SPACE
MARINES THROUGH ITS PACES AS THE
ASTARTES CLASH WITH THE ORKS.

i

i

DAWN ATTACK

N

As, armies manoeuvre for position each s ever-vigilant for a mistake which they can exploit. in this mission.the

Allackers have leigned weakness lo lure the Defender inlo an attack that leaves them exposed for the counter:blow.

- OBJECTIVE: ANNIHILATION
Victary Points are scored for destroying enemy units ahd, in
-addition, Victory Points are scored equalfo the points value
of each scoring unit you have left at the end of the game. This
means that you must destroy as many.enemy. as possible,
while avoiding heavy losses yourself,

SCENARIO SPECIAL RULES

Night Fighting (firsl um-only), Divided Forces, Reserves,

| Victory Foints, Deep Strike.

: GAME LENGTH: Six turns
] oy
) ’% Defander b RESERVES: Aflacker’s reserves arrive as shown on the
> Deployment —, 101
2 zone 2 7% map
: :
3% £ - Ty
: S ‘

/

5 Detenders have first turn.

SET-UP ;
1 Defenders deploy.in the camp (see map). .

Attackers force is divided into two parts.

First part of the Attackers force arrives on Turn 1

from either short table edges. Second part of the
Attackers force arrives on Turn 2 from either short table
edge.
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COURAGE

AND HONOUR!
Graham: I've always
had a bit of a thing for
the Ultramarines; their
classical background,
the stark,
uncompromising
discipline of their

A battles against the
enemies of Mankind while upholding the
grand traditions of the ancient days and the
teachings of the Codex Astartes. They always
seemed like the most noble of all the Space
Marine chapters, not dependent on fancy
rules or hideous flaws in their genetic
makeup to take care of business. No, the
Ultramarines stood firm by doing things the
way they'd been done in the days of the
Emperor himself. And if it was good enough
for them, it was good enough for me.

Facing Pete’s Orks was going ta be a tough
challenge. | knew he favoured the good old
horde approach to the Orks, so, even though
| was itching 1o use Terminators, | knew that

Pete could swamp them with dozens of
choppa-armed warriors to hack them to
plecas. So | resolved to fake as many power
armoured Space Marines as | could, while
still including plenty of new shiny things!

Given the narrative of the game, | had to
include Tigurius, which is no bad thing, since
he’s rock hard and gets to choose his psychic

would be a good investment. He could
potentially repair any Weapon Destroyed or
Immobilised results and, together with his
servo-hamess and two Gun Servitors armed
with heavy boliers, he could also provide a
whole'lot of fire support

Two full-strength Tactical squads filled my
Troop choices, and since | knew that Orks

powers after deployment. Pr eisa
wonderful thing! To accompany him, | chose
a Command squad with Company Champion,
Apothacary and Standard Bearer, who would
be a hard-hitting unit that could take some
punishment and still dish it out. To fill my
Elite picks, | took-a Dreadnought armed with
an assault cannon (figuring that it would do
more damage to the Orks than a lascannon,
which would be my normal weapon of
choice). | wavered on whether to take the
heavy flamer option, but since | wanted Lo kill
as many of the Orks before they reached me |
opted for the storm bolter instead. Many
people underestimate the volume of firepower
an Ork army can pump out, and with only one
Dreadnought, | decided that a Techmarine

ing towards a gun-line of bolters is a
‘scary prospect for the Ork player, | planned to
anchor my battle line on these warriors.
‘Them and a Devastator squad armed with
heavy bolters and missile launchers of
course. Finally, | chose a Whirlwind and a
Land Speeder. The Whirlwind because, with
its Strength of 5, good AP value and Large
Blast template, it's an Ork player's worst
nightmare and the Land Speeder because its
heavy bolter could re-deploy:rapidly to deliver
some much-needed support wherever it was
needed. Lastly, | chosé an Assault squad that
| planned to use to deliver the killing blow to
weakened Ork squads while my shooters
moved onto more valuable targets. A fing
plan in theory, hut let's see how it plays out,
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CHIEF LIBRARIAN TIGURIUS < 165 points
Equipped with Hood of Hellfire, frag grenades and krak .
grenadestand armed with the Rod of Tigurius and bolt plsml

COMM.AND SQUAD 233 poins
Sergeant Severian with Terminator honours and armed with
power weapon and combi-meltagun.

1 Space Marine armed with a.plasma gun,

- Apothecary equippad with narthecium and reductor and armed -

. with close combat weapon and bolt-pistol.

Gompany Champion armed with power weapon, bolt pistol and
combat shield:

Cumpany Standard Bealer holding aloft the Chapter Banner
and armed with close combal weapon and holt pistol

All members of the Command-squad (including Tigurius) have
Furious Charge. &

TACTICAL SQUAD CASCARUS 191 points
Sergeant Cascarus with Terminator honoursand armed with a
- power weapon and storm bolter. i
1 Space Marine armed with a heavy bolter.
_ 1 Space Marine armed with a flamer.
7 Space Marines armed with bolters.

TACTICAL SQUAD ANDEROS . 201 points
Sergeant Anderos with Terminator honours and armed with a
power waapon and combi-plasma gun.

1 Space Marine armed with a missile launcher.

1 Space Marine armed with a flamer;

7 Space Marines armed with bolters.

-« ASSAULT SQUAD ASTERAN 155 points
#_4 Sergeant Asteran with Terminator honours and armed with a
2 thunder hammer and bolt pistol.

A

TECHMARINE HARKUS 150 points 4 Space Marines armed with close combat weapons and
Techmarine equipped with full servo-harness, signum and ~+bolt pistols.
auspex and armed with power weapon and boltér, All equipped with frag:grenades and jump packs.
2 Gun Servitors armed with heavy bolters.

! ) e : LAND SPEEDER 50 paints
DREADNOUGHT LUCERNUS 110 points Land Speeder armed with a heavy bolter.
Dreadnought equipped with extra armour and armed with an
assault cannon and Dreadnnunht c!ose combat weapon with DEVASTATOR SQUAD DAEDALUS 160 points
built-in storm bolter. n Sergeant Daedalus armed with a bolter.

& 1Space Marine armed with a bolter.
WHIRLWIND - 85 points 2 Space Marines armed with missile launchers.
Whirlwind armed with a Whirlwind multiple missile launcher. 2 Space Marines armed with heavy bolters.
in www.ga kshop.co.uk/warh 40k 121




' DOUBLE
"WHAMMY

Pete: This particular
Battie Report had a
double significance
for me. First of all it
was going to involve
the new Space Marine
army. It has been
great fun working on
the Codex for such a
significant-army and It enly seems yesterday
that | was leaving the GW store in
Birmingham with my second edition Space
Marine book In anticipation of some serious
list frothing. Doing the Battle Report is the
signal that the project is all but finished and
all that remains Is to put the Space Marines
through their paces. This leads me to the
second cause of excitement. The plan was to
pit the Space Marines against the Orks, which
gave me the opportunity to use my own army
in a Battle Report for the first time.

For ages | had believed that an Ork horde had
lots of potential on the battlefield. Most of the
armies | saw, however, were loaded down
with kit at the expense of including more
Boyz mobs. Now don't get me wrong, | can
see the application of Killer Kans, Trukk Boyz,
Zzap guns, Battlewagons and looted Basilisks
as much-as the next player (given my Iron
Warrior background, especially the looted
Basilisk), However-there is something about
Orks that absolutely demands fielding them
as an uncompromisinghorde of warriors, so,

_ | decided to put my money where my mouth
was and collect just such an army.

Oné of the real perks of being a games
‘developer is that you get to attend events all
around the world. Sometimes
just to talk, other times to
(,play. Now, as you can

imagine carting an army through customs
can be quite a chore. A 1,500 point army with
the usual vehicle ratios is not only a hernia
waiting to happen, bul is also In excess of
airline hand luggage allowances. For my Ork
army | decided to use nothing but infantry,
ensuring the entire army fit in a single,
standard carrying case. This meant no mare
than 108 models. There are many factors that
influence one's army choice, but this was the
first time | based a selection on what fitted in
the case! Despite this caveat the army has
proven itself several times. In 2003 | played
in the splendid Astronomi-con event in
Ganada, Over the course of the weekend |
played against a wide range of opponents in a
series of non-standard missions and,
although | lost a couple of games, managed
to give better than | got. There are lwo
factors that make the army tenable. First,
most armies | play against include enough
big guns 1o lackle armies loaded with tanks.
Because | have no vehicles these expensive
weapons.can only shoot at 8 or 9 point Boyz,
which is a waste of their potential. Second, |
included a lot of rokkits. These are a great
equaliser, the Orks will miss more often than
not hut at least when you do hit with a rokkit
something gets hurt. While the enemy big
gung are picking off cheap infantry, my
ragged volleys will occasionally nab an
expensive tank or even a Wraithlord.
Obviously this in itself isn't enough to win a

game but all the time the exchange of fire Is
going on my Boyz are getting closer so if |
can just stay in the game until then, all
should be well.

The downside of the ‘set army in a box’
approach is that you use what you have and
do not optimise your composition for the
next opponent. Also once people know what
you use they can optimise their army for

“beating you. When the enemy turn up with no

weapons bigger than Strength 6 you know
they have your number.

Picking my army for this Battle Report was
therefore very easy, | just grabbed the case
out of the cupboard! The army is fairly
simple, | use two units of Skarboyz as the
combination of choppa and Strength 4
frightens the wits out of Space Marines. In
addition | have a Slugga Boyz unit.and a
Shoota Boyz unit, two Tankbusta units and
two Burna Boyz units, while a Warboss in
mega armour and a Big Mek lead my-army,
Because the army:is all infantry it rather likes
cover, sadly moving through cover siows i,
down. The solution is simple — bring your
own cover. My Big Mek and the Meks leading
the Burna Boyz units all have kustom force
fields. This is the‘army's one real gadget.
Properly deployed | can keep most of my
horde under the kustom force field umbrella
as | advance, rendering the enemy weapons
impotent to stop me. | will pause for a
moment here to cackle evilly. Bwahahahaha!
That's better. Practically, the force fields seem
to be unpredictable in their effects, but
sometimes they can protect the army for a
turn and demoralise my opponent utterly. All
together | have 18 rokkit launchas and five
big shaotas. Hopefully these will allow me to
méss the‘biitramarines up as | close on them. _:
This is actually quite critical, because if the

Ultramarines are allowed to shoot freely | will 22

arrive at their lines with very fewr troops. Itis
essential therefore to mass my rokkits and try’
to take a unit or two out in the first three

turns. If | get'into rapid-fire close range and
haven't done any significant damage then |
don't expect many Boyz to come back. &

DEPLOYMENT AND ‘DA PLAN’
The mission we devised for the game leaves
me in a bit of a quandary. As the
Ultramarines could arrive on either or both
flanks | need to deploy for all-round defence.
However, | can't stay like that. | can have no
delusions about winning an extended shoot-
out with the Space Marines so | will have to
get stugk in and give them a taste of graen
choppa. With the Marines arriving in fwo
waves | won't be able to commit my entire
force to advance until | know where both
waves are. Once | do, then | can launch the
green tide forward and hopefully swarm all >
over them. Fortunately | know from, -
experience that my army is foo numerous to
be wiped out in six tumns, let’s see if we can
say the same for.the Space Marines!
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' @ Nob Deffgrippa equipped with big horns and armed with a

“RAZZEKAI’S ROKKIT BOYZ

1,500 points

WARLORD RAZZEKAI 105 points
QOrk Warlard equipped with mega armour and big horns.and
armed with-a power claw and shoota that has more dakka; is

- shootierand is a blasta.

BIG MEK ZOGMEX 48 points
Big Mek equipped with a kustom force field and armed with a
slugga‘that is shootier.

: SKARBOYZ MOB

231 points

power claw.and slugga.

v @ 3 Skarlioyz drmed with rokkit launchas.

12 Skarboyz anmed with choppas and sluggas.

Y SKARBOYZ MOB 180 points
3 Skarboyz armed with rokkit launchas.,
12 Skarboyz armed with choppas and-sluggas.
SLUGGA BOYZ MOB 200 points

Nob Kriddkull equipped with blg hofns and armed wnh a
power claw and slugga. . ; 4

3 Boyz armed with rokkit faunchas.

12 Boyz armetl with chuppas and sluggas.

SHOOTA BOYZ MOI s
Nob Magskar equipped with hosspole and armed with &
choppa and, big shoota, Jie
s 3 Boyzarmed with big shootas.
. 12 Boyz armed with shootas.

¥ 181 points Y

o

= -and tankbusta bombz.

A

BURNA BOYZ MOB 143 points
Mekboy Kurgull equipped with a kustom force field and armed
with a choppa and slugga. ! P
4 Boyz armed with burnas,

5 Boyz armed with choppas and sluggas.
‘BURNA BOYZ MOB 143 polnts

 TANKBUSTAS MOB

Mekboy Gorstampa equipped with a kustom force field and
armed with a choppa and slugga.

4 Boyz armed with burnas..

5 Boyz armed with choppas and sluggas-

148 points
Nob Borstikk equipped with a bosspole and armed with a
choppa and big shoota.

3 Boyz armed with rokkit launchas.

5 Boyz armed with close combat weapons and sluggas.

All members of the Mob are equipped with frag stikkbombz

TANKBUSTAS MOB

3 Boyz armed with rokkit launchas
6 Boyz armed with close combat weapons and sluggas.

All members of the Mob are equipped with frag stikkbombz
and tankbusta bombz.

120 points
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Graham: This mission uses the Divided Force
rule; which meant | had to split my army in
two and then randomly decide which part
arrived tirst on a short table edge of my
choice. The second part of my army would

124 DEAD BY DAWN

SPACE MARINES TURN 1

arrive-on Turn 2 and could deploy from either
short table edge. As hoth Skarhoy units were
towards the far side of the table and the

terrain on the left offered me more in the way
of killing ground, | chose the left-hand side to
enter from. Luckily, the part of the force

containing Devastator squad Daedalus arrived

first and | moved them on slightly to the left
of the centre of the hoard wi

still have a wide field of fire without exposure
to Pete’s Tankbusta Boyz. Tigurius and his
Command squad led the force, taking
position on the far left where they were
sheltered from the worst of the Ork firapower,
but could still react to developing threats.
Tactical squad Cascarus and Dreadnought
Lucernus were also in this part of my force

‘and took up firing positions on the ridge

overlooking the Orcs.

The Space Marine ambush was sprung
moments just before dawn, so the Night
Fighting rules were in effect on the first turn,
but as the Space Marines carrying heavy
weapons had moved and the bollers were out
of range, this probably wasn't going to affect
me tao much. It was left to Dreadnought
Lucernus and Veteran eant Cascarus
(armed with a storm balter) to fire. The
sergeant’s shots both hit, but failed to wound,
while the Dreadnought’s assault cannon
managed to cause 3 Wounds, Unfortunately a
nearby Ork kustom force field saved two of,
those. Not a spectacular round of shooting,
but my next one ought to be better once the
Devastators opened up. The Orks were too far
away for an assault — which | was quite glad
aboul, to'be honest — so it was over to Pete.




~ - would be able fo mow down Boyz for fury

{
2

§ ORKS TURN 1

~ thought 1‘hey would Iast'several turns and

- a

* moved my Burna Boyzaway from the

ﬁmuch use if they headed towa he

‘Pete: | was a little bit concerned to see the
arch Ork fighter, Tiguris, leading the
Ultramarines advance. 0h well, you don’t
grow to be a huge killy Ork without having to
fight-some tough opponents to build you up.
Looking at the troops that arrived it was
apparent to me that Graham was intent on
forming a firing line af Tactical and
Devastator Space Marines with some
interesting counter-attack options. The main
question | had to consider was, would his
second wave reinforce the first or arrive on
the opposite short board edge? | reckoned
the probability was they would arrive in the
.same place to achieve a decisive
concentration of firepower. If, howaver, | took
the cheese and rushed everything i’ that
direction | would be leaving myself open to
the troops arriving behind me. | would then
have to ahout face and walk firther to get to
them. Not good. | 'decided not to be too hasty
in overreacting. There would be planty of time
to overreact later.

| sent out'a Burna Boyz unit to apply a little
bit of immediate pressure. They were
protected by a kustom farce field and would
therefora be quite resistant to the best
Ultramarines weapons. When | started using .
this army the Burna Boyz tended-o form up
in'thie second line where their force field
could help. protect the front lin. What | found
was that the front ling tended to get shot
down anyway and the Burna Boyz were the
guys who actually reached the enemy line. At
first impression you might think this was a
good thing, unfortunately they are only
Strength 3 arid often fall to make an

b impression. When they lead the attack, they
. absorb enemy fire; allowing my rokkit and big

shoota units to deal some death in return,
-and when they break, are quite likely to mob
up'with one of the units behind, bringing thair
force fild and burnas withthem.

The Sluuga Boyz headed into-the wood next
to them. There were 16 of them, in cover |

tempt the Ultramarings into’ mmalmng still

ind shooting at them. This Would give me
time to bring the rest of the army up: Most
_imporantly ey fiad three rokkits and | was
“very keen on doing something about the

" Dreadnought as quickly as possible. With its ;

- improved assault cannon the-Breadnought

and, whilst Ork chappas are formidable
waapons, they can't touch a Dreadnought.

“The thought of having a large unit pinned in.

cumbat with a Dreadnibught they are helpless
against wnrrled me 50 11 had to gcr

-

On the nther side uf my dgploymsnt zone |

Ultramarines’ first wave. The logic hiere was
that their short-ranged weapons would not be

* unpopular: Shoota Boyz
* of this. The lethality of ragid firé weaponry

Marines as they simply could ndt get close
enough, quickly enough. By moving them
toward the other table edge | gave a
Suggestion of wanting to leap on:any. Marines
arriving there. This would, | reasoned,
encourage Graham to bring hisisecond wave
on at the opposite end of the fdble. This was
about the only way | could See for. this unit to
have an effect on the qame other than
forming a reserve for mobbing up on.

My Shoota Boyz edged-toward the

Uitramarines. | wanted fo-aet into rangeso | - -

could add a lot more supporting fire to the
unit's four-big shootas. Under the ravised’

~ Warhammer 40,000 rules'apid fire weapons

are much-more formidable and |'ve found my
Shoota Boyz so useful that I'va considered
getting another unit to rsplam a Burna Boyz
unit, One of the most satisfying things about
waorking on the revised rules is when a
chiange in the rules provides a good reason

. for taking a unit that might hiave been

< realised that ‘2" was Weapon Dﬂmmyad and

In this mission the first turn was dark. It
wasn't hard toimagine all the Orks firing. s
randomly into the dawn gloom with more -
enthusiasm than accuracy. But despite
moving nearer, the Shoofa Boyz couldn't sea"a
any targets. The.Sligga Buyz could see the
Dreadnought, however, and let rip with their

* rokkits, One Shot hit and penetrated’its .~
armaur. | rolled the damage dice, excitedly *
hoping for a'4'af more and was a bit ¥
disappointed to seé 42" coma up-Then | %

 happily nominated the assault cannon. Th;§‘_ 3,
' was actually a less than obvious decision. I
* the second wave of Uliramarines was assault-

bdsed then the Dreadnought would be able to

lumber forward alongside them and add its
formidable closeé combat weapon toany &
assaults. If Graham was instead planning to. >
shoot it out, then the Dreadnought would
inevitably become a bulwark against my
assault. Either way the close combat weapon
might be more of a worry but ultimately the

are.a great

was certainly making me |1anervous about
the fiifg line of bolter-wiel g Space |
Marines, that's for sure!

-sheer lead-belchil

terror of the assault
cannon was enough to sway the decision.

Considering that | had little shooting to do, |

* was very safisfied with the result.

ORKS TURN 1
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| SPACE MARINES TURN 2

Graham: Aside from losing the assault
cannon on the Dreadnought; that wasn't too
painful a turn. | didn't expect it to last, but |
was going to make sure | took advantage of it
. now that my heavy weapons could fire. The
second part of my force could now arrive,
“and | had the choice of which table edge to
place-them on. Pete had moved some of his
Orks towards the far side of the table, but |
didn’t see any point in splitting my force, it
would fust Weaken the concantration of my
Jfirepower and leave each force weakened in
* the face of overwhelming odds. Placing the
two forces together would allow them to
support each other and ulilise their weapons
_to-best effect. It would also mean that some
of Pete's Orks had further to go if they
wanted to take part in the battle and thus -
allow me to deal with them a piece at a time.

| decided to use the Land Speeder’s Fast
move to get into cover on the right flank
where it could threaten any advance down the
road and lend supportito the Space Marines
on the ridge. The Whirlwind moved into
position behind the woods while Tactical
squad Anderos and Assault squad Asteran
took position in the centre of the
Ultramarines lines. | moved Techmaring
Harkus up to the Dreadnought to use his
Blessing of the Omnissiah special rule next
turn. | moved Chief Librarian Tigurius and his
Gommand squad forward into a position
where he could use his fearsome psychic
powers that — thanks to the Hood of Hellfire —
had their ranges doubled. The plan was to
cause enough casualties to the Orks through
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shooting that their size would be reduced to
the point where their Mob Size check

_wouldn't save them from Tigurius' Fear, of the

Darkness power (which causes an immediate
Morale check with a -2 modifier to the target
unit's Leadership). The rest of the army

~ hunkered down and prepared to fire;

confident that this turn's shooting would be
far more impressive,

If the Orks were ableto reach my lines in any
great numbers then it was all over, so it was
all about keeping them at arm's length.
Therefore the nearest unit of Burna Boyz was
the prime target. A unit of Slugga Boyz was
making its way through the woods, but |

SPACE MARINES TURN 2

reasoned they'd be slowed down enough for
me to take care of them later. | opted to use

Fear of the Darkness first. If the Orks ran off,
then | could target the units behind, but Pete
was able to pass his Mob Size check and the
Orks continued to advance. Since they were

coming at us in the old fashioned way, |

would See them off in the old fashioned vy, *

s0 unloadad a huge vollay of fire from my
entire:army inte the Burna Boyz, reducing the =+
unit to a single model, Despite such 7
horrendous losses, Pete was able to pass. his:
Morale check and the lone Ork kept going.
Stupidity or courage? With an Ork you never
know. Since the Orks were still quite a way
away, there were no assaults this turn.




*Pele: In his turn Graham brought his second
wave into play behind the first. | don't know
how much my ploy with the burnas at the
other end of the table influenced this, but at
least now | could act without worrying about
having to re-deploy later.

| continued to move the Shoota Boyz up. It
the Ultramarines stayed in position | figured |
might as well get within 12" and give them
some serious shoota death. On their left flank
the Tankbustas moved up in support. | was
hoping to mass a lot of fire at the Devastator
squad, their heavy bolters and missile
launchers were Just the things to blunt my
charge so they had to be dealt with. The
remaining Burna Boy would venture on a lone
suicide mission against the Command squad.

Warhoss Razzekai, his Big Mek and both
units of Skarboyz began their advance. They
had quite a way to go but their rokkits would
soon be in range to cull a few Marines and
with a bit of luck my front line would keep the
Marines busy while the Skarboyz caught up.
-
My other:Burna Boyz unit headed back
. towards the‘action. They were unlikely to be
of much use: Even so it always pays to be
thorough so they hefted their burna packs
and hurried off towards the thumping sound
of the guns.

My secand unit of Tankbustas was loitering in
a bunker. I'd have to move them sooner or
later as a wood was blocking my view of the
bulk of the Space Marine army. | could see
the Assault squad bounding forward, so they
. had spmeone to shoot at and there was a

*  Whirlwind about to fire next turn that they did

nob want to get hit by. (Tankbustas are great
troops, but have little protection and are in
small units, so some caution is a good thing)
50 they staved put.

| had a bit more firepower available this turn
(wll, lots actually) and was keen to turn it

\against the Devastators. Unfortunately the

leading | failed their Leadershi
test'and blazed away at the:GCommanct squad
instead. l'needn't have worried, they did .
nothing! The lone Burna Boy benefited from
not having to roll to hit, managing to/wound
two of the Command squad and Killing:one of
themr. Hah, who needs rokkits?

 The Slugga Boyz and the Shoota Boyz zeroed
in on the Devastators and unleashed a hail of

ORKS TURN 2

varied projectiles in their direction. Well;.

* when | say zeroed in | suppose:it's rue, but:
only in-the sense that they aimed at the
correct hemisphiere. The rokkits missed
completely and the big shootas got-one

< Bpace Marine. Predictably, ha had a-holter

The Tankbusfas in the bunker were betler

“ shots; they nailed two of the Assault squad
and raised a raucous 'Waaagh!'.-Look, when
you have BS2 hitting with two shots out of
three is cause for a party so-a bit of a: s
‘Waaagh!' is quite restrained. The shooting .
had, sadly, been rather poor. This is
something | am accustomed to when using
Orks but | also knew a turn.or two of
ineptitude is often followed bya turn of
unerring accuracy 5o nil desperandum (yet).

Lek CRrhe— A T
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' SPACE MARINES TURN 3 ®
Graham: The Ork shooting wasn't doing a
tremendous amount of damage, but it still

still have enough left over to finish the job,

- gach Space Marine is a hero whose loss is

* keenly fell. Two Space Marines from Assault
‘squad Asteran were dead, which considerably
Dlunted their effectiveness — though three
Assault Marines, one of whom is a Veteran
Sergeant-armed with'a thunder hammer, is

L -not to be underastimated! |'d lost the plasma

_gunner from the Conmand squad, but as |
planned to get them stuck into combat this

“turn, | knew that in the coming fight, the
otfer-squad members would be of more

se... which might sound harsh, but no one

ever said that plasma gunners could expect a
long career. The Dreadnought’s assault

hurt. While Ork Boyz can perish in droves and.

SPACE MARINES TURN 3

cannon remained inoperable, despite the
ministrations of Techmarine Harkus — even
with the re-roll granted by his servo-harness.
Tactical squad Cascarus moved over fo the
centre of the fable, since the woods and the
DOreadnought were conspiring to block some
of the Space Marines from firing.

Realising that if | didn't get my Assault
Marines stuck into combat right now they
were going to get blasted to bits, | moved
them towards the left flank where Tigurius
and his Command squad were advaneing
 towards the approaching Shoota Boyz,
bypassing the (one:Burna Boy. Given Pete’s
propensity for, passing his Morale checks and
the fact that | didn't fancy having to raly
purely on shooting, I'd decided to take the
fight-to'the Orks in a potentially highly
dangerous charge. —~

Tigurius charges into the Ork horde.

Before thal, | unleashed a salvo of missiles
from the Whirlwind at the Tankbusta Boyz
who had the temerity to occupy one of the
fortified command bunkers, but only
managed to kill one of them (I must
remember to build bogus command
encampments less sturdily!). With the
Assault Marines and Tigurius closing on the
Shoota Boyz, | switched my shooting to the
Slugga Boyz coming through the woods. |

“unleashed a hail of fire, but the Orks were

extremely adept at hugging the trees and Pete
made an obscene amount of Cover Saves. So
saying, seven of the greenskins fell to the
volley, but again, Pete passed their Morale
check and they kept on coming! Dreadnought
Lucernus and the Devastators switched their
fire to the Tankbustas coming up behind the
Shoota Boyz and were able to kill four of
them. Not enough to destroy them, but
enough make them run away. Huzzah!
However my joy was short-lived when they
mobbed up with the nearest Ork unit.

Tigurius led his Command squad into the
Shoota Boyz, with the Assault Marines piling
in after them. | didn't really expect them fo
survive in the long run, butif I'could hold the
Orks up for a couple of turns or even lure
more Into the fight, then I'd gain some
valuable shooting time. And with my firing
line pretty much established now, | needed
every shot to count. The assault hit home and
four Orks were cut down in the opening
moments of the combal. The Orks caused a
single wound, but the Apothecary’s
narthecium allowed me to Ignore it. At the
end of the Assault phase, Veleran Sergeant
Asteran pulverised another two Orks with his
thunder hammer and the Ultramarines won
the combat. Pete passed his Morale check
and the remainder of the Ork mob piled in.

Looked like I'd be doing this the hard way..; -
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Pete: Graham managed to surprise me in his
turn. Seeing Tigurivs leading the charge at
my Shoota Boyz was not What | expected. It
cerfainly wasn't what the last Burna Boy
expected. You can imagine the look of
disappointment when the enemy ran straight
past him. | fear it may have shattered his ego
and crushed his warrior pride as he failed his

_ Last Man Standing test and stomped off
sullenly at-the start of the turn.

The Ultramarines shooting had punished my
. Sluggas and Tankbustas. The Tankbustas.had
‘mobbed up with the Shoota Boyz just in time
. tobe charged. They hung in there and it
- seemed the Ultramarines leader was within
. my grasp. Both units'of Skarboyz launched
* themselves toward [he ongoing assault.
~ Where else would Orks go? The Tankbustas
in the bunker filed out; joined by Warboss.
Razzekai and the Big Mek. [ hiad estimated
* that the Skarboyz mab that Razzekai was
Ieading would have to move.at full speed to
get into the brawl and | didn't' want them

“slowed by Razzekai's mega armour. Also, as

* the Tankbustas were about to shootat the
~ Land Spaeder, it would be a'geod time to test
out 1he'Bdss' kustomised shoota.

-

. Since nmn Skarhoy: mobs were abuut to
charge they held their fire. They couldn't
‘shoot at the humies they were abiout to

. charge as they were engawd In close’)

' combat, and if they.shot’ at anvtmngélai! thay”

- wouldn't be able o nharga Tigurius. Grumble.

The Tankbustas and,ﬂazzekal blazed away at
i the Lanqﬁpeedﬂ(, but the rokkits missed and

Mek standing next {o him probably did the
kustomising on Razzekai's shootd, & serious
bit'of prideful chest-swelling was going on.
Despite the sheota belng Strength 5, the
shots bounced off harmlessly, deflating the
Big Mek before he could get too pleased with
himself. I an ideal world Razzekai would *
have power clawed him, but didn’t want to
break the torce field. The only ather shooting
was from the seriously blasted Slugga Boyz
in the wood. They fired atthe.Devastators
and killed one wnh a rokkll

| have learned that if | dorltgel‘ to shoot with
* many Orks it's generally a:good thing

because it means a lot of lQam are in close
com&at The Skarboyz chargqﬂ indo the
Assault squad and the fighting hotted up.
Graham was not very lucky and only killed

" tisappeared beneath an avalanche of Ork

“Ultramarines' lines giving them a beating.

thrée Shoota Boyz. He did, however, make'5¢
saves with the Command squad against the ©
Shoota Boye" return attacks. For the Assauft”
Marines; however, the war was over as they

chioppas. The Orks had won the fight, but
Tigurius and his Command squad stood firm.
This was okay, though. | had three big units
of Orks Engaged with a handful of Space
Marines. This would prevent the rest of the
Space Marines shooting at themin their turn,
| would then casually wipe them out in the
Space Marines turn, make a consolidate
move towards the gun lines and then charge
on my following turn. Life was good. |fall
went to plan, Tigurius would be dead and the
Skarboyz would be in the middle of the

ORKS TURN 3

L 40k 129

I.-u--nl.-'



SPACE MARINES TURN-4

| Graham: With the Land Speeder faking fire
from the Tankbustas, | knew that it had been
lucky to'survive last turn. To keep It safe, |
moved it further back behind the stand of
Irees so that it could still cover the killing
ground between the woods and my firing line
hut remain out of sight of enemy units that
could potantially shoot it down. The
remainder. of my army hunkered down, now
_that they had a good firing position, and let
rips The nearest (and most obvious) target
were the Slugga Boyz making their way
“through the forest and everyone from the
Dreadnought (who's assault cannon arm
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Swamped by, 0rks, 'ﬁgnﬁus fights to the end.

remained steadfastly broken!), the Gun
Servitors and Taclical squads opened up on
them. | unleashed a hail of hot -bolter death
and by the end of the Shooting phase, not a
single Slugga Boy was left alive. The whole
unit had been obliterated, though it had taken
pretty much the entire firepower of my army
to do it. The-threat had been removed now,
and | was feeling much more confident that |
could stop anything else thal'came near.
Again the Whirlwind targeted the Tankbusta

*Boyz — who had left the safety of their

fortified position (which though nice and
strong, offered them nothing to shoot at!) to
come towards me. Though no longer
protected by thick walls, the Tankbustas

__proved as nvulnerable as before, with only a

single model falling to the Whirlwind's
missiles. | wasn't too worrled about them,
because even moving as quickly as they

could, it was unlikely they would ever reach
my battle line.

| knew | had to hold on in the Assault phase
With Tigurius and the remnants of his
Gommand squad surrounded by a sea of
green bodies, there was no hope of them
winning the fight. But if'they could survive
my turn and be dragged down in Pete’s |
would be able to thin their numbers before
they got too close. Things looked bad when
Tigurius and his fellow warriors only
managed to kill a single Ork and Pete picked
up a colossal amount of dice to attack back
with, Tigurius suffered three wounds, but
thanks o the Apothecary, was able.to survive.
Only the Apotheeary himself was as lucky, as
the Drks hacked down the rest of the squa

It was a.brutal, bloody combat, but the epaCE
Marines had survived. For now.
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‘Pete: Blowing away the Slugga Boyz was all
fine and dandy, but by ¢ontrast the tlose
combat was an outrage. Actually outrage is
not a strong enough term. The Ultramarines
actually committed a crime against order in
the universe so heinous | can still scarcely
bear to relate it. Out of 16 choppa hits
inflicted on Tigurlus and his squad they saved
eleven and the Apothecary fixed another. As a
consequence Tigurius and the Apothecary
were still alive. At the time | didn't think it
could get much worse, all that allowed me to
keep calm was the sure knowledge that a unit
outnumberad by 4 to 1 and below 50%
strength was certain to flee. Actually, the term
| should use is virtually certain” bacause the
swines passed their Morale fest and'kept all
three of my lovely, bloodthirsty. Ork mobs tied
up in close combal for another round. This
was indescribably bad news as now [ would
probably finish them off in-my turn and be
standing around in the open for the
subsequent Space Marines turn. ~

Apart frori the units in-close combat | had a
kbusta unit including Warbess Razzekal
and his Big Mek, plus-a Burna Boyz unit that
was too faraway to do anything. There was
therefore very little | could do to turn the
situation around. The Tankbustas would
certainly be shot down if they showed. their
Orky faces, so they hid behind the wood.
Similarly, the Burnas took cover behind one
of the Spaee Marine bunkers. The Movement

phase didn't take long really, it gave me
plenty of time to stare at Tigurius:and ask
‘why won't he [ust die?

| can't recall going into a round of close

_combiat hoping that | missed with everything -

quite as much as this one. It was all in vain
lhaugn Tigurius and his Apothecary .
managed to kil four Orks betwaen them but
recelved 9 Wounds in retufn. In their =

‘excitement the Boyz didn'tndtice the way that

the Apothecary fell over Tigurius® body

\

T
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plunging the hypo—needle cf his nartheclum
into the battered Librarian. When will they-

learn?:4f you haven’l‘ealan Iham may aren't’
dead yet = % f

--(.‘ 4
< Sojwith the combat out of the way. my Buyz
were back in the game. They had wiped s ey
their oppontents-sa could consolidate D6*
“father than the standard 3: The dice were
unkind, however, and-the best | could do was
spread out to annoy the Whirlwind.and stop
too many Orks being taken out. o
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Graham: Alas and-alack! Tigurius has fallen
beneath the crude choppas of the foul
greenskins! Oh well, if you're gonna go, then
best it's battling impossible odds to give your
battle brothers time to fight, eh? At last
Techmarine Harkus was finally able to get the
‘Dreadnought’s assault cannon back online
and, with a unit of hardened Skarboyz
marching down the flank towards my battle
line, the mighty war machine set off through
the forest to intercept them. The Land
Speeder wasn't doing much good over on the
right flank and couldn't really come out to
engage the Tankbustas without coming off
second best in a flurry of rokkits, So |
decided to use its Fast move to get it behind
the woods in the centre of the board, ready to
supporl the Space Marines on the ridge.

When It came to the Shooting phase, | saw
that there was no point in splitting my fire; |
had fo nuke the nearest enemy unit to me.
That dubious hanour fell to the Skarboyz who
had wiped out Tigurius and his Command
squad, The Whirlwind blew seven apart while
the fearsome shooting of the Space Marines
accounted for. the rest of them in a hall of
bolter and missile fire.

Looking at the thinned Ork lines, it was clear
they weren't going ta reach me. Now all that
remained was to {ry and kill as many of them
as | could before the end of the game. Since
the winner Is dacided by Victory Points In this
_mission, | knew | had'to cull as many Ork
units as | could before the final whistle blew,
The Orks weren't close enough to gét into
combat by the end of the game, and it was
now a case of racking up the kills and hoping
enough of my own warriors didn't die.

Pete: My previous fears were justified. The
Ultramarines had levelled my leading
Skarboyz unit with their disciplined, short,
controlled bursts. The cruel tyranny of
mathernatics told me that in the time
available to me | would be unable to get into
close'combat. Getting closer would thersfore
serve only to bring me into range of more
Imperial guns.

There comes.a point in an Ork Warlord's life
when he has to accept that glorious victory
has eluded him and that all that remains is to
try and claw a petty victory instead. This turn
was when | started to claw. The Shoota Boyz
(including the three rokkits from the
Tankbustas that mobbed up with them)
rushed along the table edge to get a bead on

Tha Whirtwind falis pray to.a volley of tankbusta rokkits

the Whirlwind. This was the most expensive
thing that | could kill with one shot and now |
was thinking Victory Points, pure and simple.
The surviving Skarboyz moved forward more
cautiously to bring their rokkits into range.
Razzekai and the Tankbusta Boyz he was
leading moved into the wood to have another
go at knocking the Land Speeder out of the
sky.

‘The Shoota Boyz hit the Whirlwind with two
rokkits, penetrated its armour and destroyed
it. Razzekai's Tankbustas could only get a
glancing hit on the racing Land Speeder,
shaking its crew and preventing it from firing.
The Skarboyz killed two Devastators, but they
passed their Morale test and stood firm.

| still had a chance, | just had to hope the
Space Marines had a quiet last turn,
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ISPACE MARINES TURN. 6

Graham: With the destruction of the
Whirlwind and two of the Devastators I'd lost
some of my most powerful shooters that
were really capable of hurting the Ork mabs,
but by now, they were close enough that it”
didn’t matter too much. Everything could
shoot and so everything did (with the
_exception of the Land Speeder that again
. used its Fast move to get into some cover.
+ Unable to shoot its heavy bolter, there wasn't
any point in leaving it anywhere out in the
_ open where it could be shot at to provide
Pete with some easy Victory Points).

Both Skarboy units were the closest targets —
though Pete had quite inconsiderately left
.‘_%hcm both just outside of Rapid Fire range, so
~ | wasn't able-to unleash the full-fury of my
potential firapower upon them. Even so, he
newly-repaired Dreadnought, togather with

‘the Techmarine-and one of lis-Gun Servitors, °

opened fire on the Orks hugging the left flank
and managed to take down four of them, Not

; enough to make them run off, but énough to
bring them below half strength, which would -

- /all help towards the final coustup at the end.
With'typical Space Marine discipline, the |
remainder of the army opened fire.on the

Skarboyz charging towards my centre and
sticceeded In Killing'three of them: My
shooting wasn't proving to be as punishing
as I'd hoped, but it was ning enougirto eam
me those precious Victo
the sfate of both armies, It was clear Pete had
{ost a bucketload of Orks, but the Space
Marines definitely hadn't had it all their own
way, plenty of them were down z and | just -

~ hapad |'d done enough to get ahead.

PACE MARINES TURN.6
Pete; Graham's shooting could have baen
- nastier, with the repaired Dreadnought
leading the slaughter. In.the fast turn | could
try to bag some V{clm'y Points by finishing
off the Devastators and knocking out the
Dreadnought. | moved a bit closer and let fly.

The Shoota Boyz tlastmyed the Drgadnought
with a rokkit anu between them the Skarboyz
and the Tankbustas finished the Devastators
wnh three (count.’em) pinpoint rokkit shots.

.!La the dust settled, all mained was the
tense silence of the Victory Point add-up.

| scored 908 points for enemy units killed
and Graham scored 903, | had apparently
thrashed them by 5 points, but no, this
mission uses the Annihilation rule. This
means that as well as getting Victory Points
for enemy killed you get points for scoring
units you have left alive. Simply put, a
scoring unit is a unit that survives with at
least half strength. My units had all been shot
up to some extent, whereas Graham's
casualties had come from just a few units.
This meant | had a pitiful 263 points of
scoring units to Graham's 592, Factoring
these points in and comparing them gave a
margin of 324 points and a solid victory to
Graham's Ultramarines.
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NO MAN DIED IN
'HIS SERVICE THAT
“DIED'IN VAIN
Graham: Well, the
thin blue line held.
Just. The Ork attack is
defeated and ‘though
the Warlord Razzekai
was not among the
fallen, the blow to his
strength is surely
enough to entice his rivals to attack him.
Thus Charadon destabilises and the growing
power of Warlord Razzekai is broken. It will
be some time before the Orks will rally

battle that will.no doubt follow will take many
years to resolve.

So the Space Marines win a Solid Victory,
huzzah! | have to admit, once | saw Pele’s
mass of Orks on the tabletop, | was sceptical
about my ability to stop them, but in the end,
the steady, disciplined fire of the Space
Marines was up to the task of halting them. If
| had fo play this again there’s nota lot I'd
have done differently, since relying on
shooting seemed the best tactic. | didn't
choose Rhinos for any of my units because |
didn't want them In combat — not my firing
troops anyway. The Command squad did
admirably; lasting a turn and a bit longer than
I'expected them to. Without them leaping

hc bartle was over. and even though
the Orks were moving away from
the f:ghlmb they hadn't: fost. As was
well kpown: Orks never lose a battle, 10
they win. if they die, they
o it docsnt-count, And if they're
away: then they'll come back to
‘Elght again. Such were the thoughts
n:nn;ryg‘ thraugh Razzekai's skull as he

of ‘the human world away from the
fighting. Tt had becn - disappointing
serap, the Bﬂy( had killed 2 bunch of
the big:umies in the blue armour. but
Razzekai. himself hadn't gotten the
chance 10" snap any of them in twol

Alrcady’ he' could scnse a rumblings
hi

amongst lis Boyz Some of his biggest

lads hadnl hid 2 chance 1o kill

“anything and“they didn't like that.
“He'd ‘need 1o get them into a big

they were” heter than him. And that
kind of dangerous thinking led to Orks
| genting itheir heads bashed Jin. Or
. possibly ‘his Once he and his Boyz got
off this planet they'd find: anather big:
scrap, with bigger and badder enemics
L 1o fight; That ought to Keep them
5 happy Evenas e formed: the thought:
3 bloady crater exploded in his belly -
'_ and: herocked: forward, Blood runnmL

behind his banner, and the bloody leadership -

stomiped  through the thick undergrowthi

* . Yeah,” said- Zogmex,

~serap soop or-else theyld start thinking .

forwards (perhaps guided by a prescient
vision of Tigurlus) and holding up the Ork
advance for a time, there’s:a good chance my
firing line could have been overwhelmed very
quickly. But, they held the Orks up for just
long enough to allow my Space Marines to
blast the greenskins back to Charadon.

| 'could have split my force up, but didn't
really see the'point, since all it would do

down his armoured legs.

‘Owl” he roared. "Who did that?”
Behind him lots of his ‘Boyz looked
ponchalant, but in front of them all was
the Big Mck, Zogaiex, & huge, smoking
slugga clutched ‘in ong of his mieaty

fists.

‘Did what?” asked. Zogmex, slipping
the smoke-! hckhmg bun behind his
hack.

* 'Did you jost .-huu‘ me

‘Me:boss?” ‘said 7ngmtx spreading

his-musculacsarms wide in a

-protestation of innocence a0d bringing

the vhsgsa back imto view. ‘Nah! Not
mé boss®

“You sure?”
shooting him
once morc. with the slugga. v

Ihzzclm lurchcd backwards, the Big ©

ng: from a thick
his. mega-armotir

‘Well, wot you' go :nd do that for?”
asked Rizzekat.

Duunu shrigged Zogmex, 'Looked

! coulda nF.:n you. Been the new

Noud su:trcd Razzcka.

Yeah me!” confirmed Zogmex

“Right you!" shouted Razzekai.
chargiog towards the Big Mek, Yuu fE L
claimed!”

would be to weaken my firing line and allow
the Orks to overwhelm me a piece at a time.
Pete played a relentless game, coming on
through a hail of fire that would have sent
many a foe reeling, passing Morale check
after Morale check. In the end, the difference
between what we'd killed was a mere five
points, the result was only swung by my
having more (and higher valug) scoring units
left at the end of the game.

So, all in all, a solid game, with the
Ultramarines proving once and for all that
you don't wanna mess with the boys in blue
on their home turf! Courage and honour!

- ORKSES AIN'T
NEVER BEAT!

Pete: Often the
1easons a game goes -
one way or the othef .
are very complex. In's
this case it was
painfully simple.
Tigurius' counter-
attack won the game.
More accurately: his
refusal to die for one turn longer than he had
any statistical right to last took my best
chance of charging down the Space Marine
army and tied up nine rokkit launchas and
four big shootas that would really have been
better off doing something else (like
shooting). | still outnumbered them at the

end though and | killed more points of them
than they killed of me so | should be able to
claim a moral victory. What's that? No such
thing as & moral victory? | can't hear you
lalalalalalal On saying that, if | am fruly
honest, maybe just one trukk wouldn't be a
bad idea in future, as if not stopped, the trukk
boyz can make & real mess of firing lines as
tightly packed as Graham's, tying them up for
as couple of tums. &

As | said. Moral Victory. g ( 5

134 DEAD BY DAWN
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Ba Boss is back!

Orks are an army that have
seduced many a supposedly sane
individual. Some have said that it is
/the Orks” unashamed love of

violence that appeals to hi
deep and angry within the human_
psyche, that bit of us that primarily
came into being 1o enable us to
bash the living dung out of woolly
mammoths and avoid becoming
something else’s tea. Or it might be
that 40 Attacks with a choppa on
the charge for a unit of 10 Slugga
Boyz appeals fo the competitive
gamer in all of us. It’s probably
both. Adi Wood, once a White
Dwarfer, is one of those gamers
who loves the Orks. He has borne
the title of Grand Warlord for o
long time and, with the release of
the updated Warhammer 40,000,
has decided to moke a new army.

136 DA BOSS IS BACK!

di I've been playing

Orks for years, but

it's a sad fact to say
that they've become a bit
neglected of late, with my
last unit being a bunch of
mutated Nurgle Orks | made
for games fighting
Daemonhunters (WD 280). With all of the
activity around putting the new Warhammer
40,000 book together, | began to feel that the
time was right to get my army going again,
the trouble being that | really wanted to start
almost from the beginning. Bul while my
army had become somewhat disorganised, it
wouldn't be true to say that I'd abandoned
them. | was always tinkering around with a
few Orks, looking for a colour scheme that
grabbed me enough to make me want to

~ paint a whole new army.

It wasn't until | started working on a new
mob of Flash Gitz that | finally found this
colour scheme. (I'd had Flash Gitz
recommended to me by some other Ork
players that | knew, but had never really got
around to making any). Something that had

Adi's mighty Orks prepare to make light work ;
of Steve Comiskey's Heifon Legion.

been bothering me for a while was the black
clothing that I'd been using. While it suited |
the character of the Orks, il-always ended up
looking a little like | hadn't bothered to finish’,
painting the models, so | decided to break
away from the black outfits and try more
natural brown or tan colours. By varying the
shades that | used, | was able to create a
satisfying range of colours in'a mab.

One of the greatest challenges in painting an
Ork or other ‘horde’ army is finding a way-to
make them'look individual yet keeping them
easy to pamnt. Using browns gave the Orks in
each mob the uniqueness that | wanted them
to have, without losing their group identity.

Once I'd found a balance of colour | finished
the Flash Gitz and then quickly moved on ta
repainting a mob of Slugga Boyz | already

had and building a new mob of Shoota Boyz = - ;

(much more useful under the updated rules).
0f course, Ork armies being what they are,
I'm going to need need a lot more than three
mabs to field a suitably impressive horde, so”
I'm probably going be spending a lof.of ume
sticking greenskins together




ADIWOOD IS ONE OF GAMES
WORKSHOP'S MOST FAMED
COLLECTORS OF ORKS. NOW HE’S
STARTING A NEW ARMY...

 ORKY EVIL-UTION -

Steve Cumiskey: Adi became known as
‘Grand Warlord" round the time of the second
edition of Warhammer 40,000, when Orks
were dominated by the Klans. Each Klan had
a strong identity and a vibrant colour scheme
to go with it. As many Ork troop types were
identified with particular Klans, Ork armies
tended to be made up of etements of various
Klans, making them a riot of wildly clashing
colours, so they never really looked like any
of these units were-part of-a single army.

Things changed when a.game called
Gorkamorka was released. The game involved
gangs of Orks in cobbled together Trukks

tearing dcross a desert world looking for
valuable'pieces of scrap. And hitting things
Adi got hold of sume of the models from it,
abandaoned his old army and started afresh.
This new army was everything the old one
wasn't = dirty while the old one was clean,
dressed in dark rags while the old one was
brightly coloured, and it had serap vehicles.

His scrateh-built: Dreadnought in particular
summed up what most people now think of
when you mention Orks. By the time the third
edition of Warhammer 40,000.arrved more
red had crept into the paint'scheme, but it
was still fundamentally a:coherent force.

That was followed by a long list of changes, = i
from the arrival of the current plastic Orksto™ ji
the mutant Ork adversaries I the
Daemonhunters codex. Along the way, Adi
made a series of experiments in Ork skin
colour, uniforms and basing until there were
barely two mobs in the army that looked - ~
anything like each other. So when is an army
not an-army? When it loses the common
elements that tie a force together, and that's
what happened to Adi. It was something as
simple as wanting:fo add a,mob of Fiash Gitz
to the army during the davalopment of rl‘w
new Warhammer 40,000 rulebook that
prompted Adi to redo his Orks entirely.

M sV
Adi's first army: Garish! (Oooh look, @ Shokk
Atlack gun).

Adl’s second army; Grimy! Note his seminal
Ork Dreadnoughts to either side of the plclure,
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' THE WAAAGGHHH! OF GRISHNAK THE THIRD

Adi: As dlways, my army isled by the

[ ruthless Grishnak. My Warboss is always
called nak, and this is s third or

| fourth incarnation. He's based on the

| Ghazgkull modeland has-all the kit, bul he's

|| tend to use a less important
Warboss'as an army.general when | play. In

| this way I'suppose he's’'more my Warlord,

| only-wheeled out for really big games

| (which I'm not having at the'moment

i [bacause I'haven't painted much of my army.

" upl). On the subject of bosses; | always
include one in-my mobs, as he can make a

BUILDING THE HORDE

Adi: Actually building the models has always
been the part of collecting an army that |
most enjoy. The plastic kits are full of variety
and character, with plenty of bits that can be
swapped between models to make each one
an individual. | tend to start by building the
basic models, some with slight conversions
{o the parts, and then return to each one
individually and make a few more minor
alterations. | don't tend to use any Green

big'difference in elose combat, especially
when equippedwith a big power claw.

When'| put these squads together, | was
going nuls an hu_rnﬂé. because, on paper;
they leok quite geod, But-if you think about
it, Orks are already capable i combat. .
anyway. What they need is firepawer to
support them as mey'go in, 50 1¢ i
started. painting and convertin
big shootas: They're among the best guns in
the game, and’nothing does.more damage
to powerful.characters than making them

tly I've 2
with 5

~ take:multiple: Sauing'ihruws. Best of all. lhay‘

sault weapons, so the footslogging
Orks can fire'them as they march across the
board, something which-has convinged me
to do a Warboss' bodyguard armed
exclusively with them.

Right now I'm missing the fast stiff - you
need Trukk Boyz to tie up:the enemy while
the rest of the'army advances. But before |
concentrate on those I'm going to add more
detail to my Ork mutants dnd repaint my old
Ork Oreadnoughts, as they Il be quick to do.

(Given hat the Flash Gitz are a mob defined by thelr love of expensive customised weapans, | decided 1o biild the

Stuff for these conversions, instead | just rely
quns first and then make the Orks to carry them. Mos! of them are simply parts of two guns gived togsther, with ej
{

on using accessories to cover any gaps |

might create. wire wound round or bulked up with armour plates.
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Adi: The first thing to remember when
painting Orks is that you're going to be
painting a lot of them, 50 it’s best to keep
things simple. The first step is to paint the
base colours onto an entire mob. | drybrush
the weapons and armour with Tin Bitz,
followed by Boltgun Metal and Chainmail, As
drybrushing can get a bit messy, it's easier to
clean up if you do it first. | paint the skin in
two layers — Snot Green, followed by Goblin
Green. The clothing has only a single layer of
Scorched Brown on the trousers.

From here it's a matter of filling in extra
details, painting the gloves and pouches in
Snakebite Leather covered with a Brown Ink
wash, and the glyphs with a basecoat of
Bleached Bone followed with Blood Red, With
the basic colours in place, | {ake each Ork
and select a colour for the tunic and trousers
from the small palette that I've chosen (see
the diagram below).

' QUICK AND EASY ORK CLOTHING

'BASE COLOUR

Starched Brovin

- teeth easier to see.

T2 ¢

| CHECK PATTERN

Check patterns are used by all Orks, so for extra detail on armour and weapons 1 ad(l them 1o
random Orks in my mobs. On the Flash Gitz | used this for every model.

O -

"WARHAMMER ;
40,000,

{HOW TO PAINT AN ORK ARMY.IN A SINGLE HUMAN LIFETIME

7 fis
LW
1
Paint the entire area inan 7. Grﬂdle agrid using With the grid in place, =
even coat of Fortress Grey. watered down Chaos fill in alternate squares:=" — fi
1 Black. On curved surfaces, Try todo this neatly, asit « = J¥
hold the brush still and rotate takes-ages to go back-and 138

the model.

sort it out with white paint.

It's vital to get Ork teath right. It may seem easier to overbrush them with Bleached Bone, buty*
this can causa the gaps batweenthiem to clog:with paint. | paint each tooth individually: .~

| paint the mouth in
Scorched Brown. Thig
helps to make the individual

Next, | paint eachtooth
with Bleached Bone.

Finally, I finish off the tips

of the more prominent
teeth wilh a mix of Bleached
Boneand Skull White,

HIGHLIGHT COLOUR

Terracotta Snakebite Leather Bestisl Brown Vermin Brawn

Snakebite Leather

Bubonic Brown Vomit Brown Kommando Khaki

Bleached Bone

—0
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Sometimes we hear of something
so extraordinary we just have to
show you. This is one of those
things. Artur Szyndler is a Pole who,
for want of a more concise word
we're going to have to call mad.
This man has assembled and
painted an entire chapter of Blood
Angels. Here we present it in, to
use the old cliché, all its glory. Guy
Haley talks to the man about his
prodigiously-sized Games
Workshop collection.

rtur Szyndler
(pronounced
like the quy

4 with the famous list,
but a little harder)
works for Games
Workshop's. Northern
Eurapean arm, that bit
of our company.that
isthe Hobby in
‘Scandinavia, Poland,
_and a variety of other countries (including
South Africa, fora reason we chaps on White
Dwart remain eternally puzzled by*). There he
sells Games Workshop products to a variety
of independent stockists, Poland not having a
great many.Games Warkshop Hobby Gentres
just yet. Anyway, that's all by the by. What's
Jinteresting about this is that Artur's job not
' only necessitates him creating huge armies,
but actually allows him to do so. Gontused?
Let Artur explain.

Artur Szyndier

140 THE MADNESS OF KING ARTUR

“In Poland,” says Artur, “the success of your
shop depends on how big your participation
games are. If | have a game with 1,500 points
that people can play; there will be ten
customers there. If | have 15,000 points,
there will be a hundred.”

This is, as you can imagine. a big deal when
you'want ta increase the number of hobbyists

in your.shop (or sklap, as the Poles call 'em),
The trouble is that this has led to a bit of an- %"
arms face in Poland, with different gaming* .
groups and shops all vying to outdo each

other with unfeasibly-sized games, great for
your hobbying, bad for the poor fella who has

1o spend weeks sticking armies together.

Luckily, Artur has two secret weapons. One; - &=
he has perfected speed painting to'a level that. =
far exceeds that of the most ardent Narth
European tournamenteer (hobbyists in those ==
parts have a certain fondness for speed
painting, and many of them finish armies
quickly). Twa, Palish public transport.

“l'go everywhere by train," he says. And, as
anyone who's been on them will know,
Palish trains are slow, so don't jiggle about
much. “It gives me plenty of time to
paint. | .can easily doa unit ortwoina .
short journey.”

“Thase geographically aware persons in
our readership will know South Africa is
not, in fact, in northern Europe but, as
tha name suggests, in southern Africa.
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/40000,

ARTUR’S ARMY

In this 50,000 points Ehapter there are:
* 30 Assault Terminators ;

+ 70 Tactical Terminators

« 22 Dreadnaughls

= 110 Space Marine Veterans

= 280 Tactical Space Marines

» 170 Assault Space Marines -

In-fact, he did this entire army in just 20 days.
Surely this counts as some kind of amazing
mutant superpower?

I you think his:army looks huge on the table,
wait until you read what exactly is in it (see box
above). But as impressive as these 1,118
models may be, that's not even beginning;to
scratch the; surface of his collection, Artur, it
seems, is something of a magpie, collecting
games and miniatures of all varieties.

“Games Workshop miniatures fill 20, maybe 25
per cent of my collection. For example, | have
avery card for many Collectible Card games,

i . and many board games,” he explains.

How many is this exactly? We're talking

- thousands. Put itithis way, the. mere 20 per cent

thaf Games Warkshop stuff fills includes an
army of at least 10,000 points for every.army
wa've ever produced for every system. At least.

_ Thatiis thousands of models stretching back

across Games Workshop history. Then there’s
his role-playing games library,which includes
some great old classics as well. The simple fact
is that Artur loves .games .

“A lot of my model$ are painted™he adds.
“They have to.be for my display games."”

Last, but eertainly not least, as Arlurs & trained
herpetologist, hie also has an impressive -
collection of lizards, “I'have about 100," he
says. Now that's a lot of lizards. See, mad!

= 115 Devastator Marines

= 70 Scouts

= 50 Death Company marines
= 10 Chapter Honour Guard

= 22 Assorted Predators

+ 10 Land Raiders

= 46 Rhinos

+ 14 Razorbacks

45 Bikes of differing types

14 Land Speeders

3 Vindicalors

3 Whirlwinds

1 Warhound Titan'\

1 Thunderhawk Gunship t
‘34 Characlers v
1 Commander called Arthur :
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'EAVY METAL SHOWCASE
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‘EAVY METAL SHOWCASE FEATURES SOME OF THE
FINEST PAINTED MINIATURES IN THE HOBBY. TH
MONTH WE PRESENT SOME OF THE BEST WARHAMM
40,000 MODELS FROM AROUND THE WORLD.




WIN THE WHITE DWARF'S
REASURE HOARD!

THE PRIZE

Just like there’s only one White Dwarf, there's only one great prize, which includes;

== The brand new Ogre Kingdoms Army
boxed sét plus a signed copy of the army
book of this latest Warhammer Army!

=5~ From the Black Library, background books
and graphic novels including The
Loathsome Ratmen and all their Vile Kin,
The 18th Black Crusade, Daemonifuge and
a copy of Lane Wolves signed by arlist Karl
Richardson! :

~p* The Gaunt's Ghosts and Gotrek & Felix
omnibus editions, part ol

= Four.great hardback Dan Abnett novels —
Traitor General, Double Eagle, Ravenor and
Riders of the Dead!

== From Forge World, Imperial Armour
volumes one and two!

== The seminal White Dwarf issue 300, signed
by the White Dwarf leam!

= And finally, the special edition
White Dwarf Modell

DOUBLE ERGIE
nnunwn

Pan Abnett

INPERIAL ARMOUR Vol

IMPERTAL

LUME ONE - IMPERIAL GUARD & IMPERIAL NAVY
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To celebrate our 300th
issue, the venerable
White Dwarf has
delved deep within his
vast treasure hoard
and emerged with a
host of great prizes
you can win in our
birthday competition!

HOW TO ENTER

To enter this fabulous competition
and win the prize hoard shawn
opposite, all you have to do is
write in with the answer to the
question printed below:

Before Grombrindal
hecame the White Dwarf,
what was his name?

TIEBREAKER

In addition, in no more than 200
words we would fike you to invent
your own Dwarf special character.
We'd like you to make him as
realistic a Dwarf as possible, so
give us his name, magic items, a
little bit of his history and why he
should be a special character. In
the event of a tie break, the entry
that fits best with the Warhammer
universe in the opinion of the
White Dwarf team will win!

Send your answers, with your
contact details on the backof a
posteard to:

‘Win the White Dwarf’s
Treasure Hoard GCompetition',
White Dwarf,

Games Workshop Limited,
Willow Road, Lenton,
Nottingham, NG7 2WS




STRATEGY BATTLE GAME

3 Coastal Raids: « Modelling Workshop: ~ + Chronicles of = The Tribes of Harad: + Battle Report: "+ Desperate Defenc
New Rules and Building Coastal Middle-earth; New troops for the Charge of the New kﬂnaﬂp for
Scenario Terrain The saga of Maethor Forces of Evil Miimakil Dol Amroth mi?
campaign

&
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7 THE TRIBES OF HARAD

New troop types for The Lord of The Rings
Mat Ward returns with details of Hnrad is a truly vast place, covering

Iere we take a closer look at these diverse

the tribes of Harad. From the more land than any other realm in lands, united under the rule of the Lords of

Client Kings to the Corsairs of Middle-earth. As a consequence of Umbar, Also included are some profiles
: this, its people can be as similar to one and conversion ideas for troops and
Un! bar, the Haradrim are a another as Men of Dol Amroth are to Men Heroes from those lands that you can use
varied PEOp]el although = of Minas Tirith, but often they are as in your games of The Lord of The Rings.
something they all share is a different from each other as the Men of Just remember to get your opponent’s
Bety PF
great resolve, Minas Tirith are from the Men of Dunland. permission first!
pol . i, 2
Amroth, :
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The Merchant Guard of Abrakan

Abrakan
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Balghar

Dhiran-sar

ften described as being the
O greatest of all the trading cities in

the south, and perhaps in all of
Middle-earth, Abrakin is a shining beacon

of opulence. Sitting as it does on the

Jjunction of the great Amrun and Harad

roads, it is not difficult to perceive why this
should be so, for great riches have flowed
along these rontes and into Abrakin for
many long centuries, Historically, such
wealth has made Abrakiin’s ruler a very
influential and independent potentate; after
all, does not each man have his price?
Whilst well-placed bribes have often gone
a long way to maintaining the safety of the
merchant city, the elders of Abrakin have
long taken care that they have thick walls
and loyal soldiers, for when wealth cannot
shield against ill-fortune. Abrakin has
indeed learnt the lessons of history, for no
foe has taken the merchant ¢ity since the
Khandish raids of centuries ago. Behind the
spectacle of Abrakan’s intricate golden
gates — themselves actually gold decoration
laid over sturdy timber and enduring steel —
Tie wronght iron defences of devilish
ingenuity. Should an attacker manage 1o
breach the defensive walls he will find
himself lost in & cunning maze of narrow
streets, painstakingly designed to slow and
confuse any attackers,

The Merchant Guard trace their hi
back to the time of Gondor's occupation of
Harad, when they were created as the

Merchant Guard (Man)
F
Merchant Guard

Wargear

34+ 3 4

personal retainers of the Merchant-king,
Jilaad - known as the betrayer in some
areas of Harad, but remembered with pride
within Abrakan’s walls. He was an
ambitious man, one of Gondor’s client
rulers, ever eager to advance his power yet
canny enough to recognise that his position
relied solely on Abrakin’s wealth. With this
in mind he founded the Merchant Guard, a
bady of men unswervingly loyal ta their
master’s goals yet also charged with
protecting not only Abrakan, but also
traders for a hundred leagues aboul the city.
After Mardat’s fall, Jilaad thought to take
his place. He carefully drew his plans and
cast his influence (o this one goal, forging
alliances with Khandish lords with the aim
of creating an army against which none:
could stand. Chief amongst his goals was
to acquire the Karharil blade, the symbol of
Mérdat’s leadership, thinking that this
would help him gain the support of the
common people. Unforwunaltely for the
Merchant-King, he was betrayed to the
forees of Gondor by his own son, Jarell,
who wished the power and wealth of
Abrakén for himself. Jarell's betrayal
yielded him naught, for his sire’s soldiers
saw Lo it that he was punished for his
treachery — he was staked out in the
Nifarat. Alas, Jilaad did not live to see this
vengeance — some days carlier his severed
head had been sent.to the Khandish lords
as a warning against trifling with Gondor's
rule of Harad.

Points Value: 8
w
I

wo

Merchant Guard wear armour and carry either a spear or a bow,

Special Rules

Poisoned Arrows.: The Haradrim often smear the tips of their arrows

ith the preserved yenom of

repliles or scorpions Tiving in their distant lands. Each time a Meérchant Guard hits an enemy with
a Shooting attack, but rolls a 1 on the dice (0 wound it, he must re-roll the dice.

Loyal Until Death. At the beginning of the game choose one Haradrim Hero among those in
your force forall of your Merchant Guard to protect. Any Merchant Guard within 6"/14¢m of that

Hero may re-roll failed Courige tests.

Sam Lee achieved the simiking effect on
these Merchant Guards by applving a
rich colour scheme of blue and yellow.




Umbar
(City of the Corsairs)

mbar has changed hands many
number of limes in its history, as
Gondor and Harad vied for control

over her harbour. The last change of power
left the city firmly in the hands of the

Haradrim and the Black Namendrean lords.

The Corsair city is ruled over by a council
of seven Men. They are Black
Nimendreans — descendants of those who
betrayed the Faithful and sided with
Sauron. Thousands of years later they still
hamper their cousins in the north; dirceting

The Wardens of Umbar

the considerable might of Harad and the
Meets of Umbar agamst the Men of Gondor
and their allics. The Lords of Umbar reside
in a position of pseudo-royalty, enjoying a
status and privilege greater than many
kings and princes in other lands. Of course,
these Lords are not royalty and they can
claim no hereditary right to-the positions
they hold, yet despite this they prevail.
Through sirength of will and sheer cunning
they have triumphed over every effort 1o
oust them from their imposed rule, meeting
such attempts with a combination of artful
scheming and brute force, Each of the
seven Lords maintains extensive estates
and a small personal army in their
entourage of Wardens. Perhaps it is
because of these extensive resources, and
their inherently treacherous natures, that
the greatest threat to the Lords of Umbar
are one another. For they share no sense of
common loyalty, nor code of brotherhood.
For them it is always a case of every man
for himsell — they think nothing of
hetraying one another to serve their own
nefarious aims.

Each of the seven lords is tied (o a separate
role within the government of the city.
Throughoul time five offices have endured,
while others have come and gone in times
of strife and adversity. The pre-eminent
post is that of the Master of Umbar, or the
Master of the City as he is sometimes
termed. The Master is tasked with the
overall running of the Corsair city, thus
mény unsavoury and unpopular duties fall
to him: decreeing the taxes, and ordering
the deplayment of Harad’s mighty armies.
Most dangerous and uncertain of all,
however. is his duty (o govem the ruling
council, and this more than any other
responsibility brings the Master conflict
and strife. Beside this position stands the
Keeper of the Walls. The Keeper is charged
with protecting the city of Umbar itself,
seeing Lo the city’s defence and meting out
punishments for infractions against the law.
Within the purview of the Keeper is the
task of keeping the city's formidable walls
in good repair, walls that serve the city
well in the event of attack. TTarad’s armies
fall under the nominal command of the

B S -

B e on Pt -, Pkl
ot e A

v

Wardens protect their Nimendrean Lord from a band of sea-faring raiders from Dol Amroth,
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Captain at Arms. His role entails
overseeing the continued recruitment of
new soldiers into the ranks of Harad's
armies, but most importantly he cnsures
that no single chieftain gathers too much
power to himsell, Similar in power and role
arc the Captains of the Fleet. So heavy is
the burden of manning the Corsair fleets
that it must be borne by two men. Or at
least that is ostensibly the reason for this
shared control, but there is another,
unspoken cause. The military power that
the Corsair fleets possess are tremendous
and given the inherently suspicious nature
of the Black Niimendreans, and their
plotting against one another, it is little
wonder that no one man is ever entrusted
with complete control over the fleet.

These Lords guide the politics and
cconomy of the entire nation, making the
decisions that drive her people to war.

But their choices are often unpopular and
their rivals many. As such they require the
mightiest warriors they can muster (0 keep
them safe from both the civilian masses
and their political adversaries. The men
tasked with this role are the Wardens of
Umbar, seasoned velerans equipped with

1he best weapons and armour their masters
can provide.

The Wardens are retained under a principle
that makes them immune to bribery and
corruption against their masters. In effect
they live like kings, with wealth and
women aplenty. The rationale behind this is
that a man cannot be bribed if he has
everything he could ever stand in need of.
It is a principle that seems to work, Since
the guards rarely venture into the blistering
deserts of Umbar they. dress unlike the
common soldier, wearing finely wrought
armour, after the fashion of the Warriors of
Minas Tirith. This is commonly enamelled
a lustrous black and marked with a simple
molil in homage to the heritage of their
Niimendrean Lords. Each member of this
elite guard carries a sword —and many
within Harad question their right to do so,
for they are not tribal chieftains and it is
not 4 Karharil blade, and despite this they
still dispense a rough, violent form of
justice. Wherever the Wardens go the
symbol and might of their lords goes t00.
All look on their shining black shields,
proudly bearing the mark of the
Niimendrean Lords and fear.

Nimenorean Lord (Man)
F :

Insignia varies from lord to lord but all
carry the same theme, for the lords
consider themselves nautical men, and each
has a stylised trident central to the design.
The Master of the City is the head of the
council and his symbol is usually a plain.
unembellished trident, The Keeper of the
City traditionally has a symbol of two
tridents crossing on another, whilst the
Captains of the Fleel have tridents serving
as a mast on a ship as their motif, When
the oftice passes from one lord to another,
either by death or intrigue, the same
insignia is adopted, with slight alterations,
thus over the course of many years it subtly
alters in colour and shape.

‘The Lords of Umbar are far from weak, as
one might he fooled into thinking when
looking upon their formidable guards,
rather they are cautious in the extreme, and
not without good cause — for assassination
attemnpts and small-scale coups are @
regular occurrence in the political elimate
of Umbar’s ruling council. When such
fracas break out, the Wardens will fight
like men possessed o protect their lords,
for their status and reputation relics solely
on his survival.

Points value: 55

A W C  Might: 2
2 2 5 will: 2
Fate: |

Nimendrean Lords carry swords. At additional cost they may be given the following equipment:

t D
Numendrean Lord 5 4 4
Wargear
Armonr S pts Shield
Heavy anmour  [0pts Horse
Warden of Umbar
F S D

Warden of Umbar 4/4+ 3 6

Wargear

5 pis
10 p1s
Points value: 10
A w C
1 1 4

The base profile for a Warden of Umbar includes heavy armour and a sword (hand weapon).
Any warrior can be given additional items at the following cost:

Bow: ipt
Shield Ipt

Adam Troke assembled these
Wardens from Second and Third age
Men of Gondor, adding Green Stff
sashes to.complete the-effect.
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long the coasts of Belfalas there are
Ar\nﬂu as feared as the Corsairs of

Umbar. Possessed of nautical
expertise beyond compare. these raiders
prey upon all of the coastlands of southern
Middle-earth, taking whatever they can
from whoever holds something that they
value. Descended in equal part from the
Black Namendreans and the indigenous
peoples of Harad, the Corsairs hold
allegiance only to the Lords of Umbar.
Even there, this fealty is mere lip service,
for the captains of the Corsair fleels are so
rarely to be found within Umbar itself that
they remin largely awtonomous. In ages

Umbar
(City of the Corsairs)

The Corsairs of Umbar

past, the Corsair fleets were composed of
great Miimendrean frigates, sleck in motion
but also strong and unyielding, As time has
slipped away, many of the skills to fashion
such vessels have been lost, and now many
il o sea in ships more akin 1o
the traditional Haradrim coastal craft:
angular vessels that are-all severe edges
and pitch-blackened hulls.

Though the Corsairs unquestionably
dominate the Bay of Belfalas, further to the
north and south, to the shores of Eriador
and the Jands of the Mahiid, their vessels
do not commonly travel. The Corsairs

Corsair Captain (Man)

believe that the waters north of Andrast are
protected from their predations by some
higher power and light and fury, a myth
anchored deep in history. Indeed, even the
passage of the Cape of Andrast is one
aiempted either by the brave or the
foolhardy only, for the waters there are
treacherous at best and deadly at worst. To
the south are lands and realms with
seafarers of their own, powers that the
Corsairs will not willingly provoke.
Ultimately, these boundaries matter little to
the captains of the fleet, for Gondor can
readily provide all that the Corsairs wish
to steal.

This. profile can be used 10 represent one of the muny captains of the Corsair fleet.

F S D

Corsair Captain 4/4+ 4 5

Wargear

Points Value: 45
W A C Might: 2
2 2 4 Will: 1
Fate: 1

Corsair Captain wears armour and carries a hand weapon. They may be given the following

equipment at additional cost:
Bow 5 pis

Corsair of Umbar (Man)

Points Value: é

The Corsairs of Umbar are exeeptional scafarers and raiders without par.

F S D

Corsair 3/4+ 3 4

Wargear

w A C
1 1 3

Corsairs wear armour and carry hand weapons. The may be given the following items at

additional cost:
Bow I pt

The Khandish mercenaries prepare 1o strike at the Knighrs of Dol Amrorh

Throwing spears

1pt
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Mercenaries of Khand

R

more feared than the Khandish

mereenaries. Though little is known
about the neighbouring country, their
fighters are a common sight in the land cast
of Abrakiin. The Khandish warriors are
accomplished horsemen, often choosing to
strike in lightning-fast raids that leave only
death in their wake. Oddly, they are
seemingly as eager to attack well-defended
targets as those who cannot defend
themselves. This has led many lo assume
that their raids are not about plunder or
wealth, but rather an offering to whatever
deities they may worship, or possibly just

ln eastern Harad there are few warriors

This Khandish Mercenary
an horseback is a simple
conversion combining
the horse and hody
Jfrom a Rider of Rohan
and'the head of a
Haradrim Warrion

Harad, a rule enforced by the sword
and the spear. Little blame can be
attached to the northmen for this, for Harad
had long been a troublesome neighbour and
one mueh given 1o visiting death and chaos

upon Gondor’s lands and people. Even
while Gondor's soldiers were loose upon
Harad’s soil, the inbesmen were apt to

Fnr many long years Gondor ruled

the hehaviour of a people in love with war
and the power of a naked blade.

Attempts to subdue the Khandish hordes
have been made by many rulers over the
years, but none yet have had any true
effect. Several Haradrim chieftains have
led expeditions into Khand, but most such
forces have returned home after a long and
fruitless absence, their only sight of the
enemy granted when horsemen came
charging out of mist-shrouded hills. In
truth, Gondor's selution during the time of
the Client Kings was probably the most
cffective answer yel. The greatest

Khandish Mercenary (Man)

stonemasons of the northern kingdom were
brought to the Khandish border to construct
great defensive works to thwart any attack.
Of course, such a ploy brought limited
respite to Harad, for the Khandish warriors
soon learnt how to skirt these defences.

These days, most.of the Khandish warriors
to be found in Harad are mercenaries, come
to hone their skills and sell their expertise.
‘There are always Haradrim chieftains cager
to aequire such followers, though there is
always the danger of a rival oftering the
mercenaries grealer riches 1o betray, rather
than obey.

Points Value: 8

Khandish Mercenaries can be ficlded in both Good and Evil forces, but are prone to change sides

if the price is right.

Wargear

L \\ F S D w A C
$ Mercenary 44+ 3 4 1 1 3
Horse 0 3 4 1 0 3

Khandish Mercenaries wear armour and carry a hand weapon and bow,

Special Rules

Money Talks, Whenever one places faith in Khandish Mercenaries, he does so hoping that

another has not already secured their loyalty. At the start of the game, hefore forces have been
deployed, the controlling player must roll a D6 for each Khandish Mercenary in his force. On a
roll of a | or 2, that Mercenary has been hought and is deployed and controlled by his opponent

Adam Troke created a
King of Hurad by
using this King of
Men painted 1o march
is Harad army,

for the remainder of the game.

The Client Kings

resist their unwelcome masters and, for
many years, the barren soil ran red with
blood. Tn the end, Gondor’s strategy for
cending this conflict was to install several
client kings whose loyalty was to Gondor,
bought with gold or claimed through fear.
Largely, this was successful, for the
tribesmen would more willingly follow
their own than the northern invaders, This

King of Harad (Man)

plan was not entirely foolproof however,
for while some of the client Kings. such as
Kaldor of Near Harad, proved to be loyal
vassals to Gondor, others, such as Jilaad of
Abrakfin and Mérdat of Badhra. would lead
uprisings that would test the strength of the
White City.

Points Value: 60

This profile can be used Lo represeént one of the Client Kings from the time of Gondor's
occupation or, if you wish, a lord of more recent times.

F S D W A C Might 2
King of Harad 5/4+ 4 5 2 2 5 Wwill: 2
Fate: |

Wargear

Kings of Harad w
equipment at additional cost:

Horse 10 pis Lance 5 pis

Special Rules

Bow 3 pis

armour and carry a hand weapon: They may be given the following

Poisoned Arrows. See Merchant Guard Special Rules.

|
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Harad most client kingdoms were ruled
aver by petty and weak men; for they
were all the simpler for Gondor to control.
Mirdat's father was such a man, for he had

long been broken by his overlords. When
the old king died, and rule passed to his
son, the prince swore that he would never
bow to the lords of Gondor as his father
had. He gathered to his side all the
chieftains of his realm with whom he had
common cause, and slew in single combat
those he could nol trust, for he was a
warrior possessed of great skill, as fast and
deadly as a serpent. Before long, he had
assembled an army with which he hoped to
wrest not only his kingdom of Badhra but
all of the land of Harad from Gondor's
tight grasp,

ln the days of Gondor’s occupation of

Over the following decade the Serpent
Lord threatened Gondor’s hold on the
southlands. As his fame grew, so too did
the numbers of his followers, Mardat’s
veteran armies swiftly cast aside the
undermanned garrisons with which Gondor

i R

X

sought to enchain the far south, and city
after city fell into his grasp. When Mérdat
took the ancient Kirna as his capital, he
proclaimed his blade the Karharil, the
sword {0 which all others owed allegiance,
and so pronounced himself ruler of all Far
Harad. The armies of the north kingdom
were siretched to the limit as they struggled
10 contain Mérdat, for not only were they
challenged by the Serpent Lord
but had also o prevent uprisin,
Haradrim Kingdoms, lest they join to his
banner. In this they largely failed, and
befare long the realm of Far Harad claimed
all of the land helow the Amriin Road.
Faced with such a determined foe, Gondor
reluctantly forged a truce with the upstart
Haradrim king and several years of peace
followed.

In'the end, the Serpent Lord was undone by
his own pride. Determined to reclaim the
rest of Harad, he broke the truce and
attacked Gondor's holdings north of
Abrakan. Gondor was ready for him.
Khandish mercenaries, the wild horsemen

Mardat, the Serpent Lord (Man)

F s D
Mirdat 5/- 4 5
Horse 0 5 4
Wargear

The Kingdom of Far Harad

of the far east, were hired in huge numbers
with Gondor’s coin. As Mérdat led the
attack on Gondor’s forces, the mercenaries
struck his flank and, in a brutal storm of
blood and steel. routed the Serpent Lord's
army. Mardat had been wounded in the
battle and, sceing his king weakened, one
of the Serpent Lord's followers challenged
him to a duel. Mirdat, even then the
greatest fighter the southlands had ever
known, was wounded and weary. Unable 1o
best his foe he was spitted on his
challenger’s blade. With the Serpent Lord’s
death the army he had assembled was
seattered by Gondor’s might, for his
betrayer was not the leader that he had
thought himself. Though Mérdai fell his
legend lives on in Harad, and some believe
that one day his true successor will lead
them to greamess again. Meanwhile, the
sword of the Serpent Lord, the Karharil, is
still the symbol of rulership in Harad and
sits in the hands of the Masier of the
Council of Umbar, where it waits for a
worthy man to wield the land of Harad's
destiny once more.

Points Value: 100
A w C  Might: 3
3 3 5 Will: 3
I 0 3 Fate: 1

Mirdat carries the Karharil blade (counts as a hand weapon) and wears armour. He can ride a

horse al a cost of 10prs,

Special Rules

N Honour Code. Mérdat holds personal honour high above personal risk, throwing himself into
Atzhkahar combat against ferocious odds rather than losing face before a rival chieftain, To represent this,
Mirdat (and any troops benefiting from his Stand Fast! rule) will always automatically pass any
Courage test if there is another friendly Hero within 6/14cm.

7y 1

Mirdat’s is growing with each victory, making his name commonplace
amongst the Haradrim and his very presence ¢an inspire #rmies to great deeds. The range of
Mirdar’s Stand Fast! is 12"/28cm rather than 6"/14cm.

Serpent Rider (Man) Points Value: 12
Mdrdat believed in striking swifily whenever he could, encouraging his followers 1o hone their
skill in fighting from horseback. The Serpent Riders of Far Harad were the most experienced of
his cavalrymen, as at home fighting from the saddle as on fool.

You may only include Serpent Riders in your force if Mardat is also included.
F S D W A G

Serpent Rider 4/d+ 3 4 il 1 3

Horse 0 3 4 1 0 3

Wargear
Serpent Riders ride a horse and carry a lance and a bow.

Special Rules

Mat Ward has used the Haradrint Chieftain Poisoned Arrows. Sce Merchant Guard Special Rules.

: model ro represent Miérdat.
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The Watchers of Karna

The dusky colour scheme on Sam Lee's
Watchers of Kama perfectly represents these
steic warriors.

seckers from Lossarnach told an account of
curivusly robed warriors who racked their
party as far as Pelargir, falling upon the
party mere miles from the coastal port,
Unable or unwilling to communicate with
the men of the fief in their foreign tongue.
the Watchers resorted to force. In scant
moments.the vanguard of the Lossarnach
men were cut down, and the Watchers were
within the caravan itself. The fighting
raged on for a few moments longer until
the apparcnt leader of the men of Kima
emerged from the covered wagon, holding
a tarnished bronze plate high over his head.
With a sharply shouted command his men
withdrew, fleeing into the countryside,
leaving the wounded caravan utterly
astonished that only a peculiar bronze plate
had been taken, when chests full of gold
and jewels had been completely ignored.
Rumours abound as to why this might be,
the most plavsible of which speculates that
when the Dimlokhi are cursed they are
bound'to particular items, and are only
confined to Kima whilst those items
remains there. Should this truly be the case,
it would perhaps explain why the Watchers
react to intruders with such violence.

obody. knows what was worshipped
N within Kama's hallowed halls, so

utterly lost in history is that truth,
but those who live close to that ill-fated
city know all oo well what rules there
now; Dimlokhi. The very word conjures
fear into the heart of the Haradnm, for the
Dimlokhi are creatures of nightmare.
Neither alive nor fully dead. they prowl the
ruins of Kirna, feasting on trespassers in
cruel midnight rituals, The tales told by the
lueals wamn of what terrors would be
unleashed should the Dimlokhi ever leave
that place, stories of midnight slaughter and
ethereal terror as they unleash horror on the
neighbouring settlements. Little do they
know that it is the actions of the silent
Watchers of Kirna alone that prevent this.
Raised from birth to fear nothing. the
Watchers guard the forsaken and crumbling.
streets and buildings from intruders, and'in
turn, the intruders from Kirna's residents.
It is a thankless task, for those they
encounter must either flec or be slain.

On a very few oceasions in their history the
Watchers have ventured oul from Kérna, on
some seeret errand. One band of fortune

Watchers Points value: 10
S D A w C
Watcher 34+ 3 4 1 1 8
Wargear
Watchers of Kama wear armour, They may be given additional equipment at the following cost:
Spear Ipt
Bow  ipt

Special Rules
Strong of Will. Watchers of Kéima may always resist the effects of magical powers as il they had

a gingle point of Will, —)
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JCOASTAL RAIDS

New rules for fighting raids from the sea by Mat Ward

In this, the first of two articles,
we revisit the thrill of piratical
raids with expanded rules for
fighting on waterways from
Gondor to the Lindon.

an: Some of the most memorable
moments in ‘Ihe Lord of The
Rings centre around rivers and

boats. Aragorn’s armival at Pelennor Fields,
Gothmog’s assault on Osgiliath and the
passage of the Anduin arc but a few
examples — the story is full of many more.
Some time ago [introduced the rules for
boats and rivers and I"ve now decided that
it's about time that T took it a stage further.

‘The Fantastic thing about playing scenarios
in this game is the depth o which you can
take them. Once you've decided what,

where, why and who (no small task in

itself), then there’s always the how. This is
the bit that we're going to take @ look at in
1his article — by the time we're done you'll

be fearlessly crafting your own scenarios
and events within the world of Middle-
earth, but first, let’s refresh our memories
about the rules for boats.

Boats in The Lord of the Rings
For ease of reference we're reprinting the
River Assault rules with a few updates.
These rules work perfectly well for
coastlines as well as rivers. For more
dertails, including ups on how to make
your own boats for the game, see the
original article in WD 294,

Drift

At the start of the game, players determine
the rate and direction of Drifl in the river
or sea. Players are free to decide upon the
amount and direction of Drift — either
D3"/D6em (standard eurrent) or
D6"/2D6em (strong current). In the
Priority phase, each model in the water
(including boats) moves in the direction
and speed of the Drift. The player with
Priority may choose the order they move,

Rangers of Gondor attempt io repel an Ore landing

Moving Boats

Boats are always deemed under the control
of the player with the greatest number of
maodels touching either the sails or the oars
of the boat (caleulate before any models
move) although if your boat model does not
have a visible method of propulsion, simply
count all the models on board. Models that
are lying down or incapacitated for any
reason (as the result of a Paralyse spell, for
example) do not count for the purpose of
determining control, Models with a Strength
of 6 or greater count as three models. 1°
both players have an equal number off
models touching either the sails or the oars
of the boat, neither player has control so
neither can move the boat thal turn.

Boats move in their controlling player's
Move phase. Boats may be turned 1o face
any direction at the start of their move —
they may not turn later in their move. Roll
on the Handling chart to determing how
far the boat can move.

The boat can move at full speed if there
are four or more models propelling the
hoat: if there are less than four models
then the speed of the boat is halved. Note
the boats are unaffeeted by Heroic Moves.

Handling Chart
D6 Result

1 Out of control. The boal goes out
of control. The warriors spend the
test of their Move phase trying o
regain control — the boat may not
move this turn but will drift with
the current as normal.

e
in

All ahead. The boat must move up
to D6"2D6em. Tt may move an
additional 1"/2cm for each
additional model beyond the fourth
that is propelling the boat (a boat
propelied by 6 models could move
for example D64+2"/2D6+4¢m).

6 Excellent seamanship. The boat
may move upto 6'/14em plus
1"2cm for each additional model
beyond the fourth that is propelling
the boat.




1f a boat collides with a model with a
Strength of 5 or less, the model is pushed
1"/2cm back from the boat — the boat
completes its move as normal. If a boat
collides with & model with a Strength of 6
or greater, or another boat, it immediately
comes fo a halt. In both cases if the boat
has travelled 4"/10cm or more both it and
whatever it collides with take a Strength 8
hit for each 1"/2em of unused movement,

Docking

With careful guidance, a vessel can be
directed 1o dock at a certain place, or with
another boat, without suffering damage. To
do this, the controlling player must
nominate where the boat is going to dock
before any dice are rolled on the handling
chart. If the boat reaches the chosen vessel
or coastline during thal move itis guided
in and neither suffers nor intlicts damage.

Embarking and Disembarking
Any model may make a Jump roll to
embark or disembark using the normal
Jump rules. I a 1 is rolled on the Jump
roll then the model falls into the water. 16
model attempts to jump onto a defended
obstacle (the side of a boat, or a bank
defended by the enemy), treal it as an
attacker charging a defended obstacle.

Warriors in Boats

‘Whilst in.a boat Warriors and Heroes may
move, fight and shoot as normal — they
count as being stationary for the purposes
of shooting, even if the boat has moved.

Models in the Water

‘Warriors and Heroes may attempl to swinm
through deep water — indeed if they have
been tipped into a river as a result of a
boat sinking, they'll have no other choice.
Mounted models may not aitempt 10 swim
— though they may dismount and attempt
to cross without their mount. Swimming
models are moved in the controlling
player's Move phase as normal. Roll a D6
for cach swimming model and consult the
Swimming chart,

The amount of armour that a model is
wearing can adversely affect its ability to
swim — this chart represents the ability of a

armour). For those unfortunate individuals
who are weighed down too heavily by
their various protective layers, a watery
grave awails. However, for the
unencumbered, swimming to shore is not
such a hard task_ To represent these
circumstances, apply the following
modifiers to the Swimming Chart:

Model is wearing +1
no armour/Mithril armour

Model is wearing heavy -1
armour/Dwarf heavy armour

Model is carrying a shield -1

Model carrying a shield and wearing -2
heavy armour/Dwarf heavy armour

Swimming models may not lie down,
shoot, or carry burdens but will fight as
normal — though count as being armed
with daggers regardiess of the weapon
they arc carrying. After the fight has been
resolved, all combatants must 1oll on the
Swimming Chart again — this 1s purely (o
determine if they have drowned as a result
of the fight, they do not move further that
turn as a result of the roll,

Attacking Boats
Boats may be attacked like any other
maodel and have the following profile.

Strength Defence Batter Points
Boat - 8 4

Boats that are reduced to ( Batter Points
sink instantly — any models inside are
tipped into the water. Cavalry models that
are casl into the water are treated as if they
had just rolled a 1 on the Thrown Rider
chart. Models who have been lipped into
the water may not move further that turn.

Dropping Anchor

After a boat has moved, the controlling
player may declare that it is dropping
anchor. Mark the boat with a suitable
counter or token (o show that this has
taken place. Whilst anchored, a boat will
not move nor drift — the anchor must be
raised for it to do'so. The controlling
player may raise the anchor at the end of
any subsequent Move phase (after both
players have moved) — the boat will then
move normally from the niext turn onwards
following the normal Moving Boat rules as
outlined earlier.

Swimming Chart
D6 Result

1  Sink. The model is overcome by
the weight of his wargear and
drowns. Remove the model as a
casually,

2-5 Swim. The model may move up
to half its move through the water.
If it reaches the bank it may not
maye further this turn but may
make a Climb test to pull itself
out of the water and onto a bank
or a boat.

6  Swim strongly. The model may
make its normal move through the
water. If it reaches the ban Ty
not move further this tum but may
make a Climb test to pull itself
onto the bank.

2
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' Choosing Your Forces

Almost any protagonists will do for
playing a coastal raid so sparc a thought to
the story that runs through your scenario.
Will you recreate the folk of Anfalas
defending their shores against Corsairs, for
example? Are the Men of Nimenor
landing in Harad to end Sauron's control
here once and for all? Only your
imagination can limit the setting and scale
of your game. Whatever your backdrop.
both players should agree on 2 points
vilue for the game — both the attacker and
the defender should have with equally-
sized forces.

Board Layout

Coastal rhids are best played on a board
48%112cm by 48"/112em; although of
course they can be played on gaming
tables of any width or length: The
quayside strerches 24'/56cm out from the
landward board cdge and should be
covered with suitable terrain. It's worth
noting at this poiot that the term
*quayside’ is used as a term for a generic
shoreline — it does not have 1o be an
urbanised harbour. There is no reason why
a quayside could not be a heavily wooded
shore with just a few jetties to land boats
at — or even have no conventional landing
points at all! As normal, i’s always best if
players agrec terrain (and its effects)
before the game begins, although it is
worth noting that some objectives will
require speeific terrain types. The rest of
the board is the sea (or river) itself, and
should be mostly empty of terrain,
although there is no reason why there
cannol be piets or jetties stretching into the
water, or rocks or debris projecting
through the waves.

When the board has been set up, the
defending player may place 2D6
barricades (lines of ohstacles up to 1'/2cm
high and 6"/14cm long) anywhere along
the quayside. In addition, he may place D3
boats of his own anywhere in the water,
provided that they are touching the
quayside itself, or a pier or jetty.

Deployment

Unless any of the special deployment
conditions are being used, the defending
player always deploys his forces first. In a
basic game this is always on the quayside,
within 12"/28cm of the landward board
edge (sce map). When he has done this,
the attacker deploys his boats (and their
forces within them) no more than 6°/14em
from the seaward table edge.

These rules are enough  play many
coastal raids. That said, you can always
vary the deployment a little to add more
variation (o your games by limiting where
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arrive late. To help add alitle more
variety to your games, I've created a series
of tables for all manner of variations that
you can add to your games — simply
decide with your opponent which one you
wish to use, or roll a Dé. This month ['ve
focused on Deployment options, Game
Length and Special Rules, but next time
I'll explore some Mission Objective
varianis [0 give Your games exira variety,

Deployment Variants

Prepared Defences (D6 roll of 1-2)

The attackers have taken some time to gel
organised, giving the defenders a breathing
space to redeploy. After both sides have set
up, the defending player may move all of
his barricades and 2D6 of his defenders up
to 6"/14cm.

Scattered Defenders (D6 roll of 3-4)
‘The defenders are thinly spread, holding
several positions against the incoming
assault. At the start of the game, the
defending player splits his force into cqual
halves, dividing his Heroes equally
between the two. He deploys one half
normally, but keeps the other o one side.
From the second turn onwards, the
defending player rolls a D6 at the end of
his Move phase for cach model put aside
in this way. If the roll is lower than the
current turmn number, the models may move
onto the board from anywhere along the
quayside. If the roll is failed then another
attempt may be made next urn.

Flanking Manoeuvre (D6 roll of a 5-6)
In an all out attempt to thwart the
defences, the attackers have landed a
portion of their warriors further along the
shore; Before the game begins, the attticker
may put up to a quarter of his force
(including up to one Hero costing less than
60 points) on one side. He deploys his
remaining forces as normal and nominates
which board edge his other warriors will
enter from. From the fourth turn onwards,
the attacking player rolls a D6 at the end
of his Move phase. If the roll is lower than
the carrent turn number, the models put
aside at the start of the game may moye
onto the board from any point along the
edge he nominated earlier.

End Conditions

Coastal raid games can last a few tums,
representing a lightning fast raid, or
seyeral hours, re-cnacting a desperate fight
for supremacy. Players can agree on the
game length before they begin, but note
that the game should always end once ene
side has been climinated. Alternatively,
here are few suggestions:

Secure the Quay (D6 roll of a 1)

The game lasts for at least six trmns. If
there are no attacking models upon the
quayside at the end of any turn from turm
seven onwards; the game ends,

Random Game Length (D6 roll of a 2)
The game lasts for at least six turns. From

! H de deploys, perbaps, or having them
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the end of the seventh turn onwards, the
player with Priority rolls a D6. If the result
is @ 6, the game ends.

Leaderless Attackers (D6 roll of a 3)
The game continues uniil all of the Heroes
on the attacking side are slain,

Leaderless Defenders (D6 roll of a 4)
The game continues until ail of the Heroes
on the defending side are slain.

‘War of Attrition (D6 roll of a 5)

‘The game continues until one side has
been reduced 1o below 50% of its starting
numbers.

No Quarter (D6 roll of a 6)

The game continues until one side has
been reduced to below 25% of its starting
numbers.

Special Rules

Of course, no scenario for The Lord of
The Rings would be complete without a
few special rules to keep bath players on
their toes, and coastal raids are no.
different. Once more, I've provided a few
suitable examples, but as you play more
games you'll probably start making up
your own, or borrowing some from other
scenarios. Any of the examples given
below can be combined in any way, so you
can have Gusting Winds and an Opening
Bombardment, for example.

Gusting Winds (D6 roll of a 1)

The winds along this particular stretch of
coast are incredibly treacherous, making it
very dangerous 1o walk along precipitous
drops (or guaysides). If the Priority roll is
ever drawn on the roll of 5 or 6, both
players roll a D6 for each of their models
that are within 2"/4em of a sheer drop (a
cliff, at the top of a wall ete...) or the edge
of the quay. On the roll of a 4+, the model
loses its balance and tumbles off the edge,
taking falling damage or other effects as
appropriate. If the model 1s within 2"/4am
of two or mere hazards, the opposing
player may nominate which way the model
falls. Might may be used to modify this
roll. All Shooting attacks must re-roll any
successful hits.

Defensive Volley (D6 roll of a 2)

The defenders have seen the incoming raid
and have prepared a volley of fire (o greet
the attackers. By using such a trap they
hope to sirike an early blow. After both
sides have deployed but before the first
turn, the defending player may fire three
volleys. Fach volley has a total number of
shots equal to the quantity of defenders
with bows of any kind and follows the
normal rules for Volley Fire, with the
exception that the defenders do not need to
be in base contact with one another.

Opening Bombardment (D6 roll of a 3)
As a prelude 1o a raid, vessels offshore can
use their armament (o harry the forces of
the defender. Before the game begins, the
altacking player may make D3
bombardments, For each of these, he rolls
a 6. On the roll of a 4 or more, his
catapulis have found a target sending out a
wave of crushing debris, The attacking
player may nominate any defénding model
on the board. That model takes a Strength
10 hit and any other model, friendly or
enemy, within 1"/2cm, takes a single
Strength 6 hit as they are hit by rubble;
any survivors with a Strength of 6 or less
are knocked to the ground. If the attacking
player rolls a |, the same effect oceurs, but
the defending player may nominate the
target. 17 4 cavalry model is hit rider and
steed take a Strength 6 hit, the rider is
thrown, and both models are knocked to
the ground.

Continuous Bombardment of the Enemy
{D6 roll of a 4)

If the battle is hard fought and desperate,
leaders may risk firing siege engines into
the thick of combat. This unusual tactic is
used only by the most despairing
commanders as a last gamble for victory.
If using this special rule, the player who
rolls the lowest dice when determining
Priorily may make a single bombardment
(a5 described above) in the Shooting
phase. If players tie in the dice roll then
both players may make a bombardment in
their respective Shooting phases.

Redoubled Efforts (D6 roll of a 5)

The attackers, spurred on by their
determination, have propelled their boats
closer to the shore. At the start of the
pame, after both sides have deployed, the
attacking player may move each of his
boats D6"/2D6em (roll separately for
cach), Drift and other factors have no
effect on this move.

Hearth and Home (D6 roil of a 6)

The defenders have pledged to repel the
altackers or die trying. Defenders do not
have to take Courage tests in this scenario.

Mission Objectives

We'll look at more detailed objectives next
time, but most games can use the End
Caonditions to determine who has won, For
example, if playing to the Secure the Quay
End Conditions, the attacker will lose if
his models are driven from the quayside or
eliminated. Alternatively, if playing to the
War of Attrition End Condition, the player
who loses 50% of his force first loses: the
game, Of course, there are plenty of ideas
for goals scattered around The Lord of The
Rings scenarios, so players should fecl
free 1o agree their own situations and
objectives with their opponent. If playing
the Random Game Length End Condition,
the winner is the player with the most
models left alive at the end of the game.

Anyway, that's it for this time — we'll take
a look at more details, such as mission
objectives, in a fumre issue.

There arc all many
depending on the

For more rural sertdements, sach as the sparse
waltle fences can be constructed from thin wire woven around bamboo skewers,

Obstacles and Barricades
- of different kinds of obstacles that you can use for coastal raids,
of board that you're playing on.

Barriers like those found in Gondor are best represented by stone walls. The one above iy
sold at GW Hobby Cenires, but they can also be constructed with a fittle foam board.

illages of Anfalas and Minhiriath, simple

Finully, if your coastal raids are taking place along wiinhabited tervain, why nor make use of
scattered rockpiles, shaped from pieces of insulation foam.
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Building Coastal Terrain

Life’s a real beach if you're Steve
Cumiskey and Adi Wood. After
taking on each other in the Tale
of Good and Evil arms race,
Steve and Adi have been busy
building some coastal terrain.
Here Steve reveals how to create
the perfect dune so you too can
fight your own Coastal Raids,

forces for The Lord of The Rings

game for over & year now, and have
managed to build up a good selection of
models for our chosen sides. While we've
both started 10 build forces from the
opposing side to complement our existing
models, we've also been spending more
time trying out some of the more unusual
ways (o play the game,

S teve: We've both been collecting

We'd already built our own castle for siege
games, so it seemed like a good idea to
keep adding something to our terrain
collection with each new scenario we
played, So when we got involved in trying

out the new rules for coastal raids, it
seemed natural to have a go at building a
coastline to game on. Of course, we didn’t
intend to build a fully modelled table to
play our coastal raids on — covering half the
table in sea would make it difficult 1o use
for anything else, Instead we decided to
build a section of sea and coast to fit on top
of our existing board,

PLANNING

Onee we'd decided on the notion of building
a coastline, the first thing we had 10 do was
10 decide what form it should take. A
quayside seemed to be the abvious choice,
but when we started to think about it we
realised that, to make it look right, we would
need ro have a stone coloured table and 4
fair number of buildings. Our table 1s
maodelled 1o look like grass land, and we
have only a handful of buildings on it. In the
end, we decided to make a beach instead.

Looking at the scenario map, it quickly
hecame clear that the simplest thing to do
would be to make a flat board that covered
half the existing Lable. This had the slight
drawback of making the sea level higher

than the land - which would look very
strange unless we could disguise itin some
wity, Thankfully, we just had to resort to the
same method commonly used to create
rivers on a gaming table — build up the
bank around the edges, making the
difference in level less obvious,

This seemed like a perfectly acceptable
way to solve the problem. We decided to
use a row of dunes to serve as our raised
bank, with the edge of the board cut into an
irregular line to help make tansition from
board to table less obvious.
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BUILDING THE BOARD

SAFETY TOOLS AND MATERIALS + Ready-mixed filler
Take care when using a knife to. make ~» 2'x 4" hardboard or MDF * Modelling sand and gravel
sure that you're always. outﬂng nwny = Static Grass = PVA woodworking glue
{rom yourself. * Lichen * Sharp knife
+ Polystyrene * Saw
« Cork bark = Sandpaper
We began by marking out the

irregular edge onto the board.

With the line marked out, we used
& saw 1o cut the board to shape.
“To-make the edge of the board
blend better with the gaming
1able, we rounded off the edge

‘We then built up the blocks of
polystyrenc that would go on to
form the dunes.




r—4 Al this point, we were able to
carve the shape of the dunes from
the polystyrene, With the basic
shapes formed, we used
sandpaper to clean and
smooth the dunes,

’ 5 To help make the dunes less plain,
we glued picces of cork bark,

sand and gravel in place lo

represent rocks of various sizes.

All that remained to finish the
construction was 10 use ready-
mixed filler to create waves and
1o fill any gaps on the dunes

quick and easy to build, and makes  for a single scenario, but this is actually

the coastal raids scenario come o an effective way 1o build up a collection
life in a way that simply working with of terrain that can add a great deal of
improvised terrain never could. variety to all your gaming.

Dcupiu: ils size, the coast lerrain was 1L may seem like a 1ol of cffort 1o go o
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BEACH

] With the sex complete, we began
to paint the dunes by appling a
basecoat of Bestial Brown.

Next, we drybrushed the sand
with Snakebite Leather.

We then drybrushed the sand with
Vomit Brown.

Alayer of Bleached Bone
brightens up the colour.

5 To break up the flat yellow
colour, we drybrushed small
patches of Catachan Green.

6 With the painting complete we p

added parches of Static Grass and
lichen to the duncs to help blend
them into the rest of the board.

PAINTING THE BOARD

SEA

l ‘We started by painting the sea

with a basecoat of Chaos Black
paint, then painting it with-a layer
of Dark Angels Green.

2 Onge the Dark Angels Green

Layer had dried, we followed it
with a layer of Scaly Green.

3 Then we applied a layer of

Ultramarines Blue near the shore.

4 With the basic colour of the sea

complete, we painted the tops of
the waves with Skull White

5 ‘T create a suitably wet looking

surface for the water we applied
a layer of Gloss Varnish.
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Desperate Defence

Part three of our Dol Amroth linked scenarios campaign

Adam Troke provides the third
scenario in his three-part
campaign following the brave
Knights of Dol Amroth in their
fight against the cruel Corsairs of
Umbar. In this, the final scenario,
Mérathol and his remaining
warriors must fight for their lives
as Imrahil races to his rescue.

T he raid Morathol led on the Corsair
encampment was completed with
lethal ‘efficiency. They had razed the
encampment, leaving burning tents and
dying enemy in their wake — the confused
Carsairs sealtering inta the woods in the
panic that ensued. Morathol and his
remaining knights, weary and wounded,
had limped back to their garrison, hoping
that the messengers theéy had disparched 1o
Dol Amroth and the outlying barracks
would bring reinforcements. The arrival of
dawn brought no relief as Marathol had his
tired warriors gather the inhabitants of
nearby villages into the garrison for their
proteetion, It was approaching dusk when

the Corsair foree arrived. tramping down
the forest road in great numbers, eager 10
salvage their wounded pride by
annihilating the garrison and all within.

With resignation Mérathol and his
exhausted warriors rearmed themselves and
prepared 1o meet the advancing foree,
unaware that Prince Imrahil and a small
contingent of Knights of Dol Amroth were
racing to their rescue.

Good

« Tmrahil (on horseback with lance)

* Morathol Captain of Men (on foot)

+ 5 Knights of Dol Amroth on foot

« 4 Warriors of Minas Tirith with bow
+ 4 Warriors of Minas Tirith with shield
= 4 Warriors of Minas Tirith with

spear and shield

5 Knights of Dol Amroth with lance
and on horsebuck

Evil

= Mirgal, Corsair Captain
(Easterling Captain)

+ Carcadan, Corsair Captain

sair Guard with shields
rsair Guard with spears

12 Corsairs with spear

12 Corsairs with bow

CICIRC

One Evil Warrior may carry a banner. The
Evil force may also include up to four
ladders and one battering ram,

Use the profiles for Lasteriing Caprains.
Easterling Warriors and Haradrim
Warriors for Corsair Captains, Corsair
Guard and Corsairs respectively. If you
don’t want 1o convert maodels 10 use as
Corsairs, you can substitute Easterlings
and Haradrim.

Layout

Sctup a 48"/112cm x 72"/180cm board. Al
one end place a palisade across the width
of the board 12/28cm from one short
board edge (see map). This represents the
wooden wall of Morathol's garrison. The
area outside the garrison has been
deliberately deforested to provide a clear
line of sight, so it should be left relatively
clear of terrain.

Imrahil and mounted knights
enter from this edge.
12"28cm 18"42em
&
;_-: --—— Fulisade
£

72°/180cm




Points Match

IT you want to play this scenario using
alternate forces, the Good player should
select a foree containing two Heroes.
The total cost of the force should be no
greater than 400 points. The most
expensive Good Hero and the 5 most
expensive Good Warriors take the place
of Imrahil and the mounted knights, The
Evil player should select a force of 300
points including at least one Hero,

Starting Positions

All the Good maodels except for Imrahil and
the mounted knights are deployed within the
garrison. Once they are deployed the Evil
player may place his madels anywhere on
the board no closer than 18"/42cm (o the
garrsion palisade.

Imrahil and the mounted knights are not
placed on the board at the start of the game,
but may become available later.

QObijectives

The Corsairs have arrived at the garrison
hungry for revenge and eager to raze the
barracks o the ground; only Morathol and
his men stand in their way. The Evil side win
if they can kill Mérathol and 75% of the
Warriors who start the game inside the
garrison. If the Good side can reduce the
Evil force to 25% of its starting number, then
the Good player wins. If both players
achieve their objective in the same turn, the
game is a draw.

Special Rules

Desperate defence, Marathol and his
remaining warriors have sworn themselves to
defend the garrison to their last breath.
Imrahil and his knights are riding to the
rescue of their comrades, No Good model
needs to test for being outnumbered, or for
the foree being reduced to below half of its
starting strength.

Prince Imrahil. The messenger who hore
the warning of the raids (o Dol Amroth rode
his horse to exhaustion, so great was his

haste to deliver the terrible tidings. No
sooner had the warning come than Imrahil
ordered his Warriors to arms. Unwilling to
leave his licgemen to their fate, he rode off
with a small group of knights to their aid. At
the end of each Good Move phase,

heginning on the fourth tum, roll a D6 for
Inrahil and each of the mounted knights not
yet on the table: On the scorce of a 4+ the
model immediately moves onto the board via
the edge apposite to Morathol's garrison (see
map). Newly arrived models
normally but may not charge.

Campaign
of a linked
such Mérathol will start with the same
number of Might, Will and Fate that he
finished Raiding the Raiders with (Dol
Amroth Campaign scenario 2 - WD299),
except that he can regain one Might point if
one was used in the previous seenario,
Additionally, for each tent that was not set
alight in Raiding the Raiders the Evil player
may add two additional Corsairs to his army
(one with spear and onc with bow.)

2

15 seenario is intended as part

D 163
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CHRONICLES OF MIDDLE-EARTH

| THE SAGA OF MAETHOR

Mat Ward provides us with a new bhero for your games

The journey of the Fellowship is
the most awe-inspiring tale from
Middle-earth, yet there are others
whose feats were no less noble, if
not as widely known. The
documents of this unknown scribe
describe one such man; Maethor,
son of Baranir.

e s the dark days approach and
A Mordor's shadow falls upon
the world, I feel duty-bound to
put pen to paper; Should the White City

fall and the free world come 1o

ruin, who will remember those who
defended against the Shadow, it no record
1s made? While the kings of old were
renowned across the world, deeds both
gallunt and foul will go unnoticed in these
dark days where so many of each arc
performed every day. Heroes walk
amongst us nonetheless, though their
names be largely unknown and
unremembered. Indeed. some folk call
Macthor, son of Baranir, one of Gondor's
most able captains. Such esteem is bought
with-no great ease, particularly in Gondor,
where a thousand valorous deeds are
performed between the rising and setting
of the sun; so the question does arise as o
whal it is that Maethor has done to earn
such recognition and why his name should
be remembered. For posterity T will tell, as
best | can, what I know of this man.

Maecthor’s origins, al least, are easily
addressed, for he was born into one of
the noble houses of Dol
Amroth, This also is
hardly remarkable in
Gondor, for this land
creales claims of lineage
more swillly than any
other that I have known.
In Maethor’s case
however, his lineage can

be traced back to the days of Ntimenor and
not to some proud, but ultimately
insignificant, house. Baranir, his father,
was cousin to Finduilas, a noble lady of
the swan-city who was later wedded 1o
Denethor, Steward of Minas Tirith. It was
doubtless through this connection that
Maethor was given an officer’s rank in the
Citadel Guard of that city at such an early
and unproved age, for even to be a mere
guardsman in that order is to hold great
honour. I have little knowledge of the time
he spent in the Steward’s service, and so it
seems thal it is several years before
Maethor becomes truly marked by destiny.

It is early in the year 3005 that Maethor's
tale truly begins to take shape. Baranir had
taken charge of the defences that lie on the
border between Harad and Gondor. It was
his misfortunc that, shortly after his
arrival, the slumbering hatred that the
Haradrim felt for their northern foes
erupted into a series of vicious battles,
Maethor's father finally fell in defence of
the fortress of Velsinir, mere days before
Prince Imrahil led a great army out of the
north to secure the borders once more.
Though the Haradrim were broken and
scattered, Baranir’s slayer, a mighty and
battle-hardened chieftain named Mérvar
Chiric. escaped the fury of the Prince of
Dol Amroth and slipped away to the south.
Imrahil sent word north o

Baranir’s surviving kin and gave
instruction that the lord should be buried
beneath the fortress walls, so that his spirit
might guard the Harnen vale as he had so
valiantly defended it in life. As I now
understand it, upon receiving tidings of
Baranir’s death, Maethor went before his
Steward and begged to be released from
the service of the Citadel. He claimed that
he wished to travel south and pay his
respects before the grave of his father.
Denethor felt sympathy for the young
lieutenant but, being not altogether
unperceptive in these matters, feared a
deeper meaning to his request and refused
him. Twice more in the following month
did Maethor present his request before the
Steward, and twice more his plea was
steadfastly refused. However. on this final
o on, the Steward’s eldest son;
Boromir, counselled his father Lo grant
Maethor's request and Denethor fimally
relented, and gave Maethor leave to depart
to avenge his father.
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USING MAETHOR

Tbbugh Maethor does not exist as a ‘named’ Hero in the The Lord of The Rings game, he can be fielded in any
scenario involving the defence of Gondor. He is a perfect example of an ‘unnamed’ Hero, whose actions are

not insignificant, but not on the same scale as those of Beromir or Aragom, Below we present stats for fielding

Maethor. You too can easily invent your own characters, either by naming 4 generic captain, or even changing

their Statistics a little. But, as always, get your opponent’s permission before doing this.

Citadel Guard {Man) Points Value: 8
F § D A W C

Citadel Guard e e i BARRD B

In the early years of his serviee to Gaondor, Maethor joined the ranks of the Citadel Guard,

Here he has yet to leamn any special skills and so has & basic Citadel Guard profile.

Ranger of the North (Man) Polnts Value: 25

Might: 1
RS DA WoSE Will: 1
Ranger of the North 43+ 4 5 | 153 Fate: 1

A Ranger of The North is perfect for Maethor as he travels across Harad
and rides with Boromir against the CGreat Army of Harad. Here we're
using the Ranger profile to represent aur hero.

Captain of Men Points Value: 85
Might; 2

F S D A W ¢ Will: 1

Captain of Men A3+ 4 6 2 2 5 Fate: 1

By the time Maethor inherited his father's old position as garrizon commander he had
had a varied military carcer and thus a lot of experience. To represent this, we took
the Ranger's higher Courage, Defence and Shoot statistics and gave them to a regular
Captain. Such prowess comes at a price, however, and we have increased the
Captain’s value by 25 points to take into account Maethor’s skill at arms.

As an officer in the Citadel Guard, Maethor waiches vigilantly over the city of Minas Ttrith.




“If my position were exchanged for his,
would you wish my request (o be thus
denied?”

“Were I to grant his pelition and so give
him leave to travel to lis death, both his
honour and mine would be poorly
served.”

“Your honour is already poorly served by
your choice to deny him what he seeks.
Let him choose what is fo be, and find
whatever peace he may.”

~ Boromir to Denethor

Thusly released from his lord's service,
Mauethor went south and, after many days’
travel. came to Velsinir. In the shadow of
the ruined keep he bade farewell to his
father’s memory and then, as Denethor had
feared, crossed the border into Harad in
search of Baranir’s killer. Over a period of
many months, Maethor sought Chiric in
the land between the Ephel Diath and
Narfarat. No mean task was this, for the
common folk of Harad had no reason to
aid him, and every teason to hetray him
should he be discovered as a soldier of

‘ Gondor, In this seemingly impossible task,

he was fortunate in the events that had

gathering a great army far in the north of
Harad, and mercenaries were drawing nigh
from all neighbouring lands. But for the
gathering of this great army, Macthor
would surely have been discovered, bul so
many peoples from so many nations were
abroad along the Arlin road that he was but
a single man concealed within a tide of
strangers; He travelled by night and slept
in the wild hills, venturing into towns and
villages only when he sought news of
Chiric’s whereabouts.

Few details are known to me of Maethor's
search, and I believe that he himself Jost
track of the passing days and weeks. As I
understand it, eventually his winding trail
led him further eastward until, at last, it
crossed Harad's border with Khand. It was
here, on the edge of the wainland as the
passing year grew old, thal Maethor finally
confronted his quarry. It might seem
strange that Chitric was travelling so far
from home with few companions, but 1
understand that he had himsell been
banished at the command of a newly
ascendant chicftain by the name of
Suladéin. In an effort Lo regain prestige.
Chéric had led his followers on a series of
disastrous raids in the borderlands, and
now scarce a dozen wounded and
exhausted men remained at his side. The

A Capuain of Men, Maethor fought many battles against the evil Haradrim.

sky had deepened into velvet night before
Magcthor sprung his ambush, In the
moonlit gloom, his aim was true, for his
arrows struck down several of his foes
before they had time to react. Using the
poor light as his shicld, Maethor ghosted
from tree to rock, picking each target with
deadly skill. By the time another two of
Chéric’s companions had fallen, the
remainder turned and fled into the night.
Chéric alone remained, cursing at the
night, hurling coarse insults and challenges
at the man who refused to fight him face
1o face.

“Feckless coward! Slay me with arrows if
you must. I shall go happily to my death
knowing my killer has not the resolve for
a fairer contest.”

— Marvar Chiiric, chieftain of Harad

It was then that Maethor set aside his bow,
and met Chiric in a contest of blades that
tested both men to their limits, Charic was
4 huge man, as strong as an oX, and a
veteran of many battles and campaigns,
while Maethor was younger and driven by
his desire for revenge. As the fight drew
on, Maethor was breathing heavily, having
taken the other’s measure but unable to
pierce his guard. Chéric sensed his foe

E avertaken him. The Lords of Umbar were
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neared defeat and, mustering all his
strength, savagely cut at Maethor's blade.
‘With a dull chime, the young warrior's
sword shatiered, leaving Maethor with less
than a foot of jagged steel to defend
himself. but the impact threw Charic off-
halance and his defences were left open.
Grasping this opportunity, Maethor thrust
forward and the broken remnants of his
sword pierced Chiric’s heart

So it was that Baranir was avenged and
Maethor's spirit came to be al peace, With
his goal achieved, Maethor set out for
Gondor and, some months later, stood
once more at Harnen vale. Tt was (hiere that
he met again with Boromir, who was
riding southwards with a mere two dozen
knights to disrupt the mustering of Harad's
Great Army. The Steward’s son was
overjoyed that the younger man still lived,
for Maethor had long been thought dead
by the Steward’s court. Boromir bade
Maethor join him, and together they

rode southwards,

Thiee nights later they crossed the Hamen
and came 1o Kamvald, where the Great
Army lay encamped. On that moonless
night, they rode like avenging demons;
their horses straining with effort as they.
galloped deep into the encampiment. Like.a
hot wind they rode through the enemy
sentries, who Wefe not.expecting an attack
by so few, so deep in their own ferritory.
Addled by sleep and liquor, the Haradrim
and their mercenary allies were slow to
react. As the camp stirred around the
attackers. the bravest of the Haradrim
wartiors assailed Boromir and his
companions, but could not prevail'in the
face of the northmen’s furious valour, For
each knight pulled from his saddle, a score
of Haradrim were cut down, and all the
while food wagons and tenls were set
ablaze. Only when the supplies were burmnt,
the horses scattered, and the boldest
Haradrim slain, did Boromir call the
retreat, The Steward's son and Macthor cut
through the press of men to safely. Though
fully two-thirds of Boromir's companions
had fallen in battle, and nome who returned
10 Gondor did so unwounded, yel the
Great Army was in chaos, T understand
that in the days that followed; a great
famine fell upon the camp for what little
food that had escaped the flames could not
sustain the army for long. Many of the
Haradrim tribesmen abandoned the camp,
while those that remained starved to death.
Maethor and Boromir returned to

Minas Tirith, where Denethor gave them
great welcome. A few days later, Macthor
left 1o assume command of the garrison
guarding the border with Harad, where his
duties have bound him cvel , but 1
believe that he and Boromir remained fast
friends for many years.”

MODELLING MAETHOR

By Nick Kyme

Inspired by Maethor’s saga, T decided that rather than simply use some existing
maodels to represent this mighty hero of Gondor, I wanted fo convert completely
unique models to show his progress through life. These could also double up as
some hero models for my upcoming Gondorian force too. Here's how I did it.

Citadel Guard

Maethor's first incamation was
based upon a Citadel Guard with
a bow. I cut the bow hand off
with clippers and attached
Theoden's sword (perfect, as [
wanted him to hold the sword in
his left hand). The right hand
was then drilled, so that the
madel could hold a burning torch
from Weathertop Aragom. To
make Maethor look younger, 1
replaced the head with that of
Beregond.

Ranger of the North
Tor a suitably wild and
dramatic look, I used
Faramir as the basis for this
madel. To take into account
that Maethor was older and
a Ranger of the North, |
used Aragorn’s head,

Captain of Men

Now: a hero of Gondor, T used a
Captain of Minas Tirith model
for Maethor's final incarnation.
Older now, Theoden's head was
perfect for the veteran warrior.
Although characters aren’t
allowed to carry banners, nor
does Macthor have one, 1
decided to give him a banner as
it seemed a fitting and heroic
stance for him to adopt. |
imagine Maethor battling the
hordes of Mordor, taking up the
fallen standard. To make it, T
simply used some brass rod,
drilling Maethor’s hand so he
could carry it and then added a
Minas Tirith banner top.
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] Maethor’s Revenge

Relive Maethor’s fight against bis father’s slayer in this scenario

Mat Ward provides you with y
rules allowing you to refight 6" 14cm
Maethor’s epic pursuit of the
Haradrim chieftain Charic, which
ended in bloody vengeance upon
the borders of Khand.

Description

Mugthor has tracked his quarry, a Haradrim
chieftain named Chéric, for several months,
Hoping to avenge the death of his father,
the young warrior of Gondor has not tumed
from his task, no matter the obstacles with
which he has been [aced. After a long and
gruelling journey in a hostile and forcign
kingdom, he finally picks up his foe's trail.
Chiric's warband has faded to a fraction of
its former strength after a serics of fruitless
raids, making Maethor's task merely { =
difficult, rather than impossible. It is in the B
hills of western Khand where Chiric’s fate
is set 1o play out, for amongst the rocks and
trees that litter this land, stalks a silent J\"' .
shadow who has but a single goal. Before N 2

R o

Chiric and his followers can react,
Maethor’s arrows have claimed the lives of Good Deployment Zone

several Haradrim and, in the darkness, the
advantage of superior numbers has become - >
all the more tenuous... 24°/56¢em

24°56em

& Chdric
L (n'(‘[?l‘ﬂ\.\
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E Macthor takes on his most hated foe in hand-1o-hand combar.



Participants
Good
Maethor (Ranger of the North on foot)

Evil

Mbrvar Chirie (Chieftain of Harad)
3 Haradrim Warriors with spear

3 Haradrim Warriors with bow

Points Match

To play this game with other forces, choose
one Hero for the Good side and about three
times as-many points of Warriors and
Ieroes for the Evil side: The most
expensive model on the Evil side (akes the
role of Chirie. No more than 33% of the
Evil force may be Warriors with bows.

Layout

This game is played on a board 24"/56cm x
24"/56cm. This scenario is set just within
the Khandish border, amongst the ralling
hills of that region. Accordingly, place as
many hills as possible within the playing
ared. The board should also include the
occasional rock or tree.

Starting Positions

‘The Evil player deploys Chiric in the
centre and the Haradrim Warriors within
3'/8em of him. The Good player deploys
Maethor within 6"/14cm of a board edge:

From the dense forests, Maethor lasnches his ambush.

Objectives

‘The Good side wins if there are no Evil
maodels Ieft on the board and Maethor is
still alive. Any other result is a victory for
the Evil side.

Special Rules

Nightfall’s Embrace. Though the moon
shines down upon the combatants, the
light is still poor enough to be a great
inconvenience. Shooting attacks or
magical powers may not be used unless
the user is within 2D6"4D6em of their
target (roll each time a model wishes o
shoot or use a magical power). In
addition, models may not charge unless
they are within 216"/4D6cm of their
target. Note that as Macthor has
silently stalked his foe and prepared
himself for this ambush, the Good
player may re-roll one result each tm
to reflect this,

Tired, Weary, and Ambushed. Chiric
and his men are exhausted, ready to
collapse from several unsuccessful
recent raids in western Khand. When
Maethor attacks and scveral men fall
to his arrows, their courage
them. The Evil force starts the
broken, ie, as if it had already lost
50% of 1ts starting numbers

Is




We wanted to recreate the charge
of the Miamakil at the Pelennor
Fields from the film of The Return
of The King. Only four men were
mad enough to take up the
challenge. Here’s how Adrian
Champion, Richard Heath,
Anthony Barnes and Kevin
Barraclough did us a grand job.

intime would be a

nge, but wi

that with a little help from

would be al

onfident
me good
in time for the




MUMAKIL

one day, so the first order of business was
to recruit co-generals. Richard brought
along his gaming partner Anthony Bames
from the Chesterficld Open Gaming
Society (www.c-o-g-s.org.uk), and I was
lucky enough to have my friend Kevin
Barraclough join the forces of Evil.

With the players all sel, there was the
small matter of assembling the armies.

With 180 models required, nearly half of
which were cavalry that needed
dismounted riders as well, it was clear we
would have to pool our resources, Things
were complicated because at this time the
Battle of The Pelennor Fields hadn't been
released, so we had no Haradrim, and
anyone that has painted a Mimak- will
understand just how long the mighty beast
takes to prepare, and we needed three!

Luckily, Richard and Tony's collections
already included most of the Orcs and
Rohirrim we needed. While we got 1o
work on the Haradrim contingent, a couple
of our buddies, Paul Mullis and Stephen
Spence, provided more figures. Up and
down the country there were a lot of late
nights of feverish painting. In my case, T
was still painting my Mahtd conversion
on the train up Lo Nottinghan,

2
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Adrian: As

Kevin and | were
travelling up
from the London
area. we were the
‘Men of the
South’, which
was the most
whimsical reason for choosing sides ever.
We were nervous, The Rohirrim were to
be led by a wily general; Richard uses the
i horselords as his Grand Tournament force,

Kevin and Adrian

but with three Miimakil on the table, he'd

The Oliphaunts” presence meant we didn’t
have a lot of points left. We pave only one
sk weapons and a Mahiid, as we needed
points to fill our howdahs with archers:

That left 400 points for as many Ores as
we could get. With a single Captain and
bhanner bearer, there were just enough
points for 60 models, The Rohan had to
sweep us aside quickly, so shiclds and
spears would be more useful than bows as
we could form defensive blocks. So, while
the doomed Orcs held up the Rohirrim,
our Mmakil would win the battle for

FOR THE BLACK SERPENT AND THE RED EYE

us.Qur primary targets would be the Royal
Guard and the herocs. As long as we gota
clear run at the enemy, our Trample attack
would net us many kills.

The biggest threat to our Mimakil was.
other Miimakil! If two collide, it takes a
big chunk of luck to prevent an ugly spiral
of destruction. We had to tread a fine line
between keeping them close enough o
support each other, but far enough away
that they were not a danger to themselves.
1f we could manage that, then the city
would surely be ours!

E need all his tricks to win.




Richard: This
was going to be
the largest The
Lord of The
Rings Battle
Report to date.
Playing Adrian
and Kevin, both
The Lord of The Rings playtesters, would
be hard. But we also had to kill loads of
the enemy and two Mimakil to win!

Anthony and Richard

Obviously our re-cnactment would not be
on the same scale as the film or book, bul

it would be a big fight nonetheless. As &
result of (his we were to have the cream of
Rohan to help us oul. We had all the major
Rohirrim Heroes during this battle, and [
knew thal we would need them:

To deal with a Mimak requires high Fight
values. When the dice start rolling in
combats it is likely both sides will roll a 6.
If that happens a Fight value of 5 or above
is essential to beat the Mamak. In this
battle we had two models which filled this
requirement, Eomer and Théoden. They
would be key to my anti-Miimak strategy.

The greatest danger with the Mamakil is
their Trample attack, so you need a way to
pin the beasts in place before they can
mave. This is where the Royal Guard
come in. As long as Théoden is alive they
ignore the Mmakils' Terror rule. We just
needed 1o make sure that we had plenty of
Might for Heroic Maves if we lost Priority,

‘I'hat left the rest of the Heroes (o fight the
Ores and activate the Knights, Again we'd
need Might for Heroie Moves and this
would be provided by judicious use of the
Royal Stundard of Rohan.

)




*...all the horns in the host were lifted up in
music, and the blowing of the horns of Rohan
in that hour was like a'siorm upon the plain
and a thunder in the mountains.”

Book V. Chapter V
“The Ride of the Rohirrim™*

long the northern edge of the table,
ARiuhnrd and Tony deployed their

¢oreds on 4 low ridge overlooKing
the rear of the Orc lines. The awe-
inspiring, and from our point of view,
terrifying, sight of so many cavalry lined
up at once brought home 1o all of us what
an amazing game this was going to be.
While Théoden rode up and down the line
of his warriors delivering a rousing speech
that urged them on to great acts of
courage. Kevin and 1 set about arranging
our starting force of Ores that would try 1o
stand firm against the mass of horsemen,

The seenario offered several ways of
playing the game. The Orcs could set up
away from the Rohurrin; their aim being
Lo start close to the Mimakil entry points
5o that they could lend ground support to
the monsters. Doing so would have the
downside of allowing the siege to be lifted
without any opposition, and for the
Knights of Minas Tirith to'sally forth

DEPLOYMENT

before Evil's main force even arrived on
the table. We were all eager to have this
battle recreate the actual events as much as
possible, so instead of skulking in terror at
the far board edge. our Orcs formed ranks
around the gates of the White City. If
Richard and Tony wanted those
reinforcements, they would first have ro
break through the lines of Mordor!

There were so many Rohirrim it was not a
case of if the Ore lines would fail, but
when. With the Ores outnumbered in
points by a ratio of 3:1, we would have to
work very hard to keep the siege from
being lifled too carly: But we had a plan.
Outside the gates were several patches of
impassable terrain; destroyed siege
equipment and rubble fired from the city’s
Trebuchets. The Orcs formed a Morgul-
style crescent moon formation around the
gates, between three arcas of debris,

By using the terrain to anchor the flanks of
our formations we could form three
individual shieldwalls, presenting a linited
frontage in each case to restrict how many
Riders of Rohan could engage us at any
time due to their larger base size. With
spear support, our Orcs would be able 1o
fight on an even fooling with a charging
horseman, and the rubble would make it

impossible for the Rohirrim to slip around
the rear and engage olir supporting troops
without taking a lengthy detour to the
south. To get to the gates, Richard and
Tony would have to carve holes in our
formations, This was something that they
would be all too capable of, so a quarter of
our foree was deployed as a reserve behind
the main lines, Their job was like that of
Michael Caine’s bayonet platwon in the
film Zulu, to move in and plug the holes
ripped open in the defensive lines to
prevent anyone breaking through and
rushing for the gate. We would attempt 1o
maintain these initial positions for as long
as possible, and when they looked on the
verge of collapse we would withdraw to
form a final defence around the gate itself.

All fine in theory, but the Riders of Rohan
covered half the entire northern table edge
two ranks deep. Théoden had just finished
his speech, and Richard and Tony were
aboul o demonstraie just how devastating
a massed cavalry charge could be. We
could only di and hope that the
Southrons and (i mighty Mimakil
would arrive in time to prevent a
massacre. Or at least to avenge one.
Messengers went across the river 10 rouse
the captains of the south, the Orcs made
ready. The call went up and battle began...

FAll quotes are 1aken from The Lord of the
Rings: The Returwof The King.
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Description

The city of Minas Tirith is wreathed in
fame, its shattered gates no longer a
defence against the legions of Mordor
massed before its walls, Ores now control
the lower levels: but just as all hope scems
lost, the sounding of horns signals the
arrival of the Rohirrim. Théeden, King of
Rohan, readies his men and leads them
straight al the lines of the Dark Lord's
army, Though outnumbered, the Rohimim
cut through the horde and seem o be on
the verge of lifting the sicge. Théoden
looks to make safe the city, but from over
the horizon comes 4 new threat. As the
ground shakes and the bellows of gigantic
creatures rent the nir, the Men of the
Riddermark ready themselves to face the
fury of the mighty Mamakil

Participants
Good

+ Théoden, King of Rohan, with shield
and horse.

» Homer with horse

+ Eowyn with armour, throwing spear,
and horse

= Gamling, with the Royal Standard of
Rohan, on horse

+ Elfficim, Captain of Rohan, with shield,
armour and horse

+« Grimbold, Captain of Rohan, with
shield, armour and horse

= Merry, with armour and shield (starts
the game mounted on Eowyn's horse)

= 10 Rohun Royal Guard with throwing
spears and horses

= 2 Rohan Royal Guard with horses

= | Rider of Rohan with banner

* 14 Riders of Rohan with
throwing spears

= 22 Riders of Rohan

= Hiirin, Caprain of Gondor, with heavy
armour, shield and horse

= 1 Knight of Minas Tirith with banner

+ 15 Knights of Minas Tirith

Evil
* Pushdug, Orc Captain, with sword
and shield
= | Ore with banner
* 30 Orcs with sword and shield
* 19 Ores with spear

=9 Ores with two-handed weapons

* | Miimak with tusk weapons and
Mahiid

* 2 Mimakil

* 36 Haradrim Warriors with bows (in
the howdahs)

Points Match - Siege Breaker
1f you want to play this battle with
allernative forces, choose 1,500 points
of troops for each side. No less than
25%, and up to a 33%; of the Evil
army’s points value form the initial
force besieging the city, 20% of the
Good side’s points must be placed in
the city itself. Up 1o 33% of the Evil
roops may carry missile weapons.
There is no limit on the number of
hows the Good side may take.

Layout

This scenario takes place on a board
60"/180cm by 48"/112cm. The battle is set
outside the beleaguered city of Gondor,
whose walls enclose the lower left corer
of the table. The rest of the table is mostly
open fields dotted with ruined siege
towers, equipment and rubble which
represent the carlier stage of the battle. A
road leads directly out from the gates of
the city towards the distant Osgiliath.

Starting positions

‘The Good player places his models first.
deploying the Rohirrim within 12" of the
northern table edge. The Gondorians are
placed in reserve in the courtyard behind
the walls of the city.

SCENARIO - BEFORE THE WALLS OF MINAS TIRITH

The Evil player then deploys his Orcs
anywhere outside of the walls, and at least
12" from any Good model. The Mimakil
and Haradrim are placed in reserve.

Objectives

Whichever side reduces the ather to 25%
or less of their starting numbers wins.
Additionally, the Good side must have
killed or driven off at least two of the three
Miimakil in order 1o claim victory. If both
sides achieve their objective in the same
turn the game is a draw:

Special Rules

Death! Death! DEATH! The Rohirrim
believe this is a battle they cannot hope 10
win. None of the Rohirrim take a Courage
test for suffering 50% losses in this battle,

Ride with me. Eowyn hears Merry on her
horse. While both are mounted, Merry’s
Might and Will points may be used as if he
were the rider of the horse. allowing him
(0 call Hervic Actions and defend against
magical attacks. Tis Attack may be added
] Eow_vn‘. n combat after any charge
‘bonuses, This is an exception to the
Passenger rules. Merry is included in the
Good army for free.

Make safe the city! The Knights of Minas
Tirith will sally, forth when the lower level
is free of Ores. As soon as any model
passes through the gateway, the Knights
will be available to fight in the next mrn.

1 make the earth shake. On the fourth
turn the Miimakil may enter the southern
or eastern table cdges. On a D6 roll of 4+
they are delayed until turn five. When they
appear, duc to the awe-inspiring sight, the
Miimakil and the howdah archers may not
be charged or shot at on the wm that they
enter the table. Anyone charged by a
Miimak on the turn it enters fights
normally in the Fight phase.
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TURN ONE
“Suddenly the king cried to Snowmane and
the horse sprang away. Behind him his
banner blew in the wind, white horse upon a
field of green, but he outpaced it, After him
thundered the knights of his house, but he
was ever before them.”

Book V. Chapter V
“The Ride of the Rahirrim”

The waves of Rohirrim surged forward
towards the city at full speed, splitting into
two groups as they did so. Rohan's right
flank was bolstered by the presence of
Eowyn, Elfhelm, and Gamling carrying the
Royal Standard of Rohan.

On their left rode Eomer, Grimbold, and
King Théoden himself. This larger group
of riders wheeled forwards towards the
city to support the main attack, but their
primary role was to be ready to intercept
Evil’s reinforcements when they arrived.
The Ores had little ta do eXcept ta ensure
that the swordsmen were (o the front, and
the spearman ranked up behind. Seeing the
horsemen moving to threaten their left
flank, the Ores moved some of their

TURN TWO
“His goldén shield was uncovered, and lo! it
shone like an image of the Sun, and the grass
flamed into green about the white feet of
his Steed.”

Book V. Chaprer V.
“The Ride of the Rohirrim™

Good retained Priority and continued their
charge towards the Mordor lines. They
were still too far away o engage the Evil
warriors this turn, so ok up positions
ready to bear down upon them in the next.
The horsemen nearest to the city formed
into (wo waves, Elfhelm commanding the
first, Eowyn the second. Gamling stayed in
the middle of the lines ready to take the
hanner to where it would be needed most.

In the Evil Move phase Tony made a rare
slip on the Ores' left flank. One of the
Riders of Rohan was just about within 6"
of the northern shieldwall, and an Ore
swordsman charged up to intercept. A
spearman ran up to add support, avoiding
two throwing spears from the riders, First
combat of the game, and the Orcs had the
advantage. The surprised rider was hacked
from his saddle. Only another 58 to go!

TURN THREE

“For morming came, morning.and a wind
Jrom the sea; and darkness was removed, and
the hosts of Mordor wailed, and terror toak
them, and they fled, and died, and the haofs
of wrath rode over then."

Book ¥, Chaprer V'
“The Ride of the Rohirrim"

Evil won Priority, though it offered little
advantage to them. The only Orcs in range
of the enemy were the two impemious.
warriors from last turn, so they quickly
engaged another rider to prevent him
charging. Pushdug and the standard bearer
moved up 1o & position between the two
main shieldwalls, hoping the
encouragement offered by the Captain
waould help in the coming combat.

The two Ores outside the main lines were
surrounded, but they were delaying six
riders from affecting the main bartle, Four
Riders of Rohan crashed into the northern
Ore lines, Eowyn bringing up another six
behind them. Meanwhile, Théoden and
Eomer continued to advance the main
formation southwards, two riders from this
group contacted the Evil main lines, a

! reserve to the northern shieldwall,
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The Rohirrim charge down upon the
Ore lines, fury in their hearts.

Faadt

Rohan Royal Guard killing an Orc with his
throwing spear as he charged in.The Orc
lines were then subjected to a display of
phenomenally good bowfire, five Orcs
dying from nine arrows fired!

After losing so many Ores to missile fire,
the Evil players were understandably
nervous as they entered the combat phase,
The two Orcs out beyond their lines were
surrounded. the charging Rohirrim cutting
them both down: Things went much betier
for Bvil down in the shieldwalls however,
with not a single casualty for Mordor. The
unsupported Orcs shielded, the extra attack
pulting them on an equal footing with the
charging riders. In total Evil won four out
of six combats, an Ore with a two-handed
axe in the northern wall killing a rider that
had thought him an easy target. Even the
Royal Guard couldn’t win his combat,
despite a reroll from Gamling's banner.

All'in all, a very curious wrn that was the
complete opposite of what we expected.
Loads of casualties due to shooting, but
the Ores survived the main cavalry charge
unscathed! Evil's shieldwall held nicely.

TURN FOUR
“Ahead nearer the walls Elftieln’s men were
amiong the sicge-engines, hewing, siaying,
driving their foes into the five-pits. Well nigh
all the northern half of the Pelennor was
overrun, and there camps were blazing, Ores
were flying towards the River like herds
before the hunters; and the Rohirrin weny
hither and thither at their will.”

Book V. Chapter VI
“The Battle of the Pelennor Fields"

This was the turn that the Mimakil were
due to arrive.We rolled a D6 to see if they
were delayed until the next turn, which
they were, leaving the Ores to hold out.

With a mass of Rohirrim next 1o the Evil
lines, this was a critical Priority roll. With

both sides rolling 6s, Good stole it away
from Evil. Not to be beaten, Kevin and
Adrian decided to call a Heroic Move with
Pushdug so that they could pin as many.
riders as possible to negate their charge
bonuses. Richard also called a Heroie
Move with Eowyn in order (o counter this,
and Good then won the roll off (o see
whose Heroic Action would take place
first. At least the Org Captain’s Might
puint hought the hordes of Mordor a
chance 1o lie up two riders-on the Evil left
flank next to the city wall, And to make
sure the Evil side piled in as many Orcs
into these combats as they could to swing
the odds in their favour.

In the main Movement phase, the Rohan
Royal Guard in the centre of the Mordor
lines killed his second Orc of the game
with a throwing spear as he moved in,
allowing him to move into contacl with the
now exposed second rank spearman. Two
riders rode south to engage the third, and
smallest, shieldwall.

More Ores were killed by shooting, one of
them by volley fire from Théaden's
company. The Combat phase then saw
hideous casualties for Mordor all along the
Ore lines. No fewer than eight Ores died,
including two from a Rider of Rohan that
won 4 roll off against four Ores at once,
two from Elfhelm, who had joined the
fight against the northern shieldwall, and
the third kill of the game for the Royal
Guard in the centre. Kevin and Adrian
might have to adjust their plans for that
Guardsman, as he was tearing them apart
almost single-handedly. In reply to all this
carnage, the Ores only killed a single
Thorse belonging to another of the Royal
Guard. A poor exchange for 12 Ore deaths!

- Wit
Baitle is joined as the Riders of Rohan
crash into the Oreish shieldwall.




Or TURN FIVE

“Amd then all the host of Rohan burst into
song, and they sang as they slew, for the joy
of baitle was on them, and the sound of their
singing that was fair and terrible came even

1o the Ciry”"

Rook V. Chapter ¥
“The Ride of the Rohirrim"

Kevin snatched back Priority for the Ores,
but before they could tuke advantage of it
both Elfhelm and Gamling called Heroic
Maoves. The thought of last turn’s massacre
in which the Evil side lost around a fifth of
their starting force was fresh in Kevin and
Adrian’s minds, so they had no hesitation
in using Pushdug’s last Might point to try
and get the first move. With horrifying
inevitability, Richard and Tony again won
the roll off and Elfhelm led s riders in
against the northern Ore [ormation.

Elfhelm moved around the mbble that had
anchored the Ore Mlank, engaging an
swordsman. With the Ore’s Zone of
Control negated, another rider was able to
break through to engage one of the
spearmen, killing another Ore with his
throwing spear as he in moved. Another
wwo riders again charged the north

The Mamakil charge onto the table,
stomping and snorting with rage.

shieldwall hoping to make it crumble.
Pushdug used a Heroic Move to counter-
charge, both he and the banner bearer
rushing in to trap the rider pushing through
the northern line. Behind the main
combats, spearmen rushed to support, and
swordsmen backed off 1o form a blocking
force in front of the gate. Despile their
massive losses, the Ores had created a
bottleneck that the Rohirrim were having
to cut through an inch ata time,

And then the moment that Evil had been
waiting for, the arrival of the Miimakil.
‘The Oliphaunts moved onto the table, one
from the eastern edge to threaten the flank
of the Rohirrim, another from the south
advancing directly at the main cnemy
force, and the command Mimak from the
south-eastem comner ready to head for
wherever the battle raged the strongest.
The Ores had suffered hideous casualties ,
but things could swing back in their favour
once these monsters got into the fight.

Richard and Tony pulled back the
unengaged Rohirrim and reformed their
line around Théoden and Fomer, just out
of range of the Haradrim bowfire. Only
the Milmak closest to the city was close
enough to target a Rider of Rohan, and he

was in combat with an Orc in the southern
shieldwall. Caring nothing for the life of
the Ore. the few Southron archers in range
let loose with their poisoned arrows.
Result? One missed rider and one
unfortunate dead Ore! The Rohirrim fared
better, sending four arrows over the
impassable rubble between the northern
shieldwalls to kill an Ore spearman.

The Combat phase started well for Evil, in
that two Ores were able 1o pull down and
kill a rider at the southern shieldwall, Even
better was that the valiant Royal Guard
that had slaughtered three of the Orcs was
himself killed. despite the presence of a
Rohan banner. Adrian and
Kevin had piled five Orcs
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onto him, a necessary precaution after his
previous heroics, Things tumed sour for
them after that. The horseless Royal Guard
proved himself to be just as deadly on
foot, killing the Ore he faced. A mounted
member of the same company dispatched
another, and then an Ore with a two
handed weapon lost his life, slowed as he
was by the weight of his axe.

On the northern Ore line, Elthelm showed
his calibre by killing another swordsman,
and then the Orc standard bearer was
killed by. the rider that had broken through
previously. This rider did exeeptionally.
well, despite being trapped, outhumbered,
and facing Pushdug, he still managed to
win the fight. In Adrian’s eagerness to kill
the horseman, he foolishly chose to
resolve that battle before working out the
nearby fights. That banner ré-roll might
have helped win another combat, but it
was removed from play before it could
inspire the troops. Seven Orcs died this
turn for only two losses for Good.

TURN SIX
“But they lad not yer overthrown the siege,
norwon the Gate. Many foes stood before if,
and on the further half of the plain were
other hosts stitt unfought”

Book ¥, Chapter VI
“The Bartle of the Pelennor Fields"

Onee more, priority swung back to Good
this turn, and the Mamakil were too far
away Lo make any Heroic Movements a
wuorthwhile venture on the part of the Evil
players. Kevin and Adrian had to stand
and wring their hands and watch in dismay
a5 the Rohirrim continued their steamroller
charge through their lines. A brave, lone
tider swung around the unguarded
southern end of the Ore lines and galloped
towards the gateway hoping, (o get into (o
the city and activate the Knights of Minas
‘Tirith. The Ore shieldwalls were now in a
state of total collapse, another Orc having
just died to a throwing spear during the
rider’s charge.

In the centre, Théoden’s company with
Eomer and Grimbold moved forward at
half pace so they could fire at the southem
Miimak. The eight Royal Guard
accompanying him were moved at full

pace, as Richard and Tony knew: their
Bodyguard rule would allow them to
engage the Mimak without the need for a
Courage lest.

The Ore lines were shattered, so the Evil
players threw in spearmen (o support
combats whereever they could, and
retreated the remaining swordsmen back (o
block the gate in a loose formation. With
luck. the zones of control uf this secondary
line would mean the gateway would still
be blocked for at least two more turns,
Long enough for the Miimakil to start
carving away at the Riders of Rohan
before the Knights arrived, or so Adrian
and Kevin hoped. With that aim in mind,
they moved all three Miimakil at full speed
towards Théoden’s main host of riders,
praying it would soon be Trampling time.

Tony started the shooting with the
Rohirrim on the Good side’s right flank.
Four shots at the southern Mimak's
Commander failed to cause any damage 10
him at the top of the howdah, so the next
six archers all aimed at the Mimak itself,
but again, no wounds caused, Théoden’s
main force of riders were able (0 muster
14 shots at the same beast, and when
Richard managed a staggering 12 hits, all
the players were amazed (o sce that not a
single arrow had penetrated through the
beast’s thick hide,

The return fire from the howdahs saw
Kevin take down two Royal Guardsmen
that were advancing on the southern
Miimak, and & Rider of Rohan at the rear
of the main group had his horse shot from
under him. Using the Forces of Evil dice
meant that remembering the re-rolls for
poisoned arrows was easy. A burning Eye
on the dice is a very effective reminder to
see if the venom did its work.

‘The swirling melee around the gate saw
four of the Ores fighting from the ground,
desperately shiclding in order to try and
regain their feet after being knocked down
by charging horsemen in the previous
round. They were battling just to stay alive
even winning wouldn't allow these
warriors to kill their opponents, Their
leader Pushdug managed to fight off his
foe and stand up, as did another
swordsman, but all along the line six other
Ores all fell to the swords of the Eorlingas,
despite three of them having shielded.
Elfhelm and a Royal Guard both claimed
one of these kills cach, but there was some
small consolation as a rider was killed just
to the left of the gate. Battered, but not yet
broken, the Ores had clung on to deny
access 1o the gateway for another tum. Bul
with Rohan playing the way they were, the
Ores would probably not be there for very
much longer. 5
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O TURN SEVEN

“And now the fighting waxed furious on the
[fields of the Pelennor; and the din of arms
rose upon high, with the erving of men and
the neighing of horses, Horns were blown
and trumpets were braying, and the Mimakii
were bellowing as they were goaded 1o war"

Baok V. Chapter VI
“Tie Barile of the Pelennor Fields™

A tied Priority roll, so Evil had the turn
advantage this round. Richard and Tony
immediately called Heroic Moves with
both Eowyn near the city and Eomer in
front of the Mimak, Looking at the
distance between the Mamak and the main
group of Rohirrim, declaring a Heroic
Move would only allow the Evil side 1o
Trample two Royal Guardsmen, instead
they decided to hoard their precious Might
for the following turns.

Eomer moved his men forward, und one
brave Royal Guardsman charged the
Mimak itself. His throwing spear, like the
arrows before it. failed to harm the
massive creature. but the Mumak was now
unable to move that tumn. In the battle for
the gateway Fowyn urged the riders
onwards to engage and trap the Ores
beside the road. The ragged line of
defenders would once again have 1o
endure the furious charge of the Northmen.

In the main Movement phase there were
precious few Ores left that were
unengaged, or indeed still alive. Once
again they pulled back in open formation
around the gate, one or two brave souls
leaping at the Rohirrim on the road that
had yet to move. They also made sure 10
engage the lone rider that was attempting
to reach the gate from the south. Then
came an agonising decision for Richard
and Tony, to engage the Mimak with more
warriors or not. In the end, they settled for
sending in a second Royal Guardsman
only, the rest once again moving forward
half distance so they could continue their
archery duel with the Haradrim on the
howdah. The two Good players were
continuing to ignore the other two
Miimakil, choosing to concentrate all their
forces on just one of the mighty beasts, so
Adrian and Kevin pushed forward with the
other Oliphaunts to bring them to the foe.

The archers on the three Mimakil poured
 hail of arrows on the Rohirrim, but
managed to kill only a single horse
belonging Lo the Rohan standard bearer.

In reply, the Rohirrim killed two IMaradrim
on the Miimak in combat, plus they
removed two Wounds from the chieftain of
the sume model, one of which was
restored with his Fate point.

The Ores outside the gate had a very
miserable tum, once again geiting cul (o
picees by the ongoing charge of the
Rohirmim, Six more Ores died, and
Pushdug lost an outnumbered fight and
had his head cleaved from his body by
Elfhelm. The only success for Evil was a
lone Ore spearman on the road that
survived being charged by three riders. and
who then went on 1o kill one of them!
Even more satisfying was the Mimak's
swift destruction of the two Royal Guard
that faced it. The three Strength 9 hits it
dished out after winning made very short
work of the horsemen, The following turn
would be critical, with a large number of
targets in front of the southern Miimak.

Mimak artack! The Oliphaunis go on
the rampage.

TURN EIGHT
“Lomer rode there, the white horsetail on his
helm floating in his speed, and the fronr of
the first éored mared like a breaker foaming
to the shore ..

Book V. Chapter V'
“The Ride of the Rohirrim"

Good won the vital Priority! They needed
1o start carving a swathe though the riders
before they zot bogged down, so had no
choice but to declare a Heroic Move with
the southern Mmak’s chieftain. Richard
and Tony again countered with a Heroic
Move from Grimbold. It went 1o a roll off.
1f Evil won they could Trample (hrough
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the Rohirrim. If they lost, the riders would
pin the Miimak in place. The 1most
important roll of the game and Good won
again! Eomer, Grimbold and three Royal
Guard engaged the Mimak, but three
Riders of Rohan failed their Courage lests:
At the gate, Tany picked his targets with
care. His charging riders engaged all the
Ores surrounding the city entrance; killing
twao with throwing spears as they closed
in, leaving only 11 Orcs on the table. With
all the Zones of Control now deactivated.
the rider that had several tumns ago staried
his long southerly flanking movement now
had a clear run at the gate, He was able to
spur his horse on to just about reach the
gateway and in doing so activate the

Knights of Minas Tirith. The Orc’s failure
1o kill him last turn had cost the Ores dear,
next turn would see the arrival of another
17 cavalry. Having achieved their
objective at the cily walls, the Rohirrim
reserves swung around and moved in ©
form a second wave supporting the main
body of troops engaging the Miimakil.

There were only a couple of Ores near the
gate, Although it was 1o late (o stop the
reinforcements, an Orc slipped in behind
the valiant hornblower and raised his
crooked scimitar, ..

The northern Miimak advanced straight
forward, getting tantalisingly close to the

enemy. Another turn or two and he would
be tearing open their ranks. The command
Mimak took a detour to the southwest, as
two of the Riders of Rohan whose horses
had earlier shied away in terror were in
Trample range. With the tusk spikes
upgrade, the Rohirtim were easily crushed.

The archers turned their attention (o the
wounded Chiefiain of the engaged
Mitmak, Richard and Tony knowing that
without his calming influence at the reins
the beast would likely Stampede. They
turned the sky dark with arrows; but the
howdah and some lucky rolling meant he
came to no harm. Richard turned his
remaining shots on the archers, killing




only one. Evil’s shooting was little better,
Their efforts killed only one rider, and
unhorsed a second.

The presence of Eomer and Grimbeld
meant the Mmak lost the combat.
Grimbaold failed to cause any wounds, but
two Royal Guard both managed to do so,
Eomer caused a single wound, and after
some deliberation Richard used a point of
Might to boost his other die roll to make it
two. So, four wounds suffered, and four
Courage tests to take. The Miimak passed
them all! With the Rehirrim massed in
front of it, a devastating Trample next tum
looked all the more likely; Good's luck
had to run out, they couldn’t keep winning
all the Priority and Heroic Move rolls.

‘The Ores only purpose now was to kill as
many enemies as they could before being
wiped out. Though many of them were
being beaten back or sluaghtered, the Orc
spearman on the road was obviously
favoured by the Eye, as he killed a rider
for the second turn running. At the
gateway the rider summoning the reserves
paid for his heroism, Falling to the
swordsman's ambush. This was the only
good news for Evil, six more Orcs having
} been lost this e including two to a

TURN NINE
“But northward the white crest of Eomer led
the great front of the Rohirrim which he had
again gathered and marshatled; and out of
the City came oil the strength of men that
wasinit..."

Book V. Chapter VI
“The Battle of the Pelennor Frelds™

The crucial Priority roll again came up in
favour of Good, With the southern
Miimak’s Commander already wounded,
and with a host of Rohirrim lined up in
front of the beast, Kevin and Adrian had
no hesitation in immediately burning the
Chieftain’s last point of Might to call a
Heroic Move. A Trample move through
the riders would be devastating, and
Richard and Tony were keen that such a
thing should not be allowed to happen,
calling a counter-move with Grimbold.

In a rare moment of good luck for the bad
guys, Evil actually won the roll off! The
Miimak now lined himself up ready o
Trample through the Rohirrim, and a quick
count showed there were no fewer than 13
potential victims in range, including
Eomer and Théoden! With a good set of
dice rolls the battle would be turned in an
instant. But as always scems to happen to

the servants of Sauron, it was those cursed
heroes that were their undoing... As the
Miimak surged forward with an angry
bellow, the first Royal Guard was tossed
aside and killed with a sweep of its tusks.
Kevin and Adrian looked forward to
repeating this another 12 times, but the
second model it hit was Eomer, and
despite causing two wounds on him his
Fate kepl him alive. The Mimak was
brought to a sudden halt, denying it any
more vi s. In all the dismay (and
celebrating), none of the players
remembered they also needed (o Trample
Eomer’s horse, but his keeping Firefoot
from harm must have been a sign of his
superb horsemanship,

It was time for the Knights of Minas Tirith
1o ride on to the Pelennor. The Ore still
blocked the gateway, so Tony made sure (o
send in arider to engage him first. This
allowed the Knights of Minas Tirith to
start exiting the city, forming up outside on
the road ready for battle, while Elfhelm’s
riders concentrated on mopping up the five
remaining Orcs, Eomer was nol lefl 1o
fight alone, as Grimbold led a charge to
support the valiant Third Marshal.

With the other Mimakil getting ever
closer, Tony directed his shooting at the

GE Royal Guard and yet another 1o Elfhelm.




o 5

As any astute general will have noticed by this point, <}
& G
the Ores were geting a right old slapping.

northernmost beast, causing a single
Wound but no Stampede. The return fire
saw the Haradrim killing two Riders of
Rohan and unhorsing another. The horses
were acting as a form of ablative armour,
soaking up successtul arrow hits and
leaving the riders unscathed, The battle
would depend on the Mmakil. Eomer's
Fight value was the Evil side’s undoing
however, as his skill at arms outclassed the
ponderous beast: although no wounds were
caused against it, Meanwhile, on the other
side of the table, the remaining Ores were
finally swept aside by Elfhelm’s men.

TURN TEN
“Then withour taking counsel or waiting for
the approdch of the men of the City, he
spurred headlong back to the front of the
great host, and blew a horn, and cried aloud
for the onser. Over the field rang his clear
voice calling: ‘Death! Ride, ride to ruirn and
the world's ending!™"

Book V;, Chapter Vi
“The Battle of the Pelennor Fields"

The Evil side hoped to repeat last urn’s
Trample, as even the hardy Eomer would
not survive 4 sccond attack. The Priority
roll defeated them again, as Good retained
it-for-another turn and the Chieftain had no

Might points left with which to overrule
the turn sequence. The command Mimak
was just about close enough

50 that he could clip two of

the riders surrounding the
southern Oliphaunt, but with all
the Heroes Good had at their
disposal, Evil needed their
remaining Might for the coming
turns, especially with the way
Priority rolls were going.

Eomer charged buck in,
while Théoden declined to
join the fight this turn, The
point on the Mimak’s base

that he could have engaged was
close enough to the board edge
that a failed Courage test would have
seen the king leave the battle. Richard
deeided that discretion was the better part
of valour in this case, and Théoden
instead took up position in the middle
of the table ready to move to where he
would be most needed in the
following tumn. While the
smaller group of riders kept
the Miimak tied up for ’
another tum, entirely
surrounding the front of the
creature, Tony and Richard set
about reorganising the rest of
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their cavalry. With the other Mamakil now

close enough to pose a threat, the men of
the Riddermark parted to let the Knights
past, and Eowyn's riders wenl left of the
Gondorians, ready to fire.

There was a real possibility a wounded
Miimak could Stampede into another if it
was within range. The main reason the
Mimakil were keeping a safe distance
from each other was that in a Stampede
collision between twa beasts there might
be 4 Wounds caused and 4 Courage tests
10 he taken. With the potential for this 1o
cause another Stampede this process could
continue until one was dead and the other
severely wounded. The Mimakil were
mare at risk from each other than the
enemy so the Miamakil were kept apart,

Rohan had a poor turn of shooting, with
no wounds being caused on a Mimak
despite 20 arrows being fired at it. The
shots at the Haradrim themselves all failed
1o penetrate the canvas sides of the
howdah. It initially looked like the
Haradrim would fail to claim any kills as
well, the archers on the first two Mimakil
being unsuccessful in their efforts. The
Southrons on the northern Mamak then
showed their worth, killing one of the
approaching Knights and unhorsing the
Gondorian standard bearer. Unlike the
Rohirrim, the Knights are not Expert
Riders, so when a | came up for the
Thrown Rider test he was unable to reroll
it, and the fall killed him. This was a good
result for Evil, as the banner was lost.

There was only one combat to resolve, and
you almost had to feel sorry for the poor
Miimak who was encircled by a host of
riders intent on butchering Three of
the Rohirrim and Grimbold all dealt a
wound each with Eomer's last point of
Might used to canse another Wound,
meaning that no fewer than 5 Courage
tests had to be taken! One of the tests
came up as a failure. With one Wound left
the Mimak was dangerously close 1o death
and would also Stampede next turn,

TURN ELEVEN
“But wherever, the Mimakil came, there the
Jorses would nor go, bur blenched and
swerved away; and the greal monsters were
unfought, and sraod like towers of defence”

Book V, Chaprer VI
“The Battle of the Pelennor Fields”

The Valar were smiling on the Rohirrim,
and Good retained Priority for a fourth
trn. Evil declined a Heroie Move, as it
waould only have netted two Trample
victims; not enough considering the great
host of Rohan. It was decision time for

E Richard and Tony, to allow the Mumak 1o

Stampede or to pin it in place, With their
riders surrounding its front edge; the only
clear path was back towards the table
edge, but with only a single Wound left it
louked like an easy kill and Eomer and his
riders moved in, urged on by Théoden's
call 1o bring it down.

Théoden turned and charged with four
riders at the northern Mimak, but rolled
snake-eyes for his Courage test, and
Snowmane bolted away: Two other riders
also'ran, but the fourth managed to- come
into contact and prevent it moving, The
rest of the cavalry moved up, Knights to
the fore, before the command Mimak
made its move. In-an echo of the earlicr
turn. one of the riders that ran was right in
the way, and was duly Trampled. With the
southern Oliphaunt about 1o die, Evil

closed the distance between the other two
as Kevin and Adrian didn’t want (o allow
another beast 1o be picked on in isolation,
The time for caution had long since
passed; their only hope lay in boldness.,

Two Haradrim were shot and killed on the
northern Mumak: the Mahiid in the centre
also coming under fire but escaping injury.
In reply the Southrons killed a Royal
Guard, a Knight, and unhorsed another
Knight and Rider of Rohan. In the ongoi
combat between the Mimak und Eom
Elfhelm had charged over to lend his aid
to the baitle, rolling the eritical 6 needed
to make victory for the Mimak impossible
duc to Eomer’s Fight value. All three of
the heroes managed to inflict wounds, and
the massive creature reared up in pain and
came crashing down to the ground. The




nine Maradrim and the commander were
all killed in the fall. Tony and Richard
rejoiced as they realised that they only had
to kill another Miimak to ensure victory.

Kevin and Adrian were nol disheartened,
as the dead Miimak had occupied the
cavalry long enough 1o position their other
Miimakil ready to. smash into the enemy.
With a full complement of Might left for
the Mm Ttains, and the likelihood
of winning the next Priority roll, the game
thin Bvil's grasp. It was
10 be a see-saw of a battle,

was coming

followed by losses later on for the Good.

There was a final combat to be resolved.
between a solitary Rider of Rohan and the
northern Mmak. The rider. despite all

expectation Lo the contrary, won the fight,
and wounded the beast. To add insult to
injury, it failed its Courage test! The
command Miimak was within Stampede
range. The Eye would not be pleased.

TURN TWELVE

“But the Rohirrim sang no more. Death they
cried with one voice loud and terrible”

B Chaprer VI
“The Battle of the Pelennor Fields™
Good won Priority again, cd
s they would need to use a
id the Miimakil
colliding. In response o the Mahiid's
attempt to move his Mimak out of the
vod called a counter-move with
Hiirin, Captain of Gondor. Again, Good
won and the Mimak was doomed. It

nearly didn’t happen, however, when
Hurin failed his Courage test (o charge the
beast. If he had fallen b

then‘all the nearby warriors that had hoped
to charge would not have been able to.
However Hirin was blocked by a solid
line of cavalry before he could m

were able to charge too.

Another Rider and two Royal Guard piled
in during the Move phase, The only Evil
movement was conducted by Richard as
he crashed the stampeding Mimak into the.
side of the command animal. All the
Haradrim managed to ¢}

lurched, but both Miimal

wounds in the collision. A failed Courage
test might sce another col

The stampeding Miimak did fail one of its
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tests, but anly by one, so the Commander
burnt his last Might point fo keep control.

Tony sent 22 arfows up at the occupanis of
the howdals, but much to his annoyance
failed to get a single kill. The Southrons®
replied by a killing a Rider of Rohan and
unhorsing three knights. The command
Miimak was facing Grimbold. three Royal
Guard, two dismounted Riders and two
Knights. The scores were tied, but the
Miimak won the roll off and crushed a
Guard and the valiant Grimbold into the
blood-soaked plain, and knocked down the
rest of the Good warriors.

TURN THIRTEEN
“Hard fighting and long labour they had
still} for the Southrons were bold mem and
grim, and fierce in despair..."

Book V, Chaprer VI
“The Banle of the Pelennor Frelds"

Things were looking up for Evil, and then
they won Priority, an occurrence so rare
this bartle that it warranted a brief
celebration on Kevin and Adrian’s part.
Théoden and Eowyn both called Heroic
Moves, Eowyn having regained a single
point of Might thanks to the Royal

Standard-of Rohan being nearby. The
Mahild called a counter-move so that Evil
could Trample their way back into the
game. But, as usual, the roll-off went to
Gouod allowing them to move in and pin
both Mimakil. With nothing left for Evil
to move, Richard and Tony pushed in as
many models into combat as they could,
determined to try and end things before the
Evil side could get back into the game.

De es call for desperate
measures. Normally Adrian and Kevin
would have targeted the Royal Guard with
their shooting as the Bodyguard rule

A pile up of mammoth proportions as hundreds of
tons of -pachyderm flesh slam fogether.
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allowed them to pin the Mamakil without
testing for Courage. They had also been
picking off the Knights to prevent their
lances being brought into play. But despite
the risk of wounding their own Mimakil,
their archers all fired into combat in an
attempt 10 unhorse, or better yet wound,
the ever-troublesome heroes instead: This
went well, with both Théoden and Eomer
seeing their horses shot from under them.
As he didn’troll a 6 on the Thrown Rider
table, Fomer would not be able to strike
at the Miimak this turn. Gamling also took
a wound: Another couple of turns of
shooting like that and Evil might yer win,

Eowyn had bravely moved into a position
directly in [ront of the command Miimak,
and launched her throwing spear up at the
Mahfid, but failed to take him down. The
rest of the archers followed her lead and
managed 1o equse two wounds, Rolling for
Fate, the Mahid was forced to use his last
precious Might point to keep himself alive
and in the game. Richard would be able o
call Heroic Moves uncontested now,

The players tarned eagerly to the combats,
Evil hoping they might be able to crush
the heroes and so'inerease their chance of
a Trample in the next round. Eomer and

three Knights defeated the northern
Miimak, one Knight causing a wound with
its lance but the Mimak passed its
Courage test with flying colours. Now the
Mamak was @ Théoden, Hirin, and a
handful of riders of all descriptions both
unhorsed and sill mounted. But with both
sides rolling a 6, Théoden's high Fight
value proved decisive. Hiirin and a Royal
Guard both wounded the trumpeting
Oliphaunt, and Théoden made it three with
a Might point.

TURN FOURTEEN

“Then the Sun went at last behind Mindaliuin
and filled all the sky with a grear burning, so
that the hills and the mountaing were dyed as.
with blood: fire glowed in the River, and the

grass of the Pelennor lay red in the nightfall "

Buok V. Chapter VI
“The Battle af the Pelennor Fields"

With Good winning Priority. and Evil
having no Might points left, there was
little to do except watch the dramu unfold
10 its inevitable conclusion. The Rohirrim
archers concentrated on the Mahid
Chieftain, killing him instantly, 1o which
the remaining Southron-archers could only
Kill Gamling’s horse in reply.

The batile finally ended in the Combat
phase, with the command Mimak
assuulted by a mass of warriors. Théoden,
Hiirin, and the Men of the West all caused
wounds on the lead beast. The final blow
was struck hy Hirin, Warden of the Keys,
who used his Might point to ensure the
mighty beast toppled to the ground.

And so the struggle ended. The Ores of the
Morgul Vale besicging the White City had
been wiped out, and the Mimakil of Harad
killed or driven off. A great blow had been
dealt to the plans of Sauron, bul it was a
victory that had cost the lives of many

men and horses from Rohan. However,
these losses were not so crippling that the
warriors of the Riddermark would be
unable to march with the newly recognised
King Elessar on the Black Gates of
Mordor. That would have to be 4 tale for
another day, our fight was done, and this
battle belonged to Rohan and Gondor. Or
rather, to Richard and Tony.

“And in that hour the grear Bande of the field
of Gonder was over; and not ene living foe
was left within the circuit of the Rammas. All
were slain save those who fled 1o die; or 10
drown in the red foam of the River. Few ever
came eastward to Morgul or Mordor; and to
the land of the Haradrim came only a tale
from far off: a riomour of the wrath and terror
of Gondor"
Book V, Chapter VI, “The Battle of the
Pelennor Fields”
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THE SEIGE IS BROKEN

Heroes of Ro
had become
we would have lost the

Richard: That
inly a
nail-biting finish
Adrian’s shooting
was just starting
to tell on the
Rohirrim when
the seeond
Miimak finally
me its maker. Eomer, Théoden and the
Royal Guard did exactly what | hoped they
would and proved their worth against the
Miimakil. The Knights added that much
needed extra punch to deal the killing
blows to the second Mumak.

Anthony and Richard

Looking over at the other side of the
battle, the pairing of Gamling and Eowyn
supplied plenty-of Miglit for Heroic Moves
against the Ores and after eight turns of
hard fighting wiped them our. The lone
Rider of Rohan sneaking round the flank

of the Ores was a long shot, but somehow
he made it through the Oreish defences
ant blow on
hts, which really helped
tip the balance of the battle.

ng moment had to be
Rider of Rohan beat
combat, wounded
to Stampede into the
ing a further 2

aking! This was a
lly dramatic moment, really
that only The Lord
of The Rings atits very best can be.

If 1'd have commanded the Evil forces |
ings a little differently.

concentrated more on the wo gl

. If Eomer and Théoden

tims of bowfire carly in the

Bodyguard rule. These together would
hay
unable to stop the Mamakil Trampling the
res
simple fact that these beasts
use their Trample that won
Much of this was, of ¢
clever gaming on our part (though m:
¢ bit could be down to the fact that we
got priority!).

for me, that the most
|y met and
known from

important thing

played against

1

great day and,

sure we would all be up
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Crushed! The
Priority roll
committed an act
of murder today,
we forfeited
nitiative for
almost the entire
game. Then, just
to add insult to injury, we lost nearly all
the roll-offs for the Heroic Moves. Our
poor Mimakil never gof the chance 0
steamroller the Rohirrim - the southern
Miimak only moved 2" the entire game!
Even our one brief Trample was brought to
a halt by the incredible hardiness ol
Eomer. My respect for him-has grown. A
true hero, and the man of the match
without a doubt;

Kevin and Adrian

It all started so well. Kevin and | were
delighted with how our Ores performed.

Considering they were facing cavalry on
an open plain, they did a good job,
especially considering those Priority rolls.

1 would have given my right arm (or
Kevin's at least) for a Wraith, And 1'd
have given both to have a screen of
cavalry to accompany the Mimakil,
Playing it again, | would certainly want to
upgrade all the Mimakil Commanders: 11
all three beasts had had tusk weapons, then
even Eomer might have been killed. We
could have lost some of the archers 1o pay
for this, as 12 on a howdah is actually (oo
many. Eight would be more than enough,
and one extra Might point per animal
would have seen us win another Heroie
Move. Although with Richard and Tony's
luck, T wounldn’t want to wager on it.

A glorious day, in which I got to meet up
with some Internet buddies that I had only

A DARK DAY INDEED

known from a computer sercen before, and
playing a battle that T had waited 20 years
ta hring ta the tabletop. It might not have
been the precise ending that T wanted, but
it-was fun watching it If just a-couple of
dice rolls had gone the other way then |
truly believe the result would have been
different. T still wander around muttering
“All I needed was one more Trample...”

In the end we only killed a third of their
army, but hey, the great thing about
playing as the bad guys is that you are
supposed (o lose, right? And there is
always the prospect of continuing the
battle. I would love to see what would
happen if another wave of Mimakil
entered, perhaps with the Witch King
swooping down on Théoden. A natural
second part to'the battle, we could then
send on Aragorn and the Army of the
Dead. Lads, better start painting again.




~ DOK BUTCHA'S

CONUERSHUN Rl INIl‘

otcha Grots. I'm Dok Butcha, top dok and painboy to da biggest nobs in da galaxy. You
w might know me from such publikayshuns as Waaagh! Dat ‘Urts and da Citadel Journal.
My assistant Fixit’s about somewhere too, but don’t look at ‘im, 'm da important one.

Anyways, I've been away for a bit on — what do you Oomies call it? — g, a fanatical. Yeah, dat’s
it. I've been conducting resurch into how loud a Snotling can scream. Yeah, very important work.
You should hear ‘em! Zoggin’ eck, enough to make yer def, speshully da one we put in da squig
pits, hur hur. Good job I've got bionik eardrums.
‘\ Course, none of dis has anyfink ta do with do Nazdreg’s leg incident. | did warn him.
“‘Nazdreg me old mate,’ , | said “dis is da bestest leg ever. It's good fer kickin’, stompin’
A and bootin’ ya Grots. But it ain’t fer evarynllo Mad Mek Madgob puts a lot of
K speshul extras in his knees, ya see.” But he wouldn‘t have it, old Nazdreg.
Never listun them warhosses, and old Nazdreg has more teef dan sense.
Come ta fink of it, he's got more guns dan sense too. So ya might say it
encouraged me to go into resurch when his new leg blew up. Sad reelly, we
never said goodbye. It was dark when we left.
But now I’m back. Every month we're gonna look at some top doktorin’. Sometimes we'll take
you behind da scenes and let ya see da operashun as it “appens, uvver times I'll show ya a
m collecshun of medical marvels, like dis month. Here’s da White Dwarf boyz to show ya round.

by John Carter

John had a simple idea for these Stealth
suits: he wanted their burst cannons to look
the same as those on his Devilfish and Crisis
teams. To achieve it required an equally
simple conversion.

John carefully removed the original burst
cannon barrels with a saw and replaced them
with the burst cannons from the Tau Crisis
suit sprue. And that's that. Good, eh?
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by Ty Finocchiaro, Jeff Keyser and
John Shaeffer

Our colleagues from the US White Dwarf
produced these stunning Daemon
conversions for use in games as adversaries
for Daemonhunters using a variety of
different components.

Redgnash, the bizarre creature 1o the top
right, was based upon a combination of a
Tzeentch Flamer and a Tyranid Lictor. By
simply flipping the Lictor torso upside down
it reveals a sleek head with bulging eyes! The
arms of an old Great Unclean One and
Tzeentch Horrors have been added to make
the creature look like it has just stepped out
of the warp. Gribble, gribble.

The Daemon to the right is much more
subtle, showing that it only takes a few

| to make a p general for
your regular army. Lepervex has 2 Tau
Ethereal as a basis, with a Spawn of Chaos
arm and the head from the C'tan Decelver.

Finally, Mangleash, below, is a generic
Daemon suitable for any army or power. A
Zombie and a Chaos Dragon form his body
and wings. Parts of a Spawn of Chaos have
been added for its head and arms to
complete the horrific spectacle of a creature
undergoing mutation.

PARTS
« Tzeenich Aamer Body 1 ..........(9947991501601)
« Lictor Torso........ (9947010603403)

= Horror Left Arms 2 (8847881501406)
* Archive Great Unclean One R Arm 2 ..(73214/35)
+ Archive Great Unclean One L Arm 1 ..(73214/42)
* Horror Right Arms 2 ... (9947991501413)

PARTS

* Tau Ethereal 2
+ Spawm of Ghaos Right Arm......
» C'tan Deceiver Head
* C'tan Decaivar Homs:

-..(9847011002002)

PARTS

* Spawn of Chaos Head ..
+ Spawn of Chaos Left Arm
* Galrauch Tail
* Plastic Dragon Wings
* Zombie Dragon Body.
» Zombie Dragon Tall ..
= Zombie Dragon L Leg
= Zombie Dragon R Leg ..
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- SLAVER RILLING TROLL -

by Chris Straw

This extensive conversion includes a lot of
sculpting. Chris cut and bent the legs of the
Dwarf before resculpting new arms and
attaching the hands. The Trall had to have its
legs repositioned so it was stooping forward.
He also removed its weapon and resculpted
the arms to simulate the Troll frying to stop
itself being strangled. The head has been
lifted, and Green Stuff used to fill in the Troll's
new neck. Not satisfied, Chris also resculpted
its face to create an agonised expression.

PARTS
= Stone Troll Body with

Two Handed Axe.. ..(8947024800708)
+ Stone Troll Head 3 ..(9947029300706)
« Doom Secker Body 4 ... ..(9947020509304)
+ Doom Seeker Left Arm 1 ........(3947020509305)
* Doom Seeker Right Arm 1 ......(3347020509307)

" DAEMON PRIINCE

by Christian Byrne

This Daemon Prince originally appeared in
the Chaos Space Marine Collectors’ Guide,
but suffered an unfortunate postal accident.
For a time it lay in a draw in many pieces, but
has recently returned to the forces of Chaos.
Christian thought repairing it was a good
opportunity not only to reconstruct the model
but to also clean up the scrappier parts and
apply a new lick of paint. The sacrificial
banner pole and the optional great axe (seen
here to scale) are the most obvious additions
since its original construction.

PARTS

« Witch Hunter Tyrus ...(89111399011)
= Dagmon Prince Head .. (9947010208003)
« Keeper of Secrels Loin cloth ..(9947020110805)
« Keeper of Secrels Tail cloth ....(9947020110806)
= ZOMBIB SPIUE ..erreverrevanee

+ Shaggoth AXe .......oor...........(33470201 14707)
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ALL GAMES CATERED FOR
Piay the games af your cholcs. Thars ars tables and scenery for
Warhammear 40,000, Warhammer, The Lord of The Rings, Eplc, Battlefiset
Gothic, Bloed Bowl, Inqulsitor, Necromunda and Mordfiim.

PAINTING AND MODELLING

When you grow weary of constant Wwar, you can haad to the Gaming
Roam's special palnting ares whare you can sit and paint while Swapping
midaliing knawhuw and old war stories with other Hobbyists.

A PLACE FOR VETERANS
The age limil o Ganving Rooms pives oldsr gamers a place 16 play games
Wwithout distraction, All gamers wha attend will have same degres of

¢/ = GW Burlon

TORE FINDER

GAMING ROOMS

Equipped with loads of fables and scenery, Gaming Rooms are the place fo
go o play games and enjoy the hobby.

A growing number of our Hobby entres
now have additional space in the shape
of Gaming Rooms. Like a regular Hobby
Centre, all Gaming Rooms provide the
full range of Games Workshop services,
running events, tutorials and much
more. They are larger than a normal
Hobby Centre and have many tables,
making them perfect for meeting fellow
hobbyists and arranging larger games,
playing campaigns or just painting and
modelling in the Gaming Room'’s
dedicated painting area.

On Monday to Friday these rooms are
reserved for veterans over the age of 16
but at the weekend they are open to all
veteran gamers and those who have
been through the Games Workshop
Beginners' programme.

01224 649 779
.01225 334044
.0208 466 0678
..01283 535865
..01228 598 216
..01244 311 967
..01387 249702
..01392 490 305

« GW Carlisle ..
= GW Chester ...
= GW Dumfries
* GW Exefer ...

* GW Glasgow.. ..0141 2211673
* GW Ipswich .. 01473 210 031
* GW Macelesfield .. 01625 618020

Experience, so you should have no froubls finding a ging

GAMES WORKSHOP,

Games Workshop Hobby Centras offer a
great deal to Hobbyists. Besides stocking a
complete range of current Games Workshop
products, they also provide a number of
other services. If you're new to Games
Workshop wargaming, why not sign up to
their Beginner's Programme, and learn all
you need to wage war In the 41st
millennium, Warhammer world and Middle-
earth, Our friendly staff are always on hand
to answer your hobby questions. There's
always something going on in-store, from
Roadshows to campaigns. Most Games
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Gaming Room Features

» Varied scenery and table set ups
for Warhammer, Warhammer
40,000 and The Lord of The Rings.

« Dedicated painting areas.

« Special events, battles and
campaigns.

* Minimum age of 16.

« Rulebooks and other gaming
IeSources.

» Full set of Games Workshop
Hobby Centre Facilities.

Ring your nearest Gaming Room today
for more detalls of what's on!

« GW Maidenhead ... .01628 631 747
= GW Middleshrough .01642 254 091
* GW Newcastle ... .0191 232 2418
* GW Newport.. .01633 256 295
= GW Poole ... 01202 685 634
* GW Shrewsbury . .01743 362 007
« GW Sutton Coldfield 01213 543 174
* GW Uxbridge .... .01895 252800

* GW Wakefield .. .01924 369431

* GW Worcester .................. 01905 616 707

HOBBY CENTRES & INDEPENDENT STOCKISTS

Workshops open seven days a week and late
for gaming evenings. Hobby Centres have
something for Hobbyists of all ages.

Games Workshop products are also sold by
a large number of shops in 16 different
countries across the world. What follows is
a large listing of all the stores that sell
Games Workshop products across the UK,
parts of Europe, South Africa and the UAE.
You can find a list of all our retail outlets on
our wabsite at:

www.games-workshop.co.uk/storefinder

1 you're still unsure as to where your nearest
stockist is located, why not call Games
Workshop Direct on 0115 91 40000.

In the following list, Stores highlighted in
yellow indicate new stores. Stores in green
are elite Northern European stores; stores in
blue are Northern European partnership
stores. To be sure they will have exactly what
you want in stock, we recommend you give
them a quick phone call before visiting.
Hobby centres marked with a cross () have
Gaming Room facilities.
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details you need to know.

publi

The closing dates for receiving

detalls for publication in the

following issues are:

14 November for WD302 (February)

14 Decembar for WD303 (March)

14 January for WD304 (April)

Please note ail dates and detalls are

correct at the time of going to print
but are subject ta change.

DIARY

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

Are you running an event? If you want to advertise it for free in this fine
lv cation simply drop us an e-mail at;
evenlsdiary@games-workshop.co.uk

Evenls diary abbreviation guide
W Warhammer
Warhammer 40,000
.......Blood Bow!
WAB......Warhammer Ancient Battles
..Warhammar Flayers’ Saciely
..Warhammer English Civil War
Epic .......Epic Armageddon
LOTR. ...The Lord of The Rings
GW ......Games Workshop
GT ......Grand Tournament

RETURN TO KISLEV

Date: 4th December, 2005

Venue: GW Chesler.

Details: (ne-day Skirmish campaign.
Bring along 250 points of core troops
including & Hera ar Champion fo lead
then.

Contaci:

GW Chesler - 01244 311967
Website:
Www.games-workshop.co.uk/events

THE LORD OF THE RINGS PAIRS
TOURNAMENT

Date: 4th December, 2004

Vanwe: Chelmsford Police Sports and
Social Glub.

Detalls: Run by the Chelmsford Bunker,
this is @ 250 points ‘Pairs’ Tournament.

Insurgents have allied with

Xenos and Chaos forces — new

pacts have been confirmed by

Imperial spies. Secession is

unacceptable.

Kill Teams Have been dispatched
:-in the relevant sectors to deal

with these uprisings. Hea

Xenos activity detected in all

. types unknown,

The action takes place on 29th

of January at GW Lei

N:_lrtrmmpmn GW-GCoventry, GW

Ln.nniu:]!u:l Juﬁ GW

200 EVENTS DIARY

The tonmament runs from 10.30am-
4,.30pm.
Website: wyww bunkerassaull.co.uk

FANATIC TOURNAMENT ZWOLLE

Date: 12th December, 2004

Venue: Zwolle, The Netherlands.
Datails: Take part In this exciting
tournament featuring a WH (1,500
points) tournament and a 40K (1,500
points) competition. Will you prove to
be the best tabletop general?

Also a Youngbloods (beginners) 500
point tournament for both WH and 40K.
Contacl:

Games-N-Stuif 038-4216385
Website:

www.gamesnstutf.com

be complete by the end of the
day. Contact your sector
Ingquisitor at your local Hobhy
Centre for further details

BLOOD BOWL ANARCHY CUP

Date: 18th and 13th December, 2004
Vanue: GW Uxbridge.

Detaifs: It's that time of the year again,
sports fans. All players welcome. Two-
day Blood Bowl tournament running from
11am-5pm on both days. Bring along
Yyour sarting teams — no Star playars.
Contact:

GW Uxbridge - 01895 252800
Wabsile:
Www.games-workshop.co.uk/events

THE LORD OF THE RINGS TOURNAMENT
Date: 28th and 29th December, 2004
Vanue: GW Exeler.

Detalls: Runs on both nights from
6.30pm-10pm. All players will need to
bring along & 350 points force for both
Good and Evil, The regional conflict
rules and format will ba used. Contact
the Hobby Centre for further details.
Conlact:

GW Exeter — 01392 480305

Wabsita:
Www.games-workshop.co.uk/events

STC DAYS
Dale: 28th, 29th and 30th December,
2005

Venue: GW Kingston on Thames.
Delails: So you've unwrapped your
Ghristmas presents and now all you
have lo do is stick that Land
Ralder/MAamak/Dragon together and get
It palnted for the Winter War
Tournament, but you don't know how!
Never fear! Book in to a Painting or
Construction Workshop and have a
Habby Specialist teach you what you
need 1o know! Limited spaces so tiook
garly to avoud disappoiniment.

Contact:

6w ngsmn 0208 948 6122
Website

W gzunes workshop.co.uk/events

WHAT'S ON

AND WHERE

WARHAMMER 40,000 DOUBLES
TOURNAMENT 2005

Date: 5th and 16th January, 2005,
Venue: Warhammer World, Nottingham.
Details: Pair up with a friend and take
your armies to baitle against other pairs
of players. To play, you will need two
legal Combat Palrol forces, and a friend
to play with. Both players must be aged
al least twelve years. Full details will be
sent with your tickets.

The weekend consists of ning games
across two days. Ticke! prices include
lunch on both days, and an evening
meal on the Saturday.

Tickels are availabia from Direct Sales
on 0115 81 40 000, and cost £60.
Contaet: 40kgt@games-workshop.co.uk
Websile: www.games-
workshop.co.uk/gt

RETURN TO THE UNDERHIVE

Date: 6th January, 2005

Venue: GW Hammersmith, London.
Details: To mark the return 1o
Necromunda GW Hammersmith is
holding a special evening featuring
Gang Recruitment, Underhive battles,
modelling and painting clinics and
factics advice.

Come down and lesrin how lo play or
bring your gang to see who really is the
Boss of the Sump!

Strictly 16 and over for the Veterans
night. Runs from Spm-8pm.

Contact:

GW Hammersmith ~ 0208 846 9744
Wabsila:
www.games-workshop.co.uk/events

THROR'S BANE

Date: 8th January, 2005

Venue: GW Sutton.

Details: Nar. cousin of Thror, son of
Dain has returned to Erebor with grave
news — lor his cousin has besn slain at
the hands of Goblin King Azog.

Now the Dwarves march again on the
ancignt realm of Azanulbizar and to the
gates of Moria wilh vengeance burning
figrcely in their hearts. Piayers must
book in advance to guarantes & placs.
Gamers should bring one unnamed
Hera and 10 traops for Good, or 1
unnamed Hero and 20 troops for Fvil
Runs from 10am-noon.

Contact:

GW Sutton Coldfield — 01213 543174
Website:
WWW.Games-workshop.co.uk/avents

MODELLING CLASSES

Date: 22nd January, 2005
Venue: GW Plaza, London.
Details: Having difficuily sticking
togather that Dragon Ogre? Then come
down to GW Plaza’s Modelling Classes
for some expert advice. Phane fo baok
& place.

Contacl:

GW PF.:Z.! 0207 435 0839.
Wabsite:

v.rwmgames-workshup co.uk/events



FULL TILT Il TOURNAMENT
Date: 23rd January, 2005
Venue: Laopaldsburg, Belglum.
Details: A WH 2,000 points lournament
and 40K 1,500 points tourmament.

Also a Younghloads 500 points contest
for bath WH and 40K,

Cantact:

patrick.cannaeris@skynet.be

Website:

www.de-wille-riddor.be

'WARHAMMER TOURNAMENT
Date: 29th January, 2005
Venue: GW Chesler.

Delalls: WH tournament, Warm up &
this year’s Conflict by taking pa
competition, Follows the san
format and scenarios as Coa
the Chester store for more gee=
Conlact:

GW Chester - 01244 311867
Websile:

W 0aMes-workshop. oo o

THE SPOILS OF WAR — MISSION
IMPROBABLE

160 points Kill Team,
absolufe power corrupts absolutely.
Runs all day from T1am-5pm.
Contact:

GW Enfield - 0208 363 3238
Wabsite:

W, games-workshop.co.uk/avents

FEBRUARY
BEBINNERS OPEN DAY
Date: 19th February, 2005
Venue: Warhammer World, Nottingham.
Delails: Games Workshop welcomes
vou to Warhammer World for the first
ever Beginners Open Day. I you are a
fairly new enthuslast, who wants more
experience, and advice, or maybe you
are a veteran who feels like trying one
of our other systems, this Open Day is
for you, There wil be army building
and tactics sdvice, a conversion clinic,
and a terrain factory, on top of mors
than a dozen participalion gamss
covering Warhammer, Warhammar
40,000 and The Lord of The Rings. The
event Is open to those aged 12+, and
any under 16's must be accompanied
by a respansible adult. Tickeis are £10,
and will ba available from our Direct
Sales departmeant on 0115 91 40 000.
Conlact: events@games-
workshop.co.uk
Website:
WK - co.uk/pt

1 -
| 17
The return of famous explorer
Smith 1o the city of
heralded a great
7 The aim of this
dangerous conlest is o caplure
the freasure-filled lemple of

Kharahadra - deep in-the
deseris of Khemri.

r~ F

75

Join in this exciling ¢
be held at Warhamm
lemqllam The gam

the lBIh of December
from 10am-5pm. You will need a
2.000 points arhammpr army.
tota part'in t

- pa
campaign.or a 1. )0 points

entaring your first tournament, or If you
just want to come along, see and play
some cool games, this is the ideal
taurnament for you.

Tickets cost £25 (w.37) for the
Tournament and £6 (%9) for an Open
Pass.

Conlacl: events@games-
workshop.co.uk

Website: wv/w.games-
workshop.co.ukfevents

LOTR TOURNAMENT

Date: 26th February, 2005

Venue: GW Chester Gaming Room
Details: Fight for Good or Es
great LOTR tournament
this year’s Conflict
cvmp#rfion m find

h

ntac
GW Chester
Wabsite:
www.gaines-workshop.co.uk/events

01244 311967

CONFLICT EDINBURGH

Data: 13th March, 2005.

Venue: Com Exchange, Edinburgh.
Details: Edinburgh Conflict offers a wide
varigty of aetivity, from painting and
modeliing Hips and pariicipalion games
o full ane-day tournament for

CONFLICT DUBLIN

Date: 20th February, 2005.

Venue: Burlington Hotel, Dublin
Datalis: Dublin Conflict offers a wide
variety of activily, from painting and
modelling tips and participalion games
to a full ane-day tournament for
Warhammer, Warhammer 40,000, and
Lord of the Rings. If you are thinking of

Evant informal mectat time of going to pre:

- Games Wol

40,000, and
Tha Lord of The Rings. If you are
thinking of entering your first
tournament or you just want ta pkay
some ool games, this is for you.
Tickets cost £25 for the Tournament
and £86 for an Open Pass.

Contact:
evenls@games-workshop.co.uk
Website:
www.gamas-workshop.co.uk/evenis

i 15 not responsible for &

jénts not nin

GAMES WORKSHOP

ET er J/,Hf

army 1o take part in the regular
Warhammer tournament.

Book your place early to d‘,’Gld
Uisaprmnimem -4

specific cast places or h
Narrative campaign; and 40
lJl:tce in the 1,000 points
Warhammer tournament

Hobby Centre

The Iullu"nng Hobby Centres are
taking part: GW Brighton, GW
Crawley, GW Canterbury, GW
Eastbourne, GW Maidslone, GW
Tonbridge Wells.

PAINTING MASTERCLASS

Date: 19th March, 2005

Venue: GW Flaza.

Details: Come and learn how to paint all
manner of skin tones with Plaza’s very
own Hobby Specialisis. Get some exror
tips ta help make your soldiers r
stand out on the battlefield.
Spaces are limited so plesss b
to avold disappointment. A
11am-1pm.

Contact:

GW Plaza — 0207 438
Websi

RISE OF KINGDOMS: A FOOLS GOLD.

Date: 19th and 20th March, 2005.
Venue: Warhammer World, Nottingham.
Details: Stretching from the Old World,
through to Cathay, the Ivory Road sees
merchants bath brave and desperale
race caravans of goods through the
most inhospitable lands in creation.
Harried by Ogres, Goblins, and other,
darker things, This is a profitable
enterprise with a high price.

This Wachammer Gampaign invites you
to play as either a hardy Wagoner, or
bandit prince, as we play out the most
dangerous Journey in the Warhammer
weorld, Will vou rise to riches and fame
through plunder and piliage?

To take part you vill need a fully painted
2,000 points Warhammer army. Some
armigs will not be able to lake part in
this campaign, be sure to ask the staff
when yau purchasa your ticket. You
must be al least 16 years of age to
participate

Tickets cost £40, and are available from
Direct Sales on 0115 91 40 000.
Conlact:

APRIL
VARGON CAMPAIBN DAY
Data; 15th April, 2005
: GW Plaza.
acome the scourge of the
taking part in this 40K
nt. Swordwind hosts have
0 reclaim the Maidanwaridof
ron Il , but the Eldar hosts are
arrified to find the perfect world
defiled by WAAAGH! Ashniak.
Bring down your 1,000 points army and
help (or hinder) the Fldar as
they retake the vital Qigari Temple in
three linked-baftles. The tournament
runs from 10am-6pm. Space Iimited lo
20 players (10 per side) so boak your
place to avoid disappointment.
Conlact:
GW Plaza - 0207 436 0839
Websila:
v, games-workshop.co.uk/events:

FEBRUARY
DARK STARS: THE BADAB WAR:
Date: 21st and 22nd May, 2005.
Venue: Warhammer World, Nottingham.
Details: It is 901.M41, and Lufgt Huron
of the Tiger Claws marines has rejected
the Imperium and turned fraitor. With
his powerful oratory and dazzling
rhetorfc, he has turned many worlds
and armies 1o his cause, and for the
first tima since the Horus Heresy,
brother Space Marine will face brother
Space Maring on the field.
To play in this campaign you will need a
fully painted and (syal 1,500 palnts
army and be at least 16 years of age.
Tickets ara £40 on sale from January
and.will be available from Direct Sales
on 0115 91 40 000.
Conlacl:

LC0 UK

s-workshop.co.uk
Wabsite:
www.games-workshop.co.uk/gt
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DERING DI

ames Workshop Direct is

the ultimate service for

Games Workshop
hobbyists. With a quick trip to
our website 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

Besldes handling your orders for all Games
Workshop 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 hobby
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 assistance 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 Hobby Specialists 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,

SPECIALIST
PROFILE

Name: Rob Mactaggart.
Spaclalism: Painting.
Armies: High Eives and
Imperial Fists.

Hobby Up: When painting.
try axperimenting with
your own calaur
sehemes. You'll gel a very
distinctive army.

ORDERING DIRECT

‘GAMES WORKSHOP DIRECT |

= COMPONENT PART SERVICE
All hobbyists love to personalise their
armies. With Direct you can order individual
models from boxed sets and blisters or
even indlvidual 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 COLLECTORS" 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
alternative marks of Space Marine armour,
1o 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

= ADVANCE ORDER
Can'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
Dwarf General, make excellent army
centrepieces or painting projects. Call the
Hobby Specialists to see what special
edition models are currently in stock

« NEW RELEASES
Get all the latest releases as soon as they
are available!

Get exclusive modsls lika this Dwarl
General only from Direct.

Components and classic minatures are
only a phone call gway.

= 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 y o v
All our Games Workshop Direct staff are mprTL HRATPACK
Hobby Specialists. They can answer all of pE
your gaming questions and provide tips on Subscribe to White Dwarl, Infernal or

Warhammer Comic.

modelling and painting techniques.




e-mail: hobbyspecialists@games-workshop.co.uk

There are numerous ways of getting directly in touch
Specialists. Lines are open from 9am-8pm Mond
Faxes, e-mails and letters will be answered imm
army or just chat about how to get the best out o

ant to order a new
drop us a line.

* ON THE INTERNET
Visit our well-established store at: www.games-warkshop.co.uk/store

« IN-STORE
Order from any Games Workshop Hobby Centre at the in-store order

= BY PHONE
Gall the Hobby Specialists on: 0115 91 40000 (UK), 0044 115 81 88506 (Denmark),
0044 115 91 68255 (Netherlands), 0044 115 91 88507 (Sweden)

= BY E-MAIL
E-mail the guys on: HobbySpecialists@games-workshop.co.uk; or for customers in
Northern Europe: NEMO@games-workshop.co.uk

= BY FAX
Fax your order on: 0115 916 8002 (UK) or D044 115 916 8162 (NORTHERN EUROPE)

= BY POST
Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton,
Nottingham, NG7 2WS

QUESTION OF THE MONTH

0. Does Gamling’s Royal Standard of
Rohan affect Meriadoc Brandybuck (Merry)
when he's dressed as a Rohan Squire?

A. Unfortunately Merry is not affected by the
Royal standard of Rohan

The rules for the Royal Standard on page 69 X
of the Return of the King rulebook stale it e
affects any Hero of Rohan. Merry's rules on .

page 61 of.the same book do not say that he
i5'a Hero of Rohan. He is'a Hobbit and :
while very-brave, is not a warrior of the g
Riddermark. 4

10am-6pm on Sunday.

"~ Every month the Hohby Specialists deal with hundreds of hobby-related gueries. Whether it's
how to get the most from your Snolling Pump Wagon, suggesting a fitting colour scheme fer
=.your new regiment of the Knights of the Blazing Sun-or finding out the Strength of a Railgui,
the Hobby Specialists have all the-answers. Here's a recent question that keeps cropping up.

call: 0115 91 40000

wehsite: www.games-workshop.co.uk/store

COLLECTORS' GUIDES

Collectors’ guides are an amazing resour

for gamers and collectors alike. Each book
focusses on the models for one Warhammer
or Warhammer 40,000 race. Within its pages,
you will find nearly every model we have ever
produced for that particular range. Dozens of
exciting models gathered together in logical
order so you can build the force you really
want without scrabbling through a load of
ancient catalogues.

Also included are fantastic examples of
painted armies and individual models and, for
the sake of completeness, ancient models
that are no longer available anywhere

Collector’s Guides now available from your
local Games Workshop include:

= Chaos Space Marines

= Imperial Guard

* Empire

* Orcs and Goblins

= The Lord of the Rings

= Space Marines

+ Warhammer Chaos

* The Specialist Games Catalogue

IMPERIRL g
ol %:'E.’!,?

CHAPS
SPACEMF
COLLECTOR

P ¢
ST

Bl
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Eoing Green

This Orc Shaman is part of Dave
Allen’s Tale of Four gamers Army.
Dave explains how he built his Shaman
in detail on page 107.

e

NAZGOB'S SWORD
9947020904801 50p

NAZGOB ORC BHAMAN
5947020904903 £4

o

NAZGOB'S STAFF
9947020904802 £1.50

Nurgle’s Rot

Asger used a Mordheim Circus
Strongman in his army in 4
Tale of Four Gamers this
month. Here are the
components that make
him, plus a couple of
variant bits

CIRCUS WEAPONS 3
9247110100812 £2.50

i L

CIRGUS ETRONG MAN 2
9947110100803 £4.

CIRCUS STRONG MAN 1
9947110100802 £4

(The OId Bull

Here are some of the parts used lo
create the The Bull featured in this
month’s Tale of Four Gamers on
page 109. We've also listed some
additional shields you could use for
converting your awn Empire heroes.

SHIELD {
9947020210402 50p

RUTGAR'S SHIELD
8947020204603  50p

ELECTOR COUNT SHIELD
9947020210506 50p

KNIGHT SHIELDS SPRUE
99360202001 £2

REIKLAND CAPTAIN ON FOOT AND MOUNTED
(2 MODELS, MOUNTED MODEL NOT SHOWN)
09061102053 £9.00

Sprue shown al 35% aclual size

HEIM HUMANS SPRUE
99381102001 £5

204 ORDERING DIRECT
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[ Grim ‘Deadeye’ Grunnson

This month’s Bugman's Lament
features the Dwarf Pirate Grim

‘Deadeye’ Grunnson. Conversion
details can be found on page 41.

DWARF PISTOLE BOLT THROWER CREW 3
9947021401005 £1.80 SSETO20304203  £2.50

Sprues shown at 30%

)4

=

SEETRg

i
”ﬂ‘ -4 ¥ 9
— .._-j - I._J-Aiu—s’-l
EMFIRE REGIMENT SFRUE DWARF REGIMENT SPRUE
DO399990063 £5.00 98380206001 £5.00

Slygit

This is the second
Goblin special character
featured in Bugman's
Lament. Full details
on how to convert
him can be found on
page 44.

SHOTLING 2
9947020913602 £1

FOREST GOBLIN STANDARD BEARER 2 BANNA WAVER
9947020903503 £2.50 9947040302703 £2.60

-~

Kap'n Skabend

Kap'n Skabend is one of the
special characters featured in
Bugman’s Lament. Full details
on how to convert him can be
found on page 43.

Sprue shawn at 36% actual size

L

Y

LONG DRONG SLAYER MORDHEIM HUMANS SPRUE
9947021401007 £5.00 89381102001 E£5
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THE REALM OF CHIVALRY

Bretonnia in Flames. on page 56, provides loads of cool background and rules for running a campaign in the Valley Grismerie of Bretonnia. Brave
knights and their squires battle Skaven, Orcs, Goblins and other foul creatures, striving to keep this chivalric land safe. After reading Bretonnia in
Flames you might be inspired to collect your own Bretonnian force to fight in the campaign. Below are some great components to get you started
and create a unique force.

QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT

CHAMPION BODY STANDARD BEARER BODY TRUMPETER BODY
£847020304902 £1.50 9047020305002 £1.50 9947020305102 E£3

i

GRAIL KNIGHT HERO BODY GRAIL KNIGHT BODY 2 KNIGHT OF THE REALM QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT

9047020304702 E1.50 9947020302707 E1.50 HERO BODY CHAMPION'S LANCE HERO LANCE ARM STANDARD
9947020304802 £3.00 9047020304603 E1.50 9947020304603 £1.50 BEARER ARM

9947020305003 £1.50

: )4 T
GRAIL KNIGHT BODY 3 QUESTING KNIGHT GRAIL KNIGHT BODY 1 GRAIL KNIGHT GRAIL KNIGHT GRAIL KNIGHT QUESTING KNIGHT
9947020302710 £1.50 HERO BODY 8847020302704 E1.50 SHIELD 1 ESHIELD 2 SHIELD 3 HERO SHIELD
9947020304602 £1,50 9947020302705 50p 9847020302708 50p 9947020302711 50p 9947020304504 50p

QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT ~ KNIGHT OF THE REALM  STANDARD CHAMPION'S TRUMPETER'S
HORSE HEAD 1 HORSE HEAD 2 HORSE HEAD 3 HERO SHIELD BEARER'S SHIELD SHIELD SHIELD
9947020303805 £1.00 6947020303806 £1.00 0047020303007 £1.00 9947020304803 50p 9947020302205 50p 9947020302004 60p 9947020302104 50p

GRAIL KNIGHT HERO QUESTING KNIGHT KNIGHT OF THE REALM GRAIL KNIGHT GRAIL KNIGHT GRAIL KNIGHT
HORSE HEAD HERO HORSE HEAD HERO HORSE HEAD HORSE HEAD 3 HORSE HEAD 1 HORSE HEAD 2
8847020304704 £1.50 9947020304805 £1.50 9847020304804 £1.50 9947020302712 £1.50 9947020302706 £1.50 9947020302709 £1.50
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QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT
DY 1 BODY 3 BODY 5 BODY 20
9947020303801 £1.50 $947020303903 £1.50

§947020305505 £1.50 9947020305520 £1.50

QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT
BODY 6 BODY 8 BODY 8 10 BODY 18
994 £1.50 D5508 £1.50 8347020305508 £1.50 8947020305510 €1.50 8847020305518 £1.50

QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT
BODY 17

BODY 11 BODY 12 BODY 13 BODY 14 BODY 15
1 £1.50 £1.50 9947020305513 £1.50 9947020305514 £1.50 9347020305515 £1.50 9347020305517 £1.50

WINE BARREL
9947020300704
£1 I’

PEGASUS HEAD HERO ON PEGASUS HERO ON PEGASUS LEGS HERO ON PEGASUS

9947020303704 £1.50 UPPER BODY $847020303703 £1.50 SWORD ARM

8947020303707 £1.50 §347020303702 £1.00

BERTRAND THE GUI LE GROS BODY
BRIGAND 9947020300703 £3.00
9947020300701  £3.00

PEGASUS LEFT SIDE PEGASUS RIGHT WING 1
9947020303706 £3.00 8347020400608 £3.00

PEGASUS RIGHT SIDE PEGASUS LEFT WING 1 MORGIANA LE FAY
9947020303705 £3.00 0947020400807 E£3.00 8947020300601 £3.00
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White Dwarf magazme What have you mlssed?

5 NAAOAL TN OF CHAOS FVER

Wn28s: wp28a: WD290: wbpa2g1: Wpza2: WD293:

= Free Warhammar » Battle Report: * Free Golden Demon = Ballie Report * Battle Report: « Battle Report.
Armies: Kislev Booklet Space Wolves vs Booklet Necrons vs Tomb Kings vs Witch Hunters

= Three Battle Reparts: Iron Warriors = Batlle Report. Chaos Space Marines Bretonnians vs Tau
A four-player = Mike Walker: Necrarchs vs = Tactica: * Chapter Approved: * Warhammer:
Warhammer battle Dice rolling! Dwarls Death Guard Creatures Storm of Chaos:
A multi-player The * Heroes & Villains: + Designer's Notes: = Olde Weirde's: = Warhammer Prelude
Return of The King battle 0'Shovah Bretonnians Army of Sylvania Scenario Generator + Index Malleus:
A Fire Warrior based + Chapter Appraved: * Heroes & Villains: = Epic: Armageddon: * Epic: Armageddon Blood Pact
mini-battie Tyranid Bio-weapons Ghazghkull Speed Freaks Steel Legions « Art of Warhammer:

= Index Astartes: = Chronicles: = Chapter Approved: * Index Astartes: = Designars’ Notes: Deployment
Crimson Fists CGult of Ulric army list Ork Clanz Techmarines Wilch Hunlers

WHITE [RWHITE
DWIL TF

WD204: WD235: WD246: Wp297: wD298: WD293:

* Free Storm of Chaos * Frae Storm of Chaos = Free Warhammer * Free Paint Pot Lid * Free Warhammer + Warhammer Battle
Compilation Map Poster Order of Batlle Booklet Stickers 40,000 Order of Report: Dogs of War

= Baltle Report. . . z = Warhammer 40,000: Battle Baoklel versus Beastmen
Tyranids Starm of Chaos Battle Report Inaugural Ballle Reporl = Godex: Space Marines + Bugman's Lament
vs Imperial Guard Battle Report: = The Lord of The Rings: » The Lord of The Rings: preview part two

= Warhammer: Chaos vs Empire The Battle of The Battle Companies * Battle Repori: « Warhammer 40,000
Eye of The Storm = Starm of Chaos Pelennor Fields * Warhammer: Speed Freeks vs Designer's notes:

= Warhammer 40,000 Tactica: Halting the Tide * Warhammer 40,000: Siege of Middenheim Imperial Guard Codex: Space Marines
Rules of Engagement « Tactica: Imperial Guard Armoured Companies = Warmaster: Big Future + Bugman's Lament + Heart of Orkness

« Art of Warhammer: = Art of Warhammar: = Warhammer: = Art of Warhammer + The Lord of The Rings: + The Lord of The Rings:
Magic Close Combat Dealhmaster Snikch Army Selection Mimak masterclass Legions of the Eye

Q] :';:f.r;" | 1N Q[’[— SCEE HOW TO SUBSCRIBE:

wd W A TN J
POST

Camplete the form an the right and post it to

Take out a one year suhscriptfon for £36 and save £12 off the |-
cost of the cover price - effectively giving you 3 issues free! e

For detalls call now on:

QOr (+44) 0115 9140000

L] Gl IN-STORE
Take out a two year subscription for the bargain price of £60 - EEEERETTEESEIIETEE

saving you a massive £36 off the cost of the cover price, st ”:"‘"s'
effectively giving you a very impressive 9 issues free! T i

www.games-workshap.co.uk/storefront
These offers are only available in the UK.




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

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

You’ll receive:

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

+ Peace of mind knowing that you'll ngver 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.

sccordance with vur notification (o the Data Prolection Commussioner. We ma

details of special promotians and offers. Please note that we will not send material \0
opted 1o raceive i below, W il Aot sel, shite 0 v he abowe nformatian o anyone outsc
Workshog Ulwuul u

| would like to subscribe to White Dwarf magazine
slarting wilh issus numher WD T—lﬂr‘

| would I|ke to subscribe for:
B 1 Year - 12 issues wosusn)

W2 Years-24 issues {wnwsa,
| am an existing subscriber [_| Or | am a new subscriber [_] o

MY DETAILS

Mr/Mrs/Ms/other ............coveveccrere. FOTBNAMEL oo
Surnan ..... Date of Birth
Address

... Country

E-mail:...ccee

Tel: (inc STD cade)

The subscription is a gift for the person detailed below [
MriMrs/MS/OHIER: vovvsseesiens

SUmame: ...

Address: .........

Postcode:..

METHOD OF PAYMENT

Mastercard

card No: [ ICI0] CICICIC] OO0 OCICICCC

Valid From: CICICIC]  Expiry Date: 1T Issue No: [

Cardholder’s Name: ..

CT DT i o it o s e T
(Signature of parent or guardian required if reciplent s under 16 years of age.)

Fill in @and return this form to:
GW DIRECT SALES, WILLOW ROAD, LENTON, NOTTINGHAM NGT 2WS, umTED KINGDDM

Data Protection. Games Workshop Limited is registered as a Data Controlier in the
Data Protection Act 1998, The data will be held and processed under the tarm:

marketing and security reasons, 1or the purposes. of the subscription and to oee
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