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Cadian Imperial Guard battle against an Eldar warhost on the steps of an Imperial Carhedral.



Mark latham, White Dwarf Editor
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W ell, it had to happen sooner or later - Grombrindal has gone
off adventuring again, leaving me in charge. So, what do we
have in store this month? Only one of the biggest releases of

the year: the new edition of Warhammer 40,0001
Okay, I'll admit it, just recently J've been so distracted by my ever­

growing Warhammer armies that I've neglected Warhammer 40,000. My
poor Space Marines lie gathering dust on the shelves, playing second
fiddle 10 Orcs, Empire and Vampire Counts. But no longer! You see,

Warhammer 40,000 is more than just a set of rules. Even though I'm a bit rusty on the 40K
gaming front, I've still painted the odd inspirational miniature, read the background
material and Codexes, and even bought models that I swear I'll gel round to "one day".

The great thing about this hobby of ours is that there are so many facets to it. I don't do
all of it all of the time, but I've always got one (or three .. ,) projects on the go. ow all that
is about to change, because the new rules are just the catalyst 1need to get gaming once
more. It's a time when old lags like me can get inspired to paint and game with rene'oved
fervour, while new recruits take their first steps to becoming the seasoned hobbyists of the
future. Warhammer 40,000 is here, and that means war!



22 .......U ...... IISII••ms
Andy Hall talks to the people in the know about
Warhammer 40,000 51h edition.

C2 IIII1TBI..............
We showcase the Studio artists' stunning work on the latest
edition of Warhammer 40,000.

II _BlTllJU_
Want a new army? at sure where to slart? Well here's your
answer - a guide to the armies of the far future.17 __

Gav Thorpe and Jervis Johnson present some Wamammer
legendary battles for the Daemons of Chaos.
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Fil Dunn shows us how to paint this mighty brute of
Mordof the 'Eavy Metal way.._---We look al three common techniques for using Citadel
Washes: washing, glazing and staining.._--
Making a gaming area and populating it with scenery is
easier than you might think. We show you how.

o\li CO...,... C......
Gav and Alessio go
head-to-head in the
inaugural 51h edition

battle report. See
first-hand how the
new rules will affect
your games of
Warhammer 40,000.

Illjillfa .._
The latest releases from the Citadel forges.

13_
We fast forward to September, where there's lots in store for
Warhammer 40,<XXl and The lord of the Rings.

lIS-_
jervis ponders the nature of life, the uni\l~ and the
Warhammer 40,<XXl Doubles Tournament.a_
This month: the new Citadel Banlemal.

lA_
The latest events and activities near you!



WARHAMMER 40,000 RULEBOOK
This month sees the release of the 5th
edition of the Warhammer 40,000
rulebook. The new edition of the game will
appeal to existing fans of the game as well
as new hobbyists eager to get started.

The 5th edition of Warhammer 40,000 presents new rules
and extensive alterations thai will change the way the
game plays, providing a dynamic, clean and fun rules
system. As well as the latest rules, the book contains
evocative new art, never-before-seen background and
pages of inspirational hobby material. This is your gateway
10 the Warhammer 40,000 hobby.

>>> TURN TO PAGE 22 TO READ THE
DESIGN NOTES FOR THE NEW EDInON

WARHAJ,lMER 40,000
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WARHAMMER 40,000 COllECTORS' EDITION
The Warhammer 40,000 Collectors' Edition is the ultimate edition of the
new rulebook. The rulebook comprises a unique, triple-fold hardcover
embossed with the Imperial Calendar symbol and affixed with an
authentic·looking purity seal. This highly collectable edition is strictly
limited 10 4000 copies worldwide, and is guaranteed to sell out fast.

WARHAMMER 40,000

COLLfOORS' EDITION 590
Produacode:600401990Z1

WARHAMMER 40,000 GAMERS' EDITION
The Warhammer 40,000 Garners'
Edition contains the 5th edition
rulebook, along with a set of the
new counters and templates, all
presented with a metal ammo crate.
The ammo crate contains a foam
inlay, making it ideal for carrying
your miniatures to battle in.

...
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WARHAMMER 40,000 COUNTER SET
The Warhammer 40,000 Counter set
contains counters and markers to
represent all of the different situations
thai might crop up in the game, such as
wounds, smoke and vehicle damage.

»> TURII TO PAGE 29 TO SEE THE
COUmRS III lORE DETAIl_

.,', ,

WARHAMMER 40,000 SIS
COUNTflSET
ProducI~:991ZOI990J9

WARHAMMER 40,000 TEMPLATES SET

Designed in the same green plastic as
the counter set, this new, super-durable
incarnation of the Warhammer 40,000
templates contains two sizes of blast
marker and a flamer template.

WARHAMMII 40,000 S6
TEMI'lAUSET
ProducIaxk:992lOJ990JB

*il,iil!'f!"ii/'*

LO.s. M.Umu<;H' ... I
Produarode,99llO'99lH<J .

With the release of 5th edition Warhammer 40,000,
line of sight has become an all important feature of
the game. To make determining which models have
line of sight to a target during a banle Quick and
easy, we've released a purpose-built laser pointer,
the l.O.S. Markerlighl, designed 10 look just like a
weapon scope.

L.O.S. MARKERLIGHT

Jli<llns1t1l ...... ~_....,.FlI*:lI:IfIItI...-,t_-..rlOWCIrlMCiIIIlII"",atJ...~'......,.,."*-_._drotf/lltJprm.,.._.It1I_
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MOONSCAPt: $17
ProdllClcode'99120/990Jl
Sculpted by ChoKI Miemv"-".,.. , .

• , "I .'

MOONSCAPE

Back bY 'DPulal Demandl
Apocalypse Reload is a
supplement to the hugely
popular Apocalypse book,
crammed full of more than 50
exciting new datasheets, new
strategic assets specific 10 each
Warhammer 40,000 army, and
an Apocalypse bailie report that
has 10 be seen 10 be believed!

WARHHAMMER 40,000 $2S
APOCALYPSE RElOAD
Produclcode:6004019'J021

IAPOCAlYPSE RElOAD

IMPERW GUARD CABIAIIS ELDAR GUARDIAIIS CHAOS SPACE MARINES

-'"
j ." I I,' .."','"

I., .1

IIllII!IIIIIIlI-IMPERIAL GUARO CAOIANS $I
Producrcodt,9911OJ050JO

aoAl. GUARDIANS
Producrcotk:99110104015

so CHAOS SPACE MARINES sa
Producrcodt:99/1OI02017

I'ltanslDr~fl'llrltl"JcWy.Prr:1tM1~....,.~,~JoItIlllf»l*lnI~CIrlaiICllJdllf1/f1d«;tJ..,.IN'~'_~""'ct.mI1._lIIlJ1qloflt=,"'~.b'~
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CITADEl BATIlEMAT

The new Citadel Banlemat provides a
quick and easy way to make a
battlefield, no mailer where you are
playing. The cloth-backed mal can be
used in conjunction with OUf terrain
sets to create an instant and effeclive­
looking battlefield, and can be folded
away after the game for ease of storage.

The models and terrain
shown above are nol included.

DARK ElVES SPEARHEAD
Spearhead box sets are the only way to get our
forthcoming releases ahead of anybody else,
containing a selection of new models and the new
army book, two weeks ahead of the main release.
This is a chance to own a Dark Elf force before anyone else. This
Spearhead box set contains a selection of fantastic mOOels from the
forthcoming range of Dark Elves. Ineluded in the box are the new
plastic Cold One Knights, the metal Supreme Sorceress on foot and
mounted, a fearsome War Hydra, and many more miniatures besides,
as well as the latest edition of Warhammer Armies: Dark Elves.

DAlULVE5SPEAIHEAl) $192
hcxiKrrotk60Jl0111091

Call 1-800-394-4263 for more information.

>>> TURN TO PAGE B3
FOR MORE INFORMATION
ABOUT THE BATTlEMAT.

ClTAOU BATItEMAT $30
ProdtKt code: 9922999901J

UMITEDAVAllABlUTY I
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The release of the new edition of Warhammer 40,000 offers the perfect excuse to start a new army. To help you get
going, we're releasing several box sets containing a great selection of miniatures ideal for a starting force, including
Troops, vehicles and HQ units.

SPACE MARINES STRIKE FORCE
This bOI set contains:

I Commander
5-man Command Squad
I RalortJack
20 Tactical Space Malines
2Rhinos
I Vindlcalor
I Whirlwind
I land Raider

SPACf MARINfS mlKf fORCf $240
PIoducr rocX>; 99/:KJIOI067

.....- - --.

.."

This bOI set contains:
1Commander
5-man Command Squad
I Ralorhack
20 Tactical Space Marioes
2Rhinos
I Vindicator
1Whirlwind
lPredalor
2Anack Bikes
6Bikes
I land Raider
1Terminator Squad

SPACf MARJNfS AaMOURtD
STRIll:EFORa
f'lotdocro;wip:9911OIOJ06IJ

SPACE MARINES ARMOURED STRIKE FORCE
DIRECT ONLY

TAU MOBilE ASSAULT CADRE
ThiS bo, se. comams

• 15 KV25 Stealth SUIlS
• 36 fire Warriors
• 30eVlllish
• 2Hammerheads
• 2Poranhas

TAU MOIlLE ASSAULT CAORf
f'roducto;wip,rBA

DIRECT ONLY

'325

D2li__

~",......,.."...1hIMt_...,..,..~_--,_...-,wClrlMc.......-:a...,./It""",.",~,.._"_It....,."..".._.",_
",.,.,.,.__,........",........IJ's-....".".._...........--.....IICIilIrI ....................,..._Jri;a
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TYRANID ASSAULT BROOD
nilS bOI set conlams'

• 6TyraOid Warnorn
• 16 Geoestealern
• 32 GaUnlS
• 3Ca,mleles

TYIANID -'SSAULT BROOD SIlO
f'tcOuctcode''1911OI06OIJ

CHAOS SPACE MARINES RENEGADE STRIKE FORCE
ThIS bOI set coutams

• lTermmalOr lord
• 5Cbaos TermmalOrs
• 20 Cbaos Space Marmes
• 2Rbmos
• 2land Ra'de,
• lVmd,calOr
• 10el,'e,

CHAOS SPAa MAllINES $240
Il£NEGADE STRIkE FORCE
Productrodt:9911010102~

c..... s.....f1M

Th's bOI set cOnlalns
• Hldar Autarch
• 20 Olle Avengers
• 2Wave Selllents
• 31alcons

NECRON WARRIOR PHALANI
Th's bOI set contams

• 1Necron lord
• 48 Mecron WarrIOrs
• 6Mecron Destrovers
• lMonolllh

"'fClONWAUIOII'HAlANX
~code,99'101'OO'O

--

ElDAR FALCON GRAV·TANK WARHOST
DIRECT ONLY

UDAl FALCON GlAV-TAN" WAlHQ5T 5220
f'n:xi.oaCf;ltk:9911OItHlU6

-..........._llIIt;"...,_..,.IIf):~.~_-..ow.c.o.cau.r..-..,..,....-' ........, ...._II_.,...,._".._.__
".,.,..._,.as.Aoc....,..........."'t'-~...a_.... c:IIIItVot._~IIICIIIrJ.."......,,.---.__,,..
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FORGE WORLD
Forge World makes a huge range of resin kits and accessories.
These include super-heavy battle tanks, Titans, upgrades for
Games Workshop's plastic kits, scenery pieces and busts of some of our
most popular characters. These products are intended for experienced
modellers and are only available directly from Forge World.

www.forgeworld.co.uk

REAVER TITAN
Srandin8 iI mighty 4JOmnv/6" high, this
model represents il Redvef TItan iJfmed
with.-In ApociJlyf$e Missile L<1uncher.
L,uer Blaster and Galling BliJster. The
model contains interior detailing insifk
boIh the cockpit and I~ hull.

Model dEsigned by Will Hdye5.
Crew designed by Simon Egan
,mdM.n* Bedion:J.

~"" """P/lIdll:l'_..,~Pn*lI:rdJ1I""'lIIId......."c.c.o.CJifIdII~"."lIf""""'''-.r:l¥~_IIt_dp'p/lIrna.'''''_ ••_
........,__Plas".....""*"liIMlIrn-1IbrtI8lIP...._JlIlnI,QQIllIpIof._ ........ IeQiIn ................... _
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BLACK liBRARY
Black Library publishes a range of novels and sourcebooks that
delve deep into the worlds of Warhammer and Warhammer 40,000.
These are available in many of our stores worldwide, as well as in
bookshops in certain countries. However, if you are finding it
difficult to get hold of any of these publications then go to the Black
Library website, where books may be purchased directly.

www.blacklibrarv.com

RUNEFANG
The fale of Wissenland lies in the balance
when a mighty Undead horde lays waste to
the slate. As the lmperiallroops are pushed
remorselessly back, the Count and his
advisors come up with a desperate plan - 10
find the missing Solland Runefang, for with
this legendary weapon they will surely win
the day. Baron von Rabwald and a small
force of men head into the mountains 10
seek the sword - bul can they find it, let
alone get back in time?

THE KIlliNG GROUND
Uriel Ventris returns in the first of a brand
new Ultramarines series. Having escaped
from the Daemon world of Medrengard in
the Eye of Terror, Uric! Ventris and Pasanius
now face an epic struggle in their quest to
return home to Ullramar. Emerging from the
Warp, they become embroiled in a deadly
civil war. Only by unravelling the mystery
of the Killing Ground and laying the ghosts
of Salinas to rest can the Uhramarines
achieve redemption.

THE BLOOD ANGELS OMNIBUS
In this Omnibus edition of the first two
Blood Angels novels, James Swallow brings
one of the most popular Space Marine
Chapters to life. In an epic story of heroism,
corruption and betrayal, battle-brothers
Rafen and Arkio find themselves pitted
against each other in a battle for the very
soul of the Chapter. With enemies within
and without, this conflict between brothers
could be a blow from which the Blood
Angels never recover. ..

IUNEfANG
byCLWlfiner

fS8N:97B·I·B4416-527·B

$7.99 THE KILlING GIOUND
by Grol>om McNeilf

fS8N:97B·I·B4416·S62·9

$19.99 THE BLOOD ANGELS OMNIBUS $11.99
byJo~SW(lIJow

ISBN: 978-1.(l.t416·5S9.9

rn Kllll~~ ~~~~~~
GRAHAM McNEILL

~

TBE nOD UGELS
OMNIBUS

1'li:*nJ ...~,.".....~_....,..~tdd """"~C1UdIIjII'Q\II;Il#"",."""Rd~.I'IDJ_._(J/_Jil,...,.._.ItIt_................. ,.,....-,l...../IfOIJIICZStdda,~IItrisIIcIp ...ilJ_......~IIt_........ tlICIII!s .. IfIlXI'IIlI*/tII ........__~
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The Big Waaaghl
July 18·20 • Cook Convention Center' Memphis, TN

To tell you the truth, we're pretty excited about The Big Waaagh!
Bringing together a venerable event like The Hillbilly Invitational (one
of the first Warhammer Indy GTs) with a brand new event like The
Redneck Rampage (from 40K nutters, the H.A.A.W.G.S.l and mixing it
all in with loads of other hobby fun will make for a great summer in
the central South!

Roy Eggensperger and the Central Arkansas Warhammer Society
(CAWS.) have been running The Hillbilly Invitational for nine years
now and really put on a great show for Warhammer enthusiasts from
across the country. Now that this powerful team have joined up with
George Flowers and the Huntsville Alabama Area War Gaming
Society (H.A.A.W.CS.), a group well renowned for their passion for
all things 40K, there will be no stopping them. Memphis is destined to
become known for being home to more than just Elvis and the Blues.

Although The Hillbilly Invitational Warhammer Indy GT sold out
only two weeks after tickets went on sale, there may be a few tickets
left for The Redneck Rampage 40K Indy GT. Head on over 10 their
web site: www.thebigwaaagh.com to find out more information about
other great events going on that weekend, including the much
coveted Rusty Choppa Painting Competition!

THE SCHEDULE FOR 2008

AdeptiCon
April 11-13 IChltd;;O. II \.\\w...aricphwr1.Oq;
~IJ" G 'Of. ~OJ., (h~npKJf"hJp"

~I J., _ ,- ''Ttdtnt'fll ("l:Ulr InlltdllOfldl

Udrl "llTlol [", \\ " "Il1Tll'f Ch.JmWo)(hhip-.
.,., 'I Ri', rrJdn II

Quake City Rumble
April 25-27 ,S<ln Fran(I~O. (AI \.\ww.lea("'r~h(p!_org

W.srhJmmt'r Inch GT

Games Day Baltimore
June 14 B IlinlOl "',1' u, ...-\\\lrl...t P(or
4/IK T(1 "....,. Toorn.m

TI>.

June 1)-15.0rldnOo:, FL I'f\\wlht>ne<:ro_wm
~\,lrhmm Ind\ GT 411/\ Ir 'GT

The '-" .....)tI1IUJrl It'Jm been ham ,)1 I'11f1..
ilddlng m~"y e\Ud t">enl\ ) the dlream <.00
\\arh.a~l and ~Ol< Ind\- GTS. TIM> C-dhbt"r
oppo hi' ,lll\dH 00 01\ u'lCludt '~OOi

\\,r+, c'I('f( il\\ '" ktrl'" nBr In

The Big Waaaghl_
July 18-20 (Memphis, TN) www.thebigwaaagh.com
Wdrhammer Indy GT, 40K Indy GT

Games Day Chicago_
July 26 (Chicago, Illus.games-worbhop.com
40K Toumament. Wdrllammer Toumament.
The Loni of The Rings Tournamenl

Games Day los Angeles
August 2) (Los Angeles, CAl us.games-workshop.com
40K Tournament, Wdrhammer Toornamenl,
The Lord of The Rinss Tournament

Grand Tournament las Vegas
September ,-7 (las \feg.Js, NV)
us.games-worbhop.oom
40K GT; Warh.:unmef GT, The Lord of The Rings GT

Grand Tournamem Chicago
Oc1ober )-, (Chicago, ILl us.games.workshop.com
40K CT, Warhammer GJ; The Lord of The RinSS GT

The Alamo
November 7-9 (San Anlooio, IX) www.alamogl.com
Warhammer Indy GT

Grand Tournamem Baltimore
No\·ember 14-16 (Baltimore, MOl -OATE (HANGE­
us.games-workshop.com
40K GT, Warhdmmer- Cr; The Lord of The Rings CT

Dales are subjecllO change, please keep an eye on Ihe website.
AII'ournamenlS in red are part of the Tournamenl Circuit

www.games-workshop.com13



T
here's nothing we love more than the chance to throw
a party, and what better chance is there than the
release of Warhammer 40,000 5th Edition? Our

Hobby Centers and participating independent retailers
across the country will be hosting some great events on
July 12 - the first day you can get hold of the 40K 5th
Edition Rulehook and all the other cool accessories. With
quite a few changes to the way the game plays (using
actual line of sight being our favorite) we're running a lot
of activities designed to help you transition easily. Our
Hobby Centers will be running:
• Army-specific Tactics Clinics - to help you specifically

tailor your army to get the most out of it.

Biggest40K
Basement Bash!
W

hile we spend a lot of time encouraging you,
the 40K gamer, to head into your friendly
local gaming store, we also know that loads

of you have your very own game room (typically
located in the basement)! Well, we thought that this
summer would be a great time to find out more
about your "at·home" gaming area. So, we're
running a competition. That's right! We want you to
send in pictures and a description of the greatest
40K 5th Edition Basement Bash you run this summer
(between July 12 and August 31, 2008).

We'll award a bunch of prizes to the biggest, or
coolest, or most elaborate Basement Bash you can
show us. Please note, these pictures don't have to be
of a basement, just a place where you had a great
40K 5th edition game this summer that wasn't at
your friendly local game store!

Send Jour pies and words to:
Biggest 40K Basement Bash, AnN: Events
6711 Baymeadow Drive, Clen Burnie, MD 21060

Or email them to chrisg@games-workshop.com with
"Biggest 40K Basement Bash!" in the subject line.

• A massive Tank Bash - with
a new Vehicle Damage
Chart and vehicles
generally coming out a bit
tougher than before, we
thought it'd be cool to see
a "tank bash"!

• 40,000 points in
One Came - For some
Hobby Centers this is a
regular occurrence, for
others it can be a stretch
(space-wise), we want to
see it everywhere!

There will also be dozens
of other great events and
activities going on in each
Hobby Center including a
"Major Changes" demo table, the Try·A-Troop test drive,
and Staff Challenges, so make sure you check out the
schedule at your nearest Games Workshop Hobby Center!

The Summer of 40,0001
We are incredibly excited about the launch of Warhammer
40,000 5th Edition and as part of the ongoing celebrations,
we are collecting names for a register of 40,000 40K
players across the country.

Register of 40,000 40K Players
All you have to do when you head into your local gaming
store (both GW Hobby Centers and Independent Retailers)
is sign your name on the register list once you've played at
least one game of the new 40K in the store this summer.
The list will be available in stores from July 12 (the launch
Day) until the end of September.

Register of 40,000 40K Tanks Destroyed
With just one Vehicle Damage Chart to use now, we
thought it would be a fun idea to count the number of
tanks that are destroyed over the summer months as well.
Stores that have the player register will also have a register
for destroyed vehicles.

14 WHITE DWARF NEWS
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, is Ihf41s1
Millennium. For more
than a hundred

centl/ries the Emperor has
sat immobile on the
Colden Throne ofEarth.
He ;s the master of
Mankind by the wilt of
the gods, and master ofa
million worlds by the
might ofhis inexhaustible
armies. He is a rotting
carcass writhing invisibly
with power from tire
Dark Age a/Technology.
He is the Carrion Lord of
the Imperium for whom
a thousand souls are
sacrificed every day,
so that he may never
truly die.

Yet even in this
deathless state, the
Emperor continues his
eternal vigilance. Mighty
battlej1eets cross the
Daemon-infested miasma
of fhl? Warp, the only
route between distant
stars, their way fit by the
Astronomicon, the psychic
manifestation of tilt'
Emperor's Will. Vast
armies give battle in his
name on uncounted
worlds. Createst amongst
his soldiers are the
Adeptus Astartes, the
Space Marines, bio­
engineered super­
warriors. Their comrades
in arms are legion: The
Imperial Guard and
countless Planetary
Defence Forces, the ever­
vigilant Inquisition and
the tech-priests of the
Adeptus Mechanicus to
name only afew. Bllt for
all their multihJdes, thl?)'
are barely enough to hold
off the ever-present threat
from aliens, heretics,
mutants - and worse.
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"Getting started is easy,
whether you're a fresh-faced
novice or a gnarly veteran
of countless future wars."

Warhammer 40,000 is, and always has been, far more than jnst a
game. It is an all-encompassing, engrossing hobby full of unlimited
possibilities; Andy Hall explains why.

M
any believe that if Man were to
ever reach the stars then an ever·
lasting era of enlightenment would

take place aided by advanced technologies
and consIant progress. Warhammer
40,000 provides quite the opposite to this
utopia, presenting a grim, war-torn future
where knowledge of technological marvels
has long been forgotten.

Mankind has regressed into a
moribund, quasi-religious state, while
technology has stagnated, its upkeep a
closely guarded secret by a select few. In
this future, the
human race finds
itself beset on all
sides by aliens and
traitors. But Man
will not go quietly
into damnation; the
Imperium of
Mankind has vast
armies at its disposal and with the valiant
super-human Space Marines it holds its
most feared weapon. It is in this bleak
future that games of Warhammer 40,000
are fought, a future where Mankind faces

the stark reality of extinction, and the
whole galaxy teeters on the very edge of
utter destruction.

Before you can immerse yourself in the
nightmare world of the far future there are
a few things you're going to need. Don't
worry though; getting started is easy,
whether you're a fresh-faced novice or a
gnarly veteran of countless future wars.

First things first: the best way to
familiarise yourself with the hobby is to
find someone who is already a
Warhammer 40,000 gamer. Not only can

they run you through
the rules, but they'll
introduce you to an
even wider circle of
like-minded hobbyists
who'll all be keen
opponents for future
battles - they may
even lend you a few

models from their prized collection for
your first game. If you don't know anyone
who plays, then contacting a local club is a
great idea - hobbyists are a friendly,
sociable bunch who are only too happy to

Participating in the
Warhammer 40,000
hobby is a rich, fulfilling
experience. When we
talk about our hobby,
whatwemeanisa
combination of the
following three elements:

Collecting
Planning what units,
vehicles and characters
to add to your army is
great fun and often the
topic of many debates
between fellow hobbyists.
And then there's always
that next army to start
collecting...

Painting
Assembling and painting
your models is a very
important part of the
hobby, and for many the
hobby itself. Painting
models is a craft, and it
takes time and effort to
become as good as an
'Eavy Metal painter, but
anyone can paint up an
eye-<atching army with a
little practice.

Gaming
There's no limit to how
you play Warhammer
40,000, from small 1-2
squad skirmishes to vast
battles involving
hundreds of models and
monolithic vehicles.
This is the social side of
the hobby where
friendships (and
rivalries!) will be forged.
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Your First Game

,o\1OSf new garners are 50 eager 10 S/art p1ayins lhal they'll make an
impromplu banlef/Cld our 01 a lable and some old books w. HoweI."ef",
500If roo'l/ start fo cralle a painted and modelled gamins boord 10 fighl
over (B). Findlly, .:IS roor hobby skills improve, roo mighl even take OIl an
ambilious scenet")' project like this Imperial moonb.-tse 10.

models will be quite compact, while an
army of weaker models will form a horde,
winning battles Ihrough weight of numbers.
Whatever you choose within this total, the
battle will be a fair match, the victor
decided by tactics and a little bit of luck.

The army list in each Codex gives the
points cost for all the models in that army,
as well as the many optional upgrades
such as squad leaders, special weapons
and other equipment. The army list also
provides a structure that helps you to
create an effective fighting force. For
example, every army must have a leader,
such as a mighty Space Marine Captain, a
psychically powerful Eldar Farseer, or a
monstrous Tyranid Hive Tyrant. Within
these parameters there is a lot of freedom,
and once players have a sizable collection
of miniatures, they have the option of

The Battlefield
In the twenty years I've been playing I've
fought across battlefields as varied ,115

carpet, a garage floor, tabletops too
numerous to counl, all the way up
to the dedicated gaming tables in
Warhammer World. All you need 10
play is a flat 6' x 4' area. Many
people start playing on the dining
room table and, if Ihal isn't big enough,
place a larger board on top (with a blanket or
sheet underneath to protect the table). This issue's
Modelling Workshop shows you how 10 make your first
balllezone - you can find out more on page 96.

Playing a wargame like Warhammer 40,000 is a fantastic experience. Yoo
may have played your first ever game of Warhammer 40,000 in a Games
Workshop Hobby Cenlre, bullhere will come a time when you'll want to
play in your own surroundings at home or a friend's house. The three
most importanl things you'll need is an opponent, two evenly
matched armies and a suitably sized battlefield.

Marneus Cal8ar, Master of the
Ultramarines, and one of the most

powerful Space Marines.

"There's nothing quite like
the feeling of starting a
brand new army and
getting your hands on
those first few box sets."

it'll be an essential reference when playing,
and the extensive background section will
help you to choose your first force.

Once you've had a good look through
the rulebook and maybe had an intro game
at your local Hobby Centre, it'll be time for
you 10 start collecting your own force. The
races that inhabit the galaxy of the 41 st
Millennium are many and varied, each
having their own strengths and
weaknesses, some specialising in certain
areas of warfare while others will have a
broader approach to fighting. Our Warriors
of the Far Future article on page 66 will
give you an idea of the various races on
offer and the different ways they play.
Whichever force you choose there's
nothing quite like the feeling of starting a
brand new army and getting your hands on
those first few box sets and blisters!

The new Warhammer 40,000 rulebook
has great background information for all
the races as well as a reference section
complete with profiles for all the different
troop types; this is a really useful resource,
invaluable for having a quick game with
your first squad or two. However, when
you've chosen which army to collect and
fight with, that race's Codex is your next
essential purchase.

A Warhammer 40,000 Codex provides
you with all the rules, background and
painting advice you'll need for playing
with your chosen force. Most importantly,
it contains the army list, which allows you
to pick a battle-ready force to field on the
tabletop. When arranging a battle, players
agree on a particular points limit for each
side - 1000 points, for example. This
means that a force of powerful, elite

welcome newcomers. And don't forget that
Games Workshop Hobby Centres are a
welcoming presence throughout the world,
staffed by keen hobbyists who will be
ready and willing to show you a game and
introduce you to the hobby. Our Hobby
Centres are more than just stores - they
h051 loads of exciting events and act as a
hub for the hobby in the local area.

You'll soon have plenty of willing
opponents, although at some point you're
going to have 10 take the plunge and start
your own collection of miniatures. The best
first purchase will be the new Warhammer
40,000 rulebook. 01 only will this allow
you to familiarise yourself with the rules,
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picking exactly which troops to use for
each batlle. Most gamers really enjoy this
process of coming up with new force
rosters, and some are in their element
spending hours working out different
combinations and planning cunning tactics
before they even reach the battlefield.

The army list is also useful for planning
how to add to your collection. Many
hobbyists like to expand their army in
small, manageable chunks, maybe buying
500 points' worth of miniatures at a time
and painting them before buying another
500 points.

Assembling and painting your models is
as important as gaming with them - in fact
some hobbyists are more than happy
simply to paint and display their collection.
A lovingly painted Citadel miniature is
truly a sight to behold, and when used on

the tabletop with an equally nice terrain
set, then you truly are in hobby heavenl To
get to that stage and to prepare your
models for the forthcoming battles you'll

"Painting your models is as
important as gaming with
them - a lovingly painted
Citadel miniature is truly a
sight to behold."

need an assortment of paints, brushes,
glues and tools. Staff at your local Hobby
Centre will be only too happy to advise
you on what to get initially - you'll be
playing 40K in no time at all.

~
~

ODice
The game uses ordinary
six-sided dice to work out
combat results. Afew
different colours will be
useful. You'll also need a
scalter dice, which is
used to determine
random directions for
things like errant missiles.

8Rulebook
and Codexes
It's always good to have
these on hand, to check
how a rule works if
you're unsure, or to
remind yourself of a
model's profile.

OTape Measure
You'll need at least one
but two is best, one for
each player. Make sure
they're marked out in
inches.

GTerrain
Citadel produces a whole
range of ready-made
terrain from hills and
woods to city ruins.
Additionally, terrain can
be made from anything to
hand, such as cereal
boxes, card tubes and
stones from the garden.

0Templates and
Blast Markers
Some weapons, such as
flamers and missilcs,
affect a large area and
can hit many enemy
troops at once. The
templates and blast
markers are used to
determine what is hit.

0Pen and Paper
Apen or pencil and some
scrap paper are always
handy when playing to
note down vehicle
damage, character
wounds, and so on.

f)Counters
You can easily play
without these, but the
new counter set is great
for representing
objectives, which squads
are falling back, the turn
number and a myriad
other things that can
easily be forgotten in the
heat of baltle. For more
details, see page 29.
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"Quite simply, we were
trying to create the best
background section ever."

The brand new Warhammer 40,000 rulebaok is here and with it
comes a whole host ofnew rules, background and hobby information.
Andy Hall gets two of its writers to divulge some of the book's secrets.

22 WHITE DWARF DESIGN NOTES

A
s with all new releases, especially
something as special as a new
edition of Warhammer 40,000, there

are loads of people involved and the
Studio becomes a franlic hive of activity
the closer we get 10 release. Unfortunately
if we were to talk to everyone involved,
White Dwarf would have to be as big as
the new rulebook itself. So, to make sure
we remain a news-stand-friendly size,
we've picked two of this edition's most
prominent writers.
One is veteran
Games Developer
Alessio Cavatore,
who is largely
responsible for the
new rules, and the
other is Mat Ward,
who oversaw the new background section.

"Quite simply, we were trying to create
the best background section ever," begins
Mat. "We have gone for a slightly different
take this time over. Before we've tended to
concentrate on events that have happened
in the past to the exclusion of what is
actually happening in the current 40K
timeline. The Horus Heresy is the obvious
example; we could have written pages and
pages on it - and it is still mentioned - but

we now have a whole range of novels that
cover that ground. Instead, we've used the
space to really get into the detail of the
galaxy in its current state. There are events
that have occurred in the last 250 years or
are happening still that are just as
important as things that happened ten
thousand years ago - the arrival of the
Tyranids and the awakening of the Necrons
are just two such examples. This means
that we can give new players a

comprehensive
grounding in the
history of the
Imperium and the
galaxy, as well as
providing loads of
fresh material for
existing and veteran

gamers who love reading new stuff."
These recent events have been focused

on more and more, to the extent that it
became dear that humanity was entering a
new age. The Age of Imperium was never a
nice place, but there was still a collective
belief by the Emperor's subjects that
humanity would always endure. However,
the galaxy is becoming an increasingly
hostile place, a bleak fastness that (no
doubt, heretical) historians are calling the



Inside the glorious new
Warhammer 40,000
rulcbook you'll find over
300 pages of pure gaming
goodness, including:

oThe Rules
Written with clarity in
mind, these rules form
the basis of the most
exciting, fun and
dramatic edition of the
game yet.

f) Dark Millennium
The best background
section we've ever
produced, explaining why
Mankind teeters on the
brink of extinction. And
it's all in full colour, too.

@)TheHobby
Full-colour section with

campaigns and creating
your own amazing
battlefields.

Reference
A comprehensive list of
all troop type profiles,
plus all the key tables and
charts that you'll need
during a bailie.
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The picture ,loove, and OIhers like
itthroughour this article, are just a
few ofJohn Blanche's concept
drawings. John's designs are key 10
the dark vision of Warhammer
40,000. You can read more aboot
the art process on page 42.

Time of Ending, an age that began with the
invasion of Tyran - the Imperium's first
fateful encounter with the Tyranids.

"Because we've added so much 10 the
'current era'," continues Mat, "it has
allowed us to do something that hasn't
been possible in the past and that's actually
develop timelines of the history of the 40K
setting. So we've done three, each dealing
with a different period of time: one dealing
with the different Ages of Humanity, one
further defining the Age of the Imperium,
and an even more detailed section
describing events from the past 250 years,
a period we're calling the Time of Ending,
as the galaxy stands on the cusp of
oblivion. A lot of the events we describe
here cross-reference with things mentioned
in the Codexes, and that's something you'll
see more and more, giving you an
interweaving series of storylines that you
can dip in and out of."

And iI's not just servants of the
Imperium that dominate the background
section; all of the other races get their time
in the spotlight as well. "Whilst I planned
the background section, all of the Games
Development team contributed to it so you
get a good spread of styles and material.
We also took a cue from Apocalypse and
so the way we present the information
varies greatly from race to race," says Mal.
When you open up the background section
it's easy to see what Mat means. Each race
has its own section, not only describing the
history and background to the race, but

also featuring double page spreads packed
with intricate details and large
diagrammatic pictures that you could
easily spend an age poring over, such as a
star chart depicting the progress of a
Waaagh! across a system. The whole
background section is in sumptuous colour
as well. "It's not just the words that make
this the best background section we've
ever done. It's in full colour and the artists
have surpassed themselves with some great
pieces. My personal favourite has to be
Paul Dainton's painting of the Port of lost
Souls, the gateway to Commorragh,"
concludes Mat. Turn to page 42 to see
just some of the new art, or page 32 to
see the fantastic new galaxy map.

A New Way to Play
Alessio Cavatore started working for
Games Workshop as a humble translator,
taking the words wrinen by Rick Priestley
and Jervis Johnson and translating them
into Italian. Ten years later it's Alessio's
words that are being translated around the
globe, as he is lead rules writer for this
edition, as he was for the current - 7th ­
edition of Warhammer. But while the two
projects may sound quite similar (in that
you're writing an updated rules set for an
established game) they were actually very
different. "Warhammer from 6th to 7th
edition was a nip and tuck; the game was
already neat and clean, it just needed a
few tweaks," says Alessio. "The difference
between 40K 4th to 51h edition is grealer.

Hobby Lore
In addition to the new rules and background, the hobby section of this new book is
packed with information for gamer!; old and new. This section shows how to collect an
army, invent missions, play campaigns, and generally indulge in every facet of the hobby.
Andy Hoare was the man behind the splendid hobby section, SO we grabbed him to find
out why it's such an important part of the book.

"lead by example - that was the mantra I used when writing the new hobby section,"
states Andy. "What I've tried to do with the hobby section is pack it with cool stuff and
advice and then give rock solid examples of each. A good case in point is explaining how
to invent new missions. Not only do we advise how to do it, but then we illustrate it with
the 'Yarrick's Stand' scenario, based around a nice little background extract, which we
then turn into a simple scenario."

Another important point about the hobby section is how it caters for
hobbyists of all levels. So the terrain section, for example, builds up from
showing you how to set up terrain kits, to making coollitlle objective

II markers, all the way up to the awesome custom terrain that will have
expert model1ers reaching for their tool kits.

"The campaign section follows this format as well", says Andy,
"starting with a small, six-scenario set of games, which we then play

through and report on, before guiding you through to more
complex sluff like the good old map-based campaign."

Here yCNJ can see just a few
elements from the hobby
section of,he book. There's a
camp;Jign map (above) and a
varielyofscratch·buill
objective markers (left) thai
you can easily make and use
in yCNJr own games.
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One of the most promillefll changes is how lirte of sight now ,,·orks. Basically, if you can see ii,
you can shoot it! In mosl cases it will be obvious whal targets a model can see. If not, players
need to sloop down over the table to get a Mmoc:IeI's eye view"". Of course, this method does
mean that there are occasionally border·lirte cases when it is quite hard to decide if a model can
see a target or not, but sporting players will always be gerterous and give their opponent the
bertefit of the doubt.

In the photo above the Chaos Space Marines are visible through the windows. It's now
irrelevant how far into the area terrain they have been placed. The rule is simple: if you can get
a model's eye view of the target then you can shoot it.
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As always, models in a unit that share the same equipment. profile and rules are removed as
casualties chosen by the player who owns the unit, but it's always been more complicated when
a squad consists of different types of models. Casually removal in these complex units has been
simplified so you don't have to track excess wounds, and so on.

Now the player must allocate one wound to each model in the target unit before he can
allocate a second wound to the same model. The player then allocates a second wound, again
going through the whole unit before he allocates a third, and so on. The dearest way to do this
is to literally place the .....ounding dice by each model in turn until you have run oul. Now pick
up all the dice from the models that are identical and roll their saves. Then roll the saves for the
individual models with different .....eapons. saves or profiles.

In the example above, the Chaos Space Marine squad has come under heavy fire and has
taken eight wounds. The Chaos Space Marine player has to allOCoilte a wound to each member of
the squad, as indicated by the white dice. He then allocates each of the three remaining hits
onto the Chaos Space Marines with bolters (shown by the red dice) thereby increasing the
chances of the Aspiring Champion and plasma gunner surviving.

We've gone for a much bolder, more
radical approach and have even changed
some fundamentals because, frankly, we
needed to. That's not to say it's a different
game. it's still very much Warhammer
40.000, but we've tried to make sure the
rules system doesn't gel in the way of
having great battles."

Alessio's not one for mincing words. so
when he mentions bold changes, there's no
doubt he means it. Most of all I'm intrigued
by his comment about not letting the game
system get in the way - what does he
mean by that? "We've taken out as much
abstraction as we can. The very nature of a
tabletop wargame means that there will
always be a certain amount, but an over­
reliance on it can needlessly distance you
from the miniatures you're gaming with.
After all, 40K is a game about playing with
your lovingly painted models, not gaming

with counters." The place where this is
most evident is in the Shooting phase,
which has seen the lion's share of changes,
while movement remains largely
unaffected. The line of sight rules in the
Shooting phase are one of the largest and
most obvious changes to how the game
now works. "In this version of 40K. line of
sight is real." states Alessio. "We work
purely on the model's eye view. When you
are deciding whether a model can see a
target, there's only one rule; get down to
the model's point of view and look. Only
one exception comes to mind - the
members of your own squad are
'transparent' so they will never block your
line of sight, as they are assumed to be
trained to cover each other. take the best
positions and generally not get in each
other's way during a battle." While on the
face of it this may sound like a simple
change, it does fundamentally alter how
the game plays and feels. Before, you had
a distant, god-like perspective. Now you
are firing the gun, because you have to get
down to the miniature's plane; it's more
dramatic. "It does change the perception of
the game. Instead of being above the
action, you're right in it." agrees Alessio.

Playing a game with the new line of
sight rules. you soon realise that there's
more shooting than before. With no terrain
abstraction or size categories. las-beams
and bolt shells fly through the air more
furiously than ever. but the game remains
balanced and you'll still find, in most
cases, that there are models left on the



M Ultr.amarines Comp,my
Champion - fearsome in combal.

An Orlc Nob with power k/aw­
he'll get to use il more oiten now.

exploitative and more brutal." Moving into
assault works pretty much as it did before,
but your opponent now moves unengaged
models 6- towards the combat, very similar
to a Pile In move, before any combat takes
place, meaning there are more attacks in
the average combat, and so it's far fiercer.
"Crucially," continues Alessio, "all models
that are locked in combat before the fight
is resolved can participate. This means that
the tactical casualty removal that plagued
the 4th edition of the game no longer
works; your power fist guy will now always
get to fight. If your opponent doesn't want
to get hit by a power fist, then he's going to
have to slay him, he can't stop him through
sneaky tactics.·

One of the banes of close combat squads in the previous edition was the way that casualties
could be removed during assaults. Called Tactical Casualty Removal in cl'rtain circles, this ohm
led to canny players dl'liberatl'ly choosing casualties in contact or close to powerfully armed
models, such u characters with a low Initiative, who could oot fight when it was their tum 10
strikl'. Although this was a Sl'flsibll', viable tactic in 4th edition, we found it very "gamey" and
counter-intuitive. To remedy this, the assault rules ha"'e now been IWl'aked so thai all models
that can fight at the start of the combat will gel to try and land a blow even if there's no one in
front of them whm it's their turn to strike, assuming of course, that they're still alive.

If the example above wu from a 4th edition game, the Space Marine Sergeant with powerfist
(A) would be unable to fight in the assault because the Ork player has removed three Ork
casualties, leaving 00 opponents for him to aUack. However, in the new edition he can still
participate in this combat as he was engaged with an enemy model at the start of the assault.

Gelling Up Close
It's not just the Shooling phase that has had
a bit of an overhaul. The Assault phase
didn't escape Alessio's scrutiny either.
"Assaulting has been made simpler, less

table in the later stages of the game. "To
compensate for the increase in shooting,
I've improved cover saves, both in terms of
who gets them and the protection they
offer. ow, more often than not, a cover
save will confer a 4+ save. More
drastically, shooting through intervening
squads, whether friend or foe,
automatically awards the target a 4+ cover
save. There's also a new rule called "'going
to ground"', that even a target in the open
can take advantage of. A squad that has
been shot at can declare they are going to
ground and increase their cover save by
.I.'. If they are in the open they gain a 6+
cover save, representing them hugging the
ground for all they're worth!·

The new line of sight rules are far from
the only change to the game, so I ask
Alessio what else is new. "'Another big
change in the Shooting phase is that all
units of infantry can now run,· he replies.
It works just like the fleet rule - you can't
shoot but can move an extra 06-." What
about troops who still have the fleet ability,
surely they've lost out now that every grunt
can run about in the Shooting phase? "The
ey difference, and it's a big one, is that

troops with fleet of foot can still assault in
the Assault phase. Troops that simply run
cannot,'" answers Alessio.
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-2

-1

+1

+1

Crew - Shaken

Crew - Stunned

Weapon Destroyed

Immobilised

Destroyed - Wrecked

Destroyed - Explodes

Modifiers:

Glancing hit

H it by 'AP-' weapon

H it by 'APl ' weapon

Target is open·topped

6 or more

Vehicle damage is now calculated on just
one table with a few modifiers.

Missions Matter
It's strange that we've yet to come to the
most wide-ranging change to the game
system, but that's because its not in the
Movement, Shooting or even the Assault
phase; it's in mission selection. "We've
totally scrapped the old system and
introduced a brand new one. The new
missions have more variety. You had five
standard missions before; now you have

chance of being destroyed on a penetrating
hit to a 33% chance. Normally, the highest
you can get from a glancing hit is a 4 on
the table, which means most glancing hits
will only immobilise a vehicle. Conversely,
infantry altacking a vehicle, just like in real
life, are very dangerous as they drop
grenades in through hatches or fire shots
directly into vision slits. So we've made

that more deadly,
meaning that when
assaulting vehicles
you now always use
the vehicle's rear
armour value....

There are
numerous other less

significant changes to vehicles as well, two
of which have always been bugbears of
Alessio's. "Dedicated transports can now
carry any squad, I've always found the rule
confining them 10 the parent squad
needlessly restrictive. You can also ram
with vehicles now. This came out of a
White Dwarf battle report I was playing
against Gav, in which [ found it really
frustrating that my Chaos Space Marine
Vindicator with a heavy dozer blade
couldn't smash aside an immobilised
Sentinel - well now it can!

"When assaulting vehicles
you now always use the
rear armour value."

Now, I don't mind admitting that
combat resolution in 40K, especially in the
last edition, used to flummox me - there
was a bit too much maths for this simple
writer to attempt in the heat of combat.
luckily the design team agreed with this
sentiment. "Combat resolution is much
simpler and more of an absolute," says
Alessio. "There are no more ratios to deal
with, or models that count as multiple
models, and so on. If you lose by three
casualties you take a Morale check at -3,
it's as simple as that."

Another assault change worthy of note
is that consolidating squads can no longer
move into combat.
"That's definitely one
to cheer up Imperial
Guard and Tau
players," says
Alessio. "We didn't
think these 'back
door' assaults were
fair. It was weighted too much towards fast
moving assault troops. This way 'shootier'
armies will get another round of firing, if
they are deployed well enough ....

Vehicles in Warhammer 40,000 always
seem to come under scrutiny when there's
a new edition and in this version of 40K it's
no different. Vehicles have had their fair
share of tweaks but, like a lot of changes,
the aim has been to make them simpler to
use. The most noticeable change has
undeniably been inspired by AjXlCalypse
"Well, it was more like AjXlCalypse was the
lest bed for what we had in mind for 40K.
So you no longer have three separate
vehicle damage tables to remember," states
Alessio, as I breath a Sigh of relief - I'm
one of those players who could never
remember them (Hall, you can barely
remember to come to work in the morning!
- Ed). "As a consequence of having only
one table, there are only two results where
a vehicle is destroyed. This makes vehicles
more resilient as they've gone from a 50%

Once you have your
mission, a deploYmf.'nt
type is selected:

3. Dawn of War
An escalaling engagement
thai sees players deploy
scouting units deep into
their table half before the
sun has fully risen.

1. Pitched Battle
A classic style of
engagement, familiar to
Warhammer players and
veterans of previous
editions of 40K.

2. Spearhead
Both armies are trying to
outflank one allOlher in a
welcome relum for table
quarter deployment.

3. Annihilation
Pretty obvious from the
title - wipe out the
enemy force.

Missions are randomly
chosen by first seJecting if

mission from the
following three:

1. Seize Ground
A multi..oojective free for
all, with lots of
movement, capturing and
recapturing objectives.

;;lJal~~~~OI
Both sides arf' trying to
capture the enemy base
while simultaneously
defending their own.

-
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Made especially for the
new version of 40K, the
plastic counter set has
everything you'll need 10
jog your memory during
a bailie.
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than a handful of tweaks and a few
cosmetic changes. There's no doubt its still
Warhammer 40,000, but it does playas a
different beast - albeit a more handsome,
streamlined beast. "It's a far more intuitive
system," Alessio agrees. "II came from a
need for realism. Players were not playing
the game as wrillen. In our stores, in their
homes and at clubs, people were playing
in a far more intuitive way. If they could
see an enemy model standing in the
window of a building, they'd try and send
a krak missile into him. So the game

system needed to catch
up with the hobbyists,
so to speak. But to make
this work we assume
gamers will play in a
friendly way. This game
requires you to play
with a gracious,
cooperative spirit. You

have to make the game work for you, your
opponent and the story you're creating. It
is a move away from the ultra-competitive
style that has become more prevalent in
40K over the recent years. But let's not
forget its roots are in Rogue Trader, which
actually required you to have a games
master. As well as this, the emphasis on
Troops and capturing objectives changes
the way you think and compose your army
lists - again, making for a more realistic,
fairer game. And with the new line of sight
rules, like I said earlier, the whole
perception of how you play your games
has changed. You no longer stand aloof
above proceedings; you get involved at a
model's eye level, participating in every
shot fired. It works, but above all it is fun ....

"You have to make the
game work for you,
your opponent and the
story you're creating."

three mission types and three deployment
types, giving you nine possible
combinations of game scenarios. Two of
the mission types revolve around capturing
objectives. Now, the important point is that
only squads selected from the Troops
section of the army list count as scoring
units and so can retain objectives for the
purposes of the victory conditions. We've
done this for two reasons. Firstly it's a very
realistic take on warfare, where specialist
squads would go in and eliminate
resistance around a strategic point and then
place it in the hands of
the grunts - the squads
that form the bulk of the
force. The elite troops
don't hold objectives,
they move on to capture
the next one. From a
gaming perspective this
puts some emphasis on
Troops again, which have been seen as a
necessary evil rather than a useful
component in their own right."

You can, of course, carry on taking
your minimum requirement of Troops but
with two thirds of the missions (and don't
forget you randomly choose the mission
type after you've selected your force)
involving holding objectives, it is a risky
ploy. "By the same token," adds Alessio,
"taking an army consisting entirely of Troop
choices is not a game winning formula
either. Many playtesters tried this and soon
found that their forces Jacked punch. What
the new system does is encourage and
reward balanced forces."

As you'll have gathered from reading
through this, the 5th edition of 40K is more
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The series ofWar/Jammer 40.000
Expansions provide you with new rules.
background. ideas and information for
playing your games in different ways.
There are currently two Expansions
available - Apocalypse and Cities ofDeath.

A
POCalypse is the game of gigantic battles,
featuring hundreds of models, lowering war
engines, loads of vehicles, and blast templates

the size of dinner plates! In 5th edition, Apocalypse
plays just as well as it always did. In fact, you'll find
massed infantry combats easier to resolve and tanks
won" be quite the super-heavy fodder they have
been in the past. The redefinition of what counts as
a scoring unit is the most obvious change 10 playing
an Apocalypse battle and will no doubt affect how
people build their armies - willihey go with more
legendary units and special formations, or take loads
more Troops? One of the great joys of Apocalypse is
that it was designed with friendly, cooperative play
in mind. This means that rules disputes are easily
solved, leaving all the participants focussed on the
most important part of the game - having fun!

Apocalypse allows you 10

field all youriniantry, all
your tanks, all )'OUr special
characters-lilerallyyour
entirecollec!ion.
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T
he whole character of city-fighting in
Warhammer 40,000 has changed for the better
with the advent of 5th edition. The new line of

sight rules, coupled with the dense terrain in a Cities
of Death battle, makes for a fantastic game, as
windows, doorways, crevices and alcoves can all

A question always asked
by hobbyists when we
update our games
systems, especially when
there are big changes to
the game, is how does
this affect existing
Codexes? The good news
is that all Codexes are
completely compatible
with Warhammer 40,000
5th edition.

potentially hide a sniper or a flamer, where before it
was all classed as area terrain. In a way, the Cities of
Dealh rules have come of age, as many of the new
rules of 5th edition, such as the emphasis on infantry,
were first seen in this Expansion, while the missions
add a new dimension 10 your games.
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Rick: Rogue Trader started as a spaceship
combal game that Bryan Ansell, as head of
Citadel Miniatures, had commissioned me
to design. It was 10 go with a range of
spaceships that I'd made before I joined
Games Workshop in 1981. One of the
understandings of me joining the company
was that I'd put that game into production.
I remember there was a human spaceship,
an Ore ship and an Elf vessel.
Gav: So even at that point you were
thinking about juxtaposing fantasy
creatures into space?
Rick: Yes, very much - fantasy archetypes
in a science fiction setting, although Ihat
got shelved as we started to do
Warhammer. But even as we were writing
Warhammer we began adding futuristic
elements into it. So a lot of the original

Afew issues back we coaxed our senior designers into talking about
Warhammer. Well, we've done it again! Andy Hall braved their wrath
to unearth the glorious history ofWarhammer 40,000.

I
l's a well·known fact that senior Games Warhammer scenarios had quite a bit of
Designers can smell fear. And so I put pseudo-science fiction in there. A 101 of the
on a brave face as 1entered Rick's office early compendiums and journals we

one bright Thursday morning, knowing that published had rules for bolters and lasguns
if I showed a weakness, they'd all pounce in. So that's kind of the seminal point
on me like a pack of jackals. luckily, all where Warhammer 40,000 began.
four designers were in good spirits, so Alessio: I know the Laserburn game is often
laking advantage of the situation I quickly mentioned when people talk about the
turned on the Dictaphone and set to work history of 40K.
by asking Rick how Warhammer 40,000 Rick: People often mention laserburn in
came to be, and why exactly it started life the context of 40K, but this is clearly the
under the title of Rogue Trader. case of a little knowledge being a very

misleading thing! Bryan [Ansell] wrote a
game called laserburn in the very early
80s. It was a decimal based system so had
nothing to do with 40K. It certainly wasn't
the "precursor" 10 Rogue Trader as some
hoary old myths claim. The only
similarities were a couple of the naming
conventions, which we used again because
we produced an existing sci-fi range ~

Citadel Space Farers - which we wanted to
re-use for Rogue Trader.
Gav: I know that you'd already written a
couple of sci-fi games before you joined
Games Workshop.
Rick: Yeah, Ihere was Combat 3000 in the
late 70s and Imperial Commander a bit
later, both wriuen along with Richard
Halliwell, and have a far closer ancestry to
40K than laserburn ever did - primarily
because they shared the same author!

Jervis johnson - He
spends his days pondering
the hobby and getting
pestered by lhe While
Dwarf team for lhe latest
Standard Bearer article.

Rick Priestley - It's all his
fault. Without Rick's
intervention we may have
found ourselves in other
hobbies, like fishing or
ping-pong (shudder).



"It was only through Rick
being stubborn that we
saw the first version of
Warhammer 40,000 at all."

Jervis: I think the important point about
40K's early days was just how long it took
to get published. I remember that there was
a belief that science fiction tabletop
wargaming just wouldn't sell and it was
only through Rick being stubborn that we
saw the first version of Warhammer 40,000
at all.
Rick: Well I'd originally joined Games
Workshop to do a sci-fi game, so after a
few years of Warhammer writing I did put
my foot down, insisting that my next
project should be 40K, or Rogue Trader as
it was just called then.
Jervis: Bryan wanted
it to share the
Warhammer name
with Fantasy Battle so
he came up with
"Warhammer 4000."
Rick: I added an extra
zero to make it feel
that it was happening
so far into the future
there would be no connection with the
present. Interestingly, the Rogue Trader
name was kept for the first edition because
in the early days we had a bizarre
tendency to advertise products before we'd
even made them, so people had known
that Rogue Trader was coming for years.
Jervis: Every show we'd attend, the first
thing people would ask would be when
Rogue Trader was going to be released. So
we added the sub-title, as we had to call
something Rogue Trader eventually!

Rick: Anyway, there's no denying that there
was a reluctance to produce a science
fiction wargame at first. However, as the
book began to take shape everyone quickly
realised we had a hit on our hands. Of
course, by then it had mutated from a
spaceship game, to a roleplaying game,
and then into a wargame. Even so, there
was a palpable sense of something cool
and new being created, both within the
company and outside it.
Gav: I do remember that when I got my
first copy I couldn't wait to get home and
bury my head in the book. There's nothing

quite like reading the
40K background for
the first time,
although it's not as
comprehensive or as
fully formed as
people imagine, a lot
more of that came
later in books like
Chapter Approved:

the First Book of the Astronomican, and
issues of White Dwarf.
Rick: Everyone assumes there was a great
plan for how the background took shape,
but it didn't come about until I had written
the game up. It simply came out as I wrote
it sat at my keyboard. People think of the
background in Rogue Trader as being dark,
gritty and nihilistic, but no one remembers
all the jokes! I packed in as many as I
could - you've got Ogryns that only talk in
two syllables "dib, dib, dob, dob:

Gav Thorpe - Since this
interview Gav has sadly
left the company to
become a Freebooter.
But don't worry,
because he'll be back
next issue (and beyond)
to talk about Dark fives.

Alessio Cava/ore - The
rules·smith behind the
latest edition. He
vehemently denies all
claims that he tailored the
rufes to benefit his all·
power fist·armed Space
Marine assault army.



exactly the same for 40K; gather all the
rules up, simplify a few, and put them all
in one place inside a box full of plastic
Space Marines and Orks. I think the largest
change was to the background itself. By
that point we'd defined a lot of it but, like
the rules, it was scattered over various
publications, so I basically rewrote it and
updated it along with Andy Chambers.
Andy, of course, became synonymous with
40K from that point on.
Cav: The other thing that changed was
how the army lists were presented and,

although the core
rules were similar to
the 1st edition, how
you actually played
the game changed
quite dramatically.
Jervis: That's a good
point. If you look at
Rogue Trader, the
perception was of a

game that ran with a games master and
was really quite skirmishy. What happened
as the game developed, and it wasn't
planned, was that we started creating army
lists. So the game evolved and changed
within that edition. By the end of that
period it had turned into a battle game.
Alessio: 2nd edition then followed
Warhammer quite closely at that point. It
was the first time you got army books, a
large supplement came out a few months
after, and even the psychic system was
very similar to the magic cards that you
had in Warhammer at the time.
Gav: Yes, the Psychic phase was the same,
with a few subtle changes, to the
Warhammer Magic phase, but that meant it
also suffered from its weaknesses as well. It
seemed to exist as a sub-game within a
battle, rather than interacting with the
models on the tabletop. It also wasn't very
foreign-language friendly.
Jervis: Strangely, we realised this far sooner

"People think ofthe
background in Rogue
Trader as being dark, gritty
and nihilistic, but no one
remembers all the jokes!"

creatures called Ptera·squirreis, and I don't
think we could get away with writing the
description we used for Ratlings anymore!
Jervis: The realisation that it was special
dawned on us quite early, as we made
some massive investments for the size of
the company at the time and looking back
it was quite risky. The RTBOl Space Marine
frame was released, and we were already
working on the first Land Raider kit before
the book was published.
Alessio: Loads of gamets remember the first
plastic Space Marines with fondness.
Rick: Aly Morrison
and Jes Goodwin
designed the first
Space Marine frame.
We'd used fantasy
archetypes and Space
Matines were no
different, being
inspired by Chaos
Warriors. You can see
the lineage even now - stocky, broad and
covered in armour with large shoulder
pauldrons.
Jervis: The Space Marine, Rhino and Land
Raider kits were a gamble, but served us
well. The Rhino of course, and to a lesser
extent the Land Raider, remained in service
right into the 2nd edition.
Cav: Ahh, 2nd edition. I joined shortly
after its release and did lots of
development work on it in my early years
so I've definitely got a soft spot for it.
Rick: It was a very timely change. By that
point Rogue Trader was strewn across
numerous supplements and it was all a bit
ofa mess.
Jervis: It was indomitable. Rogue Trader in
its later years was next to impossible to get
into so something had to be done.
Rick: We'd launched the first boxed
Wathammer in the previous year, and that
had completely reinvigorated the game. So
it wasn't too much of a stretch to do

The first version of the game
thaI came in a bol(o You sot 20
Space Marines, 20 Orks and
40 Gretchin. The roles were
divided inlO three slim volumes
- fhe Rulebook, the Waf8ear
Book dnd Codex Imperidlis,
which presented a fully
updaled same background.

The same Ihal brought science
fie/ion wargaming 10 the
masses iJndi/s lega<:ystill lives
on. Rogue Trader was fim
presented as a ]'.JO.page
hardback book stuffed to the
Sills wilh the mad wrilings of
Riclc'sfeveredim.18ination-it's
a seminal piece 01 worle.



for 40K than we did in Warhammer. So the
3rd edition completely scrapped a separate
Psychic phase, while Warhammer made it
to a whole a new edition with the card
system intact.
Gav: 3rd edition was another drastic
change, but then 2nd edition, like Rogue
Trader, had already had a long shelf life.
Rick: The banles being fought were getting
larger, too big for the rules 10 cope with.
The combat system for instance, which r
still think is very elegant, while perfect for
skirmish systems like ecromunda, really
struggled in the mass assaults happening in
40K. So il was a big change, so big, in fact,
we had to start all the Codexes again.
Jervis: More important than the changes in
the combat system or shooting was how
army lists and army selection worked. This
was the first time we'd used army list
""slots"" and categories [rroops, HQ, Elites,
and so on), a design mechanic Ihat would
later flow over into Wamammer with Core,
Special and Rare selections.
Gav: The early 3rd edition Codexes
weren't all that popular - although we'd
followed Ihe brief that was given to us,
might r add!
Jervis: The idea was to get them to work
harder and faster; they were smaller and
therefore cheaper for hobbyists to buy and
we could produce five or six in a year, so
they did have their advantages. We
realised, though, that garners were less
worried about price and more concerned
with the page count.
Gav: We did a lot of stuff in 3rd edition
that was very exciting. We introduced three
new races - Dark Eldar, Tau and Necrons ­
the earliest campaign Codex got released
in the form of Armageddon, and we
released the first in what we'd later term
Expansions, called Cityfight.
Jervis: It's 4th edition where the Expansions
really took hold, and with two more
already in development I can't see them

stopping any time soon.
Rick: The important thing about 4th edition
wasn't the rules changes, which really
were a tidying up exercise, but the concept
of the two different-sized rulebooks, it was
the first time we had rules for a game
system in two different formats. That was
quite controversial at the time, the original
idea being that the small book you got in
the Macragge box set was going to be a
""rules-lite'" affair. Well, I had to put my foot
down once again and made sure the
complete rules set was included, knowing
it would be a great gaming aid for players.
It's something that's now so much a part of
the way we do things that there wasn't any
doubt the new edition would follow the
same format.
Gav: But unlike 4th edition, Ihe new
version of the game is far more than
just a tidy up..
Jervis: r compare the change to going from
1st to 2nd. It really has reinvigorated
playing 40K, not just for me but everybody
who has playtested it. I've never seen the
Studio gaming tables so busy; you have to
book a space in the gaming area over a
week in advance now.
Alessio: This edition, along with the recent
Expansions like Apocalypse - which plays
brilliantly in 5th edition - makes
Warhammer 40,000 the healthiest it
has ever been.
Rick: The most exciting thing for me is
looking at the new Assault on Black Reach
box set; the sheer amount of models you
get is staggering.
Alessio: Going forwards, the plan is more
Expansions showing you different ways of
playing 40K and larger, cooler Codexes.
Rick: Yes, I think it's about time the Dark
Eldar, Space Wolves and a few others had
their turn in the spotlight again. And with
the ability to make kits the size and scale
of the Baneblade, r can only see things
getting better and better.

The Jrd edirion had rules
t4iloredloevefl/argt!(
ertCOOnler5. The rules were pur
inlo 0fIt' latge lome, which tOll
could purchilse 5epiIf"iJlely Of iIS
piltT of the boxed gilme, which
was once iIgiIin crammed full
of Space Marines and a new
'ilCe,DarlcEIdar.

This version of the Silme
introduced rules in two
formalS, a large hardb;u:k book
for )'00' bookshelfand a handy
pocket version for use in-g<lme.
The Banle for Mac'asge boxed
same came wirh Space
Marines, Tyranidsanda
crashed shuttle to fighr over.
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The new rulebook is just the beginning ofour plans for Warhammer
40.000. The Studio schedule is bursting with brand new projects ­
here are just a few cool sneak peaks of things to come.

Games Development
The guys in Games Dev are busy writing a whole new
generation of Codexes for yoor favoorite races. We caught
up with Games Dev new boy, Robin Cruddace, who's hard
at work on the Imperial Guard. Whilst talking to him we
discovered he's quite mad - here's what I.e has to say 00
his plans for the new Codex:

"You wish to know about the new Imperial Guard Codex?
Praise the Omnissioh, for there sholl be more tanks. A lot
more tanks. We sllol/ crush the enemies ofMankind beneath
our steel treads - mwohohaho! Ahem. Now get out ofmy
laboratory. Pass me that spanner on your way out.·'

Err... thanks, Robin!

Art Department
The artists are as busy as ever - just look at
the illustrations they're currently working on
for the forthcoming Codex: Space Marines.
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Citadel Design Team
The sculptors of the Citadel Design Team
continue 10 produce gob-smacking models year
after year, and the next twelve months will be
no different. If you don't believe us, take a look
at these exclusive sneak peeks.

BossZ.lg5Iruk,le,lderof
the Vulcha Squad,

Space Marine
SterngUilrdVete,;In.

The complete ark Nob, still jn

the 'green·phil5eofr:/esign

OrkNoo.

• WARHAMME~
41)01)0

-< ~~,.' ~, ..'.~\ '*, .
-4

'lSSAIlTOIl6t:lu.tll .=..

See page 120 to subscribe to White
Dwarf or call1·800·394-U63.

Coming Soon
This plastic Space Marj~

Terminator and Ork Nob are just
two of the brilliant new models to
be found in the forthcoming Assault
on Black Reach box set. And what's
more, we're going 10 be giving them
away. Ves, in WD344 we'll be
giving away either a brand new
Terminator or an Ork ob with
every issue of White Dwarf. If
you're a subscriber you'll get both!
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IN-STORE
THIS MONTH

Farewell to Fourth Edition 07/09/08
Come on into your local Hobby Center for a final game of Warhammer 40,000
4th Edition! This will be your last chance to lay on the cheese and playa game
of 4th Edition in the store.

Warhammer 40,000 5th Edition launch Party 07/12/08
For those Hobby Centers that are able, we'll be open from Midnight on July 11
for the release of Warhammer 40,000 5th Edition! Everyone else will be open at
their regular time, check with yOUf local Hobby Cenler for final details. On
Launch Day, in addition to all the cool goodies you'll be able to pick up for the
first time, we'll be running a Tank Bash and Army-specific Tactics Clinics to
make sure you're up to date on how the rules changes affect yOUf army. We're
also hosting a massive ~40,000 points in one game" game. So bring along your
army and join in the fun!

Five-week Escalation league 07/13/08 - 08/10/08
Every Sunday for five weeks our Hobby (enters will be hosting an Escalation
league to help you get up to speed with the new rules. Starting at 500 points,
your army will grow by 250 points per week until the final battles on Sunday,
August 10, when they reach 1500 points. Your old army might have been preIIy
tough, but how wilt it fair nowr

8efore the 81ack Gates 07/17/08
With all the forces of Mordof released, there is no better time than now to wage
war on the lands of the Free Peoples. Can the might of Sauron and his Orcish
legions crush the light of hope from the hearts of Men, Elves, and Dwarves?
Bring in your forces and take part in this exciting Mega-battle.

Apocalypse Revisited 07/19/08
Not only have we seen the release of Warhammer 40,000 5th Edition this
month, but we're also releasing a new Apocalypse book, with loads of great
Datasheets and more cool ideas for improving your games of Apocalypse. Each
Hobby Center will run a great Apocalypse Battle, make sure you don't miss it!

CAll YOUR LOCAL STORE FOR DETAILS, OR LOG ONTO:

us.games-workshop.com
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A new edition of Warhammer 40,000 means a whole raft of sumptuous new art. Over
the past year, Games Workshop's talellted artists have been producing some falltastic
new pieces, a small selection of which are showcased on the following pages.

John Blanche is one of the architects of
the dark, gothic world in which we play
our games. In recent years John has

become Director of Art, guiding the next
generation of talented artists towards a
dark, dystopian future. We asked John
about the challenges of producing art for a
brand new version of Warhammer 40,000.
"It's all about balance and pace," begins
John. "People assume that art just
randomly appears in a book, but that's not
the case - the placement of every piece is
carefully thought about."

Many years have passed since the first
edition of the game hit the shelves and, as
lime has moved on, so have technological
advances in design and book production.
"We're more sophisticated now," agrees
John, "both us as designers of the product
and the hobbyists who read it, and so you
need a good balance of art, graphics and
text. Past editions of the game have
favoured either a gamer look or more of a
background take, but the new edition is the
most balanced of any book we've worked
on to date."

So how do you portray what the
Warhammer 40,000 background is all
aoout? "You have to remain honest and
truthful to what 40K is - a dark, crumbling,
archaic, gothic galaxy. And so you use key
images that stay with you but are presented
in a fresh way. That's why, along with the
familiar Emperor's Gate piece, we've
added brand new panoramic views of alien
landscapes and depicted Space Marines in
ways you will not have seen before."

As well as these grand concepts, John
stresses the importance of the race
vignettes that you can see elsewhere in this
issue (see page 66). "Dave Gallagher draws
these fantastic vignelles and I can't stress
how hard they are to do or how important
they are. They present the concept of an
entire race in one brief picture. They're not
paintings of the models they represent, as
miniatures don't scale up well, but they're
not entirely realistic either or they would
lose their impact." One thing is dear, that
the art in our games plays just as important
a part as the words in tel1ing the story of
the 41 st Millennium.
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At iirst 8',mce, the new renditioo of
the thunder hammer by Alex Boyd
makes a 8reilt COIf('f ;rrlab'e. But if
you take a closer 1ooIc, you'll find
hidden layers 01 meaning.

F()( example, In the centre of
the shield you can see the
Emperor. but who is he fightingf
What's the significance of the
twelve points around the shield
and the icons on eachf On the
head of rhe hammer you Ciln see
.1n eagle and a lion - do these
signify the Adeptus As/arIes and the
Imperial Guard, or something even
more si8nificantf Look a8ain, and
see i( you can spol evefl more
hidden mes5dges.



"'leh: The illustration of/he Emperor's Gale is one of
John B/.mche's mosl iconic drawings. -This picture
shows an a/leBorical view of the young Emperor
defeating Horus, - says john. "The gale itself is beaten
out of the melted remains 01 Traitor Sp;JCe Marine
armour. The gargantwn gate leads to the vestibule of
lhe Empet'or's Palace. In the outer room, /eh in decay,
are the serried ranks of bannerJ of the defeated armies.
I wanted /0 demonstrale the awesome nawre of the
Imperium on Terra. which is a place where buildings
can spt'awl over entire conlinefl/S.-

john drew this piece with pencil in lhe early 90s.
.At IN' time john was drawing lots ofsketches using
pencils fdf'8ing (rom JH 10 8B, /atgely due 10 ,ime
constrdints. H<w."e.'ff, john found he could sljIJ produce
a good body 01 wOO" using pencils as they look less
time 10 produce than fuf/<OIoor pictures. John created
some of the most seminal pieces of Wamatnrner 40,000
art during this period.

"'lkIow: This fantaslic colour painting by D.1ve
Gall.agher has been produced for the Ccwef of lhe
forthcoming Assaull on Bldclc Reach box set. D.1ve is a
velerdn at producing great colour box art. The Orb and
UhfiJ~rines in lhe piece are obWousJy f'€JJ"!Seflldtive
of the Citddel miniatures found in the Blaclc Reach box.

The secret fa good box art is a sll'Ol'lg centrd! ifTldge
thdt drdWS the eye - in this case it is the f'8ht between
the 5p.Ke "i.Jrine Commander and the Ork Warboss
which forms the focal point of the picture. As your
vision pans out you can appreciate the sheer scale of a
WJrhammer 40,000 banlefleld, from lhe Space Marines
figh'ing within drm's reach of the fearsome Orks, 10 the
DreadnoughlS and Terminat~ adding their fire to lhe
fray, and the mdny thousands of Orks advdncing as the
banleline recedes into the distance.





"'Above: Paul's ElOOr Craftworld is one of a couple of
xenos landscapes thai have been produced for the new
book. -A craftworld is more than jus/ a spaceship and
that's wha/I wanted to gel across in this piece, • says
Pilul. -Yoo Ciln see the dome and irs supportS in the
backsround, bw you can also see cloud cover; as if
there's an almosphere within the dome.· Paul also
wanled to take filmiliar Eldar shapes and place them in
a different and unfamiliar con/ext, so you have ships
Iha/ are clearly Eldar in origin, but like fIOthing you'll
have seen in the Codex.

"'Far left: The dramatic Ultrilm,Jrines \IS Necrons
picture was painted by Alex Boyd. Alex wanted to
depict two armies on an equal footing. ·Uwally we
produce iJrt where it is clear which iJrmy is in the
i.l5CendiJnt. But I wanted Ihis 10 be iJ cliJssic pose of two
iJrmies facing of( against Nch other." says Alex. The
PiJinting is acluiJlly based on the Fall of Damnos, an
incident that's described in the Warhammer 40,000
rufebook and one we'll be going back to in the
forthcoming Space Marines Codex.

One aspect that Alex found challenging was the
use ofgreen iJS the predominant colour. ·'1 was
interesting working ovt how blue power armour would
look under a dense green hue, and how the green
Iightins 'would effect the piclure iJS iJ whole. Now I
know f gof it right' think it Ktualfy ackJs to the whole
atmosphete 01 the piece.•

"'Left: This Paul Dilinton piece is of iJn UltTamarines
~eriJn hurtling forward into iJSSiJult iJ8dinsl Eldar
GwrdiiJrtS. ·F()( Ihis, , wanted to show Space Marines
in the thick of the action and Ktually geltins to grips
with something.· says Paul. As with the other
iflllSITatioos shown here, your focus is initiiJllyon the
Assault Marine. But 00Ct' you've taken in the whole
picture you CiJn see hints that there are many other
things happening. around and iJbout lhe picture's
wbjecJ. - the faint ovtUnes of Drop Pods, lhe smoking
p/iJSlTIiJ pistol and lhe Eldar in the foreground firing
behind lhe Assaull Marine, all suggest that Ihis is a
snapsholofa farbiggerbaltle.
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For this battle report we asked two old rivals. Alessio Cavatore and
Gav Thorpe. to take to the field ofbattle using equally timeless
adversaries. the Space Marines and their hated Chaos nemeses. -Size

1500 points per side.

This month's battle report focuses on
the new edition of Warhammer
40,000. We've gathered together two

old hands who'll both be fighting with
Space Marines - the loyal Ultramarines
and the treacherous Black legion. Alessio
Cavatore will be fighting for the Emperor,
while Gav has thrown in his 101 with the
Dark Gods once again. 60th players will
be going all out for the win, but we'll also
be using this battle as an opportunity to
highlight as many of the 5th edition rules
as we can. If you've read Alessio's design
notes lAnd if you haven't, you should go
and do so right now! - Ed), then you'll
already have an idea of some of the
changes to the game. However, there's no
substitute to seeing the rules in action.

We start with the mission selection.
Once Gav and Alessio had chosen their
respective forces and the gaming table and
terrain had been set up, it was time to see
what kind of game they'd be playing. Gav
rolled for the mission while Alessio rolled
for the deployment type. This two-level
scenario generation process makes for
much more variety in your missions.

The game that they rolled up was
a Capture & Control mission using a
Dawn of War set up.

Capture & Control
Both sides are attempting to capture the
enemy base of operations, whilst defending
their own.

Each player chooses a point in his
deployment zone to be his objective. After
objectives are chosen, deploy your forces
as described in the type of deployment
being used.

At the end of the game, you control an
objective if there is at least one of your
scoring units and no enemy unit within 3"
of it. The player controlling the most
objectives wins.

Dawn of War
A clash of patrols escalates into a major
engagement as the sun rises and
reinforcements begin to pour in.

The battlefield is divided lengthways
into two halves. The players roll off and the
winner chooses either to go first or second
(Gav won this roll and chose to go first).
That player then chooses one of the long
table edges to be his own. He can deploy
up to two units from his Troops selection

and up to one from his HQ selection into
his deployment zone (note that dedicated
transports for Troops squads also count as a
Troop choice for this purpose). His
opponent then does the same in the
opposite half, but must position his units
more than 18- away from any enemy
SQuads. Once deployment has finished, the
player that chose his deployment zone first
starts game Turn 1.

All units that were not deployed, and
were not declared to be in reserve during
deployment, must enter the game in the
Movement phase of the first player turn by
moving in from their own table edge.

During game Turn 1 the night fighting
mission special rule is in effect.

Force commanders
Alessio Cavatore
(Space Marines)
& Gav Thorpe (Chaos
Space Marines).

Mission type
Capture & Control.

Deployment type
Dawn of War.

Special Characters
Abaddon the Despoiler.
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Gav Thorpe wrote the
Chaos Space Marine
Codex so knows this army
better than most. But he is
cursed with bad luck by
the Gods of Chaos, so
let's hope the new edition
sees a change of fortune!
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Gav: Since finishing work on Codex: Chaos
Space Marines I have pondered many
different army lists whilst slowly
assembling my own force. These have all
had a distinctly Tzeentchian theme to
them, but there are still a few kinks and
tactics for me to work out, so I wanted 10
use something a bit more familiar for this
banle report. I really like the backstory
behind Abaddon and the Black Legion, so I
opted for these dastardly trailors as a solid,
all·round force.

I'm sure Ihis will be said a lot aooul the
lalesl 40K rules, but really il can't be said
enough: make sure you have a g<XXl
number of Troops choices. A couple of
bare-minimum squads will leave you really
short for capturing objectives in two out of
three of the possible missions. On the other
hand, load up on too many Troops and you

,. Chaos Rhino wirh havoc launcher

may find yourself short of firepower, anti·
lank weapons or some other vilal
componenl in your army.

In this department, the Chaos Space
Marines are blessed by the Dark Gods. Nol
only are their basic squads good all·
rounders, but the Troops section also
contains awesome specialists such as
Khorne Berzerkers and Thousand Sons. My
first army list contained plenty of these
exotic troops, but the army was too small
in number. I went back to the drawing
ooard and slarted from scratch, taking a
couple of basic but effective Chaos Space
Marine Squads. These form a less
specialised foundation on which to build,
and make for a more rounded force.

Why wouldn't a Black Legion player
wanl Abaddon leading his army? Sure, the
Despoiler of Cadia is 275 points, bUI he is



8 Squad Magreg - to Chaos Space Marines with missile launcher.
mehagun. Icon of Chaos Glory and Aspiring Champion with power fist

tZ Chaos Rhino

well worth it! For a suitable bodyguard, I
took some Chaos Terminators - I was
confident that these would be able to deep
strike onto the battlefield where needed
and eliminate any opposition nearby, or
survive for several turns to contest an
objective until Troops arrived to claim it.

In terms of survivability, Plague Marines
are pretty close to the top of the list. I
needed at least one other Troops choice to
feel more comfortable, but didn't want to
spend too many points. A small five·man
squad with minimal upgrades would be
perfect for sitting on an objective and
soaking up a disproportionate amount of
enemy fire.

Over the years, one blind spot I have
noticed in some of my armies is an under­
investment in vehicles. To ensure I didn't
fall into the same trap, I gave both of the

Chaos Space Marine squads a Rhino each
so that they could be mobile, backed up by
a couple of big ordnance-hurling
mechanical beasts - a battlecannon-armed
Defiler and a Chaos Vindicator. The
templates are big enough to make huge
dents in a numerous foe such as Tyranids
or Orks, and also hit hard enough to smash
through well-armoured enemies like
Necrons and Marines. Lovely!

I had some points left over so I invested
in some Summoned Daemons and a
couple of Chaos Icons for them to pop out
of - if they turned up later in the battle
they could be a nice little diversion or an
extra unit. A Chaos Spawn then filled in the
rest of the points very neatly.

So there we go, one army with
(hopefully) everything I needed to
win a game in 5th edition 40K!

"Why wouldn't
a Black Legion
player want
Abaddon leading
his army?"
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• Master Simss with combi·
plasma gun, power fist and
adamantium mantle

• Squad Aesclius - 5 Space Marines with lascannon

o Squad Vietus - 8 Space Marines with missile launcher.
meltagun and Veteran Sergeant with power fist

• Space Marine Rhino with smoke launchers
and extra amlOur

Alessio wrote most of the
rules for the new edition
of40K. A fair and sporting
gentleman wouldn't take
advantage of such inside
knowledge. But nobody
ever said Alessio had to
play fair.

Alessio: Call me a geek, but writing an
army list is perhaps the part of our hobby I
like the most. I love the fact that in your
head you play the coming game again and
again, trying to work out what is going to
happen on the field and what unils you are
going to need. In the past, when making a
40K army, I used to start from my Troops
selections and I always stuck to the
minimum t\-vo I needed to field. You see,
ii'S part of human nature that if you're
forced to do something. you immediately
feel you don't want to. So, when told that I
had to include two Troops, I immediately
wanted to have everything but Troops!
That's all changed in this new edition.
Troops are now vital to winning two
missions out of three, and that makes me
feel that r really want Troops units in my
army. Indeed, it sometimes feels like the

maximum of six choices isn't enough!
J began by picking two Tactical squads,

with the idea of mounting them in Rhinos
and sending them scampering towards the
objectives in a Capture & Control or Seize
Ground mission. I also made sure,
however, that they had heavy weapons, in
case the game turned out to be an
Annihilation mission, where firepower is
more important than mobility. To make
sure I had some hard hitters in an assault, I
gave a power fist to both the Veteran
Sergeant and the Commander. For the
other Troops choices I went for a Scout
squad with sniper rifles and a heavy
weapon, whose ideal role would be to
infiltrate directly onto an objective and
then put up a static defence with their
move-or-fire weapons. The second Scout
squad has the job of outflanking and taking
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• Squad Europus - 5 Scouts with
sniper rifles and missile launcher

• Dreadnought Varus with
smoke launchers

• Squad Tarros - 8 Space Marines with missile launcher
and plasma gun

• Squad Borns - 5 Scouts with
bolters and missile launcher

• Space Marine Rhino with smoke launchers
and extra armour

another objective, so I gave them bolters so
they can dish out a great deal of firepower
whilst on the move (oh, and a missile
launcher, just in case). Finally, I picked two
small Tactical squads armed with heavy
weapons, to form a firepower base which
was still able to hold an objective in case
of a Take and Hold mission.

Having picked all of my Troops and
HQ, I decided that my army lacked
mobility and firepower - in other words, I
needed vehicles! I first picked a land
Speeder Tornado. Their ability to zoom 24­
to deny the enemy an objective in the last
turn of the game can prove decisive. Then I
decided that J needed something that could
blow up Terminators, Obliterators and
other Traitor Marines sporting a 2+ armour
save, which led me to the demolisher
cannon on a solid Vindicator tank (and let's

face it, that big dozer blade seems to be
made for ramming Traitor vehicles!). I also
included a Dreadnought, as I am
convinced that walkers (along with
Transports) are the vehicles that have
improved the most in the new rules.

Finally, J wanted an elite unit capable
of quickly deploying where needed, tilting
the balance of power in my favour. I was
torn between a unit of Assault Marines and
a Terminator squad, and eventually
decided for the latter. It was a hard call,
however, as I think a unit of Assault
Marines has the right mix of
manoeuvrability and punch. However,
against the firepower of a Chaos Space
Marine force, the Terminators' superior
armour should come into its own.

And now to battle - let's cull the
traitorous scum!

"I really want
Troops units in
my army. Indeed,
it sometimes feels
like the maximum
of six choices
isn't enough!"
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SEIZE THE
INITIATIVE

Just before the player
that gol the first lurn
begins the game, his
opponent may try 10
seize the initiative,
catching the enemy flat­
footed. He does this by
rolling a dice: on a result
of 6 he gets the first turn
instead! Alessio tried to
do that here but failed to
catch the Chaos Space
Marines unawares. Note
that you don't have to
seize the initiative ­
obviously if YOlI've
volunteered to go second
or your plan hinges on
waiting for the enemy to
act first, you might be
happy to sit back and let
them take the first turn!

U nder the cover of the pre-dawn
darkness, the two sides deployed
their patrols - Gav deployed a

Rhino containing Squad Magreg, whilst
Alessio deployed Squad Victus and Master
Sirrus in their Rhino. Squad Bubos moved
onto the battlefield and made for the
Chaos-nominated objective - a large
turbine in the north-west. The Chaos
Vindicator trundled into position and the
Chaos Spawn randomly moved 3" forward
in the west. On the other side of the
communications tower, the Defiler moved
onto the battlefield and the Chaos Space
Marines of Squad Torvash trundled across
the deployment zone in their Rhino.

The shooting began with the Chaos
Vindicator targeting Master Sirrus' Rhino,
spotting the transport despite the darkness.
The Vindicator's demolisher cannon fired,
hitting and penetrating the Rhino's armour.
Gav rolled on the Vehicle Damage table
but was unlucky and only rolled a 1,
meaning that the Rhino's storm bolter
could not fire next turn. In the previous
edition of the game, the Rhino's passengers
would have had to disembark, but now

they can stay safely inside, as the
Commander and his Space Marines did.
Gav chose not to fire with the Defiler ­
instead it ran forward a further 06-, as did
the Chaos Spawn.

In Alessio's lurn, the bulk of the Space
Marine force moved onto the battlefield,
south of the large gantry that connected the
landing pad to the communications tower.
Squad Quintus entered a liule further east,
moving close to the rock face that the
players had designated as dangerous
terrain in the pre-game session. In the
Shooting phase, Squad Quintus used a run
move to scale the rock face and climb onto
the landing pad. However, the Space
Marine armed with the plasma gun failed
his dangerous terrain test and fell to his
death. The Space Marine Vindicator
prepared to fire, targeting Squad Magreg's
Rhino - Alessio even used the new l.O.S.
Markerlight to check he could see.
However, he was thwarted by the darkness,
and the tank failed to spot the target. The
Land Speeder managed to make out the
forms of Squad Magreg, firing its assault
cannon and killing one Traitor Marine.
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--Although the rules for
night fighting haven't
changed, it's worth
noting how they work
here as they are now
used in a third of all
Warhammer 40,000
standard mission games
in the new edition.
When using the night
fighting rules, a unit
must check to see if
they can spot their
intended targets in tile
darlmess. Roll 206 and
multiply the result by 3.
This is the distance in
inches the unit can see
for that turn. If the
target is beyond this
distance they cannot
fire in the Shooting
phase.

A new rule that all infantry and walkers can lake advantage of is the run move. In the Shooting phase, instead of firing a weapon, a
unit can move a further 06-. This is obviously useful for Troops as it allows them to forego their shooting and gel closer to that key,
game-winning objective. Alessio used the run move in Turn 1, getting Tactical Squad Quintus to run and climb up onto the landing
platform, and ever closer 10 the objective in the centre of it.
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AThe Chaos Vindicator
shoots al the Rhino
once again. The
demolisher cannon
hits and Alessio fails
the 4+ cover save
provided by his
smoke launchers. The
Rhino is penetrated
but Gav rolls a 1 yel
again, the only
consequence being
that the Rhino can't
fire its stonn bolters
for another turn.

B~:~~a:eS~=
and despite 7 attacks
it fails to hit, as the
Rhil'lO had been
travelling at cruising
speed more than 6-)
in its previous turn.

CTactical Squad Tarr05
and Master Sirrus
disembark from the
Rhino. The Tactical
squad moves towards
the turbine objective,
while Master Sirrus
advances toward the
foul Spawn.

DJr:~c~~b;;:i~;~Ors
and Tactical Squad
Victus wipes oul the
Daemons. Not a
single Warp-nasty
remains after the
smoke clears.

E~~d~~;:~;:eat the
Defiler. The shell hits,
but Gav makes his
cover save to shrug
off the shot.

FThe land Speeder
fires at Squad
Torvash's Rhino,
getting a penetrating
hit, but only
managing to destroy
the havoc launcher.

The Chaos leon Bearer could hold the
Daemons in check no longer and a
unit of lesser Daemons burst their

way into reality, appearing on the gantry. In
the east, the Defiler advanced. The Rhino
attached to Squad Magreg moved forward,
into position under the gantry before
popping its smoke launchers.

In the Shooting phase the leering
Daemons immediately ran for.vard a
further 4", making their way to the Space
Marine's landing pad objective. Squad
Magreg's missile launcher fired at the
Ultramarines Dreadnought; it managed a
glancing shot, but only rolled a shaken
result on the damage table. The Defiler
also took aim at the Dreadnought, Gav
stooping down to Defiler height to see if
the battlecannon had line of sight through
the gantry struts, which it did. The
ordnance weapon fired and hit,
immobilising the target.

The Space Marine turn was a typical
Ultramarine coordinated assault, as all of
Alessio's remaining units arrived onto the
battlefield. The Terminators teleported on
top of the landing pad objective. while
Scout Squad Europus outflanked on the
north-east and the other Scout squad,

Models with the scout or
infiltrate special rules can
now be kept in reserve
and enter play by
outflanking the enemy, as
both of Alessio's Scout
squads did here. When
they become available as
reserves, roll a 06. On a
1-2 they enter play from
the short board edge to
your left, on a 3-4 to the
right, and on a 5-6 you
can choose which side.

Borus, came on within assault range of the
Plague Marines by the turbine objective.

The Tactical squad that was already on
the landing pad moved into place next to
the Terminators, before being joined by
Squad Victus who had arrived via the
heavy duty elevator.

Boosted by the new arrivals, the
Ultramarines opened up the Shooling
phase with swathes of firepower. The
lascannon from Squad Aesclius penetrated
the Chaos Vindicator, destroying it in a
fiery plume. Unfortunately the resultant
explosion wounded the nearby
Ultramarines Commander, as well as
killing a Plague Marine. Squad Tarros rapid
fired their bolters into the Plague Marines
of Squad Bubos, killing three of the bloated
warriors despite their reputed toughness.

In the Assault phase, Scout Squad Borus
charged onto the turbine objective and
slew one of the surviving Plague Marines
without incurring any losses of their own.
Commander Sirrus assaulted the Spawn,
which Gav had affectionately dubbed
"The Maw", making short work of the
tentacled gribbly.
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Key

tt.

Working oul vehicle damage is now a lot
simpler. Like the Apocalypse super-heavy
vehicle chart, you roll on a single table
regardless of whether you glance or
penetrate, applying the following modifiers:
glancing hils incur a -2 modifier, weapons
with no AP have a ·1 modifier, AP 1
weapons, such as railguns and multi­
mellas, add +1 to the roll, and you also add
+1 if the target vehicle is open topped. For
ordnance weapons, you roll 2D6 and
choose the highest result.
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Having monitored the battle from
orbit and seen the synchronized
strike made by the Ultra marines in

the previous turn, Abaddon deigned 10 join
the fray and teleported in close to the
turbine objective, with a bodyguard of
Black Legion Terminators. The Defiler
advanced forward and then started to scale
the building in an attempt 10 gel a better
line of sight to the landing pad. Squad
Magreg moved from the stairs and onto the
gantry, weapons pointed at the multitude of
Ultramarines guarding the platform.

Abaddon and his Terminators wasted
no time making their presence felt, firing
into Tactical Squad Tarros, scoring an
impressive nine wounds. However, the
Emperor protects, and only two were slain.

It was only as Gav declared a shot with
his battlecannon that Alessio realised quite
how bunched up his Space Marines were
on the landing platform. Luckily the shot
scattered quite far and even the Defiler's
reasonably high BS of 4 could not bring the
shot back on target. It did, however, land
on the Ultramarine Terminators, but their
Tactical Dreadnought armour saw to it that
there were no casualties.

In the Assault phase the Scouts
managed to overcome the lone Plague
Marine and took the objective, but with
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TROOPS

Troops are very important
in the new version of
Warhammer 40,000,
especially in the Capture
& Control and Seize
Ground missions, as they
are the only unit types
that can hold objectives
for your force. So Gav
losing his Plague Marines,
who were holding the
turbine at the start of this
lurn, was a blow for
Chaos. Abaddon and his
Terminator squad, who
teleported down close by,
can conlest the objective
and prevent Alessio's
Troops from taking it, but
can't claim it themselves
as they are chosen from
the HQ and Elites
sections of the army list.
If Gav wants to take the
objective his Chaos Space
Marine squads will have
to hot foot il across the
board and into position.

Abaddon close by the question was for
how long?

Alessio reacted to the appearance of
Abaddon in a decisive manner. The Land
Speeder and Vindicator changed course
and immediately headed north-west
towards the turbine. Sirrus' Rhino made a
swift turn and travelled due south towards
Squad Aesclius, intending to pick them up
and ferry them to claim the objective.

On the landing pad the Terminators
advanced forward towards the Chaos lines,
while the Space Marines of Squad Victus
spread out more, moving along the gantry
to within rapid fire range of the Chaos
Space Marines. Back in the north-west,
Commander Sirrus joined Squad Victus.

In the Shooting phase the Scouts of
Squad Borus fired everything they had at
Abaddon, including a frag missile that
veered dramatically off course and hit
Squad Victus. Luckily for the Ultramarines,
no casualties were taken from their own
missile and, shrugging off the (literally!)
blue on blue fire, Squad Victus returned
fire at Abaddon and his retinue. The Chaos
Terminators took seven wounds in total ­
five from a well placed frag missile, one
from bolter fire and one from a
superheated blast from a meltagun. One
Chaos Terminator was slain and Abaddon



As demonstrated by the Defiler's battlecannon, the way weapons that use blast
markers work has changed. In this turn, the Defiler shot at the Dreadnought.
Gav rolled a scatter dice and 2D6, rolling an arrow and a score of 9. Because
the Defiler's BS is 4, the shot scattered 5" (9" minus the Defiler's BS), not
enough to hit the Tactical squad but just enough to hit the Terminators
instead! A unit with a lower BS would have scattered more, missing altogether.

lost a Wound - but he had plenty left.
Master Sirrus aimed his combi~weapon

at Abaddon but the Chaos Gods protected
their Chosen well, as the Commander
rolled a double-1 to hit and suffered two
wounds from the overheating plasma
weapon. To make matters worse, Alessio
then failed both saves! Master Sinus lay
dead, even though he hadn't been shot by
a single enemy bullet. Everybody around
the table, including Alessio, had a good
giggle at this - the Commander could well
be scrubbed from the annals of
Ultramarines history!

In the south, Squad Aesclius also aimed
their weapons at Abaddon's unit, although
the Chaos Terminators made all their saves.

The Chaos Space Marines of Squad
Magreg were a prime target as they were
standing out in the open on the gantry.
Alessio happily obliged, the immobilised
Dreadnought and Squad Victus letting rip
at the same target, managing to inflict nine
hits and causing five wounds. Gav could
only make three of his saves and so two
more Chaos Space Marines died. The
Terminators further added to the Chaos
Space Marines' woe and slew a further four
Traitors - Gav was rapidly running out of
those crucial Troops.

The Scout with the missile launcher
fired a krak missile into the rear of Squad
Torvash's Rhino, causing a penetrating hit
that immobilised it.

Black Legion Chaos Space Marines

o Abaddon 0 Les)er Daemon\
o Chaos Terminators 0 Spawn
o Squad Torvash G Chaos \~ndiGilI

a. Rhino CD Defiler
GSquadMagreg
1$ Rhino
o Plague Marines Bubo\

Ulrramarines Space Marines

• Master Sirrus e Tactical Squad Quinlus
o Terminators • Seoul Squad Europus

• TacticalSquadVictus eScoulSquadBorus
• Rhino • Dreadnooght Varus
• Tactical Squad Tarros • landspeeder Tornado

• Rhino • Vindicator
• TacticalSquadAesdius

-Allocating wounds in
squads containing
different weapons,
profiles, and so on has
changed. All models in
the squad can be
affected, even those
models that are not in
line of sight or are out of
range. An equal number
of wounds must be
allocated to each
member of the squad,
and once every model in
the squad has an equal
amount of wounds, the
owning player can decide
where any remaining
wounds are allocated.
Saving throws are then
taken. In this turn the
Chaos Terminators took
seven wounds from
Squad ¥ictus. There were
six in the squad including
Abaddon, so Gav had to
allocate one wound to
each member of the
squad, before choosing
where the spare wound
was allocated.
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Dedicated troop
transports are flO longer
restricted to only
transporting their parent
squad. This meant that
Alessio could turn his
Commander's Rhino
around and send it b<lck
towards Squad Aesclius
in the south to pick them
up and ferry them into
position, even though it
wasn't their dedicated
transport vehicle.

There's as lillie abstraction as possible in the new edition. This is most obvious in the use of what we've termed "real line of sight....
In this game the b<lttlefield was fairly open so it was obvious most of the time what models could see. There were a couple of
points though, when some peering down at model level was needed, mainly around and on top of the landing pad. If your target is
partially covered then they can claim a cover save - usually 4-+, although it does depend on what they are obscured by.
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BThe Land Speeder
and Vindicator
change course and
race north-west
towards the turbine.

C~~~~nl:t~;s~
including Abaddon,
deep strike inlo the
north-west,
dangerously dose 10
the table edge (and a
roll on the Mishap
table!),

nThe ':lltramarine
UTermmators

consolidate their
position and pour fire
inlo the advancing
Chaos Space Marines
of Squad Magreg.

ESquad Quintus fires
at the Chaos Rhioo
bul fails to even
glance its armour.

F:-:~e~~;~l~:~;:
the Tactical squad,
intending 10 pick
them up and carry
them back into
the action.
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died, while both Terminators made their
saves. The Chaos Terminators fired into
Squad Tarros, slaying two of the Space
Marines. Squad Magreg fired upon the
Ultramarines in Squad Victus but met with
little success thanks to their resilient power
armour. Squad Torvash elected to run,
closing in on the landing pad.

Shaken by the damage caused by the
Defiler, Ultramarine Squad Victus failed its
Morale check and fell back. Unluckily for
Gav, this took them out of Squad Magreg's
assault range. Squad Tarros was not so
lucky, as Abaddon charged in and
slaughtered them to a man!

In the Space Marine turn Alessio
continued his stalwart defence of the
objectives. The Vindicator and Land
Speeder continued to zoom towards
Abaddon, to exact their righteous

Turn 4 saw Chaos pushing forward.
Gav's hope now was to deprive the
Ultramarines of the turbine objective

and capture the Landing Pad with Squad
Torvash, which was still at full strength.
The Defiler began proceedings as it
clambered onto the rocky outcrop, giving it
a perfect view of the landing pad.

Meanwhile in the north, Abaddon and
his bocIyguard advanced upon the turbine
with all haste. Squad Torvash disembarked
from the crippled Rhino and moved
forward on foot towards the rock face that
Ultramarine Squad Quintus had climbed
up earlier in the game.

The Defiler fired its baulecannon once
again; the shell was more accurate than
before and hit three Space Marines in
Squad Victus along with two of the
Terminators. All three Tactical Marines

The way assaults work
has changed in 5th
edilion, as was seen Ihis
turn when Abaddon
charged Tactical Squad
Tarros. Abaddon and his
bodyguard assaulted as
normal, but then the
unengaged defenders
were allowed to pile in.
After Abaddon had wiped
them all oul, he could
consolidate as normal.
But, luckily for the
nearby Space Marine
Scouls, he can no longer
consolidate into combat
with them. Phew!
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...
The plasma cannon has
seen a rise in popularity
here in the Studio since
playtesling of 5th edition
began, due to the fad
that blast weapons can
hit more models now, as
there are no more partial
hils to worry about!

vengeance. If they could fell the Despoiler
there was still a chance that Squad
Aesclius could arrive in time and claim the
turbine. To this end, the Rhino sped up to
the Tactical squad, before spinning round
to let the Space Marines hastily onboard.

On the landing pad, the Terminators
backed towards the centre, conscious that
they would have to face Squad Torvash at
some point. In the Shooting phase the
Vindicator fired its mighty cannon at the
Chaos Terminators and slew two of them.
The Land Speeder also fired its assault
cannon and another of the Warmaster's
bodyguard fell. To add insult to injury, a
lucky shot from the speeding Rhino's storm
bolter inflicted another wound on Abaddon
the Despoi ler.

The immobilised Dreadnought
continued to fire, firing at Squad Magreg
and slaying two more Chaos Space
Marines. The Terminators also targeted the
same squad and reduced it to just a single
Chaos Space Marine armed with a
meltagun - still enough to count as a
scoring unit.

Tactical Squad Quintus first considered
firing at Squad Torvash, but when he
crouched down to model height Alessio
realised that, unless he melted the landing
pad fi rst, he cou Id not see them, so he shot
at the Defiler with his plasma cannon
instead. Unfortunately for the Ultramarines,
it missed its target.
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--Players now have the
option of going 10
ground, which increases
a cover save by 1. So,
going to ground inside a
ruin gives you a healthy
3+ save. The downside is
that the unit counts as
pinned and cannot do
anything in its next turn.
Even in the open you can
go to ground, getting a
basic 6+ save. When
Squad Torvash was hit by
a burst from a plasma
gun, Gav opted to go to
ground, giving the Chaos
Marines a 3+ cover save
(4+ from the cover
afforded by the
intervening troops, and
+1 for going to ground).

The Space Marine Scouts stoically held
their ground atop the turbine
objective, even as Abaddon strode

towards them with malice aforethought.
Luckily for the Scouts, the Warmaster only
rolled a 1 for his difficult terrain test.

The Defiler stood nearby, but Gav
knew that Alessio was still firmly in control
of the landing pad. Squad Torvash started
to clamber up the rock face, as they could
still contest - or even take - the objective.

The Defiler fired its battlecannon once
again, hitting Squad Quintus. The casualty
count was high as three Ultramarines and
one Terminator were killed, making Squad
Torvash's job a bit more easier. The Chaos
Space Marines used their run move to
clamber up the rest of the rock face and
onto the platform. Unfortunately for Gav,
three of the Chaos Marines fell to their
doom in the process.

In the Assault phase Abaddon and his
remaining Terminator bodyguard piled into
the Scouts. The Scouts surprised everyone
once again and managed to inflid three
wounds on to the Despoiler's squad,
slaying the last of the Terminators.
Abaddon struck back with fury, killing all
but one. This turned out to be quite
fortunate, as it left him locked in combat
with the lone Scout and so he could not be
targeted by Alessio's approaching vehicles!

The Vindicator, robbed of its primary
target, backed up slightly and brought the
Defiler into its sights. The land Speeder
also changed direction, the assault cannon
ready to shoot at the multi-legged machine.

The Rhino carrying Squad Aesclius sped
north towards the valuable turbine
objective and the lone, valiant survivor of
Scout Squad Borus.

In the Shooting phase the Space Marine
vehicles shot at the Defiler. The Vindicator
missed, while the land Speeder failed to
penetrate the Defiler's armour. The
Ultramarine Terminators let rip into Squad
Torvash hitting seven and wounding six.
Gav failed three of his saves. Tactical
Squad Victus then fired past the
Ultramarine Terminators at the same target,
infliding another five wounds, but Gav
managed 10 save them all. In the final
Assault phase the Terminators charged into
Squad Torvash. The Chaos Space Marines
killed two of the Ultramarine veterans,
before Ihe power fists on the remaining
Terminators crackled into life and wiped
out the remainder of the traitors.

In the north-west, Abaddon wasted no
time in slaughtering the last Scout, clearing
the turbine of loyalist Space Marines.

As Turn 5 came to an end, a dice was
rolled to see if the game finished. At the
end of Turn 5 Alessio held one objective
(the landing pad) whilst Gav contested the
other one (the turbine). With Squad
Torvash wiped out, any hope of claiming
an objective for Chaos was lost, but if the
game carried on for another turn or two the
Defiler might well cleanse the landing pad
of Alessio's Tactical Marines, forcing a
draw. But the dice had other ideas in mind,
as Gav rolled a 2, ending the game!
Victory for the Emperor!

Intervening models - friend or foe - don't automatically block line of sight. If you can see your target past them you can still fire at
them, but if they're obscured they can claim a 4+ cover save as normal! This happened here when Squad Vrctus fired past the
Terminators at Squad Torvash, giving them a cover save. Against the bolter fire, Gav's 3+ power armour save was much belter.
However, against Squad Victus' AP3 plasma gun, Gav made sure to take advantage of it and it paid off, as he made all his saves!

62 WHITE DWARF BATIlE REPORT



Black Legion Chaos Space Marines
0.",_ 0

o "
o "~ Rhino CD Defiler
8
() Rhino
o Pl,(u Mui BLOCh

Ultramarines Space Marines

" • >o Termin.alon Fftlnius • SCoul Squad Europus
o •
• Rhino • O~M1noughl V,IIUS
• TacliCiIl SquMI Tauos • Land~r TomMIo
• Rhino • Vindicator
• TaclicalSquadAescilius

-When playing a standard
mission, a game lasts
anywhere from 5 to 7
turns. At the end of Turn
5 you roll a 06, and on a
roll of 1·2 the game ends.
At the end of Turn 6 the
game ends on a roll of
1.4, and if it continues
the game automatically
finishes at the end of
Turn 7.

-ULTRAMARINES

VICTORY

1-0
-I
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"Injury was added to insult when the first
lascannon shot directed at my demolisher
cannon-toting tank blew it up!"

I'm not sure I used the
Defiler in the best way
and should have carried
on dosing on the landing
pad. But, that was my
fault, not the Defiler's! It
did everything I asked of
it, blasting away at the
units on the pad with
devastating effect and
had the game gone onto
a 6th turn, another well­
placed battlecannon shell
might well have earned
me the draw!

Gav: For all the changes with the latest
edition of 40K, this battle just goes to prove
that if the dice gods hate you, it'll still be
an uphill struggle. My Plague Marines, the
survival specialists, didn't survive for long
and neither did the Chaos Terminators. If
not for Abaddon, things would have been
even nastier on the western flank. The
Despoiler took out two squads all by
himself and had the battle continued for
another turn I suspect he might have had
another Tactical squad to play with.

The Vindicator started well, spotting
Alessio's Rhino despite the night fighting
rules and getting a bang-
on hit. I was more
jubilant still when this
rightfully penetrated the
Rhino's armour and then
utterly ashamed when
the shot did nothing
more than stop the
vehicle from firing its storm bolter. Twice! I
would have nicknamed the Vindicator the
"Shake-a-tron 3000", only it didn't survive
long enough to deserve such ironic
affection - injury was added to insult when
the first lascannon shot directed at my
demolisher cannon-toting tank blew it upl

The lament could continue - my

Daemons turning up straight away didn't
help - but there were some positives.
Despite the poor performance of some
units, the Chaos Space Marine squads did
the best they could. Suffering the combined
fury of several enemy units, Squad Magreg
survived some serious firepower. Although
they attracted a lot of attention, their heroic
effort allowed the other squad to get into
position - just in time to get annihilated by
the loyalist Terminators ..

If nothing else, this game demonstrated
that if your reserves turn up all at once and
early on, that's a big help. Alessio made

the most of his early reinforcements to put
me under a lot of pressure and I never
quite came up with a plan for an effective
counter-attack. In short, I didn't mitigate
against the bad luck and failed to exploit
what fortune did come my way, so my
hat's off to Master Cavatore for an efficient
- yet fun - victory.

STRATEGIC COMMAND
Matt Hutson is a veteran Warhammer 40,000 player, and
was on hand to record this battle report. We asked him
what his take of the game was.

Matt: What would I have done differently? Well, as it's the
very first battle report for the new edition of 40K, I can't
judge the players too harshly. I do wonder whether Gav
took enough Troops choices, however. Whereas Alessio
had the maximum number of six choices, Gav only had
four, which instantly gave Alessio the advantage when it
came to capturing and holding objectives. This was further
compounded by Gav's setup - I'd have sent a few more
men to defend my home objective (the turbine), as the five­
man Plague Marine squad were wiped out too easily. One
of the Chaos Space Marine squads would have been better
used there, with the Plague Marines sent 10 support the
other ten-man squad on the landing pad. It didn't help that
Gav's Daemons turned up too early, as they were far too
vulnerable to be left out in the open in fronl of the massed
guns of the Space Marine battleline.

Alessio mounted a very solid defence, with the
entrenched Space Marines ensuring that any attempt to
take the landing pad would be tricky; whereas Gav's attack
was too piecemeal, which allowed Alessio to deal with
them bit-by-bit. A subtly different setup could have swung
the game more in Gav's favour.
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Abaddon with my shooting, it would have
proven extremely difficult for the transport
and its cargo to make their way past the
Despoiler, or 10 survive for long even if
they actually made it to the objective.

On the landing pad, things were
looking better, but all it would have taken
was a lucky shot from the Defiler's
battlecannon to kill all of my remaining
Tactical Marines. This would probably
have caused the game to end in a draw,
and I was very grateful when the dice
decided that the game was over at the end
of my Turn 5. All in all, it was a wild game,
where my feelings swung from utter
confidence at the end of Turn 2 to a vague
sense of unease after Abaddon took back
the objective, to sheer dread when I was
waiting for the next shot from the Defiler...
and the final liberating relief when the
game ended before the possessed
behemoth could take the shot. What more
can you ask of a game?

Alessio: Wow, what a tense and exciting
game! In the early stages it looked a bit
one-sided, as my army was performing like
clockwork - all my reserves turned up
perfectly on Turn 2, and exactly where I
wanted them. On the

contrary, Gav's bad luck I
with his reserves meant "Gav's bad luck with his reserves meant
that J got to fight his •• ..
army piecemeal, the that I got to fight Ills army pIecemeal.
Daemons appearing too
soon and still out of
charge reach, and Abaddon and his
Terminator bodyguard appearing quite late,
leaving Gav with only 1000 points to fight
my 1500 points for two full turns. And that
took a heavy toll on his army.

But then, when they did show up, they
immediately showed why they are so
expensive, cutting through a couple of my
units with ease. They single-handedly
denied me one of the objectives and forced
me to react to their strike, robbing me of
the initiative. I reacted by bringing more
firepower to bear upon them (and the
choice of the Vindicator proved right when
it blew some of them up!), and one of my
Rhinos headed back at full speed 10 pick
up the last of my scoring units left on Ihat
side. However, unless I could bring down

-
Space Marine Cap';,;n

Certainly not my best
model, but the
Commander provided the
most laughs! He began by
getting injured by the
blast from the Vindicator
he was about to charge,
and then finished himself
off the next turn by
rolling four 15 in a row
when his plasma gun
overheated. Priceless!
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"It is into this maelstrom of
conflict that you will send your
chosen force."

In the nightmare future of the 41 st Millennium, there is only
war. Over the next few pages, we take a look at the warring
races in the battle for galactic supremacy.

Coming soon...
This article is all about
cOOosing that first
Wamammer 40,000
anny. If, aher reading
this, you still can't
decide which force is for
you, then help is on its
way. Next issue, we're
bringing back an old
favourite in the retum of
'A Tale of Four Garners',
Many readers may not
even remember this
classic artide, but the
old timers in the Games
Workshop Studio still gel
dewy eyed over it.

Now it's the lum
of Warhammer 40,000,
as we task our four
garners with collecting,
painting and playing with
a brand new 40K anny.
Each month we'll set
them hobby milestones
and strict deadlines, 10
show you four different
approaches 10 army
building, before lelling
them battle it out for
supremacy. Find out
what happens next issue.

For millennia, humanity was thought
to be alone amongst the stars, the
inhabitants of Terra remaining

blissfully ignorant of other life. The
discovery of the Warp led to Mankind
spreading out across the whole galaxy, and
with this expansion came the first
encounters with aliens. It was a golden
age for Man, but it did not last. The Dark
Age of Technology and the Age of Strife
saw it come to an end.

Tens of thousands of years later, the
Imperium of Man finds itself beset on all
sides by aliens determined to enslave or
destroy it. And it is not
just the countless
xenos Ihat are ploning
Mankind's destruction.
There are terrors that
dwell in the Warp that
need only the most
tenuous of links to
enter real~space and set about annihilating
human and alien alike. But perhaps Man's
greatesllhreat comes not from alien races,
but from itself. There are many who have
pledged Iheir allegiance to Chaos and fight
to overthrow the Imperium. Some plot from
within, whilst other traitors muster on

worlds far from the Emperor's light,
These forces do not exclusively fight

against the Imperium, for all races have
their own agendas and will fight all who
stand in their way. The galaxy of the far
future is hostile to one and all; alliances
are extremely rare. The only constant in
the 41 st Millennium is war - there can be
no peace amongst the stars.

It is into this maelstrom of conflict that
you will send your chosen force. This army
could be your first, or maybe you are using
the advent of Warhammer 40,000 5th
edition as an excuse to start a brand new

army from scratch. Over the next few
pages we take a look at the armies at your
disposal. If you're new to the hobby then
this will give you a good idea of the forces
on offer, but it will also prove useful to
more experienced garners as we look al
how the new rules will affect each race.



81mperial Guard
The vast armies of the Imperial Guard are
the sledgehammer with which the enemies
of Mankind are smashed asunder. The
soldiers of the Emperor are as numerous as
the stars themselves and when the Guard
goes to Wilf, the very earth shakes with the
rumble 0( tanks, the thunder of artillery
and the pounding of marching (eet.

Playing with an Imperial Guard army is
all about massed firepower. An average
Guardsman will rarely excel in combat, but
even the humble lasgun can prove
devastating when fired en masse. BUI ii's
not just the number of shots the Imperial
Guard can deal out, it's the fX>wer as well.
An Imperial Guard force has access 10
more tanks than any other race and even
the staunchest enemy will shudder when

facing squadrons of vehicles armed
with heavy ordnance weaponry and a
multitude of lascannons.

The Imperial Guard greatly benefit from
the new rules. With vehicles now harder to
destroy, the advantage for a tank-heavy
army is obvious. Another benefit is that a
Guardsman only costs 6 points, so raising
squads of Troops 10 caplure objectives will
not be an issue, leaving you plenty of
points for your Heavy Support choices.
With close combat troops now prevented
from consolidating into fresh assaults, your
grunts will be able to tough it out for
longer, leaving them free to snatch an
objective on that last turn or squeeze in
another critical round of shooting with
their massed lasguns.



perform various battlefield roles, from
artillery bombardments with Whirlwind
tanks to infiltrating and sniping with Space
Marine Scouts.

In 5th edition, Space Marines can take
advantage of the versatile, well-armed
Troop choices at their disposal, able to
capture and hold those vital objectives.
Drop Pods, Terminators and Assault
Marines will also benefit from the reduced
risk of deep strike. Additionally, the
multitude of Space Marine tanks will
survive for longer, so hardy transports like
Rhinos and land Raiders become
invaluable, able to taxi those all-important
Troops between objectives far more
effectively than they could previously.

And if this isn't enough, just wait until
you see the new Codex: Space Marines­
there are some great surprises in store.

The Adeptus Astartes, or Space Marines,
are the most powerful of all human
warriors. In many respects they are not
human at all, but superhuman beings
forged by genetic engineering, arduous
training and strict discipline. Each Space
Marine is worth a dozen normal fighting
men, as not only are they superior in body
but they are armed and armoured with the
best equipment the Imperium has to offer.
Few can withstand conflict with a fighting
force of Space Marines, for they are the
Emperor's elite warriors.

Space Marine forces are relatively small
and resilient, masters of the surgical strike.
Space Marines hit hard and fast, delivering
a devastating blow to a localised area
before moving on to the next target or
objective. They are also extremely flexible,
with a good selection of troops thai can

Chaos Space Marines
Shunning the Emperor's light, Chaos Obliterators bristling with Warp-powered
Space Marines have reneged on sacred weaponry to Defilers - arachnid walkers
oaths in favour of glory, power and bitter equally at home in combat or pounding
resentment of the Imperium. Chaos Space the enemy from afar.
Marines are the dark, corrupted Chaos players will find quite a few
antitheses of their loyal brethren. These things have changed in their favour.
warriors fight alongside icon-encrusted Those Chaos Space Marines that bear the
tanks, Daemon-possessed Defilers and marks of the Chaos Gods - the powerful
psychopathic Dreadnoughts. Noise Marines, Plague Marines, Khorne

Chaos Space Marines were once Berzerkers and Thousand Sons - are all
Adeptus Astartes and so their battlefield Troops choices, making them much more
prowess and fighting style is similar in desirable and good value. As well as this
some respects to other Space Marine boon, Chaos Space Marines benefit in the
armies. However, Chaos Space Marines same way as their loyalist kin, so will
have a more brutal edge, caring less for have more resilient vehicles - especially
tactical flexibility and more for the walkers, which are an important part of a
slaughter of their enemies. evertheless, Chaos Space Marine list. Transports
a Chaos Space Marine force has a great become more versatile and resilient.
many choices available to them, from Finally, Obliterators have plasma
Possessed Space Marines and cannons, which are better than ever.



• Chaos Daemons

force for any hobbyist- experienced
painters can make outstanding army
centrepieces with the exquisite Ctan
models, while the Necron Warrior kits lend
themselves to fast, effective batch painting,
allowing an army painter to get a battle­
ready force together in no time.

The Necron force remains as steadfast
as it always has been in the n€\v edition of
the game. However, with the increased
importance of Troops, the ecrons excel,
as ecron Warriors are the perfect troop
type for holding objectives, their resilience
and "I'll be back· ability making enemy
attempts to capture objectives or wrest
them back especially hard. A vehicle with
Armour 14 on all sides is now especially
hard under the new rules, and with the
Monolith the Necrons have just such a
choice - in fad they're nigh on impossible
to destroy!

Being a new force, the
Daemons were developed
alongside the new rules and so fit
perfectly into this environment.
A whole army that can deep
strike onlo the battlefield is a
scary one to face, allowing the
Daemon player to take or
contest objectives early in
the game, and pinpointing
weaker squads to attack in
Annihilation scenarios.
Daemons are now scarily
fast, as they combine the ability
10 appear by deep strike anywhere
on the board, the new rules for
running, and the (Jeet special rule
that many of them possess.

The Necrons are an implacable foe, who
have spent the last sixty million years in
hibernation and are only now being roused
from their ancient slumber. They have
awoken 10 find that the galaxy has
changed, with insolent usurpers claiming
dominion of the galaxy with their upstart
empires. From huge Tombships and
floating Monoliths, glittering phalanxes of
metallic warriors march forth. To the
Necrons, their foes are but cattle for their
ever-hungry gods, and with each passing
year the Tomb Fleets grow greater in size,
with new Tomb Worlds reactivated.

Necron forces are incredibly resilient
and notoriously difficult to slay, no matter
how much firepower you aim in their
direction. While they lack the diversity of
many of the other races, their relentless
march and powerful gauss weapons make
them an enemy to fear. ecrons are a great

Without the Warp, the Imperium could
not exist. Yet it's within the Warp that the
Dark Gods and their scions - the
Daemons, pure manifestations of a Chaos
God's will - lurk, ready to tear through
reality. Daemons are anathema to the
material realm, creatures of a truly
terrifying and bizarre aspect, their abilities
at odds with the mortal plane.

While all races differ from one
another, collecting and playing with an
army of Daemons is a truly unique
experience. Daemon forces are paragons
of the hobby - painlers can go crazy,
using any colour palette they see fit,
while garners get to grapple with the
strategic implications of not deploying
your army until the game has started!



troops that cannot be outmatched by any
other race in their chosen field. Playing
with an Eldar force gives you access to
many different troop types, giving both
painters and garners some truly spectacular
models to gel to grips with.

An Eldar force benefits from the new
rules most significantly with the increase in
cover saves, making them more resilient.
An Eldar Ranger going to ground, for
example, gains a 2+ cover save, becoming
almost impossible to kill. The Eldar benefit
in more subtle ways too - the improvement
to sniper weapons, hardier vehicles, and
the allowance for more attacks to be rolled
in combat all aid the Eldar way of fighting.

like their craftworld cousins, the
Dark Eldar become more resilient in
5th edition thanks to the beuer
cover saves on offer.
Dark Eldar vehicles,
thanks to their highly
manoeuvrable nature,
can take advantage of
cover saves by positioning
themselves behind ruins
and other obstacles.
Finally, their powerful
dark lance weaponry
can rip apart heavily
armoured enemy vehicles
with consummate ease.

long ago, the Eldar had an empire that
spanned across the galaxy. Suns could be
extinguished or planets moved at a mere
whim. Then a great cataclysmic event
befell their decadent race. Such was the
destruction wreaked by the death of so
many at once that, where their
homeworlds once lay, a great rift was torn
in the fabric of space, known to this day as
the Eye of Terror. Ever since, the Eldar have
been a broken, nomadic race, living off
glories past, but still capable of the greatest
kindness or the cruellest action should they
be so inclined or provoked to do so.

Eldar armies consist of small, elite
forces built around highly specialised

The Dark Eldar are twisted creatures that
dwell in the twilight realm of Commoragh,
an infernal place hidden in the forgotten
corners of the webway. The Dark Eldar
delight in toying with their enemies, the
full measure of their alien intellect given to
the pleasure of preying on their victim's
worst fears.

The Dark Eldar are hit and run
specialists. They are a fast, highly mobile
force, their troops and vehicles all geared
towards speed and gelling in that first
devastating hit. Using these eldritch
warriors in a prolonged, meat-grinder
assault would be a mistake, but no one hits
faster than the Dark Eldar.



While the Orb crof8e forward, the
rilU try to keep them Jt bar so fhey
Ciln !xing their powerful guns to
bear on the greensltins.

OTau Empire
A dynamic and inquisitive race, the Tau
utilise highly advanced technology in every
sphere of life, especially warfare. The
fledgling Tau Empire has evolved from a
race of primitive humanoids 10 control a
star-spanning realm in less than two
thousand years, and they continue to
expand forward at an exponential rate. It is
this dynamic growth that has led them into
hostile encounters with the older races.

The Tau way of battle is based around
keeping the enemy at arm's length. The Tau
use their highly manoeuvrable vehicles and
battlesuits to lure an enemy closer, and
then shool it to bits before it can get too
close. Tau firepower is among the most
powerful in the game, with even Tau
infantry wielding deadly, high strength
weaponry. Tau hold a unique approach to
dealings with other alien races,
incorporating willing species into their

Empire. This allows the Tau to field troops
who complement their own racial
weaknesses, so Kroot will often fight in
close assault roles while the insectoid
Vespid fly about the field tackling well­
armoured foes.

The new line of sight rules will prove a
major boon for Tau players, as the more I
weapons they can fire, the more likely the
Tau will win. The ability to run allows
isolated Tau units to get into a beuer firing
position more quickly or, if need be, move
further away from the enemy's elite
assaulting units! APl railguns benefit
hugely when rolling on the vehicle dama
chart. But the biggest gain is the prevention
of enemy units from consolidating into new
combats. In most situations, this will give
unengaged Tau units one last chance to
bring their pulse rifles to bear on the
charging enemy.



Gav Thorpe and Jervis Johnson present a treatise on the
daemonic incursions that have ravaged the Warhammer
world, and how to refight them yourself.

The subject of daemonic
incursions is a vast one,
too big to cover the
history of every such
event. Instead, this
article describes two
scenarios based on
famous events from the
history of the
Warhammer world. The
first is the Hunt of the
Vlagians, a three-part
campaign pitting the
daemonic host against
the Dwarfs of Karak
Vlag. The second is a
standalone scenario
using the legendary
Dailies rules from
WD339, based upon
lord Kroak's valiant
defence of Ib:a.

The daemonic armies of the Chaos
Gods were unleashed upon the
Warhammer world many thousands

of years ago, when the great polar gates
created by the mysterious Old Ones
collapsed. The resulting cataclysm shook
the world to its core, and opened a
permanent rift to the Realm of Chaos.

Since then, Daemon armies have been
a constant threat to the mortal races of the
Warhammer world. These incursions can
happen at almost any time and place; there
is a constant war against invasions from the
Chaos Wastes to the north, but the Chaos
Gods are able to exploit even the slightest
rift in the nature of reality to bring
Daemons into the physical plane.

These incursions can range from small
events where only a Single daemonic
creature is able to manifest itself, through
to massive invasions by vast hordes of
Daemons, that can only be stopped when
all of the peoples in the threatened realm
unite to face the foe. No one is safe from
the daemonic armies of the Chaos Gods,
who only have one aim: to bring terror and
destruction to all living things.

This, then, is the background to two
such daemonic incursions that have
ravaged the Warhammer world. The
following pages explore how you can use
this background as the basis for themed
games and campaigns to play with your
friends or local gaming group.
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The Bloody Spires
South of Karak Vlag lies an upland plain
dozens of miles across, dominated by tall
pillars of volcanic rock. The ground
heaves with earth tremors, and
sulphurous pits bubble and boil
amidst the ruination of the fire
mountains that surround the plateau.
These are known to the Dwarfs as
the Bloody Spires, for once they
were the scene of a mighty
battle between the Dwarfs of
Karak Ungor and the Goblin
horde of Grukha the Throttler.
The air is filled with noxious
fumes and few folk, even the
hardy Dwarfs, dare travel it. Yet on
this day the plight of the Vlagians
was desperate and their haste was
great, so Anarbarziz decided to lead
the throng across this treacherous
landscape, rather than take the more
circuitous route to the west.

Amidst the bubbling geysers and
cloying gases, Amin'Hrith attacked.
From out of glittering gateways raced the
Seekers of Slaanesh upon their sinuous
mounts. Taken unawares, the vanguard of
the Dwarfen army was quickly surrounded.
From left and right advanced the legion of

the Dwarfen army upon the surface of a
golden mirror. The Greater Daemon had
not been part of the assault on the hold,
but it knew that its master had intended for
all of the Dwarf inhabitants to be enslaved.
Seeing an opportunity to earn greater
favour by delivering the last of Karak Vlag's
folk to Slaanesh, Amin'Hrith gathered its
foul minions.

Of the fate of the Dwarf hold of
Karak Vlag, only the Chaos Gods
can tell. Dwarf histories merely

record lhal contact was lost with the hold,
and when an expedition was mounted 10
discover what had happened, no trace of
Karak Vlag could be found. It was jf the
hold had never existed, scooped oul of
reality by the hands of the Dark Powers, its
inhabitants doomed to suffer unthinkable
torment under the cruel attentions of the
Daemons of Chaos.

No lext chronicles what miseries were
heaped upon the Dwarfs of Karak Vlag in
their final days, nor recounts the suffering
and bravery of their tale. Whatever
happened 10 Karak Vlag ilSelf is
unknowable, but there is one story that
remains, one legend that survives, even if
none outside the Realms of Chaos know it
This is the saga of the survivors of Karak
Vlag who fled under the leadership of
Anarbarziz, seeking sanduary to the south.

Anarbarziz, nephew to the king of the
hold, had been away with much of his clan
fighting Goblins to the east. Upon returning
victoriously to their home, they found it
had disappeared. The stench of Chaos
hung thickly in the air and Anarbarziz
feared further attack. He did not know
whether the vanished hold had gone
forever and deemed it prudent to seek
reinforcements before investigating further.
To this end, he turned his throng
southwards towards the outpost of Ar
Anrak, an outlying fort of Karak Ungor.

The southerly trek of the last surviving
Vlagians did not go unnoticed. From within
the Palace of Pleasure, the Keeper of
Secrets Amin'Hrith the Soulflayer regarded



the Soulflayer, cruel Daemoneues and
bizarre Fiends intent on inflicting pain.

Though attacked from all sides, the
Dwarfs put up a stiff resistance, none more
so than Anarbarziz. Wherever he fought,
the Dwarfs were heartened and banled
with enormous vigour. So stout was the
Dwarfen defence that only the vanguard
was lost, and the Daemons of Amin'Hrith
could find no way to prevail. Seeing that
victory remained elusive, the Soulflayer
withdrew the remnants of his forces back
to the Realm of Chaos, where he sought
other means to fulfil his ambition.

Though bloodied, the Dwarfs had been
victorious and marched without rest to the
fortress of Ar Anrak. Here they relayed their
tale of woe to the dour inhabitants. The
garrison commander, Kungrim, offered his
warriors as escort 10 Karak Kadrin, which
Anarbarziz duly accepted. They began
their preparations for the long march at the
height of summer.

A Dread Alliance
Though defeated, Amin'Hrith was not
dissuaded. Approaching the lord of
Change known as the Eldritch Watcher, he
proposed an alliance. In return for the
Tzeentchian Daemon's aid, the Soulflayer
promised to overthrow one of the Eldritch
Watcher's rival lords of Change.

Though the Eldritch Watcher was
content to observe from his pinnacle at the
Impossible Fortress, it sent many of its
Horrors and Screamers to fight alongside
the army of Slaanesh. Amin'Hrith's swift­
moving forces were greatly bolstered by
these magical troops and the Keeper of

Anarbarziz was a fierce
warrior, learned in
axecraft and runelore.
He bore the Crown of
Thungrigg, token of his
rulership of his clan, and
the mighty axe
Grobidreng. He refused
to take the litle of king
when Karak Vlag's
disappearance was
discovered, maintaining
to his dying day that the
hold would be reclaimed
and his uncle rescued.
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Secrets did not delay in atlacking again.
The daemonic host of the Soulflayer fell

upon Ar Anrak only a few days after
Anarbarziz's arrival. The Dwarfs upon the
walls showered the advancing Daemons
with crossbow bolt and handgun shot, but
were forced back from the ramparts by
flights of Screamers swooping into their
ranks. Daemonettes scaled the stone walls
with contemptuous ease, while Horrors of
Tzeentch blasted at the sturdy gate with
their sorcerous powers.

Attacked from the gate and the walls,
the Dwarfs could not hold out against the
Daemons and Amin'Hrith led his force into
the castle. The fighting was fierce in the
rooms and corridors within and Kungrim
ordered the retreat. leaving a rearguard to
protect their evacuation, the Vlagians and
garrison fled the citadel and into the
forboding wilderness beyond its walls.

The Battle of Death Canyon
So it was that the last baule of the Vlagians
was to be fought in the winding valley
known as Death Canyon - Uzkul·ak·
Dreng. In the south-eastern end of the
valley Amin'Hrith marshalled his
otherworldly host. Daemons screeched and
bickered while the Dwarfs marched
onwards towards them, knowing that they
had to break through. The few war
machines salvaged from Ar Anrak
bombarded the Daemons 10 break a path
through their ranks and Anarbarziz led his
Vlagian's into the gap.

It was then that reality was torn asunder
in the mountains behind the Dwarf army.
Brazen horns echoed around the canyon
sides and the march of feel thundered
deafeningly along the valley. At the head of
a dread legion of BIQOdlellers strode the
Bloodthirster Kharang'kahar Goreweaver,
drawn to the mortal realm by the scent of
battle. Flesh Hounds loped at his sides,
baying for blood, whilst Juggernauts
stamped and brayed, eager for war.

Caught between the two Daemon
armies, the Dwarfs fought back-ta-back,
Vlagians alongside the Ungorites. There
was no chance of victory, yet Anarbarziz
hoped that a (ew of his warriors might
survive and carry news to the south of
what had befallen his home.

It was not to be, for they were
slaughtered to the last warrior, and so what
befell Karak Vlag remains a mystery to the
Dwarfs this day.

Playing the Campaign
The Hunt of the Vlagians is a small,
narrative campaign based on Anarbarziz's
doomed attempt to lead his army to safety.
The campaign is fought as a series of
battles that are fought in order, one after
the other. The results of the first two battles
will have an effect on what happens in the
third and final battle of the campaign.



Amin'Hrith the Soulflayer
Many have been the schemes of Amin'Hrilh, and many the mortals tempted into
damnation by its subtle lures. The Keeper of Secrets took the name of Soulflayer
after the Battle of the Winter Grove, during which it slew more than a hundred
Wood Elves and later fashioned a long. five-headed whip from their flayed skins.

BatdeOne:
The Bloody Spires
Slaaneshi Daemons under the command of Amin'Hrith
ambush the Dwarf army as it attempts to cross the ash
wastes known as the Bloody Spires.

The Battlefield: Set up the battlefield as you would for a
normal game. There should be no trees or buildings, but
plenty of hills and rocks. You may want to make terrain
pieces to represent the spires of volcanic rock that gives
the region its name.

The Armies: Each player picks an army to the same
points value. The Dwarf army is led by Anarbarziz (a
Dwarf lord) and can include any units desired, while the
Daemon army is led by a Keeper of Secrets known as
Amin'Hrith the Soulflayer and may only include
Daemons of Slaanesh.

Deployment: The Dwarfs deploy first, anywhere on the
table at least 18" away from a table edge. The Daemon
army deploys second, anywhere within 6" of any table
edge. In this battle units always flee towards the closest
edge of the table. Roll-off to see which side gets to have
the first turn.

Game length & Victory Conditions: The battle lasts for
six turns. The victor is decided using victory points in the
same manner as a pitched battle.

Special Rules: The air of the battlefield is filled with
clouds of steam and noxious gas, which hinders the use
of missile weapons and ranged spells. Because of this,
when declaring a ranged attack of any kind you must roll
306 and double the score; if the total is equal to or

greater than the range in inches to the
target of the attack, then the attack is

allowed to take place. If the total is less
than the range, then the attack was

obscured by clouds of steam
and will have no effect.
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Battle Two:
A Dread Alliance
Bolstered by the daemonic minions of the Eldritch
Watcher, Amin'Hrith is able to overrun the Dwarf
stronghold ofAr Anrak. A small contingent of Dwarfs is
left to fight a desperate rearguard action in order to give
the rest of the garrison a chance to escape.

The Battlefield: The battle is fought on a 3' square
playing area representing one of the Dwarfs' great
underground halls. There is a 6N wide entrance in the
centre of one table edge, and a 6N wide exit in the centre
of the opposite edge. No other terrain is required, but if
you have suitable terrain pieces, such as piles of rubble,
stone columns, and Dwarf altars or architecture, then
you should by all means use them!

The Armies: Each player picks an army. The Daemon
army receives twice as many points as the Dwarf army.
Neither army may include any lord-level characters. The
Daemon army may only include Daemons of Slaanesh,
and Horrors and Flamers of Tzeentch. Because of the
confined nature of the underground halls no unit may
have a unit strength greater than 10.

Design Note: This battle works best as a fairly small
game, with about 500 to 750 points of Dwarfs taking on
twice as many points' worth of Daemons.

Deployment: The Dwarfs deploy first, within 18N of the
exit. Half the units in the Daemon army (rounding down)
are deployed second, anywhere within IBM of the
entrance. The remaining Daemon units enter as

reinforcements (see below). The Dwarfs will flee
towards the exit if broken.

Game length & Victory Conditions: The bailie lasts until
there is a Daemon unit closer to the exit than any Dwarf
models. Keep track of the number of game turns that
have elapsed. When the battle ends, the Dwarf player
rolls 206 and must roll equal to or less than the number
of turns fought in order to win the baule. Any other result
is a Daemon victory.

Special Rules: Half the units in the Daemon army are
deployed as normal. The remainder can enter as
reinforcements from the Daemon player's second turn.
One unit can enter per turn, entering through the
entrance 10 the hall in the same manner as a unit that
has pursued off the table.



within 1r of one narrow table edge, and any Khorne
Daemons within 1r of the opposite narrow edge.

Special Rules & Victory Conditions: Dwarf units are
allowed to exit the table from either narrow table edge. If
at least one Dwarf unit manages to leave the table 'in
good order' (i.e. not fleeing), then the Dwarfs win the
battle and the campaign.

Game length: The battle lasts until there are no
Dwarf units left in play or one Dwarf unit is able
to exit the table.

Special Feature - Arcane Ruins
Centuries ago Chaos cultists built an altar to their Dark Gods. Although
the cultists are long since dead, the arcane ruins remain and are still
suffused with the raw power of Chaos. Conlrol of the altar by the forces
of Chaos will increase the magical power of any daemonic troops that are
nearby, but if the enemy capture it
then the magical power of
Chaos will be weakened. To
cootrol the altar a player
must have a unit within 6­
of the altar, and no enemy
unit within 6- of the altar. If
they coolrol ii, a Daemon
anny receives +1 power dice
in the Magic phase, and ·1
power dice if their opponent
conlrols Ihea1tar.

Deployment: The Dwarfs set up first, anywhere within
18" of the centre of the table. The Daemons set up
second. Any Slaanesh or Tzeentch Daemons must set up

BattleThree:
The Battle of Death Canyon

• Daemons Won Second Battle: Daemon army may take
a Bloodthirster (Karang'kahar Goreweaver) for free.

• Daemons Won First Banle: Daemon army may take a
Keeper of Secrets (Amin'Hrith) for free.

It was in the winding valley known as Death Canyon that
the Vlag;ans made their last stand. To their front lay the
Daemon hordes ofAmin'Hrith, and to their back the
Khornate legions of Kharang'kahar Gorewea\fer. The
Dwarfs' only hope was to cut through one of these
armies to freedom!

The Battlefield: Set up the battlefield as you would for a
normal game, but do not use any buildings. The long
table edges represent the walls of Death Canyon and are
impassable to either side. Fleeing units will always head
towards the closest narrow table edge.

The Armies: Each player picks an army to an equal
points value. The Dwarf army may include any units
other than Gyrocopters and Miners. The Daemon army
may include any type of Daemons of Khorne and
Slaanesh, and Horrors and Flamers of Tzeentch. If the
Daemons were able to win either of the first two battles
then they may take a number of Greater Daemons for
free:



FAMOUS LEGENDARY BATTLE:

THE DEFENCE OF ITZA
The battle for control of the Siann temple-city of Itza is one
of the most cataclysmic events in the history of the
Warhammer world - and it's crying out for a refight!

Vast armies of daemonic creatures were
unleashed when the warp gates built by
the Old Ones collapsed. They flooded
across the Warhammer world, and one by
one the mighty temple-cities began to fall.
Finally, the Daemons reached the
legendary city of Itza, which was under
the protection of lord Kroak, first and
greatest of the Siano Mage-Priests. For
months lord Kroak held the Daemon
hordes at bay, and even though his mortal
body was slain by a war host of a dozen
Greater Daemons, his undying spirit
fought on, eventually denying victory
to the enemy.

Refighting the Battle of Itza
The Battle of Itza makes an excellent
subject for a narrative Legendary Battle,
fought between a lizardman army and a
Daemon horde. The legendary BailIe rules
were published in WD339, and you can
download a copy from the Games
Workshop website. The notes that follow
are based on our own refight of the battle
at the Studio's Thursday-night games club.

Table Setup
The refight concentrates on the attack by
the host of Greater Daemons that led to the
death of lord Kroak. It is wrillen that lord
Kroak spent the battle "Serenely seated
atop the Great Pyramid of Ilza". Place a
model to represent the Great Pyramid at
one end of the board, and use buildings,
jungle and woods terrain pieces to
represent the area of the city in front of it ­
we used the ziggurat from the Ziggurat of
Doom scenario in WD339.

The Armies
The Baltle of Ilza was fought between
Uzardmen and Daemons. No allies from
other army lists may be used.

Lord Kroak
The lizardmen army must include lord
Kroak Use the Venerable lord Kroak model
to represent him in his living form, with the
following house rules:

The Ruination Of Cities: While alive lord
Kroak can cast Ruination of Cities with
greater power. To represent this he may
attempt to cast it normally, with a casting
value of 14, or choose to cast it with a
casting value of 15 or 16. Each point by
which the casting value is increased adds
+106- to the area of effect of the spell, and
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also adds +I to the Strength of any hits
inflided (to a maximum of +206- area of
effect and +2 Strength).

Golden Death Mask: lord Kroak isn't
allowed to use this item in this baltle,
because he's not yet dead!

Serenely Sitting: lord Kroak must be set-up
on the top of the Great Pyramid, and may
not move from there during the bailie.

Spirit Form: Should lord Kroak be slain
then his spirit-form will carry on fighting.
The only thing the spirit-form can do is to
cast the Ruination of Cities spell at a
difficulty of 14. In addition, any Daemons
that are in base contad with lord Kroak
when he is slain are instantly banished and
are removed from play. This includes the
models that managed to slay lord Kroak!



Greater Daemon War Host
lord Kroak was finally slain by a war-host
of twelve Greater Daemons. To represent
this gathering of might. the Daemon army
is allowed 10 include war host made up of
up (0 twelve Greater Daemons of any type.
The war host counts as a "Monstrous
Horde" from the legendary Battles rules ­
this is an exception to the normal rule that
all units in a Monstrous Horde must be of
the same type.

Winning the Battle
Use the standard legendary Banles victory
conditions for this scenario. However, such
is lord Kroak's importance to the outcome
of the battle that, if he is alive allhe end of
the game, then the lizardmen may add 25
points to their lotal score. However, if he is
slain then the Daemons may add 25 points
10 their total.
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Each month, the
Editor dispatches a
Dwarfer to the
darkest caverns of
Nottinghamshire.
His mission, to
rouse the Johnson
from his timeless
slumber. If he's
lucky, he makes it
back alive,
clutching the latest
Standard Bearer!

A
few months ago I was chatting to
Andrewand icola Taylor, two
good friends who also happen 10 be

two of the most talented miniature
painters I know outside of the 'Eavy Metal
Team. The Taylors regularly attend the
tournaments we hold at Warhammer
World, and just as regularly walk off with
the prize for the best painted army.

Anyway, there we were sitting in
Bugman's, enjoying a refreshing beverage
and a classic old Games Workshop board
game by the name of Dungeonquest, when
the Taylors suggested that I enter the
Warhammer 40,000 Doubles Tournament
with my son Jack. "Hmm," I said, "that
doesn't sound like a bad idea al all - I
think I'll do it!" And I'm jolly glad r did,
100, because I had the most wonderful
weekend I've had in years.

For those of you that don't know of it,
the Doubles Tournament - as its name
implies - is played by teams of players.
Each team is made up of two players, each
of whom brings along a 50<H)oint army, so
that the two players have a combined force
of 1000 points. The two armies in the team
must be ones that would probably fight
alongside each other, and the tournament
rules pack provides details of which armies
can (and more importantly, cannot) ally.
The tournament is fought over two days,

and each team takes part in half-a-dozen
games during that time, all fought using the
standard rules and missions from the
Warhammer 40,000 rulebook. Then, at the
end of the weekend, prizes are awarded to
the team that performed best on the
battlefield and the team that brought along
the best painted army.

Now, this description may make the
event seem very dry and serious, but the
reality is anything but. When I arrived on
Saturday, the place was buzzing as over
two hundred players got themselves signed
up and found out which table they'd be
playing their first game on. Being an
absent·mind twit, I'd left things far too late
to enter myself and Jack as a regular team,
but a certain amount of arm·twisting meant
that we were down as the "'spare player"
for the event and would play against any
team who was missing an opponent.
luckily for us, this occurred three times
over the weekend, and I also managed to
get in a one-on-one game with Jack into
the bargain. This meant I gOI to play plenty
of games, and still had time to wander
about and look at what was going on,
catch up with the Taylors, and generally
pontificate about the hobby with anyone
who was willing to listen to me!

The impression I left with was of a
tournament where the players were more
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interested in playing friendly games against
like-minded opponents, rather than taking
part in a deadly serious, win-at-all-costs
competition. I think the team set-up has a
lot to do with this; there's something about
playing alongside a mate or partner (or
son!) against another team of two players
that just makes for an easier-going game.

But although the gaming was fun, the
thing that really stood out for me was how
well painted most of the armies were. I
think this is because, at the Doubles, each
player only needs to prepare a SOO-point
force, and therefore can lavish a great deal
of time and attention on their army.
Certainly the general standard was amongst
the best j've ever seen, while the six armies
that were up for the best-painted army
prize were all gob-smackingly good.

For those who haven't attended a
tournament before it's probably worthwhile
explaining how the best army is chosen, at
least at the events we run at Warhammmer
World. What happens is that after the first
round the players leave their armies 'on
display' on their gaming tables. A team of
judges then go round, and after a certain
amount of bickering and arguing. pick out
the six armies they think are the best

painted. Then, later on at the event, usually
on the second day, the armies that made
the cut are put back on display, and all of
the players in the tournament get to vote
for the one they like the best. The army
that gets the most votes wins the prize.

What I think is wonderful about this
system is that it means that all of the
players (and various blaggers and hangers­
on such as myself) get a chance to see the
best armies at the event, not just those that

" The six artnies up for the best
painted army prize were gob­

smackingly good. "

are lucky enough to fight a battle against
the army. It's almost always my highlight at
the tournaments I attend, and this year's
Doubles really was no exception. In fact it
made me rather pleased that, as a member
of staff, I was not allowed to vote, as I
think I'd have found it almost impossible to
choose between the armies that were on
show. One thing that really stood out were
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The Best Models of the Day
1 & 2. fully converted Renegade Guardsmen by Andrew Taylor.
3. A Slaaneshi Chaos Space Marine converted and painted by Tom Coveney.
4. Paul McCabe modelled an ornate jump pack onto this Khomate Space Marine.
5. Owen Rees' Dark Angels Commander.
6. Jon Carter's Deathwatch Sergeant armed with a power axe.
7. A Chaos Sorcerer leading the Taylors' force 10 b<lule.

Write to Jervis at:

Jervis Johnson
c/o White Dwarf
Design Studio
Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom
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the variety of different approaches taken.
There were armies that looked like they
could have been lifted from the pages of a
Codex, painted with painstaking attention
10 detail. There were armies where each
and every model was heavily converted in
one way or another. There was even an
army thaI included classic models from the
Citadel range, such as the first ever Space
Marine Dreadnought mooel we made,
beautifully painted and showing that these
very early models have a real charm all of
their own and deserve their place on the
gaming table to this day. All six armies
included wonderful small details that
rewarded careful attention and meant that
every time you looked you noticed
something you hadn't seen before.

But enough rambling from me - when
all is said and done Ihe pictures you can

see on these pages show what I'm talking
about far better than any words can.
Instead I'll urge you to try and attend a
Doubles tournament if you possibly get the
chance. You'll get a great weekend of
gamin& and a chance to see what are
arguably the best painted armies in Ihe
world 10 boot. And if you can't gel 10
Warhammer World, why not organise your
own doubles tournamenl? It's easy 10 do
wilh a little bit of effort and great fun to
take part in.

And that's all for this month's Standard
Bearer. As ever, if you have any thoughts or
comments on what I've S<1id, then please
let me know by writing to me care of the
White Dwarf team. I'd love to hear from
you and really do read every letter. I don't
have my own bank of servitors scanning
the mail - il really is just me, honest!
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The °Battlemat
We're always on the lookout for ways to improve the

. oqUi)~ty of our products and make them all the more
o. usable by the hobbyist. This month sees the

reinvention of the Citadel Battlemat, with the release
of a new, cloth-backed 'versiono Here we take a look
at a few of the ways you can use of it.

In classic wargaming
tradition, you can place
boxes or stacks of books
underneath the Citadel
Battlemat to create hills and
contours. Because the new
Battlemat has a cloth
backing, it does not crease
and will follow the contours
of the items underneath,
giving you a gently sloping
landscape for your battles.

~ Top Tip
Instant Texture

To get a quick, perfectly
gr~n textured surface for
your gaming table, you
can use the Citadel
8attlemat - simply glue
the 8attlemat to the top
of your gaming board (see
p96 where we show you
how to make your own).
Make sure you pull it tight
across the surface - it's
best to use a heavy duty
staple gun fo keep it rigid
- before gluing it down.

• 0 More Rolling­
after your game just
bunch it up and stuff it
in your bag, as it's
crease resistant.

• Tear Resistant - you
can't rip or tear holes in
it accidentally.

• Fray Resistant - the
edges of the 8attlemat
will stay nice and tidy.

• Eminently Reusable­
even after repeated use,
the 8attlemat doesn't
get tatty.

• Washable - should the
worst happen and you
spill your coff~ on the
8attlemat, you can just
pop it in the wash. It's
hand washable in warm,
soapy water.
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MORDOR TROll

• Khemri "'owno FortressGrey

o MithriiSilver

• SCabAed
._B_
• Snakebi1e Leather

• Vermin Brown

• TaJlamFlesh

There1s nothing quite as fearsome in a
game of The Lord of the Rings as a
great big Troll. These hulking

creatures are responsible for the countless
deaths of Good warriors and more than a
few well·known Heroes have found their
quests ended prematurely at the hands of
a Mardar or Isengard Troll.

A powerful creature such as a Troll
makes a great centrepiece for your army,
and it would be a shame not to expend a
greal deal of lime and effort when painting
it for your collection.

Step forward FiJ Dunn, 'Eavy Metal

team leader and the man with the brush
skills to get your plastic Troll miniature
onto the battlefield looking spectacular.

FiJ started the project by detaching all
of the plastic components from the frame
using the Citadel Plastic Cutters and Hobby
Knife. He then cleaned up all of the parts
with the knife and files, before sticking the
kit together as a Mordor Troll. When the
plastic glue had dried, Fil gave the entire
model an undercoat of Chaos Black. He
used several thin coats of Chaos Black
spray paint, before touching it up with
Chaos Black from the pot.

Badab Black

De<lan Moo
G""*""",,,$ep;a

leviathan Purple

OgrynFlesn

o ',,",Coal

o MattVamish



For the Troll's skin, Fil chose quite a pale tone to make a
very deliberate contrast to the dark tarnished armour and
leathers he planned to paint later. Fil painted the flesh with
a lined, loose-looking texture, mimicking the skin of large
mammals such as rhinos and elephants for the Troll's flesh.
Larger animals tend to have loose, sagging skin compared

A purple glaze was applied to the
skin around the eye sockets to make
the face slighf/y paler than the rest
of the Troll's flesh

to smaller creatures. By replicating this look on the Troll
flesh, Fil intended to create a sense of scale. As ever, the
Internet is useful for finding reference material, as are
encyclopaedias or natural history books that contain good,
high-quality photographs. Don't be afraid to use real-world
references when painting miniatures.

Painting the Skin

Step 4. A I: I mix of Tal/am Flesh
and Dwarf Flesh was then applied
fa the flesh of the model brushed
on in lines across the body, adding
to the appearance of the creases.

Step 2. For the next stage he
started to build up the skin with a
1:1 mix of Scorched Brown and
Tal/am Flesh, applying the paint
across the flesh in horizontal lines

SfepS. Next, a 1:1:1 mix of Tallarn
Flesh, Dwarf Flesh and Bleached
Bone was used. Fil continued to
apply the paint across the same
areas to keep the dark furrows.

Step 6. To finish the skin, a glaze
was applied to the whole area
using a 1:1:1 mix of Mart Varnish,
Ogryn Flesh and Leviathan Purple.

Working Inside Out
When painting a model of
any size, Fil works from
the inside out, first
painting the skin, then the
doth, the armour and
other outer accoutrements.
This way he doesn't have
to worry too much about
being messy on the earlier
layers because he'll get to
the outer layers later and
can tidy up any stray paint
strokes by painting over
the top of them.
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Fi/lined in the area around the
scales using SCorched Brown
rather thiln Ch,10s Black, which
would have been too stark.

We refer to the rough patches of skin found on the Troll's
legs and back as scales for the purpose of this painting
feature. This is because they are painted using the exact
same method as the scales you'll find on our Dragons,
Cold Ones or any number of the creatures found in a
Warhammer lizardmen army.

The 'Eavy Metal team use a similar method for painting
scales no matter which creature it is - a basecoal, a wash,
followed by two highlights. Fil used a basecoat of Scorched
Brown for these scales. Scorched Brown was used
repeatedly across the whole model - for the skin, the
scales and the leather - tying the colour palette together.

Soft and Hard
Highlights
When painting a monster
it can be difficult to decide
on the best way to apply
highlights. Adding a very
severe highlight will not
always work. A good rule
of thumb is that if it is a
"gloss" surface, like a
claw, shiny chitinous
plates, scales or teeth,
then the highlight can be
quite harsh. If you're
highlighting a ma"
surface, like skin or cloth,
which diffuses light rather
than reflects it, then a
much softer highlight
should be used instead.

Painting the Scales

Step 1. The scales were first basecoaled with
Scorched Brown. The basecoat was applied both
to the scales themselves and the area of skin
iJroondthem.

StepJ. The first hiSh!isht applied was a 1:1 mix
of Scorched Brvwn iJnd Bleached Bone. Fil
«.refully applied this mix to the edge ofeach
$l!p<1riltesca/e.

Step 2. A dark brown wash of Devlan Mud was
then liberally applied over the top of the
basecoat. Fil mdde sure it covered the entire
areiJ, knowins lhaf you can be generous Wifh lhe

washes "-i/houf affecting /he tont'.

Step 4. For fhe last Slage, a sharp hiSh/isht
was applied to the most prominent edges of
fhe scales. dddinS some tJlOIe Bleached Bone
to theptevious mix.
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The sn'Ofd ndS pilinted in 1M
s.Jme way dS the dmlOtlf, 001
Fil used only d couple of wdsh
Idyers, ffldkins Ihf'()\.'f'fdlf
effect.brighrer:.

When painting armour, Fillikes to create dark metal tones,
before adding brighter highlights to create a very strong
contrast. This is further complemented by the Troll's pale
skin colour.

A very dark, almost black, iron-like colour works on
evil creatures such as Orcs and Trolls really well, as the

The helmet uses /he Solme

method dS lhe .lrITIOtlr. You
Cdn see the lhe wdtered­
down Vermin BrO\~n ndsh,
which repIeSefIlS ruS/ fomJing
inlherecE'Sses-

darker the metal, the more tarnished and ill-kempt it looks.
When painting dark metal, it's important to create an

extreme highlight along the edges to create a strong
contrast and help delineate the outline of the armour. This
is best seen with the helmet as shown in the inset above.
All metal areas of the model were painted in the same way.

Painting the Breastplate

Slep I. A" the metdl aredS oflhe Troll \\'t'Q'

pilinled wilh a baseco.ll of BoJlgun MeM/.
BoIlgun Metdllends 10 be quite thick, so mdke
stlre you keep It fluid by addins wali't".

Step 3. Fil used d tine brosh to carefully apply
the pilint chips and scratches with Mithril Si/\'ef.
The drmour edging was also given an eMreme
highlight of Mithril Silver at lhe same time.

Step 2. FeN lhe next S/age the tKedslpldle w"s
given six I"yers of 8<Jd.lb Bldek wolsh, tolking lhe
shine off lhe BoItgun Met,,/' Ml.l.e sure edeh
layer of wash is dry before "pplying the next.

Step 4. It wil5h of 8ddab Bid ..."s "pplied 10
somE' of the chips to age them. A findl ""sh of
Vermin Brown w"s oJdded 10 create" tVSIy /001..
10 pilrts of the "rmouf, especidlly in lhe recesses.

Metal Chips
There are many ways of
painting chips and dents in
metal armour. One
extreme method used on
metal models is to score
the painted armour with a
knife to expose the actual
metal underneath. Fil
created his chips and
flecks with Mithril Silver
and a steady hand. He
applied a wash of Badab
Black 10 some of the chips
(bul not all) to age the
armour and make it look
as though the damage has
happened over lime rather
than all at onCe.
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The Troll's loin c/ofh was
painted in the same way as the
blKk hide, with a brown
Ieilther bell and mefal cfasp.

The Troll is wearing t\vo types of leather - the straps are
painted in a traditional brown colour and the hide that the
Troll is wearing underneath the armour is much darker,
almost black. Even though both types of leather have
different colourations, the basecoJour of both is Scorched
Brown, as used in both the Troll's scales and skin.

The Slfap fing was painted
with BoIl8un Metal. A smdll
amounl of Devlan Mud 11M
been applied around the
mefal studs of the strap.

As with the armour, Fil wanted to keep the leather dark
to contrast with the paleness of the skin and the bright
edging highlight of the metallic areas. It's always good 10
plan ahead when painting a centrepiece model like this, so
you can think about colour theory and the effects of
contrast and balance across the whole of a miniature.

Aged Leather
To make the leather look
more realistic, Fil applied
highlights to age it. As
leather isa readily
available material, finding
a suitable reference
shouldn't be a problem.
Studying items like old
leather belts and blade
leather jackets can give
you a good idea of Ilow
leather wears and cracks.

For the straps, Fil
highlighted fine cracks
along the edge that work
their way into the centre,
around the areas that
would realistically incur
the most movement, such
as around the shoulders.

Painting Leathers

Step I. The black leather wasgiVf!fl a 1:1
basecool mix of Chaos BIKk and SCorched
Brown. The Slfaps were basecoated wi/h pure
Scrxched Brown.

Step J. A highlight using a 1:1 mix ofScorched
Brown and Bleached Bone was applied to the
raised areas of the~k leather. A Bestial Brown
highlight was also painted onto the very edge of
thestr.JPS·

Step 2. The black lealher was lhen shaded with
watered-<Jown CM>s Black, although roo cookJ
also use Badab BIKk. Fif then save the Slfaps a
wash ofDevl.1n Mud.

Step 4. More Bleached Bone was MkJed to the
previous mix fa a final hishfighl on the black
leather. Snakebite led/her was used to Credle
creases and cracks in the leather Slfaps as
described in the box on the left.
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Final Details

The Troll's sword was made fo look
bloody with layers of Scorched
Brown, Scab Red and then Blood
Red, followed by i1 wash of Dev/an
Mud. The final layer ;s a J:1 mix of
Blood Red and Gloss Varnish 10 give
il thai glisrening, viscera/look.

The severed head on the Troll'5
harness was painted with the same
mix of paint as the Troll flesh, with a
bit of Fortress Grey added.

The finished Mordor Tro''­
complete with a scenic base.

The Troll's nails were painted with
Scorched Brown. The lines were
painted with Graveyard Earth and
then Fonress Grey. A wash of
Gryphonne Sepia was then applied,
followed by a final highlight of
Bleached Bone.

Fit blocked in the eyes with Chaos
Black and then added a tiny
highlight of Skull While.

www.games-workshop.com 89



As the great new Citadel Washes were released last month,
we thought it'd be the ideal time to revisit those techniques
for which they're most useful: washing, glazing and staining.

W ashing is a technique used to
create shading across the surface
of a model. Washes are strongly

coloured translucent paints with a fluid
consistency that run into the cracks and
crevices of a miniature, staining the
surface and shading the areas where the
wash gathers strongly. The overall effect is
a gradated shade that lend a natural,
almost realistic look.

The Citadel paint range includes a
range of new, specially formulated washes
that are designed to wash, glaze and slain
Citadel miniatures. The darker colours are

This book is for everyone who p<linls
miniatures - it doesn't mailer whether
you have ambitions 10 produce
slunning individual models for display
or whole armies for gaming, you'll still
find plenty of useful hints, tips and
advice. How to Paint Citadel
Miniatures is packed with great
information about materials,
techniques, tips from professionals,
and example after example of painted
miniatures, demonstrating a multitude
of methods and effects.

Of course, there is only a finite
amount of space in the book, and so
Ihe information found in this tome of
painting wisdom will be expanded in
Ihe pages of White Dwarf magazine.

ideal for washes, especially Badab Black
and Devlan Mud. Badab Black can be
mixed into the other colours to make them
even darker.

You can also try washing with paint. It
is worth experimenting by watering down
the paint and then adding Citadel Colour
Varnish to the mix. This makes paint
behave much more like a wash and
stengthens the contrast compared to paint
and water alone.

On the opposite page you can see how
washes have been used to add shading to
the ranger, Damrod.



Example: Damrod

Step ,. The doole and tabard are
paimed K(liJrloc Green.

Step 2. The green areas then
receive a wash 01 Thrakd Green.

Step J. A highlight/aye!' of Ktldfloc Step 4. Goblin Green is used on
Green is applied fO the etJses. lhe most prominent edges.

Using a simple system of
OOsecool, wash and highlight
this model is ready fOf the
tabletop in no time ill all.

Step 1. Next; the lea/her is wilShed Step J. Finillly, the leather;s
with Devlan Mud. highlighted with Cal/han Brown.

Sttp 2. Gryphonne Sepia is applied Step 3. The raised areil! are
as a wash straight 001 of the pol. highlighted with Elf Flesh.

Step 1. The leather is basecoored
with Calthan Brown.

Step'. The skin is given a
basecoalolEIfFIesh.

~ 1,\'1 1'1 1/,1 Washes Showcase

wood Elf Spellsinger
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GLAZING
There are several ways to use the glazing technique, from simply adding a colour
tint to an area of a miniature, to the 'Eavy Metal technique of subtly blending
different hues together on a model.

An ink or paint glaze will leave a
glossy finish, ideal for shiny gems but not
necessarily desirable for everything. If you
want 10 dull down the finish, you'll need
to apply a coat of Matt Varnish 10 the area
afterwards. Citadel Washes, on the other
hand, dry completely mati, so if you need
a shinier finish you will need to use
'Ardcoat to gloss the area afterwards.

To some extent, wash and glaze effects
can amount to the same thing, as both use
ink to recolour the paintwork beneath. The
difference is that a glaze should ideally be
an even, thin coat, whilst a wash is applied
liberally and allowed to run inlo recesses
on the model. To a degree it's impossible
to do one without doing the other, as all
but the thinnest glaze will gather in the
dips and recesses, whilst a wash will still
glaze the prominent high points. Glazes
using Citadel Colour paint are less effective
but can also work - see the tip on glazing
consistency to the left for more information
on using paint.

A
glaze is used to intensify colour, or
restore strong colour, by applying a
thin layer of wash or paint. The

idea is to use a translucent layer that
allows the underlying colour, and any
shading or highlighting, to show through.
A glaze is also a good way of emphasising
gemstones, wax seals, or similar
decorative parts of the model which you
want to stand out.

A glaze is also a suitable method for
restoring the overall appearance to an area
that has been highlighted too much, for
example, by over-enthusiastic drybrushing.
If you want to subtly reinforce a colour,
mix your chosen wash with water and then
glaze over the underlying paint with as
many separale coals as needed - this
enables you to gauge the effect as you go.
Previously, in order 10 use very thin glazes,
you really had to mix a medium such as
washing-up liquid into ink. However,
Citadel washes are formulated so that you
don't have to do that.

Glaze Consistency
8e<:ause Citadel Washes
are designed for, well,
washing rather than
glazing,. you might find
that it takes a bit longer
to build up glazed
pigment. In this month's
'Eavy Metal Masterclass
on page 84, Fil Dunn
recommends adding
Citadel Malt Varnish to
the wash to speed up the
process. Alternatively, you
can use Citadel Colour
paint to glaze, although
you will have to water the
paint down much more
than usual, so that you
can barely see the
pigment in the mixture.

Martin Footitt
The secret to great looking
metallics is all about the
glazes. Martin nonnally
paints metals on figures
using the same method; a
basecoat of Boltgun Metal,
then Chainmail, highlighted
with Mithril Silver ­
although the amount of
Mithril can vary depending
on the look of the model.
The glazes (very thin coats
of watered down paint) will
differ greatly depending on
the model and context. For
example, this High Elf
Champion received many
layers of blue, purple and
even green glazes. For an
Orc or Chaos character,
Martin will use much darker
glazing layers, like blacks
and dark browns. So, whilst
the method for painting

metal remains IIIII~~~~:::=~~consistent, it is the
glazing that can
change and add
to the mood of
the model.

~TOpTip
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Kirsten Williams
The scales on this Cold
One model were finished
off using a glaze, which is
one of Kirsten's favourite
techniques. Glazes are
very useful for adding a
smooth, renective finish
and can also be good at
"knocking back'" over­
highlighted areas. To
create a glaze, choose a
coloured ink and add a
tiny amount to some
water. The aim is to
literally give colour to the
water, nothing more. In
this example, Kirsten
highlighted the blue scales
all the way up to Skull
White, then, to slop the
white dominating the
texture and making it look
chalky. she applied blue
glaze in several layers.

Fil1dlly. fhe glaze ",IS applied. In
Ihis case. ~'ffiJl /ilyers 0; ~ff)' thin
ihrt Flesh "'t'l't" uSi!d 10 smooth
out fhe highlights.

Highlight/he model by adding
increasing amounts o!lI'hile.

The highlights "'i'R' applied in
5e\'ffi)1 fhin layers at each suge
iflSle.Jdoionelhicklolyf.'l'; to
Khif>ve a natural, blenckd effecr.

Basecoallhe Orc's skin with a
smoosh coal 01 Snol Groen.

Example: Adding Depth

Example: Strengthening Blending 1

Example: Enriching a Hue

The hisJ1lights of ,h,s Griffon "1."re

colrefvlly blended up from
ScOtChed Bn:M"tt <lddins Fiery
Oranse in inaedSins amoonts.

Example: Strengthening Blending 2

Cldze the whole area with Golden
Yel/ow,crealingastronsyellow
with 5hdding and highlighting.

Glazing is iJ Bred! way of crealins a Overbrvsh the armoor usins Skull
strong yellow coloor. Begin with" White 10 creiJle highlights.
Blning Orange b.uKed/.

BaS«OiJt the cloak with wdlered
down SCab Red. Apply (jl'e or 5il:
thin coat5 10 get an even coverage.

Watf!l' down some Blood Red, and
apply a iew COdt5 10 the rai5e(1
area5 /0 get a smooth highlight.

Highlighl the rai5e(1 area5 U5ing
a 1:1 mixwre of Blood Red i1nd
BlaZing Oranse.

lIpp/y 5e\'ffal very Ihin glaze5 of
Baal Red to the cloak 10 smooth
OU/lhe blending.
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STAINING
Of the three wash techniques, staining is probably the simplest to achieve, while
producing the most dramatic results. This technique is used to both dramatically
enhance the colour of a model and provide strong shading at a stroke.

Example: Staining over colour

~ Top Tip

Simple Staining
This horse provides a
great example of how
staining completely
colours the model.

C
itadel Washes are translucent
colours that can be applied over a
white surface, or over a black base

that has already been drybrushed white,
to create a colour by staining.

This is similar to a wash or a glaze, but
both of these techniques are designed to
build upon an existing colour, whilst a

stain provides the colour itself. Washes are
ideal because they are highly pigmented.

Stain effects over anything other than
pure while will work better for some
colours than others, and you'll probably
find it necessary to experiment to gel an
idea of what the final result will look like.
We've provided a few examples.

Thesrainingtochniqueacwally
encourages nearness-carefully
applied basecoats will pay
dividends/ater.

Combined with the black
Undercoal showing through rM
recesses, the stain has produced ~

very weather·worn metal effect.

Apart from the met<lllic areas, the
model has been basecoated
enrirely with Foundation p.1ints.

The lexruredareas have nof OII/y
been shaded, but also been made
10 look more earthy.

The basecoored model.

The st<lined model. The whole
miniature "'as col'f?f"ed in DevI'1n
Mud straight from the pot.

o

... then stained with a mix of
black, brown and red washes.

The model <lfter
hishlighting <lnd b.Jsins.

The lIesh has been retouched with The oo/y highlights you t'Nlly nef'd
Tall<lm Flesh, bur you could leave apply are 00 fhe wrpesl edges.
it as ir is.
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~~----.:!..--...J·I Colour Chart
Citadel's range of paints, metallics, washes and varnish provides you with a
comprehensive palette to paint your miniatures in any colour scheme or tone
you wish. Foundation Colours provide the perfect basecoat, Citadel Washes are
fantastic for shading, while the Citadel Colour range consists of great paints,
specially formulated for a host of miniature-painting techniques.

Citadel Colour Metallic Colour Citadel Foundation

Citadel Varnish

Citadel Wash,r--, _

H
~i·!g:!Il;;llI""l:I"C::!!l!Ili!-••

,....'
'MliwqtTfutwif-.:BI_

'@"'¥!iiiMfE!@@ii'MW,M

www.games-workshop.com 95



Every gamer dreams of playing over an evocative battlezone,
comprising a beautifully modelled gaming board and scenery.
In this article, we show you how to make your own board,
and the terrain to go with it.

With the release of the new edition
of Warhammer 40,000, which
makes more use of terrain than

ever before, we thought it would be a
great time to look at gaming tables. After
all, if you're going to paint an entire army,
they'll need a battlezone to fight over.

A gaming board is probably the most
rewarding thing a hobbyist can make, as it
is the thing that will be used the most out
of your entire collection of scenery. The
gaming board is also the one item that
varies the most in its construction from
person-to-person, and in this article we aim
to show you several options, so you can
choose the one that's right for you and get
gaming as quickly as possible.

If you're new to the hobby, we've gOI
plenty of practical tips for you. If you're a
seasoned veteran, then you might well pick

up a thing or two from our hobby gurus,
the inestimable Chad Mierzwa, Dave
Andrews and Mark Jones.

Before jumping straight in, there are
several things to consider when planning
your first gaming board or area. How big
an area will you need for your games?
How much space do you have in your
home, garage or club? How much can you
afford to spend? Which games do you want
to use it for? Finally, think about your own
experience at modelling - if you're not
conversant with woodworking, you might
want to think twice before building a large
wooden board. We'll be showing you how
to go about that later in the article.
Remember, if you need further help or
advice on any aspect of the hobby, pop
along to your local Games Workshop
Hobby Centre and talk to our friendly staff.



WHERE TO START
The simplest gaming board to make isn't really a board at
all. In fad, it's not even a modelling project, per 5e. It is, of
course, the new Citadel BauJemat. You can find out more
in this month's Citadel Toolbox on page 83. Needless to
say, the mat is easy (0 slore - it's crease resistant so you

DREAM BATTLEFiElDS
At the opposite end of the spectrum are battlefields like
this one. This board features a gigantic Imperial cathedral,
built from dozens of City Ruins kits and featuring many
scratch-built elements. This kind of board is beyond the

V"li"nt Blood Angels defend"
beautifully modelled ruined
cathedral from the fool forces of
ChiJOS - a bat/Ie fousht on
terrain like this is sure tobea
memomble occasion.

can fold it up and pop it away in a cupboard after use. It's
also relatively cheap, and by placing some large books
underneath it you can make some makeshift hills, too.

A simple oollJefield such as this one
can be made instantly with the new
oottlemal and a few Glade/terrain sets.

realms of most gamers, as it is wrought by the hands of
expert modellers Dave Andrews and Mark Jones. Still, it is
a great example of the pinnacle of the model-maker's art,
and is the kind of setup that all hobbyists dream of!
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CONSTRUCTING A GAMING BOARD
lay it down onto a flat surface and apply
PYA glue to the topmost edges. Carefully
lay the MDF board on top of the frame­
you'll need some help with this 10 make
sure that the edges sit flush to the frame.
Leave the glue to dry for a few hours, then
knock a few panel pins through the top of
the OOard and into the frame to secure it
permanently in place.

Texturing the Board
Once the gaming board has been
assembled, it needs to be textured. Mark
covered the surface of the board with PYA
glue and JX)ured Modelling Sand all over
it. It's best to apply the glue in strips across
the board, about 1r at a time, so Ihat lhe
glue doesn'l start to dry oul before you
add the sand. Tip off the excess onlo some
old newspaper, and collect it up ready 10
use again later. Once the glue is
completely dry, check for any bare patches
and repeat the process as necessary. leave
it to dry overnight, then lap off any excess
sand once more. The board is now ready
to paint.

Making your own board isn't as hard as
you might think, but it does take a bit of
time and effort. We asked Mark Jones and
Chad Mierzwa to guide us through the
process, from construdion to painting. The
board we settled on is 6' x 4', made of
MDF and reinforced with sturdy wooden
batons. We asked the guys to create a
blasted battlezone of the far future, that
could easily represent a multitude of
planets in the Warhammer 40,0lXl
universe. Obviously, if you play
Warhammer or The lord of the Rings
strategy battle game as well as 40K, you
might like to paint your board in a
different way, such as grassland or desert,
so that you can get the most use out of it.

Before embarking on the project, find
yourself an uncluttered work area,
preferably outside, or in a garage or
workshop. Gather the tools and materials
(see the sidebar opposite), and you're
ready to go.

One thing to note is that many DIY
stores have specialist wood shops, and
people on hand who are able to cut wood
to size for you. This takes a lot of the hard
work out of the process for you, reduces
the need to use power tools, and can
result in more precise cuts to boot! All of
this frees you up to concentrate on the fun
part of the project.

Using the hardwood batons, Mark
began by making a wooden frame (see
below) to support the board. The batons
are drilled and screwed together, making a
6' x 4' frame. Once this frame is complete,

~~iiiiiiiiiiii~~iiiiiiiiiiil.""'--Thewooden boardislTJJdeeven"",""" ,nd .""'Ilff by the """"'"
frame and hardwood batons.

To construct your own
gaming board you will
need a few supplies,
available from any
good DIY store.

OA 183cm x 122cm (6'
x 4') piece of 9mm­
thick MDF (medium
density fibreboard).

fit Large decorating
paintbrushes.

GPanel pins and
hammer.

0PVAgl"o

• Modelling Sand.

f) Six strips of 40mm x
20mm hardwood
batons in the following
lengths: 118cm for the
four short batons and
183cm for the two
long ones.

• A saw, drill, wood
screws and a
screwdriver
(remember, if you're
under 16 seek adult
supervision before
using power tools).

CJ) Paint (more later).

"You Will Need
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Whatever colours you choose to paint
your board, the basic techniques remain
the same. First, you will need to apply a
liberal basecoat. In the case of our board,
this was Graveyard Earth. The basecoat
not only primes the surface and provides a
good foundation colour, but also seals the
sand, preventing it from falling off. As
you'll need a lot of paint for the basecoat,
it's well worth finding a DIY store that can
mix up pots of custom emulsion, and
getting them to match the colour to your
Citadel paint for you.

After basecoating the roard, drybrush
on the highlights with Snakebite leather,
before giving the board a much lighter
drybrush with a mix of Graveyard Earth
and Ccx::Jex Grey. Once the paint is dry,
your board is finished. If you want to try
another colour scheme, we've provided
some alternative colour examples below.

Desert Board
Basecoalthe board with Bestial
Brown paim, making sure you
work the painr between the sand
grilins (I). Next, with a large
brush, give the enrire surface il
heavy drybrush of VOmir Brown
(lJ. Finally, give the board a
lighlerdrybrushofa 1:1 mix of
Vomit Brown and Skull White (3).

Mars/Red Planet Board
Paint the sanded board with a
basecoat mixed from equal parts
Dilrk Flesh and Red Core (1).
Once dry, the enrire wrface can
be given a heavy drybrush using
the same mix but wilh Blazing
Orange added to it (11. Finally,
Blazing Orange is lightly
drybrushed over the enlire surface
(J). By increasing the strengrh of
the drybrush in certain areas you
can create a natural gr~rion of
colour across the board.

Moonscape
This landscape hasn't been
lextured with sand at all. Instead,
thick lextured waf/paper from a
DIY shop has been glued (M'I' lhe
board and kft to dry before
painting it. The enlire wrface was
painted Orkhide Shade m, then
drybrushedwitha 1:1 mix of
CatKhan Green and Codex Grey
(l). Finally, a /ighl drybrush of
Rotting Flesh provides the toP
h;ghligh/S(J).
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SCENERY
Of course, constructing a board is only
the first step 10 realising your dream
battlefield. Next, you'll need some scenery
to match it. Some players swear by
scratch-building terrain, while others
prefer the convenience of Citadel scenery,
which can make populating your board
thai much quicker. To start with, basic,
natural terrain such as hills and trees can
be painted up to match your gaming board
and used straight away.

We asked Chad Mierzwa to make us
some ruined buildings for our battlezone.
Using the City Ruins box sets, he came up
with these great-looking buildings. ole
the use of the extra girders and bits of
plastic frame 10 create debris. The
buildings were based on pieces of thick
foam board (available from most art
shops). The edges were sloped using a
sharp Hobby Knife, then covered in sand
and painted to match the board.

The rinished Warhammer 40,000
battlezone, complete with warrins
armies. All of the scenery pieces shown
here are available to buy from Cames
\.1.'orkshop, from the City Ruins /0 the
CitadellNood.
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OTHER GAME SYSTEMS
As mentioned earlier, the battlezone board lends itself to
Warhammer 40,000, but not as well to Warhammer or The
lord of the Rings strategy battle game. The easiest way to
caler for other game systems is to make a gaming surface
that can be used in any setting. However, if you only play

E
HE

nT
ORDHrEJ~NG '

STRATEGY BATTlE GAMES

Warhammer or The lord of the Rings, there's no reason
why you can't apply all the tips from this article 10 make
a fully themed board for your chosen game system. Here
are a couple of suggestions, but the only real limit is
your imagination.

This desert board could be used (or
WarlJammer, Warhammer 40,000 or
The Lord of the Rings stratf!8Y battle
Bdme. Here it is set up for a game of
Warhammer, including terrilin made
from the Arcane Ruins and Biu PilCh

This boifd was crealed for The Lord of
the Rings Sfr,Jfegy bank game, complete
with hills and rivers modelled inlo the
slJfface of the board.
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Tickets on sale

NOW
Games Day Chicago

July 26, 2008
Donald E. Stephens Convention Center

5555 N. River Road

Rosemont, IL 600018

Games Day Los Angeles
August 23, 2008

Ontario Convention Center
2000 E. Convention Center Way

Ontario, CA 91764

Tickets available online,
in·store, and over the

phone. For details visit
us.games.workshop.com



I] 111 ~~ (I] ;1' Everything you need to get involved in the
Games Workshop hobby community!

FRONTliNE
The Events Diarv ,.~

Events Calendar
Find out what's happening when and where in the Games Workshop hobby community
with this comprehensive list of important dates, tournaments, campaigns, and more.

Event Profile
See what happened at a recent event, including
Games Days, Grand Tournaments, Indy GTs, and more!

Store Information -~i

Games Workshop Hobby Centers
Get everything you need to build your forces and then take them into battle! GW
Hobby Centers are the place to learn and practice the intricacies of the Hobby.

Store listings
All the Games Workshop stockists in your territory are listed here. Wherever you are,
you can always find a Games Workshop and Citadel Miniatures retailer close by.

Ordering Direct ':'.
Games Workshop Direct
The full range of Games Workshop products are available from GW Direct,
our premiere online and telephone ordering service.

Advance Orders
Order the newest miniatures now - so new they're not even out yet! Order next month's
models today and have them dispatched as soon as they are available.

104·109 ~~

110·115 ~~

116·119 ~~
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THE EVENTS DIARY
Conquer the world at tournaments and learn new skills at hobby days! Events are

your opportunity to immerse yourself fully in the hobby with, potentially, people from

all over the world. large or small, events are the places to spend your weekends.

Upcoming Events
Please note all dates and details are correct at the time of
going 10 print but are subject to change. Games Workshop
is not responsible for the content, liming or price of events
not organized by Games Workshop.

EVENTS DIARY ABBREVIATION GUIDE

GW Games Workshop

WH Warhammer

40K . . Warhammer 40,000

LOTR The Lord ofThe Rings

GT Grand Tournament

BB... . BloOO Bowl

MORD Mordheim

WM Warmaster

NEe Necromunda

EPIC Epic Armageddon
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Below: The Rogue DJemOO
competition winning model.

Booom right: Phil Kelly getting
his Sdme 00, NJeptiCoo slyle.

Aeronautica Imperial is and
Warhammer Historical. Run by an
all-volunteer staff of dedicated
hobbyists, AdeptiCon truly offered
something to everyone in the
Games Workshop hobby.

AdeptiCon 2008 also marked
the opening of the 2008 Games
Workshop Tournament Circuit, with
six of their tournaments giving
participants a chance to earn 2008
Tournament Circuit points.

By the time you read this, the
AdeptiCon 2008 Retrospective will
be available on the AdeptiCon
website: www.adepticon.org. Check
it out, and Slay tuned for lhe
latest information about
AdeptiCon 20091

Event Profile: AdeptiCon
For Garners, By Garners
UFor Garners, By Garners" is the
motto of AdeptiCon, the largest
c1ub·run Games Workshop
convention in the world. From
April 11 th to April 13th, over 700
GW enthusiasts from as far away as
South Africa and Japan participated
in this event, which featured 14
tournaments, dozens of seminars,
and more demos and open games
than ever before! A lucky few also
got a chance to playa game with
Games Workshop's own Phil Kelly,
the AdeptiCon 2008 Games
Workshop Guest of Honor.

AdeptiCon 2008 featured a
greatly-expanded lineup of non­
tournament events, like the gigantic
Apocalypse battle and demos of

Events Section at hnp://us.games-workshop.com
www.games-workshop.coml05
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Event Calendar What's on, when and where:
All the events for the next
month are listed here.

Dale: Every day in July
Venue: All Houston and Dallas Hobby
Centers, and the Memphis Bunker
Details: All month long as a part of the 40K
Celebration we will be holding terrain clinics.
Come in to build and paint your very own
40K inspired terrain pie<:e. At the end of the
month we will hold a competition to judge
which terrain piece is the best built as well as
the best painted.

Date: Every Wednesday in July
Venue: All Houston and Dallas Hobby
Cent~, and the Memphis Bunker
Details: The Iron Cross is an andent and
powerful artifact from the dawn of the
Imperium. Many have fought and died trying
to possess the Iron Cross. Come in every
Wednesday in July and fight for this most
ancient artifact.



Fim Annual Great lakes Masters Tournament Clrcuh

12-13th The Siege of
KarosVI

Dale: July 12th and 131h
Venue: Michigan Hobby Centers
Details: Karas VI lies on the outer edges of
the Imperium. A small but valuable mining

resource, Karas VI has come to the attention

of the enemies of the Imperium. Contained
within 2 large Hive centers, the population of

Karas huddles hoping that the armies of the
Imperium come to !klve them from the

predators that seek to devour them. Man a
post and join the fight, the Seige of Karas VI

is at Hand!
Contact: For more details on this event call
your local Michigan Hobby Center

Date: July 12th and 13th
Venue: Red Top Plaza in Libertyville, IL
Details: Imperial forces must liberate
Rhynoss from the Eldar and their Xenos
allies. Help the Crimson Crown celebrate
Warhammer 40K, 5th edition, with
facilitated 40K games all weekend.
Stop by Red Top Plaza for details.

Date: July 13, beginning at 1pm
Venue: Atlantis Games & Comics

Virginia Beach, VA
Details: A huge Apocalypse event!
Bring 2000 points of your 40k finest
for this epic battle.
Contact: 757-479-5400

This series of tournaments will run throughout
the summer ending in a final Masters Event.

It will use the Official Grand Tournament 2008
rules packet and each qualifying tournament
will be four rounds of 1750 points and cost $25
to enter. Any player who qualifies for a Main
Event seat may still participate in other circuit
events to win prize support and possibly qualify
another army choice to bring to the final
Masters event. Each of the top four qualifiers
from each tournament will receive a shirt
which is the Masters event Entry Pass.

The Masters Tournament will cost S15 and you
must use the army that you qualified with. You

Date: Saturday, July 12th at 10 am
Venue: Banle Forge Games Austin, TX;

Dragon's lair Austin, TX;
Dragon's lair San Antonio, TX

Date: Sunday, July 13th at 11 am
Venue: Ninja Pirate Pflugerville, TX.
Details: Battle Forge 2000 point 'Ard
Tournament, Dragon's Lair (both locations)
Apocalypse Battle 2000-3000 points per
player. Plus other odd ball exciting events.
Contact: Austin Miniature Minions Forum

http:/;blacklotusarts.com!forum

Date: July 13th at noon
Venue: league Subterranea - labyrinth

Comics & Games, Ann Arbor, Ml
Details: Come welcome in the newest edition
of 40k the best way possible... All OUT
WAR! Bring your Apocalypse force of up to
3,000 pts. and help us reach our goal of
putting 40,000 pts. on the table. II's free to
enter and we'll be raffling off a new 5th ed.
rule book at the end of the event.
Contact: 734-769-1969
Email: rob.haug@gmail.com

may change your list, but if you played Erdar in
the qualifier, you must play them in the final.

QUALIFIER TOURNAMENTS
June 21 st - Fortress
East lansing· 517-333-0435
June 28th - Planeswalkers Magic Bag
Jackson· 734-4t8-2817
July 12th - Pandemonium
Garden City/Detroit· 734-427-2451
July 26th - Planeswalkers Magic 8ag, Jackson
August 2nd - Fortress, East lansing

MAIN MASTERS EVENT - INVITE ONLY!
August 16th - Fortress, East Lansing

Events Section at hnp://us.games-workshop.com
Event informariOl1 COfre<:tar rimeofgoing 10 press. Games ~i5001respoosibleiorevMI5OO1runbyGames~. www.games-workshop.com107
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Date: July 5, 2008
Venue: The Game Castle, londonderry, NH
Details: $20 - Help the Deamon Hunter
purge Williams Bay of it's Chaos influence.
Contact: 603-425-7400

Venue: Galactic Comics & Games,
Statesboro, GA 30458

Details: $10 entry fee (or each tournament.
1500 point standard force organization
tournament, Codex Armies (including Blood
Angels) permitted (ie. 0 Forge World,
Armoured Company, etc)
June 29th - "'Farewell to Arms'"
4th Edition, 3 Rounds of play.
July 27th - "'Changing of the Guard'"
5th Edition, 2 Rounds of Play (rounds
will be slightly longer to help with new
rules and questions)

Each individual tournament will have it's own
prizes, in addition there will be an overall
prizes for players Ihat participate in both events.
Contact: 912-489-3123
galaclidigalacticcomicsandgames.com

Date: July 5th & 6th 2008
Venue: Imperial Outpost Games

Glendale, AZ
Details: The Evil Forces of the Dark lord are
gathering in the desert. Will you be strong
enough to endure the elements and stand up
against the Forces of Evil? Come I1ght (or the
Forces of Good or the Forces o( Evil in the
Valley of the Sun, Phoenix, AZ for the I1rst
ever The lord of The Rings Independent
Grand Tournament. Enjoy 5 exciting games
over two days, testing your strengths againsl
some of the best players in the country.
To keep you sustenance up during the event

the organizers will be catering lunch on both
days. All entrants that pre-register for the
event witt also receive a commemorative
t-shirt designed spe<:ifically for this event.
For those who have not had their battle lust

sated from the first day of battle, that Saturday
evening there will be an epic struggle of
Good versus Evil in a multiplayer battle for
control of Middle Earth. Come join your
comrades in arms to take up the I1ght against
the forces of good & evil in this all out mega
battle for supremacy of Middle Earth.
Contact: 602-978-Q467
Website: www.adeptusarizona.com

Date: July 5th
Venue: Dragon's Keep Games and Comics

Provo, UT
Details: Bring in a few models and other bits
to convert one or more of your guys to have a
unique pose, from a flying chapter master to
an ork in a hello kitty tshirt. Get your lucky
13 stamp. Starts at 5 pm.
Contact: 801-373-3482

thedragonskeep@gmail.com
Website: www.dragonskeep.com

Venue: Borderlands Games
Date: Every Wednesday and Saturday

May 2151 2008 - July 16th 2008
Details: For veteran Of beginners alike,
come in for a casual and fun season of
collecting. painting and playing Warnammer
40,000. league accomplishments grant
your army battle honors to use throughout
the league. league prizes given out every
week! See our website for more details.
Entry fee: $30 purchase o( 40K (or your
league army.
Contact: 503-485-2554

borderlandsgames@yahoo.com
Website: www.borderlandsgames.com

Venue: Showcase Comics
Bryn Mawr and Media, PA

Details: To celebrate the new edition of 40k,
Showcase Comics will be holding a series of
40k tournaments and Apocalypse games at
both of our S1ores.

June 28th - 40k 1500pt 4th Edition
Tournament, your last chance to play
the old rules set.

July 5th - Fireworks and Apocalypse! Join the
lucky 13th as they toss a (ew (ireworks at the
enemies of the Imperium.

July12th - 5th Edition release day party. Door
Prizes, Contests, Spe<:ial Deals, and for the
brave, an Apocalypse Game with the new
5th edition rules set.

July 19th - Dawn of the 5th Age! 1500pt
Tournament using the new rules set.

Contact: Mike at Granite Run Mall,
Trent at the Bryn Mawr store
www.showcasecomicsandgames.conVphpBB2

IllY 12
Buckeye Dailies Indy GT
Delilwilre, OH· 614·278-1449
lruckeye@yahoo.com
www.buckeyebattles.com

IllY 5
Silver Dragon Games
Tampa, FL· 8130885-2379
ryanspace@aol.com
www.sdgames.SOmegs.com

Past Present Future Comics
WestPalmBeach,Fl
561-596-9621
warbosskrunk@yahoo.com

IllY 12
The Ganw Castle
Londoodt'rry, NH • 603-425-7400

IllYla
Top Deck Games
Tulsa, OK 0918-665-7529
ldged@yahoo.com

IllY 19
Armada Games/Metrocon
Tampa, Fl • 813-980-6080
info@armadilgames.com
www.armadagames.com
Rooks Comics and Games
Bozeman, MT • 406-556-2153
erickson.wraOgmail.com
www.rookscomic:sdndg.ames.com
Battlefields
Oldahoma City, OK
405-936-0073
info4tbattlefteldsolc:c.com
www.oottlefieldsokc.com
Grand Adventures
Murfreesboro, TN
615..a67-Q838
www.grandadventurescomics.com

~:Ni~~~~~~A' )60-671·1913

IUlY2&
Fun N' Games
lake Elsinore, CA 0 951-471.(1555
funngames@verizon.ne!
www.4FNG.com

Coliseum of Comics
COC 401< RTT Tampa
Tampa,Flo 813-9011-8454
mike@ooliseumofcomics.com
www.coliseumofcomics.com
Armada Games
Armada Games 40K RTT
Temple Terrace, Fl
813-980-6080
info@armadagames,com
www.armadagames.com
Game Castle @ OGC
NashuiI, NH • 603-425-7400
joritt!leg.lmecaslle.oom
www.ogc-eon.oom
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l.lU6
Silver Dragon Games
Tampa, Fl • 813-885-2379
ryanspace@ao!,com
www.sdgames.5Omegs.com

IllU
Silver Dragon Games
Tampa, Fl • 813-885-2379
ryanspace@aol.com
www.sdgames.50megs.com

lUlU
Coliseum of Comics
Tampa, FL • 813-908-8454
www.coliseumofcomics.com
mikettcoliseumofcomics.com
Table Top Game & Hobby
Overland Pane. KS
913-962-4263
www.table!opgameandhobby.com

cont'd

IllY 13
Armada Games
Temple Terrace, FL
813-980-6080
info@armadagames.com
www.armadagames.com

IUlY19
Coliseum of Comics
COC Fantasy RTT Kissimmee
Kissimmee, Fl • 407-870-5322
www.coliseumofcornics.com
mikeOcoliseumofcomics.com
The Game Shoppe
Bellevue, NE· 402-292-4263
gamegeek@thegameshoppe.com
www.thegameshoppe.com
The Game Castle
Londonderry, NH • 603-425-7400
The Compleat Strategist
New Y()fk, NY. 212-685-3880
www.warmongerclub.com

JulVRns

Date: July 27th, 1pm-7pm
Venue: Planeswalker's Magic Bag, Munith, Ml
Details: Buy an HQ model and troop choice,
enter them into a painting contest, and fight
them in our arena! Paint & glue will be
provided for free. There will be loads of
prizes and free stuff!
Contact: 734-418-2817

Date: July 26th, 2008, 1tpm-7am or longer
Venue: Groovy Gecko's Comic and Games

Williamsburg. VA
Details: 2.500 points. MuS! be a full Force
Organization. Entry Fee is S1O. Play is set up
as a team event with mission objectives.
Teams are decided randomly after arrival.
limited to 16 players. Prizes awarded 10 each
player on winning team. Models need not be
painted. Registration required.
Contact: 757·258·4464

Date: July 17th· 4pm
Venue: Dragon's Keep Games and Comics

Provo, UT
Details: The earth will tremble for this 4,000
point apocalypse game. Bring your favorite
faction in and crush all who oppose you.
Entry is free. Get your lucky 13 stamp.
Contact: 801·373·3482

thedragonskeep@gmail.com
Website: www.dragonskeep.com

Date: July, 12th, 12pm
Vl'nue: The Gamer's Realm, Cranbury, NJ
Details: Bring a fleet of 1,300 points from
ArmadaIBlue Book only. 3 rounds of 2 hours
each with different missions in each round.
Prizes provided for Best Admiral, Best Fleet.
and Best Sportsman. Cost $20 {or $10 for
those who pre-register by July 4th}. Space is
limited to 14 admirals SO pre-register!
Contact: 609-426-9339

www.gamersrealm@comcasl.net
Website: www.gamersrealm.com

Date: July 25th
Venue: Dragon's Keep Games and Comics

Provo, UT
Details: Getting a large number of models
painted in a short period of time is the goal.
Compete with other players in an attempt to
paint more points then they did. Get your
lucky 13 stamp. Starts at 5pm
Contact: 801-373-3482

thedragonskeep@gmail.com
Website: www.dragonskeep.com

www.games-workshop.coml09



STORE INFORMATION
All GW hobby centers and independent stockists of GW products at your fingertips

~tE,5WORl!HO' Hobbv Centers
Hobby Centers are Carnes Workshop's own retail stores. Each store provides gaming
and painting facilities and is staffed by expert hobbyists! Hobby Centers are marked in
red in the store listings.

OPUIIiG nlES
Mon-Fri: 12pm - 6pm
Salu"by: 1Oam - 6pm
Sunday: 110m - 5pm
beept for:
• Stores in malls will

open and close
according to the
mall's hours.

• Some slores are nol
open every day.
Please call the
relevant store
for details.

110 WHITE DWARF FRONTLI E

Full range of products
All our Hobby Centers stock a full range of
Warhammer 40,000, Warhammer and The
lord of The Rings games and models as
well as all the hobby materials you need to
collect, build and paint your armies.

In-store order point
All of our stores have a Direct in-store
order point which you can use to get your
hands on all of our Specialist Games
products, plus many exclusive miniatures,
components and classic models with
which to customize your Warhammer,
Warhammer 40,000 and The lord of The
Rings forces.

Free painting & modeling advice
No matter what your level of painting or
modeling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find
out something you never knew!

Free gaming & tactics advice
All our staff are experienced garners (after
all it's what they do for a living!). They can
give you sound tactical advice, help you
build banle-winning armies and clear up
most of your rules queries.

Academy Program
Our beginners' program is a six week
course that teaches you how to build,
paint and play for S50. Once you complete
the program, you receive a free figure case!
Every Friday, Saturday, and Sunday in the
Hobby Centers are also geared towards
beginners gaming.

Battle Bunkers
like regular Hobby Centers, all Battle
Bunkers provide the full range of Games
Workshop services. However, they are
larger than a normal Hobby Center and
have many more tables, which makes them
perfect for meeting fellow hobbyists!



~,sWORrsHOp Independent Stockists
Games Workshop products are sold by a large number of shops across the country.

• Below is a full listing of all the stores that sell Games • Call your local store for more details.
Workshop products across the United States. • You can find a full lis! of our U.S. retail outlets on our

• Most Games Workshop stores are open seven days a website: us.games-workshop.comlstorefjnder.htm
week, with gaming into the evening on certain nights. • If you're unsure where your nearest retailer is located,
Always check with your local store for opening hours! call GW Direct at: 1-800-394-4263.
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INDIPINDINT STOCKIST?
Carry Games Workshop product from the basic

Getting Started display 10 the entire current range.
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Votta Quest
Cincinnati,OH -513-923-1985

Carolina Comics
lawton, OK - 580-353·5164

Rainy Day Games
Aloha, OR - 503.042-4100

RTS Games
Portland. OR - 503·2()()'7423

Whirlwind Toys & Hobbies
Indiana, PA • 724·]49-6849

HobbyTown USA
Columbia, SC • 803-733-0959

Jasco Games & Collectables
Lubbock, TX • 606·252·3404

Adventures Underground
Richland, WA - S09-946·9893

The Danger Room
Entertainment
Ander§on,l~ - 765.04fHi341

Books Comics & Things
FonWayne,l~ - 260493-6116

Gamer's Faith
Greeflwood,lN - 317-865-1500

Axiom Technologies
Milchias,ME-207-255-Q679

Tuday's Artisan
5Iockbridge,MI·SI7-851-9200

21st Century
Comics & Games
EasILansing.Ml-517-324-3585

Universe Games
Richftekl,M:":·612-861-4111

Nalural20
Westmont. 1\) - 85&-854-7100

Pass Go Games
Aztec..... \1 - 505-334-8603

Raven's Hollow Games
Peralta,I'\M·505-865-4707

Calli Mods Hobby Shop
Baldwin Place, ~Y

914-621..(1044

Providence Hobbies, Inc.
Ithaca, NY· 607-273-4251

Up Up and Away
Cincinnati,OH • 513-661-6300

The Comic Book Club
lime Rock. AA. 501-951-1893

Games Exchange
A1ascadero. CA. 805-462-1151

Games Exchange
GrO\1ffBeach,CJ\
805-473-5898

Carnes Exchange
losOso, CA' 805·528·1615

Paradise Dive Center
Paradise, CA • 530·672-7707

Melro Comics
Santa Barbaril,CA

805·963·2168

RC Hobbies and More
WinSled, CT • 860-738-7534

The Kid in Me, Inc.
Milford. DE· 302-491-6411

Vorpal Games
GaIne5'ille, Flo ]52-692-4455

The Dark Side
S.lrilsotl, Fl- 941-363-0840

Past Present
Future Comics
West Palm Beach,Fl

561-697-2554

Fantasy Factory
Dahon, GA' 706-259-3315

Galactic Comics & Games
Pooler,GA' 912-547-7322

Balrog Entertainment
Hiawatha, fA • 319-]78-9663

Lightning Comics
Coeur 0' Alene, 10

208-667-2400

The Spot
Dalton Gardens, 10

208-115-0606

Bedmon's Gaming
Paradise
TWinFalls,ID - 2()8..733-3901

HobbyTown USA
Nonhbrook, IL - 847-205-5588

The Gamer's Sanctuary
Pekin,lL - 309-642-6224

New lodepeodem Stockists
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If ever an excuse was needed
to start a new army, the
release of the new edition of
Warhammer 40,000 is it.
And with the emphasis
firmly on Troops, an army
based on a Ballieforce
will be perfectly killed
out to take those all­
important objectives.

116 WHITE DWARF AVAILABLE TO ORDER

Banlelorces

Contains: 8 Khorne Berzerkers, 15 Chaos Space Marines,
S Possessed Space Marines and a Chaos Rhino.
I'roductcotk:600JOIOZOtU
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Advance Orders
Next month, Warhammer fans are in for a treat as
the long-awaited Dark Elf army book and brand new
models hit the shelves. Use our Advance Orders
service to get hold of yours on the day of release.

e o..k Elf Mmy Book

Upcoming Releases
Can't wait to get the new releasesl
Get the latest products delivered to your
door on the day of release!

Warhammer
• O.,k Elf Army Book $22
• Dark Elf Black Ark Corsairs $22
• Oark Elf Cold One Knights $22
• Dark Elf War Hydra $40
• Dark Elf Assassin $10
• Oark Elf lokhir Fellheart $ 12
• O.,k Elf Oreadlord $ 12
• Dark Elf Dreadlord

on Cold One $20
• Dark Elf Supreme Sorceress $12
• Dark Elf Supreme Sorceress

on Cold One $20

Warhammer
• Dark Elf Battalion $90

e o.,k Elf Black Ark Corsairs

118 WHITE DWARF AVAILABLE TO ORDER

e o.,k Elf Cold One Knights
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Our hobby range contains thousands of products, with more added every
month. There are three ways to get your hands on GW products.

At GW Hobby Centers & Independent Retailers
• Range of products

All OUf Hobby Centers and many independent retailers stock a large
range of Warhammer 40,000, Warhammer and The lord of The
Rings games and models as well as all the hobby materials you need
10 collect, build and paint your armies.

• In-store Order Point
Many of our stores and independent retailers have a Direct in-slore
order point or Special Offer which you can use 10 access our entire
range including Specialist Games, Collectors and Bitz Packs allowing
you 10 individualize your Warhammer, 40K and The lord of The Rings
forces. You can also subscribe 10 White Dwarfat these locations.

• Battle Bunkers
like regular Hobby Centers, all Battle Bunkers provide the full range
of Games Workshop services. However they are larger than a normal
Hobby Center and have many tables, which makes them perfect for
meeting fellow hobbyists.

On Our website at: us.games-workshop.com
At www.games·workshop.com we offer a fast, accurate and
convenient service that allows you to order anything from our entire
range of miniatures and other hobby products and have them
delivered to your home.
• We aim to despatch all orders in three days, straight to your door.

• You can order ANY Games Workshop product.

• Our Advance Order service lets you order models and
products before they are released, reserving your copy.

• Our complete range includes Specialist
Games, Collectors and Bitz Packs, with
new additions every month! Check out
what's new today.

By calling the Games Workshop
Direct Customer Services team

Want to place an order? eed advice on the next purchase for your
army? Have a question about Games Workshop products? Just pick up
the phone and give the Hobby Specialists a call at 1-800-394-4263.
Monday - Saturday: 11 a.m. - 7:30 p.m. Eastern
Our experienced team will guide you through the ordering process and
will answer any questions you may have. They are also on hand for
any individual tips and advice you may require.

For Customer Service please call 1-888-248-2335
Monday - Friday: 9 a.m. - 5:00 p.m. Eastern

Methods of payment
You can only pay for orders through the Online Store by credit
card. We accept the following credit cards: Visa, MasterCard,
Discover Card and American Express.
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Score needed to hit 6 5 4 3 2

ROLL TO HIT (SHOOTING)

4 Loser Checks Morale. The loser has
to pass a Morale check or fall back.
If the loser passes the test. go
directly 10 Pile In.

S Sweeping Advances, Fall backs and
Consolidatlons. Umts falling back
from dose combat must test to see
If they successfully break off. if they
fail they are destroyed. The winners
may then coosolidate their positIOn.

6 Pile In. If umts are stlilloded In
dose combat, then any models
not engaged are moved 6· towards
the enemy to continue the fight
next turn.

1 Pick a combat.

2 Fight Close Combat. Engaged
models roll to hit and to wound in
Initiative order. Their opponents
take Saving throws as required.

3 Determine Assault Resufts.
Total up wounds inflicted. The side
which inflicted the most wounds
overall in the combat is the winner.

7 Pick another combat and
repeat until all combats have
been resolved.

Dangerous Terrain

test required?

RESOLVING COMBATS

No·
Yes

Only If move starts/ends in the terrain

No·

Only If move starts/ends in the terrain

No for crf!W*. Yes for gun models.•
No·
No·
Only If move starts/ends in the terrain

Yes

3+

Automatic

4+

3+

2+

• High Grass,Crops. 5+
Bushes. Hedges. Fences

5+

Infantry Yes

Btkes No

Jetblkes No

Monstrous creatures Yes
Jump Infantry No

ArtIllery Yes

Beasts & Cavalry Yes

vehicles - Walkers Yes
vehldes - Skimmers No

vehides - Other No

DIFFICULT TERRAIN - EFFECTS ON MOVEMENT

Unit Slowed by

Type difficult terrain?

Cover Type Save

RESERVES TABLE
Turn Unit arrives on

NlA

COVER CHART

• Razor wire. Wire mesh 6+

• Units (friends and enemIes) 4+
Trenches.. Gun pits. Tank traps.
Emplacements. Sandbags.

Barricades. logs, PIpes, Crates,
Barrels. Hill crests, Woods.
Jungles. Wreckage. Craters.
Rubble. Rocks. RUins, Walls.
Buildings, Wrecked vehicles

• Fortrficatlon

1 2345

SHOOTING SEQUENCE

1 PIck one of your unrts, check
Its line of SIght and choose a
target fortI.

2 Che<;:k range

3 Roll to hIt.

4 Roll to wound.

S Take saving throws.

6 Remove casualties.

ASSAULT PHASE
, Move assaulting Units

2 Defenders react

3 Resolve combats

TURN SEQUENCE
1 The Movement Phase

2 The Shootmg Phase

3 The Assault Phase

Firer'sBS

MORALE CHECKS
A unit takes a Morale check:

• If It takes 25% or more casualtIeS
In a SIngle phase (dose combat
casualties do not count) - test al
the end of the phase.

• If an enemy tank performs a Tank
Shock attack on them - test once
the tank has moved Inlo contact.

• If It is defeated in dose combat in
the Assault phase - test once
combat results are estabhshed.
The unit's leadership is moclified
by -1 for Mry pomt thetr Side
has lost the combat by.



TO HIT CHART (Assault) TO WOUND CHART
Opponent's Weapon Skill Toughness

2 3 4 S 6 7 8 9 10 1 2 3 4 S 6 7 8 9 10
4+ 5+ 5+ 5+ 5+ 5+ 5+ 5+ 5+ 1 4+ 5+ 6+ 6+ N N N N N N

4+ 4+ 4+ 5+ 5+ 5+ 5+ 5+ 5+ 2 3+ 4+ 5+ 6+ 6+ N N N N N

3+ 4+ 4+ 4+ 4+ 5+ 5+ 5+ 5+ 3 2+ 3+ 4+ 5+ 6+ 6+ N N N N

3+ 3+ 4+ 4+ 4+ 4+ 4+ 5+ 5+ 4 2+ 2+ 3+ 4+ 5+ 6+ 6+ N N N

3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ 4+ J;; 5 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ N N

3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ ~6 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ N

3+ 3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ ~ 7 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+
3+ 3+ 3+ 3+ 3+ 3+ 4+ 4+ 4+ il'l 8 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+
3+ 3+ 3+ 3+ 3+ 3+ 3+ 4+ 4+ 9 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+
3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 4+ 102+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+

VEHICLES' MOVING & SHOOTING SUMMARY CHART
Stationary Combat Speed Cruising Speed

All (except Fast & Walkers) All Weapons 1 Weapon* No Weapons

Pistol Can move and fire once

l

1

NlA

Flat Out
NlA

No Weapons

NlA

1Weapon*

1-2 Terrible accident! The entire Urlll Isdeslroyedl

3-4 Misplaced. Your opponent may deploy the urlll anywhere

on the table (including inside diffICult terrain, which of

course counts as dangerous for Deep Stnklrlg units!), ina

valid Deep Stike formation, but Without rolling for scatter.

5-6 Delayed. The unit is placed back Irl reserve. If the unit is

unlucky enough that the game ends while it is still in

reserve, it counts as destroyed.

All Weapons

All Weapons

DEEP STRIKE MISHAP TABLE
06 Effect

May fire in the Shooting phase and then assault
the same enemy unit in the assault phase.
Unit may not assault if the weapon was fired in the
Shooting phase (unless allowed to by a special rule)

May fire once in the Shooting phase and then assault the
same enemy unit in the Assault phase. (ounts as an
additional weapon in close combat.
Unit may not assault if the weapon was fired in the
Shooting phase (unless allowed to by a special rule).

WEAPON TYPE SUMMARY
(not for vehicles)

Firing and Assaulting

All Weapons

All Weapons

Modifiers:

Glancing Hit -2

Hit by 'AP-' weapon

Hit by 'AP1'weapon +1

Target is open-topped +1

Cannot move and fire

Fire twice at up to 12", or
remain stationary and fire once
up to maximum weapon range.
Can move and fire normally.

VEHICLE DAMAGE TABLE

Heavy

Assault

Rapid Fire

Walker

Fast

Weapon Type Moving and Firing

1 Crew-Shaken

2 Crew - Stunned

3 Damaged - Weapon Destroyed

4 Damaged - Immobilised

5 Destroyed-Wrecked

6 Destroyed - Explodes!

06 Result
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