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ack in WD298 | reminisced
B about the heritage of
Games Workshop and took

a nostalgic look back at some of
our models down the years.

But it's not just our models that
have a depth of history, as the
next issue of White Dwarf is a e >
momentous milestone — issue TR j ;
300. : ; ’
We’ve been planning this SPECIAL 300TH BIRTHDA EDITIO
issue for some time and
we're all sure you'll love
the end product... .&5; "
T : N
Above: One of the classic pieces of
Warhammer 40,000 artwork.
Adrian Smith has rendered a new, full
colour piece which will adorn next
issue’s free poster.

Left: A figure of remarkable power, the
White Dwarf only appears when
Dwarfkind is in great peril. Or when we
reach issue 300! A new model, updated
rules and artwork for the legendary
bearded one arrive next issue!

Size isn't
everything. ..

One of the things we
really wanted to do for
WD300 was to increase
the page count to a
colossal 300 pages!
However, the romantic
ideal of 300 pages for
issue 300 was beyond
our physical
capabilities and we've
had to settle fora -
massive 208 pages —
as many pages as we could
possibly produce within our
deadlines! form the cover of WD300). On
the reverse will be a map of
the entire Warhammer world,
revealing in full such places of
legend as Cathay, Ind and
Nippon as well as the more
familiar regions.

On the subject of the articles
contained in the mag check out
our Coming Next Month page on
page 102, as I've used all my
space for this month.

This has been a huge undertaking
and the White Dwarf team have
thrown themselves into the task
with incredible enthusiasm.

That's not all...

Not content with almost doubling @ Not able to decide between
the number of pages of the mag our options for the poster we
for issue 300, we also have some decided to do two! This
superb freebies that no serious second double-sided poster
hobbyist will want to miss out on. will be home to the incredible  cover and subscribe (or

Horus vs the Emperor artwork. Christian’s pet Platypus gets it,
Once again Adrian Smith is the capiche?).

creator, faithfully revisiting his
classic old hlack and white
version (see above). This
piece is truly amazing and big
thanks must go to The Black
Library and Sabertooth Games
for allowing us to use it as a
poster. On the reverse of this
is a campaign map for use
with the full Warhammer
campaign in WD300.

| do have just enough space for a
shameless plug for subscriptions
though! Make sure you don’t miss
out on what will be a very sought
after edition of your favourite
hobby mag. Go to the inside back

We're planning three (yes,

THREE!) freebies with WD300:

Until next month,

@ A card reference sheet for the
updated Warhammer 40,000.
No need to flick through the
rulebook for tables or stats —
with this baby it'll all be easy
to find!

@® A double-sided poster. On
one side will be the awesome
artwork of the White Dwarf
himself by artist Adrian Smith
(part of which which will also

Paul ‘Fat Bloke’ Sawyer
Editor
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Bugman’s Lament (Warhammer)
Continuing the campaign featuring the most
famous Dwarf in the Old World, wherein a
Dwarf watchtower falls under attack.

The Enemy’s Line is a Glorious Mark
(Warhammer)

War machines, wonderful war machines...
What's that? Another misfire... @X?! it!
AAARRGGHH!

Battle Report: Death in the Drakwald

(Warhammer)

Beastmen ambush a Dogs of War company

making their way home after fighting in the
. Storm of Chaos.

Choose Life (Warhammer)
Why this unfashionable set of spells may be
the key to your next Warhammer victory.

Angels of Death: Codex: Space Marine
Designers’ Notes (Warhammer 40,000)
Graham McNeill and Pete Haines talk us
through the changes they've made in the new
Codex: Space Marines.

Create A Chapter

(Warhammer 40,000)

Can't decide on what colour or name your
new Space Marine Chapter will have? Turn
here for help.

The Emperor’s Finest
(Warhammer 40,000)

Tips and techniques for converting your
Space Marines.

& ", REGULARS
Games Workshop News
All the latest news and information.

: ‘ Y New Releases

All of this month’s latest releases.
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‘Eavy Metal Showcase
Some amazingly painted and converted
miniatures from our North American friends.

Army Building: Heart of Orkness
(Warhammer 40,000)

More Ork talk as George Dellapina continues
his gorgeous new army of wild Orks.

Events Diary
Upcoming tournaments and events.

The Lord of The Rings

Featuring two new scenarios, Rudgie’s
Mamak masterclass part two, a Wood Elf and
Moria Goblin Army Showcase and
conversions of different breeds of Orcs.




THE NEWS

MAKING

NEW ELDAR
WAVE SERPENT!

They say save the best until last. We
have. Finally the Wave Serpent is in
production and soon to be released,
much to the joy of Eldar players
everywhere. “When designing the
new Wave Serpent, we looked at the
Forge World version and consulted
Jes's sketches for the model,”
Martin Footitt, designer of the new
plastic kit tells us. Based upon the
Falcon Grav-Tank, the Wave Serpent
has much to distinguish itself.

“We originally thought about
increasing the size of the hull, but
decided against it because we didn’t
want it to be bigger than the Falcon,
as it just didn’t seem right.” Instead
the Wave Serpent has been
extended with a new crew
compartment at the rear.

“I think one of the things that really
makes the Wave Serpent stand out
are the Energy Field projectors at the
prow,” Martin says. “Then of course,
there’s the crew compartment and
the turret for the heavy weapons.”
The Wave Serpent kit will come with
a new frame of twin-linked heavy
weapons to represent all the variants
in the codex, such as bright lances
and the dreaded starcannons.

This new heavy weapon frame is
something of a milestone in the
Eldar range as Martin explains,
“Going forward with the range, we'll
be looking to bundle the heavy
weapon frame into the other Eldar
plastic kits, like the Falcon.”

This is Martin’s first plastic kit, and
what a model to start with, and it
looks great. “| was quite nervous
with this being my first plastic kit,
but I'm really pleased with the
finished model,” he confesses.

It's no secret; the Wave Serpent has
been a long time coming, but
definitely worth the wait. “It was just
one of those kits that kept getting
pushed back in the schedule,”
Martin says “and we really wanted
to wait this long so we could get it
right.” The evidence shows that this
is certainly the case. The Wave
Serpent kit is the first in a whole
new range of great plastic models
coming soon in the future.

2 THE NEWS

Right: The prototype plastic kit version o
Wave Serpent, equipped with twin-linked
scatter lasers.

TETr |

f the
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Left: They might look like white chocolate, but they are in fact

il the large three-up scale resin versions of the Wave Serpent’s
s arsenal of weapons. Clockwise from top: bright lance,
starcannon, Eldar missile launcher, shuriken cannon, and

scafter laser.

THE DYING ARE REBORN!

EPIC: SWORDWIND

Work has begun on the first
supplement for Epic. The
Swordwind book introduces the
Eldar into the game in a campaign,
the format which future Epic
releases will follow.

“It was an early decision with the
Epic game system not to re-release
all of the previous Epic races in
one go as this would simply be

unfeasible. Instead, we decided to
focus upon ‘theatres of war’ like in
Armageddon. In that case that
meant Space Marines, Orks and
Imperial Guard of the Steel
Legion.” Matt Keefe, co-author of
the supplement with Jervis
Johnson, tells us. “This is a trend
we have followed with the new
supplement and in doing so, it
allows us to introduce new races
and revisit old ones.”

Swordwind is set during the Baran
War, a brutal conflict involving the
Eldar and two other variant armies;
the Imperial Guard Baran
Siegemasters and Feral Orks. It
features some stunning new
models including the Eldar
Revenant Titan, designed by
Martin Footitt, and the
Orkeosaurus, designed by Michael
Anderson both of which we hope
to have pictures of soon.




WALKING WITH BEASTS FAnATIC

The Scrap Launcher is the bizarre
creation of the Gnoblars, the
diminutive servants of the mighty
Ogres that feature in the
forthcoming Warhammer Armies:
Ogre Kingdoms. The Scrap
Launcher is dragged into battle by a
mighty Rhinox, a beast of burden of
the Ogres’ inhospitable homelands.
“The Rhinox is the Ogre Kingdoms
equivalent of a bad-tempered bull,”
Phil Kelly, author of the book,
explains. “The idea came from the
fact that the Ogre Kingdoms is

very much a pre-historic
landscape. Everything there is
BIG and the Rhinox is no
exception.”

The war machine is
crewed by Gnoblars
called Scrappers. “They
are part of a guild
organisation, in which
status is determined by how
shiny their scrap is,” Phil explains.

The Scrap Launcher is unusual in
that it is a stone thrower that is part
chariot. It can cause impact hits so,
with the Rhinox, it is handy in a
fight. The ramshackle design hints
at the symbiotic relationship
between Ogres and Gnoblars in the
army. “Ogres re-use everything they
take from the bodies of their
victims, they can't create,” Phil

TAU TECHNOLOGY

says. “One of the Gnoblar’s roles is
to gather the fallen equipment,
weapons and valuables of the
enemy after a battle. This is used to
make a Scrap Launcher and serves
as the ammunition for it too, so the
enemy can expect to have helmets,
axes and swords flung at them.”
Because of the unique nature of its
ammunition, the Scrap Launcher is
the only war machine to have the

The enigmatic Tau get an upgrade with some new turret weapons from
Forgeworld for the Hammerhead tank. These new turrets, designed by Daren
Parrwood, carry heavier versions of the Crisis Battlesuit weapon systems.

Killing Blow special rule, despite its
low Strength of 3. “This represents
the chance of a sword flying just
right to impale a hapless victim or a
spear striking down through an
enemy’s skull,” Phil explains.

This fantastic model is but one of
the many that will be released for
the Ogre Kingdoms range. It is

merely the tip of a mighty iceberg.

Missile pods.

.

Long-barrelled burst cannons.

IPSWICH HOBBY CENTRE
The Ipswich Games Workshop
Hobby Centre is the latest in a
growing number to become a
Gaming Room store. Ipswich
now has a full complement of
gaming tables and cool artwork.
So, if you're in the area, get over
there and see what great gaming
events the guys have to offer.

You can find the Ipswich Games
Workshop Hobby Centre at:

49 Buttermarket
Suffolk
Tel: 01473 210 031

Opening Times
Monday 10-6
Tuesday 10-10
Wednesday 10-6
Thursday  10-10

Friday 10-6
Saturday 10-6
Sunday 11-5

www.games-workshop.co.uk 3



THE NEWS

GAMES WORKSHOP ONLINE

OUT OF CHADS
COMES ORDER!

The UK hobby website rebuild
continues apace...

It is a hectic time in the UK web-
team at the moment. Behind the
scenes we are busily putting
together a brand new ‘Hobby
Support’ website which we hope will
provide great content no matter
whether you are just starting out in
the hobby or are a gnarly veteran of
many years. Our priority is to make
the website easy to use, to make
articles easy to find and to have lots

e AT T
UK v o

\GE MARINES

of things to see and do on the site.
The web will soon be the ultimate
on-line hobby resource!

At the heart of the new site are our
dedicated army sections. No matter
what army you collect, we’ll have
many articles to browse, such as art
galleries, a miniature gallery of
every model available for the army,
reference sheets, the latest FAQ's
and errata, gaming, painting and
modelling articles and much more.

We have already finished over a
1,000 pages of content and we still

] MugiEg
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have a lot more to add before we
launch the new site in January.
After the launch it will be our
continuing commitment to keep the
site updated and bring you all the
latest news on a weekly basis.

To stay up to date with all the latest
news on the new site go to our
news page, as we will be giving you
sneak peeks of what is to come.

www.games-workshop.co.uk/news

Next month we’ll have a preview of
the new site.
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4 THE NEWS

Paul: It seemed
such a good
idea at the time,
one that has
returrned to
haunt me...

When |

Paul Sawyer volunteered to
convert and paint the Goblin river
raiding force for part three of Nick
Kyme's Bugman’s Lament campaign
| didn’t want to use the plastic
Warhammer Goblins. This is mainly
because | really like the metal
Gretchin models from our
Warhammer 40,000 Orks range -
surely converting a handful of these
sneaky little greenskins wouldn't be
too much hassle. Would it?

Well, one broken pair of clippers,
numerous cuts to fingers and more
expletives than | was aware | knew
and I've almost finished the
converting. Just Kap’n Skabend
himself to go and I'll be breaking the
paints out.

Now, if only my car would stay
working for two days on the trot |
may just get them painted in time...

Guy: I've been
on holiday for
much of this
month, visiting
my good lady’s
granny in
Sweden. An

o even larger part
Guy Haley of the month
has been spent avoiding her (the
missus, not granny) as she tries to
give up smoking. Never the sweetest
tempered of lasses, the withdrawal
of the evil weed has sent her into a
Viking bezerker fury.

[

This has left little time for hobbying,
but even so I've squeezed in a bit of
painting here and there. Trolls and
yet more Goblins continue to infest
my paint stations at work and at
home. That would be Kyme’s fault.

Thankfully, | now feel like I'm getting
somewhere so the task is becoming
more of a pleasure with each
greenskin that | complete.

And believe me, until those cravings
go away, I'm staying locked in my
painting room, so | should get plenty
more done.

Greg: Returning
to the battlefield
this month to
get in some
games of the
updated
Warhammer
S 40,000 I've
Greg MacGregor  experienced
mixed success. In a game against
Paul Foulkes from the UK studio my
Eldar triumphantly crushed his puny
Catachans — helped by a third turn
that saw my Seer Council weather a
barrage of around 50 shots far only
4 Wounds. Strange also that his
Jungle fighters didn’t use the jungle.
In a quick rematch Paul exacted a
small measure of revenge, killing off
my Guardians with some Heavy
Bolter shenanigans from his now
tree-hugging Jungle Fighters. Next
time we’ll be playing in a desert...

My good old Guardians have been
earning craftworld honours by
dispatching numerous Guardsmen
by charging in close and laying
down some shuriken love, baby.
Despite only having a 12" range
they're much more potent than the
weedy Imperial lasgun.




NEW RELEASES

PROTECTORS OF HUMANITY

CODEX: SPACE MARINES

In the darkness of the 41st millennium,
Mankind is assailed on all fronts by degenerate
aliens, perfidious traitors and treacherous
rebels. There is no escape from the horror and
slaughter; these threats must he met and
defeated. This is the destiny of the Space
Marines of the Adeptus Astartes, fearless
champions of Humanity and unforgiving
crusaders against the multitudinous enemies
of the Emperor of Mankind.

Space Marines are one of the best armies
available in Warhammer 40,000. Why? Because
they're as hard as nails! A Space Marine's
characteristics equal or better those of the

elite troops of other forces, combining both
excellent hand-to-hand combat skills and
shooting accuracy with a zealous determination
to never give way before the vile and corrupt
foes of Humanity.

This 80-page book contains background,
painting and modelling guides, and full rules for
fielding a Space Marine force.

CODEX: SPACE MARINES e 212,00
Denmark  kr 125.00  Sweden kr 150.00
Euro € 17.50

SPACE MARINE ATTACK BIKE

Attack Bikes often accompany Bike squads to provide
heavy weapons support. When fielded as squadrons, they
are highly mobile units with enough firepower to destroy
even the largest enemy units, or blow apart tanks with their
short-ranged multi-meltas.

This boxed set contains 1 plastic Space Marine Aftack Bike,
armed with either a multi-melta or heavy bolter designed
by Martin Footitt, Tim Adecock and Jes Goodwin.

This model requires assembly.

SPACE MARINE ATTACK BIKE .......cccooreueneneen £10.00
Denmark  kr125.00 Sweden kr 150.00
Euro € 17.50

6 NEW RELEASES Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices
correct at time of going to press, please contact us for current avallability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or
website. Independent retailers are responsible for determining their own prices.



SPACE MARINE COMMANDER |

Space Marine Commanders have led their warriors through the heat of battle
for centuries, with a depth of faith and self-belief unmatched by lesser men.
They are able to coordinate units under their command with ruthless
efficiency, therefore all Space Marine squads may use his Leadership for
Morale, Pinning or Leadership tests.

WAR tld:&:lﬂe“

This multi-part boxed set contains 1 plastic Space Marine Commander, with
various weapons options. Designed by Jes Goodwin, Dave Thomas and
Mark Harrison.

This model requires assembly.

SPACE MARINE COMMANDER......ovccossssninenensn£8.00
Denmark kr100.00  Sweden kr 120.00
Euro € 13.00

Humanity’s greatest defenders have access to the very best wargear the
Imperium can provide. Mobilised as an army they are a dread prospect for
their enemies, refusing to balk and flee in the face of insurmountable odds.
Augmented with ancient technologies, they are capable of performing
incredible feats of daring. Highly organised and used to deliver surgical and
devastating strikes into the heart of enemy resistence, they are warriors
that know no fear.

This army set contains 1 Commander, 1 Command Squad, 1 Razorback, 10
Tactical Marines, 10 Assault Marines, 6 Scouts, 1 Attack Bike, 3 Bikes and
a Special Edition Veteran Sergeant. Designed by Jes Goodwin, Juan Diaz,
Dave Thomas, Mark Harrison, Martin Footitt and Tim Adcock.

These models require assembly.

SPACE MARINE ARMY SET .oovvrvnsrrssasnressnnns£130.00
[E)Lelpornark lér 1 25158.5)8 Sweden  kr 1900.00 Also includes this Special Edition
L Space Marine Veteran Sergeant.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous www.gumes-workshop.co.uk]siorefroni 7
if used incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by
Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.



NEW RELEASES
SPACE MARINE VETERANS g

Deadly warriors of a hundred campaigns, Veteran Space Marines are the elites of the Adeptus Astartes. They are
chosen for the most dire of missions and the toughest opponents. Veterans have access to many kinds of specialised
equipment in light of this fact, and their great experience grants them special skills with which to achieve their
objectives and crush the enemies of the Imperium.

This boxed set contains 5 Space Marine Veterans. Designed by Juan Diaz, Felix Paniagua and Seb Perbet
These models require assembly.

SPACE MARINE VETERANS ........ormssssinsessennssss£15.00
Denmark  kr200.00 Sweden kr 250.00
Euro € 27.50

- SPACE MARINE COMMAND SQUAD

It is usual for Space Marine characters to be accompanied by a cadre of highly disciplined veterans. A Command
squad often includes honoured warriors such as the Company Standard Bearer, Apothecary and Company Ghampion.
Apothecaries are skilled medics who can perform battlefield surgery allowing the Command group to ignore one failed
save a turn. The Company Standard Bearer holds aloft the banner that bears the company’s heraldry and which allows
any Space Marine unit within 12" to re-roll a failed Morale or Pinning test. The Company Champion is armed with a
power weapon, bolt pistol and combat shield and will fight to the death to uphold the Company’s honour.

This multi-part boxed set contains enough parts to make 1 Space Marine Veteran Sergeant, 1 Apothecary,
1 Company Standard Bearer, 1 Company Champion and 1 Space Marine Veteran.
Designed by Jes Goodwin, Dave Thomas and Mark Harrison.

These models require assembly.

SPACE MARINE COMMAND SQUAD ...............£18.00
Denmark  kr250.00 Sweden kr270.00
Euro € 30.00

8 NEW RELEASES Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices
correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or
website. Independent retailers are responsible for determining their own prices.



SPACE MARINE COMMANDER

Space Marine Commanders have led their warriors through the heat of battle

for centuries, with a depth of faith and self-belief unmatched by lesser men. | i

They are able to coordinate units under their command with ruthless =
efficiency, therefore all Space Marine squads may use his Leadership for
Morale, Pinning or Leadership tests.

This multi-part boxed set contains 1 plastic Space Marine Commander, with
various weapons options. Designed by Jes Goodwin, Dave Thomas and
Mark Harrison.

This model requires assembly.

SPACE MARINE COMMANDER.........ccsnnnnssnnesss £8.00
Denmark kr100.00  Sweden kr120.00
Euro € 13.00 ]

Humanity's greatest defenders have access to the very best wargear the
Imperium can provide. Mobilised as an army they are a dread prospect for
their enemies, refusing to balk and flee in the face of insurmountable odds.
Augmented with ancient technologies, they are capable of performing
incredible feats of daring. Highly organised and used to deliver surgical and
devastating strikes into the heart of enemy resistence, they are warriors
that know no fear. i

This army set contains 1 Commander, 1 Command Squad, 1 Razorback, 10
Tactical Marines, 10 Assault Marines, 6 Scouts, 1 Attack Bike, 3 Bikes and
a Special Edition Veteran Sergeant. Designed by Jes Goodwin, Juan Diaz,
Dave Thomas, Mark Harrison, Martin Footitt and Tim Adcock.

These models require assembly.

SPACE MARINE ARMY SET ......ooormunesiesesnenesnn£130.00
Denmark  kr 1550.00 Sweden kr 1900.00 Also includes this Special Edition

E € 210.00 :
¥ Space Marine Veteran Sergeant.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous www.gumes-wofkshop.co.uklsiorefronl 7
if used incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by
Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.



CHAPLAIN CASSIUS OF THE ULTRAMARINES

Cassius is amongst the oldest members of the Ultramarines Chapter. His impassioned words have
carried the Ultramarines forward into battle on a thousand worlds. As a veteran of the first Tyrannic
war, Cassius has become an expert at fighting this foul alien threat, therefore any unit he leads
benefit from the Veteran skill Preferred Enemy (Tyranids). Also, because of his inspiring presence,
Ultramarines units within 6" may re-roll their Morale checks.

This blister pack contains 1 Ultramarines Chaplain Cassius. Designed by Dave Thomas.
This model requires assembly.

CHAPLAIN CASSIUS OF THE ULTRAMARINES ...£7.00
Denmark kr 90.00 Sweden kr 100.00
Euro € 11.00

SPACE MARINE SCOUT WITH MISSILE LAUNCHER

Scouts squads are expert at fighting independently from the main force, performing covert missions, behind enemy lines. The
missile launcher is the ideal heavy weapon for this purpose as it is capable of taking on both infantry and armour with its
different types of missile.

This blister pack contains 1 Space Marine Scout with missile launcher. Designed by Juan Diaz.
This model requires assembly.

SPACE MARINE SCOUT WITH MISSILE LAUNCHER ....£4.00
Denmark kr 50.00 Sweden kr 60.00
Euro € 6.50

o hent 1= 1 ] These models are available via the in-store order point, the website af:
GAMES BANIGE  www.games-workshop.co.uk/storefront or direct on 0115 91 40000

ﬁ&&&
a2 B ed
%ﬁt%ghﬁ

IMPERIAL GUARD RAGNORAK HEAVY TANKS .......coocecorminsnssssnssssesnsses£ 10,00 SPACE MARINE CHARACTERS £7.00
This blister pack contains three Imperial Guard Ragnorak Heavy This blister pack contains five strips of Space Marine Characters
Tanks. Designed by Mark Bedford. (a random selection is shown above). Designed by Mark Bedford

These models require assembly. and Aly Morrison.

ADEPTUS ARBITES JUDGE.......coonssssrsssesssnnens£12.00
This boxed sel contains one Adeptus Arbites
Judge. Designed by Steve Buddle.

This model requires assembly.

ELF MAGE ; £5.00
This blister pack contains one EIf Mage.
Designed by Juan Diaz.

This model requires assembly.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Gertain Citadel products may be dangerous www.gumes-workshop.:o.uk]storefrom 9
if used incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by
Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.



NEW RELEASES
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AMES RANGE www.games-workshop.co.uk/storefront or direct on 0115 91 40000

These models are available via the in-store order point, the website at:

RATSKIN CHAMPIONS £7.00
This blister pack contains 2 random models to make 1 Chieftain
and 1 Totem Warrior or 2 Totem Warriors plus 1 Pistols Weapon
sprue, 1 Head sprue, 1 Long Range Weapon sprue and 1 Close
Combat Weapon sprue per blister. Designed by Adam Clarke.

These madels require assembly.

RATSKINS GANG £20.00 RATSKINS BOOSTER PACK £7.00

This boxed set contains 1 Chieftain, 1 Totem Warrior, 4 Ratskins, 2 This blister pack contains 2 random Ratskins, 1 random Brave

Braves plus 2 Close Combat Weapon sprues, 1 Pistols sprue, 1 Two- plus 1 Two-handed Weapons sprue, 1 Pistol sprue, 1 Close

handed Weapon sprue, 1 Long Range Weapon sprue, 1 Musket sprue Combat Weapon sprue, 1 Long Range Weapons sprue per blister.
Designed by Adam Clarke.

and 1 Head sprue per boxed set. Designed by Adam Clarke.

These models require assembly.

These models require assembly.

NEW RELEASES  Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices

correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or
website. Independent retailers are responsible for determining their own prices.
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THIS MONTH’S RELEASES FOR THE LORD OF THE RINGS
The Mouth of Sauron

Designed by Gary Morley, this blister
pack contains 1 mounted Mouth of
Sauron and 1 Mouth of Sauron on foot.

Denmark kr 75.00
Sweden kr 85.00
Euro € 10.00

This model requires
assembly,

e Miamak Mahid
Troll Chieftain > Designed by Alan Perry, this blister

Designcd by Alan Pen’y and Michael Perry, pack contains 1 Mdmak Mahd.

this boxed set contains 1 Troll Chieftain.

Denmark kr 60.00
Sweden kr 70.00
Euro € 8.00

Denmark kr 200.00
Sweden kr 250.00
Euro € 2750
This model requires
assembly.

This model
requires
assembly.

O i -

Pictures for illustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct
at time of going 1o press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website.
Independent retailers are responsible for determining their own prices.
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In his mountain
lair Goblin King
Git Guzzler
schemes.
Goblins gather
in the woods,
readying an
b, army for the
- sole purpose of destroying
e Bugman’s Brewery. A
in of beer carts has
eady been ambushed and
ow, in the second part of
Warhammer campaign, a
arf watchtower must
1d against a horde of
enskins and warn the
brewery of the impending
on. .

Nick Kyme

ugman’s Lament is a campaign
e | )  that charts the historic fall of

p S man's Brewery by-a band of
ers and the events that lead
This is part two of that
ign, a desperate struggle for a
ULpOst.

- be used as

In each of the battles the battlefield itself
is preset according to the scenario being
played. We recommend players should
represent it as faithfully as possible,
though maybe you won’t want to go to
quite the same lengths as Rudgie! It is
important to read each scenario

carefully before playing as they often
have specific victory conditions and a
bearing on future battles.

Bugman's Lament also provides rules for
all the main protagonists of the
campaign as well as a number of unique
units as part of a specific army list.
Unless otherw;sc noted, all the
restrictions given in the appropriate
army boolk apply to*that force tocm g;

These speﬁa.l ehgﬁctera»and special
units are o_ ntended for use w1r.h
these scenarios but players should feel
free to adopt them for their own games.
Note that any speéal charactcrthI

may not be glven any additional
equipment and/or magic items.
Furthermore, unless otherwise noted,
players cannot take any addmonal

characters in theu"'?orce even l.FtTIEIf

army list normally allows them to.

" turn of Skeggi the captain of this tower

BUGMAN'’S

A

THE STORY SO FAR ?g
The great master brewers of the .
Dragonback settlement founded by Josef |

Bugman have a reputation throughout ¥
the Old World as the purveyors of the
finest brews known to Man and Dwarf
alike. These prized beers are ferried up
the river Sol and by road to the
settlements of the Empire and beyond.
It was Bazrak Boglan, Dwarf Master
Brewer, who was leading a group of
beercarts along the Old Dwarf Road for
trade with the Empire, when a band of
Goblin Wolf Riders launched an attack
upon the wagon train. Such attacks
upon Dwarfs are cgmmon yet the

to pen his chapter in Dwarf history...






SCENARIO TWO: SKEGGI’'S WARNING

ithout the natural defences of
Wth: mountains the Dwarfs who
dwell in the Empire are in need

of other ways to guard their lands and
settlements. The expatriot Dwarfs built
great stone watch towers around their over-
ground holds to survey the outlying lands.
Should raiders be spotted by the vigilant
Dwarf guardians they could be driven off
or. if too numerous, a great beacon could
be lit atop of the tower, its fiery signal a
warning to the Dwarfs to expect an attack.

N kr. gi's WatchTower Garri
E’ Skeggs s Dwarf force is 1,000 points.
It is led by Skeggi Threkkson, the
Dwarf Captain, who is the army

- general. The army must be chosen

. from the list below:

CHARACTERS: 0-1 Dwarf Engineer
(may be given up to 50 points of
Runes as described in the Dwarf
arny book).

CORE: Warriors, Crossbhowmen,
a Thunderers.

SPECIAL: 0-1 unit of Slayers, 0-1 u
of Longbeards, EITHER 0-2 Bolt
Throwers OR 0-1 Cannon OR 0-1
Stone Thrower (the Longbeards and

Runes as normal).
b

Grabnatz’s horde is 1,250 points. It is i
led by Grabnatz, the Goblin Shaman,
who is the army general. The Goblin
horde must be chosen from the list
given below:

- CHARACTERS: Gulag, Orc

' Bodyguard, 0-1 Goblin Bigboss (the .r 1

Goblin Big Boss may be given 50

* points of Magic Items as described in ;

the Orcs and Goblins army book).

- CORE: Goblins, 0-1 swarm of
~ Snotlings, Goblin Wolf Riders.

- SPECIAL: 0-1 unit of Goblin Fungas
Loons (see special rules), 0-2 Goblin

- Rock Lobbers (the Rock Lobbers may

ﬂot take Orc Bullies). g

14 BUGMAN'S LAMENT

war machines may be inscribed witb 5

‘Grabnatz Goblin Sappers

It was the duty of Skeggi Threkkson,
Bugman's captain and loyal kinsmen, to
garrison one of the many watchtowers
around the scttlement that had grown up
around the Brewery. Skeggi. His warriors
knew not of the ambush against Bazrak
Bolgan and his beer wagons, nor are they
aware of a greater threat that lay in wait
for them within the forest.

Grabnatz Sourbelly and his Goblins
gathered in the thick woodlands, evil eyes

SURPRISE ATTACK

Grabnatz and his Goblins are sneaking
up to the watchtower, trying to get as
close as possible to the Dwarfs before
they launch an attack. Grabnatz is wily
and knows that destroying a Dwarf
watchtower will not be easy. He has
concocted a foul smelling volatile brew,
which when exposed to a naked flame
is potent enough to even rupture stone.
If he can get the barrels of this stuff to
the tower then the Dwarfs won't stand a
chance.

Ever vigilant behind the defences of the
tower, Skeggi surveys the forest border.
Dark shapes loom into view and Skeggi
realises suddenly, they were under
attack. Crying out the call to arms, the
beacon blazing into life behind him,
Skeggi takes aim with his crossbow. He
knows that Bugman is currently on his
way down the River Sol and if he sees
the beacon can warn the other Dwarfs
in the Dragonback settlement of an
incoming attack.

fixed upon the Dwarfs in their tower of
stone. A shaman of dubious repute,
Grabnatz was to destroy the tower to
prevent a warning reaching any Dwarfs so
that Git Guzzler's main force might launch
a surprise attack against Bugman and his
brewery. Within the gloom of the woods
about them, Grabnatz ordered his horde
to creep forward. They would topple

the tower and crush the Dwarfs sheltering
within with magic and an evil Goblin
secret weapon.

The Battlefield

The battle is fought over a 6'x4' table.
The Dwarf watchtower should be set-up
in the middle of the table 18" from the
north edge as shown in the map
opposite. No matter what surrounds
your tower it is the centre of the model
itself that must be positioned according
to the rules above. The south edge of
the table is heavily forested, which
should encroach no further than 12" in.
The rest of the table is clear of any
terrain, the Dwarfs having cleared the
area round the watch tower.

Deploying for Battle

The Dwarf force is defending the
watchtower and must be set up within
6" of the tower or within the structure
(see special rules).

The Goblins will be trying to sneak up
to attack the Dwarfs by surprise. If the
Dwarfs won the previous battle they are
forewarned of Goblin raiders in the area
and Grabnatz' horde may only set-up 6"

an— P i



from the south table edge. If the battle
was a draw they set-up 12" in and if the
Goblins won they may set-up 18" in and
gain an extra +1 to see who gets the
first turn, as the Dwarfs are less
prepared for an attack.

The Dwarf force is deployed first.

Spccial Rules

The following special rules apply during
the battle.

Watchtower. The Watchtower is a
solidly built construction and counts for
all purposes as a tower as described in
the siege rules in the Warhammer
rulebook.

The Watchtower has a parapet at the top
where the brazier sits but there is also
enough room for up to 10 Dwarfs. The
tower also has arrow slits in the lower
levels and a unit of 5 Dwarfs may occupy
this level and shoot out of the arrow
slits. All models in or on the tower are
in Skirmish formation as per the
Warhammer siege rules.

The tower is fortified further by a
shallow wall running along the front
and one edge as shown in the map. This
counts as a defended obstacle behind

P SE s AN ik

ODELLING
SKEGGI THREKKSON

By Nick Kyme

Skeggi Threkkson is based on the
Champion model from the Dwarf
Ranger Command Group. All I
needed to do was saw off his peg leg
and replace it with a leg from a
Dwarf drunk - in this history Skeggi
didn’t lose his leg until after this
battle. Finally, I added a pipe, tankard
and shield to the model to give him a
little extra detail.

which the Dwarfs can position units to
make their defence.

Giant. If the Goblins decide to take a
Giant it may automatically use its
‘Thump with Club’ attack to batter
against the Watchtower .

THE BATTLE

First Turn

Roll a D6 to decide who gets first turn,
the Goblins get +1 to the roll. The
Dwarfs light the beacon immediately, so
the Goblins must destroy the tower and
stop Bugman seeing the warning fires.

Game Length
Skeggi’s Warning lasts six turns but ends
immediately if one side is wiped out.

Victory or Defeat

At the end of the battle count up the
Victory Points to determine who has
won. If the Goblins manage to destroy
the Watchtower they gain an extra +250
Victory Points. No points are awarded
for table quarters or captured standards.
If the Goblins damage the watchtower
(either a rampart destroyed or partial
collapse result) they only gain +125
Victory Points (not cumulative).

M WS BS
Skeggi Threkkson 3 6 4

Cost: 129 points

Special Rules

Magic Items

'\ Forest Hewer: Skeggi’s Rune axe is an hierloom of his family, passed down
through many generations of Threkkson. Its edge has never lost its sharpness

' and the axe itself has been inscribed with the Rune of Might, Rune of Fury and
: a Rune of Speed (see page 20 of the Dwarf army book). &

Eagle Eyed: Skeggi has incredibly keen eye-sight, despite his injury. He has
been hunting in the forests around the Dragonback settlement for many years.
As such he may add +D6" to the maximum range of his crossbow at the start
of each Shooting phase, which may alter the to hit roll if it takes his crossbow
below long range. He may also re-roll any miss each time he shoots.

If one side wins the battle by a clear 200 | -
Victory Points then they are the winner.
Any other result is a draw.

Victory Bonuses

If the Dwarfs win, Bugman is warned of
the danger of a Goblin attack and makes
haste across the Sol to reach his
brewery, lessening the time the Goblins
have to ambush him on the river. The
next battle will only last 5 turns instead
of 6 and Bugman will automatically get
the first turn.

If the Goblins win then they will have
more time to stop
Bugman. The next
battle will last 7
turns and the
Goblins
automatically
get the
first turn.

Skeggi is one of Bugman's oldest and most trusted licutenants. Many years older than
the master brewer, Skeggi is a veteran of many battles, and knew Bugman's father Zamnil
Much like Bugman, he took a new name when he settled in the Empire. Travelling as a
mercenary and trader in his lifetime, several identities proved useful and Skeggi has been
known as ‘Owd’ Tom Thyksson and Jjorg Ruddle over the years. But Skeggi is too old
and cantankerous to care about such matters now and has re-adopted his true Dwarf
heritage and become Skeggi Threkkson once more. Skeggi lost his eye fighting against
Orcs in the migration of the Dragonback clan from the mountains but it has done
nothing to impair his legendary aim with his trusty crossbow. So accurate is the
venerable Dwarf that he can kill a Goblin at over a thousand paces.

S T w I A Ld
4 4 2 3 &) 9

Equipment: Skeggi has a crossbow, Rune Axe and wears light armour and shield.

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

%wwgames-workshop%cd.uk/dwarfs 15
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RABNATZ 6 GULA

By Guy Haley

it

} with a couple of additions. To make

' him look more important I replaced

. his staff with that of the Night Goblin

g Shaman, and gave him a wolfskin

. cloak taken from the Goblin

Regiment command sprue. To get

' this to fit behind Grabnatz’ hair I had
to clip the left-hand brooch off. A bit

: of Green Stuff fur covered the join. I

also had to clip the model’s original

- one the top of the cloak to replace it
and disguise the gap. After all,
important Goblin chiefs have big
helmets, so I figured an important
Goblin Shaman may sport a big
wizardly hood.

¥ Gulag, on the other hand, is not
converted at all, as I love the model
and, let’s be honest, wizardly hoods

aside, Brian Nelson is a much better
sculptor than I'll ever be. Gulag is
the Classic metal Big 'Un Boss, a few
years old now, with a new shield
from the Orc Regiment set.

16 BUGMAN'S LAMENT
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.‘ W Grabnatz is the Goblin Shaman _ ]

hood off, but I sculpted a new, larger

N o W
srabnatz Sourbelly
Grabnatz regards himself as the ‘Gratist Goblin Mind of Iz Time'. He is obsessed with
experimentation, in particular the concoction of potions. He watches the Dwarfs and the
men of the Empire with jealous eyes with their mastery of the fabled black powder.
Lately, inspired by the forthcoming attack on the brewery, he has concocted a number of
fungas brews. Trying many of the brews upon himself has had adverse cffects on his
digestive system. Not all his potions are uscless, and certain among them have proven to
have an explosive, if unpredictable, potential.

M WS BS S T W I A Ld
Grabnatz Sousbelly 4 2 2 3 3 2 2 il 7

Cost: 140 points
Equipment: Grabnatz carries a hand weapon.

Grabnatz is a Goblin Shaman and uses up one of your Hero choices.

Special Rules
Wizard: Grabnatz is a wizard and uses spells of the Little Waaagh. He is a level
2 Shaman and as such has two spells.

Gut Rot: The foul smelling brews Grabnatz has inflicted upon himself have
meant he is troubled by a constant, chronic belly ache and is prone to noxious
emissions from drinking his fungus brew. At the start of each of Goblin turn
roll a D6, on a 4+ Grabnatz emits a foul stench. All models, friend and foe
within D6" suffer a -1 to hit in close combat and shooting.

Magic Items
Grabnatz carries the Staff of Sneaky Stealin’ and wears Dangly Wotnotz (see
page 32 of the Orcs and Goblins army book).

Gulag is Grabnatz's faithful bodyguard. Dim-witted at best, Gulag is cmploycd purcly
for his muscle and seldom leaves the Shaman's side, such is Grabnatz paranoia that
someone will try to get at him for his inventive ideas.

M WS BS S T w I A ILd
Gulag 4 5 2 4 4 2 2 2 7

Cost: 41 points
Equipment: Gulag carries a choppa and wears heavy armour with a shield.

Gulag always accompanies Grabnatz and as such the two of them count as one
Hero choice.

Special Rules
Bodyguard: Gulag is Grabnatz's bodyguard. Not the brightest of Orcs, he
suffers being bullied and pushed around by Grabnatz quite gladly.. Gulag must
always remain in base-to-base contact with Grabnatz and the two of them
count as a single skirmishing unit for the purposes of movement, charging etc,
though they can join a unit together. If they do this,
place them both in the front rabk. Gulag is
immune to Grabnatz noxious emissions — he’s
used to them!. If Grabnatz is ever
attacked in close combat or hit by missile
fire roll a D6, on a 4+ Gulag gets himself
in the way to protect his master and
takes the hit himself. Note: in both

close combat and shooting Gulag may
only protect Grabnatz from the first
missile or attacks from a single model.

Dead 'Ard 'Ed: Gulag’s head is the
toughest and emptiest part of his body.
Whenever he suffers a Wound roll a D6,
on a 6+ the Wound is ignored as it hits his
head and he shakes it off.

——




SPECIAL UNITS

Fungas Loons

The Fungas Loons are Grabnatz' own
specially trained greenskins that have
the dubious task of blowing up the
watchtower with barrels of the Shaman’s
volatile brew.

They are utterly demented creatures
whose sense of self-preservation has
been obliterated by the mind-addling
concoctions of Grabnatz.

Fungas Loons are a Special choice and
only one unit of them may be taken in a
Goblin army. They are also a special unit
only available in this scenario and the
final battle, The Battle for Bugman’s
Brewery.

Fungas Brew: Fungas Loons are the
Goblins Grabnatz has ‘trained’ to carry a
barrel of his Fungas brew. It takes two
Goblins to carry a barrel and they must
be bought in pairs. If a Goblin dies then
the remaining Goblin may drag the
barrel at half their movement rate (i.e. 4"
for marching and 2" for normal
movement).

Points/model: 10

I § A Id
Fungas Loon e o) 2 3 3 1 2 g

Unit Size: 10
Weapons and armour: Hand weapon and light armour.

Special Rules
Unbreakable, Fungas Brew (See opposite).

are often unpredictable. The blast has a
radius of D3" and while Dwarfs inside
the tower won't be affected those
outside could be. Roll an Artillery dice.
The brew has a Strength equal to the
number rolled (a misfire means the
barrel was a dud and nothing happens
but a showering of foul smelling brew)
and causes 2D6 Wounds on each model.

Fungas Loons, although they work in
pairs, are classed as single characters on
foot and follow all the normal rules for
these kinds of models. Furthermore
each pair may be used independently on
the battlefield and do not form a unit
with the other Fungas Loons.

At the start of any Goblin Movement
phase the Fungas Loons may light the
fuse to the Fungas brew. The fuse will
last until the end of the Goblin’s next
Movement phase (so they’'d better get
out of there if they don’t want to get
blown up!). At the end of the phase the
Fungas Loons are removed from the
table (they've run off). The brew cask
will then explode, the results of which

Note that no Victory Points are awarded
for Fungas Loons who have left the
battlefield in the above fashion.

If two or more barrels set around the
tower go off at the same time, roll for
each barrel, take the highest roll and
add +1 Wound per extra barrel.

= R N T
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MODELLING FUNGAS LOONS

By Nick Kyme

¥ The two Fungas Loons dragging the barrel
are some of the the crew from the Goblin Doom
Diver. A simple conversion, all I had to do was
clip off the hook at the end of the rope they
were pulling and glue on an ale barrel.

% To make this
Fungas Loon I used
two Goblins from the
Spear Chucka,
clipping off the arrow
heads and flights from
the bolt they were
carrying and replacing
each end with part of

~ a plastic Goblin
standard. For the rack
I glued two square
plastic Goblin shields
~ together and topped
~ this off with an ale

- barrel from the old
~ Orc and Goblin Giant.

~ ® I used the classic siege equipment
wheelbarrow for this conversion. A plastic
Goblin with slightly modified arms (i.e. the
weapons were clipped off) was used to push the
|5 Fungas Brew barrel, whilst the Snotling perched
: on top came from the Goblin Rock Lobber.

g
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SKEGGI'S DEFENCE

Nick relates how he and Guy battled for Skeggi’s watchtower
Skeggi Threkkson and the dwarfs guarding the watchtower must have laid off the
sauce the previous night, as they were alert enough to let me take the first turn.

I gave the Goblins a solid battering with my Crossbows and Thunderers. One unit of
Goblins had seen enough and legged it from the field (a wise move). However, after a
couple of turns of missile supremacy, Haley came back, or rather his Giant did...

The big beast stomped up and down upon my hapless Warriors, turning them into
toe-jam. Guy also upped the ante in the missile duel too, landing a couple of well-
aimed boulders on my tower. With the sound of crashing rock ringing in their ears my
doughty dwarfs dusted themselves off and dug in to repel the Goblin assault.

In the bloody turns that followed, my Trollslayers were butchered to a dwarf by some
enthusiastic Goblins and both of Guy’s war machines were destroyed. At the final
throw of the dice, Grabnatz and Gulag were both out of the game, while Skeggi was
wounded. The tower still stood, but only just, so the game ended in a draw.

MODELLING THE WATCHTOWER

By Paul Rudge e
(Mock u; 61 4 lRock lay;;_ rs

| S | S
| 0 |

I made a mock up model of the
watchtower, using Foamboard with
masking tape to hold it together. This
helped me to get the correct scale for

Using my mock up as a guide I
assembled the large rock from four
layers of 25mm thick polystyrene. To
texture the rock, I took the model

the model.. outside and used a hot soldering iron to
create the textured effect. But you could
use a variety of methods such as picking
out chunks of polystyrene with your
finger or a knife..
e e N R -
Entrance

l Tower detail

I attached metal arrow slits and doors
before cladding the entire tower in a
brick-textured plasti-card and adding a
Foamboard parapet.

I carefully planned the entrance to my
dwarf tower before removing areas of
polystyrene to allow my two dwarf rune
smiths, who I was using as statues, to sit
within the rockface.

'NEXT MONTH. |

Arrr me hearties! Bugman battles
his way down the River Sol as he
sails upon the mighty Dwarf barge
l_ of Grim ‘Deadye’ Grunsson. While
- travelling home, he is attacked by
a scurvy band of Goblin raft
pirates. The sneaky
greenskins are led
by the infamous
Kap'n Skabend and
will not stop until
Bugman sleeps at
the bottom of
the river!

SR e x

TOWC[‘

For the tower itself, I made a very simple
box from Foamboard. However, at the
corners I wanted to add heavy wooden
beams made from strips of balsa wood.
So rather than joining the sides together
I used pieces of polystyrene to hold the
walls together from the inside, leaving a
gap on the outside for the beams.

Final details

Here you can see all of the details, such
as the dwarf half-sunk in polyfiller and
the metal studs which adorn all the
woodwork. These are simply small
squares cut from plasticard.
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& To provide a means of
access to the roof I added a
small trap door. I made this
[from a piece of balsa wood. 1
used a pen to to mark out the
planking and the metal hinges
are made from two strips of
paper, the metal studs from
plastic rod.

& For the decorative corbels
beneath the parapet, I used
the bolt quiver from the
Duwarf sprue. I removed the
flights with clippers.

i,

ot o et

& The small stone pillar is a
small box clad with plasticard.
The beacon is garden cane cut
into small strips.

€ I used a metal fortress door
to add an access point onto the
rock. You can, of course, make
your own doors from balsa
wood but using metal doors
saves time.

' Ordering Direct
For all the doors, arrow
slits and other
decorative components
Rudgie used to make
~ the Dwarf Watchtower
* turn to Ordering Direct
on page 91.

€& Dwarfs in Carbonite. I'm
talking Han Solo bere! I painted
the rock with a basecoat
mixture of Chaos Black and
Codex Grey, then drybrushed it o
Codex Grey. Over this I applied | *
a brown wash (Bestial Brow: i ) B
Brown Ink and water) andfﬁ ]
drybrushed it aga#@yﬁ%
Fortress Grey. “wil

3 ~"2

et
&
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or loathe 'em, war machiné,s can be one of the decisive




Big guns, big bows, and
things that drop rocks on
people’s heads to their
immediate detriment... You
certainly can’t beat the
thrill of using artillery. The
thought of one cannon ball
ripping through your
opponent’s line of Chaos
Chosen Knights or blasting
a whole regiment of 40
Night Goblins to bits with a
perfectly placed Mortar
shot is an exciting one.
John Connor from Games
Workshop US knows this
well. Here he reveals the
art in artillery.

e ohn Connor: I've been a big fan of
' artillery for years, ever since I

turned the tide of battle against my
buddy Sean with a lucky barrage from
my Helblaster Volley Gun — an
experience that many Empire players
have no doubt experienced.

Helblasters have been tempered
somewhat since those heady days when
the crazy guns of Von Meinkopt could
do a potential 90 Strength 5 hits in one
g0, but my love of artillery has not
diminished. Artillery, when used
strategically and with the blessings of
the dice gods, can win games for you.
Used poorly or with bad luck (or both if
you're Guy Haley), war machines are an
enormous waste of your army’s
resources and provide easy Victory
Points for your opponent in the final
tally. Here are a few suggestions for
using artillery effectively.

GOOD PRACTICE

Practise. No artillerist worth his black
powder would take to the field of battle
without a good bit of practice
beforehand (or his ‘lucky’ extra
supportive underwear — Fat Bloke) and
no Warhammer general should either.
When you have a few minutes, place a
war machine on a table, set up a few
target models, don your leather smock
and practice guessing ranges.

Most game boards are 48" across, and in
most scenarios, armies will set up 24"
away from one another. You can use
these fixed lengths to help you estimate
Continued overleaf...
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Jobn Shaffer’s Cannon model
shows how misfires can

shorten the lifespan of your
war machine crews.

ith three main war machines available to Empire armies,
Great Cannon, Mortars, and Helblaster Volley Guns. the
% Empire is an artillerist's dream. The varied and

« destructive capabilitics of these weapons ensures that war machines
‘vu'c always an integral part of an Empire army.

15}
i
¥

Perhaps morc than any other artillery piece, Cannon require you to
become expert at guessing ranges. I try to guess the range between
my Cannon and the target as accurately as possible and then

* deduct 6-8' for my guess. Remember that even if everything goes

to plan and you roll no misfires, the cannonball will travel an
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your ranges. Your guesses can become
even more accurate if you keep track of
where your last shots landed and how
far enemy troops moved in the
intervening turn.

Some players find it useful to break up
the distance between war machines and
potential targets into 12" chunks before
guessing the final range, eg, “Let’s see,
the distance between my war machine
and his unit is about three 12" chunks
and another couple of inches; I think I'll
guess 38", as it is easier to gauge short
distances. Practise makes perfect here.
Your aim is to become able to judge the
distance between any two points on the
battlefield - the true method of the most
accurate Warhammer artillerists.

additional 2-10" and then bounce an additional 2-10" Choosing
between 6-8" leaves a bit of room for error on cither side.
Generally this method of guessing range has served me well and
taught my opponents to fear my Cannon,

Empire Mortars fire much like Stone Throwers but benefit from
using the larger 5' template, allow an armour save, and strike with
only a Strength of 3 (except for the model actually hit by the
Mortar shell itsclf). I usually use my Mortars to target large,
lightly armoured units with a Toughness of 3 or lower. Mortars
are ideal for dealing with horde armies with large blocks of troops
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Terrain Set up/Choosing Sides:
Depending on the method you and your
opponent use for setting up terrain,
make sure you place scenery to the
advantage of your war machines if
possible. Large hills and other terrain in
the centre of the board will obscure
your lines of sight and thus your war
machines’ effectiveness, whereas large
hills in your deployment zone can raise
your war machines, give them line of
sight to the enemy, and enable them to
shoot over friendly troops.

When placing terrain and choosing
sides, consider the difficult and
impassable terrain on the board. Strive
for a situation in which your opponent
must choose either to foolishly advance

with low Toughness and Leadership like Skaven or Goblins. By
my reckoning, the 5° template can hit up to 45 models on 20-mm
bases. A lucky and accurate shot can thus decimate cnemy units,
and whenever you do 25% or more casualties to a unit, it may
Panic. The template is also so large that, when
targeting armics like this whose units tend to be
tightly packed, you will often hit two units.
However, Mortars can be a bit random, so
it is perhaps best to use them to soften
enemy units before they enter combat with
your troops. Anything clse they achieve is a
big bonus.

To my mind, no Empire army should take to the
field without a Helblaster Volley Gun or a “macro-

mainspring of multitudinous precipitation of pernicious lead.”

Your enemy has to respect a war machine that can do 30 Strength
5 hits in a single turn - enough to destroy almost anything in the
game. However, the machine is very unreliable. For every game in
which the Helblaster scores 15-30 hits, you'll have four games in
which it self-destructs. Because you're generally rolling three
artillery dice per turn for the Helblaster, the likelihood of
misfires is high. However, as with other potentially devastating
artillery picces, the Helblaster can have a decisive effect on the
game without ever firing a shot. Use your Helblaster to deter
enemy troops from advancing toward objectives in scenarios like
Capture. You can also use a Helblaster to guard your other
artillery, or protect a vulnerable flank.

Empire Engincers are double-cdged swords. I'm always grateful to
have one when a war machine misfires on the first turn, but an
Engincer uses up a Hero slot and costs valuable points. At 55
points, they're ot that expensive, but the Hero slot might be
better used for a Captain, Battle Wizard, or Warrior Priest. In
larger games, I sometimes take a Master Engincer with a Hochland
long rifle to pick off odd characters here and there and to help
out a Cannon or Mortar crew. However, an Engineer so equipped
costs 75 points, and for that I can take another Mortar instead. To
my mind, two Mortars are much better than one with a re-roll,
and allow you to saturate the battleficld with a withering barrage.
Save engineers for big games.

s e e e o i

in line of sight of your artillery or to
gutlessly use the terrain as cover, take
the long way around, and thereby miss
much of the battle (as most Elves do).

Deployment: Most war machines do
well on elevated terrain as far back from
the enemy as possible, but a few war
machines benefit from being closer. For
example, Helblaster Volley Guns are
most effective within 12" of the enemy. I
often forsake higher ground in order to
place my Helblasters further forward —
generally in between two solid blocks of
infantry for added reassurance.

Try to deploy Cannon and Bolt
Throwers on the far flanks of your
deployment zone. From these positions,

it is likely that some enemy units will
present their flanks to your war
machines as they move forward toward
your strong centre. When you fire your
Cannon or Bolt Throwers into a unit’s
flank, you can hit all the files, rather
than the ranks domino-style. Thus, you
can get multiple hits on units that are
only one rank deep - a tactic particularly
effective against Knights or other
expensive, heavily armoured troops
likely to adopt such a formation. (Check
out Gav Thorpe's Arcane Lore article in
WD259 for clarification on how to target
units with war machines.) \

Keep in mind that it is often difficult to

defend war machines deployed on the

flanks. However, if the enemy wants to
Continued overleaf...
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Guy puts all bis war machines on scenic bases like this,
as they make attractive dioramas,

BLACK POWDER ;
Guy Haley: With Nuln the capital of science
and engincering in the Old World, it's small =
wonder the Empire have such a variety of war
machines. My favourites arc the old workhorses
of the list, the Great Cannon and the Mortar.

The former's Strength and capacity to cause
' large numbers of wounds means it is capable g
of ruining cavalry formations and killing large monsters with equal
efficiency. The grapeshot a valuable deterrent to enemy scouts -
crecping up on my batteries. Usually Iignore large monsters with

my Great Cannons until they are close as Ifind their ability to i
kill many troops at a distance with onc shot a preferable option, |

S

especially early in the game. i
But it is the Mortar which is my current favourite, and lusually iy
take these over cannon. They can still deal with large monsters,

and their capacity for the destruction of large infantry units is

amazing. In recent battles, I've found them to be effective against
even tough armies. In one battle against Gav Thorpe's Dwarfs I
was crushing 10-12 Dwarfs a turn with a couple of Mortars.
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=T Dwarf army, perhaps even more so than the Empire, is
# THE artillerist’s force. With the Flame Cannon, Dwarf
players have one of the most feared war machines in the

ole game. Like the Helblaster, it can dictate how your opponent
ploys and moves, never a bad idea for the slug-footed Dwarfs.
s lij: great at weakening enemy units as they approach your

* lines and forces a Panic test whenever it causes casualtics. Preferred

~ targets with the Flame Cannon are large units with deep ranks as

well as Flammable and Regenerating targets. Unless you have no

other shot, never waste such a potent hit on Skirmishers,” save

~ perhaps large units of Beastmen, and try to position your Flame

Cannon where you expect the enemy will approach to pose them a

' dilemma when deciding where to advance. The Flame Cannon's

* nange is limited (maximum of 22° plus the length of the

template); thus the encmy must be allowed to get pretty close to

5

hoot at them effectively.

waste an entire unit, character, or large
monster on a search and destroy
mission against an isolated 35 or 45-
point Bolt Thrower or even a 100-point
Cannon, more power to him. It will take
at least one of his units out of the game
for some turns, so this kind of
distraction can work to your benefit in
the long run.

Consider also how to position your war
machines defensively, or they will soon
be dispatched. Hills are great for
defence but so are towers and other
large buildings and the tops of
impassable cliffs. Forests can be double-
edged swords for your war machines
though. When deployed within 2" of the

Flame Gannon's drawbacks are that it uses up a Rare choice
points, is tied for first as the most expensive war
the game. As the device takes damage, the Misfire
es I iving, making sclf-destruction more likely.

The Longbeards among us may remember a morc powerful Organ
Gun from years past, but this weapon can still dish out 2-10
Strength 5 hits with a save modifier of -3. The Organ Gun
doesn't require you to declare your range, relieving you of some
guesswork but it only has a range of 18", costs a weighty 125
points, and uses up a Rare choice. Against slow-moving armies,
consider taking one, but for just 15 points more, you can choose
the generally more effective Flame Cannon. For 35 points less, you
can buy two Bolt Throwers and save a Rare choice to boot.

Dwarf Engincering Runes are largely a matter of personal taste. I
tend to use them sparingly, because I don't want to increase the
points value of my war machines, which are already unreliable
gambler's weapons. Still, there arc 2 few Engincering Runes worth
consideration that are used by many a player. The Rune of

Penctrating, which raises a war machine’s Strength by +, is a
good buy, particularly for Bolt Throwers, which when raised from

forest’s edge, war machines can still
shoot while taking advantage of soft
cover from enemy missile fire. As woods
are Difficult Terrain, enemy charges
directed at your war machines will be
slowed. Flyers have to land before
entering the forest and thus cannot
make flying charges against your artillery
crews. However, use caution when
positioning your artillery in the woods.
Forests can restrict your lines of sight
and limit how the war machine can
move. Remember also that no model,
including war machines, may be
deployed in impassable terrain.

War machines like Helblasters and Flame
Cannon are justifiably feared, and most

S6 to S7, means they can automatically destroy chariots. The
Runes of Forging and Fortune can help offset those dreaded
misfire rolls, and the Rune of Burning, for 5 points, is a must
have when you're facing Flammable or Regenerating enemies.

armies will avoid them like Nurgle’s Rot.
By placing one of these weapons on one
side of the board, you can almost be
certain that your opponent will deploy
most of his troops on the flank furthest
away from your machines, as no-one
wants to walk down the barrel of a gun.

Be wary though, if your opponent does
do this, you will need to counter your
opponent’s concentration of forces by
deploying some heavy hitters of your
own to oppose them, giving him a tough
choice. In thi smanner, even if your war
machine never lands a single hit on the
enemy during the entire game, it can
still have a decisive effect on the
outcome of the battle.
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Other Runes can be useful, depending on your particular style of
play, the scenario at hand. and your overall strategy. Just remember
that the more runes you add to your war machines, the more
cxpensive they become and you'll hand over more Victory Points
to your opponent when the artillery piece is destroyed.

Gyrocopters can be manoeuvred close to the advancing enemy’s
flanks to provide harassment fire and prevent march moves.
Gyrocopters, however, are vulnerable to missile fire, particularly
from S4 weapons like handguns and crossbows as well as from
stronger weapons like Bolt Throwers. Make sure to deploy and
move your ‘copters such that the enemy cannot shoot at them. As
Gyrocopters cost 140 points and use up a Rare choice, it is
essential that you usc them with caution. Gyrocopters are best
used in concert with your other war machines; preventing enemy
march moves with the ‘copter will buy more time for your other
artillery to fire. You can also use the ‘copter’s steam gun to soften
up and possibly even destroy vulnerable targets like enemy war
machines and small units of Fast Cavalry.

Dwarf players, however, are faced with the same conundrum that
plagues Empire players: do I take an Engineer, or are the points
and Hero slot best used clsewhere? This question should be
answered by your style of play, how accurate you are at guessing
ranges, and how much you want to gamble with your artillery.
personally I include a single Dwarf Engineer only in the largest of
games, say, 3.000 points or more.
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FIRE AND SMOKE
Nick Kyme: The Dwarf Flame Cannon
Organ Gun can be devastating. Like so
of the so—called ‘wonder weapons’ of th
Warhammer World, they do have their
drawbacks but man can they dish it out
the Flame Cannon; the 12" range migh T
bit meagre, but add on a potential 10" from
the artillery dice and the 8" long template 2

you're packing some scrious long-range heat!

I use these deadly engines as more of a deterrent than an ou
army-basher. Most opponents worth their salt will try to avo
these bad boys because they know what they are capable of,
use them to usher my enemy where I want them. They've g
choice; either go for the hard as nails unit of Ironbreakers,
Longbeards ctc. or face the wrath of my mightiest war ma
mu wa ha ha! For this reason and taking into account th
range, both the Flame Cannon and the Organ Gun are gre
holding flanks and prevent or at the very least, delay your Ds
core being outmanoeuvred and ensnared. I just sit solid in my
blocks and watch the cnemy turn to toast - Burn baby, burn!

Nick’s Dwarf Flame Cannon is an archive model and the
second incarnation of this awesome war machine.

CHOOSE A ROLE FOR
YOUR WAR MACHINES

Throughout all stages of the game —
selecting your army list; deploying your
troops; firing your war machines in the
Shooting phase; tearing your hair out in
frustration at the end of the Shooting
phase; collapsing in tears in the Close
Combat phase; and drowning your
sorrows and pulling apart your models
in the Tactical Debriefing In The Pub
phase - try to keep in mind the role
your war machines play. Are they meant
to be offensive forces able to take out
entire enemy units? Or are they
intended to soften up units before your
troops engage them? Whatever you
decide to do with your war machines,

The provision of light comic relief is not
an acceptable battlefield role for them.

If used offensively, make certain you
select your targets carefully. Chariots
make excellent targets for war machines
that hit with Strength 7 or higher, as any
wounding hit will automatically destroy
them. Giants, large monsters and enemy
war machines are also tempting targets.

Tough, heavily armoured, and expensive
units with small numbers like heavy
cavalry are also viable targets. If you
want to destroy enemy units with war
machines, concentrate your fire and
direct several war machines against a
single target. Even if you can’t destroy

the target , you may to cause Panic and
force the target to flee. Obviously, this
tactic is most effective against targets
with low Leadership or at the start of the
game, when your targets are close to
their own board edge and likely to flee
off the battlefield in one move.

Generally, war machines will be more
effective in weakening enemy units than
in destroying them outright. Let us take,
for example, a unit of 20 enemy infantry
advancing against a similar, 20-strong
unit of your own. In a fair fight, whoever
charged and the luck of the dice will
likely determine the outcome of the
combat. By firing but a single artillery
shot at the enemy unit prior to the

Continued overleaf...
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charge, you will likely kill a few enemy
infantrymen. By doing so, you reduce
the enemy’s unit strength and rank
bonus, and your unit will have the
advantage in combat next turn.

Whichever role you choose for your war
machines, you should not be inflexible.
Always be prepared to take advantage of
opportunistic fire.

Template weapons that are likely to
scatter are more effective fired at
clusters of enemy units. as if you're
lucky you might be able to hit and Panic
two units at once The same principle

applies to two or more units positioned
in a straight line from your Cannon.
Hitting multiple targets in one go is
what these weapons do best.

Where possible, target character models
in units with your war machines,
particularly with your Cannon. While the
“Look out, Sir!” rule will save characters
targeted in this manner most of the
time, some of these rolls will fail.
There’s nothing more satisfying to a
seasoned artillerist than taking out an
enemy officer with a well-placed shot.
Especially if he happens to be the
general of an undead army
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The Warp Lightning Cannon. Just one of the many
horribly nasty things in the Skaven army.

FOCUS ON HOCUS-POCUS
Magic can also cause the problems for
your war machines. Spells like Uranon’s
Thunder Bolt, Foot of Gork, and Gork’s
Warpath, which have an unlimited
range, can destroy war machines and
their crews outright or cause panic. The
Lore of Life spell Rain Lord is nasty
against all artillery (see page 58 for
more), particularly the black powder
machines of the Dwarfs and the Empire.
When defending your artillery against
magic, apply the usual rules of thumb
for counter-magic. Attempt to dispel the
magic that will destroy or neutralize
your war machines. Have a couple of
Continued overledf...
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hile the Skaven have but one true war machine, the
Warp-Lightning Cannon, they have many other weapons
;i that act much like war machines in terms of range and
hitting power. including the dreaded Warplock Jezzails, Ratling
Guns, and Warpfire Throwers.

‘Warplock Jezzails are a bit pricey in terms of points but hit with
86, are armour piercing, can fire in a 360 degree arc, and have a
" range of 36" Plus, they're great offensive weapons. Jezzail teams
“can also weather enemy missile fire, as they are Skirmishers with
'a save of 4+ against ranged attacks. A sizeable unit of Jezzails can
‘devastate a small, heavily armoured unit with their -4 save
modificr or soften up larger enemy units before the Skaven hordes
charge in. Don't bother firing the Jezzails at Skirmishers: with
BS3 and the penalty for shooting at individual models, you aren't
likely to hit much. Exccptions include flying Skirmishers, which
are worthy recipients of the Jezzails attentions.

Rat]ing Guns are among the best offensive weapons in the game.
| They don't need to roll to hit, arent too expensive, can roll as
“many dicc as the controlling player wishes (though about two or
‘three arc ideal), have a forgiving Misfire Chart, can stand and

* shoot when charged, and gain some protection from shooting and
' a Leadership bonus if they stay close to their parent unit.
dowever, they arc vulnerable when charged (a situation that often
esults in their destruction and the cnemy overrunning into the

* parent unit). Also, the Skaven player should be wary of spells that
| can farget any unit, as thesc magicks will often be directed at the
~ Ratling Guns.

The Warpfire Thrower is very effective weapon. It is essentially a
bile Dwarf Flame Cannon with a slightly reduced range that
o bencfits from being able to stand and shoot when charged.
For 75 points, it's a bargain compared to the Flame Cannon's. 140.
lot of Skaven players prefer the cheaper Ratling Gun nowadays,
 the potentially devastating Warpfire Thrower should not be
looked. It suffers the same liabilities as the Ratling Gun - so
sure to position them cleverly when approaching the enemy
| charges and missile fire.

ing Cannon is potentially the most devastating -
e game and also the least reliable. It leans

The Warp-Lightning Cam.wr'z is a Rey
tool is Asger’s Skaven arsenal. Used ,
as a threat rather than to direcfiy
attack units, it is still a powerful
infernal device, capable of wreaking
terrible havoc.

units to protect them from, as though I can't rely on it causing =

toward expensive, has an unforgiving Misfire Chart, and has a
randomly determined range and Strength. Also, its crew must flee
when charged. However, any weapon that can potentially do SI0
hits to every model under a 48" linc is a weapon that is rightly
feared. The Warp-Lightning Cannon is onc of those weapons that
can dictate an cnemy's initial deployment as well as his movements -
throughout the game. A Warpstone Charm that allows you to e
rofl a misfire would be a smart choice. Like Cannon, the Warp-
Lightning Cannon can be effective when hitting cpemy units of
one or two ranks in the flanks - so try to deploy it on one of
the far flanks of your deployment zone.

WARP BOLT AND LIGHTNING
Asger Granerud: You wouldn't think man—siz:&s'n
rats could be so inventive. But the Skaven "
. have some of the most potentially destructive = =
. war machines in the game. The Warp-
* Lightning Cannon is great, mainly for the fact -
that it doesn’t need line of sight, as it
cffectively shoots through cover, intervening
units and so on. I use the Warp-Lightning
= : Cannon to pick out characters outside units. =
Although, T actvally find that because of the threat of the Warp- ; £
Lightning Cannon, most of my opponents put their characters in =8

damage, my opponent can't rely on it not causing damage cither.
This has the cffect of making those characters less manocuyrable,
which particularly hampers wizards. So, it's really the psychological
effect of the Warp-Lightning Cannon that's its main strength and
the reason why I take it, although of course it is capable of '
damaging units too.

Because of its unique naturc the Warp-Lightning Cannon can be
effective against a variety of units. It acts like a Bolt Thrower
against knights if they show it their flank, which can be awesom
It has a onc in three chance of automatically destroying a chariot
if you can roll Strength 8 or 10 on the Artillery dice. And if =
deployed on the flanks, if you're lucky, it can fire a devastating 5.
blast down the entire enemy's battle line as they advance and
charge. Unlike other war machines, it can even fire into hand-to-
hand combat, so if you can hold enemy units up you can really =
punish them. ‘

/
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he Screaming Skull Catapult of the Tomb Kings works

just like a Stone Thrower except that it hurls skulls at
the enemy instead of rocks. A Panic test is forced when
the Catapult causes | or morc Wounds. Unless you're fighting an

CREAMING SKULL CATAPU

o Tl

The terrifving Screaming Skull Catapult is the bane of armies with
low-Leadership. Causing a Panic test each time it inflicts a casualty
it is deadly. If equipped with Skulls of the Foe, the enemy will suffer
a -1 Leadership to this test, making it capable of cracking even the ,1

army largely Immune to Psychology or panic, it's worth the extra most disciplined of troops.

220 points to purchase Skulls of the Foe to increase the enemy’s
chances of failing Panic tests. Cast Rightcous Smiting on your
Catapults as often as possible to allow them to shoot twice per
“turn too. This Incanfation will increase the effectiveness of your
" war machines, cat up your opponent’s dispels, or both.

The Screaming Skull Catapult breaks one artillerist’s rule of
thumb. You may not want to concentrate your fire. Because the
‘machines are likely to cause panic, it's okay to spread your shots
around and try to panic as many of the enemy's units as possible.
' As mentioned carlier, causing panic is most effective on the first
“turn of the game. When you have the choicc, ALWAYS take the
st turn and fire your Catapults at the units most likely to panic

“and flee off the table. !

e

ORCS & GOBLINS

hen it comes to deciding on artillery for Orcs & Goblins, I've found that
an all-or-nothing approach tends to work best. Given the low Leadership, ‘,%

modest Ballistic Skill, and unreliable nature of Goblin crews, it's best to =
take several war machines or none at all (or maybe fust onc for fun, character, and
Orcy style points). Goblin Spear Chukkas and Rock Lobbers are inexpensive !
compared to other war machines - plus, you can take two Spear Chukkas for only
onc Special choice. Doom Diver Catapults are potentially very nasty and more
accurate than other greenskin artillery, but because they are more expensive and use ',
up a Rare choice, many players opt for extra Spear Chukkas instead. I like to see =
Doom Divers on the field, however, because I think they're funny and in keeping ¢
with the character of the greenskin horde. Always buy an Orc Bully to accompany-f;
your Goblin crews. The Bully makes only a nominal difference in improving the %
crew's hand-to-hand abilities, but raising your crew's Leadership from 6 to 7 is i
worth the 5-point cost alone. It's also important to spread out your Goblin war
machines - preferably with the Spear Chukkas on the flanks. This positioning
will help protect your other crews from Panic should one crew flee. {
Be wary of firing Rock Lobbers (or any Stone-Thrower-type weapons) too
close to your own troops, as they may scatter back and hit your own A
soldiers (I hate it when that happens!). These weapons arc generally used to
soften up the enemy rather than destroy them outright. However, when
two or morc arc concentrated on a single target, they can squish entire
units. The Misfire charts for these weapons tend to be fairly
forgiving and thus sclf-destruction is not as likely as it is for other
war machines. Many of these weapons also ignore Armour Saves and |
can thus be extremely useful for targeting heavy cavalry and o;hg:” oy
well-armoured opponents. SO 7
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Dispel Scrolls (or your army’s
equivalent) on hand for the really nasty
spells. Attack enemy spell casters where
possible. As the old saying goes, dead
wizards don’t cast. Above all, don't
sweat the small stuff. A few spells will
get through, and they will destroy,
break, or neutralize your war machines.
It happens, but the battle needn’t be
lost as a result.

THOSE PESKY MISFIRES

War machines can be their own worst
enemies, such is the ontology of war
machines in the Warhammer world.
Sooner or later, artillery will blow itself
to bits and leave the crew covered in big
black soot marks. Here are a few things
you can do to soften the blow of those
dreaded misfire rolls

There are magic items and spells that
allow re-rolls, including the Second Sign
of Amul, Dwarf Runes of Luck, and
Skaven Warpstone Charms. Note that
some of these magical re-rolls allow you
to re-roll only the results of a D6 (i.e., a
die numbered 1-6, not an Artillery die).
Other magical re-rolls allow you to re-
roll any die roll, including Artillery die
rolls. Generally, it’s better to re-roll the
Artillery die, but in either case, you can
always use magical re-rolls to try for a
more favourable result on the Misfire
Chart. The Dwarf Engineering Runes of
Fortune and of Forging have similar
effects but will only work on the war
machines on which the runes have been

inscribed. Also, Empire Master Engineers

save perhaps misfires, can be more frustrating to a
| dedicated artillerist than the curse from Bretonnia, known in
that black-powder-deprived kingdom west of the Grey

lountains as The Lady’s Blessing.

s special rule means that each war machine and missile-
ipped unit can only shoot at Bretonnian knights and characters

,3D6 roll of 4+

all Bretonnian players will invoke The Lady's Blessing
facing an army that includes war machines, but there are a
sptions that can help you to counter this dastardly rule.

% Don't take war machines when facing Bretonnians. This option
isn't always possible, of course (eg. in a fixed-list tournament
or when you don't have a lot of models to choose from).

~ but it'’s a good strategy in most games.

The Lady's Blessing helps only Bretonnian knights and
characters. You can still fire on the commoners at will. Blast

‘em to bits.

se your re-rolls (from Sccond Sign of Amul spells or
items) to re-roll failed The Lady's Blessing rolls.

o

enable you to reroll the artillery die
when the Engineer joins a Great Cannon
or Mortar Crew (Dwarf Engineers do not
have this ability). Engineers of both
types are discussed in more detail within
the relevant sections.

PARTING SHOTS

This discussion of war machines is far
from exhaustive. We haven't even
touched upon the dreaded Empire
Steam Tank, and there many things in
Warhammer that act much like war
machines — Banshees, Salamanders and
some of spells, to name but a few. But

hopefully, this article has given you
some food for thought. Just remember,
as with all aspects of Warhammer, war
machines will not win you the game on
their own. They are but a part of your
army, and need to be used effectively
with the rest of your force’s elements to
secure your victory. Sometimes this will
mean raking your enemy with a hail of
lead or bolts, but other times it may
mean sacrificing them for the greater
good. Do not be disheartened if your
war machines do not fire in the game. If
they distract the enemy, they will have
served their purpose well.

Shooting from at the side of enemy units, or enfilading fire, is the
most effective way to use war machines that shoot in a straight line.

M Target koights with war machines that ignore Armour !
Even though your artillery will shoot only half the tin
reduction in your rate of fire is a fair price to pay to g

past the formidable armour to the squishy centre of

3

Bretonnian knighthood.

Don't ignore the psychological and tactical cffects of a

nasty war machine like a Helblaster, Warp-Lightning C
or Flame Cannon. Just because such models can only s

half the time doesn't mean that they can't dictate how the
Bretonnians will deploy and move.

arc other, less likely

more details).

»

Bretonnians.
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Blessing as well (sce

¥ Try to force the Bretonnians to lose The Lady's Blessing
lot of players forget that the Blessing is not a permancn
thing and that it can be taken away. Arguably, the easiest w:
to do so is to capture the Bretonnian Battle Standard. The

ws for the Bretonnians to lose th
arhammer Armies: Bretonnians foi

Remember that when your war machines shoot half th
they Il misfire half as often. Cold comfort, I know,
the very least, artillery is less likely to self-destruct




ot Throwers are outstanding war machines available to many armies of the
Warhammer world. They don't cost many points, are brutally effective at softening
up enemy units, ignore Armour saves, and can take down large monsters and other

big targets in a pinch when their fire is concentrated. There is also a sweet sadistic
 pleasure in using words like “skewer” and “shish kebab” when describing the effects of =
. your Bolt Throwers on the enemy's forces. :_s

.
- Preferred targets are units with deep ranks as well as heavy cavalry and other well J
“armoured troops. At S6, Bolt Throwers can't automatically destroy chariots with 1
* wounding hits - so lcave the chariots for your other war machines. 1

Repeater Bolt Throwers require a slightly different approach. They are more expensive, %j
use up a Rare choice, and must be carefully defended. Use Repeaters like regular Bolt g
Throwers against heavily armoured targets and, where possible, hit them in the flanks. =
Use the Volley rule to shoot six bolts against large blocks of enemy infantry that need |
2 little softening up or against small, lightly armoured units of Fast Cavalry. When Fast
Cavalry units are reduced to unit strength 4 or lower, they are next to uscless and

' cannot charge your unit's flanks cffectively and take away rank bonuses in combat.

" One word of caution though. Repeaters are served by a crew of two, instead of three
- like most war machines. These crews are lightly armoured Dark Elves or unarmoured
- High Elves with Toughness 3. As such, they are vulerable to just about everything.
- Protect them well.

i
" Best of all, BOLT THROWERS NEVER MISFIRE!

Christian bas painted bis Repeater Bolt Thrower and
the crew in a dark colour scheme to represent the fact
they hail from the Citadel of Dusk.

Ny

STEEL-FANGED DEATH
Christian Byrne: If there’s one thing you can say about High Elves,
it's that they're reliable. Little wonder then that their only war :
machine, the Repeater Bolt Thrower, has no chance of misfiring,

and this is actually one of its greatest strengths. While it might
lack the sheer punch of a Cannon or destructive potential of a E
Stone Thrower, the Repeating Bolt Thrower boasts six guaranteed
Strength 4 shots per turn with a decent -2 save modificr. Against 11
Toughness 3 or less opponents they are devastating but are also well served to take on
*war machine crews or cven small units of armoured knights because of their accuracy
(with the High EIf Ballistic Skill of 4) and rcliability. Add to this a well-timed Curse
" of Arrow Attraction and that cnemy unit that's a real thorn in your side will soon be
kebab meat.

&

1 find Repeater Bolt Throwers are best used in pairs, handy, as you can have up to two 1
as a single Rare choice. They can double-up on targets and sit at the back of the line, |
out of range of crossbows, Zandguns and the like, using their 48" range to its maximum |
potential. I've always been told that you should play to your strengths - for High Elves
this is their specd. With my Repeater Bolt Throwers I can effectively neutralise my
onent’s war machines, which would otherwise damage my fast units of cavalry and *j
iots and soften up the enemy’s cavalry, which could potentially outmanoeuvre my
s negating my speed advantage.

]

= i ks
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! war machines with spells and missiles from
|

e

DEFEND

Unfortunately, your opponent
destroy or neutralize them as
terror, panic; Fast Cavalry;
help you to protect them for

e e ey

Whilst being positioned on the flanks the ¢
Dwarf Cannons and Bolt Throwers can fire
down the files of the enemy as they

advance, significantly increasing their ('
destructive potential.

i e

-, 1
The High Elf Mages and Repeater Bolt
Throwers are a significant threat to your

distance. Missile troops like the i
Crossbowmen can be used to minimise these |
threats by firing at them first.




ING WAR MACHINES

will know the potential destruction your war machines can wreak and will make an effort to
soon as he can. War machines are particularly vulnerable to enemy flyers; Scouts; missile fire;
overruns; magic; and enemy war machines. But a few inexpensive units and clever tactics can
long enough that you can use them to their full and deadly effect.

T e

T —— Aoy gttt g

To avoid baving your war machine crews
Jfall victim to overruns and pursuing
enemies, take care when positioning units
[ighting nearby. Here the Dwarf Warriors are
wheeled in such a direction that if the High
Elf cavalry were to break them, they would
overrun into the Longbeards, rather than the
nearby war machines. When you expect to
receive an enemy charge on the next turn,
make a clever wheel with units proximate to
your war machines to redirect subsequent

e e

pursuits away from your vulnerable
artillery.

e e .

Bis

L By protecting your war machines with units

1 immune to panic like Slayers and
Longbeards there is less chance of the war

‘ machine crews panicking and fleeing from

e

|
|
/
the battlefield. 1

[ .

Small units of Skirmishers, Fast Cavalry, or
missile troops can be deployed near your
war machines to defend them. Often, these
troops can add a bit of shooting punch to
your artillery and can provide a screen that
prevents the enemy from charging or
shooting at your war machines. Such troops
can be deployed at the foot of the hill on
which your war machines are deployed or

| nearby to react to enemy maroeuvres. Here
a small unit of Dwarf Thunderers can
bolster the missile power of the Cannon,
whilst the Slayers can bold up units
attacking the Flame Cannon despite their

| small size, because they're Unbreakable. Be
| wary of using units in this role however.

| They may lose the combats they enter or be
i‘ wiped out, and when they do, the results can

cause the crews of your war machines to
panic. Enemies pursuing such units can also
overrun into your war machine crews.

|
|
L

A terror-causing High Elf Dragon can cause
| your war machines’ crews to flee without
| even having fired a shot. Even if they rally,

[ the time lost getting back to their machine
| could be crucial. But with the war machines

{ i
? spread out the Dragon can only cause terror

| against one war machine at a time.

i

.

{
|
|
|
\

|
{
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!
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|
|
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A character such as a Dragon Slayer or ’\
Dwarf Engineer can be an effective deterrent |
against enemy Scouts attacking your war l

| machines. Here the Dragon Slayer should be ,

enough to tip the scales against the |
advancing Shadow Warriors. In fact, they (
better not even think about it.

Deployed on the flanks, Shadow Warriors,
Ellyrian Reavers and Great Eagles can be a
significant threat to the longevity of your
war machines. By positioning protective
units nearby, your war machines stand a
better chance of survival.

|
|
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Carmifex with barbed
Tysor
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Fiendish Beastman ambush a troop of battle-weary Dogs

hough the Storm of

Chaos is passing over,

the Old World remains
infested by the creatures of
Chaos, and pockets of
conflict can still be found
the length and breadth of
the Empire. After weeks of
fighting Archaon’s horde a
mercenary band are making
their weary way through the
Drakwald Forest back to the
south, but there are
unfriendly eyes amongst the
trees...

Joe Sturge and Pete Scholey
battle it out as the Dogs of
War attempt to escape an
ambush set for them by .
Beastmen of Khorne. % -

Daniel von Brentzingen, ambassador
from Middenheim and Paymaster to the
mercenaries aiding his city, is
accompanying this small force of Dogs a
small force of mercenaries through the
Drakwald forest. Their leader, the Duke
Louis di Burgundum of Tilea, has
offered the ambassador protection as he
travels to see how the southerly parts of
Middenland have fared during the war.

<

The mercenaries themselves are tired,ﬁ}f'
long days of fighting the minions of
Chaos have taken their toll, and now
their thoughts turn to spending their
hard-won coin on fine Tilean wines
to drown out the memories of the
nightmares they have seen.

But their fight is not quite over.
Their passing scent has been
picked up by a Khornate
Beastman warband. LA

As the army passes through~
a clearing on the outskirts: %
of the forest, desperate :
shouts go up from the
rearguard. they are béset
by foul creatures on all
sides. Used to fighting
for money, the Dogs

of War must now
fight for their lives.






Pete: I have to make
a confession here.
This is the first time
I have ever played a
battle at 1,200
points, let alone
have it published in
White Dwarf. I even
had to look at the
| army composition chart to see what
units I could use: no Lords, only three
Special choices and one Rare. Blimey
- it’s going to be hard!

My Khornate warband has been very

eager to join in the Storm of Chaos

fun. I have been collecting a Beastman
. army for a while now and when I was

'
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asked to fight in this Battle Report it
seemed the ideal opportunity for the
boys to earn their ‘mark’.

I've been using a 2,000 point
tournament style army in my club’s
campaigns and when deciding what to
use for this battle I knew I would have
to pick a similarly balanced generic army
that would be able to deal with anything
in the ‘Dogs’ list. Speaking to Joe I knew
he wouldn’t be using any Regiments of
Renown. When you consider that the
‘Dogs’ have a very flexible set of troops
to pick from, I knew I had to be careful
with my selection.

I have one very strict rule when playing
Khorne, NO MAGIC ITEMS... Khorne
doesn'’t like magic and who am I to
disagree with the Blood God.

With only three hero choices and
one of them being the Paymaster, I
knew Joe would not have much
magic to throw at me either though.
But you can never be certain, and the
advantage of troops with the Mark of
Khorne is that they give you a dispel
dice each. So whatever configuration
of troops Joe came up with, I would
be able to deal effectively with

magic.

One thing I really wanted was to
have lots of troops on the table.
Joe would surely be taking lots of
pikes and I didn’t want to get
lured onto their spikes. With them
fighting first and gaining +1
Strength bonus against cavalry and
monsters [ would have to be very
careful attacking them with my
Minotaurs, Chariots and Centigors.

So to the plan. You always need a
plan when picking any army and
this would be doubly important
now since we would be using the
new Scenario Generator as
published in White Dwarf 292.
Usually in Battle Reports you
can tailor your army to fight a
specified opponent, but using
the Scenario Generator turned
that on its head. Each unit
would have a specific role.

A couple of Beast Herds, Furies
and Centigors were the first on my
list. I would be using one of the

" Herds to ambush whilst the other

would occupy a flank or make use of

any difficult terrain. Since I didn’t

know how the battlefield would
look their flexibility would be

useful. The Herds would have a full
command group with the addition of
the Foe-render giving the Herd an extra
point of Leadership, which might prove
vital when rolling to emerge from their
ambush. Plus it would make Joe think
twice about adopting a sit back and
shoot policy. I wanted him moving in
order to reduce the effectiveness of any
missile troops and also to bring him
closer to fight.

The Furies had one main role: STOP the
Cannon, providing Joe took one. At only
85 points they are great value and would
obviously be a real threat to my chariots.

The Centigors are perfect for dealing
with enemy Fast Cavalry. They can even
stand up well to a Fast Cavalry charge
since they are Toughness 4 and have a
4+ Armour Save.

My usual army is very fast, well let’s face
it, Khorne does one thing really well and
that’s close combat. There’s no point in
standing around getting shot, you need
to close on your foe as fast as possible.

The Warhounds with their movement of
7" would have a dual role — act as a
screen for my Khornate warriors to stop
them from being dragged all over by
being frenzied, as well as acting as
pincushions for any missile fire.

The Wargor and his bodyguard of
Khorngor would be the focal point of
the army. Unfortunately my armies
Leadership is a lowly 7 with the
Khornate Minotaurs coming in at a
whopping 8. But like the Khorngor they
are easily frenzied and so really don’t
care about Leadership. [ was hoping not
to make many failed Leadership tests
and designed this army with this in
mind. The Tuskgor Chariots have the
mark of Chaos Undivided and so can re-
roll failed psychology tests and whilst
the Warhounds could die quickly to
shooting and set off Panic tests in their
neighbours, I was reasonably confident
that my army would be under my
control and not running off all over.

I had plenty of Strength 6 great weapons
in the army, in fact all my frenzied
troops carried the mighty axes which
meant I would kill anything I wounded
apart from heavy cavalry.

I started to think I had a good chance of
adding to the growing tide of Chaos
victories across the Storm of Chaos. The
only thing we had to do now was roll on
the Scenario Generator...




Joe: The dark days
of the Storm of
Chaos are a
desperate time for
mankind.
Everywhere in the
Old World,
| humanity is
struggling to survive
against an implacable and seemingly
innumerable foe. What a great
opportunity to make money!

In step the Dogs of War: I figured that
at some early point in the Chaos
invasion, someone in Middenheim
must have had the bright idea of
dispatching a suitably foolhardy
individual south with a wad of cash to
hire a few reinforcements. This was

i where my guys came in. Having played

primarily 2,000 and 500 point games
of Warhammer, the greatest pearl of
wisdom I could take into constructing
my very first 1,200 point army is that
the fewer points that you have to play,
the greater the importance of rank and
file troops.

From an early stage in planning the
game, I knew that Pete’s attitude to
army selection was to field as many
warm bodies as possible. This gave me
the perfect excuse to dispense with the
services of any pointy-hatted robe-
wearing troublemakers — they'd be
next to useless against Pete’s huge
pool of Dispel dice, and their pay
demands are absolutely outrageous!

However, the character of the army still
demanded some suitably colourful
leaders: cue Daniel von Brentzingen,
ambassador from Middenheim,
Paymaster to the army, and the only
individual present with any trace of
moral fibre in him. It was he who had
been given the job of recruiting
mercenaries to the Empire cause, and
it’s just his bad luck that he bumped
into Duke Louis di Burgundum. Louis
the Brave to him and his friends, Louis
the Rash to the troops.

The fact that we'd be using the
excellent Scenario Generator made it
important to choose an army that
could handle any eventuality. However,
knowing Pete’s choice of army in
advance, I could make a few
predictions about what he would be
fielding. First things first, Pikemen and
Jrenzy get on very well indeed. Only a
lunatic would charge the front of a
block of pikes, so it was handy that
Pete would be fielding an entire army

WA D)
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[DOING IT FOR THE MONEY |

of them. Twenty brave and fiscally
prudent individuals should be able to
hold their own. The second priority
would be finding somewhere nice and
safe for the Paymaster to hide. Hailing
from the City of the White Wolf as he
does, it’s hardly in character for Count
Daniel to cower at the back of the army.
The next best thing was to surround
him with as much armour as possible.
His Heavy Cavalry bodyguard’s 2+ Save

As for support troops, the one certain
thing I can say about Duellists with
pistols is that people only ignore them
once. The Light Cavalry, on the other
hand, get all the best jobs. Need
someone to divert a unit of rabid
Minotaurs? Send in the Light Cav. What
about charging frenzied Khorngors to
make them overrun in the wrong
direction? The Light Cav are your guys!

should be able to cope with most things. All I needed was.a little punch. That’ll 1
: ) : ¢
Best to stay away from Minotaurs mind. be the Ogres then. &
Duke Louis’s choice of equipment was / > 7 e
dictated by his character too — a brace of 7 { /A I /7"/\\!

pistols would let him battle from a
civilised 3" distance.

Having gained a fair bit of experience
fighting Beasts of Chaos, I reckoned that
Pete’s approach to the battle would be
to combine a hard-hitting core of troops
with a variety of manoeuvrable support
units. This called for a little firepower, to
strip away those nasty screens of hounds
and let frenzy do its formation-
disrupting work, and some fast troops of
my own to try and cut down on Pete’s
speed advantage.

For the former, Halflings,
Crossbowmen and the
obligatory Cannon fitted the
bill. Halflings are truly the stars
of the army: gloriously =
expendable, what they do
badly, they do badly in Styl/
What they do well though

is killing small flanking
units. And cooking.
The Cannon, on the
other hand, would
have the vital job of
waiting for those
pesky ambushers

and treating them to

a little good old
fashioned

grapeshot. If it had
any free time before
then, blowing up a
Chariot certainly
wouldn’t go amiss.

e’*"w
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Khorngor Herd (14): Great weapons, hand weapon, heavy armour, Gouge-horn, Musician and Standard Bearer ...........
Beast Herd (15): 8 Gor (2 hand weapons), 7 Ungor (spears), Foe-render, Musician and Standard Bearer

Beast Herd (15): 8 Gor (2 hand weapons), 7 Ungor (spears), Foe-render, Musician and Standard Bearer

5 Warhounds of Chaos....

5 Warhonnds Of CRans ... 0. .-.....coovsiuonsieiesevsiistesso st iasser iraasi e s T e

5 Warhounds of Chaos ..................... IO e WM. s SrTe . L e R e e e R
Tuskgor Chariot ... S i e A e e AR b SO PR W e s T
T 10 {7 S0 47T U0 0 A T e L T A S P A P R e O e S S e e LSRN R R frer o (U A T et P e :
5 Chaos Furies

5 Centigors: Spears, hand weapon, light armour and shields

3 Minotaurs: Mark of Khorne and great WeaADOMIS .. .......ctiiericiesmiseieiesiortsiammsmeanesssmmnsnseneseenstatssstsessasnsshesssis ssestsssassssssssiansss

. CHAOS
WARHOUNDS ?
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20 Pikemen: Hand weapon, light armour, pikes, Champion, Musician and Standard Bearer .

5 Heavy Cavalry: Hand weapon, heavy armour, lance, shield, barding, Champion and Standard Bearer
12 Crossbowmen: Hand weapon and crossbow ...........
5 Light Cavalry: Hand weapon and SPEAT ......iieivessiiiairiassiiassiessassssssnsreasstssseons
5 Light Cavalry: Hand weapon and spear S T e T P LT e B e et
8 Duellists: Hand weapon and pistols ... e T T e T e O DY e e

8 Duellists: Hand weapon and pistols ..o e i R T R T ra e s e i
4 Ogres: Hand weapon, great weapon, Champion and Standard Bearer ..........
10 Halflings: Hand weapon and bow ...,

1 Cannon . T T Vs e L R e e R B ) e v e

[0] DUELLISTS

’ el R
E] PAYMASTER
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Pete: Having sorted my army out into
a Vanguard and Main force, I decided
not to bother with a Rearguard. These
choices can influence how your army is
deployed and can also affect who gets
first turn in some scenarios. I decided
on keeping things simple and took the
maximum choices for my Vanguard.
However, the units I had chosen, a
Herd and a unit of Warhounds, were
fast moving and would be able to
negotiate anything ahead. The rest of
the army would then be deployed as
determined under the scenario we

- would be playing.

i i

After rolling on the remainder of the
charts in the Scenario Generator we
settled on Pitched Battle 2 (this was
good since some of my fast moving
units would be half way across the
table before we had started).

| Joe’s objective was ‘Conquest’ —

normal Victory Points for units,
standards and table quarters, whilst I
rolled double one and had ‘Do as you
see fit’. I could now pick my objective
and keep it secret. Well there can be
only one for the Blood God, ‘Kill ‘em
all...” All I had to do was kill, kill and
kill again to gain double Victory Points
for all destroyed units... This was
going to be great fun!

EASTMEN DEPLOYMENT

After setting up the terrain it was
established that there would be fog
blowing across the battlefield this day.
Yes, we had rolled double one for the
special circumstances and so shooting,
charging and magic would be affected.
At the start of each turn we had to roll
an Artillery dice and multiply this by
four. This would then give a range
between 8-40" over which we could see.
But if a misfire was rolled, the fog would
suddenly clear as a lovely sunny day
ensued. With the game set for five turns
of arduous battling I started to deploy
my troops.

Joe’s deployment zone was going to
cause me problems. He had a large
central hill which would allow him to
set up his missile troops to maximum
effect whilst two pieces of difficult
ground, one on either flank, meant he
had a solid base from which to set up a
pincer trap. The central wood could
offer me some cover but I had a feeling
this would be a very important feature
for the battle. I didn’t want to get drawn
into the wood through frenzy — getting
bogged down and reduced in movement
could prove fatal.

With that in mind, I decided to try and
outfox him. A Beastman Herd on my left
would be supported by a Chariot whilst
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the three units of Warhounds would be
sacrificed in the centre to draw all the
missile fire he had.

As we placed our units on the table it
was evident that Joe was hoping to
reduce my numbers with the missile fire
and then use his Pikemen, Ogres and
Heavy Cavalry to finish me off. I had to
react and decided to go for his flanks.

The Minotaurs and Centigors would
take my right hand side, with the
Centigors acting as a frenzy screen for
their monstrous cousins as well as being
able to deal with any Fast Cavalry or
other light troops. With the Herd on the
left aiming to hold up the threat of Joe’s
Heavy Cavalry I was hoping that some of
the Warhounds would survive long
enough for my Khorngor unit to cross
the central line, past the wood, and be
in a position to charge Joe's main units.
Stacking my right flank with these and a
further Chariot, I felt confident that I
could take Joe’s left side before he had
time to re-deploy.

Of course, I always had the threat of the
ambushing Herd on Turn 2 and whilst
the five Furies could fall prey to the
bullets from the Duellists, I would do
my best to manoeuvre them to take on
the Cannon.




Joe: After splitting out my army into
Van, Main and Rearguards as required,
it was time to think seriously about
deployment. My two Light Cavalry
units usually watch over a flank each,
and have plenty of movement to re-
deploy if necessary, so were perfect
Vanguards. First to deploy, therefore,
were the ruffians of the army, one unit
on each flank. I was quite surprised
that Pete put down his Beast Herd in
response, especially as it was opposite
my Light Cavalry, seemingly out on a
limb on his extreme left. The question
now becomes - do I try to play
aggressively on that flank and roll it
up, or play defensively and try to hold
it up while I break through the centre?
It really depends on what support
units the Herd is blessed with.

The units of Duellists went down next,
and I placed one on each flank so that
they could help out either the missile
troops I'd be deploying on the hill, or
team up with the Light Cavalry
squadrons on the flanks.

Unfortunately, this is the point at
which I have to start making big
deployment decisions, and Pete’s still
placing Warhound units. Still, one of
the keys to my plan is getting rid of his
hounds early, so the Crossbows take

advantage of their long range to sit on
the hill and fire in two ranks, while the
Halflings, who would have to advance in
order to engage on the first turn take on
the Warhounds menacing my left flank.

Looking at the table at this point, a plan
starts to emerge. If [ can get a unit of
Duellists into the wood in the middle of
the table, the Pikemen (Enzo’s Wall) can
take up station on one side, the Ogres
on the other, and hopefully force the
Beastmen to engage before their
ambushers turn up. Frenzy can often
work to both players’ advantages.

The last unit to deploy is the Heavy
Cavalry, which can be the mailed fist of
my right flank, with the Paymaster on
the left side of the unit to help out the
fighting in the centre if necessary. Duke
Louis always seems to get flattened if T
put him in the front ranks of the
Pikemen, so he can sit next to the unit
for the time being, and use his
unimpressive Leadership of 8 to help
out where required.

After winning the roll to see who got
first turn my forces began to march on
their beastly foes.
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DOGS OF WAR TURN 1

Well, with the mists parting to allow 32"
lines of sight, I have to do a little
redeploying. As Pete’s put his most hard-
hitting units facing my rather weak left a
little second guessing is in order. It all
depends on whether the Khorngors go
the long way around the central wood,
or if they turn towards the centre and go
through the gap between the Herdstone
and wood. Either way, the Light Cavalry
on the right moved up 6" to threaten the
Herd and Chariot, keeping well out of
charge range though. The Ogres should
make a bit of a dent in Pete’s Khorngors
if they get to charge, so they were sent
to plug the gap between the wood and
Herdstone, with the Pikemen held in
reserve should anything go wrong. The
Duellists on the left dived for cover in
the trees, with some vague ideas of
setting up a flee-trap for the Khorngor
next turn, while the Heavy Cavalry bided
their time.

At this point everything looks fairly
promising. The Minotaurs and Centigors
should spend most of the game chasing
Light Cavalry, and the three units on my
right looked to have Pete’s entire flank
bottled in, while the Khorngors would
struggle against Ogres, Pikemen and
Duellists. All that remained was to panic
a few Warhounds.

The Shooting phase, however, was a
complete washout. Despite managing a
good number of hits, I managed to kill a
grand total of three Warhounds, one
from each unit, plus a stray Fury which
got a little too close to a cannonball.
That is pretty much the worst result
possible — no Panic checks at all. A
couple of fleeing Warhound units would
have given me a turn of softening up
Pete’s main battle line before engaging.
Now, however, I would have to finish
them off next turn, before facing an
otherwise unscathed Beastmen army.

BEASTS OF CHAOS TURN 1
Before the game I had been talking to

Joe and he had informed me that he was
a History student, well actually
something a bit more impressive, he was
mumbling something about doctorates
and degrees, nevertheless he had a brain
the size of a planet... But, he wasn’t any
good at maths, (his words) and I had
listened to Miss Greenhoff in Form 3C
when she talked about Pythagoras and
in particular geometry and angles. ..
(bear with bhim folks, it's just the onset
of old age - Fat Bloke).

You see, that Fast Cavalry unit Joe had
moved on his right flank really did look
within charge range of my chariot...
Declaring the charge after I had passed
my infighting and stupidity tests, I found
I was 13" away... Joe had decided to
hold since he was convinced he was out
of charge range; he should have listened
to Pythagoras.

CEy 6o
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Although you have a deployment zone
which is 24" apart, the fact that players
are set up almost on the centre line on
one flank and almost on their table edge
on the other, means that units can be
closer than they appear, especially if
they move diagonally across the table.
And I think this is what Joe did, moved
the Fast Cavalry too far - forgetting to
take account of the angles.

With no other chargers I set about trying
to combat Joe’s hastily realigned
formation. He wasn't going to let my
flanking force have all their own way.

The Ogres had taken up position
between the central features of the
Herdstone and wood and with the
Duellists and Pikemen coming up
behind, I felt a trap coming on.

But I had my Warhounds to block the
Ogres and sent the central unit
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marching forwards to confront the
fearsome creatures. Angling them
slightly so that if Joe took the bait and
charged them next time, they would
align towards the Warhounds, who
would, of course, flee and being ready
for a countercharge by the Khorngor
and chariot following behind. But I
didn’t expect someone of Joe's
experience to fall for this old tactic...

Having lost a Fury to shooting I was
determined to hide the daemons as best
as possible whilst still making progress
towards the cannon. They took up
position behind the Herdstone out of
any obvious line of fire, but to make
doubly sure I was going to sacrifice the
left hand unit of Warhounds. These were
marched as far forward as possible to
the left and slightly forward of the
Herdstone shielding the Furies from the
Duellist. Together with the Beast Herd
who had also marched down the left
flank, I had presented Joe with several
targets for his missile troops. But there
was a reason.

The Duellists on Joe’s right flank were
blocking any possible charge by the

Heavy Cavalry behind. I was convinced
that I could withstand the charge of the
8 Duellists since I had worked out (good
old Miss Greenhoff again) that if he did
charge the Herd then I would start the
combat on +4 (standard, two ranks and
outnumber). If, on the other hand he
decided to shoot the herd then again I
was fairly happy that I wouldn'’t suffer
too many casualties and Panic. Even if
they were all killed the daemons
wouldn’t panic since they are immune
to psychology.

The right hand unit of Warhounds set off
forward to the right of the central wood,
again putting themselves in the line of
fire and protecting the Khorngor and
Chariot from the pesky Halflings’
accurate bow fire. I am always amazed
how Halflings seem to fire their bows
with such strength and accuracy. Being
shorter than their bow, you would think
was a detriment....it must be something
in their food.

Finally, on my right hand flank Joe had
sent a unit of Fast Cavalry right onto the
table edge presumably in an attempt to
lure the frenzied Minotaurs off on a
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merry dance around the table and away
from the main fight...

With this eventuality in mind I sent the
Centigors out in front of the blood
crazed monsters, screening them and
keeping their frenzy in check, for the
moment at least.

We moved on to combat and the fight
between the Chariot and Joe's right
hand Light Cavalry. It was similarly a
quick affair with the Chariot causing 3
kills and sustaining none in return.
Breaking from combat the remaining
members of the Light Cavalry were run
down by the pursuing Chariot. This was
a risky move on my part because if I
rolled high on my pursuit roll I would
present the flank of the Chariot to Joe's
Cannon....But I had to do it, I was
playing for double Victory Points for
destroyed units, and many a game I have
left units with a couple of figures only
for them to run rings around me and
survive. Not this time. The Blood God
had ordered death. And yes, the Chariot
rolled a perfect 12, just enough to keep
it on the table and in perfect line of fire
for the cannon. Damn.

- ——



Run away! The Duellists make a break for it from the menacing Khorngor.

DOGS OF WAR TURN 2

Well, not being a born mathematician I
fail to see how, starting 24" away from
each other, my Light Cav could have
moved up 6" and been charged by a
Chariot that moves 14". My temporary
myopia continued this turn when I
moved the other Light Cavalry unit
around the flank of the Minotaurs and
Centigor, but failed utterly to get out of
the latter’s line of sight. From keeping
both units tied up for the whole game, I
seem to have gone to handing Pete
bonus Victory Points and leaving the
whole flank open for the Minotaurs.
Making obvious mistakes is so much
more fun in front of a large audience.

The centre was looking far rosier. The
enveloping mists once again failed to
appear, allowing a 32" line of sight. The
Duellists completed their trap, moving
into the wood to snipe at the
Warhounds, and hopefully enticing the
Khorngor to expose their flank to my
Ogres. I suppose my right flank wasn't a
total loss at this point either. The
surprisingly fleet Chariot had overrun
just far enough to allow my Cannon to
draw a bead on it. It also meant that the
Heavy Cavalry could abandon their
holding pattern and actively go after the
Herd before them. Well, perhaps not
that actively. Apart from that, the
Duellists shielding the Heavy Cavalry
moved in to finish off their Warhound
targets, and Enzo’s Wall (the Pikemen)
shuffled slightly, rather pleased with
their status as tactical reserve.

Shooting got off to a rousing start, with
a single Strength 10 hit putting a crimp
on the Chariot’s day. Ten well-aimed
arrows from the Halflings proved
sufficient to finish off the Warhounds
facing them, while the Duellists on the
right flank reduced their target unit to
just one lone doggie. Facing a wall of
smoking pistols, said Warhound decided
on a tactical withdrawal, and departed
the field of battle. In the centre,
however, the Crossbows and Duellists in
concert proved insufficient to shuffle
four Warhounds off the mortal coil. The
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lone survivor passed its Panic check, and
prepared to make itself become very
irritating indeed.

Leaving that lone hound may prove to
be very costly. Apart from that, with the
Khorngors facing daunting odds and the
Minotaurs miles from anywhere, a great
deal would depend on just where Pete’s
ambushers arrived.

BEASTS OF CHAOS TURN 2

I could tell Joe wasn’t happy about the
chariot charge, but he had dealt swiftly
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with the offending item by a well-aimed
and guessed cannon ball. Amazingly I
still had one doggy left and he was
going to prove very valuable as well as
being the cause of a little rules
discussion. But first things first and the
ambushing Herd... Yes, I wanted it to
emerge in Joe's deployment zone
behind the Crossbowmen and the
Halflings and outside the grapeshot
range of the cannon. The horror of
rolling a 9 for the Leadership test to
allow them to emerge where I wanted
was replaced with glee as the scatter
dice pointed in the very area I had
indicated. The Blood God was being
kind today.

Infighting and drunken tests were
passed and the charges were declared.

After declaring the charge by the
Centigors the Minotaurs could not
wheel round enough to contact Joe’s
Light Cavalry, hitting the back of the
Centigors in the attempt. Consequently
the Minotaurs being unable to fulfil the
charge through the compulsion of
frenzy were free to move normally.

But now to the big one and the
discussion involving that lone
Warhound. You see Joe had very cleverly
set up a trap and I was going to do my
best to avoid it. | knew that central
wood was going to be important and Joe
knew it too. The Duellists had taken the
wood in Joe’s last turn and were spread
out throughout it, a few of them finding

e ik i b

themselves within 2" of the edge of the
wood and consequently visible. That is
visible to the Warhound but more
importantly visible to the frenzied
Khorngor containing the general. Joe
was going to use the Duellist to activate
my frenzy, lure the Khorngor into the
wood and then countercharge with a
flanking attack from his Ogres and a
frontal assault by the Pikemen. This
would be disastrous for my boys. The
Chariot could see the Duellists but it
couldn’t do anything to help since you
can’t voluntarily order a Chariot to enter
a wood. Hmmm, how to get out of this?

The Warhound This was his big chance
to prove his worth, save his general and
to bring up that rules discussion that I
mentioned before.

Frenzy is something that happens in the
compulsory Movement phase and takes
place before chargers. The rules say you
can order a frenzied unit to charge
instead of just relying on its frenzy to
take it forward. However, convention
dictates that you move chargers in the
order that they were declared and this is
something I was going to rely upon to
save my Khorngor. Knowing I had no
option I declared that the dog and then
the Khorngor would be charging the
Duellist in the wood, in that order. Since
the Warhound was just to the left of the
wood he would move towards the
nearest skirmisher and then the
skirmishing Duellists would align to the
Warhound. This would have the effect of
moving the remaining Duellists in the
wood to my left and preventing the
charging Khorngor from moving towards
the main body of the wood and
therefore getting stuck in it. We

discussed how the whole thing would
end up but decided that we had played
it correctly. But to top it all Joe decided
to flee, causing both units to fail in their
charges, the Warhound being stuck in
the wood and the Khorngor perilously
short, and in dire peril of the oncoming
Ogres. But at least it would be a frontal
charge and not in the flank.

The remaining Tuskgor Chariot, seeing
the threat in the next turn to the
Khorngor, positioned itself on their
flank ready to join in the fight should
the Ogres charge the general. The Furies
flew a full 20" behind the Paymaster and
his Heavy Cavalry but again outside the
range of the Cannon’s grapeshot. With
the Herd on my left moving backwards
to the safety of the rough ground, (they
were just outside the charge of the
Heavy Cavalry), | was pleased that they
were holding up my left flank.

Combat was again a brutal affair and the
Centigors beat the Light Cavalry
relatively easily although they did lose
one of their number to a lucky horse
bite. However, 1 made a silly mistake in
deciding not to pursue after the flecing
Cavalry. Joe was right on the table edge
and so had to leave the table. By
restraining from the pursuit I left my
Centigors on the table and in range of
the Halflings’ bowfire, but more
importantly they would be spending
part of their next Movement phase
turning around before moving to get
back into the battle. Had I pursued off
the table after the Light Cavalry then in
my next turn they would have re-
appeared and I could have marched
them back into a more threatening
position. Oh well, we all make mistakes.
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DOGS OF WAR TURN 3
Interesting. Having thought I had made
sure of getting a flank charge on the
Khorngors, Skag’s Ogres now find
themselves facing the front of the unit. A
slightly more daunting prospect, and I'm
still not sure how it happened, but Skag
seized the moment and charged in. With
both units having shocking Leadership
values, I doubt Pete's carefully placed
Chariot will have much flanking to do
either way.

Elsewhere, the sight of the Beast Herd
and Furies both cowering just outside
Grapeshot range of the Cannon was
fairly comical. However, less so was the
plight of the Crossbowmen. I really
needed to get rid of the last remaining
Warhound before it could cause even
more problems, and the only guys really
able to do this were the Crossbows. This
does however ignore the slight quandary
of the large Beast Herd that may or may
not be in charge range of their flank.
Still, they could always flee from the
Herd’s charge next turn, and their taking
care of the Warhound allowed the
Duellists on my right to move in and
help perforate some Furies. On the
other flank, having put a nice big wood
between them and their pursuers, the
Duellists there rallied, and got ready to
either ambush the Khorngors if they
made it past Skag, or help the Halflings
who looked less than keen to be facing
off against Minotaurs.

With Pete’'s Herd looking less keen than
ever to engage my Heavy Cavalry, I was
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perfectly happy to let them keep on
holding the flank. On the face of it, the
plan seemed to still be going smoothly.
If the Ogres broke through the centre,
good for them. Even if they lost, the
hopefully depleted Khorngors would
stand very little chance against the
Pikemen (they’d start the combat with at
least +2 resolution, with Leadership 8, a
re-roll from the Paymaster, and flanking
Duellists if necessary next turn) who
could then deal with either the
Minotaurs or Herd. Nothing was liable
to cause a wave of Panic tests if it went
wrong, and for once the worst case

scenario looked surprisingly cheery. As a
final precaution, Duke Louis joined the
Pikemen, which seemed a safe bet with
all those horrid Furies scuttling around.

Shooting was less than impressive
though. A combination of the Cannon
and Duellists accomplished the demise
of only one Fury. That would be
goodbye Cannon next turn. The
Halflings chose this point of the battle to
get out their Blancmange-tipped arrows,
which made absolutely no impression
on the Minotaurs. No matter though, as
Skag and his lads (the Ogres) closed in.

The Ogres face off against Pete’s Kborngor.
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Rather sensibly, Pete’s Wargor placed a
hoof firmly in the back of his unit’s
Champion, who challenged Skag and
got butchered. This cut down the
number of attacks I could put on the
Wargor, and left me in a bit of a
dilemma. If I could kill him, the combat
was as good as mine. However, the
worst case scenario would be to waste
attacks and just wound him, effectively
using up three valuable attacks without
diminishing in any way the return blows
coming my way. [ went for glory, and the
Ogre standard bearer hit the Wargor, but
only wounded once. Curses. The rest of
the unit finished off just two more. Four
wounds from thirteen attacks is a pretty
poor return, and when the Khorngors
butchered one Ogre in return, I was not
at all surprised to watch them break and
flee. However, they did manage to get
away, and could feasibly live to fight
another day should Pete go for the
Pikemen instead of running them down.

I have to say, that round of combat was
disappointing, but hardly a disaster. Bad
dice rolls are in the nature of
Warhammer, but all I had to do now was
watch my contingency plan slot neatly
into place.

BEASTS OF CHAOS TURN 3

Everybody passed their compulsory tests
and I was in full control of my army,
well almost full control since the
Khorngor had a frenzied charge to
declare. The fog had well and truly lifted
this turn and there was nothing to stop
the Furies declaring a charge against the
Cannon and its crew.

After successfully repelling the charge of
the Ogres and as usual not running
them down, the Khorngor were exactly
1" behind Skag and his bodyguard (the
Ogres). However, there was a more
dangerous proposition awaiting my
Khorngor and that was the big block of
Pikemen just behind the fleeing Ogres.
The Pikemen were situated about 4" in
front of the Ogres and therefore about
5" from my Khorngors.

I had a choice. I had to declare a charge
at the Ogres because of my frenzy, the
Ogres since they were fleeing had no
option but to flee. However, if they fled
far enough to take them down the side
of the Pike block I would have the
choice of following after the Ogres to try
and catch them and run them down, or
smash into the revealed Pikemen. And [
really didn’t want to hit those pikes
since that would be around 20 hits
striking first. Ouch!

But the decision was taken out of my
hands as Joe rolled a pathetic 3" to flee.
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Consequently I ran the Ogres down and
continued with my full momentum to
smash into the now revealed Pikemen.
Oh dear!

The ambushing Herd seeing the hated
Crossbowmen declared a charge.
Fortunately, I had 4 models within
charge range of the Crossbowmen and
hence the charge was legal.

As you need at least 25% of a Herd to be
within charge range of its target in order
for the Herd to be able to declare the
charge, my unit being 15 strong, meant I
needed a minimum of 4 models within
10" of the Crossbowmen.

But the Crossbowmen fearing the worst
decided to flee. It was becoming very
congested in the centre of the table now.

The Minotaurs and the Centigors moved
menacingly around the right hand
difficult ground to threaten the Halflings
next turn. The Chariot moved to its left
to threaten any further advancement of
the Paymaster and his cavalry unit,
whilst the remaining Herd scurried over
their broken ground and further out of
the range of the Paymaster’s charge.
Turning to the Close Combat phase I
feared the worst for my Khorngor.

1 saved the big combat till last and
swiftly moved to where the Furies were
fighting with.the Cannon. It was a
marginal victory for the daemons who,
inflicting one killing Wound on the crew
did not suffer any in return and with the
Cannon gaining the +1 combat
resolution for being uphill it came down
to the old outnumbering by a fear-
causer to autobreak the Cannon crew.

The fact that the unit strength of a
cannon is measured in terms of its crew
is important to bear in mind here.
Because the Furies killed one man
meant that that the Cannon’s unit
strength was two whilst the three Furies,
who are flyers, have a unit strength of
three (one each). Hence they get the
outnumbering bonus by 3 to 2.

The Furies ran down the hapless crew as
they fled away... more double Victory
Points for the Blood God.

Back to the important combat between
the Khorngor and the Pikemen. I sat
back and winced as Joe picked up a
massive pile of dice. Watching him
segregate them to target some on the
Wargor, I couldn’t believe my luck as the
dice tumbled and only one Khorngor
fell to its death. That was that, I had
most of my front rank still alive and with
only his Captain still to fight, I was
determined to inflict maximum damage.

With no challenges I was able to inflict a
massive 10 Strength 6 Attacks into the
Pikemen. One lowly Khorngor managed
2 wounding blows on the Mercenary
Captain killing him outright, whilst the
others killed a further four men. The
Wargor in full frenzy dispatched the unit
champion. In the end I won the combat
by a healthy margin and pursued the
fleeing Pikemen as they made for the
table edge... Once again I came up short
giving Joe the opportunity to rally next
time. That frenzy was really taking it out
of the legs of my Khorngor.

It was looking really good for the
servants of Khorne, but Joe could still
turn it around.
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Duellists charge into the rear of the Khorngor Herd.

DOGS OF WAR TURN 4
When Sergeant Enzo stopped running
he would have glanced back and seen
the White Wolf lunatic riding deeper
into a mass of enemies, and the
skirmishers rallying for a counter-attack.
For Enzo enough was most certainly
enough and I was thinking the same.

You know when I mentioned disasters a
while back... Seeing 20 Pikemen manage
a grand total of one wound probably
counts. Having Duke Louis hacked
down by just one Khorngor was adding
insult to injury at that point. Still, I had
a plan to pull it all back from the brink
of defeat. If I could get both units of
Duellists into the Khorngor, to the side
and rear, they would stand a good
chance of breaking them there and then.
Even if all went badly, the Khorngor
would still have to pursue because of
frenzy, leaving the hopefully rallied
Pikemen to face down the Beast Herd.
An excellent plan, with just one flaw.

I'll let you in on a little secret: dice can
smell fear. If you are confident in what
vou roll, if you're sure it will work, then
you have every chance of pulling it off;
any trace of doubt and you're doomed.
Somehow, I just knew I'd fail the
Leadership 8 Rally test for the Pikemen,
and fail it I did. Off the board went a
huge block of Victory Points for Pete.
The Crossbowmen also failed to rally
and were sure to be run down by the
Furies next turn. Just to make it that
little bit worse, only one of the Duellist
units was in range of Pete’s Khorngors.
Even attacking from the rear, I was sure
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they were doomed against a bucket of
great weapon return attacks.

Right. There is a time for desperation,
and that time was now. I wheeled the
Paymaster’s Heavy Cavalry bodyguard
around on the chance that the Duellists
could run far enough to entice Pete’s
Khorngors to charge them again in his
turn. Surely even they could not stand
up to a flank charge from a full unit of
mounted horsemen.

The Shooting phase was minimal: faced
with a rather more urgent target, the
Halflings improved their aim. Not by

much though — one Minotaur was left
with two arrows sticking out of it, and
didn't look best pleased. The only minor
problem is that they were at short range
for the Halflings’ bows, and we all know
what that means for next turn.

As expected, the Duellists only managed
to shoot two Khorngor before being
decimated, losing the combat by some
way, but luckily outdistancing their
pursuers. Any hope of winning the
battle was long gone by now, indeed it
had gone the moment I rolled a 10 for
that fateful Rally check. That Wargor
really would pay though...
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BEASTS OF CHAOS TURN 4
Suddenly I had a lot of charges and
there was nothing I could do about it.
The Khorngor had to charge the fleeing
Duellist near to the wood who in turn
fled far enough away to cause the
general to flounder in frustration in the
centre of the table. The Minotaurs had

MINOTAURS

to charge the Halflings who, declaring to
stand and fire, managed to inflict the
one remaining Wound on one of the
beasts killing it outright. As the
remaining two members of the unit
crashed into their diminutive foe their
blood greed was in full flow as they
readied themselves for Halfling pie.

The Furies had an easy kill. With the
Crossbowmen still fleeing they easily
outdistanced their compulsory flee move
as they charged a full flying 20"
overrunning the petrified mercenaries.
The Centigors marched a full 14"
towards the centre of the table to
threaten any advancement of Joe's
Heavy Cavalry. I was trying to box the
cavalry in, in order to set up a combined
charge in my last turn.

As part of my plan I moved the two
Herds towards the cavalry also. It was
touch and go whether the Paymaster
and his unit could get around the
Herdstone in his next turn to charge the
flank of my Khorngor. If that failed I
would have him surrounded. With only
the chariot to move he turned around
and went after the fleeing Duellists. If
Joe rallied them next turn then there
was little they could do but reform and
wait for the onslaught of a rampaging
Tuskgor Chariot.

There wasn't much actual combat. The
Minotaurs killed 5 Halflings who
immediately fled and were run down
and destroyed. That brought my fourth
turn to an end. We would now find out
if the Paymaster could reach the




no exception, as despite shooting the
Foe-render in the face, sheer weight of
Attacks broke the few remaining
Duellists. Running, however, seems to
be something this army does well, as yet
again they outdistanced their pursuers.
Pity about those Furies lurking nearby
though. On to the more important
combat, and five dice for the riders, four
for the warhorses on the Khorngors,
well that’ll be no wounds. I really can’t
say I'm surprised. Thankfully, while their
lances might be useless, the Heavy
Cavalry had pretty good shields,
withstanding Pete’s return attacks,
running the Khorngor down and using
the pursuit move to make the Centigor
wish they really hadn’t wandered up for
a closer look. As a happy bonus, the
Beast Herd happened to be just within
Panic range, and rolled a 7, at which
point I was rather pleased to have killed
the Foe Render. Off the table went the
Herd, and things didn’t look quite as
bad as they had at the start of the turn.

MINOTAURS

DOGS OF WAR TURN 5 charged. Wheeling nimbly around the

With the battle winding down, I only Herdstone, I had more hope for the == 1
had a few things left to do. Formidable Heavy Cavalry against the hitherto Luco cursed — be'd had enough of |
as they are, without help my small units invincible Khorngor. The other unit of this nonsense. He and his boys had (
of Duellists would stand very little Duellists picked now to helpfully been told to keep close to the money |
chance against a Beast Herd. Still, there demonstrate how to pass Leadership man, and that be would do, but as |
didn’t seem to be a great deal to lose at tests, rallying right in front of a Tuskgor be took another crude axe blow on [
the time, and while they could have Chariot. Well done there guys. his shield, this was definitely it. He i
backed off and saved their skins, I really was absolutely, definitely going to |

didn't see the point. Not, I I've played out quite a few Duellists quit this time be resolved. Just as
\ suspect, filled with versus Herd combats in the past, and soon as be got paid.
enthusiasm, the Duellists have lost each and every one. This was e
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The Heavy Cavalry try their luck against the now seemingly-invincible Kborngor:

BEASTS OF CHAOS TURN 5
Well, the Khorngor had died an
ignominious death after such great feats
against the Ogres and the Pikemen. After
a multitude of kills they get run down
by a hired band of vagabonds and
thieves. Still, looking across the
battlefield I was certain to mop up most
of Joe’s remaining force. [ was counting
on the Centigor to hold up the charging
cavalry, I would at least have a save
against those Strength 5 lances.

The Chariot did what it does best and
charged the recently rallied Duellists.
The Furies again picked on an easy
target and charged down the other unit
of Duellists as they fled away from the
Herd. With not much left on the
battlefield the remaining Herd decided
to enter into a bit of midsummer
maypole dancing and headed for the
Herdstone in gay abandon. Way to go
boys, you really did a sterling job
keeping out of the fight. I looked closely
at them to see if they were the unit that
had kept me from my bed in recent
nights whilst painting them... warriors
of Khorne indeed.

The Chariot wiped out the Duellists but
the story was something completely
different for the Centigors, who had the
awesome prospect of halting the charge
of the Heavy Cavalry.

”~

The actual combat saw each side lose
one model, the warhorse biting the head
off one of the Beastmen but not before
he in turn managed to slice through the
heavy mail armour of a rider. Losing
combat on resolution and failing their
Break test the Centigors fled towards the
table edge being run down in the
confusion. It was just too little too late
for the lessened but richer Dogs of War.

And with that final act the battle was

over. With his hired army in tatters, the
Paymaster looked over his shoulder and
saw through the mist the emerging
shape of a unit of Minotaurs. Realising
that there was always others who would
fight for a coin, he tipped his hat and
conceded defeat. The Blood God was
satisfied with the offering bestowed
upon him this day.
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MONEY FOR NOTHING

Joe: Having the
Captain join them
really does seem to
be the kiss of death
for my Pikemen. It
must be his hat that
distracts them...

Looking back over
the battle, I can honestly say that the
only thing wrong with my plan was
that it failed miserably! Both units of
Light Cavalry were something of a
write-off, as my irritation at losing the
first unit led to a mistake that cost me
the other. This wasn’t a major
problem, as my centre had
ignominiously collapsed long before
the flanks rolled up. Failing to cause
any Panic checks on the Warhounds in
the first turn cost me a turn of firing at
the Khorngor, but two ranks of them
would surely have steamrollered their
way through my army just as surely as
one. If nothing else, shooting a few of
their friends might have made them
really angry. The real problem for me
was the two rounds of combat that
happened in the third game turn.

With hindsight, my initial plan, if the
Khorngors were to head straight down
the middle as they did, was to back
both Enzo’s Wall (the Pikemen) and
the Ogres up slightly, then set up Skag
and crew for a flank charge, maybe in
Turn 4. When that one hound

scuppered the flee-trap with the
Duellists, my reaction was to throw my
units at the Khorngor in a piecemeal
fashion. I wasn’t realistically expecting
the Ogres to win their combat, but next
turn one wound from 20 Pikemen, then
having the Captain bludgeoned to death
before he could attack was, to put it
mildly, a little improbable. Still, I can
just imagine the sense of general relief
among the Pikemen when it appeared
that the Ogres would be doing the bulk
of the fighting, turning into barely
concealed panic when a bunch of red-
clad apparitions came storming through
the mist towards them instead. Fine as a
story, frustrating as a general in a game
of Warhammer.

The Heavy Cavalry, on the other hand,
did just what they were supposed to.
Even with their longer charge range, |
really didn't want to risk the Paymaster
against Pete’s Beast Herd. The fact that
none of the cavalry themselves killed a
single enemy in combat, yet broke and
ran down two units, reassures me that
fighting isn't their thing: hiding behind
several inches of plate steel and hoping
that the enemy runs away on their own
accord seems to be the way to go in
future. I dread to think what could have
happened had they encountered an
enemy unit with an actual rank bonus to
speak of.."

So, was Leadership the bane of my

Joe is disconsolate, Pete cannot hide bis joy. 'Tis the nature of Warbammer,
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army? Well, out of about a dozen tests, I
believe I passed a grand total of two.
Once a human (or mostly human) army
starts running, it doesn’t ever seem to
stop. Pete on the other hand was well
protected by his frenzy and only had
cause to take a couple of tests all game,
but with his even worse Leadership
failed most of those anyway. In small
games then, the principle would seem
to be one of he who takes the fewest
tests wins.

Apart from congratulating Pete on a well
fought game, all that remains is to
salvage a little of the storyline. Seeing as
Count Daniel survived, and as there
actually wasn’t anyone else left at the
end of the battle for him to pay, he
shouldn’t have too much trouble
recruiting a new army. It's not too
improbable that Skag might have gotten
away from the Khorngor as well. More
Ogres, anyone?

SRR —— e s
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Count Daniel smashed through the
last line of beathens, pausing to
| wipe a little of the blood from bis
| armour. He'd seen at least one of his
| fellow borsemen cut down, but apart |
i| Jfrom that everything had gone l
| swimmingly. “For Ulric! For |
| Middenheim!"” be raised bis mace
’ triumphantly, and turned to look
| bebind bim. “Ob.”
1
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RUNNING WITH THE HERD

= Pete: “Like a good
- wine — getting better
. with age.”

You know it's funny
how games of
Warhammer turn
out. Was it because I
was a year older or
had I got lucky dice? Who knows, but
by a quirk of fate we had to play the
actual battle a week after we had first
met to have our warm up games. This
is usual in White Dwarf Battle Reports
so that you can get to know one
another and familiarise yourself with
each others troops and special rules.
But during the intervening period I
had celebrated another birthday and
so I put my victory down to being a
little bit older and a little bit wiser.

That, of course, is a load of rubbish
but it makes for a good story as in
those warm up games we had won one
each and so the outcome of this battle
could have gone either way.

Looking back over the game I think
things went mainly to plan. The
Warhounds did a sterling job surviving
into the third game turn and allowing
me to have my main units virtually
intact and ready for the rigours of
combat. Indeed I think it was the lone
Warhound who managed to charge the
Duellist that probably won me the
game. Joe had set up a perfect trap to
entice my Khorngor into the wood but
didn’t anticipate the resilience of my
lowest troop. Being able to charge the
Duellists with the Warhound certainly
saved my Khorngor from a combined
attack from the Ogres and Pikemen.
And who would have thought that
those two units would have
spectacularly failed to dent the
advance of the frenzied Beastmen.

I don’t usually take Furies, but these
proved extremely versatile and indeed
managed to perform the very task I
had picked them for — stop the
cannon. Having a unit of flyers is a
really good tactical option in any army
since they can, with their extended
movement, be very useful in running
down fleeing troops. That extra
movement can prove to be
absolutely invaluable at times.

The Herds too are invaluable.
Ok, one unit didn't really do
much in terms of killing, but
their very presence caused Jog all
sorts of problems — especially

when the ambush was sprung and they
emerged in his deployment zone.

So overall I was very pleased. I had the
advantage since I knew what Joe’s
objective was and he didn’t know mine.
1 could have been almost wiped out and
still have won since all my Victory Points
were doubled for the kills. But that’s the
beauty of the Scenario Generator as it
adds an extra dimension to the game
and suddenly you have more things to
think about other than a straight
forward battle.

D)

Joe fought a very good battle but was let
down by some outrageously bad dice
rolling and an inability to rally at the
appropriate time. Better luck next time.

Finally watching the performance of
Joe’s Heavy Cavalry reminded me of a
line in Independence Day when Will
Smith tries flying one of the alien
spacecraft: “I GOTTA GET ME ONE OF
THESE.” Yep, that's the way to go,
charge at things, do minimal damage
and cause everything to run away.
Anyone got any cavalry for hire?
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Lore of Liﬁe rubbish, eh? With unsighted magic missiles,
easy to cast spells and devasta@g effects — think again!

N

Magic — an eldritch force

that mere mortals should

not trifle with for fear of

their minds being torndpart
by unnatural energies. Those .

. who dabble in the

/ be scarred forev %:tf(# :”

. those successfun % 02
fame and fortune beck
(though presumably not
through being suspended in
a box over the River Reik
without food for three
months). Alexander Tulloch
lays down the lore on one of
the more unfashionable
types of magic.

t always happens. I'm, pulling my
I models out of my figure case, my

opponent reminds me we need to

roll up spells and announces he’s going
for the Lore of Heavens. I tell him I'm
going for the Lore of Life. I'm sure I
hear him snigger.

I'm not sure why because Lore of Life'
a wonderfully tactical choice of magi
allows you to dictate where your

splatters the opposition into little%Kit
on the battlefield. What more do,

want from your magic? Life spellst
several features that make them std
out from the other lores. Uniquely i
of its spells require line of sight. Life
wizards can hide behind woods, hills or
anything else that will stop them r;)eing
shot at by angry archers. And the| :
unusual way thécanges work on Life
spells means that a mage can stand at
one end of a feotball pitch-sized
battlefield and still roll a hill over a
target at the far end.

It's not as if they're havd spells to a8t
either. Half of them are cast on a 7 or
more, which on three dice should e . -
succeed nine times out of tenrWhen

#

"
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you get spells that can be cast on a 7+
that can potentially dish out 12 Strength
5 hits I think you’re getting real value
for money.

All this comes with only one small
proviso. Half of the spells have to be
targeted at units that are near, in or on
certain scenery pieces. A lot of people
shy away from Life magic because of this
restriction but it is not nearly as big a
problem as it sounds. Most battlefields
come with trees and hills, which are
needed for the two most potent
damage-dealing spells. Indeed, the need
for the enemy to be within 12" of the
terrain piece to be effective can be a
weapon in itself. If your opponent wants
to avoid taking the maximum amount of
damage he can, but only by avoiding
certain areas of the battlefield. Choose
life, and you'll dictate which parts of the
battlefield are safe from enemy troops.

If your opponent dreads whole chunks
of the battlefield then you know things
are working. Only the other day, I had
my opponent horrified when his Tomb
Scorpion killed a Bolt Thrower crew
only to realise its charge had left it
halfway into a wood. A few more games
and I'll have him scared of every twig,
Then there'll be no more sniggering.

‘The races that

ood Elves

retonnians

ian nwho _lik:

Lo

Ty

sylvan ones’ mages can only usc this spell list and that of
¢ Lore of Beasts, so it's unsurprising that Wood EIf armics

a predilection for Life magic, which they use to bolster
r shooting attacks. With their affinity with nature, Master of
Wood is one spell that descrves a special mention. The
~eared tree-huggers are unusual in that they can guarantec a
ood on the table whenever they go to war which they can

ce anywhere on the table, so this spell is a must-have.

ster of the Wood becomes really deadly when it is used in
nction with the Tree Singing spell, which all Wood Elf
es get as a matter of course. By Tree-Singing your woods all
e battlefield, the Wood Elves have effectively got a
e magical weapons platform. Use Tree Singing to engulf
ies in the green and theyll suffer 2D6 strength 5 hits
Master of the Wood. That's really going to chafe. This

on becomes even more cffective when the Wood Elf
i harbours some Dryads or a Treeman. These animated
of the trees can pop out to lay the smacketh down.

‘s an unofficial alliance between Bretonnia and the denizens
Loren forest and this shows in their sensibilities to the land
‘nature. The Lore of Life is a really useful spell list for the
Wood Elves, can only use the lores of
like The Rain Lord are really handy for

ﬁ'ﬁ

"BY ROOT, EARTH AND WATER

Life spells are strange yet potent manifestations of nature.
Here are some tips on using them effectively.

MISTRESS OF THE MARSH

One of the most important spells on
any list is the first one, the spell that
you can trade any other spell for. Life
Magic’s Mistress of the Marsh turns the
ground to swamp, halving enemy
movement. Some players look at this
and sniff at the lack of damage, but in a
game where manoeuvring is the key to
victory, the ability to hold an opponent
in place can be crucial. Look at how
useful it can be when facing an
opposing unit with a higher Move rate,
like Elves or cavalry. These units, under
the command of a player who can
guess ranges with supernatural skill,
can position themselves just outside
your charge range, but easily inside
theirs. It’s risky but with this spell you
can move to within your charge range,
hit them with soggy ground and then
get the charge on them. It can be just
as useful when dealing with those
annoying Skirmishers and Fast Cavalry
that run around the back of your units
and stop you from marching. And they
are very hard to catch. But if you turn

e T pryatl o

k wield Life magic are maﬁy, and its energies aid them in different ways.
' Nick Kyme examines how the Lore of Life can help your army.

protecting Bretonnian Knights, which are quite brittle against
most war machines and black powder volleys. A reduced roll to
hit for the enemy during the game, as well as a 50% chance of
an Artillery dice based war machine not working, can help your
knights reach the enemy. Combine this with a Lady’s Blessing
and those knights are looking pretty safe.

of all those Dwarf and
static Empire armies
taking a punishing 3D6
Strength 4 hits from
their hill.

A special mention

should go to the Fay

of the Lore of Life. So

attuned is she to the land

that she adds +2 to all
attempts to cast,
which makes
casting cven
The Rain Lord,
a doddle.

LA vat‘!ﬂg:..
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Enemy lines can be disrupted by
the Master of Stone spell. Think

Enchantress, who's simply
the daddy (or the mummy)

the ground to swamp beneath their feet
they’ll still be pulling themselves out of
the mud when your unit is ready to
charge next turn.

This spell has to be cast on units within
12" of a river, a marsh or other watery
feature. Maybe it's just the boards I play
on, or the lack of an Old World Ground
Force team, but water features seem to
be in short supply. If there are none you
can still cast the spell, but the range is a
short 12", meaning my mages have to go
closer to the front of the battle line than
is healthy. Of course if you have a river
you're laughing. Rivers can cover a large
area of the board, enabling you to cover
a whole flank with this spell. And if the
spell is cast on a unit trying to cross the
river you can really reduce them to a
crawl. In one game I hit a Bretonnian
lance formation with this spell two turns
in a row as it tried to cross a river. With
their movement reduced to 2" a turn it
was nearly impossible to get the
formation across.

Continued overleaf...
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| SNEAKY GIT!

! There is one very dirty tactic I've used

l in the past. Take two wizards, one with

| Life, and one with Shadow magic. You
can always take the number one spell,
Steed of Shadows, and send your Life

| wizard hurtling in amongst the enemy

| units. One wizard can not only stop the

i enemy marching but also reduce the
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FATHER OF THE THORNS
With a little whispered entreaty to
Bheortaine Briartangle the Life wizard
can cause plant strands to burst from
the ground, wrapping round the target
and ripping them to shreds with thorns
and briars. This unsurprisingly hurts a
bit, causing 2D6 Strength 3 hits. It looks
like half-a-dozen other magic missiles.
But it is not a magic missile...

For starters this means you can forget
about having to see the enemy. Units
hidden behind skirmish screens are not
safe, nor are those trying to sneak up
behind the mage and his unit. Lone
characters are valid targets, even those
lurking within 5" of friendly units.
Wizards often hide just behind the main
battle line, but a few castings of this
spell should make them run for the

ardmen ;
: an?x’qm ones can pretty much pick whatever magic they want,
g all cight lores and even High magic. Like the Empire,
are many choice magical cuts to tempt the Lizardmen away
rom choosing Life. But consider the spell Mistress of the Marsh,
. The Lizardmen are the only army to include aquatic creatures ie,
‘ * Skinks and Salamanders. These troops when positioned in a river,
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bulk of the enemy army to a crawl with
The Howler Wind. The downside is the
enemy are now immune to missile fire

of Strength 4 or less, and you have to
roll up the spell in the first place. But if |
you're lucky enough to get Howler

Wind, what this tactic does mean is that
outmanoeuvring the units in the
windzone should be child’s play.

cover of friendly units. It can also be
used on other difficult to target units
like Skaven Warpfire Throwers and
Ratling Guns.

THE HOWLER WIND

The spirit of the wind surrounds the
mage with a swirling gale, blowing away
the enemy’s missiles and slowing their
advance. At first glance it seems obvious
what this spell is used for. Immunity to
shooting from anything short of a Dwarf
Organ Gun sounds perfect for any of
your advancing units. Unfortunately
there is a serious downside. As Magic
comes before the Shooting phase your
opponent will get two chances to dispel
The Howler Wind before shooting starts.
The second attempt, in his Magic phase,
is on the spell’s base casting value
making the spell difficult to keep in play.

Though it is not a very useful missile
defence, it is excellent at stopping
charges. Opposing units treat the whole
area around the mage as difficult
ground, meaning only units on the
fringes of the wind zone can be charged.
And chariots are neutered completely as
they cannot enter difficult terrain. The
enemy only gets one chance to dispel it
before it affects their movement. When
you use the spell in this way you will
need to think carefully about placing
your mages. Look at where the chargers
are likely to be coming from, especially
chariots, and try to move the mage to
where he can protect as many units as
possible. When using this spell it is best
to leave your mages out of units to give
them maximum mobility.

MASTER OF THE WOOD
Prayers to Keirnu Oakenclub can rouse
the trees themselves to crush any foes
with branches and roots causing D6
Strength 5 hits to a unit anywhere on
the tabletop within 12" of a wood, and
an additional D6 Strength 5 hits if the
target unit is actually inside one.
Without woods on the table the spell
only has a 12" range but as they are
pretty common sights on the battlefield
this is not a major worry. The usual
targets for this spell are Skirmishers,

-

~ spawning pool or some other water feature can be employed as a
lure to drag expensive enemy units within range of the spell
Then, as the Skinks scarper, the enemy unit gets bogged down in
the newly formed mire and is given a quick one-two knockout
punch with a combined charge from a Stegadon or meaty Saurus
unit and some Terradons. You can rely upon the Stegadon or
Saurus Warriors to supply the punch while the Terradons who,




particularly Scouts, who love to hide in
or near woods. With this spell you can
either punish them for doing so, or
drive them out into the open where they
are far more vulnerable. If no enemy
units wander into the woods you can’t
get the best out of the spell so it might
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be necessary to lure them in. Position a
bait unit; flyers or fast cavalry are best,
between the enemy and the woods.
Then flee from the resulting charge and
their failed charge should land them
close enough to the woods to be hit by
this spell. Frenzied units are best for this
as they have to charge your bait units,
and they are just the kind of dangerous
unit you want to eliminate at a distance.
You can also drive units into woods with
potent combat units. [ once got a cavalry
charge on a Dark EIf Sorceress who
unsurprisingly fled. She ended up in the
centre of a wood, just in time for
Irresistible Force and a messy end.

MASTER OF STONE

High-level spells are brilliant. Drain Life,
Unseen Lurker and Conflagration of
Doom are all classy. I think Master of
Stone stands up alongside them. Hills
will collapse, ruins will explode and
rocks will be generally unpleasant. Any
unit caught in or on the right piece of
tecrain will be hit by 3D6 Strength 4
hits. No spell I can think of is quite as
good at trashing war machines and
archer units. In order to get the best line
of sight most of them will gravitate to
any piece of scenery with a bit of
altitude, and Master of Stone can trash a
low-Toughness or lightly armoured

R

missile unit in one go. Against war
machines the large number of hits mean
a large amount of hits on the crew
leaving the machine as a pretty bit of
scenery. It goes without saying that this
is the spell I hope for every time.

THE RAIN LORD

With a casting value of 10+ the Rain
Lord spell is the only one I find difficult
to cast on three dice. I think this spell is
really best left to the level 3 or 4 wizards
as they are the only ones who can
expect to cast it without resorting to
Power Stones. It's missile troops who
suffer the most from this spell. With wet
bowstrings and damp gunpowder they
suffer a -1 to hit for the rest of the
battle. How useful this soaking proves
depends on the opponent. Chaos and
Vampire Counts will just ignore it,
having no missile troops, while Tomb
Kings might as well be dry as a bone
thanks to their Arrows of the Asp. Other
armies with plenty of archers or gunners
will be just as smug because they have
too many missile units to dampen. Only
when your opponent has one or two key
missile units would this spell have any
real impact. I haven’t found any cunning
uses for this spell yet — the high casting
value and limited effectiveness mean I'll
always swap it for Mistress of the Marsh.

because they are flyers, are unimpeded by the boggy ground and
can run down the sluggish unit as it flees from the attentions of
your beefier units. This tactic is particularly uscful against smallish
units, which tend to rely upon the charge to do some damage,
such as cavalry, but if they get out of position can usually escape
to fight another day. By halving their flee distance they are
suddenly vulnerable and likely to be caught and destroyed.

Lizardmen-themed boards are also a bit of 2 playground for Lore
of Life wizards too. In this sctting Jungle Trees are prevalent and
can be used to facilitate a Master of the Woods, while the
ubiquitous temple ruins are ideal for the dreaded Master of Stone
- suddenly there’s nowhere safe to hide.

Empire

The Empire aren't as restricted in their magical choices as Wood
Elves or Bretonnians and while the oh-so-original Lore of Heavens
(yawn) or Fire are tempting options, spare a thought for the Lore
of Life. Jade wizards arc the cxponents of this art in the Empire
and a particularly noteworthy spell is The Howler Wind. This is
ideal for protecting war machinc batteries and missile troops from
cnemy Scouts and flyers. By preventing Scouts shooting and
reducing flying movement by half. your war machines will usually
get an extra round of shooting. By this point your wizard will
have cancelled the spell and can unlcash ficry, metal-spewing death.

Other spells perform a similar function, like Mistress of the Marsh,
delaying faster units giving your war machines and missile troops

extra rounds of shooting. The spell Father of Thorn is also a great
help for defensive Empirc armics dealing with problematic hidden or
sncaky troops. As line of sight is not needed targetting units hidden
behind skirmish screens or cven lone characters is legitimate too,

o it g E —

High Elves LT
Lore of Life is one of the last spell lists that High Elves would
consider using before a game. But spells like Father of Thornvand
Master of the Wood are useful to augment the shooting attacks :
of bowmen and Repeater Bolt Throwers. High Elves can also

benefit in a similar way to Lizardmen from the Mistress of the
Marsh, as they too have some relatively cheap flyers, in the form

of Great Eagles that can be used in combination with shock units
like Dragon Princes or Silver Helms to run down the enemy. Ope
aspect that the High EIf list has )
going for it is its list of
Honours, specifically Secer. By
being able to choose which Life
spells to take, a High EIf Mage
or Archmage can select the
magic that best suits the terrain
of the battlefield. If there's a
predominance of ruins go for
Master of Stone, If you're
surrounded by forest, Master of
the Wood will be most effective,
And we don't need to tell you
what to take if there's a river...

The Scer ability used in
conjunction with Life magic
really comes into its own for
low-level wizards who can ensure
they have a very uscful and
damaging spell or two which

High Elves sometimeg.:bng't-f;e
but their wizards (above,
also throw them at you.

»
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WHAT IS
THE BLACK LIBRARY?

The Black Library publishes novels,

comics, art and background books and

graphic novels set in the dark, gothic
worlds of Warhammer and Warhammer
40,000. Books which place you right at
the heart of the action. Whether it’s on
remote, terrifying alien worlds or in the
deadly, forgotten wastes of the Old
World, Black Library books will have you

begging for more!

Dawn of War

by CS Goto

Apocalyptic action in the 41st millennium, based
on the awesome new computer game by THQ.

Novel » £6.99
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FORGE'T-D IN
BATTLE\

Warhammer Comic #86 Forged in Battle

The return of Kal Jerico! The latest issue of the all- by Justin Hunter
action comic brings you the usual twisted tales from
the worlds of Warhammer.

The first Ragged Company novel does for fantasy
novels what Gaunt’s Ghosts did for future warfare!
Comic » £2.50 Novel » £5.99
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raham: Space Marines. There
is no more iconic image of the
Warhammer 40,000 universe.
Everyone loves Space Marines (and if
not, why not?). For me, the warriors of
. the Adeptus Astartes are what makes
I8 the universe of the 41st millennium the
. totally unique, dark, gothic place we all
. love. Genetically-enhanced
- superhumans, the Space Marines are
ultra-religious; armoured warrior-
knights who stand resolute before the
horrors of the hostile galaxy and keep
the Emperor’s realm safe. Or at least as
safe as it can be in the grim darkness of
the 41st millennium...

Codex: Space Marines is the first of the
codexes for the revised edition of
Warhammer 40,000 and, as such, was
always going to be a bit special.
Looking back at the original Third
edition codex, it was time for a spruce
up. While the old codex has faithfully
served its time, and provided much fun
for gamers, it didn't go into the
background in quite as much depth as
we would have liked.

64 CODEX SPACE MARINES DESIGNER’S NOTES

The eagerly anticipated Codex: Space Marines is also the

first new codex since the Warhammer 40,000 rulebook
was revised. Graham McNeill and Pete Haines reveal
what the new hook has in store for players...

The new codex is substantially longer. At 80-
pages,-the sumptuous book is full of rules,
background and fantastic pictures of new
models. We've really gone to town on the
Space Marines. The new codex tells you
everything you need to know about Space
Marines, their legendary origins and glorious
history of battle as well as their methods of
recruitment and the varied heroes and war
machines that make up the forces of a Space
Marine chapter.

Naturally there is a full army list for the Space
Marines in the codex, and though it hasn’t
changed much it brings a few new tricks to
everyone’s favourite army. There are also new
items of wargear and new psychic powers as
well as five special characters. Perhaps the
biggest, and most exciting, departure is a
system of Chapter Traits that allow you to
personalise your Space Marines army, giving
it a little unique flavour that makes it
definitively yours. As if that wasn't enaugh,
there's a wealth of hobby information to
guide you in collecting your army, with tips
on how best to go about‘painting them and
guidelines on how to apply squad and
chapter markings to your models.

||
\

‘Space Marines are beyond Humanity, elevated
* through ritualised science to become . g

GENETICALLY ENGINEERED WARRIORS

Pretty muchr as soon as the initial work was

begun on Space Marines, | was desperate.to -

be involved in the project. It was the idea of
Space Marines that first got me into /
Warhammer 40,000... | mean, how cool are

they? Seven-foot tall, genetically engineered .~ -
killing machines that live only for war. As -
much as the art and miniatures were all
incredible, it was the dark, brooding, heroic
nature of these warriors that struck a chord -
within me and which still has me enthralled..

Ever since | began playing Warhammer
40,000 in the dim and distant days of Hogue
Trader, I'd always played Space Marines and
written reams of stories about them to give”
the battles a narrative. That's something that's
continued to the present day, with the s’torlas'
about Space Marines getting longer and
turning mto novels..

I've always found the Space Marine

“" characters to be exceptionally noble and |

think therein lies a large part of their appeal. e

something else entirely. But they do this
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THE GOTHIC AND'
THE ELDRITCH

; Graham Space Marmes emtomise th ;

| Warhammer 40,000 universe, the gothig ©

darkness and time of eternal-w
is why, when‘we came'ta write the. book
 that-fact was: 'upperme-st in-our minds.
| Through the pdst years, it felt to. me |i
| this had beeome less core to-them,
- making thém-into,séi-fj space soldiers
| rather than the barog
of the dark, gothic future. This just
' seemed wrong: these were warriors .. .
- whose every deeds were legends, figures
' of terrifying awe and grandeur, where
| even the ledst amongst them was a.
“ mighty hero.whose name woild strike
| fear into the hearts of the epemies of
! Mankinds In writing the ook, | wanted

 the fales of the Space Marines to read like

| mythic legends and stories from the dawn
- of the Imperium. Everything about the
-Space Marines was to be characterful,

""the:r history, their weapons, their day {1

| day Iwes - everythmgl

¢ From the very begmnsng we knew that
" the bitiok had to feeds primarily on the
| Ultramarings, as they are the very image
. of what a Codex Chapter is all about.
. Though there would be mention of other
| chapters, the Ultramarines would form
the heart of the book. All of which suited
B me fine, as I've always had a bee in my
| ‘bonnet about the Ultramarines (as some
of you might know from reading the Uriel
L Ventris novels) and really felt that they'd
(B had short shrift in the minds of some
| B gdmers'who felt that they weren't as
 characterful ag some other chapters.
. Wrong, wrong, wrong,-1 say! The
Ultramarings are, without doubt, my
' favourite Space Marine chapter.‘They -
. capture the indomitable warriorspirit of
| the Space Marines. Guarding the Eastern

‘Fringe of the Imperium, they are the first .*

| line of defence against threats from

| beyond the-galaxy and though they

| endure conistant warfare, their realm-of
| Ultramdr f_‘aros;;ers as the'very modefof:
~human civilisation: = ‘
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willingly, sacrificing their humanity to become
the guardians of their race, though they can
never be part of it again. That sacrifice was
what ennobled them to me and gave them a
real depth of character that really appealed.
The idea of a monastic, warrior chapter that
maintained its traditions and fought an
endless war against the enemies of Mankind
was what made Space Marines such a
characterful army to play and read about.

Well over a year ago, | had a chat with Jes
Goodwin about Space Marines and his ideas
for them when it came time to begin the
project. | was still busy on Codex: Witch
Hunters, though the work was coming to a
close and | was keen to start thinking about
the next project. | obviously made enough of
a pain of myself, since | was put to work on
Space Marines along with Pete Haines.

The first thing we were very clear about was
that this was not going to be a simple
revision of the boak, but a full-fledged project
that was going to go through the same
processes as every other book. There would
be new art, new miniatures and a wealth of
background material that would make anyone
who looked at the book want to collect Space
Marines. That was our brief, and we got to it
with a passion.

THE ANGELS OF DEATH

Pete: When we started to consider how to
develop the Space Marine army list we
quickly came to a couple of conclusions. The

*first was that fundamentally, the army worked'

very well. The second conclusion was that,
because the list is the oldest currently in use
it had been analysed into predictability by
gamers, resulting in very standard
compositions. Clearly the task would be to
introduce some exciting new possibilities
without seriously disrupting what was already
in existence.

Space Marine armies are made up of heroic
personalities in a way the Imperial Guard
never can be. Each Space Marine is
exceptional, even at the time he is recruited,
without any enhancement or any special
equipment. Were these men recruited into the
Imperial Guard instead, their courage, skill
and zeal would make them superb soldiers.
As Space Marines however, they have the
training, weapons and, above all else, the
physical attributes to be legendary heroes.
We wanted to bring this out more in the way
the army functioned by making more of the
“Space Marine leaders and veterans.

We decided that we wanted each type of
leader to have distinct specialisations that
related to their role in the chapter. Thus
Commanders would be able to direct and
command their troops in a way that reflected
their decades (or even centuries) of
experience. Chaplains would be able to rouse
the righteous fury of their battle brothers,

inspiring them to greater valour. Librarians
would be true warrior mystics, combining
their psychic abilities with their personal
prowess to deadly effect.

Similarly veteran Space Marines needed more
attention. In the existing list the main role of
veterans seemed to be to provide a unit that
could replace its bolters with bolt pistols and
chainswords. It felt right that they should
have access to special skills that emphasised
their experience. We did, however, keep the
range of skills quite tight. These are not
Chaos Space Marines who have had millennia
to develop their abilities.

The skills we included do put some clear
water between a normal Space Marine and a
veteran though. Looking at some of the other
variant Space Marine armies we realised that
players liked having an elite within an elite, be
it Blood Angel Honour Guard or Space Wolf
Guard. In game terms the ability to have a
unit equipped for assault is especially useful.
It seemed fair enough that Codex: Space:
Marines should have a similar option.

WARRIORS OF THE CHAPTER

Having revamped the leaders of the Space
Marine army, we did a little bit of fiddling with
their Command squads. The main change
here was to remove the Techmarine from the
squad and make him an Elite choice. The
reason for this is simple, Techmarines do not
form part of the normal company
establishment, instead they are assigned from
the Armoury as required. The Techmarines’
place in the Command squad is instead taken
by the company champion, which seemed far
more appropriate. By separating the
Techmarine we were able to give him some ‘
interesting options for servitors and wargear . -
that might otherwise have been tricky.

Talking about wargear we changed the Fip
approach to some pieces of kit for this codex.
Where equipment is central to a fype of
Space Marine, that equipment has been built
into their profile and basic points cost. Thus
Librarians always have force weapons and °
psychic hoods, Apothecaries always have
nartheciums and reductors and so on. Often -
in the past players either eschewed this sort
of equipment for perceived efficiency reasons

or included it on a point of principle only to

find it disadvantaged them. Where a character
gets set equipment he will often get that
equipment for less points than selecting it

from the armoury, that seems to be a fair
compromise with the loss of total choice. As

a convenient benefit it does mean that the
figures we produce can be equipped with
characterful items that help define them, such -
as a Techmarine’s servo-arm, knowing full ;
well that the model will always have them in~
the game, so what you see is what you get.

e

When it comes to Veterans there is nothing
more veteran in a Space Marine army than its; .-



E

H

Dreadnoughts. Combine this with their
‘brilliantly evocative background and it is no
‘mystery that Dreadnoughts are one of the
coolest things in the whole of Warhammer
40,000. This all helped steer us into adding
an option to upgrade Dreadnoughts to
Venerable Dreadnoughts, which all Space
Marine players should appreciate. Space
Wolves players shouldn’t lament, however,
there is still a bit of room between their
Venerable Dreadnoughts and the ones
available to Codex chapters, at least for now!

By closely monitoring the compositions used
at Grand Tournaments and Conflicts we had a
pretty shrewd idea what units Space Marine
armies consist of. This led to a few tweaks
intended to give a bit more incentive to
include certain troop types. Terminators,
Assault Marines and Bikers have all received
a small point break. Scout Bikers were given
the Scouts special rule instead as it only
seemed right that they should, after all, it's
their job.

Inevitably there were a few areas where the
countless games played using the Space
Marines had revealed that the Space Marines
were getting things a little cheaply. One of
these was their tanks, so you'll find a small
points hike on the Vindicator and Whirlwind.
The Predator escaped as-it appears in Chaos
Space Marine armies and it would be unfair’
to make one more expensive than the other.
Another frequent complaint made by the
opponents.of the Space Marines concerned
Attack Bike squadrons consisting of a single
bike. Clearly squadron was a deceptive term

_here! Making two bikes the minimum size for
a squadron was an easy fix.

It would take rather too long to list'the other
simple changes that were made. An example
of the type of thing we did is to introduce a
special entry for Terminator. Command

squads with a minimum strength of four so
that they and their commander can actually fit

- * into & Land Raider. The main thing to realise

~ is that no one will find their army invalidated
by the new list, it is a logical progression

4 from the pre\nous list, but includes some
very characterful new options and just
enough changes to make you think about
what you use, and maybe (just maybe)
encourage you to adopt a more distinctive

~ type of army:

MIND GAMES

Graham: Space Marine Librarians in second-
~edition Warhammer 40, 000 were terrifying

figures on the battlefield, and it was rare

indeed to-see a Space Marines army without

a Terminator armoured Librarian carrying a

thunder hammer running around. Third~ ~ ~

edition hamstrung them, reining in their -

powers quite'severely, perhaps a little too far.

Most Space Marines armies in the last edition

4« tended to-be led by Chaplains and not Force
-1 “Commanders or Librarians —which was a

ldeas are played with-and new, ones thotught-up.

WARH MER

40 000‘

Here we see how Dave Gallagher’s

; Techmarme and Mark Gibboris’ servmharness concepts mspured the flnal model

Techmarine with full -
servo-harness.

Servo -arm

pity, since the idea of a Librarian leading a

- force of warriors into battle seemed like a

cool idea to me. In this version of
Warhammer 40,000, we'Ve tried to redress

- _the balance, making Librarians potent battle

psykers, but not the all-powerful killers they
were before. They have access to a great
many new powers and | think we've made
them into the figures of awe and power they
ought to be.

The Space Marinés Librarians can now
manipulate the energies of the Warp to
greater effect, treading a\‘fme line between

utilising the awesome power of the
Immaterium in service of their chapter and
eternal damnation. | wanted the powers the
Space Marine Librarians wielded to be
devastating, evocative powers that reflected
their place in the Imperium as some of the
most powerful battle psykers in the galaxy.
Let the Eldar have their tricksy, subtle
powers... the Space Marines use their
abilities to tear their enemies apart in a flurry
of powerful energies or send them screaming
to their maker in a blaze of psychic
pyrotechnics. | think we'll be seeing a lot
more of them on the battlefield.
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- Ultramarines Whirlwind.

CREATING CHARACTERS

Special characters are a fundamental part of
any Warhammer 40,000 army, exemplifying
an aspect of a race or particular part of an
army. In the Space Marines codex, we knew

_ we wanted to include plenty of cool

Ultramarines characters, namely the Chapter
Master, Marneus Calgar (complete with
swanky new suit of Terminator armour), Chief
Librarian Tigurius and the Master of Sanctity,
Cassius. Taken together, these characters
highlight'key points about the Ultramarines

_-and form a balanced trio of character
archetypes. So when it came to the

characters we wanted to do for other
chapters, we wanted to pick archetypes that

1 went well with the ones we'd created in the

Ultramarines. Two very differing ones were an
Imperial Fist and a Raven Guard. Pete wrote
the background and rules for the Imperial Fist
character and | wrote Kayvaan Shrike, the
Raven Guard Captain.

The Raven Guard specialise in deadly strikes
behind enemy lines, striking from the
shadows and spreading fear through their
foes. Shrike had to highlight this aspect in his
background and the deadly nature of his
swooping killers came through in his rules,
where his Command squad is equipped with
jump packs and lightning claws. A deadly,
though points-heavy, unit that can carve
through many an opponent with ease.

Pete: The Imperial Fists are a Chapter that
has, on a couple of occasions, almost lured
me away from my cherished Iron Warrior
Chaos Space Marines back into the ranks of

68 CODEX SPACE MARINES DESIGNER’S NOTES

the Adeptus Astartes. Their role in defending
the Emperor's Palace during the Horus
Heresy gives them an illustrious history few
other Chapters can match. When we were
considering Special Characters | was very

’ keen that we should include an Imperial Fist.
The thing | like about the Fists is that they
have a subtle flaw, they prove their piety
through trial and ordeal. Literally for them
there is no gain without pain. This was
something that a special character would help
to convey.. :

Ultramarines Librarian.

Ultramarines Apothecary.

| preferred to move the story of an existing
hero forward than go about creating a new
one and the previous Codex: Space Marines
included a Veteran Sergeant named Lysander
who had never been depicted as a miniature
and was therefore an excellent candidate.
When you think of the Imperial Fists, their
history makes the word ‘siege’ leap to the
forefront of your mind. What better way to
break open enemy defences than to have a

" mighty Terminator champion lead the way,

smashing through the enemy’s fortifications
with a thunder hammer. It was simple enough
to chart Lysander’s career as he ascended to
the rank of Captain of the First Company,
using him to explain what makes the Fists
tick. Lysander believes in being the first
onto the battlefield and the last to leave
it. To him, there is no such thing as a
lost cause or an impossible mission.
He leads by example and disregards
his own survival in the pursuit of
victory. His approach is dangerous in
the extreme, but with the Emperor’s
protection he has survived. For how long
this will continue is uncertain, but he will
never relent or take a backwards step, as to -
do so would be to defame his chapter and
dishonour the name of Rogal Dorn. By
comparison, death holds no fear for him.

AN ETERNITY OF WAR

Graham: So there you have it, a bursting-at-
the-seams, shiny new codex full of Space
Marines goodness. The codex contains
gverything you need to know about the
background and rules of the heroic warriors
of the Adeptus Astartes to begin smiting the
enemies of the Emperor with fire and steel.
The enemies of the Imperium fear many
things. They fear discovery, defeat, despair
and death. Yet there is one thing they fear 3
above all — the wrath of the Space Marines!- -~




——
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Pete: When | first started playing

. Warhammer 40,000 the thing that caught

| my interest immediately was the concept

| “of the Space Marine chapter. With a
thousand-of them in existence-and only a:

' few designed officially, this gave an :
opportunity-for me to add my own bit of -

( flavour to the setting. As a result; 1 built

+ my Harbinger Chapter; drop assault

- specialists from the hives. of the Black

. Planet (you can find a eryptic reference to,

it in the Rogue Aader book). Part of-«

| persanalising a Chapter is:being prepared
- to limit your own choices so that what you

| Usé is tightly themed. So that's what I-did:,

he sweet aroma of incense filled
1 the Severian's launch bay drifting
iy in lazy coils from the incense
burners carried by the C}nplamcy
Hierophants who followed Chaplain Clausel.
The scent reminded Captain Agemman of the
northern highlands of Macragge and he
1 cxperienced a moment's nostalgia for his
homeworld before his thoughts returned to
the skull-masked Chaplain’s prayers. He and a
score of his fellow warriors of the
Ultramarines” First Company knelt to receive
Chaplain Clausel's blessing before climbing
into their drop pods to begin the assault on
the Tau colony below. Techmarines and
expressionless servitors ministered to the drop
| pods, using silver aspergillum to anoint their
charges with blessed oils and removing the
sacred warding pins that chained them to the
fl Scverian’s deck.
“Into the fires of battle we go,”
Clausel.
“Unto the anvil of war we strike,” replied

intoned
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This expenence came in Very useful when
developing the Chapter Trait rules in Codex:

= Space Marines. It doesn’t take extreme
“gpecial.rules or radical new troop types, in

fact; such things would be counter to

3 developmda Codex Chapter. Instead, all that |

felt was needed was a way. of sllghtly
amending the choices available, removing
some whilst at the same tiie adding a few
others. The approach we took with Traits was
to balance advantages and drawbacks,
making sure that there were no free lunches.
The object of Traits is not to permit players to
design more powerful Space Marine armies

hut to create THEIR Space Marine army; =~

the Space Marines.

“We are the Ultramarines, warriors of the
Emperor and our bravery is beyond question!
It is the stuff of the soul-forge, stronger
than adamantium and enduring as the
Immortal Emperor Himself. The fires of
battle are our places of worship, the roar of
bolters our prayers and the slaughter of our
foes an offering to the gods of battle!”

“Qur bolters are charged with death,”

promised the assembled Space Marines, “they

are the divine wrath of the Emperor!”
Clausel nodded and stopped before the
opening of the nearest drop pod, turning as
his acolytes approached. with his Crozius
Arcanum and Rosarivs borne within
vermilion-lined reliquary boxes. The Crozius
glittered as Clausel lifted it from the box,
torchlight winking from the blood-red eyes
of the winged skull atop the weapon. Clauscl
leaned forward and allowed a hierophant with
a gold facemask to place the Rosarius around
his neck, the heavy chain of the protective

~ CREATING YOUR OWN CHAPTER

As an added _benefit, Traits gave-me a
way of q_glckly and simply, defining the *
characteristics of known Codex Chapters
such as.the Imperial Fists and the White -
Scars, not so that they were as radical as
extremely divergent chapters like the Blood
Angels or the Space Wolves, but so that
they were true Codex Chapters but with a
slightly different emphasis to represent
their unique backgrounds and different
methods of fighting.

It's time for all you Space Marine players
out there to begin filling in that list of a
thousand Chapters. ..

amulet contrasting starkly with the black of
his armour.

Agemman rose to his feet and the
warriors of his company followed suit, the -
launch bay cchoing to the crash of booted
feet slamming to attention. He marched to
stand beside Clausel and turned to his
assembled warriors.

“Look to your weapons, brothers,” he
said. “We go to warl”

s 2 2 20 2 2 2

The sky above the Tau outpost on Nimbosa

was a dirty, smudged mess of contrails and .
flak, batteries of pulse cannon painting the

sky with tracerics of fire: Streamers of fire -

streaked the sky as the Spacc Marine drop

pods slashed downwards towards their targcts

Smoke from burning buildings twisted in the

wind and flames crackled hungrily as thcy ne
devoured the fledgling xeno outpost. Tau 2
tanks glided through the ruins as the first of . l“f;':":,

.



the drop pods impicted on the surface of the,

planet in great wash of flaring rocket engines.
The armoured sides of the drop pod clanged
open and Captain Agemman swiftly debarked
from the pod onto the surface of Nimbosa,
his Terminators following him out and
forming a perimeter.

“All squads, converge on my position,
wedge formation. Target dead ahead!”

Scrambling teams of alien soldiers opened
fire on the newly-arrived Terminators, but the
blessings placed upon them held firm and not
a single warrior fell. The answering fire of
the Terminators ripped through the Tau
warriors, shredding them in a hail of mass-
reactive bolts. More and more drop pods were
landing, the bluc-armoured Space Marines
spreading out in a pre-arranged pattern to
secure the landing zone and push onto the
Tau battery position., Thunderhawk "gunships
were en route with yet more warriors and the
Tau anti-aircraft guns had provén uncannily

adept at shooting down. Imperial aircraft. That *

could not be allowed to. continue. Agemman
watched Chaplain Clavsel cut down Tau
warriors like wheat before the scythe, his
Crozius Arcanum a blinding, golden arc as it
clove through alien armour and flesh. His
bellowed “Litanies of Hate spurred those
around" him to greater cffort and the slaughter
was magnificent to behold.

Explosions and gunfire filled the air, the
whine of pulse rounds and the chatter of
bolter fire mingling in an all-consuming
crescendo. Agemman and his Terminators
smashed through the barricades protecting the
makeshift entrance to the battery. An actinic
pulse of blue light lit up the landscape as the
guns fired and Agemman knew they did not

have much time. A trio of mechanised
battlesuits, the elite warriors of Tau, came
into view, powerful weapons spitting bright
bolts of death at his warriors. Brother Helion,
the veteran of the Gabalas Crusade fell, his
arm a bloody ruin, the flesh and armour
fused in a molten mass. But the doughty
warrior picked himself up, pain balms
dispensed from his armour, allowing the
veteran to carry on fighting despm: such a
horrific wound.

“Jantine!” shopted Ag:mman
cannon!”

Brother ]znnnc swung thc mulnplc barrels
of his weapon around, the whine of the
motor cutting through the barks of gunfire
and crump of explosions. Shells spat from the
barrel of the assault cannon, kicking up
plumes of powdered rockcrete and alien blood
as hundreds of shells tore through the
battlesuits in a matter of seconds. Shells
continued to rip the alien warriors apart long
after they were dead.

* Assault *

“Enough!” called Agemman. “To needlessly

expend ammunition is wasteful. Assngn
yourself three days fasting for lax targeting
rituals.” ;

“Yes, brother captain;” said Jantine,
bowing his head. "It ‘will not happen again.”

Agcmman accepted Jantine's contrition and
saids “I know that, but let us push on. The
xcnos battery is not going to destroy itsclf.”

@@@@@@G

Agemman watched as the l;\'éf of the charges
detonated and the huge birrels of the gun
battery came crashing down. Flames leapt
skyward and the noise of Imperial transports

WARHAﬁlMEn

440,000,

inbound for the conquered airficlds was
deafening. "He and his warriors gathered in a
circle to.give thanks for their victory and to
offer their prayers to the war spirits of their
battle gear. The number of alien dead was
unknown yet, though Agemman knew it !
would ‘be high. They had left nU ‘surviyers ;
and the site had been well defended. But not

. so well defended that it could stand before
the might of the Space an:s of the
Ultramarines chapter.

He finished the Litany of the Warrior
and rose to his feet as Chaplain Clausel
approached, the wings and skull of his
Crozius Arcanum stained red with the blood
of his foes. The two Space Marines shook
hands in the warrior's grip, wrist-to-wrist.

“Your men fought with courage and
honour,” said Clausel. :

“Ayc, that thcy did, your courage was an-
cxample to us all”

F

Clausel nodded. “In these difficult txmcs ;

warriors need an example to follow.”
Agemman nodded; as well as exhorting
the Space Marines to greater and  greater feats
of courage; it ‘was a Chaplain’s sacred task to
minister._to the spiritual well-being of his
company. The r'cc.e'n't loss of the 4th g
Company's captain and its senior sergeant had* "

. inflicted a scrious blow to its warriors". morale -

-

and Clausel had spent many long days in Pl

. ‘prayer ‘and fasting with them.

;- “Will you take prayer with my men?”
asked Agemman, changing the subject.

“That 1 will, Captain Agemman,” said
Clausel, “I would offer them the Bcncdlcnon »
of Battle.” 3

“We would be honoured for you to
speak it,” nodded Agemman.

e .+ Assault Squad Solinus launches a-devastating assault on the Tyranid horror
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Howling Serpents or Sons of
Taurus? Black and white or red
all over? Creating a Space
Marine chapter can be a

| bewildering process. These

simple guidelines can help you
make some decisions when
making your own unique army.

her.e”s' more to inventing a chapter of
- Space Marines than thinking up a cool

name, choosing a battle-winning force,
or dreaming up a detailed background
history. The colour of the armour and the

| icon that goes on the shoulder pads, as well

as the company and squad markings, are all
important elements to consider when creating
the look of a Space Marine chapter.;

In order to help pick each element we've
created some simple guidelines that present
the choices you need to make to create a
unique chapter, using heraldry as a starting

point for choosing the colours of your troops. -

USING THE CHECKLIST

Using this article is very straightforward; it is
split into two distinct sections: Primary and
Secondary Decisions. The Primary Decisions
will help you choose the foundations of the
Chapter: the colours of the army, its name
and symbol. The Secondary Decisions are
more concerned with the organisation of the
army represented by its iconography.

72 CREATING A CHAPTER

PRIMARY DECISIONS

The first decisions you need to make concern
your army’s colour, name and symbol.

COLOURS
Good army colour schemes are baséd on two
or more contrasting colours. The example

‘colours here are split into two groups: ‘non-
metal’ and ‘metal’. Any non-metal colour will -

contrast with a metal. This idea is based on
the heraldry used by knights, which suits the
Space Marines’ character completely, being
as they are knightly characters themselves.
So, we need to pick ong colour for the Space
Marines armour and a second contrasting
colour for their iconography, which consists
of their chapter symbol and squad markings.

NON-METAL AND METAL COLOURS
The non-metal colours are red, blue, black
green and purple. The ‘metal’ colours are
yellow, white, gold, silver and copper (not all
metal colours are metallic). White is a good
choice for iconography as it creates a strong
contrast to the non-metal colours. If you
prefer to choose a metal colour for your army
colour, any non-metal colour can he used for
the iconography, especially black.

APPLICATION

“There are many ways to apply a colour

scheme to Space Marine armour but we've
shown five to get started: all over; halved;
quartered; picking out the greaves and
shoulder pads; and the pack and helmet.

A NOTE ON COLOUR THEORY
As well as using the principles of heraldry to

{
)

create an effective colour scheme, you can
also put contrasting colours together. Red
and green look good next to each other.

For greater contrast you can add black to one
of the chosen colours, and white to the other.

——

Compare-the burgundy to the pale green. The .

dark red colour contrasts with the more ;
neutral pale green. This is called a discord *

and can be applied to non-metal and metal - -

colours.

|

CHAPTER NAME

H non-metal -
metal

The example names we've included are spllt '-_ 2

into five groups: Elements, Colours,
Creatures, Warrior Titles and Weapons. Pick
one or more names. Matching an element or
a colour name with either a creature, warrior
title or weapon works particularly well; eg,
Black Lions, Grimson Guard or Sons of Fire.
You can, of course, add more to this list.

CHAPTER SYMBOL
In a similar way to the chapter names the

symbols we've chosen are split into elements; -

creatures and weapons. These graphic
symbols are a starting point for a chapter
symbol. Choose a single shape or a_

combination to match your chapter name. -




| PRIMARY DECISIONS

COLOURS Two or more colours can be applied to different areas of the Space Marine’s armour

Non-metallic

Metallic

Application

CHAPTER NAME

| Elements Iron _ Silver Storm Brazen Firg "~
l:qlﬁurs ' Crimson - Dark Black - Red - White
Creatures Wolf Drégoh - Eagle Bl Gryphon
Lion Raven Tiger Hawk  Panther

Warriors Hunters _Wa%riors - Marauders Sons : Knights;
Lords, Emperdr. : : Guard Masters * Templars

Weapons Fists Claws i"\: Hands Talons Swords

M8 CHAPTER SYMBOL Derived from chapter name

.| symbols

i .»

A

ain

| Creatures -

Weapons

) 4
X

A

:ﬂ:‘

Coh

%
4
BT
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| | Great Companies

| SECONDARY DECISIONS

Now you need to define your chapter’s
iconography to represent how it is organised
into companies and squads. Firstly, you'll
need to decide if your chapter is a Codex or a
Non-Codex Chapter. Codex Chapters — the
Ultramarines for example — follow the Index
Astartes recommendations for applying
iconography. Non-Codex Chapters, such as
Space Wolves, have unique iconography.

COMPANY COLOURS: CODEX

Once you've chosen the company colour you

| need to decide where you want that colour to
appear. This is usually applied to a specific
area such as a kneepad or the Imperial crest. -

| SECONDARY DECISIONS

COMPANY COLOURS: CODEX
Index Astartes 1st Company
6th Company

Appliqation

COMPANY COLOURS: NON-CODEX

The Space Wolves and Blood Angels are
good examples of original systems of
Company iconography. In the Space Wolves,
for example, each Great Company is denoted
by the respective Wolf Lord’s marking against
a coloured background.

SQUAD ICONOGRAPHY: CODEX
The standard symbols for squad types are:

Arrow

Crossed Arrows
Triangle

Cross

Skull

Tactical:
Assault:
Devastator:
Veteran:
Command:

2nd Company 3rd Company

7th Company 8th Company

SQUAD ICONOGRAPHY: NON-CODEX
If you want to create a Non-Codex force, you
can adapt standard iconography, as with Dark
Angels, or come up with a set of tribal
markings, as in Space Wolves. There are

. other alternatives, for example the Blood

Angels use helmet colour to distinguish them.
With Non-Codex chapters, only your )

imagination limits what you can do. It is, after
all, your Space Marine chapter.

Turn to the following two pages for a
number of examples of chapters that
have been created by applying a selection
of these principles.

4th Company 5th Company

10th Company

9th Company (no colour)

Space Wolves
Space Wolves'
Ragnar Blackmane

Bjorn Stormwolf

are divided up
according to their - |
respective Wolf

L

Krom Dragongaze Bran Redmaw

74 CREATING A CHAPTER

Lords Sven Bloodhow! Logan Grimnar Kjarl Grimblood Harald Deathwolf
Dark Angels Ist ? 4th 5th
6th ; 9th 10th :
3rd-9th shown { Str:“uul Cnlr(r_many
on right knee-pad N o markings
Blood Angels Ist Q 4th 5th “
6th 9th 10th 3
Scout Company -
No markings




USING TRANSFERS
It's a'good idea to use an
existing:icon as the basis for-

_your own chapter symbol,—=
particularly if there is a transfer.

available. You don’t have fg just ..

“use Spage Marines either.
Symbals-can be chosen from
any.transfer sheet, the Empire
and Bretonnian transfers are
particdlarly good. Alsp, rather
than apply the whole transfer
you can just use. part of it.If you
do chose to do this.it's.a‘good
idea to cut out the part you want
whilst the symbol is stilf-on its
backing paper, P

SQUAD ICONOGRAPHY: INDEX ASTARTES

<A few deft strokes of the
" : paintbrush can be enough to
“change a symbol slightly. This
Dark Angels symbol was cut
down before additional details
were added.

_ You _cén ga the whole way and

change"its colour entirely.

Alternatively, two transfers can
be combined together: First
spray the transfer with some
purity seal to seal it in place
before putting on the second.

“Emblems from the Warhamimer
range of Bretonnian‘transfer:

~sheets are a great source of new -
chapter icons. However, you will
need to cut most of them down
to fit-the shoulder pad.

MOULDED SHOULDER PADS
As well as transfers, there are
lots of shoulder pads with
moulded chapter icons on them.
These can be easily adapted by
painting it in the colour scheme
you prefer.

Tal AL

,A.ssmf"i . & | A
§ T [lg& 6(\ m
= A A A a

SQUAD ICONOGRAPHY: NON-CODEX
B " Blood Angels

Dark Angels

Space ‘Wolves

| Tacical % EHdE @

L Assaut | [7h

L™ t

_Devastator

+PPP

_‘.' ‘:\. : ",‘r
= Veteran \.*.A BN P 7
Command ol

S SQUAD NUMBERS: CODEX

IMIrv v

Numbe
umbers s?tvle VI VI VIIT IX X
These are just

some of the

various lettering 1 234§
styles that can 678910

be used for
squad numbers

1234567
89

B en

12345
6 7 S9N

12345
67 82981 ©

)

www.games-workshop.co.uk/spacemarines 75




Original Chapters
THE SONS OF JAGHATAI
hy Chris Blair

The overall colour of Chris’ models is a dark
purple with the shoulder pad and other
markings painted in bone, a good example of
a discord. The chapter symbol is a crescent
shape witha tiny alpha symbol. This is
repeated in much larger form on the right
shoulder pad as a squad marking and on the
sergeant’s banner. The Gompany marking is a
number painted on the right kneepad.

| KNIGHTS OF DORN'

by Andy Brown

. The most striking feature of Andy's.
colour scheme is that the armour is

' painted in two halves; bone contrasting
with dark brown metal. He's used a
skull army badge from the Space

. Marines transfer sheet as a chapter

| ieon-and painted the company marking

| on the rims of the shoulder pads. The
squad markings are Codex:factical

( symbols:and a few of the models have

. an honour marking painted anto the

| right kneepad. -~ .« .
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| THE HOSPITALERS
. by John Fitzsimons. -

. The Hospitalers are a Non-Codex Chapter
: with unusual check-pattern iconography
I on the shoulder:pads and right leg. The
| red cross chapter jconvis repeated on the
| right kneepad and the Company marking
. is on the left. The overall army i
; White with silver fielméts.

~ THE EMPEROR’S SHADOWS
. by Victoria Lamb

~ Victoria's colour scheme is based on the
" Black Templars, with contrasting details in
~ ~ red and turquoise. Some of'‘the details have a
* subtle samurai-flavour to them, which is

carried over onto the chapter and squad
iconography. The Gompany marking, which
“also exhibits the oriental theme, is on the

" right kneepad. 7
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Space Marines miniatures are
incredibly versatile multi-part kits.
Although they look great straight
off the sprue, a little extra work can
make them look absolutely
amazing, as Adi Wood tells us.

64 o not ask me to approach the
battle meekly, to creep through
the shadows, or to quietly slip on

my foes in the dark. | am Rogal Dorn.

Imperial Fist. Space Marine. Emperor’s

Champion. Let my enemies cower at my
advance and tremble at the sight of me.”

Adi: Quotes like this sum up the power of the
Space Marines, and really inspire me when
I'm putting together squads, which is handy
as multi-part kits offer huge flexibility when it
comes to assembling individual models. You

_can make hundreds of different poses

straight off the sprues. Without any need to
use any further modelling techniques. But if
you're willing to go a little further, more
advanced models can be created by cutting
and repositioning limbs, using Green Stuff to

4 tofill any gaps and replace details this may
_ remove, as well as creating new parts. We're

going to look at how these techniques can be

~ used to create truly distinctive models for

your army.

EETIa—

he ( meru 3

POSING SPACE MARINES
Think about what weapons your Marines are
going to carry and what action they are to be
engaged in. A trooper with a boltgun can be
firing, cautiously advancing or reading an
auspex — you name it. Take the squad shown
" above, the pose of each model tells a story.
Armed with close combat weapons, the :
sergeant is in an aggressive fighting stance.

The first trooper advances cautiously, bolter

ready, whilst the second spots the enemy and
fires. The flamer trooper would look cool
stood next to a building, ready to douse his
foes with red hot promethium. The missile
launcher Marine stands with legs braced,
looking down the viewfinder as he fires.
Exaggeration can make a particular action
look dramatic. But don’t get too ambitious, if
you over-exaggerate you can end up with a
pose that’s not anatomically correct.

Space Marines offer so much flexibility that you can make radically different poses with the
same parts. Even the simplest changes can produce different results. The position of the
head can make all the difference. Above are three identically posed models, with the legs
square on to the body and the gun held in a relaxed position.

The first model appears to be carefully picking his way through terrain on patrol; the second

78 THE EMPEROR’S FINEST

is defiantly squaring up to the enemy and the third is firing from the hip.

L
1

Above: Here, the position of the head and
legs is consistent; the orientation of the body
and the position of the arms have “b
changed.The first model looks like he is
shooting whilst the second as if advancing
towards the enemy lines.




To get certain poses, you may need to cut
and reposition the arms on a model. The
arms are particularly good for-this as they
are made up of distinct armoured sections,
the boundaries of which you can use as a
guide to cut through.

Right (top): The arm can be articulated into
any position you like. Here is an example
showing the arms uncut and another with the
arms cut and repositioned to create a more
dramatic pose. The bolt pistol arm was cut at
the shoulder and swivelled away from the

~ sergeant’s body. The chainsword arm was
_ cut at the wrist and angled wider.

- Right (hottom): Here the left arm is at its
original angle. The second example below
shows the arm cut at the elbow and, after a
* - small wedge of plastic was trimmed away,
*_the arm was glued in place, elevating the

' position of the bolter.

R ok
v

WHERE

=G
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" M| Right: Here are more poses where the arms
have been cut or even swapped with another
| model to create poses that tell a story.

§ Below: The wrist on the left arm of this

§ Space Marine has been repositioned to hold
the knife in-a natural fighting position. The

| angle of the head makes a big difference too,

| if it had faced forward or in the opposite
direction it would have appeared less
dramatic.

s ' 2 Sniper-

ALY MORRISON’S SPACE MARINES. -

Miniature sculptor Aly has created a set of The Space Marine tending the wounded

miniatures with a strong narrative feel. To soldier has had the most répositioning: of i

i get the poses he wanted, he-has cut and all the models. The Space Marine's legs
| repositioned more than the arms. The legs have been cut so he can kneel down and
' ‘have heen split and repositioned on these the hands on hoth models have been
. models to get thé running pose and to give swapped for other Space Marine arms to
" one the appearance of having been shot. give the right'look, &5

80 THE EMPEROR’S FINEST

Reloading the missile launcher

ARM SPRUES

Remember that the arms come in pairs. You
can see which ones go together by the
forearm detail.
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It's possible to create exciting new poses for
your Space Marines just with a modelling
knife and plastic glue. But as you get more
adventurous you can become more inventive
by using additional materials such as brass
rod for pinning, Green Stuff for filling gaps,
and also parts from other kits (many of our
kits, including all Space Marine variants, are
interchangeable). For example, the Space
Marine to the right is in the process of being
reposed to look like he is receiving orders on
his comm-link. His legs have been cut and
repositioned into a standing pose. The legs
have been cut at the hips, knees and feet and
then drilled through the middle with & pin
vice. Brass rod was used to pin these bits
together in a standing pose. Some of the
larger gaps were filled with Green Stuff and
detail re-sculpted, while the.feet, which were
damaged, had to be completely remade.
‘The final touch to the. model was to-add an
antennae to the comm-link, using plastic rod
and thin brass wire.

"+ Shown here are more examples of the g7 _ s TR e .ol
possibilites available when you introduce = .Y . S s I
 further materials to your modelling. ) ' : 3 d

9

3 ‘Kneeling -+~ 1 UsingAuspex Running : Steadying the hand Running

o0 3o
v = .

Charging i Re.’aa;.;?rg. Assault Sentry
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PAINTING TECHNIQUES

Certain painting techniques suit particular colour schemes. For instance, light colours can be effectively shaded with inks, while darker
schemes suit layered or drybrushed highlights. Which technique you use depends on the colour scheme you choose and the look you prefer
the models to have.

FLAT COLOUR
If you want a quick approach to painting your
squads, apply a single colour to the armour.
This works particularly well with an opaque
colour such as Ultramarines Blue, painted

1 neatly over a black undercoat. Avoid streaks
by applying two or three thin coats of paint to
get as solid a coverage as possible.

EXTREME HIGHLIGHTING

An effective way of highlighting black
armoured Space Marines is to apply thin lines
of paint along the very edges of the armour
plates to create extreme highlights.

In this example, Codex Grey has been thinned
and applied to those edges that would
naturally catch the light falling from above.
This can work with any strong, dark colour.

LAYERING
§ Start with a dark base colour and then apply a

- lighter shade over the top, leaving a little of
the original colour showing in the recesses.
The twa layers give depth when seen at a
distance. A layer of Shadow Grey was applied
over the surface of this armour, avoiding the
cracks between the armour plates. An equal
parts mix of Shadow Grey and Space Wolves

_Grey is then layered on top.

1 INK WASH
~An ink wash is effective on light colour

schemes applied over white undercoats.
The ink wash shades the light colour, drying
with intense colour in the recesses, and
leaving the raised detail closer to the original.
Here, Red Ink has been applied to shade
Blood Red. The final effect can be
unpredictable as the ink can create a patchy
appearance that is quite shiny.

DRYBRUSHING

This technique is a good way to quickly
highlight dark colour schemes. Here, Skull
White is mixed into the original Dark Angels
Green base colour and applied all over the
model, picking out the raised detail. The final
appearance is quite dusty looking.
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Start with a watered down base colour. of Lightly averbrush Skulf White onto the Finally, apply a wash of Yellow Ink all
Snakebite Leather over a white undercoat. raised detail.” ; over the emblem. }

" TRANSFERS

: | Watér slide transfers, or decals; are a
- . great help Wwhen it comes to applying:
A nice way to persunallse the Ionk of your Space Marines is to apply liturgy: prayers and - Chapter symbols and squad markmgs to

sacred words written onto purity seals, scrolls and shoulder pads. Use a brush with a fine tip i Space Mannes
and water down the paint so it flows easily. Then paint thin lines across the punty seal.
Below are four examples from the new Studio Ultramarines army.

. Thereds a wide fange'o! iransiers to : ‘
;' chnose from. :

Cut the i-rahsfe_r-fr'um tﬁe lrahsfé} sh‘eél.

_ HOW TO PAINT CITADEL MINIATURES - QAues WORKSHOP

‘For a wealth-of ideas on painting models, HOW TO PAINT ' Soak in water for 30 seconids.
read How to Paint Citadel Miniatures. The T g R C IT A D E e : :
book takes you through several different L N |
techniques in great detail, including many : MRNI ATUR E S o

~mentioned here. It tackles the different:ways - Yy ""\Y' AN e .

individual painters approach the hobby, whnch
is useful in helping you develop your own
style of painting. There is also, of course a
detailed gmde to painting Space Marmes

How to Pamt‘CJ_tadea' Mimatures is available.
- from Games Workshop Direct, Hobby Centres
iﬁgnd at the web store for £12.00 ..

Carelullv apply lo mudel When dry, pa:m
. over matt uarmsh e
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Heed the beat of the Orky

| drums of war! The Feral Orks

are amassing. George
Dellapina is part man, part Ork

| and he continues to delve into

his Orkish id with the
wholesale conversion of his
Feral Orks army. In the second
article in the series, George
polishes off his Boarboyz then
turns his attentions to

| something big...

] ast month George began his
t exploration into the deepest, darkest

recesses of Orkiness with his brutish
Cyboars. With the aid of his trusty Pigdok,

| his boars became true pigs in space after

having a'500cc engine attached to their
rump! Anyone for apple sauce? After a fairly

{ complicated, surgical procedure involving a

bike wheel, plasti-card and copious amounts
of Green Stuff George could turn his attention

{ tothe Boar's Orky riders.

84 HEART OF ORKNESS

of

WILD BOYZ FOR WILD BOARS
“Before | started building da Boyz for my
Cyboars | gathered together all the
components | would need to make the
conversions,” George begins.

Feral Orks are unlike the other Ork variant
lists and clans, in fact they are unique
amongst all the races of the 41st millennium.
Because of their backward culture and use of
beasts they are more akin in many aspects to
a Warhammer army than a Warhammer
40,000 one. For this reason George used a lot
of components from the Warhammer Orc
sprues in converting-his troops. The Boyz for
his Cyboars were no exception.

“The first thing | needed was some legs and |
used the ones from the Warhammer Orc
Command sprue. They're really. bulky with
loads of armour plates, but because there's
only one pair on each sprue | had to dig
about for some exira teef to get a pair for all
my Boyz.”

The hodies and arms were a mixture from the
Warhammer 40,000 and Warhammer range. |

rhness

used all the bodies from the Orc Command
sprue ‘cause dey is bigger, like Nobs' bodies,
George says.

n

Because they're riding Cyboars, Feral Ork
Boarboyz have a 4+ Armour Save and George
reflected this by covering his Boyz with
armour plates from Warhammer 40,000 and
Warhammer plastic sprues. He finished the
armour off with the addition of the metal
shoulder pads from the ‘Ard Boyz. This extra
armour even extended to their heads.

“| used Black Orc heads, with the large horns
from the Orc Warlord,” George explains, “but
for the Warboss | stuck to the plastics and
used the Warlord head from the plastic Orc
Command sprue with the huge plastic jaws
wrapped around it — nice.”

Then it was a case of gathering a load of
skulls, knives, bits of meat and other trophies
and weapons to adorn the Boyz with which
reflect their savage ways. “They’re all
hunters,” George says, an unnerving glint in
his eyes as he licks his lips, “and kill food to
take it back to eat.”




* TOOLIN’ UP DA BOYZ " :

- “My Boyz were part of my Warboss's
Bodyguard and because he was ridinga
Super Cyboar, they all had to be upgraded to:

“be riding Cyboars. My Warboss got the.Da

- Big Red Knob upgrade, which is like a Cyboar

stimm allowing him and his unit to use Fleet

' of Foot,” George explains, “My Nob-got a

burna and.a choppa to make him a right-old =

close combat monster and | gave the unit

Flagh Furs which count as two models for

Mo‘b.Size,tests." George’s Pigdok was on

Gcorgc Dcllapma continues to ‘build his Feral Ork army

* hand to flex his surgical muscles to enhance
. the Boar Boyz further still. “To really soup up

da Boyz, I'll get Pigdok to dope ‘em, which, if
he's lucky, will add +1 to ‘their Strength.”

“TROPHIES

“Because my Boyz are all hunters they've got
loadsa trophies, skins and skulls. | used the
Kroot Carnivore plastlc' sprue for much of
this. It's full of pieces of meat, skins, knives
and other grisly bitz for my Boyz. | also used
the Chaos Marauder plastic sprue for the

flails and chains which | attached to my
Boarboyz to represent the jingly, jangly Shiny
Bitz — an item of wargear in the Feral Orks list
that allows them to re-roll one failed Armour
Save once in a game. For Feral Orks, the best
hunter is the one to take down the biggest
prey and my Warboss has the largest skull
trophy, the one wrapped around his helmet. |
also used loads of Warhammer weapon
components. These were hacked up good and
praper with a blade to look rough, with blood
painted on — Orks never clean their axes!”
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PINNING '
] George: \When-pinning get one af your
|- components and.drill in your hole
| wherever it is desired. Now, put in‘the

+wire that'you're going to-pin the joint with
| and cut;ust proud of the hole. Now push- .

thie two components you're pinning
| together— you'll see & mark.in the other
- piece. Remove the small piece of wire and
| putin the appropriate length for the join.

| With the mark as a guide you'll.be:able to ‘

4

i lJne up the holes perfectly. PREPNEY

i MODELLING RESIN

This is not for the inexperiented rnodeller
¢ it's tricky and time-consuming. Firstly, and |
ithis is especially important.when

| 'modelling with large models like the
' ‘Squiggoth, sand and clean up the.model,

- Ensure you do this in a well-ventilated
area and wear a dust.mask. Then wash
‘B the model in.warm water with a mild
. detergent and scrub it with a toothbrush.
§ This will make the paint more likely to
 adhere properly to the model. Leave'it 24
A hours.to dry.and once dry.give it a coat of
} . 'Ard Coat Varnish, because this will help
the paint stick. Once this:is dry apply.
multiple coats of your paint undercoat.” -

86 HEART OF ORKNESS

Time for a few more greenskin surgery tips from George and his Pigdok

BOAR BOY BODIES

The first stage of building the Boyz was to
sit the legs on the boar. Then | set one of
the lever arms in place on the hoar and
affixed the body to the legs, using the

lever arm as a guide.

THE FINER DETAILS

The head | added last, followed by details
like the armour plates and trophies. The
trick is to use what you want. If you want
to use Space Marine shoulder pads for
armour, do it. The fun'is in the creativity.

| pinned both arms in place; even though

. they were plastic, to make the model
more durable — they are going to get
used a lot! — | then filled the gaps with
Green Stuff.

| used the classic Snake-bite back banner
as a basis, then made the Glyphs from
plasti-card. They're just a square with a
design stuck on. The Nobs’ banners are
more elaborate to show off their rank.

' MObEI.I.ING THE WARBOSS

Da Warboss has also got a power claw
and | used Abaddon'’s for this. The rest of

.| the model was mainly plastic but with:

more trophies and a higger banner than
the other Boyz.

‘| The Warboss was a bit trickier than the

Boyz, but then he’s more important.
Because he rides a Super Cyboar, | had to
split his legs down the centre and widen
them. | then re-sculpted the groin area
and saddle with Green Stuff. The effect
made him look much bigger than the
other Orks because he was higher up,
which is how he should look.

Bl
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BEAST OF BURDEN

*George’s mighty Squiggoth is from Forge ;
“World, but he has converted it extensively

with additional extras. “My Boyz are going to
be a nomadic tribe, moving from place to
place, picking fights and huntin’. The
Squiggoths are where they live so | decided
to make the howdah bigger on the back of
the beast to reflect this.

“| wanted a tottering tower of Orkiness, so |
scratch-built two more levels for the howdah.
| made these from cardboard, cutting random
shapes and then used plasti-card for the
plates and rivets (this was very time
consuming, | cut over 1,000 rivets!). To be

practical and for ease of transportation |

made the howdah in three separate sections
that could be stacked and lifted off. By
modelling the howdah like this.you can get in
there and have a look, it also made pamtmg
the model a lot easier too

In keeplng with the trophy theme | added
banners from the Orc Warriors and Chaos
Marauders sprues, with loads of additional
gubbinz like Marauder shields, chains and
other objet d'art,” says George,-although to
an Ork this means gruesome skulls, skins
and gaudy trinkets. Perhaps ‘Objet D'Ork
would be more appropriate.

“To finish off any good Squiggoth you need
some gunz,” George informs me. “I use my
Squiggoth as the large one from the army list
by Pete Haines — you can find this in the
Warhammer 40,000 2004 Annual — and as
such it must carry two large guns. | chose

_ two twin-linked Rokkit Launchers. Dey is

i

dirty coz my Boyz can shoot. Not as thick as

- uvva greenskins, DAKKA, DAKKA, BOOM!

“To make my Squiggoth look more like part
of a wandering caravan,” George continues,
recovering his composure, | wanted to add
some additional crew: | kept it simple — like
any true Ork — and gave them spears and

* arranged the models so they looked like they
~_were repelling the enemy. Oh yeah,” George

pipes up suddenly, laughing, “I also modelled
two Night Goblin fanatics. hanging on to its
Iegs, trying to keep the big hulkmg beast on a
straight course.”

“It took 150-1 70'h0urs to complete,” George

admits, “but-this is just the baby! The Big

- One is on its way, and it'll be:equipped with

a canteen, toilet and other assorted bits of
extreme Orkingss...” s

WARHAMMER

;40,000

'MEET MAD GEORGE!

| George is ava;lable for Habby classes at Warhammer World. Call 0115 916 8410 or

; e-mail warhammerwnrld@games-workshup co.uk for information. Make sure you
leave your contact details so-we ¢an get back to you. If you re lucky he’ll teach you

l somethlng and not eat you.

L3
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ames Workshop Direct is

the ultimate service for

Games Workshop
hobbyists. With a quick trip to
our website or a chat on the
phone to one of our friendly
Hobby Specialists every Citadel
miniature you want can be
dispatched to your address. But
Direct is far more than merely
an ordering service.

HOBBY SPECIALISTS

Besides handling your orders for all Games
Workshop merchandise, our Games
Workshop Direct staff are on hand to help
you get the most out of your hobby. All of our
staff are Hobby Specialists, gamers like you
who can't get enough of modelling, painting
and gaming with our miniatures. As dedicated
hobbyists they can answer all of your hobby
questions and provide tips on modelling and
painting techniques, such as advice on colour
schemes, tackling difficult models,
suggesting companents for conversions or
assembling more complicated kits.

They can also provide assistance with making
an army list, from devising a starting force to
expanding an existing one. They’re also
available to give helpful advice on how
various units work on the tabletop,
discussing any special rules and tactics for
using them in a battle and assessing their
relative strengths and weaknesses.

Our Hobby Specialists are also a great source
of gaming knowledge. If you have any rules
queries they are happy to help and suggest
solutions to ensure you get the best out of
your gaming.

SPECIALIST
PROFILE
Name: Rachel Duffy.
Specialist: Warhammer.
Armies: High Elves and
Chaos.

Tactical tip: With High
Elves, because they are
50 brittle, always try and
get the charge.

R
RN
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* COMPONENT PART SERVICE
All hobbyists love to personalise their
armies. With Direct you can order individual
models from boxed sets and blisters or
even individual components from multi-part
kits. So if you want to create a fantastic
conversion using Archaon’s sword and a
Griffon’s head, Direct is the place to go.

* CLASSIC AND COLLECTOR’S MODELS
The Games Workshop range of models is
constantly evolving. Due to limited space,
we cannot stock Citadel Miniatures’ full
array of models in our Hobby Centres. From
alternative marks of Space Marine armour,
to different models of dragons or even
models for the enigmatic Eldar Harlequins,
Direct has a dazzling selection of figures
you won't find anywhere else.

 ADVANCE ORDER
Can't wait for the latest book or model?
Direct allows you to order them in advance,
delivering them to your address as soon as
they are released. .

* EXCLUSIVE MODELS
Available only through Games Workshop
Direct, these models, like the awesome
Gotrek Gurnisson, make excellent army
centrepieces or painting projects. Call the
Hobby Specialists to see what special
edition models are currently in stock.

* NEW RELEASES
Get all the latest releases as soon as they
are available!

» SUBSCRIPTIONS
Get your essential hobby purchase every
month guaranteed with a subscription to
White Dwarf. You can also place an order
for our other periodical publications,
including Inferno! and Fanatic magazine.

e DELIVERED TO YOUR DOOR
No need to leave the comfort of your home
or brave the elements to get your Games
Workshop goodies. And there's just one
standard postage charge no matter how
much you order.

= HOBBY SPECIALISTS
All our Games Workshop Direct staff are
Hobby Specialists. They can answer all of
your gaming questions and provide tips on
modelling and painting techniques.

Get exclusive models like Gotrek
Gurnissen only from Direct.

Components and classic miniatures are
only a phone call away.

Subscribe to White Dwarf, Inferno! or
Warhammer Comic.




e-mail: hobbyspeciulists@games-workshop.co.uk

call: Telephone 0115 91 40000

website: www.games-workshop.co.uk/storefront

" CONTACTING DIRECT

There are numerous ways of getting directly in touch with our crack squad of Hobby
Specialists. Lines are open from 9am-9pm Monday to Saturday and 10am-6pm on Sunday.
Faxes, e-mails and letters will be answered immediately. Whether you want to order a new
army or just chat about how to get the best out of your Necromunda gang, drop us a line.

= ON THE INTERNET
Visit our well-established store at; www.games-workshop.co.uk/storefront

 IN-STORE
Order from any Games Workshop Hobby Centre at the in-store order point.

* BY PHONE
Call the Hobby Specialists on: 0115 91 40000 (UK), 0044 115 91 88506 (Denmark),
0044 115 91 68255 (Netherlands), 0044 115 91 88507 (Sweden)

= BY E-MAIL
E-mail the guys on: HobbySpecialists@games-workshop.co.uk; or for customers in
Northern Europe: NEMO@games-workshop.co.uk

= BY FAX
Fax your order on: 0115 916 8002 (UK) or 0044 115 916 8162 (NORTHERN EUROPE)

* BY POST
Or the old-fashioned way; Games Workshop Direct Sales, Willow Road, Lenton,
Nottingham, NG7 2WS

A

" QUESTION OF THE MONTH

hattlefield”. Surely this makes it more

Every. month the Hobhy Specialists deal with
hundreds of habby-related queries. Whether
it's how to-make the most from your
Snotling Pump Wagon, suggesting-a fitting
¢colour: scheme for your new regiment of the
Knights of the Blazing. Sun, or finding out

- the Strength of a Railgun, the Hobby
Specialists have all the answers. Here's a
recent question that keeps-cropping up.

0: In the Beasts of Chaos book under the
entry for the Horn of the Great Hunt, it
states: “All ambushing units may add +1 to
their Leadership test for arriving on the

difficult to pass the test!

A. Unfortunately the text wasn’t very clear

here. In this case the item improves the
result you have rolled favourably by-1
(making the dice-roll ene point easier to
achieve) rather than making the test harder,
ie, add one to.your Leadership temporarily
making it more likely that your ambushing
unit will arrive exactly where you want,

The rules for the Enchanted Shield and the
Lore of Death spell Doom and Parkness
operate ye same way.

COLLECTOR’S GUIDES

Collector's guides are an amazing resource
for gamers and collectors alike. Each book
focusses on the models for one Warhammer
or Warhammer 40,000 race. Within its pages,
you will find nearly every model we have ever
produced for that particular range. Dozens of
exciting models gathered together in logical
order so you can build the force you really
want without scrabbling through a load of old
catalogues.

Also included are fantastic examples of
painted armies and individual models and, for
the sake of completeness, ancient models
that are no longer available anywhere.

Collector’s Guides now available from your
local Games Workshop include:

¢ Chaos Space Marines

* Imperial Guard

* Empire

* Ores and Goblins

* The Lord of The Rings

* Space Marines

* Warhammer Chaos

« The Specialist Games Catalogue

IMPERIAL gy
nnllrnvuns, Gﬂﬁ]’:’
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G b d G l Sprues shown at 30% %
Grabnatz Sourbelly is the Goblin Shaman special
character featured in part two of Bugman’s Lament,
and Gulag is his dim-witted Orc Bodyguard. Full
details on how to convert both of these special
characters can be found on page 16.
F’/ .(\ . =
| ltaligee P
NIGHT GOBLIN SHAMAN STAFF 2000 GOBLIN SHAMAN ORC BIG ‘UN CHAMPION ORC SHIELDS SPRUE
9947020905002 £1.00 WITH SWORD AND STAFF 9947020901901 £3.00 99360299004 £1.00
9947020911701 £3.00
\ =
Skeggi Threkkson
%  Skeggi Threkkson is the Dwarf
special character featured in
part two of Bugman's
Lament. Full details on
how to convert him
can be found on
page 15.
BUGMAN'S CHAMPION DRUNKEN DWARF 1 DWARF REGIMENT SPRUE
Spruas shown at 30% 9947020503503 £3.00 9947020501902 £2.50 99380205001 £5.00
(’
Sprues shown at 30%
Fungas Loons
The Fungas Loons have barrels of
brew that go BOOM! Find out how to
create your own on page 17 in
Bugman’s Lament.
DOOM DIVER SNOTLING PULLERS
9947020910905 £4
GIANT’S ALE BARREL 5
2ii0ate0 bl ol 2000 GOBLIN WOLF RIDERS SPRUE
99380209006 £4
2000 GOBLIN SPEAR i i
CHUKKA CREW 2
9947020911802 £2.00
e
2.
ROCK LOBBER CREW 4 WHEELBARROW 2000 GOBLIN REGIMENT SPRUE
9947020912307 £2.00 9947029901008 £1.00 99380209005 £4
g/
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Accessories

Artillery

Over the years we've produced a massive range of war

machines. Many of the components for these are still

available, allowing you to customise your own ke
weaponries of destruction. Check out the catalogues in-

store or the web store for more bits for your bits box.

BOLT THROWER LOWER BOW
9947021000803 £2.00

2000 HELBLASTER BARRELS
9947020210906 £2.00

STEAM TANK STEAM CANNON
9947020204210 £2,00

GAMES WORKSHOP

e STEAM TANK BEDROLL
9947020211720 £1.00

'WARP CANNON WHEELS
9947020605405 £2.00

S 0 b \
] < e _{“;-,}j
H’ f BOLT THROWER UPPER BOW }&
9947021000804 £2.00
FLAME CANNON CANNON STEAM TANK SMOKE DWARF ORGAN
9947020500308 £2.00 STACK 2 GUN COUPLING
BWARFICANNON BARREL 9947020211739 £1.00
9947020501406 £2.00 9947020504108 £0.50
” :i e
Pl -
=

FLAME CANNON LEVER
9947020500311 £0.50

WARP CANNON BARREL
9947020605402 £2.00

WARP CANNON SIGHT
9947020605401 £1.50

FLAME CANNON
STEAM WHISTLE STACK 3
9947020500312 £0.50 9947020211740 £1.00

STEAM TANK SMOKE

e
Dwarf Watchtower

Here are some of the parts used to
create the Dwarf watchtower featured in
this month’s Bugman’s Lament. Paul
Rudge explains how he built the tower
in detail on page 19.

DWARF DOOR 2
9947020902102 £4

ARROW SLIT 3
9947029902003 £1.50

DWARF REGIMENT COMMAND SPRUE

ANVIL GUARD 2
L 99380205002 £3.00

9947020507318 £3.00

=

FORTRESS DOOR
9947029902103 £4.00

KRAGG THE GRIM'S BODY
9947020500801 £5.00

ARROW SLIT 1
9947029902001 £1.50

ANVIL OF DOOM
RUNEPRIEST
9947020500202 £5.00

ANVIL GUARD 1
9947020507317 £3.00

Sprues shown at 35% 5

.
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LEGIONS OF THE LYE

In Legions of the Eye Mat Ward discusses the various Orc denizens of Mordor that make up the bulk of Sauron's forces. To give you some
inspiration for creating your own Orc force unique to one of the dark regions of Mordor we've put together a collection of Orc models from The
Lord of The Rings range. With these models as a starting point, you'll be able to paint and model Orcs from such diverse areas as Dol Guldur and
the slave fields of Nurn.

Orc Warriors
This blister pack contains 3 random Mordor Ores.

Denmark......kr 75.00
Sweden ......kr 85.00
Euro ........... 10,00

£6 Orc Bowmen

Orc Trackers

This blister pack contains 3 random Denmark......kr 75,00 This blister pack contains 3 random Mordor Orc Bowmen.
Orc Trackers Sweden .....kr 85.00
* Euro .........£10.00

(MINAS MORGUL

The Morgul Guard shown on
page 107 can be converted using
a plastic Warrior of Minas Tirith.
Remove the emblem from his
breastplate and replace the head
with that of a plastic Mordor Orc.
The sword should then be
removed and replaced with
Mordor Orc weapon blades to
make a two-handed weapon.

N

e T T eme o T, Cmes Wt
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Morannon Orcs

GAMES WORKSHOP

Mordor Uruk-hai £6

This blister pack contains 3 random
Morannon Orcs.

Denmark.
Sweden
Euro..

kr 75.00 is bli i _hai Denmark......kr 75.00
e This blister pack contains 3 random Mordor Uruk-hai. Fitlat e

£10.00 Euro............€10.00

(BARAD-DUR
Darghaz-nar Warriors
shown on page 106, can
be converted using a

Remove the top of the
helmet and use Green
Stuff for the skull.

Green Stuff

plastic Fighting Uruk-hai.

P Use a plastic
Fighting Uruk-hai for
the Great Uruk of Dol
Guldur, shown on
page 105. Simply
remove the top of the
helmet.

DOL GULDUR |

» A simple variant
colour scheme can be
used to represent the
Dol Guldur Shaman,
shown on page 105.

Uruk-hai Warriors

Orc Shaman

This blister pack contains 3 random
Uruk-hai Warriors,

This blister pack contains 1 random Orc Shaman,

G o\

GORGOROTH
The Ores of Gorgoroth shown on page 108 can be converted using a
combination of plastic Fighting Uruk-hai and Mordor Orcs. Simply swap
the heads over and clip off the top of the Uruk-hai’s helmet. For even
further variety, cut down the Uruk-hai's pikes and replace them with
weapons taken from Mordor Orcs.

Uruk-hai Bowmen

This blister pack contains 3 random

Uruk-hai Bowmen. J

—
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15 DIAR

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

details you need to know.

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

publication simply drop us an e-mail at:

eventsdiary@games-workshop.co.uk

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

14 November for WD302 (February)

Events diary abbreviation guide
...... Warhammer

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

e Blood Bow!

14 December for WD303 (March) WAB.......Warhammer Ancient Battles
14 January for WD304 (April) WPS......Warhammer Players’ Society
Please note all dates and details are WECW ... Warhammer English Civil War
correct at the time of going to print Epic ......Epic Armagedden
but are subject to change. LOTR ...The Lord of The Rings
GW ......Games Workshop
GT ......Grand Tournament
40K DOUBLES TOURNAMENT

( NOVEMBER D)

THE LORD OF THE RINGS BATTLE DAY
Date: 6th November, 2004

Venue: Warhammer World, Nottingham.
Details: A day of hobby workshops for
terrain building, Bring-and-Battle tables
and ten participation games to enjoy!
Guests from the GW Design Studio will
reveal future developments, and 'Eavy
Metal painters will be on hand to offer
their expert advice.

Tickets cost £10, and are avaitable from
Games Workshop Direct on 0115
9140000. The day lasts from 10am-
5pm, and is open to gamers aged 12
and over.

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

Date: 6th November, 2004

Venue: GW Chester.

Details: Standard force organisation
tables to be used in this 1,000 points
competition. Doubles partners will be
determined randomly!

Contact:

01244 311967

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

HOBBY MASTERCLASS

Date: 6th November, 2004

Venue: GW Coventry, Leicester, Burton
on Trent, Macclesfield, Stoke,
Northampton, Coventry, Leamington
Spa, Peterborough.

Details: Come along and build some
40k scenery to use in your 40k Battle

JS_LE»‘W il"’l' GJI

The Tyranid threat looms once
more. Vital Imperial planets
are falling and being
consumed. One planet must
not fall.

A fortress world, home to an
important mechanicus STC
factory supplying astartes
tank parts to the Ultramar
system, must be saved.
Tyranid forces have been all
but wiped out and the world
can-now be secured. As
Ultramarine Kill Teams move
in to take strategic landing
zones the Great Devourer
strefches his claws once
more. Rumours are

94 - EVENTS DIARY

girculating that the alien-menace
has developed some kind of
hiomorphic tank guns. Help to
neutralise the sector to allow the
main forces to cleanse the planet
once and for all.

The action takes place-on Veterans'
Evenings at:

Loughhorough ~ 2nd November
Nottingham — 4th November

Derhy = 9th November

Doncaster - 11th-November
Stockport = 16th November

Lincoln ~ 17th November

Grimsby = 18th Novermnber

Hull = 23rd-November

For further details:contact your local
GW-Hobby Centre (turn to p98-for

Event information-correct at time of going to-press.

for Macragge games! Build something
from the new Dawn of War computer
game! Covering simple trenches to tank
oulposts and medical bays.

Contact:

See p98 for Hobby Centre details.
Website:
www.games-workshop.co.uk/events

IT°S A KNOCKOUT BLOOD BOWL DAY
Date: 6th November, 2004

Venue: GWW Wakefield.

Details: A Blood Bowl tournament with
standard starting team rules —
1,000,000 gold pieces available. One
skill per player between matches.
Referees’ decisions on the day are final.
Register at the Hobby Centre by 31st
October, places are limited.

Contact:

01924 369431

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

LANCASHIRE OPEN WARHAMMER
TOURNAMENT

Date: 6th November, 2004

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

Details: A WH 2,000 points Swiss
pairings tournament, running from
10am to 5pm. All armies must be
painted. Participants must bring a piece
of terrain themed to their army. Points
are awarded for players’ armies and
terrain pieces. There are 32 places
available with prizes for 1st, 2nd and
3rd place and Best Painted Army. Entry
is £10.

Contact:

info@wargamesworld.com

Or send a large SAE to:

Wargames World, 50-52 Skipton Road,
Ilkley, West Yorkshire, LS29 9EP.
Website:
www.wargamesworld.com/events.htm

contact details). The Hobby
Gentres above will also be holding

special army building days on 20th

November too.

f

WHAT'S ON
AND WHERE

THE HORROR

Date: 6th November, 2004

Venue: GW Middlesbrough.

Details: As reports of a Tyranid Hive
Fleet reach Imperial commanders,
forces are immediately dispatched to
deal with the grave threat. Join the
Middlesbrough Hobby Centre in a
massive 40K multi-table battle to test
every budding tabletop general.
Contact:

01624 254091

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

WARHAMMER DOUBLES

Date: 6th November, 2004

Venue: GW Dumfries.

Details: Two player teams take on other
doubles. With 500 points per player this
tournament relies on skill and trust.
Contacl:

01387 249702

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

FANATIC TOURNAMENT

Date: 7th November, 2004

Venue: Hotel Mercure, Breda,
Netherlands.

Details: WH 1,500pts and 40K 1,500pts
fournaments. Also a Youngbloods 500pt
tournament for both WH and 40K.
Contact:

076-5218596 — Modelbouw bliek
Website:

www.bliekmodelbouw.nl

VETERANS OPEN DAY

Date: 7th November, 2004

Venue: Warhammer World, Nottingham.
Details: An Open day designed for
experienced gamers looking to learn
new systems and hobby skills. It
features specially designed scenarios
for the Specialist Games Range as well
as, WH, 40K and the LOTR. Warp
Artefacts, Black Library, and Forge
World will be there and our Hobby
Heroes will be on hand to teach you
new tricks. Tickets cost £10, and are
available from Direct Sales on 0115
9140000, and the event is open to
those aged 16 or over.

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

40K DOUBLES

Date: 13th November, 2004

Venue: GW Dumfries.

Details: Two players ally together to
take on other doubles. With 400 points
per player this tournament relies on
skill and trust.

Contact:

01387 249702

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

TOOTH AND BOLTER

Date: 13th November, 2004
Venue: GW Richmond, Romford,
Thurrock, Kensington, Bromley.

S i

Games Workshop is. not responsible for events not runby Games Workshop.




GAMES WORKSHOP

Details: Join in these one day linked
Cityfight campaigns as Imperial forces
tackle a Tyranid invasion. Bring along
1,000 points of your Imperial forces to
take part.

Contacl:

See p98 for Hobby Centre numbers.
Website:
www.games-workshop.co.uk/events

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT THREE

Date: 13th and 14th November, 2004
Venue: Warhammer World, Nottingham.
Details: Strive to qualify for a place in
the Grand Final of the most prestigious
tournament in the Warhammer season.
To play you will need a fully painted and
legal 2,000 points Warhammer army
and be at least 16 years old.

Tickets are available from Games
Workshop Direct on 0115 9140000, and
cost £50.

Contact:

whgt@games-workshop.co.uk

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

GENERAL SEGMENTUM ALERT

Date: 18th and 19th November, 2004
Venue: GW Newport.

Details: Join in with this 40K campaign
weekend. Planetary Governor Kar-dun-
iesh has issued an urgent alert after
Imperial forces found Fabius Bile and
renegades in their sector. An Imperial
Naval blockade has been set up to try fo
capture Bile and his foul brothers.
However Enemy reinforcements are on
the way. Bring along your Imperial or
Chaos models to take part.

Contact:

01633 256295

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

40K TOURNAMENT

Date: 20th November, 2004

Venue: GW Chester.

Details: Start preparing for Conflict now
in this 40K warm-up competition. This
tournament follows all the Conflict rules,
format and scenarios. Contact the
Chester Hobby Centre for further details.
Contact:

01244 311967

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

40K WARZONE TOURNAMENT

Date: 20th November, 2004

Venue: GW Wakefield.

Details: 1,000 points 40K competition.
Bonus points awarded for army
selection and painting. All lists to be
handed in to the Hobby Centre by 13th
November. Follow the standard force
organisation rules. Only 30 places,
tounament play. During all games
warzones will be declared where bonus
objectives and special play cards will be
available to further affect games.
Contact:

01924 369431

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

e B I

Event information correct at time of going to préss. Games Workshop is not responsible for events not run by Games Workshop:

BEHOLD THE

BEHOLD THE
The Imperial mining world of
Bahja finds itself under aitack
simultaneously from the
_horrifying forces of a Tyranid
Hive Fleet and the mysterious
and ancient Necrons. The
motives of these menacing
Xenos creatures are unknown,
and they attack relentiessly.

With little time to act the

- Imperial forces of the planet
have gathered to stage a
desperate defence. Can the

- ‘comhined might of the local
Imperial forces haold off the
attack, or will the planet fall?

- The fate of a-whole world rests

_ in:your hands.

PAINTING LESSONS

Date: 20th November, 2004

Venue: GW Plaza.

Details: Book in the morning for an
hour-long painting lesson with the
resident painters at GW Plaza.
Contact:

See p98 for Hobby Centre details.
Website:
www.games-workshop.co.uk/events

THE RIGHT TO BEAR ARMS

Date: 20th November, 2004

Venue: GW Middlesbrough.

Details: Join in this second
Warhammer tournament being held in
the Middlesbrough Hobby Centre to
prove who truly has the right fo bear
arms. Ask in the Middlesbrough Hobby
Centre for further details.

Contact:

01624 254091

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

THE RUINS OF ERENGRAD

Date: 20th November, 2004

Venue: GW Carlisle.

Details: Bring your warband to pillage
what loot remains in the ruins of
Erengrad in this one day Mordheim
campaign. Register your warband at the
Carlisle Hobby Centre.

Contact:

01228 598216

Website:

www.games-workshop.co. uk/events

EASTERN EUROPE WARHAMMER AND
WARHAMMER 40,000 GRAND
TOURNAMENT 2004

Date: 20th and 21st November, 2004
Venue: Warsaw, Poland.

Details: In order to participate in this
event you will need a fully-painted 2,000
points WH army OR a fully-painted

i e B o

e

Battle commences in this
Warhammer 40,000 Campaign
Weekend on the 20th-and 21st
November at Warhammer. World in
Nottingham. To- play you will-need
a fully painted 1,500 point army of
gither an Imperial faction,-Tyranids
or Necrons.

Players must be at least 16 years
old. Tickets cost £40; and include
lunch-an both days, and an
evening meal on the Saturday. To
get your ticket; or-for more
information call Games Workshop

" Sales on 0115 9140 000

For further details: contact:

events@games-workshop.co.uk

1,800 points 40K army respectively. The
weekend involves five games in total.
Full details and an entry form will be
sent by e-mail. There are limited places
available. Tickets are priced at 10 per
entry.

Contact:

Poland - skaurusi@poczta.onet.pl
Eastern Europe - darekw@games-
workshop.co.uk

LAHTI FANATIC 2

Date: 20th and 21st November, 2004
Venue: Kasisali, Sammonkatu 8, Lahti
Finland.

Details: Featuring a LOTR one-day
tournament, and WH and 40K two-day
tournaments (with finals on the second
day). 180 tickets available. Demo
gaming, intro painting and more.
Contact:

Puolenkuun Pelit num:

+358 (0)3 751 5151

Website:
www.puolenkuunpelit.com/tieto/lukusali
fanatic2. HTM

WARHAMMER PLAYERS’ SOCIETY
WARHAMMER GRAND TOURNAMENT
Date: 20th and 21st November, 2004
Venue: The Gateway Hotel, Nottingham.
Details: On campus WH event. Entry
fee variable for entrants which include
accommodation for one/two nights —
twin or double room or tournament
only. Places may be booked by
submitting a deposit. See entry form on
the WPS website for further details.
WPS members get priority entry to
WPS events over non-members.
Contact:
tournieinfo@players-society.com
Website:

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

~
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BATTLE OF THE CLUBS

Date: 21st November, 2004

Venue: Universiteit van Tilburg,
Sporthal, Academielaan 5, Tilburg,
Netherlands.

Details: Club teams from all over the
Netherlands will compete in WH, 40K
and LOTR tournaments.

Contact:

040 2468316
gw.outriders@chello.nl

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

WARHAMMER 40,000

GRAND TOURNAMENT 2005:

HEAT THREE

Date: 27th and 28th November 2004
Venue: Warhammer World, Lenton
Details: Fight for a place in the finals of
this, the most prestigious tournament in
the 40K gamer’s calendar. You will
require a 1,500pts painted 40K army. Full
details will be sent with the tickets.
Tickets cost £50 each.

Contact:

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

ONLY THE WORTHY WILL SURVIVE
Date: 28th November, 2004

Venue: GW Newcastle (central)
Details: Baron Rudger von Tarnus
requires an escort through the city of
Mordheim. Any mercenaries willing to
take up the challenge will have to prove
their skills by fighting in a gauntlet-style
tournament.

To take part bring your fully painted
starting warband.

Contact:

0191 2322418

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

e e e e g
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E FINDER

HOBBY CENTRES & INDEPENDENT STOCKISTS

Games Workshop products are sold by a large number of shops in 16 different If you're still unsure as to where your nearest stockist is located, why not call

countries across the world. What follows is a large listing of all the stores that Games Workshop Direct on 0115 916 40000. Stores highlighted in yellow

sell Games Workshop products across the UK, parts of Europe, South Africa indicate new stores. Stores in green are elite Northern European stores; stores
and the UAE. Most Games Workshops are open seven days a week and late in blue are Northern European partnership stores. To be sure they will have

for gaming evenings. Contact your local store for more details.You can find a exactly what you want in stock, we recommend you give them a quick phone call
list of all our retail outlets on our website at: before visiting.

www.games-workshop.co.uk/starefinder Hobby centres marked with a cross (x) have Gaming Room facilities.

A Games Workshop Hobby Centre is much more than just a shop...

e —

: L / 1
e - S | % i &
FREE GAMING AND TACTICS ADVICE FREE PAINTING AND MODELLING ADVICE FULL RANGE OF PRODUCTS
All our staff are gaming veterans (after all it's what they do for a living!) They No matter what your level of painting or modeliing skill, if you spend 30 minutes All our centres stock a full range of Warhammer 40,000, Warhammer and The
can give you sound tactical advice, help you build battle-winning armies and with one of our members of staff you will see those skills improved and might Lord of The Rings games and models as well as all the hobby materials you
clear up most of your rules queries. find out something you never knew! need to collect, build and paint your armies.

Al

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

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

components and classic models with which to customise your armies. programme runs throughout Sundays, so whether you want to learn for you to take part in, painting workshops to develop your painting
how to charge your Knights into your opponent's battle line or lead a skills, and a forum for gamers to talk about the hobby. On Sunday

squad of Space Marines into batile, all you need to do is come along! evenings many stores run specific activities for those who have

graduated from the Beginners' Programme.

VETERANS ROOMS

Many Games Workshop hobby centres run evenings (usually Tuesdays A growing number of our hobby centres now have additional space in the shape of Gaming Rooms. This makes it perfect for meeling fellow

and Thursdays) for veteran gamers. They are aimed at older gamers hobbyists and arranging larger games, playing campaigns or just painting and modelling. On Monday to Friday these rooms are reserved for

with plenty of experience on the battlefield. You can share ideas about veterans over the age of 16 but the weekend is free for all veteran gamers and those who have been through the Beginners' programme. These
all aspects of your hobby, play games against equally experienced centres are marked by a cross. Give them a ring to find out what's going on and to avoid dissapointment! The following Games Workshops all have
opponents, and also play Games Workshop's more specialised gaming Gaming Rooms: GW Aberdeen, GW Bromley, GW Burton, GW Carlisle, GW Chester, GW Exeter, GW Ipswich, GW Macclesfield, GW Maidenhead,
systems well into the evening. GW Middlesbrough, GW Newcastle, GW Newport, GW Poole, GW Shrewsbury, GW Uxbridge, GW Wakefield, GW Worcester.
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Find your nearest Hobby Centre or independent retailer on these pages;

on our website: www.games-workshop.co.ul/storefinder;
by e-mailing us: hobbyspecialists@games-workshop.co.uk;

by calling us: 0115 91 40000

AVON

GW BRISTOL tCENTRAL

POR‘TI!HEAD Mukil

YATE, Hangnsnuru: Toystora:

BEDFORDSHIRE

GW BEDFDRD

ZAI!D Cuddlﬂn'

LEIGHTON

I.UTON Ottakers:

BERKSI‘"RE
% GW MAIDENHEAD

GW READING:
111 Broad

NEWBUIY Mlnlm‘mrn Merchants:

SANDHURSF Tcywurld
2 873350

WINDSDR. D"ukers.

WINDEOK, W.J. Daniels:

BIRMINGHAM AREA

ACOCKS GREEN Jeff's Games and Workshop:

GREAT BARR, Gaming Crypt:

EDGEEM 'ON, Wayland’s Forge:

PEI!Y BAﬂ. Toy Revolu'inn:

RI.IB!I“' l'lo s chhi!s & Toys:

Sl.ﬂ'l'ON COLDFIELD Digital Dragons:

BUCKINGHAMSHIRE

GW HIGH WVCOMBE

Gw MILTDN KE\'NES

Si ing C: Tet 5 69
EUCKINGHAM Abacus Toys:

GERARDS I:ROSS Howard Marshall:

MILTDN ‘KEYNES Doeron’s Baoks:

PRINCES RISBOROUGH, Treats:

CAMBRIDGESHIRE
GW CAMBRIDG|

GwW PEI’ERBOROUGH:

ELY, City cycla Centre:

HUNI’INGDQN Spurh & Fashions:

PE'IEI!BORDLIBH, Westgate Department Store:

OR'TON PN Hobbies:

5085

SAWS'{ON) The Toy & Model Centre:

31 NEOTS, Weslyute Depaeimant Store:

TWERSHAM vau:ullnn Lid:

WISBECH, W!ﬂguh Department Store:

CHESHIRE

CON 51!1’0 N. D! ans Tnys & q:inr

CREWE, ABC Models Sport:

NANT‘HICH Flmfuyre LTD:

NDHTH\MICN Lev:l F

NDRTHWICH "he Model Shop:

CLEVELAND

X GW MIDDLESBROUGH:

Store:

BODMIN Br‘l:knelts
FALMDUTH Wonderlcnd Falmouth:
Tel:01326 8

HAYLE !I'wnﬂl of Hayle:

HELS'I'ON 'Edd &Sﬂn

NEWQLIAY le‘ml Hobbywood:

COUNTY DURHAM

GW DARLINGTON

CUMBRIA

¥ GW CARLISLE:

BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

226

COCKERMOUTH, The Toy Shop:

Fluy'imu.

KENDAL Norih West Warriors:

KENDAL O’Inughllns

KE.'-WICK, J B Dixnn Limited:

PENRITH, Hnrpers Cycles:

WHITEH.AVEN Rbhlnlnn 's Model Shop:

WORKINGTON, KSA Models and Hobbies:

WORKINGTON, Toymaster:

DERBYSHIRE

GW DERBY:

EELFEE, Frlurlnns:

BI.IR‘TBN ON TI'IENT Toymaster Kingdom:

DEVON

X GW EXETER:

!OSCDMBE, Mnr:ello Toymaster:
1202 38275
BRIDGEND Pdrnphnrnullu.

PLYMOUTH, Mudel Shop:

I'AVISTDCK Kuiuidouope

FEIGNMOUTH Jn:hmnns Toybox:

TIVERTON, Wlngs N’ Wheels:

BOIJIINEMOUTH. Roberts Toys & Games:

ERIDPORT Frclll Toymaster:
Te

GII.I.INGHAM Menryn s Toys & Models:

sumsnum‘ Hardings:

SHAFI'SBIJI“‘ Hwﬂrdl:

ESSEX

EHENMODD B&M Cycles:

CLAL'I'DN ON SEH Clacton Art & Craft Centre:

COI.CHESTEB Tvymnslar Kingdom:

HAHLDW Murqule Models:

LEIBH-ON-SEA Cullver Books:
MIDON, Cnlll\ !Iili Models:

RAYLEIGH. Teys N Tuck:
Tel: 01268 775501

SAFFRON WALDEN, Game On:

SOUTHEND-ON-SEA, Toymaster Kingdom:
Tel: 01702 4

GLOUCESTERSHIRE

GW CHELTENHAM:

GW GLOUCESTE

BOURTON ON THE WATER, Bourton Model Railway:
Tel: 0145 686

S“OUD, P!Isun Games:

TEWKES! V

HAMPSHIRE

GW EASINGSTOKE

GwW PDRFSMOUTH
at

34 Arundel Stre

GW SOUTHAMPTON:

GOSPORT, JC Books:

NEW MILTON, Toys of New Milton:
Tel: 01425 61780
PEI’ERSFIEI.D Fnlly Models:

iksFlEtn Fi nfor Alls

POR‘TCH!S'EE Wiwr Models:

RINGWDDD l'oy: of Ringwood:

ROMSEV lnundnham
512145

WATERI.CIDVII.LE Paul’s Hobby Shep:

HEREFORDSHIRE
HEREFORD, Hereford Modal Shop:

I.EDM!N!I'EI Martin's Models & Crafts:

HOSS ON WYE, I.Iﬂln & Hall:

HERTFORDSHIRE

GW HEMEL HEMPSYEI—‘\

GW SI' ALBANS:
18 Heriiage Close
BEIKHAMHED Humllns.

B‘SHOP’5 STOMFDRD Boardmans:

:HDRLEYWOOD. Chuﬂaywmod Models:

COCKFOSTERS, Murray & Brand:

HARPEN DEN
H.ATFIE!.D Mr Gﬂ mes:

HEITFDRD Mur‘qlul Models:

mrcam Mninly Madel

lETCH 'ORTH, Cuml“ Unlimited:

ROYSTON, Toyshup.

STEVENAGE, KS Models:
of: 01438 748
WELWYN OAIDEN CITY, Toys Toys Toys:

IS L E O F MAN
DOUGLAS, Juc Distribution:

RAMSEY, Model World:
Tal: C

ISLE OF WIGHT
NEWPORT, Batile On:

NEWPORT, Toy & Models:

“DE The Spnnl & Model Shop:

RYDE, Fun, Fu:i and Fantasy:
s.mnowu Toymuﬂ:r'

SHANKLIN, Twmuﬂor:
Ts 83 866824

KENT

Nalk, Bluewate

GW CANTERHUH
GW MAIDS'IONE

ASHFOIID Ot kem

ASHFOID <) 4 Colﬂpiﬂel'S Lid:
at

BEXLEY HEATH Ki| Krozy:
Tel: 0206 298 71
BROADSTAIRS, Time & Space:
CMNIROOK, Whites:

0 713208

DOVER, Turners Models:

Tel: 01304 203711

GRAV'ESEND Thu Stamp Centre:

nymssm Kingdom:

ROEHESTER, Mlniuhlre World:

SEVENDAKS JH Lorimer:

SEVENDAKS Muﬂklnw!.

TTINGI!OLII-NE, AJ Blundell & Son:

TONBRIDGE, Kids Stuff:

LANCASHIRE
GW BLACKPOOL:

Birlmy

GW BOLTON:
Unit 27, 36 Ac

GW PRESTGN

BLACKBURN, Batcave:

Tel: 01254 667488

BLACKBURN, Mercer & Sons:

Tal: 01254

BLACKPOOL, 'lnfmniler
253 62

CHORLEY, A & E Games:
Tak 01

CHORLEY, Humpmnl Toys & Nursery World:

www.games-workshop.co.uk/storefinder . 97



CLITHERCIE Cowgills of Clitheroe LTD:

KiRKHAM. RK iluyes

LANCASTER, I.nwsnns Toymaster:

LANCASTER Mllrn Markets:

LElGH, Slerkiawrl Limited:

LEIGH, Toymu:l

MORECAMBE, Rizhurd Lancaster:

Tel; 01

OLDHAM, Om‘.lkarl.
Tel: 0 43

PRESTON, Toymaster:

4 2850

WIDAN w'lgun Mndll Centre:
45

LEICESTERSHIRE

GW LEICESTER'

Gw LOUGHBOROUGH

ASHB\' DE-LA. ZOUCH Steve’s Mndels

COALVILLE, Geoffs Toys:

HINCKLEV Pumﬂl{o Model Spot:

LOUOHBDROUGH Geoffs Toys:

LINCOLNSHIRE AREA

SCUNTHORPE, 5herm:|ns Model Shop:

SEUNTHDRPE Yﬂymu.ller

Tel: 01724 2710

SCUNTHORPE, Westgate Department Store:

SKEGNESS, The Model Shop:

SPALDING; Mn;nn‘; Models:

SPALDING S uldlnp Models and Collectables:

SPALDING W!s‘unfe! Department Store:

S‘I’AMFOID. Hawley;

LONDON

GW BRENT CROSS:
M

BI.ACKHEATH lnd Impressions:

EHINGFDRD Rnlli! of London:

CLAFHAM JUNCTION, Toystop:

DUI.WIEH The AH Stationers:

EAST SHEEN Tuyshp

ELTHAM Ellhnm Mndals

FINCHI.*\‘ Leuum Games:

FULHAM, Patricks Toys:

98 . STORE FINDER

ON EVEI.YS. Toy2save Collectables:

HAMPSTEAD, Happy Returns:

I5LINGTDN Fred!rltk Beck:

KNIGHTSBRIDGE, Harrods:

NOTTING HILL, Barnetts Novelty House:

PUTNEY, Toystof

RUISLIP, John Sanders:

WAI.THAMSTOW Ottakers:

WIMBI.!I)OH Elys<

woon GREEN SHOPPING CENTRE,
Toy Gty 8 881077

MANCHESTER AREA
Gw MANCHESTER  (central
Vay So

LEIGH, Toymaster:

MANCHESTER, Waterstones:

WARRINGTON, Steve Webb Models & Hobbies:
Tal: ¢ 5

MERSEYSIDE AREA
GW LIVERPOO

GwW SOUTHPO

GW WMHNINGTON

WALI.ASET Flreilde Miniatures:

WIRZAL RS Mudu

MIDDLESEX

ENFIELD .Ilnning: Stores:

NORFOLK
GW NORWICH

CROMER. M:dlund Tuy5<
DIss, Tnymunnr'

!AST DEREHAM, Vnungsters World:

GORLESTON, rn,-mmur.

HOLT, Sta nes.ruymn;!ar

HUNSTAN'IDN Hunshm?oll Models:

834468

IFSWICH Tuymns|er Kingdom:

KINBS I.VNN wuiﬁﬂll Department Store:

K!NGE I.YNN Emplm

NORWICH, Kerrisons:
Tak 01603 494 008

NORWICH, Oliver's Toys:

NORTH WALSHAM, Blackfish Games:

NORTHAMPTONSHIRE

ow NﬂmHnMProN

coxar Wastau Drpuﬂmenl Brore:

NORTHUMBERLAND

Awic, Woadys Computer and Video Gome:

Amm, Granilne Imports:
Tal: 0845 125 9306

HEXHAM, Fairplay:

HEXHAM, Rohbs Department Store:

MD'IFETH IG A!Iurl

NOT'I'INGHAMSHIRE

GW NCI'(TINGHAM [mnlml)
348 0851

MNSFIELD Briﬂge Street Mm‘lQI Shnp

NEW“RK A::I.l: Models:

NOTI'INGHAM Shclwns

aerfonn l'uymusler
RETFQRD Puxxlu: Plus:
woonaoaouuu Regency Prinfers:
WDR@Q?; Tayrnﬂ:!er.

WORKSOP, Model Base:

OXFORDSHIRE

GW OXFORD:

AEINGDON Jus! Toys:

BﬂNIUR‘\’ Trind!r Bros:

mcesr:n Denrous.

CARTER'UN Giles Sporis:

COWLEY, Dentons:

WANTAGE, Swampy's:

WITNEV Dnmun

SHROPSHIRE

x GW SHREWSBURY

SOMERSET

GW BATH

B!IDGEWATEII Gumel Mart:

78 43367

EUINHAM ON SEA GW Hurley:
3 789261

FHOME The Ellerlhruy Press:

CHARD, Games Wizard:

GLASTONBURY, Pedalers:

MINEHEAD, Minehead Toys & Models:

TAUNTON, Krackers:

WELLS, Wells Mﬂdlll:

-MARE Griffins Games:

w!sTON SUPERAMARE 1) Toys:

TEOVII. \‘eovil colledurs Centre:

STAFFORDSHIRE
X GW BURTON ON TRENT
GV\; STOKE:

NEWCASTK UNDER LYME, Sundowner Models:

Sl'ﬂFFDlD Jw Huqnull.

SI'AFFBIID Tna Fnl Goblinz:

SIOKE ON 'IRENT Alsager Toys & Modals:

I'AMWOR'I'“, The 0ld Bell:

TAMWOI!T“ Geuﬂ‘s Toys:

UTTOXETER, The Toybox:

SUFFOLK
X GW \PSW\CH

49 But ot

BECCLES, Yﬂy Boxs

BUR’\’ ST DMUNDS Model Junction:

BURY STA EQMUNDS, Toymaster Kingdom:

FELIKS!OWE leuid; Taxis:

IPSWIEH Tny an! Ipswich:

LOWESTDF! Tbymﬂsur Kingdom:

NEWMARKH’. Moons Toyland:

ETDWMARKE! §|mp8:m & Sons:

EUDBUHT T mnﬂer Kingdem:

SUDDUIT To'r Connexion:

WDDDBHIDG I'D)'rown.

SURREY
GW GUILDFORD:

GW WOKING

CAMEERLE‘! MDrningsh:r

caul.s EN 'rnylm Toys and Sports:

FARNHAM, Elphicks:

I?EDHII.L, Gnme!’s Guild:

REIGATE, 'l'he 'l'vy Shop:
Tal: 01

WAlTON DN 'I'HAMES Naseem:

WALTON ON THBMES. Treehouse Toys:
Tal: 01 272

SUSSEX AREA

GW BRIGHTON:

HA.’ITINGS, Jade Martial Arts:

HAYWARDS HEATH, Haath Modals & Toys:
459788

HDHSHAM, B!nllu Gallery:

uon.smm Ottakers:
LEWES, The H bhy Shop:
STEYNING, Genlle Gallery:

UCKFlELD I(Id'l Stuff:

Village).

METRO CEN'I'!IE ﬁnlnhlud Toymaoster:

NBEYH SHIELBS SR Gladstone & Son:
0191

SDUT SNI LDS, Coats Models:

14

SUNDERLAND, Exkuren:

SUNDERLAND, The Toy & Computer Shop:
0197 &

SUNDERLAND, anllnqi

WﬂSH I MG'IDN Yoymushr

WARWICKSHIRE

GW COVENTRY:

BEDWOR'I'H. Railway & Madcllar: Junction:

KENII.\NDRTH Abn:rﬂﬂ Arts & Pictures:

WAH.MINSTER Raw Models:

LEAMINGTON SPA, Trinders Toy Town Lid:
Tol: 01926 470

RUGBY, loto auuwuys & Models:
Te 17
SIOEKINBFDRD Whittleford Post Office:

WILTSHIRE

oW SALISHURY

MARLEOROLIGH H Duck:

MELKSHAM 'l'he Toyshop:

swmnou, Spat On Models:

W’AI‘!MINSTER I'lﬂw Models:

WARMINSI'ER, Tymwguin Lid:

WORCESTERSHIRE

® GW WDRCESTER

BRDMSGROVE Kld! Cﬂ“ﬂga

DRQITWI EH Toywod d:

EVESHA.M Enﬂle Honours UK:

YORKSHIRE
GW BRADFORD




Gw SHEFFIELD (MEADOWHALL CENTRE]

IMDFORD Toymaster:

amnum:.ron Croppers:

HM.IFAX Hulllux Modellers World:

HAI.IFAX, M g_u i

HALIFAX, Toymaster:
Tel: 0142
HARROGATE, Toymaster:
Tel: 01423

HUDDERSFIELD, Callectamania:
Tel: 01484 686966
RUDDERSFIELD ‘nymnﬂtw

HI.IDDEHSFIELD. Something Wicked:

HULL Muyi il Twmusil:f-

||.x|.sv, Wcrﬂumls World:
Tof: 01
KEIGHLEY, Toymaster:

NORTH BERWlCK Laws Cycles:

ORKNE‘I M:Isnnnn-Tﬂvmnﬂcr

Tel: 018

PEI’EHHEAD Geurqe Denald:

sne umo, qu- Dept Store:

STIHLING DD |l @ Your Leisure:

STMTHCL\'DE TnY‘uwn Strathclyde:

Tal: 014

THURSO. J Allnn-
SCARBDROLIGH Maison Militaire:

Tel: 01

SCAREOROUGH, Space, Myth and Magic:

CHANNEL ISU\NDS

SEL!\’ Al spom and Toys:
= ST, HELIER, The Little Shop:

01757 705116 JERSEY,
sn:m:m Atkins Toymaster: T

sumlil.b tuymex 1

NORTHERN IRELAND

GW BELFAS!

Al Hkhurds of Ab

ABER\'SI'W\'TH Alhu!ross.

mueou ncm Comaae

BR!tON 1] clurk Toys & Gifts:

!RIDG(ND anlon Toys & Hobbies:

CARDIFF, Dice and Disc,
Computer and Video Vision:

CARMARTHEN, Good News:
724

CARMARTHEN, Hardings: EIRE

{HEI‘STOW Anim Corner:

n‘rren Clurltu Tops:
18

HAVEHFURDWEET. Merlin Models:

U\MPETER Lomaxs:

I.LANDLIDND Dibs Toymaster:

I.LANTWIT MNDR, Rainbow Plaza:

PEMBROKE Drngcn Alley:

RHYI., llghnom Mudul: & Toys:

swnusm Comix Shoppe:
Tel: ¢
WREXHAM, Brite Ideas:
y o

SCOTLAND

X GW ABERDEEN ED DLIBLIN Banba Tuymuilur

|:0 DUEI.IN Nimble ﬂngerl'

CO DLIELIN Banba Toymalllr‘

h Road

co nuauN 3 Furlungs Toymaster:

: Strest, Tet co. DUBLIN 5, !nymn:n
GW DIJNDEE‘

GW ED1NBHRGH

GW E&ISY KILBRIBE

sw FALKIRK:

X GW GLASGCW

A lu(hcn Collectibl

ABEHDE!NS“IR‘) Robertson Sports:

ABERDEENS‘I‘“R‘ Toyworld

CO OFFALY Rahblnr

o, mr:mmr Nugun’l Toymaster:

CO WM’ERFDRD Murghy Toy and Cycle Specialists:

ED WAIERFORD. The Hobby Shop:
CO WA'IERFDRD Fitzmaurice Toymaster:

CO.WESI’MIATH, Toy City:
Athlone, Tel: 0802

o WE)(FDRD, Play & Learn:

co WI\‘.KI.OW ER Hurrh & Sons:

co. WICKLDW ankins.

INTERNATIONAL ACCOUNTS

BELGIUM

AALST, Christioensen Aalst:
Langs Zoulstraat 163, 9300
AARSCHOT,

BIII.IW‘E, delb W

GAMES WORKSHOP

AAI.BORG <, EB Gumls

Langeswaat 163, 2000.
BRUGGE, Fair Pla

BRUSSEL. C'Mm-nnn Lal
8-10 Avenue Busleyden, 1020
BRUSSEL, L'Antre Jeul

nue de fa C

BRUSSEL, NV Taysco Chrlsiaensnn)-

GENT, Betty Boop

GENT, chrmluamen Gent:
Voldarsteaat 17, 9000.

GENT, Miniatuurauta’s Eeckhout:
Bergstaat 87, 9000
GERAARDSBERGEN, Leroux:

HALLE, Ml!hrﬂs Pluygrnund

LANAKEN, Christiaensen Lanaken
Stationstraat 25, 3620,

LEDFDLDS!URG NV Mussl‘armﬂnl‘

TOURNAL, Christiansen Tournai:
18 Aua Royale, 7500,
WAVRE, La Caverne dv nmgnn-

BULGAR'A
LOZENETZ, Eon Enfertainment:

CROATIA

ZAGREB, Land of Magic:

CZECH. REPUBLIC

PRAHA, Bnlu‘

DENMARK
SV KOBENHAVN:

503822213

M!.BQRG Anlborn Hubhy Ser\ri:

Muoue Bog & lds nnlb o Nytorv:

MlBQEG Guns n' Gﬂmes X

MLBO!D Sclm on Bcg & lﬂé Aﬂlharg

mwono, Veignnrd. !ng 8 m

IXELLES, Christaensen |x.|t.= (Boumax SA):
104 Cheussae dixalles, 1050,

KORTRUK, De Concorde:

PERGERDE I.sgsk!den.

3080, Tal:49132811

HADSTEN, JN Clme

Kirkavaj

HEI.SINGBR 8

“EL&INBQR thhy A Friﬂﬂ

KBBENHAVN, E! Gumal

Arne Ja

KGBENHAVN EB Games,

; -www.gumes-worksho’p.co.uk/storefin'de'r 99




I‘QBEN”I!VN EB Gn
Ny T
KBBENHAVN ch:ﬂ For Blrm

KDI.UING Munk Boq & ide. Kolding:

Algada 1

NYKOBING ), Nykabing Bog & idé:
Te ()

oDDER. Kéeld ns Bog & idé:

ODENSE C, B&O Eog-v Odense C:
ai: 66114033

Vestergade 55 00, T

ODENSE 50, Bog l Idﬂ Ddlrlu

Kirkepladsar

RINGKBBING, GK Legeto
4, 6950, Tel i

tory 14, 3700, Te!
RﬂNNE Wlllium Dnm Iog & |d

ROSKILDE, Flanshorg Bog & Id
000, Tel: 46 32
RDSI(II.DE ﬂn!ke

SK.IEIIN lng & idé S\(llrn‘

o 14, b 97 35 16 66
SILKEBORG, Bog & Id

85820287
SILKEBORG, Bog & idé - Torvet ApS:

Torvet 5, BEOO, Tel: 86 &: 99

SILKEBORG, Byens Hobhy & Frth

S'I' HEDDINGE thbyllulﬂem

fofteve)

57! NLOSE, Snurrulcppun

STlUER Nnnne Mudsen qu & idé:
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SVENDBDHG B & O Bo
28, i

VALKEAKOSKI Vulk!akl}sl!nklr‘[
Kauppa

VANTA.A, Slnaop-

VANTM Slndo lrl erlm'.mll

Bym
VEDBRI( Trllrad Iul & idm
Trarsd Tory

VEJEN, Velen ﬂgl dé

VANTAA, Sinooperi Varlsm
Martinkyéntie 1720, Tel:

GIBRALTER
BON-MAU HOBBIES:

GREECE

ATHENS, Action Hobbie:

ESTONIA
tnI.LINN K i urmelsm

FINLAND

GW HELSINKI.

HANKO. thby }nhl

0900, Tel: +358 19

HELSINKI, quussup. mulnnk\
Vithonk 4358 9

HEI.SINKI Far asiupelli Vurcsl

HELSINKI Sinonpgrl I|nk“kus
ki g

memu, Ruynl rny-,

IISlLMI Tﬂlkcl !nl o:

HUNGARY
UiV SREY; X S at

y BT 33

ICELAND

ﬂEYKJﬂVIK Ne:u

MALTA

1508

Hooft &
AMERsFDGRI’ Spal\euwin:k
811 EE

SAVONLIHNA Snvnntlnnnn Amlkvurinum

SEtNA.IOKI. Fun!usLuunn

DEN HAAG, Intertoys Thereslastraat
at 260-28 |
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Everyone's invited to our birthday
celebrations as White Dwarf ren:he"' ’
the venerable age of 300! We'
serving up a feast of goodies. Cake,
blancmange and Squigs on sticks
aside, there's a very special cover LY ST -
wrapped round over 200 pages - Aot .{Q,RD#,’.‘.RING
crammed with modelling,gummg, % 5 e | il
and hobby.ideas plus, as usual, all "By Valaya's golden i s

T e THREE FREEBIES!

Dans mice | J be avallable from next month!
WOI'kSh_Qp.' DO“ t ﬂﬁ“iﬂ For more information see this month’s Editorial

WARHAMMER

» One of White Dwart’s most popular articles returns once more as
The Tale of Four gamers begins anew!

* A fantastic battle on the river Sol takes place in the next instalment
of Bugman's Lament.

* An entire campaign set in Bretonnia, complete with conversions
and modelling guides!

WARHAMMER 40 000 - /
¢ Ultramarines face off against Orks in o npsnoﬂmg Bulﬂe port
where Pete Haines baftles Graham McNeill in u new scenario from
the updated rulebook.

* Some mad Polish chup shows off his Blood Angels -
chapter of ihem' .

THE LORD.OF THERINGE | WHITE DWARF BIRTHDAY TREATS!

* Relive the charge of the Rohirrim in our QR o Full rules for fielding the White Dwarf himself
massive Battle Report. | in games of Warhammer.

* We chart the history of White Dwarf to way
| back when it was written with quills and Paul
: Sawyer was thin!
* | * The White Dwarf goes to war in Gav Thorpe's
- exciting story, Hard as Stone.

» Continuing our look at the southern regions of ol
Middle-earth, we examine the Clans of Harad. ™.

* The third Dol Amroth scenario sees Morathol
leading his knights into battle once again.

Al Infurma!mn ;:orrscf at time of going to press =

DON'T MISS THENEXT ISSUE: ON SALE 19TH NOVEMBER!

Turn to the inside back cover to find out how to subscribe to every hobbyists’ essential monthly magazine!
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« Chronicles of = Raiding the ¢ The Sack * Rudgie’s Mflmg * Legions of the Eye: ~+ War in
Middle-earth: Raiders: of Ratarn: masterclass: Painting ~ New troops for the Middle-earth:
Kharid Drozhna  New Scenario  New Scenario  the Oliphaunt Forces of Evil Harad




ions of the Eye

New types of wicked Orcs for The Lord of The Rings

myriad forms the foul Orcs of the various different troops offered
A by Gondor’s fiefdoms during the
?auron call .ta.ke' frofn:} the d-d War of the Ring. Demonstrated by the
ear!for.ne minions of Barad-dlr, to infighting in Cirith Ungol, Sauron’s Orcs
the irritable and treacherous are also not the uniform mass that they

beasts of Gorgoroth. appear to be. with several factions
constantly vying for power under Sauron’s

Mat Ward returns to describe the ﬁ few issues ago, we took a look at

'K..°~:g maoune

gaze. Though they don’t vary as much as
the Men, the Orcs can offer just as much
scope for gamers and collectors alike. In
this article we’ll take a closer look at the
denizens of Mordor, including some
profiles and conversion ideas. Just
remember to get your opponent’s
permission first if you use them in battle!
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or many long years, while he hid

himself from the gaze of the wise, Dol
Guldur was Sauron’s home and chief
fortress. From its dark and gloomy towers,
the malice of the Dark Lord spread across
the forest of Greenwood the Great and
brought the noble forest under shadow. Of
all of Sauron’s great fortresses, Dol Guldur
is the most accursed by dead and forgotten
spirits. Ethereal forms stalk its corridors,
and many unseen shadow-vassals leave
their chill touch upon the walls and
flagstones. Some, like the Barrow-wights

Dol Guldur

and spectres that serve the Dark Lord’s will
in other corners of the world, are lesser
wraiths possessed of a ghostly form driven
by sleepless hatred and spite. Others,
however, are said to be the lonely voices
and souls of those that the Dark Lord
tortured to ruin within Dol Guldur’s
dungeons. If but a few of Sauron’s guests
have lingered past their earthly existence,
these voices are surely legion, for countless
Dwarves, Elves and Men have all met their
end within that fortress beneath the Dark
Lord’s cruel gaze.

Interestingly, there are few captains
amongst the Ores of Dol Guldur but,
conversely, many shamans. Why this
should be the case is not immediately clear,
but it is conceivable that a bold and patient
Ore could learn much from the spirits that
infest Dol Guldur, for many of those ruined
creatures were once sorcerers in their own
way. It is probably best not to speculate
about what the Orc Shamans can offer
these shades in return for their knowledge.
Perhaps unsurprisingly, the Orcs of Dol
Guldur are more courageous than most of

Dol Guldur Shaman
Pl S D
Dol Guldur Shaman 3/- 3 4

Wargear

their kin, for most worldly troubles pale by
comparison with the dread spectres of the
Hill of Sorcery. Naturally, Sauron’s mortal
servants avoid the worst of the visitants
whenever they can, but nonetheless the
guards of Dol Guldur are amongst the
bravest Orcs at Sauron’s command. Even
50, they rarely venture out into the forests
surrounding Dol Guldur, for the Elves of
Mirkwood are always keen to despatch
another Orc from the world with their
black-shafted arrows. Instead, it is the
woodsmen of Rhovanion and the

horsemen of Rohan against whom the Great
Uruks practice their skilled pikework,
although it was also not unknown for
squabbles to break out amongst the garrison
of Dol Guldur and Saruman’s roaming
patrols in the closing years of the Third
Age. On several occasions, bemused
Rohirrim patrols would watch from

a distance as two groups of Orcs fought
with savage determination. More often than
not, the surviving Ore faction would be so
weakened that the Rohirrim were all but
guaranteed victory when they charged into
the fray themselves.

Points value: 55

A w C Might: 1
1 ! 3 Will: 4
Fate: 1

A Dol Guldur Shaman carries a spear and wears armour.

Magical Powers

Drain Courage. Range 12"/28cm. Dice score to use: 2+. The victim loses 1 point of
Courage from his characteristic profile. This penalty applies for the rest of the battle.
This ability can take effect several times on the same target — reducing a model’s

Courage value each time.

Sap Will. Range 12"/28cm. Dice score to use: 4+. The victim’s Will value is reduced to 0.
The effect lasts for the remainder of the battle — although it can be increased by the

Strengthen Will or Will of Iron magical powers.

Terrifying Aura. Dice score to use: 2+. This power enables the model to assume a terrifying
aura. Once this power has been successfully cast, the model counts as terrifying to all
enemies as long as he has at least 1 point of Will remaining. If his Will drops to 0 the
terrifying aura is extinguished. See the Courage section of the rules for more about terror.

Great Uruk of Dol Guldur (Orc)

F S D
Great Uruk 3/- 3 4

Wargear

Points value: 7

A W C
1 1 3

The Great Uruks of Dol Guldur wear crude armour and carry pikes.

Details of all these conversions, together with the components required to make them, can

be found in the Ordering Direct section on page 92-93.

S




arad-ddr is a warren of Ore dwellings,

barrack-rooms, and refuges for creatures
fouler than anything ever seen in the light
of day. Sauron’s chief lieutenant of the
tower is the Mouth of Sauron, and he has a
dark temper matched only by his

Diirghaz-nar Warrior (Uruk-hai)

F S D
Black Legion 4/- g 5

Wargear

A member of the Diirghaz-nar wears armour and carries a pike.

Special Rules

Barad-Diir

willingness to sacrifice Orcs for greater
knowledge of the tower’s blacker denizens.
He once sent two hundred Orcs to ascertain
the nature of a dark presence lurking in one
of Barad-diir’s towers. Not one returned,
though the lieutenant of Barad-diir noted
that, although no nearer to the truth, clearly
more than two hundred Orcs would be sent
next time. Without the Dark Lord’s
patronage, the Mouth of Sauron would have
long ago been slain by the Orcs.

Many of the Orcs of Barad-dfir are drawn
from all corners of Middle-earth by its evil
stench. Great Orcs, Uruk-hai, common

25pts
W A C
1 1 3
Might: 1
Will: 1

Fate: |

Elite of Barad-diir. The Dirghaz-nar are unmatched in their dedication to Sauron. If The
Mouth of Sauron (or Sauron himself) is alive and on the board, the Diirghaz-nar do not need

to make Courage tests.

The Mouth of Sauron (Man)

F S D
Mouth of Sauron  4/- 4 5

Wargear

The Mouth of Sauron wears armour and carries a sword (hand weapon). The

Points value: 60
A W C
D) 2 4
Might: 1

Will: 4
Fate: 1

Mouth of Sauron can ride a horse at an additional cost of 10pts.

Horse. The Mouth of Sauron rides a huge black horse to carry the word of his dark master.
Only the Mouth of Sauron can ride this evil beast — it will not permit any other creature to
mount it. Rules for horses and riders are given in the main rules section,

F S D
Horse 0/- 3 4

Magical Powers

A W C
0 1 3!

Transfix. Range 12"/28cm. Dice score to use: 3+. The victim can do nothing further that
turn. In combat, his Fight value counts as 1 and he rolls one dice regardless of how many
Attacks he normally has. If he wins a combat, he will not strike. The victim can still use
Might, Will and Fate but cannot make heroic actions. The effect lasts for the remainder of

that turn.

Drain Courage. Range 12"/28cm. Dice score to use: 2+. The victim loses 1 point of
Courage from his characteristic profile. This penalty applies for the rest of the battle. This
ability can take effect several times on the same target — reducing a model’s Courage value

each time.

Sap Will. Range 12"/28cm. Dice score to use: 4+. The victim’s Will value is reduced to 0.
The effect lasts for the remainder of the battle — although it can be increased by the

Strengthen Will or Will of Iron magical powers.

Terrifying Aura. Dice score to use: 2+. This power enables the model to assume a terrifying
aura. Once this power has been successfully cast, the model counts as terrifying to all

enemies as long as he has at least 1 point of Will remaining. If his Will drops to 0 the
terrifying aura is extinguished. See the Courage section of the rules for more about terror.

Orcs, Goblins, Hobgoblins, and half-Orcs
are all found within the Dark Tower, all
fighting for preferment and survival.In
order to enforce what little order exists
within Barad-dir, the Mouth of Sauron
maintains the Diirghaz-nar, an elite guard of
Uruk-hai whose loyalty to Sauron is
beyond question. Skilled and ferocious,
these Black Uruks are implacable in their
duty and fearsome in battle, whether their
opponents be Orcs or Trolls. Fortunately for
the Free Peoples, these warriors are few in
number, for if all of Sauron’s armies were
composed of such creatures, his shadow
would have dominated the world long ago.

A little Green Stuff has been used to reshape
the helm of this Uruk-ha.




LQ

Even Orcs and Trolls cannot subsist on
ash and malice. Just as the verdant fiefs
of the south provide for Gondor, it is along
the edges of Lake Nurnen that Mordor’s
hunger is satisfied. While northern Mordor
lies under Orodruin’s baleful presence and
is a wasteland of ash and smoke, the lands
to the south are surprisingly fertile. They
support thousands, if properly worked.
Innumerable slaves labour in the fields in
the south, toiling endlessly so the Dark
Lord’s armies have sustenance. Life is
cheap in all of the dark land, but here in
Nurn it is spent so carelessly as to provoke
disbelief in all but those who are familiar
with the ways of the great slave fields.

Amongst the broken and ailing mass of
men, women and children, there are at least
a dozen nationalities. Folk of Harad, Rhun,
Gondor and Khand all work for the
betterment of Mordor under the lash of
their overseers.

There is a bully’s viciousness deep within
the character of every Orc, but those
creatures who oversee the slave fields of
Nurnen are more capricious and

Nurn Overseer (Orc)

F SiP
Nurn Overseer 2/4+ 2 4

Wargear

range of 2"/4cm and a Strength of 1).

The Slave Fields of Nurn

contemptible than most. Such is the
hardship of the slaves’ lives that their
existence is a brief one — few survive more
than a few months. In the eyes of the
overseers, the slaves are akin to mayflies,
dead in so short a time that their discomfort
must be enjoyed while it lasts. The Orcs of
Nurn are cowards, unsurprising, as the most
dangerous opponent they ever face is a
slave-worker maddened by pain and grief,
but, like all bullies, they show scant regard
for anything smaller or weaker than them.

Amongst their favourite sports are setting a
slave loose onto the plains before setting
their pet wargs upon the scent. Bets and
wagers are often placed upon how far the
luckless slave will get before being brutally
mauled or which beast will bring him down
— almost anything that will provoke
amusement. Naturally, brawls are not
uncommon after the close of such a race,
brought on by arguments over who won,
and why. When this happens, the slaves
cower fearfully in their filthy quarters for
the loser of the brawl, if he survives,
inevitably takes his fury out upon them
with his cruel leather lash.

Points value: 7

A w C
1 1 1

Nurn Overseers wear crude armour and carry whips (count as a throwing weapon with a

o = = . = =
i e ik ¢

Dirghaz-nar warriors quell an
uprising in the bowels of Mordor.

The Mouth of Sauron and his #

f




u nlike many of the Ore bands that lurk
about Gondor’s borders, the creatures
of Imlad Morgul are organised and
disciplined, Although their appearance, is
as tattered and varied as their cousins in the

This Morgul Guard
was made from
elements of the
Warriors of Minas
Tirith and Mordor
Orc Warrior boxsets.

L Orcs are not noted for being exceptional
warriors. However, in recent years, the

armies of both Mordor and Minas Morgul

have had companies of a stronger breed of

VS e N S e g S0

Minas Morgul

Ered Nimrais and the Ephel Diath. The
chief reason for this is the domineering
leadership of a single Ore, Gothmog,
lieutenant of Imlad Morgul. Moulded by
the Witch-king to be a general capable of
matching the greatest that Gondor has to
offer, Gothmog’s tyrannical and near
fanatical dedication to his master’s cause is
boundless. His drive has led him to shape
the hosts of Morgul into an army the likes
of which has not been seen since the days
of Morgoth; an army which he intends to
lead to claim the lands of Men as his own.
As a general, he is a skilled and prodigious
strategist, having spearheaded many
assaults on the lands still held by Gondor.
Amongst the warriors of Morgul, the
bickering that mars so many gatherings of
Orcs cannot be seen, for Gothmog settles
all such squabbles with even-handed and
brutal simplicity. Most remarkably amongst
the denizens of Morgul are the Morgul
Guard, the fiercest and boldest veterans of

Morgul Guard (Orc)

the Tower of Sorcery, whose armour and
wargear is, more often than not, plundered
from the still twitching corpses of their
mannish opponents. Such discipline comes
at a cost, for the Morgul Guard do not
lightly the presence of those they regard as
‘lesser’ Orcs — especially the Orc trackers
of the Gorgoroth plateau. As Mordor’s
closest citadel to the disputed town of
Osgiliath, the Orcs of Minas Morgul are
almost constantly in conflict with the
soldiery of Minas Tirith. They contest the
lands of Ithilien with the Rangers of
Gondor — deadly and canny opponents. It is
the armies of Morgul that are called upon
to do the bulk of the fighting in the run up
to the Battle of the Pelennor Fields and
they that drive Gondor’s garrison from
Osgiliath. It is Gothmog himself who takes
command of many of the preliminary
assaults, and he who also takes command
of the army when the Witch-king finally
falls in battle.

Points value: 5

F S D A W C
Morgul Guard 3/5+ 3 4 1 1 3
Wargear
Morgul Guard wear crude armour. They may be given additional items at the following cost:
Hand weapon or two-handed weapon  free Shield I pt
Bow I pt Heavy armour 1 pt
Spear I pt

The Black Gate of Mordor

and serviceable armour, consisting of stout
hauberks covered with overlapping iron
plates. Unlike most Orcs, the guardians of
the Morannon have mastered the
rudimentary arts of smithying, though their
efforts are adequate rather than exceptional
or beautiful. Sauron clearly intends to make
these Orcs into a fighting force as hardened
and disciplined as Saruman’s Uruk-hai, for
Morannon Ores can be found at the heart of
any great battle. Many serve the Dark Lord’s
whims in the east, warring against tribes and
kingdoms that have not yet submitted to his
will, but most find their test in the savage
and unrelenting battles for Osgiliath.

Orc march within their ranks. Wherever
these creatures are found the soldiers of
Gondor are hardest pressed, for their ferocity
and bloodlust is matched only by the half-
breed Uruk-hai. It is they that keep a watch
upon the great ebon gate that bars all entry
into the Land of Shadow, a task that they
carry out with determination born of pride.
No name is there for this breed of Orc —
indeed, they call themselves only after the
land that they guard: the Morannon.

Morannon Orcs are shorter than Uruk-hai,

but as strongly built as their cousins.

Unlike lesser Orcs, they are clad in tough

Morannon Orc Points value: 7
F S D A w C

Moranon Orc 3/- 4 5 1 1 2

Wargear
Morannon Orcs carry crude hand weapons and wear heavy armour. They can be given the
following equipment at additional cost:

Shield 1 pt Spear 1 pt
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Gorgoroth

he north of Mordor is a barren and

dusty wasteland, coated with the
ruinous debris scattered by the volcanic
Mount Doom that sits in the centre of the
giant plateau of Gorgoroth. The plateau of
Gorgoroth is a vile place to live, the very
air a poisonous fume, prolonged exposure
to which can sap a man of his health and
will. Accordingly, there are very few of
Sauron’s creatures that choose to live in
this place. Indeed, only those Orcs assigned
to garrison duty in the strongholds of the

Orc of Gorgoroth

F S D
Orc of Gorgoroth  2/4+ & 4

Wargear

Morgai spend any time in this land. Most
only pass through on their way to the
slavefields in the south, or the Morannon in
the north, dwelling in small makeshift
towns of rough tents for no more than a
few days at a time. Unsurprisingly perhaps,
the temper of the Orcs forced to live on the
plateau is fouler than normal. If there is no
identifiable enemy close by, only the iron
control of an Orc captain can ensure that
the Orcs of Gorgoroth continue about their
business without attacking their fellows.

Points value: é

A w L&
1 1 2

Gorgoroth Orcs wear crude armour and carry shields and spear. They may be given

additional items at the following cost:

Hand weapon or two-handed weapon  free
Bow 1 pt
Spear 1 pt

Special Rules

Shield I pt
Heavy armour I pt

Recalcitrant. If a Gorgorth Orc cannot draw line of sight to an enemy model at the start of
its Move phase, it becomes a Good model for the rest of the turn.

Gorgoroth is an inhospitable place, where the squalor eventually affects an Orc's mentality




PREPARlNG FOR BATTLE |

How Rudgie painted bis fantastic Olipbaunt

Having spent last
month assembling
and adding extra
details to the
Mimakil kit, it
was now time for
Rudgie to give it
a lick of paint.
Here he tells us
how he set about painting the
mammoth creature.

udgie: Armed again with both the
RDVD and the Battle of Pelennor

Fields supplement as reference
material I set about deciding how I was
going to tackle the beast. From the very
start I knew I wanted to use a very limited
colour palette and keep the model very
earthy and naturalistic. Little did I know
when [ started how long it would take to
paint it — it really is a huge kit!

} Paul Rudge

So as with all models I started with the
largest and lowest area of the model first,
} in this case the skin. From here I would
work my way outwards. Using the
painting guide in the Battle of Pelennor
Fields supplement as a starting point I
q mixed up and painted on a basecoat of
Codex Grey, Graveyard Earth, and Chaos
Black. 1 then drybrushed the skin, adding
several layers of highlights. The skin tones
were created by adding more and more
Kommando Khaki to the base colour
creating the lighter skin colours, with the
final highlight being made by adding
Fortress Grey to the highlight colour.

’ Drybrushing over the basecoat colour rather

Top Tip

When painting large models it’s a good
idea to mix up a large amount of your
base colours in a spare pots as this will
save you having to replicate the same
colour over and over again. During the
course of painting the Mamak Rudgie
found he had to create several pots for
both the creature and the crew.

Heavily textured models like the Mumak...

After a light drybrushing of Fortress Grey the
skin is complete.

! than raw black will give a better finish.
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Painting Tusks.

As you may remember from the first
article T used a modelling knife to shave
bands of plastic down the length of the
4 \\ tusk to create a grained texture. And the

easiest way to bring out that texture is
N some careful drybrushing. I began by
painting the tusks with a basecoat of
N\ Kommando Khaki. Over this I applied a
N wash of Brown Ink mixed with Bestial
h Brown and a little water. When they were
\\ completely dry I drybrushed them first

N with Kommando Khaki followed by

Bleached Bone. I then finished Working over an even basecoat will help
8 them off with a very light when working on light coloured areas such
drybrushing of Skull White. as the tusks.

A wash helps pick out the detail such
as the scratches on the tusk.

With the drybrushing complete I redefined the
ropes carefully.

The toes were painted using the same steps
as the tusks.

— @




Howdah

Woodwork. Again as you may remember
from the first article I did not assemble the
Howdah, as it would make the job of
painting its many hard to reach areas much
easier. Working over a basecoat of
Scorched Brown I drybrushed both the
wicker flooring and support struts first
with a dark brown (simply a mix of Bestial
Brown and Chaos Black). Again as with
painting the skin I built up several layers
of highlights by adding ever-increasing
amounts of Bestial Brown to the base
colour. For a final highlight I added
Kommando Khaki to the highlight colour.
Side panels. Working over a basecoat of
Scorched Brown I simply drybrushed them
Dark Flesh and then Dark Flesh mixed
equally with Bestial Brown.

Rope ties. All the rope ties (there’s a lot of
them and even now I'm willing to bet I
missed one) I painted Graveyard Earth. I
then applied a wash of Brown Ink and,
once dry, I highlighted them using
Kommando Khaki.

It only takes one or two layers of
drybrushing to bring out the woven texture
of the wicker flooring.

When I had completed the painting, I
assembled the howdah.

Tusk Weapons

One of the key features of my Maimak,
and of those M(imakil featured in the
movie, is their brutal tusk weaponry.

To paint them I began with a base coat of
Graveyard Earth for both the ropes and the
spikes. Over this T applied a wash made of
Brown Ink, Bestial Brown and a little
water, Once completely dry I carefully
drybrushed the ropes Kommando Khaki,
trying my hardest not to stray onto the
tusks. The spikes were drybrushed with a
mix of Bestial Brown and Bleached Bone.

War paint

With the wonders of modern technology I
picked a Mimak from the DVD and
screen captured all the relevant pictures I
needed to recreate its war paint.

Keeping within my naturalistic palette I
created an earthy red colour (a mix of
Terracotta, Dark Flesh and Scab Red).
Over this I drybrushed Terracotta. The
symbols I painted using Chaos Black.

A steady hand and a clean brush are all
that’s needed!

I used a variety of different snake and eye-
like shapes for Harad warpaint symbols.

These two alternate warpaint schemes were painted by Bryan Cook from GW Australia.

If you want to add additional details you can
download these banners from:
www.games-workshop.com/pelennorbanners
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Animal Hides

As I had never painted anything like
animal hides before it took me a few
attempts before T found a method I was
happy with. I started with a basecoat of
Graveyard Earth. I drybrushed Kommando
Khaki over this to bring out the texture of
the hide. For the dark colouration down
the centre of the hide I painted a series of
random shapes with a dark brown colour.
To blend these shapes into the hide I also
lightly drybrushed this dark brown colour
down the centre of the hide. The edge of
the hide was then roughly painted with a
watery mix of Kommando Khaki and and
Skull white.

Mahtid Chieftain

I'm sure everybody remembers this
maniac from the film and luckily I had
managed to get my hands on one of the
finished models a bit early. I began by
blocking out the base colours, The skin
was painted Dwarf Flesh, the cloth areas
were either painted Terracotta or dark
purple (a mix of Liche Purple, Shadow
Grey and Chaos Black). The armoured
areas were painted Shining Gold and the
wooden frame Bestial Brown. Finally his
horn and boots I painted Graveyard Earth.

The cloth areas were highlighted by
adding Kommando Khaki to their base
colours. The flesh areas were given a wash
of flesh wash before being highlighted
with elf flesh. The armoured areas were
given a wash of brown ink as was the
wood frame and boots. The boots and
wooden frame were then highlighted using
Kommando Khaki.

The key feature is, of course, his warpaint.
I used just two colours. I began by
mapping out the war paint in Scorched
Brown over which I painted the details
using Skull White.

Above and below: The facial markings are
made from simple white lines and two
triangles which frame the eyes.

Finishing touches

I finished the base so that it would match
my modular board that featured on page
26 in WD298. Over a black undercoat I
drybrushed the base Bestial Brown and
then Desert Yellow. The rocks were
drybrushed Codex Grey and then
highlighted with Fortress Grey. I then
applied a variety of different coloured
flocks before finally adding small pieces
of green sponge and yellow static grass.

The arrow flights were given a base coat
of Kommando Khaki and then highlighted
with a 50/50 mix of Kommando Khaki and
Skull White. Finally, the rope on the
Howdah is model boat rigging which I
bought from a local model store. Once that
was tied on, my Mamak was finally
finished. A big job, but well worth it.

2
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T ARMY OF THE DEAD

When presented with the task of converting and painting an Army of the Dead to play against a rival staff
member, veteran modeller and painter John Shaffer welcomed the challenge with open arms. Here’s how he
went about the task at hand.

CONVERTING THE CHARACTERS

} The King of the Dead Aragorn Legolas

1 wanted my King of the Dead to stand out To give The Return of The King Aragorn To string Legolas’s bow I drilled a hole

from the rest of the models so I chose to an Elven cloak, I carefully cut one away through his right hand with a pin vice and

put him on a Rohan horse. I sawed the from the back of a plastic EIf Warrior. thread a string through it. I put a dab of
q King model in half below the hands and scraped the underside of the cloak clean, superglue on one end of the bow and

then cut away his hips to waist level with filed it smooth, and superglued it in place. I wound the string tightly around the top.

clippers. I then shaped the King's torso so used Green Stuff to sculpt the cloak around When the glue dried, I pulled the string

it sat flush on the Rohirrim’s legs. After the neck of the model. I changed Aragorn’s taught and repeated the process. The arrow

gluing the torso on, I sculpted the cloak pose to suggest that he was issuing charge is a piece of brass rod and the fletchings

and legs with Green Stuff and distressed orders to the Army of the Dead by sawing made from card. The arrowhead I carved

the horse’s head to make it look dead. off his arm and repositioning it. from a piece of sprue.

Working on the Army of the Dead models in
’ large batches will help keep the colours

! consistent throughout.



PAINTING THE ARMY OF THE DEAD

‘ Bestial Brown

Desert Yellow

¢

Chainmail

Q

Bleached Bone | Tin Bitz

¢

Skull White Codex Grey
Snot Green Chaos Black

1 applied the following techniques to all of
the ethereal models in my Army of the
Dead. I started off by priming the models
with Skull White.

I highlighted with a 1:1 mix of Codex

Grey and Snot Green, adding Skull
White for successive highlights. I then
applied a careful wash of Snot Green.

PAINTING THE CHARACTERS

I applied a wash with thinned down

Codex Grey to the entire model. I like
Scorched Brown for the base as it looks
like fertile soil.

The next highlight was a 2:1:1 mix of

Skull White, Snot Green and Codex
Grey. Add more Skull White for the final
highlight. Paint the beard, hair, the mane and
tail Desert Yellow, and the metal Tin Bitz.

I used similar colours, where applicable, to unify the look of the
characters. Bestial Brown for the leather and Codex Grey for the
cloaks were the two primary ones. The inset shows the weathering
on the models’ Elven Cloaks. Other colours used include Scab Red
for Gimli’s clothing, Catachan Green for Aragorn’s coat, Scorched
Brown for Aragorn’s tunic, Catachan Green/Snot Green mix for
Legolas’ tunic, and Shadow Grey for Legolas’ undershirt.

After the first wash dried, I applied a

wash of Snot Green. Drybrush the earth
with Bestial Brown followed by a 1:1 mix
of Bestial Brown and Bleached Bone.

The metal areas were highlighted with a

1:1 mix of Tin Bitz and Chainmail
followed by Chainmail, I then drybrushed
the hair and mane with Bleached Bone
followed by a 1:1 mix of Bleached Bone
and Skull White. I painted the base rim
Bestial Brown and added static grass.

These Barrow Wight models make great
additions to your Army of the Dead.
Thinking thematically, I see these two
being the personal bodyguard of the King
of the Dead or perhaps the King’s kin.
They make great Army of the Dead

Captains too.

Bl o
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FROM LEAVES TO CAVES

James Griffin’s Wood Elves and Moria Goblins tournament armies

James Griffin is a dab hand with
a paint brush. Last year he won
the Best Painted Army award at
The Lord Of The Rings Grand
Tournament. Here he reveals
how he made his two forces -
Mirkwood Wood Elves and
Goblins of Moria.

ne of the best things about
Middle-earth is the individuality

of each of its regions. Something

that’s clearly reflected in their inhabitants.
Everyone has their favourites, and mine is
firmly fixed with the littlest of the Orcs
with their claustrophobic setting and fiery
tempered neighbour, and Legolas’ pals in
their mystical forest home. When it came
to preparing for the Grand Tournament, I
didn’t have to think long about which dark

and light forces would be coming with me!

After figuring out the background of each
army, I tackled both forces’ assembly
together. First, some of the more involved
conversions received my attention — my

WOOD ELVES OF MIRKWOOD

Halidos

I was eager to pose one of my Elven
Captains in a suitably dynamic fashion,
and settled on him kneeling. I practically
re-sculpted the model from the waist down
for this. He also sports an Elven bow for
character sniping!

Aronhir

Aronhir has a High EIf hand and Elven
blade, with an altered Goblin hand weapon
in the other for a dagger. On his back is a
High EIf bow as well.

Young Legolas

My army features a younger prince
Legolas, before he became famous. I stuck
his original bow on his back in the quiver,
gave him Haldir’s arm with a double
ended spear and a Boromir’s horn.

Wood EIf Archers

To be useful tactically, my archers needed
spears. This was fiddly, but not too tricky,
as they were simply mounted in place of
the Elven blades.

Elven characters, objective markers and
Girz the Cave Troll. At this point I made
the scenic bases, mostly from Green Stuff,
and painted them. Now the models really
began to take shape. Along with all this
came my favourite part of the job — the
character conversions. When I plan armies,
I base them around a theme. This provides
inspiration when it comes to creating the
characters, and makes them a joy to
convert and paint. Metres of brass rod,
plastic goblin spear tips and violin bow
hair were then used to make the rest of the
troops more interesting,

Scenic Bases

Green Stuffing a base doesn’t have to
be particularly complicated. For the
Elves, sausage shapes were pressed
into the putty with a modelling tool,
and the texture was made by simply
tapping the top of it with a sharp edge.
Patience is required for a whole army!

e

Stringing EIf Bows

The EIf bow string was relatively easy.
I bent the bow around to enable the
violin bow hair to sit straight between
the ends. Then I used tweezers and
superglue carefully to make one end of
the string attach to the bow, pulled it
tight and repeated it the other end.

R




Wood EIf Standard Bearer
Representing Legolas’ Sister Ayhnil, this
Goldberry conversion is wreathed in
magical energies for protection in battle.
I use this as armour (+1 Defence).

Objective Markers

Objective markers are a great addition to a

force. My Elven marker is Galadriel’s
mirror stand with some fine sand added
and Gil-galad on top like a statue!

WOOD ELF TACTICS

Id spent so much time painting, that
hadn’t practiced as much with my
armies as [ would have liked, but
there’s nothing like a game with a
competitive edge to get you clued in.
And I figured out a few things pretty
fast! When playing the Wood Elves, I
concentrate on four things: more Elves,
bows, woods and guts. With a measly
Defence 3 (or 4 with armour), Wood
EIf troops really benefit from having
mates to hide with. Safety in numbers
can really count here, if only as a
deterrent — a high Fight value can be a
beautiful and scary thing! Secondly,
my Elves really need bows for some
pre-combat hero sniping; a good wood
to hide in (especially against mounts),
and the guts to break cover and make a
move on the enemy when it counts. Do
this right and it could really spoil your
foe’s afternoon.

TR
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MORIA GOBLINS

P Azog, King of the Goblins Shaman Goblin King
Azog started out life as a Mordor Ore, but To make the Shaman intimidating, he was I painted the Goblin King straight out of
’ with armour to match Gfirz and a brand- raised up on a mound of gravel. The spell the blister in addition to my converted
new shield to boot, he makes a worthy (if effect was created using Green Stuff with a Goblin King for use as an extra Captain.

cowardly) king under the mountain! hair wrapped round it.




Giirz the Cave Troll

Having seen the Armoured Trolls in The
Two Towers, I knew I had to make one.
Only problem was that I'd never sculpted
anything before! Many hours and parts of
Sauron later, one mean Cave Troll sat on
the battlefield to add that little extra clout
to my Goblin force.

Captain on Rock, Pointing

This was a less involved conversion than
the other Captain, with only the right arm
and left hand needing re-sculpting to make
it look convincing.

Goblins with Torches

After a couple of Goblins lost their spear
tips in practice games, Weathertop Aragorn
provided a tasty replacement that added
some much needed contrast.

Captain on rock, Scuttling
The most extreme conversion in both of
the armies, this Captain shares only his
face, shield and left leg with the original
Goblin donor model.

Orc Objective Marker

The abandoned drum’s base was easy to
make with Green Stuff. The tricky part
was making the dead drummer by re-
sculpting one of the arms!

MORIA GOBLIN TACTICS

The Goblins, having been completed
first, had the benefit of some practice
games, and when push comes to shove
they can hold their own better than
their stature might suggest! Whilst their
greatest advantage is curtailed in a
tournament game with the limit of 50
models per force (even men of Gondor
can push to that), it does mean that
plenty of points are left over for the
more tasty stuff, like the heroes and
Gfirz the Cave Troll who adds that
gentle touch to the line-up. With
Goblins so cheap, I can afford to arm
some with spears and shields, to get as
many of the blighters over the table and
into combat as possible. A particularly
useful combo is the Captain/Cave
Troll/Spearmen group, which has a
nasty propensity for shortening an
opposing hero’s lifespan, or at the very
least acting as a speed bump with a
bite!

Lastly, and most importantly, is that
little rule that allows your Goblins to
shine (or at least climb) in rocky
terrain. This little gem is often
overlooked until the Goblins play at
home in Moria, but the ability to launch
a concerted attack down a sheer rock
face isn’t to be sneered at, nor is the
ability to re-deploy faster than your
opponent (lets face it, it’s the only time
they’re ever going to outrun anyone
more than 4 feet tall and bearded).
That’s it, but with plenty more practice,
both armies should become a real force
on the battlefield and great fun to play.

I love this game!
‘6 12




War ln Mlddle earth: Harad

Fighting battles in Harad, by Mat Ward

The harsh, uncompromising
attitude of the Haradrim mirrors
the lands of their origin. The
realm of Harad is not a place
where any should tread lightly. Its
arid, barren wastelands have been
the death of many.

he land known to most as Harad lies
| upon the southern border of Gondor.

Only along the mighty rivers, and the
shores of the Great Sea, can fertile ground
be sought for leagues and leagues of rock-
strewn savannah stretch as far as the eye
can see in almost every other corner of the
realm. In contrast to the fertile lands of
Gondor’s southern fiefs and the rugged but
bountiful plains of neighbouring Khand,
Harad can seem a desperately bleak place to

outsiders. Nonetheless, swathes of green
fields can still be found along the mighty
rivers that pierce the Harad landscape,
producing enough food to feed and sustain
Harad’s population.

In name, at least, Harad is currently ruled
from an ancient city nestled within the bay
of Umbar. This once Niimenorean haven
has seen a great deal of history pass within
and without its walls, much of it bloody and
sorrowful. The scars of time can be plainly
seen on the buildings of the city’s old
quarter, where Nimendrean craftsmanship
has been patched with later, less skilled
Haradrim masonry, giving the city a unique,
if confused, appearance. With its safe
anchorage and commanding coastal
position, Umbar has long been the power in
the surrounding waters. As a result of this,

its name has become synonymous with
raids and terror in the surrounding lands, so
much so that it is now known only as the
City of the Corsairs in lands far and wide.
Harad's former capital, the great temple-city
of Karna, was ruined long ago in what was
anything but Gondor’s finest hour, when the
soldiers of Minas Tirith sacked it following
a great victory. Anything of value, they
took; anything that would burn, was fired.
Karna was left a blood-soaked ruin, heavy
with the sins of the past and the voices of
the dead. Wise men go there not.

A meeting of two mighty roads occurs in
almost the exact geographical centre of
Harad. One, the Harad road, travels north
and south from that point, eventually
reaching the shattered gates of Osgiliath in
the north and vanishing deep within the
lands of the Mahid to the south.

The second, and far more frequently
travelled route, the Amrtin road, begins its
seemingly endless journey in Umbar’s
Corsair City, before skirting the north edge
of the Néfarat, the Great Desert of Harad,
and thence into the rival kingdom of Khand.
Sitting at the junction of these two roads,
growing fat from the profits of the trade
that flows past its gates, is the city of
Abrakén. Compared to the poorer towns in
Harad, Abrakén is a luxurious place, though
it remains well-fortified — a lesson learnt
centuries before when a Khandish raid laid
the town waste. Its marbled palaces and
golden gates are bought with the wealth
accrued by its unique trading position, for
where else can wanderers from all points of
the compass meet and trade?

South of Abrakin lies the only true

desert of Harad, the Nafarat, its
shimmering, alabaster sands stretching east
into Khand and south to the hills around
Hidar, the southernmost of Harad’s great
cities. In truth, much of the Néfarat lies
within the borders of Khand, but few
Khandish kings have wished to spill their
followers’ blood in a war of reclamation
fought over such worthless land. The
Nifarat is a quiet place, for even the local
Haradrim tribes shun this wasteland.

Even so, at least one group of tribesmen
choose to make their home within its
borders, exploring the ancient ruins that are
hidden amongst the desert sands, trading
their findings for food and water. Such
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The Haradrim fight against a band of Gondorian Rangers as a wild Miimak approaches.

exploits are not without risk, for remnants
of the evil that once claimed the ruined
ziggurats still remain within their walls,
hungry for the warmth of the living.

Playing Scenarios in Harad

The land of Harad is a daunting place for
any army to consider campaigning. If you
wish, you can play The Return of The King
Points Match scenarios in Harad. If you do
so, the following special rules can be used.
Roll one D6 on the following table to
determine which special rules (if any) are to
be used. Note that multiple rolls of the same
rules do not stack. Alternatively, players can
agree which of these rules they are using
before the game begins.

1 — Unstable Footing

2 — Sandstorm

3 — Wild Mamak

4 — Baking Sun

5 — The Shadow of Kérna
6 — Roll twice on this table

Unstable Footing. The soil of the
battlefield, like much of the ground in
Harad, is composed of loose, sandy soil and

50 is less than stable underfoot. This is not
so much of a problem for the relatively
unencumbered, but can prove difficult for
the heavily burdened. In this scenario, all
models wearing heavy armour move 1"/2cm
slower than their normal Move rate.

Sandstorm. In the desert there is a chance
that a sandstorm will whip up, filling the air
with fast-moving, razor-sharp sand. If the
Priority roll is ever drawn on the roll of 5 or
6, a sandstorm sweeps the battlefield. Each
time a model moves in a sandstorm the
controlling player must roll a D6 if the
result is higher than the model’s Strength,
the model may not move that turn.

No missile weapons of any kind may be
fired in a sandstorm, though spells may still
be cast as normal. The sandstorm dies away
at the end of the turn.

Wild Miimak. Between the opposing
forces is a wild Mimak, a crazed and
dangerous beast that has lost its handlers to
misfortune or war. This model is placed in
the centre of the board before any other
models are deployed. The Mtimak is under

the control of the Evil player, and follows
all the normal rules for Mimak movement,
stampeding and combat. However, there is
no Commander or Mahiid controlling the
beast, so each turn it will need to pass a
courage test or stampede in the normal way.

Blazing Sun. For this scenario, the sun is
beating down mercilessly on the
combatants, dazzling their eyes and
exhausting them with its heat. If the Priority
roll is ever drawn on the roll of 5 or 6, the
player that loses Priority must nominate one
of his models which will suffer a wound on
the roll of a 1 on a D6 (Fate may be used to
save against this). Deduct 1 from the roll if
the model is wearing heavy armour
(including Dwarf heavy armour) or carrying
a shield, or 2 from the roll if they are
equipped with both.

The Shadow of Kérna. This battle takes
place close enough to Kérna for the invasive
evil of that place to cast a shadow over the
combatants. So oppressive is the feeling of
unease that all Courage tests taken during
this scenario are made on three dice, with
the highest dice score being discarded.

e
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Chromcles of Middle-earth

The story of Drozbna, by Mat Ward

In stark contrast to the heroes
that walk amongst the forces of
Good are those who follow the
Great Enemy Sauron. One such
individual is Drézhna of Harad. A
wandering scribe recounts what
little is known of this anti-hero...

walk amongst us, those who have

defended against the Shadow with
all that their breath and bone has to give.
Yet there is another side to this task of
mine, one which is no less important. These
times of unfolding history are not solely
defined by virtuous deeds of men and their
allies, but also by the blacker acts
performed by those in the service of the
Great Enemy: Sauron, the Lord of the
Rings. Their road is different to ours, but no
less worthy of note. If their transgressions
and motives are not recorded, the tales we
leave for our inheritors do not paint a true
picture of the world in which we lived, nor
of the mistakes of pride and false hope that
have led men astray. The individual of
whom I would tell today is such a man. His
name is Kharid Drozhna, a southron by
birth, an agent of Sauron by allegiance, and
a man who wields a great deal of power in
the lands below the Harnen river. Harad is
by nature a secretive land that is all but
closed to the people of the north, but even
here I have my resources. Though my
information is jumbled and fragmented, I
will endeavour to tell all I know...

} Ve lhave already spoken of heroes that

As best I can tell, Drozhna’s story truly
began when he was taken from his family
and into the service of the Lords of Umbar,
where it was then determined that this
young child had the strength to be given to
the Hésharii order. I have spoken of these
individuals at great length in the past, and
shall not repeat myself here, but suffice it to
say that the Hisharii are not, as some would
have it, merely assassins. Indeed, their order
carries greater political power than many
lords of other realms can dream of. To cross
them is to welcome death, whether by a
blade in the night or execution by day.

THE DARK PAST

The ways of the Hasharii are secretive, and
their strongholds hidden from the sight of
many, and so Dr6zhna was largely forgotten
by the world as he was trained in the way
of his masters. Not only did Drézhna
survive his inculcation, but it would seem
that he excelled beyond his tutors’
expectations. By the time he had seen a
mere seventeen summers, Drozhna was
already reckoned for great things. What
made him remarkable was that his skills
were not confined to the arts of murder for
which a Hasharin becomes so famed and
reviled. It is said that his voice was as
deadly a weapon as any he could bring to
bear, for he was possessed of a keen
intelligence and a quick wit that was ever
ready to take advantage of another’s
weakness. Armed with these offensive
charms he was keen to exploit those around
him in his pursuit of power..

i
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Drozhna eliminates the renegade lord Harkraan.

No greater example is there of this than
when he was tasked with the elimination of
Lord Harkraan, a member of the council of
Umbar who had set himself at odds with his
fellow lords. Harkraan and his followers
had taken Azkéhar and the surrounding
lands as their own. Harkraan was all too
aware that his defiance would bring the
wrath of the Hasharii, but he had made
Azkéhar all but impregnable and
customarily surrounded himself with a
score of loyal bodyguards. Of the events
that followed Harkraan’s occupation of
Azkahar, I know only a little, but three
related things occurred in quick succession.
First of all, Drézhna came to Azkahar,
seemingly welcomed into its chambers.
Whether Drozhna’s serpentine tongue
persuaded Harkraan that he came as an ally,
or that the Hésharin simply gained access
by adopting a false identity, I cannot say. A
week later, Harkraan’s head was impaled
upon a pike outside Azkahar, while
Drozhna had returned to Umbar with a tale
of how the rebellious lord’s own followers
had executed their master for his treasonous
plans. It was scant days thereafter that other
news came out of the south. Azkahar was in
the grip of a deadly sickness, so the
rumours said, and its doors had been sealed.
The truth of what happened within
Azkahar’s walls can only be guessed at, but
both the council of Umbar and the masters
of the Hasharii were greatly pleased by
what had transpired, and laid the credit at
Drozhna’s feet. Little were they aware that
his loyalties now lay elsewhere.

Whilst the Lords of Umbar had no doubt
Drozhna worked to their ends, in the
aftermath of Azkéahar I began to hear
whispers that his allegiance had shifted and
that he worked no longer for the Lords of
Umbar, but for Sauron. It is curious to note
that a conspiracy concealed from one’s
supposed allies can be detected with much
greater ease from without. That the Lords
did not detect Drozhna’s duplicity is of no
great surprise, for they had placed their
security in the Hésharii for so long that they
had almost certainly grown careless of their
loyalty — certainly I am aware of no
occurrence in the past where a Hasharin has
worked against the will of the Lords. To
one such as I, to whom the four winds of
the world and the eagles of the mountains
bear tidings, Drozhna’s actions were
laughably easy to unveil, though I must
confess that the full picture is still lost to
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me. Some tell that it was one of the Nazgiil
who bent Drozhna to Sauron, but it seems
that the Hésharin was ever fascinated with
the past history of his land in general, and
of the Hasharii order in particular. To dwell
on the past can be incredibly dangerous,
particularly in proud individuals, and I have
little doubt that Drozhna was promised
power and a return to days of glory.
Sauron's pledges are ever the same, and
why should they not be? There are always
many men willing to accept his word, no
matter how shifting it has proved to be.

DROZNA'S DECEPTION

In truth, it is simple to see how Drézhna’s
deception has so long gone unnoticed, for
Sauron’s goals and those of the Lords of
Umbar tend to be much in alignment. Both
of Drozhna’s erstwhile masters held great
hatred for the land of Gondor, and so shared
many of the same goals, yet even as
Drozhna fulfilled the bidding of the Lords
of Umbar, he began to twist many Haradrim
to his true master’s cause. By the time
Sauron’s emissary had brought the Lords of
Umbar back under the control of Mordor,
and the Great Army was being assembled,
many Haradrim chieftains and Hasharii
were already loyal to Drézhna and, through
him, to Sauron. Why Drézhna should feel
this was still necessary is perhaps not so
much of a puzzle that one might think. The
Lords of Umbar had been pressured into
their new course by the Dark Lord and
would have gladly returned to their silent
role, for they feared Gondor as much as
they hated it. Had they done this, Drozhna’s

Drézhna leads a force towards Ratarn.

followers could have ensured that Harad
still marched to the beat of Sauron’s war.
What is certain is that Drozhna worked like
a man obsessed in those years, and the
towns and villages of Harad ran red with
blood. Yet not all went Drézhna’s way in
this time, for amongst the chieftains of
Harad was a young man named Suladén,
whose skill in battle had forged him a great
name. As | understand it, Drozhna
attempted to draw Suladin into his
schemes, but the young warrior refused
him. In his own way, Suladén was as
famous as the Hasharin, and his execution
as a traitor would be questioned. Shortly
after, Suladdn was ‘promoted’ to command
the garrisons along the Khandish border, a
region alive with bloody skirmishes and
raids. Such dangerous duty was as certain
as a death penalty to many.

The blackest deed that can be laid at
Drozhna’s door, however, is that of the fate
of Ratarn. The Great Army that had by this
time begun to assemble in the north took a
vast drain of food and wealth from the
lands of Harad, and each town was bade to
contribute a crippling tithe. Ratarn, in the
south of the land, had little to give and had,
furthermore, suffered from a series of poor
harvests, and so could spare little. It was
Drozhna who was given the task of
extracting the levied sum of food and gold
from the town, a burden he accepted
willingly. He commandeered a great force
of warriors and led them south to the
defiant town. Angered by the townsfolk’s
recalcitrance, he instructed his followers to

take what little Ratarn had by force. When
the chieftain who governed Ratarn objected
to this act, Drozhna flew into a rage. He
struck the chieftain down and commanded
that the city be sacked and looted, and its
inhabitants be slaughtered. Though many of
the warriors under Drézhna’s command
were sickened by his barbarity and refused
to comply with his orders, all they achieved
for their defiance was to die alongside the
townsfolk. Ratarn’s funeral pyre burned for
days, the ashes of its buildings mingling
with those of its people. Drozhna had set
his example well, for another town has yet
to withhold supplies from the Great Army.

It pains me that this man still lives, for his
is a life guided only by his own dark
fanaticism and I fear the evils that he will
unleash while he still lives. My hope is that
Drozhna’s fate is commensurate with the
woes that he has inflicted upon the world.”

Mat Ward converted his Drézhna by using
Green Stuff to add a cloak to a plastic
Haradrim warrior.
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The Sack of Ratarn

A new scenario for The Lord of The Rings, by Mat Ward

The Hasharii are a powerful
force, operating in secrecy yet
wielding great power. Often
playing a crucial role in matters
concerning the

Harad, their actions can be
brutal and merciless.

T he Great Army of Harad assembles
below the Harnen river, a mass of
men and weaponry of war that
gathers in preparation for Sauron launching
his final great battle. Such is the immensity
of the army that it has long since drained
supplies from the surrounding lands and
must now be sustained from never-ending
convoys that stretch up and down the Harad
road bringing food from around the land.
An edict has been issued that all of the
villages and towns in Harad must contribute
as much as they can to this great effort.
Alas, such burdens are decided in Umbar
and take no account of the problems in
more distant regions. The town of Ratarn is
one of many that finds itself unable to meet
the demands placed upon it, weakened as it
has been by several years of poor harvests.
Angered by the town’s refusal to send what
is required, the council of Umbar dispatch
Kharid Drdzhna to rectify the situation.

Once he arrives at Ratarn, Drozhna is
swiftly angered by the townsfolk’s refusal
and so orders Ratarn and its inhabitants,
destroyed as an example to others. As the
townsfolk attempt to flee, even Drozhna’s
followers are sickened by his actions...

Participants: Good
6 Haradrim Warriors with spear
6 Haradrim Warriors with bow

Evil

Drozhna (Hasharin)

4 Haradrim Raiders

4 Haradrim Raiders with lance
6 Haradrim Warriors with spear
6 Haradrim Warriors with bow

Layout

This scenario is played on a board
24"/56¢m by 24"/56¢cm. The playing area
represents the centre of the town of Ratarn
and should be covered with houses and
tents, leaving a clear area of about 6"/1dcm
in diameter in the centre (see the map].

Starting Positions

The Good player deploys his entire force
within 3"/8cm of the centre of the board.
The Evil player then deploys his Haradrim
Raiders and Drézhna within 6"/14cm of any

6"/14cm

24"/56cm

Evil deployment zone
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24"/56¢m

board edge. The Evil player’s Haradrim
Warriors are not deployed at the start of the
game, but may be available as the game
goes on.

Obijectives

The Good side is trying to exit the board or
slay the Evil side. The Evil side is trying to
stop them. The game ends when all of the
Good models are slain or have left the
board, or when all the Evil models are slain
or have fled. At this point, the Good side
wins if sufficient Good models exit the
board from any edge. If no Good models
escape, the Evil player automatically wins.
To determine whether or not sufficient
models have escaped, both players roll a D6
at the end of the game. The Good player
adds the number of Good models that have
escaped, while the Evil player adds the
number of Haradrim Raiders that are still
alive. Whoever scores the highest wins.

Points Match

If you want to play this game with other
forces, choose about 75 points for the Good
side and about 250 points for the Evil side.
The Evil side must include one Hero (who
takes the role of Drozhna) and at least 75
points of Warriors on foot (who take the
role of the Haradrim Warriors). The
remaining models take the role of the
Haradrim Raiders. No more than 50% of
the models on either side may be armed
with bows or other missile weapons.

Special Rules

Spiralling Conflict. As the contlict
continues, more of Drozhna’s warriors are
drawn to the sounds of battle, but many of
them are disgusted by the ruthlessness
displayed by their leader and may change
sides once they arrive. At the end of each of
the Evil player’s Move phases, he may roll
a D6. This is the number of Haradrim
Warriors that have arrived (they are taken
from the 12 Warriors set aside at the start of
the game). Newly arrived Haradrim enter
the board from any edge. They may not
charge in the turn that they join the battle,
but may otherwise act normally. However,
each of these newly arrived Warriors must
test their Courage after completing their
Move. Each Warrior that passes
immediately becomes a Good model, but
may not move further that turn. Warriors
only take this test in the turn they arrive,
and need not take this test if Drozhna is
within 12"/28cm.
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Part two in a set of linked scenarios: Defend the city of Dol Amroth

Despite having successfully staved
off an attack on Imrath,
Mbérathol receives word of a
greater threat to the region. With
his depleted force, Mérathol and
the Knights of Dol Amroth
spring a surprise attack.

aving driven off the assault on
H Imrath, Moérathol and his warriors

went about burying the dead and
questioning the captured enemy. Whilst the
attack on the small village was indeed a
chance affair, the presence of the Corsairs
in the area was part of something far larger.
More and more of the evil warriors were
entering the area on a weekly basis,
mustering a force large enough to put much
of the region to the torch. Acting on the
information Moérathol gathered from
questioning the captured foe, a messenger
was sent with all haste to Dol Amroth, and
woodsmen were sent into the nearby
forests to gather signs of this alleged force.
The woodsmen were away for many hours,

and when they returned their faces were
ashen and afraid. They had located a large
encampment of unfamiliar, warlike men
only a few miles away, concealed in a
clearing within the woods.

As night begins to fall Mérathol and his
remaining warriors hatch a plan to strike a
pre-emptive blow against the enemy,
throwing their plans into chaos before they
can bring their huge numbers to bear. With
oil, pitch and burning brands, the Knights
of Dol Amroth follow Mérathol stealthily
into the woods, preparing to torch the
enemy camp.

Good

Morathol (Captain of Men on horse with
heavy armour and shield)

5 Knights of Dol Amroth

(with lance and on horseback)

Evil

5 Corsair Guard (Easterlings with shield)
5 Corsair Guard with spears

(Easterlings with spear and shield)

Tent

48"/112¢m

o ———

Good deployment zone

6 "/14em
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48"/112cm

10 Corsairs with spear
(Haradrim Warriors with spear)
10 Corsairs with bow
(Haradrim Warriors with bow)

Layout

Set up a 48"/112cm x 48"/112cm board.
This board represents a clearing in the trees
where the Corsair raiders are gathering
their numbers for a daring attack. The
edges of the board should be ringed with
trees. Six tents should be placed in the
centre of the board, no closer than 6"/14cm
to one another.

Starting Positions

The Evil player deploys 5 Corsairs with
bows on the table, each must be within
3"/8em of a different tent. These represent
the sentries watching for intruders. After
the Evil side has deployed the sentries the
Knights of Dol Amroth are deployed within
6"/14cm of any board edge they choose.

Points Match

If you want to play this scenario using
alternative forces, the Good player should
select a force containing one Hero, costing
no more than 175 points. The Evil player
should select a force of 200 points, without
any Heroes at all.

Objectives

Moérathol and his men are hoping to fire the
Corsairs’ tents causing panic and disarray
in their encampment and scattering their
soldiery. For the Good side to win they
must set fire to at least three tents and
move Mérathol and two or more Knights
off any board edge. If three or more tents
are fired but Morathol and two Knights do
not escape the game is a draw. Should the
Evil side prevent Mérathol and his men
setting fire to three or more tents, then the
Evil side win.

Special Rules

Corsair encampment. Sleeping in the
tents are the bulk of the Corsair force,
while the sentries keep a vigilant watch.
Within each tent is one Corsair Guard, one
Corsair Guard with spear, two Corsairs
with spears and one Corsair with bow. On
every Evil turn after the first the Evil
player may roll a D6 for each model that
has not yet entered play. On the second
turn the model will become available for

e



The Corsairs manage to raise the alarm as the Knights of Dol Amroth approach.

use on the roll of a 6, and should be placed
touching its starting tent. On the third turn
models not yet in play may enter on a 5+,
on the fourth turn a 4+, and so on. A roll of
1 will always fail. Players should make a
note of which models have entered play and
which are still waiting to do so. Models that
enter play in this manner may move and
shoot as normal, however they may not
charge enemy models.

Burning brands. The warriors of Dol
Amroth are seeking to inflict a brief but
shocking victory on the Corsairs by
attacking them in the dark of the night.

Bearing burning brands, they plan to set the
tents alight, sowing chaos and terror in the
enemy encampment. Despite the darkness
of night the Knights and Mérathol are
clearly visible thanks to the torches they
hold. At the end of any turn that a model
carrying a burning brand has ended his
move touching a tent and is not engaged in
combat the Good player may attempt to set
the tent alight. On the roll of a 4+ the tent is
considered ablaze. Might may be used to
modify this dice roll.

Any models in a tent that is set ablaze

are considered lost, and may no longer
enter play.

Campaign. This scenario is intended to be
used as part of a linked campaign (see last
month’s White Dwarf for part one). If it is
being treated as such Mérathol will start
with the same number of Might, Will and
Fate that he finished the Salvation of Imrath
(the Dol Amroth Campaign scenario one
printed in last month’s White Dwarf). The
only exception to this is that Mérathol can
regain a Might point if any were used in the
previous scenario.

Additionally, the Good player may not start
this scenario with more Knights of Dol
Amroth than survived the last scenario.
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On the devastated world of Justinius VII, the Ultramarines
pierce the heart of the Tyranid hive.




