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Painting Workshop: Hobbits
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The War Begins
Part two of our The Lord of the Rings Battle Companies campaign,
and Rudgie’s army gets ever bigger.



Our Games-mastered Necromunda campaign continues as the
gangs move deeper intg the Ironyard. What perils await them?

WARHAMMER 40,000

Chapter Approved Abhumans
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human, not all of whom are regarded true men...
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unsealed files reveal.
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Ideas for creating a Red Corsairs boarding party, by White Dwarf’s
very own Lord Byron.
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The Iron Lords
Part || of our campaign. Can anyone halt the advance of Paul

Ffoulkes' HiveNet?Will Nick's Enforcers ever get to do any Enforcing?

Read on...
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The Ivory Road Journal part 11
Reuben Kyte's diary remains of questionable provenance.
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standard, the hill.
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" Tristan the Troubadour returns in this new scenario.
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1 Store Finder
. /= /. Find your nearest Hobby Centre.
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-0 Learn all about our new Roughcoat spray, ideal for texturing and
sealing your modelling projects.

% 71 Games Workshop Direct
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[THEY CAME FROM

OUTER SPACE!

screaming: the Tyranids are

coming and they have a brand
new codex. To get the low-down,
we got our flesh hooks into author
Phil Kelly. “In this version of the
codex we've engineered it to cover
a wider spectrum of Tyranid
army,” he tells White Dwarf.

I mperial citizens start your

The sheer variety of the Tyranid
race was meant to be captured by
the previous incarnation of the
book, but it didn’t entirely work
out to Phil's liking. Now players
will be able to field themed armies
that Phil divides into,
“lightweights, middleweights and
heavyweights.” Though we're not
talking boxing champions going
toe-to-toe with a Carnifex!

The lightweights are the critters of
the army, Gaunts, Swarms and the
like. “These gribblies will benefit
from a new rule, ‘Without Number’
which allows them to re-spawn
after they've been destroyed and
re-enter the battle,” Phil explains.
“This has the effect of making the
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army seem like an endless tide of
ravening creatures.”

The heavyweight army is made up
of Carnifexes and Hive Tyrants. It's
now possible to field up to eight
big beasties, as low-cost
Carnifexes (ie, without upgrades)
can be taken as Elites as well as
Heavy Support. This monsterous
army is slow and ponderous but
scares the life out of its opponents,
Phil explains. “There's nothing
quite like eight monsters chewing
up the battlefield.” Indeed. “If they
can run the gauntlet of fire and get

" to the enemy they’ll cause a lot of

serious damage.”

Then there are the middleweights,
the Synapse creatures like the
Tyranid Warriors and Zoanthropes.
There are now tougher, being
immune to Instant Death.

“With a relatively low Toughness
of 4, it was too easy for Synapse
creatures to be picked off by krak
missiles, multi-meltas and power
fists,” Phil explains, “The Hive
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Mind has evolved to counteract
this. It has the power to control
such creatures even when they are
practically dead.”

A GALAXY IN PERIL

The book will also boast a huge
background section which covers
first contact with the Tyranids to
the present. There's a greater
sense of threat in the narrative
than in previous versions of the
codex, of innumerable alien
swarms waiting in the cold, dark
depths of space to descend upon
the Imperium en masse.

“We've tried to get a lot more
doom in this book, to get the
feeling that the whole galaxy is
doomed,” Phil explains.

“It's important to realise that
unlike a lot of races and
institutions of the Warhammer
40,000 universe, the story here is
simply black and white. The
Tyranids are 100% pure alien
horror, there are no grey areas
whatsoever.”

Genestealers are the vanguard of the Tyranid force, their appearance often heralding an imminent invasion. The
Genestealer kit allows you to create ‘standard’ Genestealers (we argue there’s no such thing!) or upgrade your
madels with biomorph enhancements like Extended Carapace, Feeder Tendrils or Scything Talons.

e e
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In the cold depths of

space a reborn threat #

approaches. Hive Fleet !
Leviathan stirs, untold

numbers of xenos creatures W~
intent on devouring the

worlds of Man. Even now,

they make ready to invade 1
the Imperium. Your homes

are not safe. Flee now in

terror, escape while you can!

AN ARRAY OF ALIENS

To coincide with the book’s release
a whole new range of models will
be unleashed. And we know we
work here, but these are some of
the most amazing models the
White Dwarf team have ever seen.

“Over half of the existing range
has been revisited,” Phil says.
(He’s excited too, we tell ya). A
good portion of these are fantastic
new plastic models. These include
an incredible Carnifex and some
impressive multi-part Genestealers
designed by Jes Goodwin, but this
is by no means all. As usual, all of
the plastics have a wide range —
actually, in this case let's make
that HUGE range — of additional
components to represent the
various biomorphs available to you
to customise each genus,
including some new and deadly
upgrades like Feeder Tendrils and
Toxic Miasma. This sheer amount
of choice in gene-tweaking your
army also hails a new direction to
the codex’s mechanics.

“To make it easy for players to
navigate the list, all the relevant
biomorph enhancements for each
creature are given as a kind of
mini-wargear list below the army
list entry,” says Phil. The result of
which it is now much easier to put
together any type of Tyranid force,
full of personalised gribblies,
without endless page flicking. “Our
goal with the new Codex was to
provide variety and balance and
I'm pleased to say after a lot of
play testing, the most effective list
is a combined force.”

So beware! The Tyranids are '
coming and they're nastier than ‘
ever. There is no escape from the
Great Devourer. There is no hupe
Keep watching the skies..
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BOMBS AWAY!

The mighty machines of Forge World grind on, this month turning out the
powerful Bombard. This heavy siege engine is capable of launching a
crushing bombardment into static targets like an enemy fortress or rebel-
held city. Such punishing salvos, delivered at range, are enough to weaken
and splinter the resolve of even the hardiest of adversaries.

GETTING SHIRTY

The Black Library's onling store is
crammed with cool goodies this month
as a range of new merchandise is
released. Amongst this range are a
bundle of Ciaphas Cain products
including a t-shirt, poster and
diorama, Ravenor goodies and a huge
Inguisitor’s map. Check them out at:

The master model of the Imperial Bombard was made by Daren Parwood. It
is a complete resin and plastic kit, which has a fully detailed interior and www.blacklibrary.com
features a sliding breech and a crane to load the massive shells.

GOODIES FROM THE WARP

For experimental rules for the Bombard and more details of other Forge ’ : Necrons fans rejoice, for there are two
World vehicles, scenery and more check out: new releases from Warp Artefacts this
& month. First up, there’s an osprey style
www.forgeworld.co.uk ' o \ Necron art print (astuite readers will
4 recognise it from the Warhammer
40,000 rulebook). And secondly
there's a defailed Necron Pendant.

ADVANCE NOTICE s |

As of 3rd April we will be
changing the prices on a e mighty Bormbatd, ihe
heaviest artillery piece regularly

selection of our products. To
give you as mucﬁ fintica.as fitted to a Leman Russ chassis.

possible, and so you can get
your miniatures at the current
price, we've listed the major
changes below:

* Warhammer plastic
regiment boxed sets
change from £15 to £18

¢ Warhammer 40,000 plastic
battle squad boxed sets
change from £15 to £18

» Miniatures blisters marked
with the following letters: F
changes to £9, G changes
to £10, H changes to £12 Far more details of these products and

and | changes to £15 : full erdering information, check out:

www.warpartefacls.com

www.games-workshop.co.uk/news 3
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* Miniature Gallery

* What is the Scouring of the
Shire?

= Designer's Notes

WARHAMMER 40,000
Loads more great Tacticas are
referenced this month:

+ Tactica Space Marine Tanks
* Tactica Speed Freeks

Every month we place dozens of
hobby articles on the Games
Workshop website. Below is a
selection of some of the great
content being added for March.

WHITE DWARF
WEB LINKS

www.games-workshop.co.uk/

www.games-workshop.co.uk news

THE LORD OF THE RINGS [mordor

In the run up to the War of the

Ring campaign we present a

number of useful The Lord of The

Rings gaming articles describing

how to use additional troops in

your forces:

« Legions of The Eye — the
myriad forms that Sauron’s
Ores can take

« Mirkwood Elves

= The Beacons are lit! — The
fiefdoms of Gondor

www.games-workshop.co.uk

/spacemarines www.games-workshop.co.uk/
www.games-workshop.co.uk bretonnians
[elves www.games-workshop.co.uk

[orks
UPDATED REGULARLY

There's always something new www.games-workshop.co.uk/
online for hobbyists, with weekly lotr

updates of News, Sneak Peeks, ]

New Releases, Events and the
infamous Poll of The Week. To
get all this (and the odd
subscriber-only treat) sign up to
the Inquisitor Newsletter!

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

/gondor

www.games-workshop.co,uk
/thescouringoftheshire

WARHAMMER

We are now: transferring over the
Warhammer Skirmish section
from our previous website onto
the new. A true treasure trove for
Warhammer generals, with over a
hundred scenarios to try out!

www.specialist-games.com
www.forgeworld.co.uk

www.games-workshop.co.uk/

With the upcoming release of The
ogrekingdoms

Scouring of The Shire we have
put together a new section for
The Lord of The Rings website
detailing this fantastic new
supplement! The following
articles are included.

www.games-workshop.co.uk
/news www.games-workshop.co.uk/
chaosspacemarines
www.games-workshop.co.uk

Jinquisitornewsletter

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

www.games-workshop.co.uk/
storefinder

%’ﬁ"&ﬁﬁm Ny - : www.gamingelub. org.uk
www.blackindustries.com
www.warpartefacts.com

www.blacklibrary.com

hitp://ne.games-workshop.com

THE GOLDEN GATE

Byzantium: Beyond the Golden Gate
is the latest release from
Warhammer Historical. Set during
the period of 500 — 1100AD the

MORE UNDERHIVE SKULDUGGERY

Issue 9 of Fanatic magazine introduces the Scavvies to the
Underhive in all their glorious repugnancy! Also featuring the
first ever Battle of Five Armies Battle Report; can gaming guru

Rick Priestley and the Evil alliance
defeat the might of Ken South’s
Good forces?

Also in this issue:

¢ Necron fleet tactics in
Battlefleet Gothic.

» The Elfheim Eagles take to

the pitch in Blood Bowl.

Painting the mysterious

Eldar in Epic scale.

* An examination of the
wealth of resources
available to an Inquisitor.

* Tales and deeds of Stirland
for Mordheim.

« Build your ships for
Warmaster.

4 THE NEWS

book charts the rise and fall of the
Byzantine Empire and takes up the
story of the Roman Empire from
where "Fall of the West" left off. The
supplement contains 9 army lists
including Byzantine armies, the Rus,
Sassanid Persians, Arab Conquest
and the Early Caliphates.

The book is due for release at the

end of March, and will retail for £18.

For more information on
Warhammer Historical, or to buy
tickets for the forthcoming
Campaign Weekend (see the Events
Diary page 118), check out:

www.warhammer-historical.com




IMAGERY OF THE DARK MILLENIUM

Check out the latest John
Blanche concept prints detailing
four of the Imperium’s greatest
Primarchs: Leman Russ,
Mortarian, Magnus the Red
(pictured left to right) and

IT'S NEARLY HERE!

The wait is almost over. Black
Industries are releasing the
first three products in their new
‘line of roleplaying game
products at the end of March.

The hardback, full-colour

Sanguinius.

John Blanche’s beautiful artwork
has been the inspiration for
many of the cool models and
images you are familiar with in
the Games Workshop universes.

Each of these hand-signed prints
is mounted and limited to just
50 copies of each. Costing £50
per print, these limited editions
are exclusively available online
from Warp Artefacts.

www.warpartefacts.com

Warhammer Fantasy Roleplay
core rulebook is out first along
with a character pack and
hardback scenario pack.

Future releases include an
Empire Bestiary, Games
Master's Pack, Arms and
Armour Supplement and more.

For more information about
Warhammer Fantasy Roleplay.
check out:

www.blackindusiries.com

TAKE THE

To celebrate the second anniversary
of the release of WarCry, Sabertooth
have produced a Legends of WarCry
boxed set. The set contains 6 all-
new cards for WarCry depicting
some of the legendary characters
from the Warhammer universe such
as Asavar Kul, Magnus the Pious
and even Snorri Whitebeard!

Together, White Dwarf and
Sabertooth offer you, the readers the
chance to win one of these Legends
of WarCry sets. All you need to do is
answer the following three questions
correctly and then send them into us
here at Lenton:

1) How long has WarCry been
available?

2) Archaon currently holds this
title, and before him Asavar Kul
held it. What is the title?

3) Who is Snorri Whitebeard
rumoured to be now?

Displayed in an attractive collector's
box, Legends of WarCry will allow
players to develop all-new decks,
providing new tactics and themes
for new and veteran players alike.

COMPETITION RULES

. Residents of UK and Eire are eligible for prizes, excluding employees of the Promoter, their families, agents or any other person connected
with the administration of this competition and/or the Promaoler's business.

Entries are limited lo ong per household.

The start date for the competition is 271 February 2005, Eligible entries must be received no later than the closing date of the competition,
30th March 2005,

Send posta entries, to 'Take the Legends Home Competition’, White Dwarf, Games Workshop Limited, Willow Road, Lenton Notfingham,
NG7 2WS. The Pramotar cannot, and will not, accept responsibility for, or consider as eligible, late, lost, unreadable, incomplete, or
misdirected entries.

The winner will be the eligible entry that correctly answers the question(s) asked. In the svent of a tig-break the winner will be chosen, in
tha judges' sole discretion, on the skill of the entrant in providing the best answer fo the tie-break question in accordance with any stated
criteria.

The prize consists of the items listed as being 'The Prize’ on this page. No cash alternatives will be offered,

The Winner will be notified by post or email an or before 4th April 2005. The Winner must confirm receipt of the prize notification and
provide all reasonable details requested by the Promoter by 11th April 2005, failing which the Promaler reserves the right fo select an
alternative winner.

By entering the competition and accepling the prize, the winner explicitiy consents to the Promoter using their name and likeness for
advertising and promotional purposes.

9. The judges' decisfon Is final and na correspondence will be entered into.

10.Any entries will be subject to the Promater's submissions policy, which can be found at the front of Whitz Dwarf or at:
http:/uk.games-workshop.comAegal/terms_of_use.hitm.
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Entry indicates acceptance of the rules as final and legally binding.

Pramoter: GAMES WORKSHOP LTD, Willow Road, Lenton, Nottingham NG7 2WS

Data Prolection: Games Workshop Ltd is registersd as a Data Controller in the United Kingdom under the Data Protection Act 1998. The data
given herein will be held and processed under the terms of the Daia Protection Act and in accordance with our nofifieation to the Data
Protection Commissioner. We may use that data for i f af the
will not sell, share ar give the above infarmation to anyone outside the Games Workshop group of companies without your explicit consent or
unless the law permits or requires us to do s0.*

By submitting your personal information you consent to the processing of your personal tafa as saf out above and you confirm that the
Information is accurate and complate.

LEGENDS HOME

and security purposes. We

TIEBREAKER

We'd also like you to come up the
name of a new expansion deck for
WarCry. In the event of a tie, the
name that is deemed the best by the
White Dwarf team will win the prize.
To enter, send your answers and
contact details to:

veap botek,” "
€ADONS .
e 30ub of vag)

‘Legends of WarCry
Competition’,
White Dwarf,
Games Workshop Limited,
Willow Road, Lenton,
Nottingham, NG7 2WS
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Guy: |
remember my
30th Birthday. It
wasn't so long
ago, really. Only
21 months back
(Counting, me?
No). It's a big

Guy Halgy milestone, and
the day was accompanied with the
attendant fretting you might expect
(though to be honest, 29 was the
worse for me in terms of wailing
about getting old).

However, when a company reaches
the venerable age of 30, it's not
about how much hair you can
comfortably call your own, nor how
much time you have left on this
great big ball of joy we call planet
Earth, but just how damn top the
aforesaid institution must be to have
lasted so long, as not many do.
Guy knocked this 9

out over e

Chrimbo.

WHITE 3
DWARF’

TEAM
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Even fewer still that were started by
a couple of blokes in a flat, and
virtually none of those go on to be
huge companies with masses and
masses of dedicated hobbyists.
That’s right. Games Workshop is
three decades old this year. You
might have thought White Dwarf's
300 was it regarding celebratory
issues for a while, but you'd be
wrong there. Next month sees a
whole host of exciting events taking
place in our Hobby Centres and
another, yes, another, bumper-sized
issue of your favourite hobby-
supplement. Weighing in at a
whopping 168 pages, and
accompanied by a free The Lord of
the Rings Order of Battle booklet,
WD 304 promises to be special.

SNOW

I'm writing this just after Christmas,
(the White Dwarf likes to work way
ahead). What fun that was, and a
good opportunity to get in a few
games and see some of my oldest
opponents. As always there was
plenty to talk about, like, just how
long does it take exactly to paint a
Forge World Hierodule, eh? | played
my dad too, another battle in our
ongoing WAB campaign. | have to
say, the much-mocked Haley dice
luck is a hereditary, never has a
game seen so many 1's rolled.

The only downer was having to
abandon my car in the snow on
Christmas Day. The long trek across
the vasty landscape of the Yorkshire
moors, transformed for a while into
a howling, inhospitable frigid
wilderness not entirely dissimilar to
the wilds of Kislev, was not lots of
fun. All'in all I'd have preferred to
have been at home painting Goblins.

Guy Haley
Managing Editor

Nick: Much like
Captain
Caveman, I'm in
need of bath
and no, it's not
because | smell
like him
(although, who
Nick Kyme knows what he
smells like, he’s a cartoon!). It's to
wash away the foul stench of defeat.
I've been chomping down a large
portion of whupass this month from
Lord Byron (aka Christian Byrne)
and Paul ‘The Scorpion of Harad’
Rudge in our The Lord of The Rings
Battle Companies games. Despite
the losses I'm really enjoying
building and painting up my force.

The Lord of The Rings is not a game
| played that much to begin with
(being a staunch Warhammer fan),
although it's a great game and
whenever | did play it, | really
enjoyed it. But this Battle Companies
series has got me very enthusiastic
about collecting a Gondor force and
it's also got me thinking that ways of
playing our games like Battle
Companies, are a great method of
building up a force in a slow and
manageable fashion. Each month |
only have to add three or four

Greg MacGregor
to cleanse with the Eldar of the Elthrén Ulthwé.

models (that's down to getting beat
that is) to my force, but after each
game | have a slightly bigger force.
Even if my models die in the Battle
Companies games, | still have them
for my future army. | seriously urge
anyone who is trying to raise a The
Lord of The Rings force to try out
Battle Companies and paint your
models as they are recruited. | found
this to be a great way of gathering a
significant army. (Um, | haven't, but
then I'm rubbish — Guy).

Going back to the future, things are
looking a bit ropey for the Enforcers
in the Necromunda Iron Lords
campaign. I've not played as many
games as I'd like but let's just say
that my posse of Enforcers are more
like a mix of TJ Hooker and Quincy
than Judge Dredd and the Punisher.
They'll be barricading the doors and
windows of the precinct house any
day now. Seriously though, I'm
really enjoying playing and Games
Mastering the campaign and I'm
managing to get a pretty nifty Patrol
team painted too, one of which you
can see below. Well, it's probably
time | got back to the precinct
house, anyone know where | can
buy some six inch nails and lengths
of wood?

Greg: Before Christmas my Battle Company received
some early presents as it dispatched Guy’s force all
too easily (there’s one turkey that was given a proper
stuffing). This winning trend was continued with a
couple of narrow victories over a good friend’s Tau
over the festive period (his pulse rifles pulverised my
Guardians but my Howling Banshees swept through
them in close combat). Hopefully my luck will
continue into the new year as | seek a few new souls

Although | didn’t receive many Games Workshop goodies from Santa,
one gift | have promised myself is one of the new plastic Eldar Wave
Serpents. Roll on the end of the month when it’s released!



Christian: This
month hasn’t
left me with
much time to
paint my
Imperator
Space Marines.
The Red

Christian Byrne  Corsairs had to
be finished and | had a lot of
outside events to attend (and
computer games on top of that),
which consumed entire weekends.
But in the last few days | have
managed to finish my Commander
and one of my Tactical squads
(shown below). Also pictured with
them is my finished Veterans’
Sergeant too, who also a part of the
Command squad. That particular
squad’s Sergeant is armed with a
combi-melta.

But that aside | have begun to look
closer at how the Imperators will
wage war. So | have taken my cues
from the United States armed forces
and decided that they will be an all
cavalry army. Their small number
and specialised roles means that the

entire force will be mounted in
Razorbacks, with lots of armoured
support in the form of Land
Speeders and Dreadnoughts. | am
not sure exactly how many

Razorbacks | can squeeze into 2,000

points but I'm trying for about
seven, one for the commander,
three Tactical squads and two
Devastator. | am keen to add in two
Dreadnoughts and three Land
Speeder Tornadoes on top of that.
This should see me kept busy for
the next few months. I'll keep you
all updated.

But enough of Space Marines, for
Warhammer | have begun the long
task of a universal upgrade for my
High EIf army. They're pushing two
years old now and needed updating.
So | decided to do a universal
repaint of all the Elven Steeds (from
black to brown), and paint all the
plumes and trims bright white. On
the red sections | have begun to add
a brighter highlight of Blood Red.
Then it’'s just a case of tidying up
the sloppier parts of the models.
Hopefully this won't take too long...

Rudgie: It's
all about luck
this month!
As you
probably
know I'm
playing in
bhoth a Battle

Paul Rudge Companies
campaign and a Necromunda
campaign simultaneously and I've
begun to notice a whole host of
strange displays of one of our
favourite subjects — LUCK! It
seems some people have it and
are generally classed as jammy;
Mark Chambers who is also taking
part in the Necromunda campaign
is a right strawberry jam-meister
and can roll 6 after 6. Then you
have Guy Haley who is notorious
for the lack of the sweet sticky
stuff. I'm sure he'll agree having
suffered badly in our Battle
Companies campaign (you can
read more about Guy’s bad luck
on page 36). The great thing
about taking part in two

campaigns is that it has forced me
to play a host of different
opponents over the last two
months but I've been amazed at
the different and varying displays
of dice karma, ritual dice rolling
and lucky (or loaded!) dice. | even
thought | had one as | rolled 6
after 6 and then someone else
touched the blessed dice and it
was 1's from that point.

Dice rolling, it's a funny old game!

Rudgie’s latest
conversion —a
Haradrim chieftain
with lance.

www.games-workshop.co.uk 7
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Q) THIS MONTH’S RELEASES FOR THE LORD OF THE RINGS

= ST ATRG

The Scouring of the Shire

IRV bt This supplement is an invaluable guide to collecting, modelling and
) I | | gaming with Games Workshop’s detailed The Lord of The Rings
\ y o . ‘ miniatures. Within its 64 colourfully illustrated pages you will find

S T s : full rules for new Good and Evil forces, including new Hobbit
OF TH E 5 i Warriors and Heroes, Sharkey and his band of Ruffians, and

Y N ( ; S ¥ It Golfimbul and the dreaded White Wargs.
- Y :

STRATEGY BATTLE GAME | Denmark kr 100.00 Sweden kr 120.00

THE SCOURING ot € R Koyl idaos
§  OF THE SHIRE::

The Scounng Of the Sh]re Denmark  kr 250.00 Sweden kr300.00

Sculpted by Alan Perry and Michael Perry. This boxed set contains Euro € 3500 Norway kr300.00
Frodo Baggins, Samwise Gamgee, Peregrin Took and Meriadoc
Brandybuck (mounted), and Sharkey and Worm.

Models require assembly.

ORD

OF THI

RINGS

E} 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.

g _— il
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 Workshap
through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.



Warg Rlders D k kr 150.00 Swed k 1800
Sculpted by Alan Perry and Michael Perry. This boxed Efj{‘cmar er 20.00 Nor%wg] k£ 180.00

set contains 6 Orcs mounted on Wargs.

Models require assembly.

]
|

Denmark kr 75.00

Farmer Maggot

Hobbit Archers

D kr 75.00
Sculpted by Alan Perry and vag?s;k k: 85.00 &L Hou nd S Sweden  kr 85.00
Michael Perry. This blister pack Norway kr  85.00 SeiToted by Alun Eorway kr ?g.gg
contains 4 Hobbit Archers. Euro € 10,00 PO Uid e Sy
Perry and Michael

Perry. This blister pack
contains Farmer
Maggot and 3 dogs.

Golfimbul

Sculpted by Gary Morley. This
blister pack contains Golfimbul on

Hobbit Militia

foot and mounted on a Warg. LLLREEE
v Denmark kr 75.00
Models require assembly. Sculpted by Alan Perry and SWeden ki 85.00
Michael Perry. This blister pack Norway kr 85.00
contains 4 Hobbit Militia. Euro RS0

Denmark kr 115.00

Sweden  kr 140.00

Norway kr 140.00

Euro € 15.00

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.




NEW RELEASES

THE

BATTLE OF FIVE ARMIES

Released this month is The Battle Of Five Armies game. The game contains all that you see here, including over 150 plastic pieces that
make up 24 distinct 10mm regiments of troops, plus a flock of Eagles and extra pieces to represent your characters. The boxed set also
includes a full colour 96-page rules manual, two of the specially made plastic hill sections, a ruin sprue and some dice.

Also available this month as part of the expanded range is Smaug (note that this model is sold separately). See page 112 for more details. *

THE BATTLE OF FIVE ARMIES ........coecsrnsseeerss £50.00
Denmark kr 650.00 Sweden kr 750.00

“Only available while stocks last, ]v : /_\' L o l] e

-

Euro € 80.00 Norway kr750.00 */—-\*TTI r l:
% - oo

The Battle Of Five Armies range of models was sculpted
by Mark Harrison and Trish Morrison.

Human Archers Elven Archers Bard the Bowman Goblin Shaman

10 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.



HILL TROLLS ; £6.00

Sculpted by Mark Harrison. This blister pack contains 3 Hill Troll stands.

SMAUG : £9.00

Sculpted by Mark Harrison. This blister pack contains 1 Smaug.

GOBLIN KING AND HIS GUARD.... ; £6.00
Sculpted by Mark Harrison. This blister pack contains 3 Goblin King
Bodyguard stands.

SPIDERS OF MIRKWOOD : £6.00

Sculpted by Mark Harrison. This blister pack contains 3 Spiders of
Mirkwood stands.

GIGANTIC BATS ; £5.00
Sculpted by Mark Harrison. This blister pack contains 3 Gigantic Bat
stands.

DWARVES WITH BOWS £6.00
Sculpted by Mark Harrison. This blister pack contains 3 Dwarves with
bows stands.

ELVEN CAVALRY £6.00
STORM GIANT £5.00 Sculpted by Mark Harrison. This blister pack contains 3 Elven Cavalry
Sculpted by Mark Harrison. This blister pack contains 1 Storm Giant. stands.

The models on this page are available via the in-store order point, the website at: www.games-workshop.co.uk/store or direct on 0115 91 40000

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if www-gnmes.wmkshop-m_ukjﬂore 11
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 BATTLEFORCE

Upon arriving at the warzone the Space Marines have a number of tactics they can use to
deliver the decisive blow to their enemy. When the theatre of operations offers the room,
Space Marine forces can drop or infiltrate behind the front lines and launch a series of
daring raids. The enemy reels from dozens of perfectly placed blows, clumsily lashing out
only to miss and be attacked again. There comes a point when, exhausted and crippled,
even the mightiest army collapses, whereupon the Space Marines fall on them, like wolves
upon the fold, to deliver the killing stroke.

| This battleforce set contains 1 Space Marine Command squad, 2 Space Marine Tactical
| squads and 1 Space Marine Razorback, sculpted by Jes Goodwin, Tim Adcock,

Dave Thomas & Mark Harrison.

These model requires assembly.

SPACE MARINE BATTLEFORCE .....ovvoresssssssseess:£50.00

Denmark kr 650.00 Sweden kr 750.00
Euro € 80.00 Norway kr750.00

OGRE KINGDOMS: SKRAG THE SLAUGHTERER

Skrag is the legendary Prophet of the Great Maw, also known as the Gore-Harvester and the Maw-that-Walks. Dragging his massive meat-pot behind him —
attached to his back with a series of painful, tearing hooks and chains — Skrag hacks and rips at his enemies in a glorious blood-fuelled orgy of violence,
dedicating his victims to the Great Maw.

This multi-part boxed set contains 1 Skrag the Slaughterer, sculpted by Steve Saleh.

This model requires assembly.

SKRAG THE SLAUGHTER .......comvassscsrurnisarenser £20.00
Denmark kr 250.00 Sweden kr 300.00
Euro € 35.00 Norway kr300.00

12 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.



OGRE KINGDOMS OGRE MANEATERS e o Tanay

Ogre Maneaters are veterans of many campaigns that have travelled the length and breadth of the world. Euro € 15.00 Norway kr 140.00
Mercenaries beyond peer, they have spent decades accruing scars, tall tales, wealth and exotic wargear
before travelling back to the tribe from which they came.

This blister pack contains 1 Ogre Kingdoms Ogre Maneater, sculpted by Alex Hedstrdm and Steve Saleh.
This model requires assembly.

These models are available via the in-siore order point,
the website at: www.games-workshop.co.uk/store or
direct on 0115 91 40000

SCAVVY CHAMPION BOOSTER.uurssunsssssssssess sssrmamueens £1:00

Sculpted by Mark Harrison. This blister pack contains
1 Scavvy Boss and 1 Scaly.

SCAVVY GANG £20.00 SCAVVY GANGER BOOSTER £7.00
Sculpted by Mark Harrison. Boxed set includes 1 Scavvy Boss, 1 Scaly and 6 Scavvies. Sculpted by Mark Harrison. This blister pack contains
3 Scavvies.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if
used incarrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games www.gumes-workshop.:o.uk]siore 13
Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.



NEW RELEASES

EPIC: SWORDWIND £8.00

Set at the time of the Baran war, this supplement includes rules for using
the Biel-tan craftworld Eldar, as well as two new army lists, The Baran
Siegemasters Imperial Guard regiment and the Feral Orks.

i
y

ELDAR PHANTOM TITAN £18.00

Sculpted by Jes Goodwin. This blister pack contains 1 Eldar
Phantom Titan.

) b
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ELDAR COURT OF THE YOUNG KING £8.00

Sculpted by Mark Bedford. This blister pack contains 1 Gourt of the ELDAR WRAITHLORDS £8.00
Young King and 1 Wraithgate. Sculpted by Tim Adcock and Michael Anderson. This blister pack

contains 6 Eldar Wraithlords.

ELDAR COURT FIREPRISMS £8.00
Sculpted by Tim Adcock. This blister pack contains 3 Eldar Fireprisms.

SAVAGE ORCS, £6.00

Sculpted by Steve Salah. This blister pack contains 3 Savage
Orc stands.

ELDAR VAMPIRE RAIDER £9.00
Sculpted by Tim Adcock. This blister pack contains 1 Eldar Vampire Raider,

ELDAR SHINING SPEARS SAVAGE ORC BOAR BOYZ £6.00
Sculpted by Mark Bedford. This blister pack contains 6 Eldar Shining Sculpted by Steve Salah. This blister pack contains 3 Savage Orc
Spears stands. Boar Boy stands.

14 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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your Hobbit Characters to life. Sharkey takes on the Travellers.
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'DARKNESS FALLS

Adam Troke and Mat Ward have
been buried in Hobbits for
weeks, Emerging from their
burrows in the Studio, they are
keen to shed light on the process
that has brought us the Scouring
of the Shire.

Adam Troke: Unless you’ve been living in
a hole for the past few months, you'll know
that the fourth supplement to accompany
our The Lord of The Rings Strategy Battle
Game is The Scouring of the Shire. Based
on the penultimate chapter of Tolkien’s
masterwork, The Scouring of the Shire sees
the Hobbit Travellers return to the Shire
only to find it under Saruman’s control.

Embittered by the destruction of his army
at Helm’s Deep and with his power broken

~ at Isengard, Saruman the White became a
~ vicious shadow of his former self. Under

false pretences he progessively infiltrated
the Shire with his agents, unkempt villains
from the lands around Isengard. These

. rogues gradually began to seize control, so
“that by the time the White Wizard’s staff

was broken at Orthanc, the Shire was
almost.entirely under his dominion, with
only the Tooks resisting his rule. Calling

himself Sharkey, the fallen wizard-now ERRY

Hobbits really are amazing creatures! You can learn all
that there is to know about their ways in a month, and

yet after a hundred years, they can still surprise you.
— Gandalf to Frodo, The Fellowship of The Ring

When the travellers finally rode back into
the Shire, they were so shocked by what
had come to pass that they immediately set
about overthrowing the oppressors and
restoring the Shire to how it should be.
What followed was the greatest battle ever
to be fought within the bounds of the Shire
and the last recorded engagement of The
War of The Ring.

What we wanted to do when writing this
supplement was really strip the game down
to its basics, with exciting scenarios
involving relatively few models, just like it
was in The Fellowship of The Ring. The
Scouring of the Shire itself involves

participants that lack the heroic abilities of -

the Heroes in previous supplements.
Shadow & Flame had Balin and Durburz,
Siege of Gondor had Boromir and

. Gothmog, while the Pelennor Fields had a

__multitude of powerful Heroes and a cast of

' thousands! In contrast The Scouring of the

Shlrg has Hobbits, a fallen Wizard and

events in the Shire gives us games where ,
in the absence of all-powerful Heroes and
battle hardened warriors, players have to
treat each model carefully, since throwing
away just one or two models carelessly
could cost you the entire game.

Essentially the supplement is divided in

two, with the main (and slightly larger
portion) being dedicated to the events
surrounding Sharkey’s occupation and the
Scouring of the Shire. Included in this is a
brief history of the Shire and some
information concerning Hobbits

themselves, giving the uninitiated some

idea of who and what they are fighting for.
Along with a gorgeously illuminated map
drawn by Nuala Kinrade, these excerpts

help to set the tone for the six scenarios

that make up the Scouring of the Shire
campaign. These can be played
independently as stand-alone games, or as a
linked campaign where success or failure

in one scenario can have 51,gn1ﬁcant effects
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ACROSS THE SHIRE




Mat Ward: The first and most important
thing to occur to me when we began work

on this book was that we keep the character

of the Hobbits true to Tolkien’s vision.
Like 'em or loathe "em the personality of
the Shire’s finest is very distinct, and not a
little amusing. They aren’t warriors, except
in a pinch, and though they may do
ridiculous things from time to time, so do
we all. This in itself does not make them
laughable, it’s all in the presentation. In

this we were helped by the fact that Tolkien

is incredibly clear upon their behaviour —
something I wouldn’t have changed for the
world. After all, if you’re going to write a
book about Hobbits, that’s exactly what
you should do. Not write a book about
things that look like Hobbits and fight like
crazed Vikings.

Characteristics, Special Rules
and Heroes

Adam: One of the biggest challenges that
we encountered with the Scouring of the
Shire was making sure that the rules for the
Hobbits reflected their genuine abilities.
We scoured the books for any references of
Hobbits fighting or skills they have that
would be useful in battle. In the end came
to a few conclusions. Firstly, that all
Hobbits should have the Throw Stones
skill. Tolkien himself writes in The
Fellowship of The Ring: “If any Hobbit
stooped for a stone, it was well to get
quickly under cover, as all trespassing
beasts knew very well.” From this we
decided that the Throw Stones special rule
should apply to all Hobbits. Our next
problem was establishing the ‘basic’ profile

A OF

THE SCOURING
OF THE SHIRE"

for a Hobbit Militia. In the end we settled
for a very low statline. Our rationale for
this was that the Hobbit Militia represent
those Shirelings that simply have had no
formal training in fighting and spend the
most part of their life eating cakes and
dozing under trees. Hobbit Archers and
Shirriffs are each a little better at fending
for themselves, and this is reflected in their
Fight value and weaponry.

Heroes were a harder thing to handle, since
the Heroes of the Shire are, by all accounts,
quite weak when compared to warriors of
other lands. Consider Paladin Took, a
Hobbit well advanced in years, and Fatty
Bolger, who never even leaves the Shire.
Neither of these are Hobbits of any
particular martial prowess.

Above: The book contains a wealth of scenarios and
modelling ideas to help you bring the Shire 1o life.

When creating the profiles for the Hobbit
Heroes we took care to ensure that the
returning travellers (Frodo, Sam, Merry
and Pippin) were not overshadowed by
those Hobbits that had remained in the
Shire. The end result of this process is a
clutch of Hobbit Heroes who are beyond
question the weakest Heroes created so far,
but within the confines of the Scouring of
the Shire scenarios, they are impressive.

The same is true of Sharkey, who has only
a fraction of Saruman’s former power. He
has less spells at his disposal, less Might,
Will and Fate and yet, despite this, he is
still an awesome power in the Scouring of
the Shire scenarios, capable of bringing
down any Shire-dweller in short order. But
that is not to say that he is all-powerful.
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The Sculpting of the Shire |

Alan and Michael Perry
designed all the Hobbits and
Ruffians that feature in the
Scouring of the Shire. From the
very beginning of the design
process both were heavily
involved, providing literally
dozens of detailed concept
sketches and ideas for the
models that would accompany
the range.

Michael Perry: The prospect of
designing and sculpting a range for the
Scouring of the Shire filled us with great
glee! We spent a number of weeks
working with Dave Gallagher to come up
with ideas and sketches. Obviously the
Hobbits needed to tie in with the
characters in the films and references
from the book. Tolkien seems to have
based their look on early nineteenth
century agricultural workers, as does the
film, so we followed the same trend —
trousers with braces, waistcoats, coats and
hats. Weapons were to be farm
implements and anything else that came
to hand for the Militia, the Shirriffs are
mentioned carrying staves and wearing
feathers in their hats,

The Hobbit characters needed more
thought, some were obvious but others
played a bigger part in the book than the
films and so needed designing. Paladin
Took, although a venerable old Hobbit,
we thought should be elegantly dressed in
a long coat and a ‘topper’. We also gave
long coats and better quality hats to a
couple of higher ranking Shirriffs.
Fredegar Bolger had to be plump (to fit in
with his nickname) and innocent looking,
while the addition of a quiff just seemed
to set him off. The Bullroarer, the only
Hobbit tall enough to ride a horse, is
sculpted stripped to his shirt sleeves,
ready for a fight and wearing a more
dated hat. We considered designing
Farmer Maggot in a farmer’s smock and
broad brimmed hat, but then decided to
go with the film image — he’s the one who
points Hobbiton out to the Ringwraith —
we thought the actor might appreciate it!

The Ruffians needed to look like debased,
dishevelled, drunken thugs. So shaved
heads, scalp locks or long greasy hair
with clothing tattered and ripped was the
order of the day. Tolkien describes their
weaponry pretty thoroughly; clubs, bows,

"

long knives and whips. Some pots of
beer, shackles and the occasional
bunch of keys goes a long way in
visualising these low lifes!

Because Saruman and Wormtongue
don’t make it out of Isengard in the
film, we couldn’t depict their faces or
clothing in the Scouring of the Shire
models. So the cunning plan was to cover
most of their facial features with a hood
in the case of Sharkey and an arm
clutching a dagger and long hair for
Worm.

We had great fun working on this
range, and hope you like it too.

Below and right: The original concept
for Bandobras Took, drawn by
Michael Perry, and the finished
model, sculpted by Alan Perry.




The First Half

Adam: The main focus of the supplement
had to deal with the events of the chapter
in The Lord of The Rings, but there was
plenty more we wished to deal with.
Dividing the'workload between us was
simple and (relatively) painless. I was to do
the first half of the supplement — The
Scouring of the Shire itself. This was
excellent, because of my overwhelming
enthusiasm for Hobbits, and all things
Shire-related.

My first port of call was to really read up
on the Shire. The beginning of The Lord of
The Rings has a chapter within the
prologue titled Concerning Hobbits, and
this became my guide for getting the feel
of the Shire and the details about Hobbits
right. Tolkien himself painted a very vivid
picture of Hobbits, and detailed a good
amount of their history. This was just
perfect from my point of view, because it
meant as I fleshed out the background

Farmer Maggott and his dogs take the fight to the Ruffians.

sections, and wrote the introductions to the
scenarios that I had plenty to work with.

The scenarios in the first part of the
supplement tell the story of the Scouring of
the Shire in six parts, starting with the first
intrusions of the Ruffians into the Shire,
examining their cruelty and culminating in
the greatest battle ever fought within the
Bounds of the Shire. I was able to create
six scenarios to give an insight into the
characters involved and what went on.

One character that emerged as I studied the
events was Paladin Took. Although we the
reader never meet him, it is clear that this
sensible and forthright Hobbit has little
truck with bullies, and denies the Ruffians
access to the Tookish lands. Immediately I
seized on the idea of the Tooks bravely
trying to hold out against the depredations
of Sharkey and his rogues, something I
think comes across well in the campaign
section of the supplement.

Hobbit-holes, and the Shire in general

The task of creating all the splendid scenery that is featured
throughout the Scouring of the Shire fell to Mark Jones.
Between the text of The Lord of The Rings and Peter
Jackson’s films, there was a wealth of material to base
the scenery on. A major part of the task was that
hobbyists should be able to recreate the scenery
shown in the book without a degree in miniature
engineering! The end result of his labours is a
terrain set that sympathetically recreates
the Shire, and allows gamers to play
thrilling games across it.

The History of the Shire

Mat Ward: Writing the second half of the
book was something of a challenge. Why?
Simply because of all the factions Tolkien
describes in The Lord of The Rings, the
Hobbits are the only pacifists. When the
remarkable thing about a people is the fact
that they have only fought on less than a
handful of recorded occasions, it becomes
inappropriate, to say the least, to wilfully
create events for the sake of it.

Of the two recorded battles involving
Hobbits prior to the events of the Scouring
of the Shire, one — the Battle of Fornost —
was considered early in the process, but
without suitable models in the range to
create all manner of undead nastiness to
form the core of Angmar’s army, it




Q

reluctantly had to fall by the wayside
(though it is coming, I promise).

The second, the Battle of Greenfields, was
far easier and, in a way, more characterful.
After all, only a score of Hobbits were at
Fornost but at Greenfields the Shire was
fighting for its existence against an
incoming horde of Warg Riders — cue the
famous battle between Bandobras the
Bullroarer and the Ore Chieftain Golfimbul
— so we made this into a scenario.

Following close on the heels of that came
the White Wolf invasion. Though not
recorded as a battle as such, it seems highly
unlikely that the inhabitants of the Shire sat
back and let the wolves drag them away. I
also wilfully added Gandalf to this
scenario, simply because I like Gandalf and
it would have been very much in character
for him to be present at this time. We don’t,
of course, know where else he was, so it
was a very minor fiddle on my part.

For the other scenarios, they all had to
oceur before records were reliably kept —
The Founding of the Shire, or be such
terrible and dangerous journeys that all
who went on them simply disappeared ~
Whatever Happened to Halfast
Bracegirdle?. We also put a slightly
different spins on accepted events, like in
The Road to Rivendell. The final scenario
in the second half of the book, Odovacar
Bolger’s Promenade, is possibly one of the
oddest I've ever written (but then it does
have Tom Bombadil in it, so you

can probably blame Alessio for that). While
each of these scenarios takes a certain
amount of liberty with ‘grey’ areas, there’s
nothing here to make anything but the most
puritanical fan blush. Or reach for a torch
and pitchfork, for that matter.

Overall, I've tried to make sure that each
scenario is not only compact and fun to
play, but also has its own character. Some
of this has been achieved by ensuring each
episode has different foes in it, but a lot of
it has been to do with hiding some-not-so-
obvious tactics in amongst the

less subtle ones. I've found
that there’s plenty of replay
value in all of these
scenarios, because there
really are lots of different
tactical options to explore.

Fear, Fire, Foes!
So there it is, The Scouring of
the Shire, the definitive guide to
playing The Lord of The Rings
Strategy Battle Game within the
setting of the lands of the
Hobbits and recreating the
exciting events where the
Travellers reclaim their 'y
home. It’s been a labour of
love, and several long months
in the making, we just hope
you enjoy playing it half as
much as we did making it!

Adam Troke: If he were a
Hobbit, Adam would like
to be Paladin, as the old
boy achieved a lot in his
life, but didn't stray too
far from the cake table.

Mat Ward: Mat would
prefer not to be a Hobbit
at all. In fact, he says if he
had to go to the Shire he'd
prefer to be Sharkey (best
not to ask why).
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) The Battle of Bywater

Finish third lunch and put down your pipe - the fight for the Shire begins...

As Hobbiton and its surrounding
lands lie in ruins, the future of
the Shire hangs in the balance.
Adam Troke pits his Hobbits
against Pete Haines” Ruffians in a
bid to thwart Sharkey’s plans.

V(& wake! Awake! Fear, fire, foes!

A Awake!” The rallying cry of the
b Bucklanders and the courage of

the Travellers has spurred the Hobbits of
the Shire into action against the Ruffians
once and for all. Throughout the night
Hobbits flock to the bonfire that the
Travellers set ablaze, and in the morning
Pippin leads a contingent of Tookish
archers to the village, determined to end
the violence in the Shire and see the
Ruffians off. Like an army, the Hobbits set
out from Bywater to fight one of the
greatest battles in Shire history.

Forces

Good

Frodo

Sam

Merry

Pippin

4 Hobbit Shirriffs
8 Hobbit Archers
12 Hobbit Militia

Evil

Sharkey and Worm
9 Ruffians with whip
6 Ruffians with bow

Layout

The scenario is played on a board
24"/56cm long and 36"/84cm wide. The
board in this scenario represents the
Bywater road. Bywater is close to the heart
of Sharkey’s evil scheme and the buildings,
Hobbit-holes and lands around it are utterly

ruined, resembling a spoiled wasteland
more than the beautiful place it once was.
A 6"/14cm wide road runs across the centre
of the board from one edge to another. On
either side of the road are hedges. These
run parallel to the road the length of the
board, and be 3"/8cm from the road itself.
A makeshift barricade has been built across
the width of the road, 6"/14cm from the
Bywater board edge (see map). The
remainder of the board should be scattered
with blackened trees, ruined Hobbit-holes
and other appropriate scenery.

Starting positions

The Evil player deploys all of the Ruffians
on the road within 6"/14cm of the
Hobbiton board edge. The Good player
then deploys Frodo and Sam in base
contact on the road behind the barricade.
Merry is deployed at the centre of the north
board edge, he may be up to 6"/14cm in
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Four members of the Fellowship ﬁght in earnest against Sharkey and hls ruffians.
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from the edge of the board. Pippin is
deployed at the centre of the south board
edge. He may be up to 6"/14cm in from the
edge of the board. The remaining Hobbit
models are divided into three groups of
eight and deployed within 6"/14cm of
Frodo, Merry and Pippin (see map).

Obijectives

The Hobbits are determined to drive off the
Ruffians and overthrow the ‘Chief’. The
Ruffians, spurred on by their master,
attempt to quell the Hobbit uprising using
whatever force necessary. The Good player
wins if Sharkey is slain. The Evil player
wins if all four of the Travellers (Frodo,
Sam, Merry and Pippin) are slain.

Special Rules

Ambush. Merry has laid his trap well, and
has the Ruffians surrounded. Before the
first turn begins, all Hobbit Archers may
shoot once. Evil deployment
one
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The Travellers. Frodo, Sam, Merry and
Pippin have roused the Hobbitry and
brought them to arms. Now they must lead RS
them in battle against their oppressors.
When a Hobbit is slain, the Good player

A
may put it aside to use it as reinforcements. ”ﬁﬂi”?&WM%@mﬁﬁymﬂmﬁmwmﬁ;ﬂ i %‘T’
At the end of each of the Good player’s 4 W :
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Move phases, he may roll a D6 for each of

arrived models may not charge in the turn
that they arrive, but may otherwise act
normally.

the Travellers (Frodo, Sam, Merry and A

Pippin) still in play. For each roll of a 6, ‘ipr,j =

one model from those set aside may move S %f":} é

onto the board from any table edge. Newly g > Ey
B
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The mob. The Ruffians came trampling
down the Bywater Road like a great mob,
and though some were cowed by the
Hobbits’ show of arms, the majority were
undaunted and fought violently against the

Shirelings. When a Ruffian is slain, the Points Match

Evil player may put him aside to use it as This scenario recreates the desperate final ~ more than 70 points. These take the role
reinforcements. At the end of each of the battle fought in the Shire. If you wish to of the Travellers. The Evil player must
Evil player’s Move phases, the Evil player play this scenario with different forces, select at least one Hero. The most

may move D3 of the Ruffians put aside in both players should select forces of expensive Hero on the Evil side takes the
this manner back onto the board on the roughly equal points. The Good player role of Sharkey. Note that only Warriors
Hobbiton table edge, along the road. Newly must have four Heroes, none costing may return to play as reinforcements.
arrived models may not charge in the turn

that they arrive, but may otherwise
act normally.

Sharkey. Sharkey is now the master of Bag
End, and there makes his last stand.
However, there is a chance that, drawn by
the defiance of the Shirelings, he will : \ P _
arrive and lend his weight to the Battle of Ex - : - ;i 3 77 4in
Bywater. On turn 5, after moving new S . e
Ruffians onto the board, the Evil player”
should roll a D6. On the score of a 4~ ="
Sharkey has arrived — move him and Worm 2 * ‘
onto the board along the road. Sharkey and ] ; —_— ~
Worm may not charge in the turn that they

arrive, but may otherwise act normally.
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Awake! Awake!
Fear! Fire! Foes!
Adam: My second
Battle Report for
The Lord of The
Rings, and they’ve
pitted me against
Pete! Pete has a
reputation for
winning his games.
‘Whilst winning isn’t
everything, getting pulverised (as normally
happens when I play Pete) publicly would
be rather embarrassing.

Fortunately, I wrote this very scenario, and
have probably played it more than anyone
else. If that doesn’t give me some kind of
‘home team” advantage, nothing will, That
in mind, I had better come up with a really
good plan. Basically, my intention is to try
and hold the Ruffians at bay until Sharkey
arrives. Until he comes onto the board,
engaging the Ruffians in close combat will
simply get my brave Hobbits clubbed
senseless, and I have to kill the treacherous

The Forces of G;od

old wizard to secure victory. So initially
my plan is simple: Keep the Ruffians from
getting over the hedge, and allow my
Archers to do their job. That’s what Merry
did in the book, and it certainly worked for
him! By keeping the Ruffians hemmed in
they'll be on the back foot when Sharkey
arrives and then the gloves are off! Every
Hobbit on the board will simply converge
on the fallen wizard with the sole intention
of knocking him into next week.

My plan, once he has arrived, is to bring
Frodo forward, to get the most out of his
‘Home is the hero’ special rule. Sam,
Merry and Pippin (assuming they are all .
still alive at this point) can then close ranrf‘cé' &
and head for Sharkey. With Might points \\‘ i
being such a rare commodity in this C RN
scenario, I'll have to make doubly sure that =
every single one they use is spent wisely.

In a scenario that can be as close as this ' ¢
one, I'll need to keep an eye out for .
cunning plans and sneaky ruses. It looks o
like I could have a fight on my hands.




Sharkey and the
Ruffians — On the
road to Bywater
Pete: There are a
number of ways of
looking at this
Battle Report. First
and foremost 1 am
delighted to see that
I am playing what
can only be
described as a win-win scenario. If I lose
then all that has happened is that I have got
a gang of unmilitary rogues massacred in
an ambush. No real pressure there. On the
other side of the equation, with a bit of
luck I may be able to slaughter literally
dozens of Hobbits. I don’t really see a
downside here!

Secondly it is clear to me that this report
gives me an opportunity to vindicate the
wisdom of Saruman/Sharkey in invading
the Shire. Poor old Saruman. For years he
pondered what Gandalf saw in the Hobbits
without realising the terrible danger they
represent to the world beyond the Shire.
Think about it people, these Hobbits come
over as jovial, peaceful folk of limited
ambition and even more limited horizons.
But the truth is that they are unspeakably
destructive, venomous little monsters. Just
four of them got out of the Shire — just four

The Forces of Evil

— and look what happens: one becomes a
Captain of Rohan and viciously slaughters
the Lord of the Nazgiil, another a Captain
of Gondor, while another defeats the
ancient evil that was Shelob and the last
one thwarts the plans of the Dark Lord
himself. These Hobbits are dynamite, it’s
just as well that they normally stay at home
otherwise I am absolutely sure the whole of
Middle-earth would be brought under their
vile reign of terror and endless lunches.
Clearly Saruman’s invasion of the Shire is
a last, noble attempt by an old man to clear
his name by eliminating this most

insidious threat.

Thirdly there is the tactical challenge.
There are a lot of Hobbits in an excellent
position and they shoot very well. Worse,
my brave bravos have overconfidently
wandered into a trap of fiendish cunning.
When one is ambushed the most important
thing is not to mill around in a confused
fashion. Immediate and direct action is
called for to try and turn the ambushers
into the ambushees. I think it was Marshal
Suvarov who said ‘the bullet is a fool, the
bayonet is wise’. In this case, Sharkey says
‘the arrow is a fool, the gnarled oaken
cudgel is wise’. The sooner I get stuck in
and start busting some heads the better.
My rogues are bigger, stronger and what's
more, when they are at hand grips, they

will have some protection from the infernal
Halfling archery. Then it’s just a case of
hanging on until the rest of the lads pile up
the Bywater Road and wear the little
demons-with-hairy-feet down.

So there we have it — just as Nietzche said;
‘what doesn’t kill me makes me stronger’,
I can but hope that I can kill off the
Halflings this time rather than merely
empowering them further. Middle-earth-
wide pipe-weed addiction will be the least
of their atrocities. Remember gentle
readers, Sharkey and the Ruffians —
Yaaaaay, Hobbits of the Shire — Booooo.




Deployment

With the starting positions of Frodo, Sam,
Merry and Pippin determined by the
scenario rules, Adam divided up his
remaining Hobbits carefully. Four Hobbit
Archers and four Hobbit Militia were
placed with Frodo and Sam by the
barricade. Five Hobbit Militia, two
Shirriffs and an Archer accompanied
Pippin, with the remaining three Archers,
two Shirriffs and three Hobbit Militia
deploying with Merry. Pete placed his
Ruffians on the road as instructed, keeping
them tightly packed in one great crowd.

Before the first turn the Hobbits, thanks to
Merry’s careful planning, are allowed a
free shot. But they only managed to kill
one Ruffian with this opening salvo, an
unfortunate bully armed with a bow.

Turn One

The Good side start this scenario with
priority, so Adam made a few manoeuvres.
The Hobbits, with Pippin on the right side
of the road, all moved closer to the
hedgerow, except for the single Archer on
the roof of the Hobbit-hole, who held his
position in the hope that the Ruffians
would advance into range. The Hobbit
warriors and Shirriffs with Merry did
likewise, closing on the hedge in the hope
of stopping the Ruffians crossing, while the
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Archers chose better positions to fire on the
men. Frodo, Sam and their group remained
safe behind the barricade.

In the Evil Move phase, Pete began his
diabolical plan. The Ruffians surged
towards the left hedgerow. One Ruffian
cleared the hedge, and charged a shocked
Shirriff, cracking his whip as he did so.
Two more Ruffians managed to clamber
over after him, ready to support their
comrade. The bow-armed Ruffians formed
into a firing squad of sorts, giving
themselves clear lines of fire at Adam’s
Archers. Lastly Pete moved the one
Ruffian casualty from the opening volley
back onto the board.

In the Shoot phase Adam’s Hobbit Archers
loosed their arrows into the Ruffians with
deadly accuracy, felling three on the road
and another who had crossed the hedge.
The Ruffians picked out Merry and fired
three arrows at him. Fortunately for the
heroic Hobbit none of the shots were true,
with the only hit bouncing from his armour.
One of the Ruffians used his whip, hitting
the Shirriff but failing to wound.

In the Fight phase, the Shirriff and Ruffian
clashed stave and club together. The
Shirriff won out but failed to wound the
burly man, despite his best efforts.

N

Turn Two

Pete won the roll for priority, allowing Evil
models to seize the initiative. The Ruffians
with bows on the road moved against the
hedge, giving themselves some cover.
Those already over the hedgerow engaged
nearby Hobbits, while another Ruffian
cleared it, ready for action next turn.

The remaining Ruffians positioned
themselves to clamber over the hedge in
turn three. At the end of the Evil Move
phase, two more Ruffians with bows
entered play, moving quickly down the
road to support their fellows.

Ongce Pete was finished, Adam made a few
moves with his Hobbits, Merry, warned off
by the arrows that came his way last turn,
rode his pony down from the Hobbit-hole
and took cover near the hedge. One of the
Hobbit Militia moved into combat to help
his friend, and the Hobbits on the other
side of the board with Pippin adopted
better positions at the hedge, hoping some
of the Ruffians would stray towards them.

In the Shoot phase the Ruffians turned their
bows on the Hobbit Archers on top of the
Hobbit-hole. Despite scoring three hits,
none wounded. Adam had similar bad luck;
with only one Archer managing to fell his
foe, despite the numbers of shots he made.

o

The two Hobbit Militia fighting the Ruffian
managed to club him to the ground with
their weapons, while the Shirriff again
bested the Ruffian he took on last turn, but
was once more unable to wound him.

Turn Three

Pete won the roll for priority again this
turn, and immediately began to capitalise
on the chance to move the Evil models
first. With a terrible shout, the Ruffians
with clubs and whips clambered over the
fence and threw themselves into combat.
Despite their impressive display, none of
them managed to cow their targets with
their whips alone, Pete’s dice rolls proving
decidedly poor. Two Ruffians with whips
re-entered play along the road. signalling
the end of Pete’s Move phase.

Adam, sensing (at last) that Pete was going
to totally refuse his right flank began to

One advantage that Ruffians have is their
menacing whips, and lengths of rope and
chain. Ruffians armed with whips count
as being armed with throwing weapons
with a Strength of 1 and a range of
2"/4cm. While most warriors would
simply laugh off such an attack, whips
are a serious danger to Hobbits!
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move across some of the Hobbit Militia
from the barricade towards the hedge,
ready to reinforce Merry and his
beleaguered warriors. The lone Archer with
Pippin’s contingent clambered down the
front of the Hobbit-hole he had been
waiting on, having finally realised that the
Ruffians weren’t going to come to him!

This turn Pete’s shooting was considerably
better, the Ruffians with bows killing two
of Adam’s Archers. Adam’s return fire was
no less deadly, killing two of the Ruffians
on the road with well-placed shots.

The Fight phase was the most violent yet,
with the Ruffians bludgeoning two poor
Hobbit Militia to the floor, and one even
felling a Shirriff. Although one of the
Shirriffs managed to defeat and kill his
opponent, things had definitely started
looking better for Pete.

Turn Four

For the third turn in a row Pete won
priority, and began to move his Ruffians
onward. The Ruffians with whips swarmed
into Adam’s Hobbits, all failing to wound
with their vicious weapons as they charged.
Those with bows pressed forward hoping
for more shots of opportunity, two of them
sneaking around the side of the Hobbit-
hole, taking aim on the last remaining
Archer on top of it. A Ruffian with a whip
rushed onto the board, along the road,
ready and eager to reinforce his friends.

As Adam began his Move phase disaster
nearly struck! Merry, putting his spurs to
his pony, decided to charge into combat.

Sharkey controls his men from a distance as Pippin charges into battle.
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Startled by the noise and violence of battle
the pony panicked, however, and fled from
the Ruffian that Merry had singled out.
Fortunately for Adam the edge of the board
was slightly more than 8"/20cm away,
otherwise Merry would have fled for good!
The Militia moving from the barricade
began the laborious process of scrambling
over the hedge. Lastly, Adam managed to
roll a 6, and brought on a much-needed
new Hobbit Archer.

The Shoot phase was short for both sides
this turn, with not one casualty inflicted
despite the number of whips and arrows
that were used, thanks mainly to the careful
use of cover and some unlucky dice rolling.

Strangely the Fight phase was just as
uneventful, a Hobbit Shirriff fending off
two Ruffians but scoring no wounds, and a
Ruffian pushing back the Militia he was
fighting but also failing to injure him.

Turn Five

At last Adam won back priority for a turn,
and immediately set about taking the fight
to the Ruffians. Merry rode forward and
dismounted, ready to charge next turn.
Behind him the Hobbit Militia, led by Sam,
crossed the hedge ready to support him.
Finally, Adam moved a new Shirriff onto
the board, having rolled a single 6 for his
reinforcements.

Pete, seizing the chance to charge,
swarmed the Shirriff who had been holding
out against the Ruffians and advanced with
the rest of his force, the bow-armed thugs
keeping close to the hedgerow as they did
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s0. Because it was turn five, Pete needed to
start rolling to see if Sharkey would arrive
on the board — he scored a 5, which meant
that Sharkey and Worm both arrived, and
he moved them on via the road, getting
Sharkey across the hedge as quickly as he
could. Two Ruffians also entered play.

In the Shoot phase, the Hobbit Archers
opened fire on the Ruffians once more.
Thanks to some intervening terrain, and
some poor dice rolls, they were spared any
casualties. One Archer, however, lurking in
a vegetable patch spied the newly arrived
Sharkey and loosed an arrow straight at
him. His aim was true, and the villainous
Chief took a wound. Pete rolled a 2 for his
Fate roll, so even with his Might point he
couldn’t prevent the wound. Suddenly
Adam seemed much happier about things.
Pete’s return fire was typically unlucky,
with no Ruffians causing wounds.

In the Fight phase the only casualty was
the Shirriff, who was brutally beaten into
submission by the two Ruffians.

Turn Six

Adam won priority again this turn and set
about forming a temporary battle line with
his Hobbits, charging Merry, Sam (still on
his pony) and two Hobbit Militia into
combat. Elsewhere Hobbits moved into
better positions, with Frodo leaping the
hedge to get closer to the battle and Pippin
climbing the other hedgerow and moving
onto the road. Because he had wounded
Sharkey last turn, Adam also gained control
of Worm. Without wasting any time, Worm
leapt over the hedge, eager to get to
Sharkey. Adam didn’t manage to score any
6’s on his rolls for reinforcements, despite
pleading with the dice,

In his Move phase, Pete attempted to
Effortlessly Immobilise Merry, casting the
spell on the unfortunate roll of a 2. Adam
decided to use Merry’s Will to resist and
easily avoided the spell’s effects.
Elsewhere, Pete moved his bow-armed
Ruffians into new positions, and charged
one Ruffian into combat, although his whip
failed to cause a wound. Lastly, Pete
moved Sharkey behind two of his men and
charged a Ruffian at Worm who, to Adam’s
chagrin, killed him outright with his whip.

Adam began the Shooting phase by killing
one of the Ruffians sheltering Sharkey, and
another two on the road. Pete fired several
shots in return, but to no effect.

There were several combats in the Fight
phase this turn, although all but one of
them ended without casualties. Even Sam
failed to kill his opponent, despite being
armed with Sting. The only fatality was a
single Hobbit, who was clubbed senseless.
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Turn Seven

Adam won priority again, and began by
making a series of charges. Attempting to
keep the Ruffians from enfolding his
leftmost flank, Adam charged Merry and
the Hobbit Militia into combat before
placing a Shirriff so his control zone would
prevent them being encircled.

Adam also tried to charge Sam up against a
lone Ruffian. However, he failed the
Courage check that his pony forced him to
take, so Sam fled, finally reigning in his
startled horse barely an inch from the
board’s edge! Frodo moved forwards to
lend emotional support to the Hobbits,
whilst Pippin galloped across the road.

Pete continued to take the fight to the
Hobbits, swarming forward with his
Ruffians. Sharkey sneaked away from
combat, hiding near the door of the Hobbit
hole, making sure no Hobbit Archers could
draw line of sight to him, but not before
attempting to Effortlessly Immobilise
Merry in base contact with a Ruffian.

Although it was a perfect opportunity to
leave Merry at the mercy of the Ruffians,
luck wasn't with Pete, and the roll failed.
Three new Ruffians entered play, drawn by
the sounds of fighting, all keeping out of
the range of Adam’s Hobbit Archers.

Adam’s shooting was impressive to say the
least, with his Archers killing two of the
Ruffians trying to flank his force, and
another Ruffian out on the road. Pete’s
return fire was likewise deadly, felling the
Hobbit on the road by the hedge, and
killing the pony from under Pippin.

Frodo watches the frantic fighting with dismay.

The Fight phase saw Merry slay the
Ruffian he was fighting, his flashing blade
laying the unkempt brigand low. The two
Ruffians fighting the Shirriff easily
overwhelmed him, beating him senseless
with fierce blows from their clubs. In stark
contrast the two Hobbit Militia, encouraged
by the presence of Frodo, managed to pull
him down, subduing their opponent with
their improvised weapons. Another Hobbit
was slain the other side of Merry, no match
for the Ruffian he was fighting.

Turn Eight

Lady Luck appeared to be siding firmly
with Adam in the Priority phase, as once
again he won the roll. As the Hobbits were
now few and far between, he made efforts
to engage as many Ruffians as possible,
keeping Frodo central to the combats so
that he could provide inspiration. Sam,
bringing his pony into check, took a leaf
out of Merry’s book and rode forwards
before dismounting into combat, drawing
Sting and confronting the oafish bully
before him. Lastly Adam moved the
Hobbits that were still cowering behind the
other hedgerow onto the road, realising
perhaps too late that the weight of numbers

Frodo of the Nine Fingers is now a
changed Hobbit. The trauma of his
adventures has left him frail and
unwilling to fight. However, the
inspiration that he provides those
around him is so significant, that in
game terms all Hobbits within 3"/8cm
count as though they are within range
of a banner.

was starting to tell against him where the
fighting was. Pete moved Evil models into
combat where he could, and brought
Sharkey forward, again attempting to cast
Effortlessly Immobilise on Merry. This
time the fallen Wizard managed to summon
the will required, and the Hobbit Hero was
stricken by the spell. Another Ruffian with
bow re-entered play, moving onto the road.

The Shooting phase was poor for both the
sides, whilst Adam’s Archers felled only
one of the Ruffians on the road, while all
Pete’s return fire stuck into the barricade.

With the number of combats that were
taking place, it was surprising that not a
single model was slain. Even Merry, who
was immobilised by Sharkey’s power, was
able to shrug off the attacks of the
Ruffians, with no models managing to
score the necessary dice rolls to wound.

Turns Nine, Ten and Eleven
These turns saw the battle of attrition being
fought on the left side of the board grind
onward. While Pete’s Ruffians continued to
kill off the Hobbit warriors surrounding the
Travellers, the Heroes themselves managed
to hold their own well enough, thanks
largely to Frodo's inspiring presence.

Managing to get a few reinforcements,
Adam began trying to harass Sharkey,
hoping to pick his extra wound off with a
well-placed arrow.

On turn eleven things took a turn for the
worse for the Hobbits, as Sam was hurt,
and had to spend two Fate points to prevent
a wound being scored on him.




Turn Twelve

The Evil side won priority in turn twelve,
allowing Pete to pile the pressure onto the
Hobbits. Sharkey came forward to lead his
Ruffians into battle (and avoid any further
sneaky attempts on his life from the roving
Archers that Adam brought onto the board
as reinforcements) as the evil Men charged
into combat, whips cracking. For his
remaining moves, Adam rushed whatever
Hobbits were not involved in the fight
towards it, those on the road trying to leap
the hedge. Adam even pressed the Archers
forward, aware every Hobbit would count
if things continued in the same manner.

Though the Shoot phase was of no
consequence — not a single kill was scored
by either side, the Fight phase, however,
bore witness to a tragedy, as the Ruffians
fighting Pippin bested him, even after re-
rolling thanks to Frodo’s presence,
inflicting a wound that his Fate roll could
not prevent. A Shirriff who had entered the
board from reserve was also slain, felled by
a club-wielding villain.

Turns Thirteen and Fourteen
Throughout turns thirteen and fourteen,
Pete continued to press his advantage.
Sharkey joined the fight, wielding his staff
with both hands. More of Adam’s Hobbit
Militia were gradually pulled down and
killed by the Ruffians. Samwise suffered
two more wounds, this time at the hands of
Sharkey himself and two of his Ruffian
accomplices. Thankfully his final Fate
point prevented one of them, allowing him
to fight on — things would be tough for
Sam from now onward. The following turn
Merry moved into touch with Sharkey,
hoping to end the Battle of Bywater once
and for all. Sharkey and his Ruffian lackey
defeated the Shireling, and inflicted two

wounds. Adam was lucky to pass both of
his Fate rolls, but Sam and Merry, the two
most capable fighters on the Good side,
were looking decidedly unhealthy.

Turn Fifteen

This turn looked like it might be the last,
with Adam’s Hobbit force reduced to just
ten models, while the Ruffians had
significantly more to call upon. Despite
winning the roll for priority, there was little
Adam could do but engage the Ruffians in
such a way as to prevent them lapping
around his flanks and trapping his models,
Despite his predicament, Adam declared he
still had a plan, and moved Merry into base
contact with Sharkey. Pete’s response was
to swarm in with the remainder of his
force, and advance the rear elements of his
Ruffian band down the road.

Again the Shoot phase had no effect, and
again the Fight phase was decisive. The
Hobbit Archer, who only one turn ago had
entered play, was beaten down and killed
by the Ruffian that Sharkey had sent to kill
him. In the main fight around Frodo the
Ruffians defeated four more Archers, easily
overwhelming the desperate Hobbits,
clubbing and whipping them into
submission. On the right of the fight a lone
Shirriff managed to best his opponent,
knocking him senseless with his wooden
stave. However, in the centre of the line
tragedy struck. Fighting against a sweating
brute, Samwise Gamgee was slain.

In one Fight phase, Pete’s force had put an
end to six Hobbits, including Sam! The
game looked more or less over, as Frodo,
Merry and a lone Shirriff were all that
remained against seven Ruffians and the
fallen wizard Saruman — and Adam still
claimed to have a plan!

Turn Sixteen

“If I can just win priority, I might win!”
Adam said, perhaps a tad optimistically, as
he and Pete rolled their dice for priority.
Lady Luck, it seems, was on his side as
once again the Good side won! Nervously,
Adam moved Merry into combat against
Sharkey and one of his henchmen, and
charged the Shirriff into combat against
two more of the Ruffians. By placing
Frodo carefully behind the combat, Adam
ensured that Merry couldn’t be encircled
by too many Ruffians. Pete’s Move phase
was short and to the point. All the
remaining Ruffians were moved closer to
Frodo and Merry. If there was another turn,
the Hobbits were going to find themselves
totally swamped.

In the Shoot phase, Adam’s remaining
Hobbit Archer loosed an arrow, and was
fired on in return, and though both bowmen
found their mark, neither inflicted wounds
on their opponent.

With that over, all eyes turned to the
coming combat. First the Shirriff fighting
against two Ruffians was beaten and killed,
leaving just Frodo and Merry still alive.
Realising that if Frodo was slain, Merry
wouldn’t benefit from his special rule,
Adam chose to resolve the fight between
Sharkey and Merry first. Pete and Adam
rolled their dice, with Pete originally
winning out. Thanks, however, to the re-
roll afforded by Frodo, Merry was able to
win the combat. Directing his attack at
Sharkey, Adam only managed to roll a 4 to
wound. Fortunately Merry had not yet
spent his Might point, and so Sharkey was
slain! The Ruffians fighting Frodo
managed to beat him and wound him once,
but it was not enough to prevent a victory
for the Good side!

Outnumbered and surrounded, Merry nonetheless manages to slay Sharkey.
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By the seat of

my pants!

Adam: If it gets
closer than that, I
simply don’t know
how! Sam
bludgeoned to the
floor by raging
Ruffians, Pippin
smashed asunder by
man-sized bullies
and Merry and Frodo desperately hanging
on till the very end! It had action, it had
tension and it had Hobbits fighting against

And then there
were two...

Pete: Ooooooh it
was close. If T could
only have won
priority on any one
of the last couple of
turns I could have
got Sharkey out of
the fight and
patiently waited for
the Ruffians to drag down the remaining
Hobbits. Sadly it wasn’t to be and with a
last, desperately spent, point of Might I
was brought down.

The game pretty much went to plan until

then. I got my lads off the road and into the
hedgerows as quickly as possible, leaving
my Archers to the rear to provide covering
fire. Although the Hobbits fought pluckily,
the attrition finally begar to tell. Bhe
ability of the Ruffians to attack wi

- lucky shot

whips as they moved into combat was very.

insurmountable odds! What more could a
man ask for in a game?

1 have to confess by about turn four I was
feeling inordinate amounts of confidence.
Sharkey’s rogues were taking a stern
flogging from my Archers, and things were
going well. Maybe that’s why I didn’t stick
to my battle plan! I engaged the Ruffians in
combat, I allowed them a decent foothold
amongst my forces, and generally
commanded a debacle. Pete, in true fashion
swarmed over my ill-prepared Hobbits, and
thrashed them for my error. Granted, my

The Forces of Evil

useful, but sadly I did not have priority
often enough to really make it count. Even
so it makes Ruffians a good bit more
effective than their profile indicates. The
whips are also handy when trying to fight
your way across an obstacle as they can
attack the defenders from a distance. 1
would have used the tactic more in this
game but it is of less value against Hobbits
who will simply throw stones in response.

Impatience was my problem. Once the
Travellers were in combat I found it
difficult to kill any of them. So as
Sharkey’s spells weren’t really doing
anything I thought it would be a good idea
to get him into combat, well-supported by
Ruffians, to finish them off. It was actually
working for a while as the Hobbit line of
resistance was inexorably turned into a last
stand, And all this despite the fact that a
just after Sharkey arrived
wound, used up his Fate point

The Force; of Good

luck was hardly impressive, but even so, it
was the execution of my plan that really let
me down. If Pete had kept Sharkey hidden
away (a somewhat nefarious and
unsporting ploy) then I wouldn’t have had
a chance. ﬁ

The moral of that story is, I suppose,

always stick to the plan! T might have won,

but look at the cost. Pippin (my favourite
Hobbit) was slain, along with Sam and {
almost every other Hobbit that turned up to
help. Thank goodness Merry was a better
captain than me!

incentive to change sides. Fortunately there
was a Ruffian at hand to deal with the
weasel once and for all. {

All in all it was an enjoyable game. It also
made a refreshing change — normally we
battle it out with the mightiest heroes, so
playing a low intensity fight where a few
well-aimed rocks make all the difference
was a great change of pace.
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Painting Hobbit Characters

Painting Workshop for the vertically challenged by Dominic Murray

- Knowing your Fatty Bolgers from
- your Farmer Maggots s all part
of Hobbit life but, despite the
differences between such
characters, there are some SImpIe
§ painting techniques that you can
* use on all manner of Hobbit
- folk. Over the following four .
- pages we will show you how to
- paint your very own Hobbits
using some of the characters
. from the new Scouring of the
Shire supplement.

Vel Trousers

Fatty Bolger
As one of the largest Hobbit
characters, Fatty can stand out

with a few simple techniques. First paint Fatty’s trousers Then add a final To finish off, paint the
Almost all Hobbits wear jackets a basecoat of Scorched amount of Bleached buttons with Chainmail.
and trousers so it’s well worth Brown. Add a small Bone to highlight the

practising how to paint these quantity of Bleached Bone edges and raised areas

items of clothing. to highlight the edges of of Fatty’s trousers.

the trousers.

Jacket

] Fatty’s jacket is Add Fortress Grey to To finish the cloth add Finally, paint the
highlighted with two the mix and paint the more Fortress Grey and buttons with Chainmail.
parts Chaos Black to one creases and edges of pick out the edges of
part Scorched Brown. the jacket. the jacket.




Basecoat Bandobras’
face with Dwarf flesh.

Bandobras Took
As a larger Hobbit, Bandobras Shirt
provides an excellent
opportunity to show how to
paint skin. As he doesn’t wear
a coat either we can look at
painting shirt cloth. He's on
horseback, so you’ll also need
to know how to paint the
horse’s skin, mane and tail.

Paint Bandobras’ shirt
with a basecoat of
Codex Grey.

Horse

Mix an equal amount of
Bandobras’ horse a Graveyard Earth with
basecoat of Bestial Bestial Brown and
Brown. layer it onto the raised
areas of skin.

l Give the skin of

Mane & Tail

Add some Fortress
Grey to the mix and
pick out the raised
areas of hair with it.

l Basecoat the mane and tail
with an equal mix of

Bestial Brown, Graveyard

Earth and Bleached Bone.

Then layer EIf Flesh
over the basecoat.

To pick out the hair on
the feet, apply a
thinned down wash of
Brown Ink.

Add final highlights of
Skull White to the
raised areas, leaving
Codex Grey in the
recesses.

Highlight the raised
areas of the cloth with
Fortress Grey.

Add Bleached Bone to Highlight the very edge
the mix to pick out the of the horse’s muscles by
edges of the horse’s adding more Bleached

muscles. Bone to your mix.

The finished horse’s
head and mane.

Finally, add a small
amount of Skull White to
the mix and use this to
highlight the hair.

4 GM




Farmer Maggott

Maggot has a more rustic look
than many Hobbits. Paint his
smock as here for a simple way
of getting a natural fabric effect,
while the haft of his scythe gives
us a good example of how to
create a wood-grain effect.

SR

h Grip, Fang and Wolf give you an
opportunity to use different styles
of painting. By using two
different skin colours, it’s
possible to create individual
models. Simple techniques can
be used highlighting areas like
the ears and feet, that will make
your models stand out.

Grip & Fang

To highlight the skin of
Grip and Fang, mix
equal parts Chaos Black
and Vomit Brown and
paint the raised areas.

Wolf

e,

To start Wolf, paint
Scorched Brown as a
basecoat.

Scythe

Now pick out fine lines

of wood grain with
Bestial Brown.

Paint a fine highlight of
Vomit Brown on top of
the Bestial Brown.

Paint Farmer Maggot’s
scythe handle Scorched
Brown.

Smock

Pick out the edges of
the cloth with a mix of
Kommando Khaki and
Skull White.

Basecoat the smock
Graveyard Earth.

Layer Desert Yellow
on, leaving Graveyard
Earth showing through
the recesses. Follow
this with layered
Kommando Khaki.

<

Paint Vermin Brown on
top, leaving some of the
Scorched Brown
showing.

Paint the ankles and
ears Scorched Brown.

Finish off the legs and
ears with a final
highlight of Vomit
Brown.

Using a 1:1 mix of
Vermin Brown and
Scorched Brown
highlight the skin.

This is followed by an
equal parts mix of
Vermin Brown and
Vomit Brown.

Finally, paint the feet and
ears, adding Bleached
Bone to the mix.
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Lobelia
Sackville-Baggins

With her apron and hair,
Lobelia provides an
opportunity to demonstrate
how just a few highlights can
create a colour scheme that
looks more detailed than it
actually is.

Paladin Took

Paladin is an old Hobbit and
should be painted in a way that
reflects this. Adding some
simple drybrushing to his long
coat creates a suitably worn
appearance.

Drybrush Bestial
Brown on the coat,
leaving some Scorched
Brown showing.

Apron

!y

To start Lobelia’s apron,
basecoat it Bestial
Brown.

Hair

&

Basecoat Lobelia’s hair
Snakebite Leather.

Coat

»

To highlight Paladin’s
coat mix one part
Bleached Bone to two
parts Chaos Black and
highlight the raised areas.

Drybrush Vomit Brown on
the bottom of the coat,
leaving some of the
Bestial Brown showing.

Add an equal part of
Snakebite Leather and
highlight the raised
areas of the apron.

Add a small amount of
Bleached Bone and
layer this onto the
basecoat.

Add a small amount of
Bleached Bone and
paint a fine highlight on
the edges of the coat.

Finally drybrush
Bleached Bone onto the
bottom of the coat.

A final highlight is
achieved by mixing a
small amount of
Bleached Bone and
painting this onto the
edges.

To finish off, add Skull
White to the mix and
paint the edges of
Lobelia’s hair.

To obtain a weathered
appearance drybrush
the bottom of the coat

Scorched Brown.

imple painting
S techniques can really

make your models
stand out. Not only that,
they also help you to
paint armies to a high
standard in a short
amount of time. Now that
you have tried some of
these different examples
you will be able to put
them to use on the rest of
your Hobbits.

—=,6r
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) The War Begins

Conflict approaches Middle-earth. It is time to gather your forces!

Month two of the White Dwarf campaign sees much activity round the gaming table. Though it's more
activity for some players than others, with Rudgie having to make at least fifteen trips to and from his desk
just to transport his rapidly growing army to the field of battle.

L
) Ha rad trl u m p hS GAME 3 (Gondor): As myself and Nick had the highest warband ratings we played a
s special mission, the prize for the winner — a banner bearer. Nick used cover well. but my
No-one wants to play RUnge' ** | archers are now numerous enough to use Volley Fire. Amazed at my luck, I managed to
pick off two Warriors and a Ranger. The remainder of my force moved across the ford
> Rudgie: Last month I mentioned how this and met the forces of Gondor in mortal combat. One of my Raiders fell to the ground, but
campaign forces you to paint an army, but so0 did another Ranger. With that, Nick’s warband legged it!
lets you do it in small, manageable chunks. * Post Battle: After the game my warband’s size was increased by two warriors with bow
Believe me, it’s true. Or at least, it was. My and a warrior holding aloft a banner. I kept one Influence dice to hire an assassin.
force grew from 10 to 15 models over the
course of my first two games and now GAME 4 (Dol Amroth): The next opponent to cross my path was Greg, the mission —
includes a dangerous four cavalry models. Recovery. Before we began, I let loose my Hésharin and a warrior of Dol Amroth fell to
You can see the warband as it stood at the his poisoned blade. In the game, Greg found the Objective almost immediately, but its
beginning of this month to the right. discoverer was mounted and he was not going to give up his one good cavalry model to
However, it didn’t stay at 15 for very long! carry the item. Instead he left it for his companions to pick up. I again used Volley fire to
The huge size of my force, coupled with the target his men but needing 6’s to both hit and wound I only managed to skewer one. As
sheer number of poisoned arrow shots they both armies were heading for the objective, combat was bloody. Two of my raiders
can get out in a turn mean that [ am accounted for seven of Greg’s warband but not before my leader and a Spearman fell. But
unbeaten. I’ve played another two games while the battle raged my bowman stole away the item. Victory was mine.
and it has grown again. Those small * Post Battle: My leader received a leg wound, one of my Raiders and an archer were
} manageable chunks are looking like a thing promoted to Heroes. I received two more Raiders, leaving me one Influence dice. (Most
of the past now, I'm actually painting an Battle Companies may only number 15. As Rudgie has 20, he rotates his models — Guy).
army all at once!

Hobby Tip: painting riders

When painting cavalry, Rudgie gets a paper
clip and bends it into a little stand. He then
drills a hole in the rider and attaches the clip : = e LT i :
to him, making the model easier to paint. Rudgie’s ‘Battle Company'. We prefer the term ‘Army’.




Orcs die more
Poor Orcs. Pity them.

Guy: As I have fewer models than when [
started, I've concentrated on mounting a
fresh Gorbag model on a new plastic Warg
instead of painting. You can see my
hamfisted attempt to make him sit naturally
to the right. Tt’s not finished yet, as he needs
tidying up. He'll look fine. Honest.

GAME 3 (Isengard): Before you could
say “Looks like meat’s back on the
menu!” my Orcs got slaughtered by
Christian in the Rescue scenario.

* Post Battle: Four 1's, four deaths!
Yikes. My hero also now has a bad
chest to go with his gammy leg. Woe!
One more game to play, but later...

Swanning about

Dol Amroth Knights out on a limb.

Greg: In the last battle my Knight of Dol
Amroth lost an arm. So this month his left
arm has vacated the premises. He now has a
horse but as I can’t buy him a lance I've
given him Prince Imrahil’s right arm.

GAME 3 (Haradrim): And so it was
that Rudgie’s harem met the Dol
Amroth roadshow. He duly crushed me
utilising his cavalry and Volley Fire.

» Post Battle: Rolling for injuries I lost
a Bowman and Spearman but gained a
Bowman (hurrah) and bought another
horse. One Warrior misses a game.

The War of the Ring

It’s your turn to decide whether or not
Middle-earth will fall in our online
summer campaign! Starting at the
beginning of June, the campaign enables
you to play with any of the models and
armies we have thus far produced in a
field of conflict that ranges right the way
across Middle-earth. On the web will be
t of scenarios for you to play and
; al rules for fighting in all of
Middle-earth’s lands. Secret areas will
also open up for a brief time as the
Fellowship progress towards their
ultimate goal.

How it works

 Choose an area to fight in.

 Che t the website for special rules
and b

* Play the game!

« Input your result.

« Check out how your side is doing.

There’s more!

« More articles in White Dwarf, plus a
free Order of Battle booklet and map
coming in WD’s 304 and 305
respectively.

» UK Web articles. Scenery building,
modelling scenarios and more!

* Events and games at your local club
and Hobby centre — results posted in
your club or hobby centre count for
more!

* GW Roadshow — The Wrath of Umbar.

With the website open in just a few
months, it’s time to get painting.

WWW.THEWAROFTHERING.CO.UK
The website opens for registration in May.
The Campaign begins Ist June.

New Scenario: Battle Standard
The enemy are trying to outflank the army,
so your general has sent you and your
company out to gain a foothold in enemy
territory in order to draw them off. You
must reach the ford in the river, cross over

with two-thirds of your army and get off the

table on the opposite bank.

Layout: Both armies deploy 6"/14cm from
their table edge. The lowest rated army has
priority for the first turn. The ford is four
bases wide, and is the only crossing point
on the table. The rest of the river is too fast
to swim or wade through.

Starting Positions: The table should be
covered with as much scenery as possible.
At the end of the turn when one or both

armies are reduced less than two-thirds of
their force the game ends.

Draw: If both armies are reduced to two-
thirds in the same turn, the game is a draw.

Victory: The winner of this scenario gains
the usual experience and Influence points.
In addition, the general sends the winner a
standard bearer for his Battle Company.
The figure and standard do not cost you an
Influence dice, are of a basic warrior type,
and may not gain any experience or
advance to hero.

If your standard is lost in future battles, go
to the Recovery scenario, if you lose, the
standard is captured by the opposing force
and may not be used again.

Thanks to the Chelmsford Bunker club, who
play lots of The Lord of the Rings, for this
scenario! Their details are on page 119.

48"/112cm

48"/112cm

i e e
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For Gondor!

Nick: Dark days indeed have befallen
Gondor. I played two games this month, but
alas I didn’t show my quality at all.

On the bright side though I've got a cool
new Hero for my force. He’s converted from
Isildur and a mounted Faramir model. I also
added a shield from a Captain of Minas
Tirith to complete the piece. To the
company I've added Rangers and a Guard
of the Fountain Court. The Rangers were
perhaps the biggest departure as they’re
painted green, but it makes a nice change
from painting black and silver.

Christian: After the end of the last two
games my warband wasn’t looking too
healthy. I had already lost one Uruk-hai and
my replacements weren't too flash. On top
of that my Captain and one of the other
Uruk-hai would be absent from the next
game. The flip side to this was that I was
now the underdog in any games, which
meant an extra Influence dice coming my
way. My scrawny force of Isengard would
soon be looking stronger. Also, my Hero
had now earned himself an extra point of
Strength. That should mean even more
experience for him in the future (I hope) as
he can kill enemy troops more easily now.

Nick proyes he’s the worth of any Numenoréan of old.

Nick gathers the men of the South about him to repel the armies of Sauron.

GAME ONE (Harad) We played The Battle Standard scenario. This was short and
painful. After being pin-cushioned for a few turns the Ichthilien Guard was sorely
defeated. I blame it all on Volley Fire, I really do.

* Post Battle: The Rangers were out for the next game but I gained two Knights of
Minas Tirith and an additional bowman, so it wasn’t all bad.

GAME TWO (Isenguard) With hope in our hearts, the Ichthilien Guard made ready
for battle. I'd hoped to whittle down the Uruk’s numbers with bow-fire, but this was
ineffective. After the Uruk’s bows felled my Knights it was pretty much over. Bah!

* Post battle: I lost one Spearman and two Warriors of Minas Tirith were out of the
next game. Luckily, my Knights made a full recovery. I gained another Guard of the
Fountain Court, a replacement Spearman and a Warrior with sword and shield.

You shall taste manflesh!

) Christian tosses another Gondorign on the barbie.

Favoured by the White Wizard, Christian’s band of Uruk-hai continues to grow.

GAME 1 (Orcs): My little warband squared off against the numerically superior
forces of Guy’s Orcs. We played the Rescue scenario. To cut a long story short, the
Orcs received a beating and my warband ended up being a bit larger than before. Guy
rolled lots of 1's for his recovery rolls, He wasn’t happy.

* Post Battle: My Warg Rider now has a shield. For reinforcements I got one Orc with
a spear, two Wildmen of Dunlending and three Uruk-hai with shields!.

GAME 1 (Gondor): This game against Nick was a tougher one than the last, up until
the point the Uruk-hai got into close combat, then they started doing some real damage
and I pulled off another win. One Dunlending didn’t make it though. Oh well, plenty
of Uruk-hai to fill in for him!

* Post Battle: My reinforcements were another Orc with a spear, one more Uruk-hai

with shield, and two Mordor Uruk-hai — a big improvement on last month.
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_BY ANDY HOARE

WHAT IS, CHAPTER APPROVED?

. Chapter Approved takes a look at the i

e Warhammer 40,000 game and its rules,
mlruducing new scenarios, weapons, rules

. and army list entries of all types. It also

acts as a forum for dedicated players of

Warhammer 40,000 who have produced

inspired, well thought out and just plain.
~hrilliant-additions to the game. If you've .

got something good for Chapter Approved

then write to us atthe address given here. . «

" oy - ” o o ™
Note: Please don't include rules gueries

etc, with your letters, as tifg \mlume of
mauhmeans that in mosl cases we won't be
.~ahle to send individual replies.

Chapter Appruved
Games Waorkshop
W|llnw Road, Lenton. *
Nottingham

~. NGT 2WS, UK~

Welcome once more to the column the Emperor reads upon his Golden

Throne. This month, the noted heretic and suspected mutant, Scrivener Hoare,
brings us details of the many and varied types of Abhuman to be found
throughout the Imperium. Be warned though, read his scrawlings at your own
peril, for the Ordo Hereticus have eyes everywhere!

@ he purpose of this Chapter
Approved is to explore an area of
the Warhammer 40,000
background that has been around since the
earliest days of the Rogue Trader game, and
has been touched upon in several places,
but hasn’t really been explored in recent
editions — that of Abhumans. Now, when we
think about mutants and such in
Warhammer 40,000 we tend to either think
of the established types — Ratlings and
Ogryns, or we think of the tentacle-waving
degenerates we see in The Lost and the
Damned armies.

What I'm going to-look at are the more
stable types of mutant to be found within
the Imperium — not the guys with horns
sticking out of their foreheads or tentacles
for eyes — those are the province of Chaos,
but something all-together more subtle,
though just as interesting.

Abhumans represent a fertile area for the
hobbyist, and so this article presents
background, rules and hobby advice to
inspire you to include them in your games.
The most appropriate place
for Abhumans is
within the' ranks of Py
the Imperial

Guard, and the Regimental Doctrines system
presents an ideal way of adding them into
your armies.

When playing these new units, keep in mind
that whatever conversions you come up with,
it should be clear to your opponents just
what each represents. A moment spent
before the game begins making sure your
opponent is aware of
the mutations is far
better than an
argument erupting
mid-game!




MUTATION IN THE IMPERIUM: :
Since the colonisation of space began human
populations have been exposed to all manner
of extreme environmental conditions: Most
long-established human worlds have
populations with distinctive physical traits,
such as a dominant hair colour, body shape
or height. Extreme cases of physical
adaptation have produced mutant populations
that are no longer human. Some are so
heinously.corrupt in mind and soul that the
Inquisition considers them too dangerous to
live, and ruthlessly purges whole worlds.

The position of mutants varies within the
Imperium from world to world. On many
primitive worlds they are slain as soon as
they are born. On more technically advanced
worlds they may be permitted to live, but
rarely enjoy the rights of the world's other
subjects. On many worlds they are
segregated from the normal population,

outlawed, or forbidden to live in certain areas. ’

Generally speaking, they form a huge
downtrodden portion af the Imperium. Their

dissatisfaction occasionally erupts as
rebellion and revolts allow the mutants to
take control of planets or even groups of

planets for a short period. Usually, however,

retaliation is swift and merciless.

Mutation is widely regarded as a mark of
deviance that should be suppressed.
However, some mutations are not
immediately apparent, and in such cases a
mutant may rise to a-position of sacial or._
military-prominence. When this happens
individuals may-be powerful enough to
maintain their position despite a generally
known or widely rumoured -mutation. -

WARI-[AMM ER
40 000 |
ABHUMANS ;
Abhumans are creatures evolved from human
stock, but changed or mutated to a greater or
lesser degree. They differ from ordinary

mutants in that they conform to a —y
recognisable physical standard, breed true _
and are no more prone than nofmal humans | 1
to further mutation. There are many millions & L.
- of these creatures living within the Imperium, 3

and they are tolerated or exploited by the
authorities very much like the rest of the
population. It is rare for Abhumans to reach
positions of power within the Imperium’s
hierarchy,.and many forms arg'stbject to
popular derision, fear or prejudice. They are
recruited into armies, fleets and other

services (although:not the Space Marines). In -
the Imperial Guard they are often placed
within distinct formations, and segregated . . J{ ..
from human warriors. e S

USING ABHUMAN DOCTRINES - .- ~ ;
In order to use any of these Doctrines, you 2
must first use a single Doctrine Point to gain
access to them. This Doctrine is.called .+

‘Restricted Troops: Abhumans’. You may then -
spend any number.of Doctring Points on i
further Doctrines, including as many 3 o
Abhuman Doctrines ds you like, subject to'the -

<. restrictions listed in each. The fact that you . - :f""

must first take Abhumans as Restricted ~*

“Troops is intehded to ensure that your force ~  §
‘is heavily themed in that direction.

T
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ALTERNATE REGIMENTAL ORGANISATION DOCTRINE: FERAL OGRYNS -

any high-gravity worlds within the

Imperium are home to Abhumans
known as Ogryns and these have provided
front line troops for the armies of the
Imperial Guard for millennia. The populations
of some worlds, however, are so debased and
primitive as to be of no other use than as
vicious assault troops, the planet having little
glse to offer the Imperium. Ogryns native to

| these worlds have been left to develop their

own warlike society that many view as little
better than that of the Orks that plague the
galaxy. In times of crisis, Imperial landing
craft will descend upon these feral worlds
and capture several tribes, taking the Ogryns

to fight upon battlefields many light years
away from their homes. In combat, feral
Ogryns are a terrible sight to behold. Very
few Imperial Guard officers will even try to
teach them the relatively complex operation
of a Ripper gun. Instead, crude but deadly
close combat weapons are hastily

manufactured for newly raised regiments,

. thus allowing the Ogryns to perform in

combat as they know best. Once in battle, the
Ogryns are almost completely uncontrollable
and so they are used sparingly, with just one
or two squads being assigned to any one

‘action alongside existing forces.

' Feral world Ogryns form the bulk of this régiment, with regular Imperial Guard troopers
acting as provosts and as long-range support upon the hattiefield. At a cost of +5 points~

' per Feral Ogryn model, Ogryns may be taken as Troops in the army. These Ogryn squads

. replace their standard armament with.an additional close nomhat weapon and do not
have access to a Bone’gad or a lransaorl vehtcln ;

Gabrio Tolentino: My Ogryns are based on
the new Warhammer Ogres, so the first
detail that had to be converted was the belly
plate. Looking through my bits box | found
the best and most obvious thing that would
cover up the hole — tank hatches.

| left the standard hand weapons as
specified on the list, but | wanted the
models to have a more futuristic look. The
helmet for one of them was therefore an
obvious choice, to do this | painstakingly
dug out a Terminator shoulder pad (the new
plastic Terminators with detachable
shoulder pads make this much easier!), and
stuck it on the head. On the second one |
made a shield out of another tank hatch,
simply sticking it on one arm. Findlly, | took
great care in scarring and riddling the metal
with bullet holes. The last detail was two or
three plastic purity seals each taken from
the Space Marine sprue.

he populations of many worlds within

the Imperium live out their lives in near,
or sometimes complete darkness. Some
planets are only inhabitable on their night
side — the opposite surface being exposed to
the full force of the system’s star. Other
populations exist underground, the surface of
their world being uninhabitable. Throughout
the millennia, technology may have regressed
due to ignorance, isolation or natural
disaster, and the population may have
altered, either by design, through
unsanctioned genetic manipulation, or by
accident of nature. Such populations are
considered mutants by many, for they may
sport bulbous eyes adapted to the dimmest
conditions, or they may have only vestigial
eyes, other senses entirely compensating for
near or total blindness.
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Andy Hoare: | used Green Stuff on the
miniature’s face to obscure the detail of the
eyes and nose, suggesting that this
particular strain of mutant has developed
some other method of perceiving its
surroundings — perhaps using some form
of sixth or other esoteric sense.

! Guard Inlantrv units may be iaken as N|ghlsnlers for a: cust nl 10 pnmis per unit.
. Nightsiders have the Acute Senses special rule (see the Hmversal Speclal Rules section

of the Warhammer 40,000 rulebook):.




NEW SKILLS AND DRILLS DOCTRINE: SLAVE LEVIES -

WARHAMM ER
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ﬁ'[ any worlds harbour an oppressed
underclass of mutant workers, beings
whose continued existence is only justified in
the eyes of the Imperium by their ceaseless
toil. Whatever quirk of genetics gave rise to
such mutants will have been exacerbated by
generations of backbreaking labour, exposure
to hazardous environments and filthy living
conditions. The result is a malformed
creature, deemed entirely impure by the
authorities of the Imperium, and fit only to
serve as a slave. But a certain level of natural
selection is often at work, meaning that,
though misshapen, the mutants are
tremendously tough and resilient. -

It is not-unknown for such mutants to be
levied by the Munitorum, to f|ght for the.
Imperium that hates them so. This is
normally an act bordering on desperation on
" the part of the Imperium, for the teachings of
the Ecclesiarchy hold that it is the right and
responsibility of the pure to fight the foes of
Mankind, and this certainly does not apply to

: + the mutants, Such a force will often be

accompanied by a great many Preachers,
extolling them to acts of sacrifice in order to
atone for their sin of imperfection and attain a
measure of the Emperor's forgiveness, .

Andy Hoare: Slave Levies should appear
misshapen and mutated, but not to the
extent of a follower of Chaos, so for this
conversion | turned to Adrian Smith’s
illustration of the character Quovand:us
from the Inquisitor game. This character
has-a stooping, hunchbacked gait that |
hoped to rephcate :

The parts | used came from three plastic
sets, and using these you should be able to
make a fair number of levies, bearing in
mind that, as mutants, they don’t need to
“be identical or use the exact same parts
each time. | used a torso from the Ork Boyz
sprue,.arms from the Catachan Jungle
Fighters sprue, and legs from the Cadian

- Catachan head W|th some Green Stuff

Heavy Weapons sprue. The kneeling legs.
helped to accentuate the hunehpacked Ork
torso, and it took just the addition of a*

around the jaw, and a roughly sculpted
hood to finish the model off.

The regiment consists of slave-troops levied from the industrial §Iave foumdries. of @

. manufactory world, or from the world farms of an agri-world. Imperlal Guard Inlamry
| squads (not any other types of 'squad) may be taken as slave levies for a cost of 20 points
| per unit. Slave levies are subject to the Feel No‘Pain and: Slow and Purposeful special
| rules (see the Warhammer-40,000 Universat-Special Rules Section).

- @ Units taken as_Slave Levies may hbt;lalfe any pther Dooctrines.

NEW SKILLS AND DRILLS DOCTRINE: AFRIEL STRAIN

Andy Hoare: Representing Afriels is more a

matter of deciding on an appropriate paint

.| scheme than undertaking conversion work,
- but there are a few elements that | wanted
to include with this model. Firstly | needed
to represent that fact that the Afriels are all
albino, meaning that the model would
benefit from exposed flesh and hair. To this

“end. | used the arms from the Catachan
sprue. However, when it came to the head,
I'wanted one that:looked a liftle more
‘techy’, to represent the fact that the Afriels
are provided with the best equipment. A

;head that had this feel, as well as hair, is

: fhe sergeants head on the Cadian sprue. |

. Guard Vehicle Accessory sprug; a Catachan

* Heavy Weapons sprue for the rest.

14

used the standing legs from the Imperial

torso, and-a hackpack from the Cadian

The reglmem represems arare example of lhe Afrlel Slram |ts warriors genetlcally
; engineered from the DNA of one of the Imperium’s great lieroes. Any Guard Infaniry unit
may be upgraded at a cost of 5 points per unit, and will Eenelit from the And They Shall
| Know No Fear-Universal Special Rule However; these warriors inspire a particular.
Iuaihmg in other bemgs ‘and so all enamles count ihem as Preierreﬂ Enemy.

@ Afriels may not iake any ulher Abhuma D nlrmes

.~ ®-May not be comhmed with Dle hards, Iru Discipline ot Chem mhaler

@ A force containing Afriel Strain Abhumans may not take Pnesls ‘or any allies drawn
from Codex: Daemonhunters, Codex: Witch Hunters (especlallv'} or lrnm Codex:

T Allen Hunters (when it is written)

ittle is known of the soldiers created

during a shadowy experiment process
referred to as the Afriel Strain, except that it _
was an attempt to use genetic material from a
number of the Imperium’s greatest heroes to
capitalise on the characteristics that made
such men and women great. It is rumoured
that the legendary Macharius was the

‘greatest of the men who was replicated in

this manner, though, in common with all }
such instances, details of the warriors created
are suppressed by the highest order.

Though the Afriel Strain is, or was, an
attempt to create the perfect soldier, it has
invariably failed. For no reason that their
creators can ascertain, the Afriels appear to
attract the animosity of other warriors, and
suffer from the most appalling bad luck. In
each case the Afriel Strain has been fielded, it
has met with a period of success, for its
soldiers are undoubtedly superior, followed
by a rapid decline and the destruction of the
regiment. Nonetheless, whoever the creators
of the Afriel Strain may be, they continue to
experiment, fielding their ‘perfect soldiers’
across the war zones of the Imperium.

Afriels are universally albino, with pale hair,
alabaster skin and colourless eyes, something
which only provokes the dislike of others.
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NEW SKILLS AND DRILLS DOCTRINE: HOMO SAPIENS VARIATUS

any terms are used to describe
"§§ mutations of the human stock which Andy Hoare: This conversion of a ‘beast’ is normally associated with Imperial
combine the appearances of humans with very simple, and uses components from Guardsmen'’s uniforms, again to downplay
something altogether more bestial; degens, only two plastic sprues — Catachan Jungle the whole Beastman thing. This is a matter
“beasts, and twists being common names Fighters and Beastmen. One thing to bear of personal preference and balancing off 3
used to describe a large range of mutations. in mind when converting Beasts is that they the conversion with the paint job — a less
All types of Beasts do not necessarily look are not ‘Beastmen’. The guys with the “extremely converted model could handle a
alike and different traits can manifest horns and cloven feet fight for Chaos, and more adventurous colour scheme, and
themselves, but apart from this they are the Imperium tends not to be too tolerant vice versa.
genetically fairly stable, and are considered to of that sort of thing in its armies. So | only
be a form of Abhuman rather than an used the Ungor head on a Catachan Jungle
unpredictable mutation. In temperament, as Fighter's body, with a few other Beastmen
well as appearance, they are often bestial, accoutrements. However, it would be -
having a reputation for aggression and perfectly appropriate to use a few more of
indiscipline. Units of Beasts in the Imperial the Beastmen components, so long as you
Guard are regarded as useful fighters, and are don’t go over the top with it. The most
ideal for suicidal assaults where brawn rather important thing is to avoid cloven hooves!
than brains is required. Other warriors dislike
them as they are rowdy and unsanitary. When it came to painting the model, |

deliberately kept the colours to those

] Many Beasts serving in the Imperial Guard
are forced to proclaim their loyalties by the
conspicuous wearing of purity seals and 3 MY R T WO e e L e ST

devotional scripts, to avoid being taken as The regiment has attached to it-a numher ul bestlal mutants of the Hnmn Sapiens

_ A servants of the Ruinous Powers. It is known Variatus strairi. These are gathered into a large group (nﬂen referred to derisively as-a -

© W that the more extreme of mutants in the ' ‘herd’ by normal Guardsmen), and pointed at the enemy and Jet loose. This Doctrine is
" service of the Great Enemy tend towards . applied to Conscript Infantry Platoops.(so vau‘ll need the'Conscripts doctrine also), at a

=~ M gross physical mutation, sometimes cost of +30 points per Conscript Platoan and'ir grants the members +1 WS; as well as

displaying horns, cloven feet and even the ' the Furious Charge ahlllty (see the Warhammer 40 u[lll Unwersai Special Rules section).
<« W faces of goats. Such mutants are considered ) :
unacceptable and destroyed on sight.

o NEW SKILLS AND DRILLS DOCTRINE: SUBS
o :
AN :
- here are mutants at large within the
Imperium that, altheugh of stable Andy Hoare: This simple conversion was
genetic stock, are so physically abhorrent made to suggest the'mutant wag ugly
_that they are forced to live entirely separate without showing the face. | achieved this
“ from mainstream society and to hide their using a Steel Legion miniature, snipping
‘;y i swollen faces behind filthy shrouds. These off the top of the helmet and covering the
| creatures form an underclass, often forced to head with a cloth made from Green Stuff.
> 1 live in the unpopulated wilds, and are

,,'- frequently the subject of brutal pogfoms by
d zealous preachers. Such mutants are often
% forced into criminality, and become easy prey
for those who would whisper the lies of the
d Ruinous Powers. Though rare, the Imperium
has on occasion utilised such creatures as
soldiers, treating them as expendable and
caring nothing for their survival past their
{ first engagement. Little wonder then that
such beings turn to Chaos, for Humanity has
rejected them entirely.

Subs may be applied to Conseript Plalouns (yuu will need the dogirine that allows access
to this troop type), at a points cost of +30 per unit. Shooting enemv units may always

' choose fo ignore the Subs if they are closer than an intended: non-vehicle target; but.if the
enemy trace a:line of fire through the Subs, the target receives a 5+ Cover Save. In 2

. addition, so fearful are the Subs of the wrath of their masters should they flee that they
~ will never fall back as a result of failing a Morale check from ! Shooting casualties -
| instead they hacume Pinned. While® thay are Pmned uther units-receive no Cover Save.
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NEW SKILLS AND DRILLS DOCTRINE: GLAND WARRIORS

hen the forge world of Dantis. Il was

invaded by Tyranids, Imperial Guard
regiments from the nearby world of Lostok
were drafted in to combat the menace. The
surface of Dantis |ll was heavily polluted and
the infestation of Tyranid organisms made
fighting.outside the factory-complexes almost
impossible. A few companies of the Lostok
23rd were modified by the Techpriests to
fight in the hellish war zone, incorporating
many organs and drug-secreting glands that
enabled them to survive unprotected, as well
as boosting their combat abilities. Only a
handful of Gland Warriors are believed to
have survived the conflict, which saw the
Tyranid swarm repulsed from Dantis I11.

The processes by which the compames of the
Lostok 23rd became Gland Warriors are :
understood by only a few Techpriests, and
“are rarely utilised, for the Inquisition
invariably take an interest in the use of such
technologies. Nonetheless, a number of
regiments have been subjected to the
process, and can be found across the galaxy.

. Various units w1th|n the reglmenl have
heen altered by the big-genetors of fhe
Adeptus Mechanicus, turning them into

| Gland Warriors. These troopers have a

| wide range of artificial organs implanted

| into them, including glands that secrete
a potent cocktail of combat drugs such
as trenzan and ’Slaught into_the .’

' I warrior's svslem enhancing his

. capabilities, though often at a price.

8 Guard Infaniry units may be upgraded (]
| Gland Warriors at a cost of +15 points
per.unit. Gland Warriors benefit from lhe
| Universal Special Rules Fleet rule.

- However; should the result of the Fleet

) roll be'a ‘6’, one model is removed-as a
g casualty from the unit as his'system is
' overcome with the drugs dispensed hv
ms arllfmla! glands.

VETEHANS OF THE LOSTUK 23HD
' If you wish to field an army that = "
" represents the Gland War Veterans of
. the Lostok 23rd, then use the following
.~ Doctrines, Be sure to ' model your
8 warriors to give some clue that they are
&8 Gland Warriors (see hox right).

| ¢ Preferred special (ueapun Flamer'
; / : * Preferred heavy weapon: Heavy halter

® Fleslrwted lrnops:{ hhumans
@ Gland Warriors 0 7
® Hardened Fighters :

®. Xeno-fighters (Tyranids) -

@ Veterans

® Warrior'Weapons

e
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Gareth Harvey: | took inspiration for these
two conversions from Karl Kopinski's and
John Blanche’s illustrations from the
Inquisitor rulebook, which depicts the
Sergeant Stone character and a female
Imperial Guard veteran. The male is based
on a Catachan Jungle Fighters officer —a
miniature that | chose because it has hoth
the bionic enhancements and the
multitudes of pockets and pouches you see
in the Karl Kopinski piece. The only
conversion work this figure needed was to
replace his right arm with one holding a
stave, which | got from the Warhammer
mounted Slaanesh Lord miniature.

For the second miniature, | used Rocket
Girl from the Shaeffer's Last Chancers set,
replacing her rocket launcher with an
Imperial Assassin’s sword arm giving the
model a martial pose.

Both miniatures are painted in a
combination of greens, mixing Camo
Green, Catachan Green and Kommando
Khaki for a fairly rough-and-ready look | felt
was appropriate to the unit. This was a
quick and easy job, so easy in fact that I've

War Veterans, and I've promised Andy a

]
decided to work up an entire army of Gland %:
game in a couple of months. & -
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i‘n this month’s Battle Report we get to see how Christian’s ‘Will of Iron’ Iron Warriors fare. Holed up in
a well-fortified bunker complex, Vathek’s small force of Iron Warriors defies the will of the Emperor of
B Mankind. A valiant force of Space Marine Salamanders has been tasked with ridding the taint of Chaos
B from this position and cleansing it utterly. Will Fire win against Iron or will the forces of Chaos endure?
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UNKER ASSAULT

The defenders have established a fortified
defensive line of bunkers, trenches and
pillboxes. The attacker must assault the

strong points and capture o{ﬁ&étroy them. ~ 7~

SET-UP -
Both players roll a dice, the player that
scores highest chooses which long edge
he will deploy on.

The defender’s deployment zone is up to = |
18" onto the board. He may set up R
fortifications anywhere in this zone and must
include at least one bunker. Bunkers must be
F placed at least 6" from any table edge. '

The defendar deploys any of his Troops A ;
‘and HQ units in his deployment zone. HPI o
“ does not have to deploy all, but must dapIQy" . o
_ at least one. All bunkers must be manned. . - §
_Any units not deployed are in reserve.
A The attacker deploys his entire.army up
to 12" onto the tabletop from his own
board edge.

The attacker resolves his preliminary

bombardment. S
‘ . o £ B
. A PR R . Roll a D6. Highest score may choose . §
'".“s MONTH'S ARMIES i W { 3 ) A whether to go le'St or second.
¢ Two armijes whose slrengths are nui entirely dlsmmllar Both are Spane Marmes of a sort, - :- : : |
. and both have aceess to some serious firepower. ; Resarveg: The dofenders-raserves move on
from his table edge.

' Salamander Slrengphs' SEA R AR Ty Imn ‘Warrior- Slrengms A R “Game Length: Six turns .
Able to take two Special weapons.. # Able to take 1 extra Heavy Support slot. - ; '
Space Marines in general can equip w « Gan take a Basilisk and a Vindicator;, MISSION OBJECTIVE

* 1 “Multi-meltas, capable of gasily levefling.~ £ » =Multiple Obliterators. 4 : Victory is determined by Victory Points. Extra

! . bunkers within-12". — .- f .+ Siage Specialists veteran skill make ‘them Victory Points are earned by control of the .

! '» ‘And they shall know né‘fear’ s fearless in any fortification, plus they add bunkers placed on table. Each bunker is !

1 Have ihe optlon of an'extra turn on 41- "‘ one to Penetration rolls versus bunkers. worth Victory Points equal to the points limit

i A of the game divided by the number of

Salamander Weaknesses i . Iron Warrior Weaknesses. bunkers in play (so in a 1,500 point game I
[ Limited Numbers . ' /" #Limited numbers. with three bunkers, each bunker is worth 500
S s No‘Daemons., points). A bunker is held if it is occupied by
he extra turn can be taken by oppoﬁent |f A Don’t rally-like Impenal Space Mannes at least one scoring Infantry unit and there
ﬂ . the Salamanders don‘t want it. s ; i are no scoring enemy infantry within 6" of it.
E THE WHITE DWARF SAYS. .. : : ; ey ! At the end of the game, add up Victory &N

l The Salamanders are going to have to-move rapidly in the first few turns before the Iron Points. The highest score wins. !

_f Warrior armour amrives, If the Rhirios are destrayed too quickly the Space Marines will be SCENARIO SPECIAL RULES

stranded in.no-man’s land: The Iron Warriors need to. weather the first few turns until Deep Strike. Fortifications, Infiltrate, Preliminary

Bombardment, Reserves, Victory Points.

: reir]forcements.arr_i\,"e, then it’s down to the dice rolls...
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Mike: The Iron Warriors
have always given me a
sense of dread as they
can easily out-shoot me —
not a good thing for an
army that relies on
firepower. So, imagine my
annoyance when | was
informed that I'd be
fighting my arch -nemesis, that they'd be in
fortifications and the scenario was Bunker
Assault. Gulp!

However, upon consultation of the rules for
Salamanders in the new Codex; Space
Marines and the Bunker Assault scenario,
things began to look a little less bleak.
Although Chris’ Iron Warriors are Fearless
when stationed in fortifications, my
Salamanders now have an improved Initiative
of 4, | get loads of melta weapons and | could
make use of the assault cannon’s exciting
new Rending special rule.

For this mission | needed firepower to breach

the bunkers and some fast moving troops to
go in with bayonets. Alas, my army doesn’t
[include any Fast Attack choices (I was
wishing | had them). Instead | took one
Tactical squad led by a Veteran Sergeant in a
Rhino and armed for close assault with two
meltaguns, which | took as part of the
Cleanse and Purify-trait. Accompanying them
~was a Devastator squad in a Rhino armed
with two multi-meltas. If | could get them in
~close range, they would breach the bunkers.

Supporting fire came from two small Tactical
squads, each with a laseannon and a Predator
Destructor. Lumbering slowly toward the
-enemy was a Venerable Dreadnought with

“ assault cannon. My secret weapon was a unit

;| of Terminators. | planned to Deep Strike these

Elites using the Teleport Homers carried by
| Sergeant Rhoecus and Captain Ultor.

In Bunker Assault Christian could only deploy
his Troops and HQ choices on the table and
every bunker had to be manned. The rest of
his force would arrive as Reserves. Therein
lay my best chance of success.

| would lay down a withering hail of
suppressive fire that would breach the
bunkers. In doing so, | hoped there would be
little resistance left by the time my Tactical
squad arrived. Then Devastator squad Tullius,
Tactical squad Rhoecus and Venerable
Dreadnought Chiron would hunker down in
the rubble and defend their position
vigorously against Christian’s inevitable
counter-attack. The covering units would use
1 their 48" range to snipe at Christian’s
reserves as they arrived. Hopefully Terminator
Squad Barak would arrive in time to bolster
my forces where it was most needed.

48 FIRE AND IRON

The Space Marines of the Salamander’s chapter excel at close-range warfare versus heavily
armoured targets. For this reason they are ideal for taking out the Iron Warriors' bunkers. -

SALAMANDERS SPECIAL RULES

« Cleanse and Purify — allows one member of a Tactical squad to replace their missile
launcher with a flamer or their lascannon with a plasma gun or meltagun.

s Never Despair — the Salamanders may request an extra turn-which will come into effect if
“the player can roll a 4+ on a D6.

* Eye to Eye — may only take a 0-1 selection in total from the following list: Land Speeder
Squadron, Attack Bike Squadron, Bike Squadron.

« ‘And They Shall Know No Fear..." - as they are Space Marines, whenever the

Salamanders are forced to Fall Back they will automatically regroup at the end of that move
or if they reach the edge of the table.

SECRET WEAPON: TERMINATORS

Squad Barak comprises of 5 Terminators, tooied up to take on the heavy vehicles that will no
doubt make up the bulk of the Iron Warriors’ arsenal. They are all armed with power fists
which give them a hefty Strength of 8, making them capable of destroying even Armour 14
tanks. They are also Tank Hunters which adds +1 to their Armour Penetration rolls.




7 Space Marines ‘Tactical Squad
Bolters, 2 Meltaguns (+25), Frag Grenades (+6)
Power weapon ( +15) ‘Storm Belte +9), Telepm‘t Hom 7 Veteran Sergeant Rhoecus
(+5) Frag Grenades: +1) Krak Grenades (+2) Melta Bombs (+5) ~Terminater Honours(+5), Bolt pvstol Master-crafted Thunder
ELITES ; j Hammer (+45), Teteport Homer (+5), Frag Grenades (+1)
Rhino (50)

|5 Terminators ‘Squad Barak (200)
Power fists, 2 StormBolters, 1 Assault Cannon i :
-1-Heavy Flamer (+10) Tank Hunters (+15) iz 'HEAVY SUPPORT

Sergeant Barak i ; g 7 Devastators ‘Squad Tullius’ (105)

" Storm Bolter and Power Weapon e . Bolters; 2 Multi-Meltas (+40)

Vengrable Dreadnought ‘Chiron’(105) .:..... 4 14apts +Rhino (50) - : :

|~ Assault Cannon, Heavy Flamer (+10), Venerable (+20) Extra too % Bxtra Armour (+5), Smoke Launchers (+3)

- Armour (+5), Smoke Launchers (+3) ; .+ “Vlulean's Enforcer’; Predator Destructor'(100)

" TROOPS ' i e * Turret Autocannon, Lascannon side.sponsons: (+25)

Sspace Marmes ‘Tachcal Squad Nestor’ (75)
Bolters, Lascannon (+15) 5

& Spane Marines ‘Tactical Squad Alexis’ (75) ..
Bolters,. Lascannon (+15)

Extra Armour (+5), Smoke Launchers (+3)

>5id _ www.games-workshop.co.uk/spacemarines 49



The Iron Hammer

Power Sword (+30):Bion (+5) Frag Grenade:, {+1), Splky Bits
- (+10), Servo-Arm (+30), Daemonic Aura (+15), Daemonic
Strength (+10) Daemomc Resmence +1U) :

ELJTES A RS .
1Dbllleralur SRR TR g Ve e A

; 1 Dhlltera!ur

. TROOPS:

7 Chiaos Space Mari

-Mark of-Chaos Undivided (+7); Bolt Pistals,

, . Close Combat Weapons and Frag Grenades ( 7)

—Kheldolh ‘Aspiring Champion (+13) .

. ‘Bionics (+3), Power Fist (+15), Bolt Pistol

' 7 Chaos Spane Marlnes ‘Squad Andrus’ (98) ..... )

{ Mark of Chaos Undivided (+7), Bolters, Close. Combat Weapons
and 2 Plasma Guns (+20)

50 FIRE AND IRON

s “Shuad Kheldoth'(9 AR 145 ts '
! ‘ W5 g g {3 Dakrnlh Chaos Dreadnought (75)

- Dakroth -

-Andrus, Aspifirib Champion (+13}

Bionics (+5), Kai Gun (+25)

HEAVY SUPPORT
5 Chaos Havocs (70)
Mark of Chaos Undivide Taﬂk Hunters (+185),
Bolters and Close Combat Weap_ons 2 Autocannons (+40),
2 Missile Launchers (+40) i
The Iron Hammer, Chaos Vindicator(125) ...
Demolisher Cannon, Daemonic Possession (+20),
Parasitio Possession (+20), Mutated Hull (+30),
Smoke Launchers (+3)

Plagma Cannon (+40), Extra Armour {

Chans Basilisk (100)...............
Indirect Fire {+25) Extra Armour

..1,251pis




e fin

- Havocs

THE WILL OF THE IRON WARRIORS

- The [ron Warriors are adept at siege warfare. They are highly proficient when attacking
| fortifications a.r.m bunkers Qrwhen defending them, so they'll be tough to crack.

 Iron Warriors Special Rules e
. Siege Speclallsts the Iron Warriors gam +1 to their Armour Penetration rolls against
bunkers. More importantly i in this scenario, they are regarded as Fearless whilst occupying
a bunker:
_* Obliterators — they make-extensive use of Obhterators so the normal 0-1 umt tlmjtatmn
does not apply to the Iran Warriors.
* Heavy Suppnﬂ may take one extra Heavy Support optlon in exchange for two Fast Attack
_-choices. o
2 Armlew are anowed to include 0-1 Basilisk and 0-1 dewator as Heavy Support choices.
» Mark of Chaos Un‘dwlded ailaws all Iron Warriors to re-roll all failed Morale checks.
KILLER COMBO: WARSMITH VATHEK
Vathek is terrifying in close combat. With an extra close combat weapon he has 4 Attacks (5
on the charge). The Spiky Bits and Master Crafted Power Sword allow him to re-roll two of
these Attacks. He also has Daemonic Strength, so he has Strength 5 and he also has an
extra Attack from a Servo-arm which hits at Strength 8 on a 4+.

E

. he is worth a lot of Victory Points, sd {'d usé"'

* easily. My troop selection consists of an

 WARHAMMER
= 49.000"

RON WARRIORS

Christian: It seems like an
age since | started
painting this army. In fact
| thought that { the Iron ~
Hammer (featureti yJip &
issue 301), would be the g
last time they would grace
the pages of White Dwarf.
However Guy thought it
would be a good idea if they participated ina
Battle- Report. The only problgm Was that the
Iron Warriors were still a hit undermanned.

So it was time to add some Obliterators, two -
should help the cause nicely. If anyone has =
read the Will of Iron series detailing the
army’s creation then what follows won't be -
anything new. The scenario did call for afew
tweaks to my selection though.

l'.

First up was Vathek, my Lord. | kitted him‘0
to be a real bruiserin close,combat, butas
there are three bunkers up for grabs he -

would bealone for most of the: ‘game. He is ;
however qlite capable of dealing with one of *
Mike's Space Marine Squads or maybe even
his Terminators. That's a bit risky though, as*

him to pick on squads that he can butcher

: assault-orlentated squad led by aspiring I y
champion Kheldoth (armed with a powerfist),
they usually accompany Vathek, but not in
this fight. The second unit is led by another .«
champion, Andrus, carrying the Marine- . f'-' ;
mauling Kai Gun. The squad also carries two ~ Ji =
plasma guns. These guys will be a serious
headache, potentially able to take out the {
Rhinos, leaving the Salamanders in the open
and far from their objective. !

The rest of the army are made of Heavy
Support and Elite-options. The Elites being

~ the two newest additions to the army,

-Obliterators. | usually take a full squad of
them in my Black Legion army, so | have a i
good idea of what they can do — a lot. With
The Iron Warriors having the 0-1 restriction
on them removed, | can split them into two .
units to maximise their nuisance factor. My |
four Heavy Support choices consist of the
Basilisk (which would hide in plenty of
cover), some Havocs, which would have a
diminished role in this game, as they would
be most effective in taking down vehicles, in
particular transports, early in the game.
Having the Tank Hunter skill makes
Autocannons a threat to most light and B
medium vehicles. My Dreadnought Dakroth j ¥
can provide some massed Marine killing
power with his Plasma Cannon and then
there is the other recent addition, the Iron i
Hammer, which can literally turn the game '
around should things get desperate. One
bonus is that in a bunker all the Iron Warriors
become Fearless. Wouldn't want them
running away now, would we.
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SALAMANDERS ;
Three bunkers! That meant that bmh

i B Christian's Chads Space Marine squads,’
S and his Chaos Space Marine Lord would
" have to occupy a bunker'each-With
each awarding 417 Victory Points they,
were worth fighting fer and l'was sur'a
that/Christian would do everythmg he"
:-could to slup me. getimg near’ ’(hem

i Stwkmq lu my plan, deployment was'
| _reasonably easy: Space Marine Taclical
| squads Nestor and Alexis took up
. positions in-the cover of the woods
| opposite the enemy fortifications, where
| they could both see each of the forward
| bunkers. Predator Destructor Vulcan’s
T Enlnrcer assumed a hull down position
to the right of the c:entral wood; with a
i “bead on the gentral bunker. The ;
Venerabie Dreadnought Chiron deployed
- behind the overgrown ruins. Tactical :
= W squad Rhnecus sat patlemlv in their BUNKER PROTECTION
B Rhino, ready to sweep arnund the ruins
| and approach the bunker fmm the right. Squad Andrus occupying the lone bunker are in a well-protected position. Bunkers
In the centre of the field Devastator- themselves have an-Armour value of 14 and grant a 3+ Invulnerable save to troops that
. squad Tullius sat in their Rhino, behind occupy it. Christian’s: Marines already have a 3+ save, so the bunker save is only really
' the cover.of the-wood. useful agalnst the seriously tasty weapons like lascannons and melta weapons but
b 2 3 nonetheless, it is an important advantage.-

/| felt:stre that Christian would reinforce
. his defensive positions with the two
| Obliterators, Havocs and Dreadnought. |
. reckoned his Basilisk would arrive ]
| behind the bunker complex and | thought
i he would.bring on the indestructible
& Vindicator, with the hig scary gun, in the
/ open on his’ leftiip order 1o catch meina
§ crossfire as | advanued

| So, first prmrltv for me was to fire
. .everything at the central bunker. The
¢ Chaos Space Marines in there had two
. plasma:guns and a‘Kai-Gun. These -
~ would hurt and so had to be removed,
- and quick. The options-were to shoot at

% B the troops allowing them a 3+ Cover

# B Save OR shoot my heavy weapons at the
bunker itself in the- hnpe of breaching it

- and reducing that.save'to 4+. Whatever
' happened 1 had to get moving forward .
| ‘and take that central bunker before
| “Christian’s reserves slarled to arrive.

'- hefe were just twu thmgs left to do. Mv

f rellmmary hombardment couldn’t

| target Christian’s reserves nor the

. accupants of bunkers. T had to'settle on -

| trying to destroy the tank traps in the -

|_centre of the table but spectacularly =~ ¥

| failed to even hit them. | did leave a . -~ THE IMPORTANCE OF THE IRON WARRIORS’ RESERVES
- ginematic cloud of smoke for the heroic ;
| Team-Vortex to-advance through though. In missions like this one, the arrival of reserves can be imperative. It becomes even more so°
" Christian and | shook hands and rolled for armies that rely less on troop selections and more on Heavy Support, Fast Attack and

| the iron dice of war that would decide ., - Elites choices. In this instance the arrival of these reinforcements has been factored into the - |

who was to go first. overall game plan of the Iron Warriors. There is only one unit starting in the bunkers that is
s : ‘ : able to halt the advance of the Salamander Rhinos — Squad Andrus. They will have to do %
+ It was me. It was a sign, and it was good. an exceptional job of keeping the Salamanders at bay until reinforcements arrive.
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TACTICAL SQUAD NESTOR TAKE COVER

With their lascannon, the role of Tactical Squad Nestor was to target the bunkers
themselves. This heavy weapon with its Strength of 9 is perfectly suited for this purpose.
Weapons that inflict a glancing or penetrating hit on a bunker or inflict a casualty on a unit
inside a bunker with a-Strength of 8 or higher will breach it. Once breached a bunker can
then be assaulted and the Cover save it offers is reduced to 4+. By hammering continually
with his lascannons, Michael could breach the bunkers and weaken Christian’s defences
against the onrush of his Rhino-borne units. This plan means that Squad Nestor would have
to remam stationary for much of the battle. By taking up a position in the trees they would at

“take from the Iron Wamors tanks and heavy weapnns

least gain a Cover save themselves of 6+, to reduce the amount of casualties they could /

- and raining plasma onto the enemy
. (preferably Terminators - they could
. hecome, a real problem if they showed
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i IRON WARRIORS 4 N/

| “There was litile more mr me to'dovthan

| sselect which units would sit in which

| bunker. The squad Wwith the Kai Gun

i would hold the central bunker. From that

vantage point they could pop open those

. Rhinos'and make the Salamanders slog
& it on foot. Mike Knows that so he’ll give

" them hell in the first two turns. If they

can hold that position until the reserves

- arrive | wilkbe a. happy man. *

The assault squad held the bunker on

| the farfight, protecting it and being*

. protected by it. Vathek sat in the rear

. hunker ready to charge out and bash)

" things to prevent it becoming contested.
| At this point my plans for this bunker
' revolve on the Havoes turning up onfurn
2. They can move to secure it before

| unleashing a storm of heavy weapons
fire on any enémy units that control the
first bunker. Meanwhlle Vathek can

- move across 1o join Kheldoth’s Squad in
i the right bunker. Go those dice rolls...

| | decided to.deep strike the Obliterators |
. in places that would give'Mike the -

higgest headache. That would more lhan

 “likely be near anything with a
8 lascannon. They.can also be a hell of a
£ distraction as you can't really-ignore
§ them. | plan to bring the Dreadnought on

to distract units that get too close,

' theoretically the hest place would be

around the central hunker, protecting it

up near the bunkers). | had a similar

. plan for the Iron Hammer - roll onto the

| table and chuck a Strength 10 ordrance |
et template on anything in sight. The

' ‘Basilisk | wanted to bring on in the right

orner where it would be very well
covered and out of the way of enemy.

| fire. I'd then shell the Space Marines in

| the trees for some exira Victory Poinis

. (and rid myself of those lascannons),
__hefore turning its cannon oh' other

. targets. A good plan, though evervthmg
needed lo furn up early.

BOMBAR




SALAMANDERS
. Smoke from the prelimmarv barrage still
| hung over the battlefield as Devastator,
S Spuad Tullius’ Rhino lurched towards the
~ central bunker. After travelling-at.
maximum speed they deployed smoke
- and | had to decide whether to dismount
or sty in the Rhino. A difficult decision.
_If the Vindicator arrived and shot at the
Rhino'it could easily destroy it, the
Devastator squad and Captain Ultor wnh
' _one shot.-On the other hand, if the ~
| Devastators got out it would delay their
| arrival at the bunker where | really
needed them. | decided to stay put.

On my extreme right, Squad Rhoecus’

- Rhino raced around the ruins, but kept

' the small woods between it and the
-‘enemy deployment znne in case anything
nasty arrived next turn. Alongside,
Venerable Dreadnought Chiron stomped
1o the edge of the ruins where it could
shoot at the central bunker.

- Squad Nestor un my left I:red first -

. aiming its lascannon ‘at the central

" bunker. A hit —.a bunker counts as a
vehicle with-armour 14. 1 rolled a 6, a

8 penetrating hit gnough to breach it. From

. now on the occupants would only get a
| 4+ Cover save. But wait, there's-more.
' Troops riding in a vehicle that-is
| destroyed are entangled. We discussed
¢ whether this should also apply to Troops
B occupying a bunker. It seemed perfectly
* reasonable:that:a bunker collapsing
around them would inhibit the Chaos
Space Marines and so agreed they’d
. become entangled. (bunkers count as
. stationary vehicles anyway - Guy). They
. were still Fearless, but that didn’t help.
® Entangled is nof the same as being
pinned, although the effect is the same -
no shooting next turn: Not bad for the
-~ first shot of the game..

Space Marine Sqiiafl Alexis opened up
on the Chaos Space Marines hitting
. three times and-causing three wounds;
. but only one ‘Chaos dog failed his
| “Armour-Save. Vulcan’s Enforcer pumped
. two lascannon shofs and'two-autocannon
£ ruunds in the same direction, wounding
: twme but Chnsllan s troops made their
' saves: Now | could use the. \fenerahle
. Dreadnought’s assault ;
cannon. With a deafening
| roar a cascade of shells
- hit three times, ane 6
= gausing an instant
\“wound, Another' Chaos
' Space Marine, oo slow to
. dive behind the cover of .
. the rubble, was brought ,

down -when he failed y
. his'save.
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CTURN 1.5

Michael's Rhinos were an integral part of his battle plan, for it
was the units within that would be able to contest the bunkers.
It was therefore imperative they reach them more or less
intact. This was a turning point of the battle. If Christian could
keep his unit alive long enough to take out the Rhinos and
strand their Space Marine cargo in an effective no-man’s land
without the protection of their Rhinos, then his Kai Gun and
plasma guns would rip into them without mercy and thus
seriously damage Michael's chances of getting to the bunkers
and taking them. This was something that Michael couldn’t
afford to happen, so he threw everything he had at Squad
Andrus with the Kai Gun and eventually blatted it. With the
destruction of Squad Andrus the battle’s opening moments
shifted in the favour of the Salamanders.

DANGERS OF BUNKER OCCUPATION

Although bunkers are heavily fortified, well-protected positions, there are some inherent
dangers associated with them. In the updated rules a bunker counts as an immobile vehicle,
therefore any hits which breach it will entangle the troops inside. Despite the fact that Squad
Andrus were Fearless they can still be entangled, and as such would be unable to shoot
next turn, therefore giving the Salamanders an extra turn in which to try and destroy
them without reply.

P




WARHAMMER

i IRON WARRIORS !
Well that was an mteresimg first turn
[ and for me aredlly shortone. |
Entangling Squad Andrus in the
i wreckage of the bunker was going fn
| prevent them from béing much more
. 'than targets for next round. It also :
‘meant that the two Rhinos were going to
‘get to were they needed to be with no
. opposition. On the plus side, Andru"s,x‘
- held up really well in the face of some
serious firepower, and although it was
. unlikely they would be so lucky next
turn, if they could draw most of Mike’s
' shooting next furn it would meaanal ;
. they would have effectively used up'¢
 third of Mike’s firepower for the gam N

'_?-‘The next turn could very well define the :

| rest of lhe game. If the Terminators

“turned up next round Mike could likely

| wallz into either the ruined bunker or the

. bunker on the right-{l really hope-he

| doesn’t.do this as they will completely -

§ outclass Kheldoth’s squad). Either way, | §

| was forced to concede Mike that ruined

| hunker and concentrate on defending the ¥

| othertwo. | just huped my reserve rolls |
o wuuld go well. ]
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: SALAMANDERS
. My second turn kicked off with rollmg for
my own reserves. | would've preferred- -
‘B Terminator Squad Barak not to arrive so -
& W early, but arrive they-did-on a rell of 4+.
. Ldecided'to use the Teleport Homer with
. Captain Ultor and placed the: Termmalnr
squad i in a tight bunch just in iront of -
1 Deuastatnr Squad Tullius’ Hhma which
' only moved 6" forward. | should have
maved- 12" but for some reason | didn't.
. Ithink | commented:to Christian that the
" Terminators and the Rhino next to each
. other made agreat target for the
' Vindicator. Me and my big mouth!

. On my right Sergeant Rhoecus’ Rhino

. moved forward tg take cover behind a

* small wood, and Venerable Dreadnought

| -Chiron smashed 4" through the

| undergrowth on his way forward.
Everything else in the army readied

| ‘itself for another salva at the Chaos

" Space Matines inthe central bunker.

. Team Vortex unleashed every weapon .
they could, Vulean’s Enforcer, which had
' clearly loaded rubber shells last turn,
% pounded away with its heavy guns, and
i Terminator Squad Barak lit up the rubble
. with a hail of raucous storm bolter and
| assault canon fire. After the furious
: salvofive dead Chaos Space Marines
' lay upon the scorched earth, the squad
\ wiped out to a man! Christian and |
& looked at each other in a moment of
- stunned sulence«hefere fie remembered
his Aspiring Champion had Bionics. He
might not be dead after-all and he had a
. Kai Gun! The die rolled across the table,
' he needed a 6+... 3

THE IRON HAMMER PREPARES TO DRAW FIRST BLOOD

The arrival of the Iron Hammer as a reserve could have spelled disaster for the Terminators. |«
As the Marines had just arrived via Deep Strike they could alf be hit by an accurate | *
Vindicator shot, probably destroying the majority of them. Michael took a gamble here,
deploying the Terminators in this way, hoping that none of Christian’s heavy support | .~
ordnance would arrive. This didn’t pay off but luckily for Michael the shot went wide. This
was another turning point in the battle as the loss of the Terminators could have seriously
damaged the Salamander’s offensive.

1-
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740,000,

Fdidn’t roll a siX, to:be honest whgn it
scomes to'Bionics: I have never rolled a

[ six for this army (a-fact that some |

‘ uncarmg members of the White Dwarf

' team are all too-keen to point out). But

" despite the fact that they were wiped,out. §

& -to a man and never even got a shot, ulf is

 fair enough. They managed to hang m

| there just long enough to allow the /

- reinforcements ta arrwe

In the new version of Codex: Space Marines, assault cannons are a Iot more deadly. They
are now Heavy 4 but more importantly use the Rending rule, which means any shots which
hit on a 6 will wound automatically with no Armour Save allowed. Michael had two of these
weapons in his arsenal, one on the Dreadnought and the other with the Terminators, which
‘made an absolute mockery of the Chaos Space Marines' power armour. ‘

| ,Wilh_th_a't behind me, it was time to start
. et s, uds rolling for reserves. The two most .
R e g sk | important for me were the Basilisk and B
e e ¥ 1 the dreaded Iron Hammer (I could teIth
. this point that Mike was really looking,
forward to it turning up, considering that |
his newly arrived Terminators were in.a
tight, ordnance Inendly huddle). Heh
heh heh(that's Vathek laughing, not
e). As for the Basilisk, its early arrival
. would allow me to start shelling the
¢ Salamanders in turn.3. So away I rolled.

' The Iron Hammer was arriving, but that - ' &
| was the only Heavy Support option. The " §
i ofher airivals were the Obliterators. Now - ¢
i for a little surprise for Mike.., The first - B
B Obliterator teleporied next to his

i Predafor, close enoughto use a twin

& linked melta shot, which hit but failed to -
. _do anything. The second | teleported
'~ hetween the far right bunker-and the
. Terminatoes. 1 did this for two reasons,
' the first was to slam a laseannon shot
_into the side of the commander’s Rhino
" and then engage the Terminators. The
" second was to give those two Space
| Marine squads in the trees something
| otherthan a bunker to shoot at. So he
| rocks up morphs a lascannon and. .

8 misses. Okay, so things do not seem to *
. he going fantastically well so far, but |
. still had.tounlgash the most devastating
weapon in my. arsanal —the awesome
‘ Iron Hammer. .

”Thi,s cnuldn’t have heen a more dramatic
. moment, five clumped Terminators and
me with my Demalisher Cannon.So [ .
»-:-pu:ked p the dice, cast them, getting'a,
| 6" scatter away from everything .
b fge i : | breakable. Clang! (That was the sound
ONE OF THE OBLITERATORS OUTFI.ANI(S THE TERMINATORS | of Vathek banging his head in frustration
Y 5 A = B against the Bunker wall). Oh well, there
Christian’s deployment of the Obliterators usmg Deep Strlke caught Michael uﬁawares It “are still three turns to 003 s e
was a fairly. unusual gambit as Chnstlan would've been expected to‘depfoy-them from his ; e =
| table edge to raugforce his bunker oceupying troops. However, by Deep Striking them into
the heart of the SalQmanders lines they were much more problematic and had to be dealt
“with ~immed|ately by‘Michael and so would distract him from his prmmpal objective of taking
! | the bunkers. In two positions, threatening the Terminators and the Predator. they could
s ! also cause some serious damage tQ kwo of Michael’s most povxferful units. -

BUNKERS: Chaos: !,_Su‘lu_muqdersf 0, Contested: 0

|
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. l.was caught flat: iuoied hy Chnshan g
. tactics in the second turn but | had got-

B away with it... or so I thought. If never

& B crossed my mind that-lie'might:Deep

- Strike the Obliterators. and they were _:
- now caljsing me some concern. The =

‘B arrival of the Vindicator could’have been

- terminal. If he'd have hit my

Terminators they would probably have . -

. been killed and a hit on the nearby °
. Rhino would have been just as bad. |
| had been lucky! *

- Now it was time to wreak bloody

- vengeance against the impertinent .

. Obliterators. Vulcan's Enforcer, alert to

| the presence of the Obliterator behind it

by the hiss of twin linked meltaguns

“against its hull,.quickly brought its full
-arsenal to:bear. This should be easy |

thought: Both: Iascannuns err..

“missed... Snake-eyes. Suddenly, it was

| looking dicey. Both autocannon-shells

. slammed home but Chris made hoth his

- saves. The Predator crew braced

. themselves; this was going to be bad!

1 Meanwhile, Venerable Dreadnought

' ‘Chirod ‘and Sergeanl Rhoecus” Rhino

- moved at maximum pace towards the

' rubble of the central bunker, the Rhino
popping.smoke. In the centre Terminator
squad Barak moved towards the second
Obliterator and Devastator squad Tullius

B parked jts' Rhino to block the Vindicator,
* while the sqiad disembarked under
§ cover of lhmrlranspnrl i

. I'now had awesome amounts of-
. firepower to shoot at the second
« Obliterator in the centre of the table.

; ¥ Both Space Marine Tactical sgiiads and
. the Termintators let rip. Despite.the
' ‘staggering firepower only one rending
| wound from the Tetminator’s assault

‘H cannon managed to have any effect.

With two Obliterafors still active and too
close for comfort,and a >
. Vindicator .~
‘tobhing Strength .
. 10 shells at me, | .
| was distinctly
-nervous: | also
. expected more enemy -
| reinforcements to
f.arrive and | was
| nowhere near my
. objective of taking
;_ the bunkers.
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VERSATILE OBLITERATORS [

Christian’s Deep Strike. move with the Obliterators demonstrates how versatile these
monsters are and resulted in the eventual destruction of the Predator. Though this attack
against the tank was not without risk. By failing to penetrate the Predator’s armour with its
considerable long-range firepower, the Obliterator had to weather a turn of shooting from-
the Predator’s-heavy weapons. By surviving this barrage Christian was able to shoot at the | = ..
tank again, stunning it, but could then assault by way of a back-up plan, morphing the
“Obliterator's weapons into power fists and finally destroying the tank. The Deep Strike move
\hows how dangerous Obliterators can be when they are close-up and marauding around

your lines.

DAKROTH MOVES TO HOLD THE LEFT FLANK

There were two options with the positioning of Dakroth when he came on from reserve — the. |
left flank or the centre. Christian had to risk that Dakroth could destroy the Salamander’s i
Rhino and prevent it and its passengers from reaching the bunkers, once again to deny thent .
occupation. Once out of their transport the Space Marines within would be fairly easy ;
pickings for the Dreadnought’s plasma cannon. This was risky though as if the Rhino =~ |
survived the troops aboard could get up close with their meltaguns. A central position would

allow Dakroth to take a more active role in the battle, taking on the Rhino to clear the way " ﬁ

for the Vindicator or taking on the troops aboard or the Terminators.
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40 000

| IRON WARRIORS o
. “The luck around. Warhammer World
‘must be cnntagmus I really expected
| those Obliterators fa go the way. of
! Squad Andrus, but then | also expected
| to kill at least ong Terminator ‘the turn,
. before (that's one of the great things/.-
8 about Warhammer 40,000, nothing/is
*‘certain, you just have to havea = | |
contingency plan in place). \V/
| Now for those reserve rolls. | really
| wanted the Basilisk and the Havocs. It
. was acleyer move parking that Rhino to
| blaek the Vindicator, hut it could alsn
| work to the advantage of the Havm:s\ ;
' should they arrive this turn. The Rhmn
| ‘would give them relatively safe passaga
1o the central bunker {so Mike would '
| _have {o go for that one next), bringing
| his Space Marines closer to the Iron
. Hammer and Dakroth (who would come
|\ on’in support here; should the plan work.
: . | out).That also meant that Vathek could
DEVASTATOR SQUAD TULLIUS DISEMBARK ' begin to move away from his bunker to .
| join the assault squad-in the right
Mmhael is cunnlng in his positioning of Squad Tullius’s transport vehlcle By blocking the { bunker, providing much- needed muscle
line of 51ght of the Vindicator it is effectively denied a direct shot against.the units beyand ' to that squad, should the Terminators go - &
and this is in general a useful tactic to employ with transports that have disgorged their -~ | SLLl it. So-l rolled again and on came the
- gontents. This strategy could potentially backfire, as.Christian could still target the Rhino d BHSIIISk and Dakroth, ‘
and if his shot missed then it could scatter onto the unit, who without the protection of their 5
‘Rhino would be vulnerable. It was a risk worth taking, however, for Michael as he needed: 10 | EXGBPI for the Predator, most of Mike's'
_ get his troops out of their transport so they could get into a position to be abie to oceupy - | forces had free‘reign on the left flank. If
.;the ruined bunker. . « : { | bought Dakroth on near the left end of
: : i eis 4. { the Bunkers he could serve in a support
rale in the centre. He could also take a
. shot at that Rhino.on the left and try
. -mauling the enemy Dreadnought. As
. squad Rhoecus was the one with two
. meltaguns and-a thunder hammer, |
. woulidin’t be too upset if they had to walk
 ‘for the rest of the game.The only risk
would be that he could bring the squad
' ‘with:'the meltaguns close enough to.
+ finish the Dreadnought off, but there was
| a fair chance that they might just be out
of 6" inch pain'range. | was going for it.

. The'rest of the turn bnce again helonged

to the Obliterators and the Vindicator.
he Obliterator on the right letloose a

‘*stream of plasma at the Terminators,
wotinding one, which made its

" Invulnerable Save. The other-took a shot

. at the Predator scoring a penetrating hit

. and stunning the eréw. The lron Hammer

. fired one of its siege shells into the side

of the Rhino. blocking its path with the

| ‘result of destroying its armament and
stunning the crew. At least | was hitting -

. things, hupefully next round the
wounding.would commence. In the

| ‘Assault phase the Obliterator charged
the ‘Predator, scoring a penetrating hit,
resulting in its complete destruction. !
Hooray! | killed something. Now |t unlv
could do n agam

"
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| SALAMANDERS ‘ o5 : TU RN 4

| Despite the destruction of Uulnan s o \
Enforcer when the Obliterator pushed its;;

- power fist through lhe frunlal armuur

: . unscathed. Everythmg was still an track g SQUAD TULLIUS MOVE IN

if Leould only get those pesky | ' , Through the diligent efforts of the Salamander's

Dhllteraturs_ out of _the way. B long-range guns breaching the bunker and
- Atioe s“."”,",',‘ﬂ from the Vindicator’s i ‘ destroying Squad Andrus who occupied it, the

qulh Ias_l lum, Devastator squiad TuIl[us 3 L ) Rhino bearing Squad Tullius just had to get its
| sprinted;Mto e "ﬁ'h,hle. of the hunker. 5 o Marine passengers as close to the bunker as
. Sergeant Rhoecus's-Rhino floored the { L b possible. Christian’s tactic of trying to take out the
[-aucelorgior and handorl siraight for.the v, kY, transports was a good one, dogged by bad luck, as

| newly arrived Dreadnought. It dehussed ' ' _ the Rhino with Squad Tullius was able to advance

_: :t:]:g:f:':f:::L';ﬁ:;gt"w‘;";‘;"agms - £ . unscathed at speed and could get close to the
| the two-legged mechanical beast: In the - . : pUTKerUNgRRaRed Wi his ek iove,

. centre | sidled Terminator squad Barak

' past the limping Dbliterator with a view

-to heading toward the bunker on the left
but leaving.the option open to assault
the Obliterator if | needed to. Finally

' Vienerable Dreadnotight Chiron had a

. change of heart and turned: amund to
take on'the Obliterator that was taking

i-pot shots'at my’ tmnps from-the rear:

' I really had to get rid of the Obliterator

| in'the centre-of the battlefield. | targeted

it with Tactical squad Nestor, hitting it

. with two bolter rounds, but it easily

| passed its saving rolls. Terminator
squad Barak had had enough and threw
a heap of dice from the heavy flamer,

- storm bolters and assault cannon finally

& dropping. the monster to the ground.
- Those things take same killing.

B Space Marine Tactical squad Rhoecus
_hit the Chaos Dreadnpught at close
| range with two melta guns, exploding it *
« into tiny fragments. Tactical squad

i -Alexis aimed at the-assault armed Chaos

Space Marine squad hiding in the
. bunker on the leit. I'chose to target the
; squad and not the bunker. One Chaos
|B& Space Marine looking through the vision

' slit at just the wrong time was sent to

Yo

- meel his fickle guds L

| Next turn | planned to re- -embark

. Sergeant Rhoecus and’head towards the
' Vindicator, melta guns blazing! I'd leave
'-Veneralﬂe Dreadnought Chiton to deal

- with the remaining Obliterator whilst
| Terminator squad Barak stomped

| directly towards me,--.tw'lj remaining

| bunkers. Things were looking up.
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. WARHAMMER

740,000

IRON WARRIORS. = = N
. The Dreadnought idea didn’t work too
" .well but it did leave the meltagun squad
in range for the Iron Hammer. One|
- Obliterator down (he-did draw a lot'of
| fire away from the hiinkers) and the
. other strolling around behind Mike
@8 army unscathed.”My main concern |
' ‘was that he was moving those | |
Terminators towards the right hunkérﬁ
 trying to level it with the lascannons
“hidden in'the trees. Onto reserves./

 After spénding half the game sipping.tea

" in.their Dreadclaw landing craft, the.

. Havocs finally decided to turn up. BY)

' this stage of the game trying to get them

- into that central bunker would have been | =5
' suicidal. The Devastator squad would

| chew through them. So | opted to bring
:them on on the left, placing them’in

. good positions to fire on the

| Salamanders in the bunker as well as

' the ones that had recently destroyed the: &
§ Dreadnought. | moved the Iron Hammer K
. and fired on the recently disembarked

. Space Marines, destroying the Rhino

' and killing three of the Marines.’

8 ‘The Basilisk had spent:turn three”
§ preparing its first payload which I
i unieashed onto the Tactical squad hiding
. in the trees. True to my:luck so far it
detonated somewhere in northern
Canada. (The rest of the Iron Warriors
must really be nervous ahout that
clanging sound coming from the central
bunker). | moved the Obliterator a bit
further-gut to get a clear shot at the
Rhino blocking the path between the two
. bunkers, that might help me score more
' Vlictory Points but may bring it too close
' to the Dreadnought. There was a small
" chance that the Obliterator could take. ~
B itie Dreadnought in Close Combat. It
¢ scored a glancing hit on the Rhino
| getting a crew shaken result — | wish my -
. Rhinos were this - : #
_resilient. We were
. racing towards the
last turns of the
; | “struggle and so far
DAKROTH GETS TORCHED I'had faifed to kill
p— : e o enough. Those
| With Dakroth’s failure to take-down the Rhino, Christian's fears of the squad who occupied it . bunkers were'in real
 with their meltaguns was realised. At close range, the Dreadnought's armour waslittle better | _danger of being ;
than paper and Squad Rhoecus destroyed it easily: With the benefit of hindsight, Christian’s - overrun. Now all |
second optien for the Dreadnought occupying a central position would have been better as - could'do was pray.
| afthough the Vindicator.would have been threatened by the meltaguns it could have retreated
‘ and shot its Ordnance at the Salamanders instead. The former option meant that ultimately
§ fNed RS : ‘Dakroth- had been wasted.

.-
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. SALAMANDERS \
- Leading the remnants of his squaﬂ
‘B Sergeant Rhoecus rushed towards the -
L B Chaos Vindicator. Terminator sqat
- Barak stomped towards the bunker on .
my left and the shaken Rhino nus:tluned
. itself bétween the Terminators and any:
¥ fire from the newly arrived Haupcs. Way
- hack-at, my deployment line the

Venerahle Dreadnought Chiron girded its .

mechanical loins to take on the
| rémaining Obliterator.

. Tactical squad Rhoecus’ melta guns

. blew the Demolisher cannon completely

I off the Chaos Vindicator. Score one for

. the good guys! Venerahle Dreadnought
Chiron’s assault cannon failed to destroy

! the Obliterator. I'd have to deal with this

the ‘old fashioned way. Tactical squad
Nestor’s fire at the bunker on the left
was |neffenlwe and while Tactical squad

' ‘Alexis hif the same ‘bunker and inflicted

{hree wounds they were all saved.

| Unfortunately for the Chaos Space

.- Marines in that'bunker it wasn't over

. yet. Terminator squad Barak hosed it

' down with storm bolter and assault

cannon rounds. The clearing smoke

&4 revealed that two Chiaos Space Marines
. lay dead. So.end all heretics!

- With little else to do, Devastator'squad
. Tullius fired at the rearmost bunker: -
. where the chicken livered, yellow-
& hbellied Chaos Lord had been hiding all
§ B game! The multi-melta was more than
B 12" away but | managed a glancing hit.
& This was good and-bad! Good because it
| breached the bunker. Bad because a
| _glancing hit does not entangle the
.. occupants AND they can then rush out in
. -any direction they wish,.not having fo
| use the door! Suddenly, Both squad
| ‘Tullins and sguad Rhoecus were
' potentially within charge range of a very
. nasty Chaos Lord.~ 1
- Meanwhile Sergeant Rhdecus charged
' the damaged Vindicator, hopingto . .
' punch a hole‘in it with his thunder
| hammer. He bravely smote its hull three
. times but could not damage the evil
-thing. Not to worry | thought. Vehicles
. hit by a thunder hammer suffer an
| automatic crew stiaken. Wrong! The
. thing had Parasitic Possession and
' ignored the result! (F've played againsi
. Christian’s Iron Hammer, it took me $ix
| urns to kill it. It's rock hard - Guy).

It now.all depended on what Chris did

~with his Lord. But even so, | was

. supremely confident that | could hold the

| central bunker = that's 417 points in the
bhag = and | was sure | was already

. ahead.
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"TURN 5 .

SCORING POINTS

With the battle starting to reach a crucial stage, both players needed to score as many
Victory Points as possible. Christian bravely decided to try and goad the Dreadnought into
halting its advance, using the Obliterator as bait. If he had been lucky he might have
destroyed it, thus scoring vital Victory Points to offset the loss of the bunker. At the very
least it served as a distraction, preventing the Dreadnought from joining the main battle
while it dealt with the Obliterator. This proved to be a fairly one-sided contest and the
Obliterator was smashed aside by the venerable machine. The sacrifice could still have
proven useful if its absence meant Christian could turn the tide of the main battle.

INVULNERABLE VINDICATOR

Christian’s Vindicator has a terrific combo for resisting the Salamander’s attacks. Parasitic-
Possession and Daemonic Possession means not only is the The Iron Hammer immune to
‘crew shaken’ and ‘crew stunned’ results, it can also regenerate from an ‘immobilised’ and
‘weapon destroyed’ result. Michael learned this to his peril when the thunder hammer
attacks of Sergeant Rhoecus proved ineffective and the Vindicator ‘grew back’ its cannon _
after it was destroyed by the squad’s meltaguns!




THE BASILISK LURKS

Behmd the bunker the. lron Warnors Basilisk was ina very safe position. As it was upgraded
. with Indirect Fire, it could happily lob shells at the enemy from distance wnthout‘the need for
- line of sight. But this was actually-a hindrance to the tank too as it could not fire at targets
closer than 86" to it. As the Basilisk arrived relatively late in the game; it'meant that a lot of

- the Salamander's forces that were driving 0n to take the bunkers would be within this 36"
‘safe-zone’ and o couldn’t be targeted. Had the Basilisk arrived earlier, or if Christian had

* - .placed it where it could also fire directly, it could have done more to damage the
e Sa{amanders ad\rance and been a much greaterthl:eat fo Mlchaels plans.

% ‘1\. g

bt B e an

BUNKERS: Chaos: 0, Salamanders: 1, Contested: 0

WARHAMMER
/40,000

' IRON WARRIORS -

"0h boy, it was starting to look grlm |

.slammed the Iron.Hammer into reverse

and backed it awavfrom the nasty|

. squad. | had recklessly thrown away that
- Obliterator to keep that Dreadnought |
. busy. The Chaos Marines in the right
8 hunker had taken'a hit of hammering
i ‘and those Terminators had made their

intentions towards them quite cieal‘..,-’

- Vathek was-lucky; so far my resilience
' “had proven to my higgesl ally in thls
~ game. Bul it wasn't going to hold.

| It.was time to t:ul my losses and |,
| conserve those precious Victory Poi(ﬂs
. by making a break for it. The Chaos ° -
' “Marines in the right bunker made a run._ o
for it, rolling a 2 on their Difficult \
' Terrain test (not good — more of a
slumhle) 1 wanted them over the’edge
' and in total'cover. This would deny Mike
points for the casualties, if | lost one
' more he would get half.of what they

{ were worth. Vathek also began to make
.~ a discreet exit running: behind the left

bunker to engage the squad lhat had
shot at the delca!ur

| !t was time to lay down some ﬂre to »

cover my retreat..First the Basilisk. Tlns
time 1 was going for that Dreadnought (a

i much needed scalp at this late stage),
. and yet again it scattered into the
| Canadian wilderness. It was now time

for the Havocs to join the fray. | targeted

. the-Marines who had shot at the Iron
. Hammer and brought down three of
| them. Vathek, newly emerged from the

bunker brought down the last. That

| threat had at |gast been dealt with. But |
| fear it was 1oo late for me.

B Befare the turn.
S . ended, however, |
' had-toroll for.the
| Iron Hammer's >
. Parasitic Possession
. (such a good upgrade. |

love it). On a roll of 4+ 4/
the lron Hammer's

Demohsher Cannon

- would be operational

. again. And a 4 it

- was. Just in fime for

| one more round of *

. shooting at Salamanders.
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ALAMANDERS Iy ST Y AL
| | knew that the Chaos Lord wouldbe ~ =~ = TU RN 6\
trouble but | hadn't expected him to -
THE HAVOCS TRY TO TAKE DOWN SQUAD TULLIUS

' finish off Sergeant Rhoecus with a‘balt -~

- pistol shot. - was surprised Christian
! evacuated the bunker but delighted he

did s0.All | needed to do was to “chpv This was a pivotal moment of the battle. The Havocs who had arrived from reserve in the

it fnr same more lovely: \"mrv_. mnts previous turn could now shoot. By targeting Squad Tullius, who controlled the only occupied

bunker, they could effectively regain 417 Victory Points by denying them to the

Salamanders. This could only be achieved by reducing Squad Tullius to below half strength

so they would no longer count as a scoring unit (only infantry units of at least 50 per cent of

o ; ; original strength may hold bunkers). Christian came very close, needing to inflict one maore

! ":D thivh_unkg_r;u _‘“a¥ anay f:um the d casualty in order to effect this result. If he’d achieved this goal it could have had a dramatic

%‘gaf:: rul?;:rzltun?t[;liirel;'i?llir::zI?;’:?rua?n effect upon the battle, not only giving Christian half the Victory Points for the unit but also

i : \ . denying Michael the Victory Points for the bunker.

I rusheﬂ the thnn back to block lhe
Vindicator and parked if right in front."
. Devastator squad Tullius moved deeper

| test in order to scale the fortifications. It
. was clear | would not get-to the bunker

i hut | would get a final shot at the

! retreating Chaos Space Marines.

it i
As planned, Terminator squad Barak laid
“low another Chaos Space Marine and
Captain Ultor managed o target the
-enemy Havoe squad with his storm
' bolter, gratified to see anoil_f_er Chaos
: traitor fall to his'knees dead.

' Nothing was in.assault range so my
i game had ended, or had it? We
. Salamanders hiave the ‘Never Despair’
| trait. On a roll pf 4+ | would get another
| turn if [ wanted it. Still I'd have to see
' what CGhristian’s last turn brought. He
' still had an awful lot of firepower. -
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Faced with the might of Terminator
Squad Barak, Squad Keldoth were wise to
retreat. There was little chance that this
squad, as debilitated as it was, could take
on and win against Tactical Dreadnought
Armour, This is another example of trying
to save Victory Points, in this case
preventing the destruction of the unit.
Ultimately thmIgh there wa$ very little *
that could have impeded the Terminator's
advance save for Warsmith Vathek but
due to the fact that he was stranded in
the rearmost bunker for much of the’
battle he was unable to realise his full
potential. Had he been with Squad -~
_Keldoth the story might well have been
very different.

& THE VINDICATOR GAINS SOME CHEAP VICTORY POINTS

a8 : 2 Cheap Victory Points are those that are relatively easy to obtain but are unlikely to have a

© ¢ | dramatic ‘bearingon the battle in isolation. In this case the Vindicator took down the Rhino
& . el ek same cheap Victory Points. The amount of Victory Points the Rhino yielded was of little
: | consequence by itself but in the final reckoning of the game, a few Victory Pomts here and
" i|-there can become crucial in demdmg the outcome of: the battle. e
This type of game play tends to be charactenshc of a V:ctory Points baﬁle Unlike a number

- |..of the other scenarios where a specific ob;ectwe must be attained in order to secure the
ey | game, in- ascenaﬂqwhere Victory Points decide the winner then every kill counts and the

sacrifices made earlierin the battle.can he felt hard. This is an mportant thmg to keep in

mind, pamcularly in the elosmg cou‘ple of tums \ e S /

"

BUNKERS: Chaos: 0, Salamanders: 1, Contested: 0

& SQUAD KELDOTH RETREAT

F

"WARHAMMER 4

40 000,

j IRON WARRIORS

| “The loss of @ Space Marme from my
“wAssault squad gave Mike a few more

| much negded Victory Points. The rest

i managed to get over-the wall to salely

| The option for an extra turn would [\

| probably have benefited me more thap:.

-

W !

3 Mike as the extra'shooting meanta. |

‘greater chance of massive damage| tn
one of his units, as well as hrmgmg that
squad in the bunker under half strength,
‘effectively ending his control of it and

] :denymg Inrn 416 Victory Pumts ‘

1 Vaihek was safe!y away as were thb

- Chaos Marines, so all | had to do was

- kil stuff. The Havocs levelled their
| -weapons at the Space Marines hidden |

'; ‘the ruins of the bunker. | only had to kil
. three.fo reduce that squad to below 50
| per cent and-deny him the binker.

| However | only managed to slay two and
| - as the Basilisk was too close to nre

| '|nd|ranll,y he had wdn that “bunker. .

i Nuw mr my. fmal lwn ordnance shots
- First was the Basilisk; | could almost
| imagine the Earthshaker round ° w |
screaming through the air (in.slow ~ ~ ~ |8
otion for more dramatic effect of =~
cmlrse) searchmg for its target (that
raadnnught again). It finally hit. .
Rolling twa dice on the Ordnance table’ I
only managed to stun it. Nothing there.
| Finally, the lron Hammer, with
' Demolisher cannon treshly sewn back on,
- inched around the corner to line up that
4 damn Rhino in its sights. | didn’t even
' care that there was a chance for the_
' Demolisher round to scatter back onto
| the Vindicator. It's only'a Rhino - they're
| ‘easy to destroy! The Iron Hammer only

B managed to-stun it, even after a direct

 it. Vathek decided

BN the day'was .©

¢ lost. He nrdered

ageneral -

| retreat of his

.. surviving forces.

. Mike rolled for
nother turn, and

" failed. The game

' ended with the -

| Salamanders .

| firmly in cnmmand

' of the field. §30.
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no weapon better than AP4 the sheer amount
of dice they throw has a startling effect and
there was always the chance of a Rending hit
with the assault cannon.

. For me the best things about the game were
the cinematic moments. The efforts of the
doomed Tactical squad Rhoecus was typical
of the events that keep me playing ;
Warhammer 40,000. They despatched the
enemy Dreadnought with close range
meltagun fire and then received terrible
casualties from the Vindicator. Rallying his
battered and bloody troops, Sergeant
Rhoecus charges the Vindicator damaging it,
but failing to destroy it. Before he can take
cover, his squad are cut down by heavy
weapons fire from behind and Rhoecus
himself is seriously injured. Even as he hears
his Captain on the comm-link relaying the
success of the mission, the Chaos Lord
looms before him, bolt pistol raised...

That's what Warhammer 40,000 is all about, |
really enjoyed the game and would urge
anyone to look to the alternative scenarios if
they want to inject new life into old armies.

Long live the Salamanders!

with'the Chaos Lord, the result might have
been different.

1 -Mike: It's really quite | 'was surprised at how effective shooting at

amazing how different the bunkers can be. Space Marines get the same
.game feels when you use 3+ save from their power armout, so there is
| afamiliar army in an "only a real benefit against heavy weapons
1 unfamiliar scenario. | with a low AP. | suspect that fortifications and
never use the bunkers are a lot more useful for low save
Salamanders to attack and troops such as Imperial Guardsmen who
1 yet they managed to suddenly get a 3+ save! Terminator squad

perform admirably. It has Barak was indestructible! Although they have

given a whole new lease of life to an army 5
that was beginning to get a bit jaded.
#'Secondly, it was clear that | would have to get
i+ W tothe bunkers to win the game and so | had
“ | totake some transports. Many players | know

1 have dropped Rhinos under the updated
rules, but | can tell you that without' them |
would have lost this scenario and they both
did their job well.

4 Christian was a great opponent and his army
is beautiful. | think it needed some more
Chaos Space Marines with plasma guns to
occupy the bunkers in the first place, which
would have split my fire and given him some
more options. Still, we all have to use what
we have and not what we would like to have.

As far as my plan goes everything went very

well. The small Tactical squads provided

covering fire and from turn one when the first

shot levelled the central bunker, | knew that |

was on the right track. The Deep Striking

i Obliterators caught me by surprise and |
think if Christian had supported the one in the
centre with an attack by the Chaos Space : o : L)
Marines from the left hand bunker, perhaps Christian exacts revenge by crushing Mike’s dice hand.
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Christian: Well then, what
can | say. That game
highlighted everything |
love about playing
Warhammer 40,000, a
friendly, sporting
opponent and a scenario
that makes you rethink
the way you play. Not to
mention the luck (or lack thereof) of the dice
rolls. Honestly though, if you were able to
influence the outcome based purely on the
destructive potential of some units, then it
would fast become stagnant and boring to
play. Then nobody would play at all.

As far as the army goes Mike is bang on the
money when it comes to needing more Chaos
Marines at the beginning of the game. The
problem with that is the time it takes to paint’
one of the basic Iron Warriors. It takes a long
time to do a complete a squad of ‘them and
as far as | am concerned the army is
complete for the time being, plus | have
moved onto new, less time-consuming
projects. The army was also designed with a
single gameplan in mind, one that depends
an-all of my units startmg on the table on
turn 1.

In saying that, not having a unit in pla'y'does
prevent it being destroyed early on. It also
lets you. place the unit in a more

a.dvantageous position. It’s a credit to the

* Games Designers that the scenario was as

forgiving to me as it was: More guns earlier
would have helped.

As far as tactics go, | thought | did: well
considering my role was reversed (much like
Mike's). Usually my army of choice is the
Black Legion, which is far more versatile than
the Iron Warriors. Yes, you dontget the big
guns, but you can still benefit from Defilers
and Obliterators; plus | usually try to take
more foot troops as well as daemons,
especially Greater Daemons. Playing a
defensive game was a refreshing change for
me, hopefully as much as going on the attack
was for Mike.

|"believe had | hit and damaged a. bit more of
the Salamander army | could have pulled out
a draw, especially if one more of those
Salamanders had fallen to the Havocs’ gun
fire. | also think that last Obliterator was
wasted, if | had moved it backwards | might
have had another shot at the Dreadnought.

When you start speculating on these things,
you begin to see dozens of points in the
game where things could have gone
differently. But that's the benefit of hindsight..

| Id_o,k forward to playing again.ét Mike the
next time he comes down, as | strongly . *

* believe a good opponent is one of the best -
- things about wargaming. l¢s supposed to be

fun, after all

WARHAMMER

;40,000

| THE FINAL-ANALYS__IS ' :
‘Michael’s plan was'simple and proved to

‘. he.very effective. Despite the fact that

- he had no Fast Attack units in his force,

L he cumpelenﬂy used his Rhinos as\ a

substllule The long-range firepower of

| the lascannons was perfect for faking

- down Squad Andrus. Like Christian, ne

'\ “recognised the sugnmcanne of the | j

| central bunker. With his Tactical squhds

- lying so deep in the battle line, the,

| ‘Terminators a fairly unknown quantlty

] reuards to their arrival, and the rest

- of his force unahle to control the

| bunkers, it was up to the Space Ma'{inés- A

. in‘'the Rhinos to get the joh done. If.their
| transporis had heen destroyed earliet, *
| -and they had been forced to slog the "
Iength of the hattiefield then the Iron

] Wamurs would have had much more

- time to: eﬂecl a counter attack and

' reduce them to below scoring unit

. status. As it was they made ittothe
| bunkers unscathed. Together with the -

§ ' Terminators, they were able to strike: "

- fast and hard at the Iron Warrmrs y
. positions. This was a dllfwnll Situation
' for Christian to come hack from-and
- ultimately he didn't. N

- For Ihé Ifon Warriors the failure to stop

B or slow the Rhinos proved:costly as did

. 1he late arrival.of the much needed
- heavy support. Christian prefers to use
| the forces he has available when
fighting any battle. In this situation
. though it is a pity he didn’t have more
. troops pamled as when it came to
| ncnupymg bunkers he was lacking men.
| This meant that his most effective close
. combat fighter, Vathek was wasted in
. rearmost bunker. On paper the Iron
Warriors would appear to have had the °
advantage hut late reserves and bad
. luck at the wrong time can be punishing,
especlally when your opponent is
' executmg a snmple and aggresswe plan.”
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ROGUE

™

SONS

Many miles beneath the Emperor’s Palace on ancient Terra can be found
repositories of knowledge so potentially damaging to the Imperium that
they are sealed behind armoured portals capable of withstanding the most
determined of attacks, and hexagrammic wards able to resist the strongest
of psychic probes. One such library, accessible only to senior Inquisitors and
the High Lords of Terra, contains proof of the most terrible of crimes:
treachery amongst the Emperor’s trusted Space Marines.

L ORIGINS

he First Founding is an event of mythic

proportions, shrouded in 10,000 years

of legend, supposition and mystery,
and even the details of the Second Founding
are obscured by millennia of hearsay. Over
the course of the long and bloody history of
the Imperium as many as 1,000 Space
Marine chapters have been created, perhaps
many more. No one person or administrative
body has any means of determining the exact
number, as the Imperium has suffered
periods of great turmoil, during which reliable
records have been purged, revised,
rescinded, destroyed in cataclysmic
destruction or simply lost. In many cases, the
only source of information regarding the
Foundings, and many other aspects of the
history of the Imperium, is to be found in
myth and legend, which are taken, even by
the*most highly placed and informed men in
the Imperium, as canon.

What is known, and whispered only in the
safest of company, is that far more Space
Marine chapters have been created than are -
extant today. Many of these missing chapters
can be accounted for as having been lost in
the Warp or having sustained irrecoverable
losses in combat. Others still have vanished
without trace.

The Ordo Malleus is responsible for
maintaining the records regarding those
Legions who turned traitor during the Horus
Heresy, but the archives of the

Ordo Hereticus. contain details of chapters
other than those turned to Chaos with Horus,
Space Marines who have turned renegade in
the millennia since the Great Heresy ended.

The number of chapters who have turned
traitor can only be estimated. Why they do so
is difficult to say, though some circumstances
of such a rebellion can be theorised.

Every world in the Imperium is home to a

“ culture unigue to itself, and the people of

each world worship the Emperor in a manner
informed by its own characteristics. For the
Helio-Cultists of Limnus Epsilon, for example,
the Emperor resides in their sun, his warriors
coming every century to claim the best of the
world’s youth to fight at his side within the
fiery heart of their star. To the Apocalites of
the worlds bordering the Hell-Stars of the
Garon Nebula, he is the bringer of merciful

“death, deliverance from the evil that stalks

their worlds by night. To the feral natives of
Miral, the Emperor was the great beast that
stalked the dark places of their forests, and to
the acid miners of Mordant he is the guiding
spirit-light that keeps the all-encompassing
darkness at bay.

Even within the ranks of the galaxy-spanning
institution of the Adeptus Ministorum, no two
clerics drawn from two different worlds share
the same view of the nature of the god they
worship. Theosophical debates rage between
men divided in their understanding of the
Emperor's divinity, yet utterly united in their
worship of him, though even here, debate qn
occasion turns to division, and division to
outright aggression.

As each world expresses its devotion to the
Emperor in a unique manner, so too does
gach Space Marine chapter revere him and
his Primarchs in a manner unique to
themselves. Many adore him not as a god,
but as the founder and patron of the Space
Marine legions, while the beliefs of other
chapters may diverge yet further.

These deviations have on occasion led to
friction and even open conflict between the
Adeptus Astartes chapters and the Adeptus
Ministorum. Such a conflict is unlikely to
arise from a simple difference of opinion,
however, for no matter how abhorrent a
member of the Ecclessiarchy may find the
beliefs of a Space Marine chapter, there is no
denying that the Space Marines are the living
embodiment of the Emperor’s divine wrath,

and their mandate is granted by the Emperor .. &

himself. Opén conflict is more likely to arise - -
from the actions of clerics overstepping the

"

bounds of their authority, and it can only be” - A0

assumed that insanity, treachery or worse —
perhaps daemonic or alien intervention —
would in most cases lie at the heart of

the matter.

On occasion, it may be an Inquisitior who
moves against a chapter. Such action would
only be considered in the most extreme of

circumstances, as an entire chapter of Space -

Marines is a foe that few armies could hope
to challenge. '

Upon declaring such a chapter
Excommunicatus, an Inquisitor will attempt to
determine the root cause of the rebellion i
order to gauge the potential obstacles to

neutralising it. Should he suspect that Chaost e



as the reason for the chapter's fall from

-grace, the Grey Knights may be mobilised.
*Should doctrinal heresy prove the immediate

cause then the elite of the Adepta Sororitas
may be the only force considered capable of
prosecuting a War of Faith against the
wayward chapter. On rare occasions, alien
intervention may be suspected, and the
highly skilled servants of the Ordo Xenos
brought in to investigate. Such an event is of
such import as to attract the attention of the
High Lords of Terra themselves, and no
Inquisitor would bring such accusations
without very convincing evidence indeed.

On other occasions, it may be sufficient for
an Inquisitor to approach the Masters of
other chapters. To a Space Marine the very
notion of a brother exceeding his Emperor-
given mandate is anathema, it is to disobey
the direct word of the Emperor himself, and
so a simple word in the ear of a Chapter
Master may bring-about the censure or
outright subjugation of-the chapter in

" question. Space Marine Chapter Masters and

Inquisitors are individuals well placed to
appreciate the devastating consequence of
galaxy-wide sedition and rebellion, and have
on-many oceasions worked in concert to
quell such threats before any other
authorities become aware of them,

Actually conducting an investigation and
gaining evidence against a suspect chapter is
in‘most cases next to impossible. Even the.
most loyal of chapters will be far from open -
with what they regard as prying outsiders. In
the extremely rare instance of a chapter

_actually reneging on its vows to the Golden

Throne, no investigation will be necessary or

- possible — the evidence will be clearly visible

and damning in the extreme.

" Itis not recorded exactly how many chapters
- have been purged in this way, as all record of

their existence will-be-expunged upon their

. defeat, It can be estimated however, that as

- many, as a dozen chapters may have been

~ completely destroyed and subsequently

~ deleted from the records, while a small.

_‘Executloners and. the Mantls Legion. These . .

* - number of others have been-declared
‘Excommunicatus, but are still at large -

somewhere in the galaxy

';The Badab Uprlsmg demonstrated that there N

can in fact exist degrees of rebellion. Aside

- from the Astral Claws, three other chapters -

rebelled against the rule of the Imperium_
during that conflict — the Lamenters,

; chapters simply found themselves on the

wrong:side of.the conﬂlet -and.it would seem
that hubris, rather than ‘heresy, kept them
fighting for over a decade. Many netehle ¢
chapters have found themselves under

- investigation'or engaged in open conflict

against other factions — in an area as large as

. \the Imperium gnevances and

unavoidable from time to time. The chapters

_ that sided with the Astral Claws at Badab
were investigated after the war was resolved,

- and found to be free from treachery. Their

 homeworlds were forfeited to the loyalist

- chapters who fought against them, and the

rebels sent on penitent crusades as
punishments for their trimes.

Often, the progress of the fall. of a chapter
goes unseen until the dramatic moment at
which it is judged to, have:crossed the line
and turned renegade. Ever the term
‘renegade’ is only relevant to outsiders, a
matter of judgement rather than objectivity.
For example, a Space Marine chapter may
subjugate a rebel world and be welcomed by
the surviving populace eTs saviours and

F
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begged to rule over them. Such a situation is
-not without precedent, for the Ultramarines

rule an entire realm, but this is most

definitely outside of the mandate of a Space
Marine.chapter, and so the sin of pride may

lead a chapter down the road to ruin.

. HOMEWORLDS
The original homeworld of a renegade
chapter will in many cases bear the brunt of
Imperial retribution should the rebels choose
to remain ensconced there. In the case of the
Astral Claws (later renamed the Red Corsairs)
the rebel chapter attempted to consolidate its

position at the heart of its power base,
turning their homeworld, and the entire
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Badab system, into an impenetrable fortress.
Each world bristled with orbital defence
stations and ground-based weapon silos. The
high orbits were seeded with mines capable
of seeking out invading vessels and crippling
them beyond any hope of salvation.

The Astral Claws held off the Imperium’s
reprisal for 11 years, three of which loyal
forces spent prosecuting gruelling sieges to
break the rebels” hold on their home system.

However, few such traitor chapters attempt to
defend their homeworld, often choosing
instead to flee to regions where the
Imperium’s retribution can be avoided. As the
Traitor Legions fled to the Eye of Terror after
their defeat at Terra, so too have other rebels
sought to establish themselves in areas of the
galaxy where the Imperium may not easily
follow. The Sons of Malice are such a
chapter. They were founded in order to guard
the western marches of the Eye of Terror and
fled into the Eye itself after an Inquisitor of
the Ordo Hereticus unveiled their gruesome
heresy. After the battle at the Palace of
Thorns, which saw the Astral Claws finally
ousted from Badab, the survivors made for
the Maelstrom, an area of space riven with
naturally-occurring warp storms.

Inquisition Access Level: Q sixty ninc

Red Corsairs colour scheme (formally the Astral Claws chapter)

It is known that some renegades have
established bases upon worlds hostile to

_ human life, worlds on which only a Space

Marine, with his enhanced physiology, could
hope to survive. The Steel Cobras — a chapter
whose worship of the Emperor as an animal-
totem prompted a puritanical crusade against
them led by a particularly bombastic Cardinal
— are known to have established a base of
operations deep beneath the ammonia seas
of Tukaroe VII. Although the Imperium are
aware of the renegade’s existence, nothing
short of an invasion by an entire Space
Marine chapter is considered likely to
dislodge them from their fortified seabed
bunkers. The only other option is
Exterminatus, a fate that may still befall -
Tukaroe VI should the Adeptus Astartes
refuse to assault their wayward kin. Other
renegades choose a nomadic existence,
plying forgotten space lanes aboard their
battle barges and strike cruisers, far from
Imperial Navy patrols. They survive by
raiding, attacking shipping and backwater
worlds in order to sustain their outcast
existence and to satisfy their craving for
bloodshed and revenge. Of the fate of a
renegade chapter's original homeworld, one

.- thing is certain. Those left behind after the

rebels are dislodged will be made to pay for

Shoulder plate. Corrupted

Red Corsairs marking

Corrupted Godwyn
pattern bolter

E\

Corrupted Astral Claws
chapter icon

Thought for the day: You are cither for the Emperor or you arc his bitter foe
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the crimes of their masters. Inquisitors have
it within their power to quarantine entire
planetary populations, and any suspected of
sharing their masters’ heresies are executed
in very public displays of retribution. On
occasion, entire worlds have been put to
death, so deeply runs the taint of treachery.

In the case of the Sons of Malice, the grisly
tendencies that caused their

‘excommunication was found to be rooted in

the barbaric practices of the native, feral
world population of the chapter's homeworld
of Scelus. The native tribes were almost
entirely eradicated by the Cadian 331st in a
planet-wide campaign of genocide. Scelus
was declared Perdita and stands to this day a
stark example to any who would test the
tolerance of the duly appointed
representatives of the Holy Orders of the
Emperor’s Inquisition.

| COMBAT DOCTRINES

How and why those few chapters who have
rebelled fight depends on the character of the
individual chapter, and they have no more or
less in common with each other than loyal
chapters do.

The Red Corsairs fight primarily as an
expression of their twisted faith. As the rebel
chapter fled from the aftermath of the Siege
of Badab, the hideously wounded chapter
Master Lufgt Huron made a terrible pact with
the Ruinous Powers, pledging eternal service
in return for the blessings and patronage of
Chaos. Huron sold his soul and the Astral
Claws to Chaos, renaming himself Huron
Blackheart and his chapter the Red Corsairs
in the progess.

Though. piratical in the extreme, the renegadé',

master leads the Red Corsairs on savage
attacks on'Imperial shipping and outposts not’
because they have any overriding need for
plunder, but because the very act of looting
the regions he was previously sworn to~

protect pleases Huron as much as:it does his - S

N

diabolic patrons. "

0Of the motivations of renegade chapters,
many observations and theories have been
presented. Most have a need to replenish
depleted arsenals, and those that have turned
completely to Chaos raid in order to capture
slaves to be sacrificed in whatever dark
rituals they observe. Whether any renegades
are actively seeking to replace fallen Brethren
is a matter of debate, but it is known that
some recruit or band together with human
raiders. Another great source of concernto -
the Imperium’s authorities is that rebel
chapters may find a way of replenishing their’
diminished gene-seed stocks. Without new
gene-seed they would perish, so the
acquisition of more could conceivably make

the renegades a threat for centuries to come. ‘ Jagn
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" THE ,BADAB UPRISING

While well positioned-to-profect the Imperiom frof the

unlikely event_of alicn invasion, ‘it is actua]iy ocr.up:cd hy
Imperial ‘Space Maridgs because ‘of its prox
permanent warp storm called the Maclstro

Badab i5 a system of worlds close to the galactsﬁ

lty tola gmnt

| The Maelstrom js marked" in the material universe by a huge
- cloud of gas and dust, and it has long been supposed that an.
area oi warp/ real space-overlap causes the nehula and storm' to
n this ‘way. The difficulties of patrolling .or even
the Maclstrom ‘mican ‘it has hecome a refuge for
deviants and heretics of all kinds. It 1s estimated that' over 20
Ork empires and pirate kmgdoms furk within its sickly pall.
The Astral Claws Space Marmc chaptcr had bccn statmncd at
| Badab for over three centurics, keeping the south and western
- fringes of the Maclstrom sccure. In 90LMAL, the Master of the
- Astral Claws and Lord of Badab, Lufgt Huron, ordered the
| - déstruction of an Imperial - mvcstlgaﬂon fleet as it entered orbit
around ‘Badab. Over 23,000 onal servants: of the Imperium were
| killed in the one-sided" battle which followed.Gripped by an
* appasent fit of msamty Huron declared hams:lf ruler of Badab

‘and ;mnouuccd the system’s sr:ccssmn from. the Impcrwm

lnqmsttors quickly uncovered - plcnuful cwdcnu: of why Huron
had attacked the flect sent to Badab. The Adeptus Mechanicus
had filed numerous,Complaints about the tardiness of the Astral
Claws in submitting gcn:ﬁsccd for routine purity checks, the
chapter had amassed a hugc debt of planctary -tithes stretching
back over a century and a half, and 'Huron'’s own' cvaluation
reports bdraycd ambition and a lust for power singularly
inappropriate in the Master of a Space Marine chapter. Worst of
afl. he illustrated a lack of the absolute, 'devotion to Mankmd
n:ccssary in a lord of thc Imperium.

Thc Tyrznt of Badab, as' Huron became known in Impcrial
history, ‘staved off two punitive expeditionary. forces in 902 and
903. After the ‘sccond attack three other cl\aptcrs the Mintis
Warriors, Exccutioners and Lamenters, pledged their support to
the Astral Claws and the rebellion escalated drastically. Imperial

shipping, always at risk %in. the pirate-infested systems around the
Maclstrom, came tunder attack and communication was lost. with 3

outlying worlds. In" 904 a ship bclongmg to the Fire Hawks was
attacked and captured by, the Manm Warriors. Thc Fire Hawks

retaliated lmmcdmciy and soon five whole chapters-were 7

< involved in the fighting. The Marines Errant were recalled: from

the Eastern Fringes but"they qmckly found themselves fully
occupied protecting Imperial ships in transit. :

+1.. By 906 more loyal Space Marine chapters: had been brought in

to stabilisc the situation and the threat to Imperial shipping was
more or less quashed. Ork inCursions in the. Ultima Segmentum
in°907 necessitated the recall of several of. the loyalist. chapters
but these were replaced by additional naval squadrons from
Segmentum Solar which continued to protect the shipping routes.
Imperial forces began the task of besicging the heavily fortified
worlds of Badab while additional Space Marine chapters were
brought in to investigate worlds accupicd by the Executioners
and- the Mantis Warriors.

The bulk of the Lamenters chapter was caught in an ambush in
908 and surrendered after bloody ship to ship fighting. The loss
of the Lamenters was a great blow to. the Tyrant and the rest of
the war devolved into a succession of close sieges as one
rcncghdc stronghold after another was battercd ‘iito submission.
The uprising cams to an end in 912 with the fall of Badab- and
the final defeat of the Astral Claws. v

With the rebellion over the Inquisition -made dn extensive
investigation into the renegade Space Marine chapters. They
found slight evidence of heresy in the chapter cults but these
were not copsidered irredeemable. The Lamenters, the: Mantis
Legion and the Exccutioners were granted the Emperor’s
forgiveness subject to undertaking a hundred year crusade. The
homeworlds of the Executioncrs and the Mantis Legion were
forfeited to the victorious loyalist chapters. along with the
salvage rights to spacecraft damaged in- the conflict and a

proportion of ‘the stolen cargoes which were recovered.

The Astral Claws were reported: to have heen all-but destroyed.

A c::'nun'gcm of arqund 200 fought their way through the,

Imperial ‘blockade and. escaped into the. Maelstrom. ‘The most
corrupt elements from the other chapters which had ‘joined
forces thh”thc Tyram of Badab soon followed after them.
Nothing more ‘was heard of these rencgade Space “Marines for
many years afterwards. Of the fate of Imperial commander Lufgt
Huron, Master of the Astral Claws and “Tyrant of Badab

uothmg is known.

£ ORGANISATION

Most renegades retain the structure they
maintained prior to their fall from grace, at
least until such time as circumstances dictate -
" achange. A recently rebelled force may
resemble a loyalist one in almest every detail,
although certain ranks may be absent. For
example, most rebels will not have any
Chaplains, as these stalwart defenders of the ,
faith will have resisted the chapters’ fall to the
last. In some cases, however, the Chaplains’
unorthodox doctrines may-in fact be the

source of the rebellion. Others will nghe. ¢

consider themselves rebels at all, as was the
* case when the Executioners sided with the
. Astral Claws, and so adhere to a more
«  traditional Codex organisation, with every -
irank and position in attendance =

Chapters that have trodden the path to
damnation for longer may well have
degenerated further, deviating substantially

_ from the dictates of the Codex Astartes.

Some may resemble the Traitor Legions,
_ fighting alongside hideous creatures
summoned from the Warp, or utilising Chaos

+ cultists. in their never-ending quest for

revenge against the Imperium that they have
abandoned. Most rebels will have suffered

.. considerable losses at the hands of loyal
“forces, and in fact represent only the small

number of survivors who escaped the
Imperium’s re(irib'utfog,. These forces form
small warbands rather than company (or
chapter) sized formations, and may find
themselves ‘hghtmg alongsade other Chaos
forces. The Damned Company of Lord
Caustos is such a force, which, having been
declared Traitor by an Inquisitor of the Ordo
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Hereticus, based on somewhat flimsy and
circumstantial evidence, only later turned to
the service of Chaos in order to survive in a

“galaxy ultimately hostile to them. Lord

Caustos and his followers now sell their
services to any force that will provide them
with the equipment they need to continue
their very existence.

The Red Corsairs are organised into a large
fleet, able to deploy small, elite forces of
renegade Space Marines supported by larger
groups of human reavers. The Space Marines
amongst the force are supremely proficient at
the boarding actions favoured by the chapter
whose ship-to-ship fighting prowess is
infamous. Huron Blackheart maintains a
substantial fleet consisting of vessels
captured over numerous engagements,
ranging from a single Adeptus Astartes battle

4



" KATHAL, ANARCH OF THE SONS OF MALICE

. he Captain of the Ist Company of the Sons of Malice, Kathal was instrumental
. o in the chapter’s fall from the Emperor's grace. Kathal and his company had

successfully concluded the Cilix 225 campaign, in which three sub-oceanic hives
in -the 'rcbcllious_'CiIix system were scoured of the heretics who. were threatening to
deptessurise them as an expression of their misguided devotion. The company’s
prolonged victory cclébrations, led by the murderous Kathal, were observed by
Inquisitor Pietas, a_senior member of the Ordo Hereticus, who was revolted at what
she saw as ‘practices’verging on the cannibalistic. Pictas' mobilised a strike force of
R ging : g ;
' Adepta Sororitas Celestians, who deployed from orbit aboard their drop pods, makin
i 2 : P2y : irap -p laking
|\ planetfall in the midst of the company at the height of the celebrations. The strike

force found Kathal and his comipany. a horde

of fevered maniacs, havin‘g“'workcd

|B- themselves into a state of animalistic barbarity. over the course of‘_vthcir celebrations.
| Kathal’s 'armour was splattered in gorc: and blood ran from his mouth as he presided
' over the ceremony. Kathal and his brethren fell upon thestrike force with a savagery

@ the Inquisitor was utterly unprepared for.

though strong. could not overcome the sheer
light of burning torches, Kathal cornered the

! | The Celestians fought bravely, but their numbers were too few, and their faith,

fury of Kathal and his men. By the
Inquisitor, dragging her before his altar

where 'she was ritually sacrificed. This heinous deed earned the Sons of Malice

excommunication, and to this day they reside

within the Eye of Terror, where they

i wage a hate-fuelled war against any they cncounter, be they servants of the Imperium,

' or indeed, other followers of Chaos,

barge, a number of strike cruisers, many and

|| varied escorts and a huge number of classes

of interceptors and bombers. It is claimed
that the vessel used now as Huron’s
command ship was salvaged after having
been found drifting on the edge of the
Maelstrom. Some claim the ship is a vessel
formerly of the Word Bearers Traitor Legion,
but few give such claims any credence.

- The heart of a chapter’s fall is often to be
| found in the basis of its faith. Each Space
Marine chapter lives by its own dogma, and
_gvery aspect of its existence is informed by a
“ combination of the Imperial Creed, Great
Crusade lore, ever-evolving chapter legend
and native belief.

If a chapter recruits exclusively from one
specific culture, then a great many of the -
beliefs and traditions of that culture often find
their way into chapter doctrine. Dozens of
chapters recruit from feral world populations,

L where the native warrior lifestyle and naked
aggression provide the most promising
Neophytes, and often these primitive beliefs
will mingle with the Imperial Creed.

Over time, a chapter's body of beliefs may
change significantly, isolated as they are from
the practices of other bodies. Were a subject
of the Imperium to witness the initiation
rituals or victory celebrations of any number
of perfectly loyal, steadfast chapters, he
might recoil in horror, taking the brethren for
1 heretics. It is equally true that what may
| appear perfectly normal practices on one
i world would be viewed with outright disgust
on another, and both would undoubtedly have
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their place within the great church that is the
worship of the God-Emperor of Mankind. And
so, for one such as an Inquisitor to openly
decry the religious practices of a chapter as
heretical, such practices must surely have
gone way beyond the pale.

The Inquisitors of the Ordo Hereticus are
undaunted, however, by the cloak of secrecy
behind which many chapters worship, and
have on several occasions attempted to
investigate those they suspect of
transgression. Often the mere suggestion of

heresy is enough to force a chapter to defend -

itself, ard many an Inquisitorial investigation
fleet has found itself fifed upon before it even
begins its enquiry. Most such incidents are
covered up, or simply go unreported, but
others lead to greater conflict. A very small
number may lead to the excommunication of
the chapter.

It is believed that all such renegades will, in
time, turn to the service of the Ruinous
Powers, though few have ever been found to
be worshipping Chaos while still maintaining
the pretence of loyalty to the rule of Terra. It
has been posited that some weakness,
predisposition or perhaps basic fallibility has.
instead made the chapter liable to the
temptations of Chaos, and it is only after this
tendency has been revealed that the self-

* fulfiling prophecy is realised. This is a curse

that the [nquisition must bear, for to identify
the seed of treachery is to cultivate it, and
thus nothing less than the complete
destruction of the suspect chapter will
gradicate the taint of heresy.

But the cause of a chapter’s fall may not
always be the fault of its spiritual beliefs.
Other factors may lead the chapter into

conflict with other bodies. On occasion,
dangerous individuals have gained positions
of power and responsibility within a chapter,
individuals who perhaps should never have
even been recruited, let alone attained rank.

Such men may suffer from flaws common to
Humanity: pride, vanity or anger for example.
Instead of being led by a Chapter Master
whose only consideration is service to

*Mankind, the Emperor and the Adeptus

Astartes, the chapter finds itself under the
sway of a megalomaniac or an egotist who
wields his power according only to the
vagaries of his own ambition.

These men have caused deep schisms within
their chapters throughout the long history of
the Imperium. Some have been thwarted by
the actions of men nobler than themselves,
and knowledge of the matter kept within the
walls of the fortress-monastery. Others have
led their chapter into direct conflict with other
bodies, and have paid the ultimate price for
their folly. .

When a chapter fights and defeats the forces
of Chaos, those brethren who witnessed the
blasphemies of the Ruinous Powers are
invariably affected in some way by what they .
have seen. When called upon to fight Traitor
Marines, a loyal brother is compelled to see
himself reflected in the dark mirror of his
former brethren’s sin. The experience is one
that can cause deep spiritual turmoil, and the
Space Marine may spend many long nights in
solitary vigil, praying to the Emperor for
deliverance from the evil that befell the
original Traitor Legions.

The chapter's Chaplains are always diligent in

the aftermath of any battle fought against the _: -
minions of the Dark Gods, but still some taint’ "
may escape the rituals of purification and **. =~

ablution. Should the stain of Chaos spread” « .

within the chapter, drastic measures may be '

required in order to avoid the slow corruption
of the entire force.

The same-is true of those fighting against = -
aliens. The spore of the Xenos is a threat.
taken extremely seriously by a chapter's -
Apothecaries, who must monitor the
physiology of their charges throughout their
exposure to alien environments and
creatures. Countless alien species exist within
the galaxy, despite the measures taken by the
Imperium to cleanse the stars of their
presence, and each has a biology unique to
itself. Natural defences, poisons, native
bacteria and viruses all threaten human
dominion.of the Emperor’s domains. Some
races have unique methods of attack or
reproduction that may threaten the spiritual
and physical integrity of a chapter, such as
psychic or genetic domination of a battle

brother exposed to the aliens. Such instances .

can prove as dangerous as daemonic
possession, and-cause the tainted chapter.to

s
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: pursue goals utterly |n|m|cal foits dutles to
“the Imperium.

Such an incident was uncovered by the Ordo
Xenos, when the Subjugators chapter-fought
a protracted campaign against the alien cell-
kin of the Technetium Belt. The unique
reproductive cycle of the species made their
complete eradication very difficult to achieve.
The cell-kin reproduced by viral
dissemination, their DNA infecting the body
of another creature where it would literally
reshape the host in its own image. The Space
Marines’ enhanced genetic make-up proved
largely resilient to this threat, but 20 of the
brethren of the 3rd Company were lost in the
early stages of the campaign as they were
slowly mutated into new, hideous forms. The
chapter’s Apothecaries identified the threat,
but too late to save those Batile Brothers
affected by the cell-kins’ infection. The
infected Brethren that survived the conflict
escaped, and are assumed to'be at large in
the galaxy to this day.

. GENE-SEED
Every year, each Space Marine chapter is
required to surrender a portion of its gene-
seed stocks to the Adeptus Mechanicus. Here.
it is held in trust and maintained on behalf of
the High Lords of Terra, and, thereforg, for *
the Emperar. There are only two locations in
the Imperium considered secure enough to
hold the gene-seed. These would represent
the most priceless of targets should the
Traitor Legions learn of them. There are very
few obligations enforceable against the

 Adeptus Astartes, but this requirement is

* absolute. The reasons for this insistence
upon regular examination and purity testing
is rooted in the events of the Horus Heresy,
and were borne out by the circumstances
leading up to the Badab Uprising, one of the
catalysts for which was Lufgt Huron’s refusal

. tosubmit the Astral Claw's gene-seed for

' routine purity testing.

The gene-seed of a renegade chapter may

remain pure, particufarly if the cause of the
rebellion Is doetrinal. Where Chaos or alien
influence lies at the heart of the matter then
mutation may set in, debasing the chapter’s

£

“gene pool more and more as time goes on. A«

chapter serving Chaos may begin to manifest-
the same mutations as the Traitor Legions:
limbs become distended tentacle-like
apperidages, hands become talons and other,

* more random transformations take hold. The. =

Chaos Powers may bequeath their dubious
‘gifts” upen their champions as they progress
toward spawndom or Daemonhood, and
entire squads of possessed take to the field. ~

Alien intervention may also lead to the
degradation of a chapter’s gene-seed, as was
the case with the Subjugators durmg the -

% r»Technetmm Belt campaign, Ieadmg to

metamorphosis, random mutation or more
subtle, but equally damaging, changes.

It is also the case that the processes utilised
by the Adeptus Mechanicus to store and to
cultivate tithed gene-seed from the Adeptus
Astartes may become corrupted and
imperfect. Though the particulars of a new

Founding are shrouded in secrecy and arcane

ritual, it is known that all of a new chapter’s
genetic make-up.is not aiways drawn from
the séed of one-donor chapter. Instead, a new
chapter may represent a genetic cocktail of
the gene-seed of others, and although purity
testing is rigorous in the extreme, it is-
perfectly possible that these disparate
elements may react with.one another at a
later date, in ways quite unforeseeable by
their creators, and so the seed of a‘disastrous
mutation or character flaw is sown.

Whatever the effect, the servants-of the High
Lords are always vigilant against the signs of
mutation, and the Inquisition is keen to
punish any such signs of deviancy. This puts
them into conflict with a great many loyal
chapters, not least among them the Blood
Angels and Space Wolves chapters whose
gene-seed is known to be as flawed in some
respects as it is undoubtedly superior in

othiers. The long and proud history of these - -

and other ancient chapters has to date

shielded them from the attentions of the Ordo

Hereticus, but other, less renowned chapters

* are not se immune to the:nquisition’s

scrutiny, and they may find themselves under
investigation should an Inquisitor suspect
serious heresy.

\ WARHAMMER
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The battle cries of renegades often go
unrecorded, due in part to the fact that so
many accounts are suppressed and the actual
witnesses silenced. o (TS

The'Red Corsairs are known to transmit a
tirade of expletives and threats across all vox-
caster frequencies as they ambush enemy
ships and settlements. This is clearly

intended to intimidate the target and put themi_

at a psychological dssadvantqge'from the

moment the Corsairs launch their attack. The *

Sons of Malice reportedly fight in utter
silence, and those who have fought against
them cite this as the prime source of the

deeply disturbing aura surrounding them. - § -

Other renegades may retain their orlgmal
chapter battle cries, seelng no reason-to alter
them, reasoning that it is the Imperium who™
is wrong. Thus many of the catechisms of

Space Marine dogma may still be heard from

the mouths of traitors; a source of great.
chagrin and sadness to the loyalists who

must bear arms against their former brethren, -

I Andy Hoare: Andy recently
wrote the.massive 13th

. Black Crusade sourcebook

 for the Black Library. For

i more on this mighty tome
t congerning Abbaden’s
W invasion, see:
www. blacklibrary.com

USING RENEGADE SPACE MARINES IN'WARHAMMER 40,000
There are severa] ways in which you can field an army.representative of a renegade Space
Marine foree, depending on your‘own tastes and the background of your army. If your Space
| Marines have only recently turned, then it is perfectly appropriate to use Codex: Space
Marines, making use of the Chapter Traits system, with such drawbacks as Flesh Over Steel
' and We Stand Alone in play. If your force is of a more radical bent, or has been renegade for
longer, then Codex: Chaos Space Marines may be more appropriate. If you decide to field a
force such as the Red Corsairs, who make use of human reavers and pirates as allies, then
you may consider using the rules for the Alpha Legion, with cultists representing such
- troops, or you could use the Lost and the Damned army list found in Codex: Eye of Terror,
L with all manner-of Mutants and Traitors in attendance.

" The Damned Company
of Lord Caustos .
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Red Corsairs

Sons of Malice




My Red Corsair boarding party, armed for close-quarter fighting, with a ﬁ?eftagun to crack open bulkheads and a flamer to clear out confined spaces.

As the Red Corsairs pirate a lot of
shipping, Christian thought it would
be characterful to make a Red
Corsair boarding party. Here’s how
he did it.

Christian: After painting all
those Iron Warriors (maybe
| should have painted more
—see'why on page 46) and
having before that painted a
vast army of Black Legion, |
find myself painting yet
another lot of traitors and

B heretics. But as I've done so many before, |

decided to.do these faster than | have ever
painted Chaos Space Marines. Here are some
simple yet effective techniques for getting a

¥ unit of these warriors onto the table quickly.

RED CORSAIR ASPIRING CHAMPION

| used a set of Khorne Berzerker arms and the
champion components from the Emperor's
Children boxed set on a basic Chaos Space
Marine to create this piratical champion (no eye

patch though).
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PAINTING ARMOUR

| started by batch painting all the models with Scab Red, applying
multiple coats until they had an even coat. Next | drybrushed them Red
Gore. When that was dry, | washed Brown Ink over the armour,
highlighting it quickly with Blood Red and tidying up the black areas.

PAINTING METAL

All of the metal areas were painted with Chainmail. Then the areas that
were going to be gold were painted Shining Gold. The Chainmail areas
then got a wash of Black Ink. The Gold areas got a watered down coat
of Chestnut Ink. When dry, this was highlighted with Burnished Gold.

EYE LENSES

I painted the eyes with Goblin Green, then, with a 1:1 mix of Goblin
Green and Skull White, painted around the lower rim of the lenses. The
outer corners got a dab of Black Ink. When that was dry | painted a dot
of Skull White carefully over the black.

WEAPONRY

This | did in almost the same way as the other metallic parts of the
models. the difference being that | actually painted the Black Ink into
the recesses of the weapons rather than washing it on. When the ink
was dry, | roughly drybrushed the weapon Chainmail.

LEATHER GLOVES AND BELTS

First | painted the area Graveyard Earth. | followed this with a heavy
wash of Brown Ink. Then | went back over the raised areas with
Graveyard Earth. If you want to go a bit further, mix some of the base
colour with Bleached Bone and pick the most raised areas out a‘gain ;




COMMANDER'S SKIN

To reflect the Corsairs unhealthy treachery | parnted all their f}esh tones
with a Graveyard Earth basecoat, working it up with EIf Flesh through
to Skull White. The Tongue here Was painted with EIf FFEASh mixed with
some Red Gore: This head is from the Deathwatch sprue.

CRESTS

| wanted all the crests to be light and stand out from the main colour
scheme, so | chose to basecoat it Kommando Khaki (applying a couple
of coats to cover the black) followed by several layers of drybrushing
with Skull White, :

/ CHAPTER SYMBOL ¥
This bit requires a good fine detail brush and some patience. These
symbols — painted with thinned Chaos Black —are not designed to be

Painting around the clows wirrr Blood Red helps make it stand out.

SHIP DECKING

#

¥ It would have:looked a bit strange if this boarding crew had been based like most models are.
- Spaceships don’t'have grass growing in them as a rule, so | thought a metallic base would be

" best. Using wire mesh seemed to be the easiest way. You could use squares\of plasti-card or

textured plasti-card, which you can get from better modei shops instead.

§

B, X

leaving them resting on the mesh sheet. It’s best to balance the
mesh over an empty space, like an upturned box, so it doesn'’t stick
. to the table! Once dry cut around the bases with clippers.

Once the superglue was thoroughly dry — superglue ruins brushes
— | mixed up equal parts of Chainmail, Tin Bitz and Black ink and

- painted the base, making sure to get into the recesses, If it's
slightly patchy don’t-worry, this helps it look drrty and: worn.

« \

) | drybrushed over the base with Charnrrrarl to lift the mesh out. |

) then dnlled:someho{es and superglued the models into place.

" This is very-important, as the models. W|II not strck to the mesh
~ securely wnhout pinning. .

o &

perfect, but it’s nice if people can make out what it's supposed to be!

[ took the bases and covered them completely with superglue before .

WARHAMMER

40 000

: SCULPTING PELTS AND HAIR
. What do you do if you.can't sculpt?
_Answer: get your mates to teach you how.

So l-asked Georpe Dellapina. Remember,

| it's a good idea to. wash the Green Stuff
. off your hands when you're done, Georgel §

Slage 1 George removes ewc!ence of a
prevrous sctlpting attempts, as well as

| purity seals.

Stage 2: Then he applres the Green Stuff
- and moves it into shape (wet tools help
this process), then he leaves it for 30

. minutes to let it cure.

| Stage 3. After it has had a.chance todrya
| bit George begins the hair. This takes

| some time and'is accomplished. by first

| scoring the surface and then lifting small

| strands of Green Stuff over one another,

| thus creating little waves that move

| irregularly down the pelt.

~Simple vys 1o punt Ch
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A MIND WITHOUT PURPOSE WILL WALK IN DARK PLACES A MIND WITHOUT PURPOSE WILL WALK IN DARK PLACES

-

RAVENOR RETURNED RAVENOR
by Dan Abnett by Dan Abnett
NEW!The unseen hand of Chaos is behind NOW IN PAPERBACK! As Inquisitor Gideon
a corruption creeping through the highest Ravenor and his team pursue the enemies of
levels of Imperial command. Inquisitor humanity, they uncover the existence of a
Gideon Ravenor and his team must race deadly drug and an insidious Chaos plot to
against time to prevent humanity being bring humanity to its knees!
plunged into eternal madness.

Novel  £6.99
Hardback Novel ® £16.99

WWW.BLACKLIBRARY.COM
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DEAD SKY

BLACK SUN_
R

AN ULTRAMARINES NOVEL B

GRAHAM McNEILL

DEAD SKY BLACK SUN

by Graham McNeill

BACK IN STORES! The further adventures

of Ultramarines Captain Uriel Ventris are
available again due to public demand.
Follow Uriel as he ventures deep into the
heart of Chaos, seeking redemption or death!

Novel » £6.99

(o)
WARHAMRY

DEATH'S MESSENGER

by Sandy Mitchell

To coincide with the release of Warhammer
Fantasy Roleplay 2nd edition, this new dark
fantasy adventure from the author of For
The Emperor and Caves of Ice follows a
young adventurer on a desperate quest.

Novel ® £6.99

THE BLACK LIBRARY. READ TILL YOU BLEED
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are you brave the depths of
D the Underhive? Grab your

auvtogun and follow Nick
Kyme into the Ironyard as our
gangers continue their quest for
glory. This month we head towards
the stinking Chem Wells and the
dreaded Junkyard.

THE IRON LORDS CAMPAIGN

The Iron Lords is a Games Mastered
campaign for Necromunda set in the bleak
industrial landscape of the Ironyard. This
previously shut-off domain was once the
home of the mighty Iron Lords, hulking
machines that roared with mechanical
thunder and belched smoke into the polluted
sky until a hive quake closed the entrance to
the Ironyard, leaving it to lie undisturbed for
years. Recently a freak storm briefly
reactivated the Iron Lords. Their massive
motions shifted the barriers of scrap and
detritus, opening the way for ambitious
gangers to explore and plunder.

We head into our second month of
campaigning with a great many battles having
been fought already, alliances forged and
broken, grudges harboured and scalps taken.
Eight gangs fight in the campaign with the
Enforcers acting as an additional Games
Master run gang to try and keep the peace.

Q

ZONES OF CONFLICT

As the gangs explore the Ironyard they must
battle through six Zones of Conflict in total to
reach an archeotech-filled dome situated at
the centre of the Ironyards. They don’t get to
explore all of the zones at once however. The
campaign is being played out over nine
weeks and as such is broken down into three,
three-week ‘phases’. During each of these
phases gangs explore two Zones of Conflict
and must choose one of these zones to
effectively start in. This is an important
choice to make as only gangs in the same
zone may fight each other, although it is
possible to move from zone to zone during
each phase of the campaign, either by choice
— if you win a game, or being forced — by
losing a game. The gang that has the most
wins in a given zone at the end of the phase
claims that territory, and gains special
bonuses from it for the duration of the next
phase of the campaign.

Last time the players entered the outer
regions of the Ironyard and explored the
Labyrinth and Slum Town. Now that the initial
phase of the campaign is over these Zones of
Conflict are closed and players may no longer
explore them.

THE CAMPAIGN SO FAR

Three weeks of hard fought battles in the first
phase of the campaign saw the fate of the
first two zones decided. After a fairly steady

- CR0MURNIY,
| THE\(<ON LORZ
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start the Van Saar cyborgs of HiveNet
emerged as the eventual owners of Slum
Town. This victory for the cyborgs means
they will now be able to take a free Hired Gun
of their choice before each battle during
phase two of the campaign. Playing more
games than anyone else, HiveNet have
emerged as a real force to be reckoned with
in the campaign and have even taken down
the Enforcers on one occasion. Can nothing
stop these automated aberrations?

The battle for the Labyrinth was a little more
one-sided. After an initial slip up against the
Dead-Marsh Defilers, the Phantoms cruised
to victory. Only Raygorn's Roughnecks
provided any opposition and had the two
gangs met to decide ultimate tagging rights
over this area, then maybe the story would
have been different. The Phantoms will now
benefit from the Labyrinth’s tunnels and
vents, allowing them to get the drop on their
enemies in phase two of the campaign.

On the receiving end of HiveNet's and the
Phantom’s success, The Unwashed
Brotherhood have taken some serious
hidings, although remain contenders. Far and
away the biggest whipping boys (or girls in
actual fact) were the Scarlet Reavers. So
badly were they pummelled in a losing streak
of nine games that the Reavers were forced
to disband and a new gang, Jade Lotus,
sprang up in their place.

e :
Lazenby's Spectres get up close and personal with ==
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CHALLENGES AND ALLIANCES
In the Ironyard campaign there are special
rules that govern alliances and challenges.

Alliances: Up to two players in the same
zone may ally with each other to take on
another gang in that zone. Such alliances
must be communicated to the GM.

Challenge: Any player may call out
another in the same zone for a gang. To do
this, inform the GM who will pass on the

¥ challenge. A player must accept the
challenge or their leader will suffera -1 Ld
penalty in the next game as his gang starts
to lose faith in him. If accepted the
challenge game counts as a ‘grudge
match’ and both sides gain double

i experience. The losing gang will also hate
the winners for the rest of the campaign.

In the first phase of the campaign there
were a glut of alliances and even more
challenges as grudges came bubbling to
the surface. It seems an Underhive-wide
bounty has been put out for the heads of
HiveNet. These robotic freaks have been
terrorising the other gangs, intimidating
them with their sheer numbers. It took an
alliance between the Enforcers and the
Unwashed Brotherhood to finally give them
the fat lips they so richly deserved.

Numerous other rivalries have emerged.
The Phantoms and HiveNet have had many
clashes, whilst the Unwashed Brotherhood
have declared all out war on the Dead-
Marsh Defilers but keep failing to turn up
for battles! Looks like Smelly Bob is all
mouth and no trousers without the
Enforcers at his side.

PHASE TWO BEGINS

The Junkyard and The Chem Wells: The battles for the Labyrinth and Slum Town have been
fought and the fate of these two zones decided. Now the gangers tread warily onward, deeper
into the Ironyard. This graveyard is full of collapsed structures and haunted by the tremars of

near-dead machines. One such area is the Junkyard, a massive plain of ramshackle scaffolds and

twisted girders that stick up out of the ground like broken teeth. Then there are the great,
stinking pits of the Chem Wells, where vats of foul mixture fill the atmosphere with clouds of

foetid smoke.

Chem Wells: The gases that rise from the
vast Chem Wells create an ugly green pall
over this sector of the Ironyard. It is here that
the iron and other metals were treated and
finished but now the vast pits are frequented
by scumbags and low-lifes who procure illicit
substances from them. The Chem Wells can
be harvested by those with the care and
knowledge to do so. Anyone in possession of
the Chem Wells is in a position to use the
chemicals of the Underhive to enhance their
gang fighters.

The gang that controls the Chem Wells may
generate D3+1 doses of either "Slaught or
Spur from the Outlaws Trading Post. You may
choose to take a mixture of both instead of
just one. Instead the gang may mix up a
batch of D3 medicinal chemicals that act as a
one-use medi-kit.

Because of the good marketability of the
products of the Chem Wells, it yields 3D6x10
credits to any gang that controls it, following
all the normal rules. However, if you roll two
or three 1’s whilst collecting income there
has been a chemical explosion or a
poisonous gas incident, and the ganger who
was collecting from the Chem Wells must
miss the next game while he recovers.

(Note: the rules for "Slaught and Spur can be
found in Fanatic Magazine 5 on pages 58-59
as part of the Outlaw Trading Post)

e

normal rules.

Junkyard: Past the lron Lords lies the
Junkyard, a forbidding place, cluttered with
technological debis where metal structures
loom high over a sea of broken girders and
decaying gantries. Rumour has it that there
are treasures to be found down in the
wreckage, lost during the first hive quakes to
rock this sector in ages past. Although only
the most determined treasure seekers stand
a chance of ever finding anything, if a gang
can control the area perhaps they could reap
something from it...

After a game the gang that controls the
Junkyard may send up to three gangers to
search the ruins instead of collecting income
or visiting the trading post. Roll a D6 each
time you search the Junkyard, adding +1 for -
gach gang fighter above one that is
searching.

If you score a 4-6 you find a single rare item
still in working order, hidden deep in the
scrap. This item is generated on the rare
items chart as normal and added to the
gang’s roster. If you score a 7+ you find one
rare item as above but you may add or
subtract + or — 10 from the D66 roll.

The scrap metal in the Junkyard is highly
valuable and can be sold to merchants that
dwell on the extremities of the Ironyard. It
yields 2D6x10 credits, following all of the

)| LI i

HAZARDS OF THE IRONYARD

The Ironyard is a vast and dangerous
region. All of the derelict buildings,
defunct machines and piles of rusted
metal make it difficult to navigate. As
such it is fraught with various hazards.

Every few weeks the Games Master posts
a hazardous event to all of the players that
takes effect for a pre-determined amount
of time (usually a week). These have a
variety of effects on the game, but all are
designed to force the players to come up
with strategies to defea their adversaries
under adverse conditions. ;

Below are the hazards that hamper the
gangs during the second phase of the
campaign in the Ironyard.

) High Winds: /n this sector of the Ironyard

a foul wind blasts its way through the
multitude of scrap and junk piles. It sings
art unéarthly chorus as it whistles through
pipes and across steel girders. Buf it’s
upen the highest towers and the lofty
gantries that this zephyr is at its most
deadly, where it builds up into a powerful
tumult strong enough to throw men off
their high perches and into the waiting
abyss below.

Until the winds abate all models who are
on a building, tower or gantry that is 6" or
higher must pass a Strength test in their
recovery phase or will be blown D6" in a
random direction determined by a scatter
dice. If this takes them within 1" of the
edge they must pass an Initiative test or
fall. If it takes them off the edge they
automatically fall.

Out of Ammo: Supplies of ammunition
have become Scarce. Here in the wilds of
the Ironyard it’s not easy to find a trader
capable of replenishing a gang’s depleted
stockpiles. Furthermore, the radiation
emitted by a number of the great
machines has rendered many of the
munitions carried by the gangs dangerous
to their user. Use your ammo sparingly
and learn to rely on your knife if you want
fo survive...

Until notified otherwise you must take an
Ammo check every time you score a hit
with a ranged weapon, not just when you
roll a 6 to hit. In addition, if any fighter
scores a 1 to hit roll a further D6. If you
roll another 1 the weapon explodes as
described in the Necromunda rulebook.
The Enforcers are immune to these rules
as their weapon and ammo supplies are
far superior to those of the Underhivers.
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THE IRON MEN ADVANCE

The gangs fight on at the behest of this band of scrofulous ne’er-do-wells.

RAYGORN’S ROUGHNECKS

The Roughnecks have seen their fair share of the
action over the last month. One of the best things
for me about Necromunda is how everything is
always changing. During a campaign you never
fight against the same gang, come to think of it,
you never fight with the same gang either.

Deaths are always a hard thing to take in a
campaign, the loss of the equipment and
experience can take your Gang Rating right down, and all you can do is
hope that you have what is needed to replace the fallen man. Luckily
for me, my Juves have proven their worth. Throwing them into the
most difficult situations has boosted their experience and produced
some fully fledged Gangers to replace my losses.

Rob Mactaggert

JADE I.OI'US

Atthe end.of last month my Scarlet Heavers ..
- had feceitred a thorough thrashing in almost.

every game, until finally they were

gishanded. As shocking as this was, it gave

me the chance to start afresh with a brand

" new gang. -

My new girls on the block are.Jade Lotus,

With the experience |.had gained:from my
previous gang I'was dptimistic that 1'could do better.
Unfortunately, | lost:my first game, but due to the differencé in
gang ratings my girls gained some hefty experience points, and
none 0f them died after the fight. However, |1 needed victories if
my gang were to survive {onger than the Reavers did and |
needed them fast.

It was only'after my next defeat with the new gang that I'finally
got what | cravéd. | won my first battle — woo hoo! It was a real
clash for bottom place against Andy Hobday’s (who claims to be-a

", Necromunda veteran) Unwashed Brotherhood. Neither of us had

. had anyvictories,radd to that it was a grudge match (so, double

. -experience) and there was a lot 1o play for, so the game; @ Gang*

* Fight, was hard fought and very close, but due toAndy’s poor
Bottie test roll I was able to shatch victory! During the post-battle
sequence | captured one'of his Juves; much to Andy's chagrin
and the win lifted me-off the bottom of the leagie table, a huge - .
‘relief.aiter last mantiv's disappointing performance;
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Experience is crucial to a gang’s progression and, ultimately, their
survival. I'm doing okay on this front, Raygorn’s Roughnecks now
boasts two Gang Champions; the infamous Rock ‘Manstopper’ Margin
and the frankly violent Cosh Ironhart. With experience comes new
skills and though my first choice was always Muscle skills (they are
Goliaths, after all), now I've decided to try Techno and Combat for a
little variety and flexibility.

In the second phase of the Iron Lords campaign the advantage is
starting to go to those gangs which have the best skills and stat
increases — those pesky Van Saar are learning how to shoot a bit too
well! But though with all this shooting going on the odds seem to be
stacked against my close-quarter gang, | have recently decided against
taking a Hired Gun — | know the Goliaths have the muscle to make it to
the top on their own.

Wi

The.next game came sopn after-as Andy wanted to get his Juve
back, so he called me out for a-Rescue mission. Cunningly, | had
hired a Bounty Hunter and' a couple of Scum after my last game
to reinforce my gang.

These bad hoys were |

supposed to hold Andy’s

Unwashed Brotherhood

up until the rest of Jade

Lotus arrived for the

.+ coup de grace: Alas,

they all got shot up. just

.as my gangers arrived.
Ta:make things worse
Andy snatched his Juve
back and was close to
getting him off the table.
In desperation | threw
everything | had-athis °
gang, downing the
required 25% for a
Bottle test. With

+‘predictable bad luck,

Andy failed the test and |
earned another well-
deserved win. It seems
not only am | on a
winning streak but I'm
also Andy’s nemesis!




LAZENBY’S SPECTRES

After a poor defence in a Rescue scenario against
HiveNet last month my gang started this phase of
the campaign disheartened and somewhat
mauled. HiveNet re-took gang member 3D0 with
gase and it didn’t help that a stray shot put down
one of my own sentries!

| decided to get revenge by instigating a Raid to
strike at Paul's Gambling Den. If | succeeded,
there was a chance | could destroy the territory entirely and hopefully
curb HiveNet's advancement and profligate spending.

Andy Holmes

Bright yellow skin suits are not ideally suited to stealth missions
however, and the HiveNet sentries spotted my raiders as we got within

HIVENET

| guess I've been the most active player in this
campaign over the last two months, with a gang
rating triple most of the other players and my
total games well into double figures.

By playing all these games, HiveNet are not out to
win the campaign, instead we want TOTAL HIVE
DOMINATION! What did you think | was going to
say? ‘The enjoyment of playing’. My guys don't
want to just take over a measly part of the Ironyard, they want
EVERYTHING! And don't the Enforcers know it! They've gone to
serious lengths to lay the smack down on HiveNet, even taking a full
ten-man patrol team allied with the Unwashed Brotherhood to do it.
Luckily, HiveNet didn’t fare too badly, but now | really want some
payback from those Enforcers and Smelly Bob.

Paul Foulkes

So far injuries have been mercifully light — a few old battle wounds and
a head wound. It makes the games all the more interesting when
you've got a Ganger with two chainswords who’s stupid or frenzied!
Sadly there’s been two deaths, luckily both juves. That's what they're
there for! Both were slain in games against the other Scottish gang,
‘The Phantoms’. The first Juve was drilled in a Shoot-Out, my first
game of the campaign. The most recent fatality was in my last game.

range of the Den. After a brief exchange of fire in which ‘Doc’ Kananga
spent most of his time pinned on the floor, Aristotle, my gang leader,
managed to work himself into a pasition to open fire with his meltagun
and waste the objective with a single shot!

All of my Juves have now gained enough experience to become fully
fledged Gangers. As | have good access to basic weapons, | have
added new models to the gang and swapped some of the weapons
amongst them to better fit their skills and characteristics.

| plan to add a second Heavy to the gang once | have enough spare

creds in my stash and | already have a model converted to represent
him. Equipped with a flamer, this new recruit should dissuade close-
combat gangs from getting too near to my snipers. Hopefully a game
against Pinyo will provide the funds!

One luckless Juve got in HiveNet ganger VIC20’s shooting arc, and
took a hit and went out of action after VIC rolled two 1's. Whoops. He
got multiple injuries after the game, so | decided to use ane of
HiveNet's many Medics (shouldn't that be technicians? — Guy) to better
the result, but that only ensured his suffering wouldn't last!

I've got some good shooting skills throughout my gang, as it should
be with Van Saar. Ganger 1200 who is armed with a lasgun is now a
BS5 Marksman with a hotshot power pack, fortuitously created by a
botching 3D0 when he was a Juve. This makes him very effective at
long-range firefights, much to the annoyance of the Enforcers.

| said when | started my gang that I'd probably convert one or two
models, but as is the case with gaming, I've got carried away and now
| can’t have a gang member without chopping and greening him up a
bit first. A prime example are my plasma guns, all three have the same
body (a classic Van Saar with bolter) but look completely different.

My plans for the future, besides total hive domination, definitely
include getting some revenge on Smelly Bob for ganging up with the
Enforcers against me. And without a doubt | need to buy an auto
cannon or plasma cannon — those babies go through carapace armour
like a monkey through peanuts. The models are converted and ready,
all | need now are the creds!
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THE UNWASHED
BROTHERHOOD

A word of advice:
never have a week off
on holiday at the start
of a Necromunda 2
campaign. By the
time | got back from
minge, my gang was
the only one which
had no experience. | was at the bettom of
the lgague tahle. |

Aridy Hobda.™

To remédy this | arranged thfee games in
quick succession against opponents with
much higher ratings to get experience 3t
| lost all three-guité spectacularly, my
gang suffering from a total of eight
assorted injuries; missing eyes, chest
wounds, arm wounds... The list was long.
‘With a ganger killed and a Juve capfured
by the Scavvies, who then ate him fo¥ A
lunch, things weren’t going well..

THE DEAD-MARSH
DEFILERS

My losing streak is
finally at an end!
Though hings started
shakily as ‘Uncle’ Jo
was unceremoniously
captured, put in a sack
and given over to the
Enforcers, thank
goodness my gang loved their ‘Uncle’ so
much that they rescued him! | got some real
early luck with some tasty Skill rolls, allowing
me to tool up a Specialist, Infiltrating, flamer
clutching, No-Nosed Scavvy and then
proceeded to get the first turn for the next
FOUR games - | love the smell of
promethium in the morning. Also my
Zombies are moving less like those in Dawn
of the Dead and more like the fiends in 28
Days Later - rolls of 10, 11 and 12 have seen
my enemies pumping literally thousands of
rounds into them to no effect and no less
than three enemy gangers have contracted
the Zombie Plague!

Mark Chambers

The last few weeks have been a lot of fun,
with rivalries (Smelly Bob still fails to meet
me at the table), lots of cheering and
groaning, many an e-mail battle report and
some new mutations I'll tell you about later.

Klint ‘No-nose’ - a
Specialist,
Infiltrating, flamer-
clutehing Scavvy.
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Time for plan B. | allied myself with the
Enforcers for some retribution against .
HiveNet. A big win here allowed me fo.
restructure my gang after the early losses.
I rolled the Specialist skill so moved my
flamer around and bought another stubber

* for some serious firepower. A quick

conversion of the Cawdor heavy bolter ‘
usiny a stubber harrel ‘borrowed’ from”
Rudgie and | had a new heavy.

Looking at my recent form, it was time for
a team talk with Smelly Boh. So far he had
failed every Bottle test and | needed to
make him realise if he didm’t start to stand
his ground then his number was up, and if
he wanted to actually fire his gunin a

- game that would be good too.

It seemed to do the trick as | have now won
three ouf of four of-my last games in the
Chem Wells;, losing only a rescue mission
trying to save aJuve. Sorry Noel.

TRENCHCOAT
COWBOYS

My basic plan this
month has been to play
the gangs with highest
gang ratings | can find
and then hopefully
choose a scenario
where | can sneak a
victory — well, | am a
cunning Delaque player after all. But luck is a
fickle thing and | seem to be destined to lose
all my games of Necromunda! When | do get
to pick a scenario (I've even hired a Ratskin
so | can modify the roll that determines
which we-play), most of my gang fails to turn
up, the alarm sounds on Turn 2 or | get the
very worst random table edge.

Paul Rudge

The worst blow though was the death of my
leader Diesel when | took on the Unwashed
Brotherhood. (One of my Juves became a
Medic straight after — the irony!). My new
leader has fared little better, getting captured
by HiveNet despite the re-roll from my Medic.

On a more positive note, my gang is finally
learning some Stealth skills. Now, several
gangers can Sneak Up and Infiltrate. My
leader Gucci can even dodge bullets with the
Evade skill. | just wish he'd roll Escape Artist!

Cerruti, Rudgie’s
fairly ineffective
Medic, needs to
work on his
stitehing skills.

THE PHANTOMS
The thing | like most
about Necromunda,
other than whooping
like a monkey when |
capture my opponent’s
leader, is the extra
tactical options afforded
by the different
scenarios. If you can't
take someone in a straight Gang Fight then
Gunfight and Raid will limit the amount of
Gangers you face. Similarly, in Ambush you
can take out a small portion of a large gang
and then head for the sewers. If facing
overwhelming odds, then Bottling out early
will ensure your gang survives relatively
intact. You'll quickly gain experience this way
and get much-needed advances.

Andy Smilie

Bottle tests are the key to Necromunda, most
games are won or lost on them. So I've
starting recruiting lots of Juves. | want 21
gang members, so I'll only take a test when
six guys are down, a fairly tall order.

My next game is against HiveNet, I'll need to
use all my tactical skills to my advantage if
I'm to beat that behemoth of a gang. Just to
be on the safe side though, | think I'll hire me
‘The Three Mariachis’ (ie, Scummers).

The heavy stubbers of the
Phantoms are deadly in an
Ambush scenario.




66 un for it ya filthy ingrates!” cried
Smelly Bob.

Bchind them a pack of slavering
zombies gave chase. Bob swung around to
face them, squeczing off a few rounds
with his bolter. He missed. Bob flashed
an annoyed glance at Fintan Fay, who shot
the zombie in the head with his autopistol
first time, the thing's cranium erupting in
a cloud of wasted brain matter and
congealed blood.

The Dead-Marsh Defilers had defeated
them again, clawing back the turf that
Bob knew was his. Ducking an crrant las
round, he recalled the speech he gave to
his gangers before the battle, the same
speech he gave before every battle.

“We are Cawdor, we fight to purge the
unclean from our turf. We are zealous, we
arc fearless and they flec before our
might. Now, let's make ‘em ‘ave it!”

Twenty minutes later and Bob lost his
bottle and they were off once again,
dodging bullets and holding their tails
between their legs. But there was a faint
silver lining to this latest embarrassment.
They'd come back with Crilly, the Juve
they'd thought dead. Admittedly, he
looked pretty rough and a little green, but
he couldn't afford to be picky. Green was
his favourite colour anyway.

The remnants of the Unwashed
Brotherhood, Crilly being dragged along

CUSTODIANS
I-have to admit the
Custodians have.been
pretty lax in their
patrolling duties.
‘ Perhaps that explains
'/ the unfettered chaos
i reigning in the
Nick Kyme Ironyards at the
moment. Sergeant Bastion and his team
have instigated some police brutality =~
though, mainly against the robo-gangers
of HiveNet. Currently it's one game each
as a narrow loss in our first encounter

was followed by a righteous smack down
in the following game. Admittedly, | did
gel some help in the form of the
Unwashed Brotherhood but Paul Fonlkes
and his posse had to go down - they were
chewing up-all comers. - |

Despite the fact I've only managed a few.
games, I'm pleased with the way the
Custodians are developing. My close
combat armed Enforcers are getting
heefed up with Weapon skill and
Toughness upgrades and my Sergeant is,
-now a plasma pistol marksman, which
L'(fives him a 27" range — very tasty.

by the heavies Byrne and Brennan, headed
into a shallow sump tunnel. Stinking
effluent splashed bencath their feet as they
scrambled inside, occasional shots from the
Defilers blasting away chips of plascrete,
The stench was entirely bearable. From
day onc Bob had insisted that by
remaining unclean they could actually
blend into the Underhive and better serve
the house of Cawdor. Of course, he had
another agenda, but wasn't about to tell
the Brotherhood that.

Halfway down the tunnel, they stopped.
It was dark and silence crushed all sound
to nothing.

“I think they've given up,” hissed
Doyle, clutching his autogun and squinting
in the gloom with his one good eye.

“Boss,” came two voices in alarmed
unison.

It was Brennan and Byrne.

“Quict fools!” Smelly Bob snarled, his
moon-shaped visage a dire silhouctte
against a vent above.

“But Boss, it's Crilly,” Byrne protested,
edging away from a shadowy figure that
Bob assumed was his lost Juve. Brennan
too, had backed off and was reaching for
his autogun.

“Crilly.” Bob said, “Cirilly, are you all
right?”

He was answered by a low moan that
resonated around the cramped confines of
the tunnel.

My role in the campaign is that of
arbitrator and Games Master so it’s not
imperative that | play as many games as
the other gangers in the Ironyards. My
role, as | see it, is to intervene when
gangs become too powerful or come to
the aid of the weaker gangs when they're
are getting a constant kicking. So far this
approach has worked well and it's good
advice for any Games Master who's
playing in a campaign.. Try*to stay behind
the scenes and duck in and out of the
action sparingly. Remember, it's about the
players in the campaign, not the Games
Master. He's really the silent partner who
only surfacés when he needs to.

and aimed a wavering bolter at the shadow ‘
that was Crilly as it shuffled forward into
the light cast by the vent.

more. His eyes were bloodshot and misted g
over, tecth black nubs. His arms hung
limply at his sides and his shuffling gait
could mean only one thing. Crilly
confirmed it as he spoke.

trigger of his bolter but missing Crilly
completely, despite the fact he was three
feet from him.

him!”

Crilly down as he launched himself at his

former brothers.

looked down at the scorched remains of
his Juve. He put two bolter rounds in his
head to be sure, but even one of those
was a little wide of the mark, before
turning to his brothers.

last time. I've heard they fester around
some sump pond licking their filthy
wounds.”

asked.

it hurts,” he said, “right in the sump.”

“Crilly..” Now Bob was backing away

The Crilly that Bob knew was no

“Braaaiinnss.”
“Holy Feth!” Bob cried, squeezing the

“Maguire.” he rasped urgently, “Frag

Maguire lowered his flamer and burned

As the fire and smoke dissipated, Bob

“Those scavvies have nailed vs for the

“So what we gonna do, boss?” Doyle

“We're gonna raid it and hit ‘'em where

NECROMUNDA NOVELS

You can read about battles for survival
against the terrors of the Underhive in a new
series of novels from the Black Library.

Salvation - Zefer Tyranus, espionage agent,
discovers the existence of an artefact that
may link his family with the founding fathers
of Necromunda. As he quests into the
Underhive, fame and prestige await him. He
only has to survive long
enough to claim it!

Survival Instinct -
D’onne ‘Mad Donna’
Ulanti is a loose
cannon, an unhinged
maniac with a vicious
streak a mile wide. Yet,
unknown to many, she
began her life as the
daughter of a noble.
Approached by a
guilder with secrets of
her past, Donne is
thrust into a fight for
survival where
treachery, deceit

and murder are

the least of the ex-

lady’s troubles!
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'UNWASHED BROTHERHOOD CLEAN UP ACT

3
SMELLY BOB’S POSSE JOINS FORCES = R !1 l
|

WITH THE ENFORCERS

IN A BID TO BRING THE CHAOS OF THE IRONYARD UNDER
CONTROL, THE ENFORCERS HAVE DEPUTISED THE
GANGERS OF THE UNWASHED BROTHERHOOD. THIS
ALLIANCE WAS FORMED TO TAKE DOWN THE INFAMOUS

g PN

HIVENET GANG WHO ARE BENT ON TOTAL HIVE
DOMINATION. TO QUOTE ‘UNCLE’ JOE OF THE DEAD-
MARSH DEFILERS, THE ‘FRICKIN' ROBOT ASSASSINS’
WERE SEVERELY OUT-GUNNED. AFTER A DAZZLING
DISPLAY OF GUNFIRE AND BRUTAL HAND-TO-HAND
FIGHTING WHICH RESULTED IN THE ENFORCER’'S CYBER-
MASTIFF, ‘BAD DOG’ BEING SENT TO THE REPAIR SHOP

P —
s e e

ONGE AGAIN, HIVENET QUIT THE FIELD NURSING AN OILY
NOSE, THEIR SERVOS BETWEEN THEIR LEGS. OUR
SOURCES REVEAL THAT DESPITE THIS DEFEAT, HIVENET
ARE STILL VERY MUCH ONLINE AND POSE AN ENORMOUS
THREAT TO THE UNDERHIVE AT LARGE. SO KEEP THOSE

1

SHOTGUNS HANDY, FOLKS.

! H ! A One of the Unwashed Brotherhood takes it in the chest from a ‘Robot Assassin’ of HiveNet.
" YOU WOULDN'T KNOW IT, BUT THE JUNKYARD AND CHEM
WELLS DISTRICTS OF THE IRONYARD LIE IN RUINS AFTER IN WITH A BULLET
FREAK WIND STORMS WREAK HAVOC. EXPERTS ESTIMATE SITUATION VACANT o THE RC BANDITS, ALSO KNOWN AS THE TRENCHCOAT
THAT NEARLY 4 CREDS OF DAMAGE WAS DONE TO HIGH= COWBOYS, ARE THE NEW WHIPPING BOYS AS THE
OPPORTUNITY OF A LIFETIME FOR HARD WORKING l
RISE STRUCTURES IN THESE AREAS AND SEVERAL SCARLET REAVERS BOW OUT. :
JUVES WHO WANT TO SEE THE GLORIOUS SIGHTS
CITIZENS WERE CARRIED OFF INTO THE GRIM DARKNESS, ® ‘UNCLE’ JOE ON THE WARPATH AS HE TRIES TO SNIFF .
OF THE IRONYARD AND EARN MORE CREDS THAN :
NEVER TO BE SEEN AGAIN. HIVE CITY OFFICIALS ISSUED OUT THE UNWASHED BROTHERHOOD.
! THERE'S SUMP IN THE UNDERHIVE, i
THIS STATEMENT, THE GOOD NEWS IS THIS LITTLE ® RAIDS ON THE INCREASE. HIVENET, THE DEAD-MARSH
DISASTER HAS SAVED US BILLIONS IN DEMOLITION FEES. DEFILERS AND RAYGORN’S ROUGHNECKS FALL VICTIM. j
: ENJOY SUCH FRINGE BENEFITS AS YOUR VERY OWN
|N FACT I CAN'T SEE A DOWNSIDE. OH, YEAH THE * DISAPPEARANCE OF RAYGORN'S ROUGHNECKS CAUSES j
d STUB GUN — GUARANTEED TO FIRE 50% OF THE
_ CITIZENS, TERRIBLE, JUST TERRIBLE. SPECULATION OF FREAK WEIGHT LIFTING ACCIDENT.
TIME, A MEDICAL PLAN — INCLUDING FREE }
;8 AMPUTATIONS, AND LIFE INSURANCE. YOU'LL GET o WELL KNOWN DEVIANT ‘RATTY' THE RATSKIN AT LARGE
'y BACKING THE DARK HORSE A ; IN [RONYARD.
- 5 TO TRAVEL FROM THE DEPTHS OF THE CHEM WELLS
| LAZENBY'S SPECTRES HAVE RISEN AS THE NEW KINGS OF + o ARMS AND AMMO TRADER FINKLE ‘FAULTY’ MCGIRK SETS
8 70 THE HEIGHTS OF FACTORUM ALPHA!
% THE UNDERHIVE. SURREPTITIOUSLY AT FIRST, THE UP SHOP IN IRONYARD.
©  SPECTRES HAVE CLAIMED SCALP AFTER SCALP AND ® CONTRACTS PUT OUT ON FINKLE ‘FAULTY’ MCGIRK AS' /B
3 NO EXPERIENCE NECESSARY. TO APPLY DIAL: 3
' CURRENTLY REIGN AS THE IRONYARD SUPREMOS. LITTLE AMMO SUPPLIES GO BOOM! ;
4 0800-666-MEATSHIELD
15 KNOWN ABOUT THESE YELLOW-SPANDEX DESPERADOS o HAB PRICES AROUND SLUM TOWN PLUMMET AS ‘ROBOT- | [
& e TR S T Two WEENS.
; AND THEIR SECRET RISE TO POWER IS INCREDIBLE GIVEN ASSASSINS' TAKE OVER AREA.
# THE HUE OF THEIR ATTIRE. WHEN ASKED ABOUT THE
| CURRENT POWER SHIFT, SERGEANT BASTION OF THE ]
' CUSTODIANS HAD THIS To SAY, 'I REFUTE ANY GHOSTS LURK AROUND JUNKYARD AS THE UNWASHED STINK UP CHEM WELLS
8
SUPPOSITIONS THAT THESE SPECTRES POSE ANY THREAT THE FOLKS OF SLUM TOWN AND THE SCUM BAGS OUR CYBERNETICS EXPERTS INFORM US THIS IS
70 THE IRONYARD. HIVENET ARE THE ENEMY HERE. THEY LIVING IN THE TUNNELS OF THE LABYRINTH EXHALED PROBABLY A THREAT.
' MUST BE STOPPED. WE WILL HAVE ORDER. WE WILL RAM A SIGH OF RELIEF AS THE GANGS EXPLORING THE
- ‘ THE VAPOURS OF THE CHEM WELLS ARE BEING
THEIR SERVOS RIGHT WHERE THE... |RONYARD MOVED ON TO MURKIER PASTURES.
OVERPOWERED BY THE ROTTING BODIES OF THE
EYE WITNESS REPORTS TELL US THAT THE DREADED DEAD-MARSH DEFILERS AND THE UNWASHED
WANTED DEAD JUST DEAD! PHANTOMS HAVE SET UP SHOP IN THE JUNKYARD AND BROTHERHOOD WHO ARE VYING FOR THE TERRITORY.
4 i MEAN TO STAY BUT THE ROBO-ASSASSINS OF HIVENET WE SPOKE TO OLD MAN CRADDOCK, A FORMER
THE FUGITIVE KNOWN AS MIGHT HAVE SOMETHING TO SAY ABOUT THAT. WE GOT RESIDENT OF THE AREA, 'I'M NOT WHAT I'D CALL A
1 ,
FOULKSEY’ , BELIEVED TO THIS EXCLUSIVE STATEMENT, CLEAN MAN, BUT THERE WAS NO WAY | COULD STAY
Qi | R T HE URDERHIVE BOSS 1010100100010001100." |N THE WELLS. THOSE BOYS STINK BADI"
FUNDING THE ILLEGAL
! ACTIVITIES OF HIVENET. FOR
[ CRIMES TOO NUMEROUS TO
| | MENTION OR SUBSTANTIATE. OBITUARIES
4+ -+ NOEL OF THE UNWASHED BROTHERHOOD = MISSING, PRESUMED DEAD + UNIDENTIFIED MEMBER OF
! JADE LOTUS — LOST A FINGER, BLED TO DEATH + LYNX OF HIVENET — OFFLINE AFTER CONNECTING WITH AN
i |NDUSTRIAL MAGNET -+ DIESEL OF THE TRENCHCOAT COWBOYS = SHOT IN THE HEAD. ALLEGEDLY T+ SR
& ey T
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& Ivory Road Journal &% Ogre Fighting Pit &% Army Showcase: & In Pursuit of a
The continuing  Building themed The Warherd of Tw’ Traitor
adventures of terrain for your Kathor '

Tristan the
cartographer Kyte. Ogre army. A Beastien horde. Troubadour returns,




{ HE IVORY ROA

Perilous adventure in the wild lands of the Ogre Ki.pgdo}ﬁs

f Kelly presents the second

instalment of the journals of
noted Empire cartographer
Reuben Kyte, in whose
destiny the Ogres loom even
larger than usual. Scenarios
by Mat Ward.

'Befnz @ further @[[e@fnn ?f er@?&fmm the
/'ouma[ uf notad explorer and evenlual

?’iremaf}er cf the }{ng;y ?f';ﬁ tribe,
ReuBen Kjl‘e.

Sommerzeit 21st, in the year
of our Lord Sigmar 2502.
Good Sigmar'’s breeches, that was a
close run thing. Those Hill Goblins can
be vicious as cornered rats when they
gather in numbers, especially if there are
shiny things around and no Ogres in the
vicinity. Like now, for instance. I take a
very dim view of mercenary guards who
disappear to beat each other round the
heads in primitive rituals every time they
have a disagreement amongst
themselves. We have lost good men as a
result. The problem is voicing that
displeasure to a towering thug, who is
quite capable of finding alternative
employment in the region, without
having one’s head caved in. On
reflection I shall hold my peace.

The ground around us is littered with
dead and mangled Gnoblars, for at
twilight the Ogres we had employed to
guard our caravan marched down the
side of the mountain to solve some
trivial dispute. Almost immediately after
this, a good three-score Gnoblars crept
out of the nooks and crannies of the
mountains with the intention of robbing
our trading caravan and making off with
some choice items with which to fuel
their barter economy.

I would say that the coincidental nature
of these events was highly suspicious,
but even the relatively intelligent Ogre
mercenaries would struggle to
coordinate a plan with a bunch of
Goblins of any stripe. So we were
ambushed.
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Luckily the caravan is not without
comparatively reliable human guards,
and Frederich and his men mounted a
sterling defence. Most of the Gnoblars
attacked in a great wave, clawing, biting
and laying about themselves with
improvised weaponry, only to fall back
as soon as they took a few casualties. As
it turned out, this was purely a
distraction so that their brothers could
creep up from the other side of the
caravan and pilfer as much loot as
possible whilst their friends capered and
stabbed. I knew that if any of them got
into the quartermaster’s caravan they
would not fare well, for that is where
Ergo was stationed and it is a really bad
idea to attempt to steal food from a
Halfling. For my part, I would have
unchained our Ogres’ Sabretusk if I had
been certain that it would not simply
have pounced on me instead, so I stayed
on top of the caravan and took the odd
pot-shot with my flintlock.

Ultimately a Gnoblar is no match for an
Imperial swordsman, and we saw them
off. That said, several of our number are
nursing sore heads, having been
wounded or even knocked unconscious
by the near-constant hail of sharp
projectiles hurled into our ranks during
the raid. These keep coming up; within
the last five minutes we have found a cat
skull with a rock inside it, a sharpened
horseshoe, and a fleur-de-lys
paperweight that, as I could judge from
the engraving upon it, once belonged to
a Bretonnian ambassador.

Speaking of junk projectiles, the most
surprising element of the raid was the
appearance of one of those gigantic
beasts of burden; a Rhinox, towing a
wooden contraption that looked like it
would fall apart at any moment. With a
great twang, part of the machine
whipped forward, sending a host of
projectiles sailing through the air
towards us. As they landed I realised the
projectiles were weapons, swords,
spears and lances! They fell short of us,
but once the strange contraption had
found its range we were likely to be
under a downpour of rusted blades! I
for one did not fancy this, and ordered
the cannon disengaged from its housing

— e ——— e e

T, Ay

Sy

'
i

in short order. Most of the guards
were busy repelling our light-fingered .
assailants, but the cannon was"
prepared nonetheless. And not a
moment too 500n.

Another rain of rusted blades descended
upon us, and this time it was on target. I
saw one sword blade slice through the
canvas roof of the caravan I was sitting
upon, embedding itself in a cheese, and
another stick straight through Josiah as
he stooped over to slit a Gnoblar’s
throat. I saw a half-spear thud straight
through Carssen’s helmet and into his
skull. I saw the back of a hatchet knock
Tobias from his feet — if it had landed
the other way round it would have split
his head like a cooking apple! The rest
of the weapons bounced from the rock
of the pass with a sound like an
earthquake in a smithy. But by this time
the cannon was loaded.

Thank goodness for Olfric’s eye; if his
uncanny guesswork had not been so
accurate we might have had to endure
another rain of rusted steel. As it was,
the cannonball thundered out, scaring
off most of the Gnoblars on my side of
the caravan, smashing into the Rhinox-
drawn contraption, sending spars of
timber flying in all directions. At the
demise of their beloved war machine,
the Gnoblars made their escape. I feel
sure our Ogres, upon their return, will
treat the whole situation as if it is
beneath their notice. After all, what real
damage can a gaggle of larcenous Hill
Gaoblins cause?

Carssen and Josiah know the answer to
this, I fear.

Sommerzeit 22nd

This mountain is too damned steep. The
air is too damned cold. The food is too
damned scarce. The wildlife is too
damned dangerous. And our Ogres are
too damned thick in the head to care.

I'm going to bed, before my fingers
freeze and break off.

Sommerzeit 27th
Ye gods, this is hard going. All the goods
in our caravans keep sliding to the back
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into a great disorganised pile, such is
the incline of these passes. My only
consolation on this cold morning is that
we found the broken body of a Gnoblar
stowaway, presumably left over from
their little raid two days ago. It had been
crushed by the weight of a chest full of
gold (and gilded lead coins — we
explorers have our tricks too) that it was
trying to prise open. The rewards of
greed were ever thus.

I feel like the air itself is my enemy.
Every breath is like a draught of freezing
water, and yet it seems to contain a
good deal less nourishment for the
lungs than good, honest Empire air.
Even Ergo agrees with me on this, which
is worthy of note itself. He misses the
Moot dearly, poor chap.

The one consolation is the view. It is
nothing short of spectacular. We can see
right down into the valleys, where a cold
band of blue snakes between the
kingdoms of the Angry Fist tribe
(through which we now travel) and the
Ironskin tribe, who apparently have a
fearsome reputation. Their Tyrant (the
leader of an Ogre tribe — a highly
appropriate name) rides to war upon a
great mechanical beast, if that is to be
believed. I find it hard to see how an
Ogre would possess the artifice to
construct such a wonder.

Sommerzeit 28th

We were treated to a rare sight today.
For the last couple of days we have been
trudging through light drifts of snow,
and have had to stop the caravan on a
tiresome number of occasions in order
to dig out a wheel or move a boulder.
Luckily our Ogre mercenaries seem
adept at dealing with such obstacles.
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. However, the last of these

obstacles seemed to be outside the
mouth of a fissure. Crusted with great
icicles, the cave had rather a lot of bones
strewn outside it, and given the fact that
it had snowed only hours ago I was
quite keen to leave the vicinity at speed.
Burt the obstacle in question seemed
almost like it had been fashioned; a
great wall of boulders and snow that
was taking Thrug and his boys a long
time to clear. One of them roared in
exertion as he pitched a particularly
large boulder down the side of the
mountain, and his roar was answered
from within the cave. It was a much,
much bigger roar.

My heart nearly gave out when
something that resembles a bear, in
much the same way a wolf resembles a
poodle, came out of the fissure. It ran
towards us, pounding the snow with
massive, clawed paws. Its jaws were
open wide, and thick ropes of saliva
came out of the bear’s mouth. We were
trapped, with an almost sheer drop
behind us, and the caravans neatly
barricading any retreat from the fissure.

It took me a while to realise it was not
us who were trapped. Thrug released
our straining Sabretusk, and the thing
bolted towards the cave bear like a
tawny-furred streak of lightning. The
bear reared up, levelling a blow that
would have torn the 'tusk in two if it
had landed, but it did not. The
Sabretusk ripped upward with its tusks
into the bear’s belly, and was rewarded
with a burst of gore. The bear jumped
back with surprising agility for
something so huge. The Sabretusk ran
up the thing’s back, leaving great claw
marks in its flanks, and clasped its jaws
around the beast’s neck as if it were
trying to bring down something the size
of a horse. It did not work. The bear
swung its head violently, flinging the
Sabretusk into the snow, and reared up,
its jaws open wide.

There was a brief twang, and a
barbed spear burst through the cave
bear’s head, sticking grotesquely out
of its upper jaw. The harpoon was
tied to a thick rope, and its owner, a
black shape on the slope above the
fissure, yanked hard. Combined with
the backward momentum of the
bear rearing up, this was enough to
pull the beast onto its back! It
writhed for a second before a flint-
tipped spear the width of a small
oak tree thudded down into its
soft belly. A second passed, and
another plunged down into its
chest. Slowly, ever so slowly,
the bear got up. For a second,

I thought it would survive against thie =~
odds, and renew its horrible assatilt. But
its chest heaved; it gave a great cough,,
spattering blood across the sngmm*nd it
slumped down, dead. \,.\

s
The figure that had slain the bear",-’ﬁ,
monstrous warrior clad in furs, sli
down the side of the: mountain,
dropping the last 20 feet to land. w1th a
heavy thump. The icicles nearest hxm“-
snapped and fell at the lmpac\t Thrqg
roared a great challenge, and stompg;d
forward toward the battle-scarred
newcomer. I grabbed my hip flask in
anticipation of a front seat at another
clash of the titans. But as he grew closer,
Thrug threw his arms wide, and the two
headbutted each other in some kind of
greeting ritual. They were friends! The
Sabretusk ran up to the Hunter and
started to lick his hand. As it turned out
the beast belonged to the Hunter all
along. He had been hunting the great
bear for the last week, and had used us
as his bait. That took the shine off the
incident for me, I can tell you.

Sommerzeit 29th

Our new acquaintance, who it turns out
is called Jhared (not his original name,
he chose it after some Hunter of old),
told us that we were straying too far into
the territory of the Angry Fist tribe. He
was a very taciturn fellow, and
completely ignored me even when I
asked him the most direct of questions.
The cheek! Well, one doesn’t travel

with Ogres expecting good conversation,
I suppose.

Oh well, no turning back now.

Sommerzeit 30th

I had to bury many brave souls today.
We were ambushed, this time by Ogres.
Believe me when I tell you that it is a
world apart from being ambushed by
mere Gnoblars. Initially, we saw a good
dozen Ogres walking down the slope
ahead of us, and we were heartened, for
Thrug had sent one of the Hunter’s
gaggle of Gnoblars ahead to let the tribe
know we were passing through their
lands. At first we assumed that this posse
of Ogres was a welcoming party, or at
least that they came to trade with us. We
could not have been more wrong.

As they walked towards us, Thrug cried
out a greeting, sounding to me like a
great barking shout. He was lighting
some sort of foul-smelling cigar,
presumably in celebration. But his call
was not answered. As the Ogres
approached us, calmly and surely, we
began to feel the cold a little more
keenly. They were not replying. They
just kept on marching towards us. They




really were awfully large, especially the
obese brute at their centre, all folds of
flab and muscle, who wore a chainmail
veil over his armoured head. As he came
closer I could make out the two rough
eye-slits cut into the veil. There was
something about his walk that did not
sit well with me, not well at all.

I threw caution to the wind, calling the
alarm and marshalling the soldiery we
had left to our defence. The cannon was
unshackled, but by this time the
approaching Ogres were breaking into a
run. They closed ranks, virtually treading
on each other’s toes as they picked up
pace, a wall of muscle and steel that
would surely hit us with the force of a
steam tank. I fired my flintlock at one of
the oncoming brutes, scoring a hit, but I
feel I may have only made him angry.

With my heart in my mouth, I waited till
the last second and launched myself
from the buckboard over the Ogres’
heads, somehow clearing them. Perhaps
fear lent me wings. I don’t feel any
shame in telling you [ was petrified. A
noise like a battery of cannon
discharging announced the death of the
caravan, and as [ hit the ground our
own Ogre mercenaries counter-attacked,
and the scene erupted into chaos.

I tried to scamper out of harm’s way,
praying that I didn’t get trodden on or,
worse still, noticed. I saw a scarred,
barrel-chested brute bring a two-handed
scimitar the length of a rowboat down
into the quartermaster’s carriage,
breaking it apart and sending planks of
wood in all directions. I saw one Ogre
bringing a petrified, whinnying horse

Py Pl

down onto poor Getsev and Ilfric.
Another barged past me, chasing after a
screaming Ergo, only to receive Thrug’s
ironfist right in the throat. The blow was
so powerful it took him off his feet.

I remember Ulisse, the Tilean duellist
who had fought with Frederico for years,
nimbly climbing up the wreckage of a
caravan to thrust his rapier into one of
the ambushing Ogre’s ears, to no
noticeable effect. Releasing his sword,
the Tilean kicked its hilt with all his
might, and it was only when the blade
came out of the Ogre’s other ear that
the brute slowly toppled over and fell to
the floor. ;

The battle raged on, and soon there {b&fas

as much red snow on the road as theére

- was white. To my shame, I‘:,gg;{fsss":'[{
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tried to make myself hidden, even trying
to burrow into the snow, for the carnage
was incredible. Not only that, but our
own Ogres were badly outnumbered.
One of them was laying about himself
with a great slashing sword far too finely
crafted to be Ogre-made, but Ogre-sized
nonetheless. He was keeping three of
the ambushers at bay. But the veiled
brute that led our assailants was like a
force of nature.

Disarmed by a lucky blow, I watched
him wrench the metal-banded axle from
an upturned caravan — he just ripped it
clean out, one-handed — and start laying
about himself with it, knocking two of
our mercenaries onto their backs before

B
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The Ogres emerge from their mountain kingdoms.

kicking a third in the kneecaps so hard
the iron-shod boot nearly took his leg
off. I cried out - it looked like Thrug’s
lieutenant, Grutsk, was ransacking the
caravan rather than defending what was
left of our expedition.

Then suddenly Grutsk wrenched
something free, a great metal barrel, and
threw it hard at Thrug. Thrug caught it
easily, and there was a moment’s
incomprehension as Thrug spun it
round and pointed it at the obese brute
smashing his way through the fight
towards him. I realised that what Thrug
had in his mouth was not a cigar after
all, but a taper. He dipped his burn-
scarred head, bringing the taper to the

touchhole of his blackened cannon, and
with a tremendous explosion it fired.
The enemy leader’s own head burst
apart in a spray of blood, fragments of
thick bone scything out in all directions.
His headless body swayed, standing free
for a second before its knees gave, and
with them the resolve of the ambushing
Ogres. They loped off into the snow, the
jeers of our proud Maneaters ringing in
their ears.

A victory of sorts. But without a caravan,
without provisions and without any real
way to control these brutes, I have to
ask myself — how long can we survive
out here? The future is looking
decidedly bleak.




HALL OF THE MOUNTAIN KING

Save the Caravan from an Ogre ambush

ome days after the fateful
Sencounter on the slopes of Bear

Mountain, Reuben Kyte’s caravan
finally approached its destination for
that leg of the journey. Tyrant Oleg
Kineater, whose hall the caravan was
making for, holds sway over that long
stretch of the Ivory Road. The bellicose
Tyrant has a veritable horde of Ogres at
his command, and has dominated the
Angry Fist's network of caravan
protection for many long years.

Kineater’s status and wealth is a source
of great envy for many lesser Tyrants,
but his fighting prowess has not
diminished with the weight of years —
any Bull foolish enough to challenge
him invariably ends up eaten. Even so,
Kineater's right-hand Ogre, Brulugh
Thundergut, has concocted a plan to
overthrow his master.

By ambushing caravans protected by
Kineater’s hand-picked warriors,
Thundergut hopes to discredit the
Tyrant and win enough support to fuel a
bid for the mountain-throne. It is for
this reason that, as Kyte’s caravan
lurches up the road to Kineater's hall, a
tide of brutal Ogres break cover from
amongst the snowy rocks and launch
their attack.

Overview

The attacker has sprung a daring
ambush upon a travelling caravan,
hoping to seize its riches for his own.
The defender, understandably, does not
want this to happen - if only because it
will almost certainly spell death for all
who travel with it.

Armies

Both armies are chosen from the
relevant Warhammer army list as normal,
but with the following exception: the
attacker may choose only a single war
machine, the defender may have none —
there just isn’t time to assemble them.

Battlefield

The caravan, represented by three or
more wagons, is travelling along a
winding road. Either side of the road is
scattered with a jumble of snow-covered
trees, rocky outcrops, chasms and
generally torn and broken landscape —
there should still be enough space to
manoeuvre between the terrain features.

Deployment

Players decide who will be the attacker
and who will be the defender, or roll a
dice to choose.

The defender splits his force into two
groups. Both groups must contain at
least a third of the total cost of the
defender’s army.

The attacker deploys any scouts
(including tunnelling teams, etc) in his
deployment zone.

The attacker chooses one group of the
defender’s army. The defender deploys
this group in the defender’s deployment
zone.

The attacker deploys the rest of his army
in the attacker’s deployment zone.

Who goes first?

The attacker goes first.

Length of Game

Six turns.

Victory Conditions

Both players score Victory Points as
normal (see page 198 of the Warhammer
rulebook). However, each of the
defender’s units that end up in the
attacker’s deployment zone award their
own Victory Points as a bonus to the
defender’s total. Any unit at half its
starting unit strength or below counts
half its value as a bonus.

Special Rules

Only part of the defender’s force
deploys at the start of the game — this
represents the first part of the caravan’s
guards entering the ambush zone. At the
start of the defender’s second turn, they
start to roll to see if the rest of the
column has caught up. Roll for each unit
not deployed at the start of the game.
On the roll of 44 the unit has arrived. If
it does not turn up, roll again at the
start of subsequent turns, adding +1 to
the dice roll for each roll after the first
(they turn up on the roll of a 3+ in the
third turn, and so on). Units that arrive
in this way move onto the board
anywhere on the defender’s board edge,
as if it were moving on to the board,
after pursuing an enemy unit off the
table (see map).

To represent the difficulty of organising
a successful ambush, any attacking units
receive a -1 penalty to their Leadership
unless there is a friendly character
within 6",

S — e —— -
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HOBBY MASTERCL

3 Build an Ogre Kingdoms fighting-pit. It's not hard. Promisef"f’;f-‘

y
e

\ Add some Ogre-themed m hc;re:;::r you indhoggtlrcs, i them storingfprisog?i‘s"’--ﬁg the pitto
whether it’s the highest peal await a grim fate. . < . L g
{ SCCH?I‘Y §gyour battk:ﬁel.d to of their mountain homes or the i S e
;f give it some Maw ﬂavourmg. forests of the Empire, you're also sure An Ogre Maw-pit is a good example:of .
¢ Over the following pages to find a fighting pit. Built to resemble how to take a simple and familiar picce
| Steve Cumiskey reveals how the shape of the ever-hungry maw; it’s in of terrain (in this case, a hill) and turn-it
ki . pits like these that Ogres can challenge into something personal for your army.
{ tc.' make the : d Of_ ﬁghtmg rivals and destroy hated enemies in If you don’t have Ogres, you can use the
.opit Ogres use in their single combats or even indulge in a spot  techniques here to make similar pieces,
. barbaric social rituals. of gut-barging. It’s also easy to imagine like a quarry or Skaven lair entrance.
g g 8ing, Yy

i y ~

Tools & Materials
- * Polystyrene
PVA woodworking glue
Sharp knife
6mm wooden dowel
Ready mixed filler
Thin wood (hardboard or MDF)
Cotton thread
Weapons from Ogre sprue

Safety tip

Always remember to cut away
from yourself when using your
knife, and to take care if you
choose to use a hot wire cutter.
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MAKING THE PIT

Step 1

Cut out an irregular
base from thin
wood, roughly 12"
to 14" across, and
then bevel the
edges. Use a strong
knife, and be
careful.

Take the base
you've just made
and trace the shape
onto a sheet of
polystyrene. Draw

Step 3

Cut the shape of the
hill from the

polystyrene sheet.

You may find it

easier to cut the

{ the shape of the pit, _ shape of the
| roughly 6" across pit if you cut
! (you'll find a it in to two

compass useful for
this) in the middle
of this. Also draw its
entrance, making
sure that there's
enough room for an
Ogre’s base to pass
through.

knife. Make sure the
surface is irregular
to create the effect
of rugged rocks and
rough ground.

o A
Glue the Build up a second
polystyrene to the layer of polystyrene
base, and begin to ~ (you can use offcuts
shape it with your for this), and shape

it in the same way
as the first.

LN
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DETAILING THE PIT

Step 6

Mark Jones’ Fighting pit

The fighting pit made by Mark Jones for the Studio Ogre army was built in a slightly different way to the one shown on these
pages. The most significant differences are the ruined brickwork on the inside of the pit and the tusks surrounding it. The
brickwork was bought as a single block from a modelling shop, cut to size and bent into a curve. The tusks come from an old toy.

94 HOBBY MASTERCLASS: FIGHTING PIT

To make the stakes
shave the ends of
some wooden
dowels to create
points. Take care to
leave the ends of
the dowels slightly
blunted, to prevent
accidents when
using the model.

Glue sand and
gravel around the
inside of the pit,
Use it to fill in
cracks and gaps.

—

Step 7

Take a sharp pencil
and create holes for
the stakes on the
upper surface of the
pit, facing in ata
slight angle (you
still want to be able
to reach models
inside the pit). Push
the stakes into the
holes. Glue in two
vertical dowels to
act as gateposts,
and then fill in any
gaps in the
polystyrene with
ready mixed filler.

Make a gate from
balsa wood strips.
Decorate it by
gluing plastic
weapon blades
between the slats
on the gate, tying
the frame together
with thread. You
could also add extra
details, such as
pieces of plastic
Skeleton Warriors
and Zombies or bits
of armour, around
the inside of the pit.




PAINTING THE MODEL

Preparation

Paint the model with textured paint,
taking care not to paint the wooden
parts or blades. We used exterior
masonry paint as our textured paint,
which also gave us a grey basecoat, but
you can mix sand and watered-down
PVA woodwork glue to get a similar
effect and paint or spray it afterwards.

Rock

The rocks were painted to fit in with the
rest of the terrain on our gaming tables.
We painted them Codex Grey and
drybrushed them with Bleached Bone.

e S o gt

Earth

Paint the earth to suit your gaming table.
For our model the earth was painted
Scorched Brown, and drybrushed Bestial
Brown and Bleached Bone. After this we
dabbed patches of Dark Flesh onto the
finished earth to represent areas of
dried blood.

Blades
To paint the knife blades, start by
painting them with Scorched Brown.
Then stipple them with Vermin Brown,
followed by Fiery Orange.

~

'

Stakes and Gate

The wooden stakes and the planks of
the gate are treated in more or less the
same way. Paint them both with
Scorched Brown, then drybrush with
Snakebite Leather and Rotting Flesh.
Concentrate more Rotting Flesh on the
sharpened parts of the stakes.

Finishing touches vl 2
Add flock or static grass to suit the oF ;

[ S0 e |

surface of your table. In our case, W@; S8 o

mixed brown and green flock | 8¢ g
7

. varied, natural tone. jﬁi& AR
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The War-Herd Of Kuh’ Tathor

Joseph Wilshire marches to battle with the true children of Chaos

Joseph Wiltshire’s army is
the envy of his peers,
attracting admiring glances
at the many tournaments he
attends. Stunningly painted
and well-themed, it has a
profusion of awesome
beasts. Nick Kyme learns
how a strong narrative
helped Joseph create this
truly unique army.

and creatures of Chaos army,”

Joseph says of his heavily
converted force, “It’s also an army
devoted to Slaanesh and for this reason
I used spatterings of colour on some of
my units as well as a predominance of
gemstones to hint at the decadent
nature of the Prince of Pleasure.”

¢ ‘Iwantcd to do a pure Beastman

Joseph chose a Greek theme for his
army as classical myth is replete with
references to man-beasts. This led to
him to choose an unusual paint scheme.

“Beastmen armies are usually quite
brooding, with lots of black and brown,
but, adhering to the Greek influence, I
added more colour. This is evident in
particular with the Dragon Ogres and
the use of white in the shields and cloth
— a stark contrast to the browns.” With
white being something of a signature
colour in Joseph's force, he has a tried
and tested technique for painting it
without making it look too clean. “I
don’t go up to pure white,” he explains,
“T start with a Codex Grey base, then
move up to Fortress Grey and finish off
with two highlights of a Fortress Grey
and Skull White mix.”

“As I worked on my theme, I really
wanted to have an army that used
monsters that fell outside of the remit of
the Beasts of Chaos book, with flying
beasts, spawn and other large creatures
to pull my chariots. This means I've had
to convert the bulk of the models.”

Joseph already has an awesome force at
his disposal, only some of which we
have shown here (don’t worry, you'll get
to see the lot soon) and he has even
more planned for the future.

continued overleaf...

Kuh' Tathor: Great Bray Shaman
“My army general is based on Morghur, but the
bottom half I remodelled as I didn’t want bim
to be mutated. I also resculpted the skulls as
gems and coins, as this is in keeping with the
decadence of Slaanesh. As you can see, be has
the same staff haft as all my characters.”

Wargor

“I based the model upon the Beastlord with two
hand weapons. I cut off the right hand and
repositioned it, so the axe bung down. I then cut
off the second axe and stuck on the shield to get
the pose I wanted. Finally, I sculpted fur over the
model’s legs to make them look bulkier.”

g K

Shaman

“This is the borned Sorcerer of Chaos with a
Beastman bead. I covered the leering Chaos face
on the back of the head with a shield from the
mounted Slaaneshi Lord. The basis for the
characters’ staffs come from the Balthasar Gelt
model. Here I added a Wood Elf standard top.”

Beast Herd

‘I use warpaint to distinguish between my
different berds. The white one follows on from '

my Grecian colour scheme, while the purple one. . |5

emphasises the Slaaneshi roots of my warb
A lot of my Beastmen are metal moaffja,.,'bu‘r
plan to add more plastics like u“:% {

5
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“I think I might swap my Minotaurs for
Ogres because they’re more resilient,”
Joseph tells us. “T'll convert them to
carry the shield carried by the Barbaretta
model for Inquisitor.” That’s a BIG
shield Joseph. Can’t see much getting
through that! “I'd also like to update my
Gor and Ungor to the new plastics and
perhaps use the Mordheim Beastmen
models for a unit of Slaangor. I also plan
to do a unit of Centigors, although they
are a little unpredictable. I want to
sculpt some beer barrels and wine
bottles some of which are smashed, that
the Centigors will carry or will make up
part of their bases, to reflect the
Drunken special rule. I've got the idea
that they’re nomadic, travelling through
the woods, so I want to convert them
with packs and baggage too.”

Joseph Wilshire
Joseph is a student
and spends a lot of
time attending ]
tournaments with his  ©
[friends. He and Kub®
Tathor will soon be
appearing in a Battle
Report in White Dwarf;

' CHARIOTS :

“The chariots are inspired by a chariot I saw being pulled by a Krootox. This was
made by John Dale and was part of an avian Beasts of Chaos army which is

yrimarily made up Kroot-Beastmen conversions and won the Player’s Choice and

Best Army awards at the 2003 Baltimore Grand Tournament,” says Joseph. -
“Looking at John’s chariot I realised that I could use another beast to pull it, and

* this fitted in perfectly with the idea I had for the horde. I used the second :
“generation Scyla model, the old Chaos character, as the basis of the creature.”

Joseph drybrushed the fur, an unusual thing for him. Although it is the staple
technique of many gamers, Joseph seldom drybrushes anything. In fact, even
ough the chariot is predominantly wood textured, he used staged highlights to
aint it. “I find I get a better finish if I paint it this way,” he tells us.

oseph only has one crewman in each chariot. This isn’t a mistake; he just reasons
t the beast drawing the chariot will contribute an extra attack. In game terms it
ollows the rules for a normal chariot, but it's a good example of how with a little -
ght you can make some unusual conversions and use them in a battle without
e need for house rules. The shields work similarly. “I attached shields from a
ety of races to the chariot. These have been stolen by the Beastmen on their
ids and act as a kind of extra armour.” Because of the Tuskgors, Beastmen
ots have a greater Armour save than some, but as his model isn’t actually
awn by Tuskgors, Joseph felt the shields would help to represent their better
. And, as usual, Joseph sculpted on the gems his Slaaneshi Gors love so much.

Battle Standard Bearer

“I used the Bestigor Standard Bearer for this
model with the metal Ogre banner top. The
poorly flayed pelts, which I sculpted myself, on
the Battle Standard represent the various

Though the chariot creature’s body 3 th
leaders that bave fought in the force. They are They were quite difficult to Scylla, the daemonic bead comes f

¥

also there as trophies of the current leader’s
victories, and reflect the borde’s savage nature.”

98 THE WAR-HERD OF KUH' TATHOR



e v i 4 Ay i 8

Furies

“I wanted my Furies to look really bestial, to fit
in with the ethos of the army, but also be
beautiful too.” Cue nervous laughter from
Joseph. “You know, because my army worships
Slaanesh.” Sure, sure Joseph, bow'd you convert
them? “I based them on the fifth edition Chaos
Harpy model, but used Ungor beads and the
wings from Eldar Swooping Hawks. I cut off the
vents on the wings and they were perfect.” Cool.
“I decided to chop off the claws, and used
tentacles and Daemonette claws instead from
the current Chaos range. I devised a narrative to
explain this, that the Furies were once Ungors
who had been given the boon of flight, but as
with most Chaos gifts, it beld a curse too, that
they lost their bands.” This is another good
example of bow a strong narrative can work
with the actual building of your force.

SPAWN
“As my spawn were Slaneeshi, I wantec
them to look faster than your average
Chaos beast. So I made them appear
bird-like. From a narrative point of il
I imagine the Beastmen capturinga
creature and feeding it a root potion |
the bird-like metamorphosis to take
place. Both spawn are based upon
Winged Nightmare, except one has a.
Winged Nightmare head and the oth
has a head from an Orc Wyvern. To
make it look like the beasts were
undergoing constant mutation, I
modelled on spikes and one of the

1 reduced to a bloodied, bandaged
stump with a scythe, from a F

sk




Four Gamers

Once again, the Four Gamers get to grips with their paintbrushes. Remember folks, each one has their
own approach to the hobby. Feel free to try any of their tricks and techniques at home, though we

wouldn't recommend any of their more... personal habits. Or their diet.
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've been doing
some more
experiments

using Green Stuff

and Miliput. I am

still getting a lot of

help from my mate

| -y Tue, and even

§  Asger Granerud  though I still can’t

;. claim to be good at

' sculpting yet, I definitely feel that I am

' improving. That is obviously the
important part.

This month I've been painting more
Plaguebearers, but I also thought I'd
start on my chariot, the pieces for
which I've only just bought. I wanted
to make a truly disgusting Beast of
Nurgle to pull it, and have ended up
making a big, fat, crab, snail, thing. I'm
not quite sure what to describe it as,
but people don’t seem to like it, which
is good.

I used a Hormagaunt sprue to make
the ‘legs’. The idea is that it whacks the
claws into the earth and drags itself
forward. I used a piece of sprue frame
as a base to provide something solid to
work around. I stuck a lump of Green
Stuff at the end, and attached six
Gaunt legs to that. The two remaining
arms had their claws removed, and
were attached upside down to take the
role of eyes on stalks. We then stuck
two Gaunt legs underneath the model.

This was then left to dry, and since I
hung about to watch Tue play Dawn of
War, I had to borrow cash to get a cab
home because [ missed the bus.

I left the whole thing at Tue’s place,
since transporting it would just break
it before it had dried properly.
Therefore I had to wait until Tuesday

e SR
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ASGER’S BIG CRAB THINGY

Asger has a new pet! Looks horrible, stinks, answers to the name of ‘Cuddles’.

Asger’s finished Circus Nurglings, ready to take up their positions as musicians.

to continue the project. He brought it
out to GW Headquarters, and at half five
we continued the work. We now had to
create the fleshy parts, so we made a
mix of Miliput and Green Stuff. First, we
tidied up the front of the model, and
added extra layers of fat. The back part
was supposed to be big and bloated,
much like a spider or ant queen. To
heighten this effect the junction
between front and back was tied in with
belts. This also meant that the flesh
around the belts would pour around
them and down the body. After doing
the middle we added the back part.

I wanted to create the creature to look
big and flabby, so we tried to create the
impression that the flesh was hanging
down near the ground, and therefore
stretching on the top. We added a few
more belts here, with more oozing fat,
along with the last details.

The Chariot was glued together and
pinned on the base. I've added one
Daemon for now (not pictured! — Guy).
I might try to see if I can fit in an extra
model on the chariot in the future.

Now I will wish you all a very merry
Christmas, even though you’ll be
reading this in March.

THIS MONTH
£26 to spend (+£1 left over)

PURCHASED COST
1 Hormagaunt Sprue..........cccceeeeeeenne. £5
1 Boar Chariot sprue A .............c.co.... £6
1 Boar Chariot sprue B...................... £6
3 Plaguebearers i o i s it 50
TETALI s s st e crentunsns £23
| e U (o b s P o 7

What bas eyes on stalks, eight legs and pulls a cart? Asger’s Beast of Nurgle Chariot of course.

A A ——



aving put
together a
l , regiment of

plastic Orcs last time
I was keen to get
back to doing
something
weightier. Mindful
of how I had
suffered in my
. Border Patrol games against opponents
" with armies who could beat the Orcs in
" close combat, 1 thought it was high
time I invested in some missile troops.
. Always keeping in mind that the theme
of my army is Grimgor and his closest
cronies I thought it apt to hire the
services of Ruglud’s Armoured Orcs.
Not only are crossbows some of the
nastiest missile weapons in the game,
but with Ruglud in the front rank the
regiment could cause some serious
harm in close combat as well. Another
bonus is that I think these are some of
the best Orc models we make.

Dave Allen

I'm painting all my Orcs in a variety of
shades of green, as I think it helps
reinforce their already motley

THIS MONTH
£27 to spend (+&%2 left over)
PURCHASED COST
Ruglud’s Armoured Orcs.............. £25

Dave's two Idols of Gork.

appearance. This could lead to the army
looking inconsistent and rag-tag but as
long as I maintain a uniform look to
things like metal areas, teeth and horns I
think I'll be able to create an effect that
is varied yet coherent. I'm also sticking
to various shades of dark olive green for
the boyz, as hard Orcs are darker, using
colours mixed up from either Camo
Green or Catachan Green.

I said I'd do an Effigy this month and to
be fair I did two. They're both alright
but I'm sure I can do better so I've got
hold of some more high density
polystyrene and over the next month I'll
have another go, maybe with an eye to
producing one of those thrilling step by
step guides you see in White Dwarf
every now and then. I want to get more
Black Orcs for the army as they're
easier to paint than regular Boyz.
And perhaps it’s now time to get
Grimgor himself.

Dave’s Orcs are spoiling for a fight. "CHEW WUN SAM?”

T

enskin
Guy's fealIy unlucky, I'll pIay him. ;

Guy and I have another game. The army -~
I take included Borgut leading a group
of Big 'Uns with two hand weapons,
Taugrek with Gork's War Banner
leading some Black Orcs, Ruglud’s
Armoured Orcs, three Stone Trolls and x
2 Shaman. Guy fields an Orc Big Boss, a
Goblin Shaman, two big units of
| Goblins, some Wolf Riders, some Boar
- Boyz, a Spear Chukka and a Giant.

Guy gets first turn and rottenly deprives
me of the chance to shoot my ]
crossbows by charging into Ruglud’s
lads with a unit of Wolf Riders assisted
F}by The Hand of Gork. The smug look

~ on his weasely face is soon erased as

~ Ruglud rends apart the canine cavalry

~ with his bare hands, causing the

- survivors to turn tail and flee. Ruglud
‘and his boyz chase down and despatch
the remnants of the unit with a terrible
disregard for animal welfare.

“Things aren’t 5o rosey for me on the
ther flank though. Borgut quails
before the sight of Guy’s Giant and the
resulting Panic tests see both Big 'Uns
‘and Trolls lope back towards my table
‘edge. Borgut brings his boys back into
line but the Trolls flee so far they can
no longer use his Leadership for tests.
Miraculously they rally but stupidity
“means they will no longer play a useful =
role in the battle.

‘Things also look grim for Taugrek and

~ the Black Orcs at this juncture, as the

. are charged by Goblin Spearmen g
the front and Boar Boyz to the sid

——————
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! rably in combat Guy s manoeuvre s
reaps him a massive resolution bonus.
| Taugrek and the Black Orcs are cut ‘
‘down to an Orc.

However, the position his Goblin unit is
subsequently left in allows the newly
rallied Big 'Uns to charge it in the flank.
Borgut spies the enemy general in the
melee and yells “CHEW WUN SAM?!! E
CHEW ZOGGIN WUN SAM??!!” before

- smashing his face into bits and
proceeding to take him apart in a
graphic display of violence so shocking
it would have Hannibal Lector coughing
up his own guts in disgust. The Goblins '_
that haven’t fainted at the gruesome 3
sight attempt to leg it, but the Big 'Uns
are upon them in a trice and hack them
all up as well. This combat saw me net
Guy's General, Shaman and 30 strong
Goblin Spearmen regiment — nice work.

Guy’s Giant then saunters up and
~ jumps all over Borgut and his Big 'Uns,
effectively winning him the game.
- Grimgor will be less than pleased.

The morning after Guy tries to tells me
off for cheating. “You've got an illegal
army list there, Dave,” he says.
- “Taugrek, he’s two Hero choices, and
Borgut, he is as well.”
3
“Not in a Grimgor’s ’Ardboyz army they
‘aren’t!” I gleefully inform him before
- going on to point out that during the
! e his level 2 Shaman used Dangly
‘Wotnots and 2 Dispel Scrolls, 75 points
‘of magic items, which is 25 points more
than he is allowed. I was going to let it
slide but seeing as he dared think I i
“would try and bamboozle him I'll
“happily tell his readership that he is a
‘ cheater and I would have won the
game if it hadn’t been for that second
" Dispel Scroll. (Pot! Kettle! It makes a
 change for me to bave an illegal army.
[ advise all readers not to take on
Dave’s Border Patrol force, which is
commanded by Tzeentch'’s right hand
? man. Now that's cheating — Guy).

{
i
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_EARM POSITION

Paul's being quite positive this month.

o far through
collecting this
i army, I have

had nothing but
grief trying to paint
in a new way, (well
painting frills and
pleats, anyway). This
month | have
actually been able to
paint a unit that that has armour

Paul Scott

' (although only a little amount).

102 A TALE OF FOUR GAMERS

The models in question are Empire
Halberdiers, not just any Empire
Halberdiers though. These troops are
going to form the Stirland Halberdiers,
a very famous, proud and hopefully
deadly unit. As befits a unit like this I
made plans to convert them.

This has been very, very simple. Not all
conversions have to be creations of
massed armour, mutated bits, wire
and kitchen utensils. They can be as
simple as swapping heads or mixing
parts. And swapping bits is exactly
what I have done.

I managed to get 30 of the Spearmen
from the Empire Detachments boxed
set, some I bought, others I swapped
for the Handgunners from the box. I
then set about changing their
weapons, All that I have done is clip
the spear heads from their weapons
and replace them with the halberd
head from the bits I had left out of the

Empire soldiers boxed set I made
Heinrich’s Bulls from. Now this may not
seem much but it is very simple and I
think looks good.

It gives them a long heavy halberd, very
dangerous looking just as I imagine
these crack troops would have. Very
good for dealing horrendous damage to
their foes.

The spearmen models have heavy
looking breastplates. This is ideal for
Halberdiers who have difficulty using
shields whilst wielding such awkward
weapons.

After letting non-peasant units creep
into my ragtag army, I think it is time to
add some more irregular and ragged
units. The elite 1st Stirland river patrol
may return from their long range
missions to bolster my force. And it just
may be that Old Matilda, the antique
family Mortar of Heinrich’s is finally
ready to be wheeled out. These small
units will give me plenty of interesting
little conversions to do. Much more fun
than rank and file.

THIS MONTH
PURCHASED COST
| Empire Militia boxedisetitaiantn £15
Empire Cannon boxed set .............. £10

Paul’s latest band of merry men — Empire Halberdiers.
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ith the
mcompletion
of my

Screaming Skull
Catapult and Liche
Priest I now have
enough to field a
1,500 points army.
As soon as | had got
them done I

Stephen Green

" challenged my boss Dave Holmes to a
rematch.

i A e

Unbeknownst to Dave I had been
receiving secret tutoring from White
Dwarf’s Tomb Kings expert Pete
Scholey but as I am a bit pushed for
time this month (I'm doing more
accountancy exams) I'll do a full run
down of his Tomb Kings top tips later
in the series.

The game went very differently to my
previous encounter with the Dwarfs.
The Dwarf set-up was very similar with
massed infantry and war machines
taking a central position and waiting
for the undead assault.

However, this packed formation
proved to work to my advantage as [
now had a Screaming Skull catapult,
useful in this target-rich environment.
With the extra Liche Priest giving me
much better chances of casting
incantations [ was forcing Dave to use
all his dispel attempts to stop the
catapult firing twice a turn.

The thing that truly won the game for
me was the Tomb Scorpion. It came up
smack in the middle of the war
machines and monstered everything in
sight, this took Dave's attention from
the advancing hordes of undead and
gave me a chance to get the Tomb
Prince stuck in.

To get your Tomb Princes working well
you have to coordinate and use plenty
of magic, which I did, so I won!

I ol

THIS MO&TH

£26 to spend (+£1 left over)
PURCHASED COST
1 Screaming Skull Catapult.......... £20
Liche Priest (from Direct) ........ £5.50

[ A s
Remaitiden: i i s onitesiaskrnmriss £0.50

e

=

>
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Never ever play Warbammer against your boss. It's a lose/lose situation!

PAINTING THE SOLDIERS OF KHEMRI

‘How to do bone like Stephen does bone.

SRS
’

|

fter applying a Skull White undercoat, apply a wash of Brown Ink then let it
dry. Then drybrush the model with a couple of coats of Skull White mixed
with Bleached Bone.

EE o R P B

' ¢ aint Chaos Black over any parts that will be metallic and paint the bow
fpScorched Brown. Then paint Brazen Brass over the black areas. Finally, glue

\sand to the base, paint it with Vermin Brown and drybrush with Vomit Brown.

NEXT ISSUE: We show you the full armies our intrepid
gamers have collected thus far! \
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game. D’ya geddit? See, dead clever me. Much cleveverer dan dat Dok. He finks he knows if all,

but he’d be nuffink wivart old Fixit. Da Dok asked me fo show yer sumfink, so here’s some hairy
little men wiv akses made by Paul Evans. He works in Manchester, where he’s da big boss. Ya can go and see
him and talk to him about his stunties if yer want. Dey’re cool, even if dey ain’t green like proper boyz.

,E llo. Da dok’s away fer a bif, so | fought I’d infrodoos meself. Fixit’s the name, an’ fixin’ it’s da

by Paul Evans

Paul manages our central Manchester Hobby
Centre and is a talented sculptor. He has been
putting together his Dwarf Slayer army since
the Storm of Chaos began but, being a busy
man and attempting an insane number of
conversions, hasn't quite got it finished yet.

A great number of his conversions are to be
found in his Slayer Pirate and Brotherhood of
Grimnir units, though many more can be
found in others. Even though he isn’t finished
the Dwarfs pictured here are only a few of the
models Paul has already made.

Paul and his Slayers can be found at the
Manchester store. See page 124 for contact
details, or call: 0161 834 6871

The Brotherhood of Grimnir have had helmets sculpted onto them. These are similar to Ungrim Ironfist’s to help tie the army together.

104 DOK BUTCHA



The army includes a wide variety of models from across the Dwarf range. The one in the centre in the third row down is somehow very familiar...
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f a Traitor

3 A tale of that most gallant Questing Knight, Sir Tristan the Troubadour

Tristan the Troubadour is
one of the most renowned
heroes in all of Bretonnia, a
mighty warrior blessed with
a near-magical voice. Here
Matt Ward details the
occasion Tristan and his
companion Jules the Jester
hunted down the traitor Sir
Artrenic of Fandramanc.

he presence of Tristan the

i_ Troubadour at the battle of

> Montfort was due solely to a
vision he received from the Lady of the
Lake. She came to him and told him of
Sir Artrenic of Fandramanc, a
treacherous knight who had sold his
loyalty to the spymasters of the
neighbouring Sigmarite Empire. In his
possession Artrenic had certain
documents that could be used to sow
great division amongst the noble houses
of Bretonnia and weaken the realm for
years to come. The blessed lady directed
the knight to find Artrenic near to the
town of Montfort, where the Duke of
Montfort would soon be forced to
muster his men to repel an attack by the
Imperial general Magnus Von Abresicht.

Tristan arrives at the battle, preparing to exact
retribution on Sir Artrenic of Fandramanc.

106 IN PURSUIT OF A TRAITOR

So it was that Tristan and his ever-
present shadow, Jules the Jester arrived
at the height of the battle, an epic
struggle still in the balance where either
side could claim victory, halfway
between dawn and noon. Atop a shallow
hill Empire cannon pounded at the
knights and peasants of the Bretonnian
lines, carving great furrows through
horse, man and soil with every shot. In
the centre of the field knightly warriors
of both realms clashed, whilst yeomen
and peasants vied with the huntsmen
and free companies about their flanks.

A thousand men or more had already
been lost to death’s icy embrace, Von
Abresicht amongst them, and yet the fire
of battle still burnt strongly, seeking to
consume all.

Joining with a dozen of his fellow
Questing Knights, the Troubadour
fought like a man possessed that day, for
Sir Artrenic could clearly be seen
fighting in the ranks of the foe, and
Tristan was determined to reach him. No
enemy — whether militiaman, engineer,
or knight — could prevail against the
burning, righteous fury that consumed
Tristan. By noon he could sing no more,
for his voice was made weary by his
efforts. His lance and sword were
slicked in blood, whilst his horse's

caparison was heavy with it. He himself
was wounded in a dozen places, yet still
he rode on to fresh opponents. Alas,
each time he came close to Artrenic, the
tide of battle conspired to carry Tristan
away from his quarry once again, for
Artrenic fought like a mad man, and
perhaps he was.

So the battle continued for many long
hours, both sides drawing upon reserves
of energy and courage whose existence
few men would credit. By the time dusk
fell, the ground about Montfort was
choked with blood and the screams of
the wounded threatened to eclipse the
last sounds of the dying battle. Only
when reinforcements from Parravon
arrived, the Duke himself riding at the
head of his household knights, did the
conflict finally find resolution. The
remaining Imperial forces, hard-pressed
by the foes they had fought all day,
could not contain these new arrivals and
began a weary retreat into Axe Bite Pass.

As the Empire lines crumbled, Sir
Artrenic left with the retreating army.
Tristan was furious, for not only had his
foe escaped, but he had lost his own
steed and knew that he would lose
further precious hours trying to replace
it. Knowing he would need help to

—— — e



avoid falling prey to the rearguard of the
Imperial army, Tristan sought to petition
the Duke of Montfort, but the nobleman
had been wounded early in the battle
and was hovering between life and
death. The Duke of Parravon was
nowhere to be found and his retainers
would not act without word from him.
Fortunately, as Tristan recounted his
tale, several of the knights who had
fought at his side volunteered to
accompany his pursuit. Forcefully
dragging a disappointed Jules away from
the corpses he was busy looting, Tristan
set off once more in search of the
traitorous knight.

For two days Tristan and his fellows
rode deep into Axe Bite Pass. Despite
their exhaustion, they halted only when
their steeds could travel no further, for
they could little afford for their quarry to
increase his lead. All about them as they
rode were the discarded weapons of the
army that had passed that way, halberds,
arquebuses and even cannons
abandoned as the shattered Empire
army wound its way back across the
pass. At the foot of Mount Bestanroc the
route was choked with corpses and
awash with the blood of Bretonnian and
Reiklander alike, evidence of a vicious
battle between Von Abresicht’s rearguard
and the pursuing Yeomen and Knights
Errant. In all this time no sign was to be
seen of Artrenic, and even Tristan’s high
spirits began to fail.

At noon on the third day, just as Tristan
and his fellows were on the brink of
abandoning their pursuit, Jules, perched
behind Tristan, caught sight of the
renegade knight they pursued. Moments
later he vanished out of sight once
more, concealed by a rise in the terrain.
Their hope renewed, the Questing
Knights spurred forward with fresh
vigour, for Artrenic was no more than
two or three miles ahead, and his steed
could have been no less tired than those
of his pursuers. As they crested the rise,
their hope was quashed once more. In
front of them, between the shoulders of
the mountains that bracketed the path,
nestled the rearguard of Von Abresicht’s
army, formed for battle with the traitor
knight secure within their ranks. It
seemed that Tristan’s quest was over, for
against the scores of handgunners and
halberdiers that awaited them a dozen
of Bretonnia’s finest warriors could not
hope to emerge victorious.

It was in that moment that fate
capriciously changed direction once
more — or possibly the Lady of the Lake,
taking pity on Tristan’s plight,
intervened — for coming back down the
pass, from the direction of the

? - wilgurie of Montfort's
; (o household

© The Duke of
g Parravon ; ¥

household 4 Gunnery positions S
. . commanded by s
s o - siegfried of Nuln

Reiklands, rode a troop of Knights
Errant who had somehow found
themselves between the rearguard and
their destination. Curious though this
occurrence was, it did nothing to
assuage Tristan’s sense of failure. Even
with these new arrivals to aid them,
Tristan’s knights could not hope to
defeat the Reiklanders and cut their way
to Artrenic. No sooner had these
thoughts touched his mind when a great
cry went up from the Knights Errant.
Without apparent regard for the odds
against them, the unblooded knights
spurred forwards toward their foe.
Possibly they knew not the futility of
their cause, though it was equally
possible that they did not care, so
frustrated were they by the long days of
pursuit. Whatever the cause, honour
dictated that Tristan and his companions
could not stand idly by, even though the
charge of the foolhardy Knights Errant
was almost certainly a doomed one.
Without a single word spoken, the
Questing Knights lowered their helms
and headed towards the foe.

What followed next is now celebrated in
song and tale across the length and
breadth of Bretonnia. Scarce two-score
knights, riding against four times their
number, Tristan and his companions
should have been slaughtered to a man.
It is true that many did fall, plucked
from their saddles by lead shot from
pistols and arquebuses as they charged
home, and others were trampled in the
death throes of their own steeds. Yet as
the blades and lances of the knights bit
into the enemy line, the bristling tips of
halberds and spears were cast to the
ground and the enemy began to run,
fearful of the howling madmen who
seemingly cared not for rashness of their
attack. In an eye-blink, Tristan’s charge
was transformed from an act of

&

Knights of
the Grail

an

. Sir Godaraun's
> ~household

i . Reikland state

troops under
Marius Gottlieb

o @

Imperial rearguard
commanded by
Markus von Treneck

desperate hope to a shattering victory; a
fact not lost on his quarry, Artrenic, who
now turned to flee.

Seeing Tristan fighting his way towards
him, Artrenic abandoned his efforts to
force his way through the press of
fleeing men. Whether he did so because
some last vestigial stirrings of honour in
his heart convinced him to meet Tristan
in fair contest, or simply because he
thought he would be free of pursuit
with Tristan’s death, will never be
known. In truth Artrenic never had
much hope against Tristan, for the
blessing of the Lady was on the
troubadour and, despite the long and
tiring ride, he wielded his sword with
the inevitability of justice whose time
had at last come. With Tristan’s fourth
blow, Artrenic’s helm and skull were
split in twain.

As the other knights harried and
pursued the fleeing foemen, Tristan
retrieved the documents he had
travelled so far to find from Artrenic’s
corpse and burnt them to ashes without
ever glancing at their contents. Artrenic
himself he then cut into a dozen pieces
that he cast to the carrion birds who
were already feasting well upon the
day’s carnage. Tristan’s duty was done,
and his quest could now continue.

Mat Ward g
Mat has written much &
for White Dwarf, and
helped produce The
Return of The King

rules, the Siege of
Gondor and The Battle
of The Pelennor Fields
supplements. 4
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SCENARIO 1: THE BATTLE OF MONTFORT

\ i:i_;ite why Yon Abresicht chose to
" sally out of the Reikland and assail
"W, the Bretonnia fortress-town of
Montfort is a question that has been
debated by scholars for many years.
Surely he had some great purpose
worthy of hiring to him all the sell-
swords that money could buy and
raising the militia regiments over which
he had authority? Alas, since an
exploding field cannon killed Von
Abresicht in the early moments of the
battle, and the Imperial court have been
less than forthcoming about his
motivations, the cause will likely remain
forever unknown.

However it came about, the Battle of
Montfort was the single bloodiest
confrontation to occur between the
Bretonnian crown and the armies of the
Sigmarite Empire for several decades,
More than six thousand men lay dead
on the field at its conclusion, and only
the last minute intervention of the Duke
of Parravon prevented the Imperial
troops from carrying the day.

Overview

Both armies are prepared and accoutred
for battle — this will be a bloody fight to
the death.

Armies

The attacker chooses a 3,000 points
army from the Empire army book - he
may not choose a Lord level character
(Von Abresicht having been slain before
the game begins). He may also include a
single Paladin chosen from the
Bretonnian army book to represent the
treacherous Sir Artrenic of Fandramanc
who has sold his loyalty to the Empire.

The defender chooses a 3,000 points
army from the Bretonnian army book —
he must include two Bretonnian Lords
(one to represent the Duke of Monfort,
one to represent the Duke of Parravon)
and the special character Tristan the
Troubadour. The Bretonnian army may
not have more units of knights than it
has units with the Peasant’s Duty
special rule, but must take at least two.

Battlefield
The battlefield has little to
recommend it tactically — a
substantial hill lies within the
attacker’s deployment zone and a
series of smaller rises undulate
across the battlefield.

Deployment

1 The defender deploys his army in his
deployment zone, save for one of his
Lords and two units of knights (the
Duke of Parravon and his entourage).
2 The attacker deploys his army in his
deployment zone.

3 The defender deploys his scouts
following the normal rules.

4 The attacker deploys his scouts
following the normal rules.

Length of Game

Six turns. The attacker goes first.

Victory Conditions

Both players score Victory Points as
normal (see page 198 in the Warhammer
rules manual).

Special Rules

The long and difficult journey through
Axe Bite Pass has not been kind to the
Imperial gunnery train and its crew — a
poor combination for any general
relying upon his artillery. Whenever an
Artillery dice is rolled by the Empire
player, the Bretonnian may request that
it is re-rolled.

The Duke of Parravon does not deploy
at the start of the game, but will arrive
as the battle goes on. At the start of the
second turn, the Bretonnian player rolls
a D6 — on a roll of a 4+, the units set
aside arrive and may enter the board
from either of the short table edges,
exactly as if they had pursued a unit off
the table. If the reinforcements do not
arrive, the Bretonnian player may roll
again at the start of each subsequent
turn, adding 1 to the dice roll each turn
(ie, they will arrive on a 3+ in Turn 3,
2+ in Turn 4 etc).




SCENARIO 2: THE IMPOSSIBLE

Imperial army is in full retreat. With

them rides the treacherous knight
Sir Artrenic of Fandramanc, who carries
documents that could well bring chaos
to the realm of Bretonnia should he
succeed in bringing them to his Imperial
paymasters. Such were the casualties
inflicted upon the Bretonnian army that
only a few scattered Yeoman and
Knights Errant are despatched to harry
the Empire army, but they are not the
only Bretonnians in the pass.

fcllowing the battle of Montfort, the

Tristan has also ridden into Axe Bite Pass
in pursuit of Sir Artrenic. Only a handful
of Questing Knights ride at his side and,
when he finally reaches the traitor, it
seems that his quest has failed. Just as
Tristan is about to lose all hope, several
Knights Errant appear, set their lances,
and charge.

overview

The attacker has launched a seemingly
suicidal charge against a prepared
defender — only strength of arms can
save him now.

Armies

The defender chooses a 2,000 points
army from the Empire army book. He
may not choose a Lord level character,
Flagellants, war machines or cavalry. He
must include a single Paladin chosen
from the Bretonnian army book to
represent the treacherous Sir Artrenic.

The attacker chooses a 1,000 points
army from the Bretonnian army book —
he must include Tristan the Troubadour
(Jules is too busy holding onto Tristan’s
horse and plays no part) and may not
choose units with the Peasant’s Duty.

VICTORY

Battlefield
Set in the heart of Axe Bite Pass, the
battlefield is relatively confined,
with sheer sides mercilessly
funnelling the combatants to
their foes. Ironically, however,
the terrain is perfect for a cavalry
charge, with firm and open
ground running the length of
the battlefield.

Deployment

1 The defender deploys his army
(including any scouts) in his
deployment zone at the centre of the
board.
2 The attacker deploys his army in his
deployment zones at either end of the
board - at least one unit must be
deployed in each zone.

3 The defender deploys his scouts
following the normal rules.

Length of Game

Six turns. The attacker goes first.

Victory Conditions
Both players score Victory Points as
normal (see page 198 in the Warhammer
rulebook). In addition, the attacker
receives an additional 200 Victory
Points if Artrenic is slain.

Special Rules

The Imperial rearguard is
demoralised from its recent

defeat at Montfort. All Empire
Leadership values are halved for
this battle (rounding fractions up).

Tristan and his companions ride in the
cause of the Lady — the Bretonnian
army therefore starts the game with
the Blessing of the Lady.
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Jules the Jester
Cost: 65 points.

courts of Bretonnia long before he took up his Grail

quest. All who heard his pure, almost magical, voice
were in no doubt that he was possessed of the Lady’s
blessing. As a result, he was much in demand throughout the
dukedoms, begged to sing the great epic ballads of Bretonnia
in the highest halls of the land. When Tristan abandoned this
life to quest for the Grail - his faithful jester Jules at his side —
his fame, if anything, increased. Together Tristan and his
companion roam Bretonnia, accepting hospitality in the
castles of dukes and barons where they provide
entertainment in return for lodgings and sustenance.

S ir Tristan of Bordeleaux was a famous name in the

| Over the years of Tristan’s quest the mismatched duo have
seen many strange things and battled countless terrible foes,
ranging from the diminutive yet vicious Goblin warlord
Gawbuj to the mighty beastlord Brax the Horned.

From time to time, driven by dreams sent by the Lady of the
Lake, Tristan will be drawn to a battlefield where his
inimitable talents are most welcome, for his songs can raise

 the spirits of those with which he fights and so snatch victory
from the brink of despair.

Weapons and armour

Tristan has a sword, lance (he believes his lance to be blessed
by the Lady, so has not forsaken it in favour of a great
weapon), heavy armour and shield and rides a barded
Bretonnian warhorse.

Jules is unarmoured and is armed only with a hobby horse
(counts as a hand weapon).

Vows and Virtues

As a Questing Knight, Tristan has taken the Questing Vow (see
page 43 of the Bretonnian army book). He also has the Virtue
of Purity (see page 59 of the Bretonnian army book).

As a commoner, Jules has the Peasant’s Duty (see page 42 of
the Bretonnian army book) and cannot actually spell the
word ‘Virtue'. He does, however, know some particularly
memorable oaths and curses, unfortunately unprintable here.

Once trampled, twice shy.

Jules used to march alongside Tristan wherever he went.
However, an unfortunate incident at the Battle of Castle
Reunart that left Jules bruised and sore (and, more
importantly, found Sir Laudyricus of Couronne forcefully
unhorsed and nearly impaled by a hobby horse) has brought
this to an end.
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J Tristan and Jules count as one Hero choice. Neither one can ever be the army’s general. They must 4
be fielded exactly as presented here, and neither may be given additional weapons or equipment.
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Jules must deploy within 6" of
Tristan at the start of the
game but may move freely
after this. He may join

units with the Peasant’s Duty,
but may not join any unit with a Knightly Vow of any kind.

Acrobatic.

Seemingly incapable of abandoning his capering, even for a
moment, Jules is incredibly difficult to hit. Jules has a 2+
Ward Save against all non-magical attacks.

I will taunt you viciously a second time.

When in battle, Jules hurls a constant stream of abuse, taunts
and (for a peasant) witty comments at the enemy. When all
else fails, he even throws small stones and other,
unmentionable things. This constant bombardment can
distract even the most determined (or undead) of foes. All
enemy models unfortunate enough to be within 6" of Jules
suffer a -1 penalty to their ‘to hit’ rolls in close combat.

Valourous Ballads

Tristan has a repertoire of heroic ballads and songs capable of
emboldening the hearts of those about him and exhorting
them to greater effort and valour. At the start of each turn,
you may declare which song Tristan is singing. The effects of
that song last until the start of your next turn — you may then
have Tristan continue singing the same song, or choose
another. Tristan can only sing one song at once, and will
cease singing immediately if he flees or is slain.

The Battle-hymn of Quenelles.

This song recounts the great victories of Bretonnia, a
powerful and driving ballad that can inspire all who hear it to
attempt to match the courage and steel of those who came
before them. While singing this song, Tristan adds +1 combat
resolution to any fight he is in.

The Grail Chorale.

This slow and measured melody speaks of the most holy Lady
of the Lake and her sacred Grail — all who hear this song are
filled with faith in the protection of the Lady. While he sings
this song, Tristan and any unit he has joined gain Magic
Resistance (2).

The Anthem of the Uniter. (
A rousing chorus of this song, written in celebration of the
kingdom’s founder, can steady quavering hearts and put fire
into eyes. Tristan and any unit he has joined are Stubborn

while he sings this ballad.
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GAMES WORKSHOP’S
30TH ANNIVERSARY!

Next month sees the 30th Birthday celebrations of Games
Workshop, and do we have a party planned!
Join us in another bumper-sized edition of
White Dwarf for a variety of celebratory
articles, including a History of Games
Workshop, and two new, specially-
created special characters for
Warhammer 40,000 and
Warhammer!

FREE NEXT MONTH! The Lord of

The Rings Order of Battle Booklet g s ;
and Gaming Rooms Guide % & 4

WARHAMMER 40,000
o [ndex Astartes: Deep Strike — An in-depth look af the history of
Tactical Dreadnaught Armour begins our Terminator special!

* Battle Report: The Long Night — The new Terminators fight the evil
Necrons for victory in this scenario-hased battle.

» Chapter Approved: Zealots — The Emperor’s light burns brighter in
some, especially in these religious nutters.

WARHAMMER
» Welcome fo the Jungle — A preview of the forthcoming Warhammer
Realms supplement, Lustria.

« The Sigmarites and The Enemy Within ~ An examination of the -
holy templars of Sigmar and their quarry.

» Tactica: Ogre Kingdoms: How to use these big, smelly bruisers to .
best effect. '

THE LORD OF THE RINGS

s The Fell Winter - A new scenario, scenery building and a painting
guide for refighting the White Wargs’ invasion of the Shire.

o Chronicles of Middle-earth: Saruman the White — Rules and
modelling tips for using Saruman before he turned bad.

o Lands of the Shire — Modelling the lands of the Hobbits for use in
your games.
All information correct at time of going te press.

DON'T MISS OUR SPECIAL ISSUE: 0NSAI.E25TH MARCH

Turn o the inside back cover to find out how to subscribe to every hobbyist’s essential monthly supplement!



BATTLE

Rick Priestley introduces Games
Workshop’s new 10mm tabletop
game, The Battle of Five Armies.

ollowers of our tabletop battle
games will by now be very familiar
with The Lord of The Rings game
based on Peter Jackson’s fabulous
triple-decker movie. I guess too, that most
players know that the scope of our game has
broadened over the last few years to
incorporate elements from the books as well
as the movies. This is all thanks to a
licensing deal struck with the folks at
Tolkien Enterprises in San Francisco. As a
part of that deal Games Workshop also
acquired the rights to produce games based
on The Hobbit, the story that predates The
Lord of The Rings and which introduces
pivotal characters that appear in the later
trilogy, such as Bilbo Baggins, Gollum and
Gandalf the Grey.

CREAT BATTLES OF MIDDLE-EAKTH

IT'S A BATTLE IN A BOX

Our new game is based upon the famous
battle at the end of The Hobbit between
Men, Elves and Dwaryes on the one side,
and Goblins and Wargs on the other. It's one
of those classic battles from fiction — it
swings one way and then the other as
various participants turn up only to be
countered by opposing reinforcements. Tt has
all the feel and drama of a huge battle — but
one where personal courage and the
intervention of great heroes also play a vital
part. In other words, perfect material for a
self-contained battle game — and that’s what
The Battle of Five Armies is.

The phrase; ‘Battle in a box” begs some

explanation. I mean, no one expects to open
up the box and find a fully equipped games
room, an eager opponent and a well-stocked
fridge inside do they? The Battle of Five

Armies doesn’t quite accomplish that, but it
does manage to squeeze the complete forces

ARMIES.
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for both sides, a rulebook, dice and terrain
into the one box. Admittedly that still leaves
it up to you to find a tabletop, a measuring
tape and a willing friend, but none of that
should prove too difficult.

Let’s take a closer look at the contents
before we delve into the game itself. First,
and most importantly, the models are all in
10mm scale rather than the larger 28mm
scale that most gamers are familiar with.
This enables us to deploy entire regiments of
troops on the tabletop battlefield — and make
no mistake ‘regiments’ is what you get —
over 150 plastic pieces that make up 24
distinet regiments of troops plus a flock of
Eagles as well as character pieces. The
individual Men and Elves are about 10mm
tall, the Goblins are a little shorter, while the
Dwarves are shorter still. The troops are
moulded in strips stood shoulder-to-
shoulder, ready for battle. The models were |
sculpted by the talented Mark Harrison and




moulded in plastic using some clever, brand-
new machines capable of rendering more
detail than ever before. The troops from each
side come in differently coloured plastic so
the game can be played using the unpainted
pieces if you wish, and all the models come
with convenient pegs on their bases meaning
that they can simply be clipped together. The
strips are assembled by snap-fitting the pegs
under the warriors into the holes in the bases
to make up the basic fighting pieces (which
are called ‘stands’), three of which make up
a regiment. You don’t need to glue, paint or
model the bases, though they certainly paint

BATTLE OF
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up nicely. The clip-together, pre-coloured
nature of the pieces is simply to allow you to
get playing quickly — you’ll find the quality
of the plastics every bit the equal of all the
other fine kits in Games Workshop’s range.

The terrain includes card river sections as
well as plastic Citadel ruins that can
represent the town of Dale, and two Citadel
hill sections that fit into the corner of the
table and can be used to represent portions
of the Lonely Mountain, where the Dwarves,
Elves and Men deploy to meet the Goblin
onslaught. These are moulded in rigid




plastic. In The Battle of Five Armies
scenario the sections fit into the corners of
the table and are therefore used separately,
but they have been designed so that they join
together to make a long ridge or broad bluff.

The ruins comprise a single frame of wall
sections that fit together to make up ruined
walls and broken down buildings. These can
be used to represent the extent of the former
town of Dale that lies under the shadow of
the Lonely Mountain. One stretch of wall
stands in for Thorin’s improvised
fortitication across the tunnel entrance to the
underground realm of the Lonely Mountain.
This piece even has a tiny culvert at the base
for the spring water to flow into the River
Running. The river itself is modelled with
sections of die-cut card decorated with
appropriate artwork, sufficient length is
provided to represent the pool by Thorin’s
gate, the ford, and the length of the river as
shown on the game plan, providing for a
150cm/5ft length table.

The rulebook comes in at 96 pages and is
illustrated throughout. The rules cover
movement, magic and combat between the
various forces, while The Battle of Five
Armies scenario explains the rules for
fighting that battle. Further force lists and
points values are provided to enable players
to vary the forces involved.
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THE GAME

The rules of the game have been designed to
reflect the scale of the models and are
altogether unlike The Lord of The Rings
strategy battle game, for example, which is
more about the actions of individual
combatants. The Battle of Five Armies rules
are concerned with controlling and directing
entire formations of troops rather than single
warriors. Experienced players of games
focussed on huge conflicts between large
formations, such as Epic or Warmaster, will
find most of the concepts and many of the
processes familiar — or at least familiar
enough to make learning the new game
relatively easy. Players more used to literal
‘what you see is what you get’ types of game
play based on individual models may find
the rules conceptually unfamiliar, but the
game is explained clearly by numerous
illustrations and examples.

The basic principle that underlies the game
is that of ‘ordered movement’. To move a
unit of troops, a general or hero has to give
the unit an order — no order and the unit
doesn’t move, However, if a unit is
given an order and moved, a
further order can be issued
and the unit moved
again, and again, and
S so on. A dice test is

Smaug, the last of the
great fire drakes.

made to issue each order and each
successive order becomes increasingly
unlikely as penalties accumulate. If an order
is failed then the unit cannot move further
that turn and the hero cannot give any
further orders. This takes some getting used
to if you are accustomed to games where the
player moves each piece a set distance each
turn in a predictable fashion, but it is more
in keeping with how large battles evolve as a
result of decisive action and reaction — very
much how The Battle of Five Armies is
described in The Hobbit. The system allows
you to attempt complex manoeuvres, to
engage many units against an outnumbered
enemy, to march units long distances when
required — but it also demands that the
player blends ambition with caution to avoid
scattering units all over the battlefield.

Goblin
Warriors

Shooting with missile weapons and hand-to-
hand fighting are also resolved with dice —
with the advantage going to the units that
have charged that turn or pursued their
enemy. Hand-to-hand combats are fought to
a conclusion within the turn, and victorious
units are allowed to reposition themselves or
even initiate further combats in some
situations. This gives players the opportunity
to exploit a breakthrough and achieve a
decisive result, assuming of course that they
have gathered sufficient forces and that their
enemy has not positioned himself for the
vital counter-attack. All in all, each turn in
The Battle of Five Armies encapsulates
rather a lot of action — equivalent to perhaps
several turns of other battle games such as
The Lord of The Rings or Warhammer.

The role of magic and of heroes is to support
and direct troops. Heroes can also be joined
to units to encourage them to fight with
extra determination — adding bonus attacks
to the unit either from shooting or combat.
There is no shortage of heroes in The
Battle of Five Armies — for the Good
side at least — and characters like
Thorin are especially powerful in
a fight. In such a large battle a
single warrior doesn’t necessarily
count for much, so the pieces that
represent individual heroes really stand in
for a small group of individuals and
subsume minor characters where
appropriate. The Gandalf piece includes a
tiny Bilbo, for example, whilst Thorin is
taken to represent his companions as well as
their irascible leader, and the piece includes
additional characters to show this. Each
character piece is really a mini-diorama in
its own right.




FIGHTING THE BATTLE

The battle itself begins with rival Dwarf, EIf
and Lakemen contingents making a hasty
peace before combining to meet the Goblin
army led by the Goblin Chief Bolg, son of
Azog. As described in The Hobbit the largest
contingent consists of the Elves — their four
units start the game on one of the mountain
spurs. The Dwarves and Men together take
the opposite spur — two units of each,
Between them is the entrance to the
subterranean realm of the Lonely Mountain
— blocked by Thorin’s improvised wall and
the river, which the Dwarves have dammed
to create a pool. Thorin begins the battle
stuck behind the wall he originally
constructed to keep the Elves and Men out.

The Goblin player’s forces are divided into
two. The first comprises the Wargs and
Goblin Warg Riders — the cavalry of the
army. This portion of the Evil army is
ranging ahead of the main force and enters
along the eastern edge of the table on the
same side as the Men and Dwarves. At this
stage the Goblin player can try to take
control of the ford — or he can launch an

Thorin

Goblin Chief Bolg
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The Elves from Mirkwood attack the Goblins.
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attack on the Men and Dwarves — either
approach can be successful. Attacking the
Dwarves on the spur will result in almost
certain defeat for the Evil units involved —
but it can be worth sacrificing the odd unit
to draw the Dwarves onto the flat ground
where they are much more vulnerable. The
Evil side can also take advantage of massed
missile fire to rain arrows down on the
Dwarves and attempt to confuse them
(confused troops are unable to move in their
turn and suffer penalties in combat).

For their part the Good forces can react to
the approaching Wargs and Goblin Warg
Riders in two ways. They can either sit it
out, relying upon the extra combat bonuses
they receive from being on the spurs, or they
can (ry and move across the ford to present a
united front. In general it is the Elves that
will try and take the ford — they have the
best commanders and are more likely to
move, and if they fail they will not be as
immediately vulnerable as the Dwarves and
Men. If the Elves can take the ford before
the Wargs and Warg Riders then the Evil
side will have a hard time shifting them.

The remainder of the Goblin army enters
from the southern edge on the same side of
the river as the Elves. Units are positioned
according to a dice roll — so exactly how
quickly the entire army arrives is a matter of
luck, though things will tend to even out
over a few turns. These are the Goblin
infantry units and there are lots of them —

Gandalf the Grey
and Bilbo Baggins

Beorn

eight in total, as many as the Elves, Men and
Dwarves put together. This means it isn’t
necessary to worry about getting the whole
army together — it can prove more effective
to push ahead as fast as you can to try and
catch the good army whilst its forces are
divided. Once again the ford is critical as
this is the only means of crossing from one
flank to the other — so the Goblins will
probably head straight for it. The Good side
can counter this by capturing the ford first,
or by advancing away from the spurs to
cover the ford if the Goblins prove a little
slow. This is a risky gambit though; if the
Wargs and Warg Riders can keep the
Dwarves and Men pinned down then a fast
deployment of the Goblin infantry can
swamp the Elves on level ground.

In the description in The Hobbit, the fortunes
of war turn one way and then the other —
these key turning points are represented in
the game too. The first of these occurs when
Goblins scale the heights above the Good
army and start to pelt the troops below with
missiles and rocks. In the game this happens
as soon as the Evil army is entirely
deployed. The Goblin ambushers are not
represented on the table — but the Evil side is
allowed to drop missiles onto Good troops
positioned on the spurs. This can cause
casualties and confusion, but it can also
drive the units from the spurs onto the low
ground where they can be attacked more
easily by the Evil forces. This is especially
effective when combined with missile fire
from the Goblin Warg Riders.

The remaining turning points favour the
Good guys and until at least one of these
things happens the Evil side will have the
advantage — assuming their commander is
able to make good use of his larger numbers.
The most easily accomplished of these
occurs when Thorin and his companions
break down the wall and join the battle.
Thorin is a mighty warrior and his presence
in a fight can certainly make the difference,
but the Good side is already well equipped
with heroes so this additional piece isn’t
necessarily going to win the game all on its
own. To join the battle all Thorin has to do is
break down the wall — which is done on a
dice test — and it will be an unlucky player
that has to wait too long.

The second turning point occurs when the

Eagles arrive and the third when Beorn joins
the battle. In the game these events happen
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one at a time on a dice test and the player is
allowed to choose which event takes place
first, thus Beorn can arrive before the Eagles
if you want, it’s all down to timing. In most
situations it is the Eagles that will be
favoured as they are one of the most
powerful units in the game. Also, as soon as
the Eagles appear the Goblin ambushers on
the mountain heights flee away, ending their
special attack. The Eagles can fly great
distances at a time and easily engage
enemies from the sides or rear, a great
advantage especially if the foe is also
fighting to his front. If the Eagles arrive very
early in the battle the Evil side will have a
hard job winning. The presence of these
flying creatures will severely hamper the
movement of Bolg’s forces whilst damaged
units can be picked off easily as they make
their way to the rear. Beorn is also a
dangerous opponent, but he is slower than
the Eagles and so is less likely to make his
presence felt until the end of the battle.
Beorn can turn the tide if the battle is very
evenly balanced. Once Beorn and the Eagles
are both on the table the Evil army will
quickly crumble away.

To win, all you have to do it destroy half the
other side’s army — or slay his commander
as happens in The Hobbit when Beorn kills
Bolg in the battle’s final moments
precipitating a general rout of the Evil
forces. As the Good side has only eight units
in total (Eagles and Beorn don’t count), this
means the Evil side has only to destroy four
units to win. On the other hand, the Good
side has to destroy an entire eight units of
the Evil side. This is made more difficult for
the Good side because its units have their
backs to the mountain, so there is no place
for damaged or vulnerable units to hide. The
Evil side can afford to sacrifice some units
just to erode the Good units or draw them
into vulnerable positions. Damaged Evil
units can also be retreated out of the way so
they don’t lose their last stand and count as a
casualty, though once the Eagles arrive these
loose stands are quickly mopped up.

Don’t worry about which side you command
as overall the battle is evenly balanced,
though the Good side will benefit hugely if
the player is lucky enough to bring the
Eagles on before the Goblin army is fully
engaged. Most players find that the Good
side has a slight edge, which is what you’d
expect given that’s how it pans out in the
book, but f the Good side is unlucky and
fails to bring either Eagles or Beorn into
play, the weight of numbers and the Goblins
throwing rocks from the mountaintops
favours the Evil side. When we were
creating the game we took it in turns playing
each side, and that’s how we’d recommend
the game is played — if you can win as the
Good guys and then as the Evil guys then
you know you’ve mastered The Battle of
Five Armies.
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Trolls and a Storm Giant attack the Elves.

1 he rules manual covers a variety
of troops based upon
descriptions in The Hobbit,
including some that don’t
actually appear at The Battle of Five
Armies itself — for example Smaug the
Dragon, Trolls and Storm Giants. The
inclusion of additional rules allows players
to fight other conflicts between characters
from The Hobbit should they wish to do so
(effectively meaning that The Battle of
Five Armies is actually the game of The
Hobbit in its entirety, should you so wish
to take it further). A small range of metal
models has been made to represent these
extra individuals and troops. This is
mainly because I insisted that we go the
whole hog and make the extra pieces to
cover the entire book (I had already
compromised on the fridge and gaming
table remember... you can’t call me an
unreasonable man). Also, let’s be honest,
we couldn’t ‘not’” make Smaug now could
we? So, though it is a stand-alone game,

BEYOND THE BATTLE
OF FIVE ARMIES

you can add a little bit more to broaden
the scope of the game should you want.
All of these extra miniatures are being
released simultaneously with the boxed set
this month.

As a final note on the subject, you’ll also
notice the phrase ‘Great Battles of Middle-
earth’ on the box of The Battle of Five
Armies game, and this is the term we use
to refer to the boxed game and the
additional units. Basically, The Battle of
Five Armies is just one ‘Great Battle of
Middle-earth’ so you can, of course, use
the rules, miniatures, scenery and so on to
fight out many more if you want. Check
out the Fanatic website, which will be
running a variety of articles focusing on
the Great Battles of Middle-earth.




THE ASTRONOMICAN

”'"’Hf AL GA Arf WORKSHOP HOBBY REFERENCE

‘... B IS
S
7{.’," \\};
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EVENTS DIAR!

WHAT'S ON
AND WHERE

WARHAMMER WORLD

. THE CENTRE OF THE GAMES WORKSHOP HOBBY

= Warhammer World is the place to come for a great Games Workshop

B experience. Within its castle courtyard you will find a wide array of

' awesome gaming tables built by Warhammer World’s scenery team. All of
¥ Games Workshop’s current game systems are represented, from cathedral

© ruins for the Warhammer 40,000 Universe, to the rolling plains of the

Warmaster board. Whatever game you play, Warhammer World is the place
" to fight your war! =
: — = e O e

* Hobhy Centre stocking the Specialist
Games Range, as well as Forge World
items and a limited range of Warp
Artefacts products.

= Available for Club or Gaming Group
activities (subject to availability).

* The Warhammer World Exhibition

= Sample the legendary hospitality of
the Dwarfs at Bugman’s Bar!

* Feature tables in the Warhammer,
Warhammer 40,000, Lord of The Rings
and Specialist Games zones.

e A variety of standard gaming tables that
can be used for all systems.

* Gaming nights to cater for all levels of
gaming knowledge and experience.

e Hobby tutorials for all areas of the hobby
and all levels of expertise.

RING OI 15 91684]0 FOR MORE DETAILS
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TUTORIALS

Expand your Hobby Skills in a one-
on-one tutorial with one of
Warhammer World's hobby heroes.
These tutorials can cover any aspect
of the hobby, just give us a call to
book some time:

Phone: 0115 9168410

Email: warhammerworld@
games-workshop.co.uk

BUGMAN’S BAR

If you need to take a break, have a
drink or buy some food, the bar
built to honour the famous Dwarf
master brewer Josef Bugman is at
your disposal.

YOUR OWN EVENTS
Warhammer World is the perfect
place to hold your own gaming
events. Clubs and Gaming Groups
from all over the country and
beyond make use of our gaming
hall. If you're interested in running
your own event at Warhammer
World contact us on the phone
number to the left or by e-mail for
more information.

Events@games-workshop.co.uk

s 5
COMING EVENTS

Here are just a few
Warhammer World
events. See page 120-
121 for more!

Warhammer 40,000
Grand Tournament Final
5th-6th March

Rise of Kingdoms: A
Fool’s Gold
19th-20th March

The Lord of The Rings
Grand Tournament
2nd-3rd April

Fury of Champions
(Specialist Games)
\23rd-24th April

e e e e B e e R s

5. Games Workshop is not responsible for events not run by Games Workshop



GAMING ROOM

Wakefield has the country’s largest Gaming
room, and there is always something

special going on there.

o Twenty 6ft x 4ft gaming tables
e Eight individually lit paint stations.
e Tea and coffee facilities.

o A husy timetable of events, tournaments,
campaign days, and more.

o A great fun day in the biggest and best gaming

facility in Yorkshire!

The all-new Wakefield store
is big, boasting the largest
Gaming Room in the whale
of the UK!

We do our best to cater for
gvery taste, with most
weekends having some sort

- of event. Modelling, painting
and terrain-building skills all
feature in-our workshops,
and we run campaigns and
tournaments for our three

. core and many of our
specialist games systems.

We have our gaming
timetable planned right up to
the end of December 2005,
s0 if you are wanting to play
a particular system or type
of event give us a call.

If you are interested in
running an event = maybe
you're a club searching a
vénue or a store wanting to
challenge another store or
club in the Yorkshire area —
The Wakefield Hobby Centre
is available as a ventie.
Contact-us for mare
information.

Manager: Rob Cardiss
Telephone: 01924 369431

Event jnfarmation correct at time of going to_press. Games Workshop-is not responsible for events not ton by Games Workshop.

COMING SOON
Some of our great events.

Conflict Leeds

5th and 6th March

Take part in Warhammer
Heats 1.and 2 at the
Wakefield Gaming Room.

The Yorkshire Rosebow!
20th March

Win the first Yorkishire
Blood Bowl Tournament!
Bring along a starting team
with printed official rules to
take part. No Star Players.

Contlict Finals

15th-16th March
Warhammer and
Warhammer 40,000 finals -
the very best generals
compete for Conflict
champion status.

The Lord of The Rings Open
Day — 24th April

Features army building and
painting tutorials, as well as
a special Balin’s Tomb
scenario. Showcasing the
Scouring of the Shire.

Conflict The Lord of The
Rings — 24th April ;
Achieve Middle-earth glory..

@ CLUB

THE GAMING CLUB NETWORK
(GCN) IS AN INDEPENDENT
ORGANISATION FOR CLUBS, RUN
BY AND FOR GAMERS.

¢ The GCN is made up of
independent clubs who meet
in hired venues and are
largely comprised of adult
Hobhbyists.
GCN clubs offer any hobbyist a
permanent home venue to
enjoy painting, modelling and
gaming in a place run by
fellow gamers.
The GCN is run by volunteers
who want to set a new
standard for clubs.e
All GCN clubs have a Child
Protection Policy, a committee
to manage club affairs and
clear club rules.
The GCN is independent of
Games Workshop.

THE GCN ROLL OF HONOUR
A complete list of all current GCN clubs:

Adgamers (Maidenhead)

Contact:  Dennis Jackman

Phaone: 01628 540398

Email: DENIS_JACKMAN@hotmail.com

Gatekeepers Wargames Club
(Shrewsbury)

Contact: ~ James Sherry
Phone: 01743 369605 or
07792469648

Email:
n.sherry@btopenworld.com

The Badger Corps (Nottingham)
Contact:  Che Webster

Phone: 01158 766928
Email:
chayw@games-workshop.co.uk

Leeds Night Owls

Contact: ~ Steve Nolan
Phone: 07793 198516
Email:
stephennolan@wbsonline.net

Spiky Club (Reading)

Contact: ~ Sean Curtis

Phone: 07798 825696

Email: ookthelibrarian@hotmail.com

Tanelorn (London)

Contact: ~ Martin Turner

Phone: 07879 445922

Email; Martin.Turner@Hess.com

Chelmsford Bunker

Contact:  Gareth Williams
Phone: 01245 348542
Email: cdgareth@fsmail.net

Nuneaton Model and Gaming Club
Contact:  Ken Huxtable

Phone: 07870 477315

Email; k.huxtable@ntlworld.com

R e s e e S
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Newmarket Dwarf Wargames Society
Contact:  Chris Peachey
Phone: 01638 602418

Yeovil Games
Contact:  Chris Lowe
Phone: 07811 843747

Walburton Wargamers

Contact:  Mike Roddham

Email:
walbertonwargamers@yahoo.co.uk

Sad Muppet Society (Basingstoke)
Contact:  Richard Kerry
Phone: 0118 982 1512

Middlesbrough Wargames Club
Contact:  Shaun Atherton

Phone: 01642 272021

Email: shaunatherton@netscape.net

1st Company Veterans (Nottingham)
Contact;  Chris Taylor
Email: cjtaylor_uk@yahoo.co.uk

Colchester Games Club
Contact:  James Godfrey
Phone: 07813 394217

Bridgend YMCA Games Club
Contact: ~ Matt Churchill

Phone: 01656 668298

Email: velvetfiend@yahoo.co.uk

Dursley Games Club (Cambridge)
Contact:  Dan Bishop
Phone: 01453 549377

Gobstyks (Lincoln)

Contact: ~ Will Platten

Phone: 01522 803310
Email: info@gobstyks.co.uk

Oxford Gaming Club

Contact:  Mike Sharp

Phone: 07802 764143
Email:
Mike.sharpd@btopenworld.com

If you would like to know more
about the GCN, contact Sean Curtis.

Email:
Post:

contact@genm.org.uk
Gaming Club Network
PO Box 8019

Reading

RG30 3WZ

For information on GW'’s support of
the GCN, contact Bek lggleden.

0115 916 8380
clubguy@games-
workshop.co.uk
UK Community
Games Workshop
Willow Road
Lenton
Nottingham

NG7 2WS

Phone:
Email:

Post:

Information correct at time of press.
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'SCHOOL
LEAGUE

Due to the success of the first
championship we have decided
to extend the School League
country-wide. There are leagues
for The Lord of The Rings and
for Warhammer 40,000 starting
now, so if you want your club to
take part, contact us at the
address below. Regional finals
will be held at Easter and the
national final is in the summer.

The School League is not a one-
off gaming session, but a series
of hobby activities centred on
gaming, painting and socialising
that lasts for a few months. Both
newly set-up clubs or ones that
have been running for a while
can benefit as a result. The
league not only strengthens
relations between clubs but also
gives you the opportunity to
meet with other schools and
hang out with loads of your
fellow Hobbyists!

JOIN THE LEAGUE

The League is a great reason to
play loads of games, to paint
armies and spend more time
together talking hobby. It's also
a good excuse to go out on a
trip and meet a club in a school
near you, and you can always
organise the games in a Games
Workshop Gaming Room store
(there are about 15 of these
currently in the UK able to host
an event) if you can't find a big
enough venue.

To join the league you need
gamers in your club
(obviously!), gaming tables and
scenery and 250 points of LOTR
and/or 400 points of
Warhammer 40,000 armies built
using the format given in the
School League Pack.

To get a School League pack, or
simply if you want further
information, contact us on:
communityhobbymanagers@
games-workshop.co.uk

State which league you are
interested in joining and our
Community Hobby Managers
will get in touch with you.

- D,

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 March for WD306 (June issue)

11 April for WD307 (July issue)

13 May for WD308 (August issue)
Please note all dates and details are

correct at the time of going to print
but are subject to change.

Events diary abbreviation guide

WhHEE Warhammer
40K ...... Warhammer 40,000
pES Blood Bow!
WAB...... Warhammer Ancient Battles
WPS...... Warhammer Players' Society
WECW ... Warhammer English Civil War
EDie Epic Armageddon
LOTF! .. The Lord of The Rings

...... Games Workshop
GT ...... Grand Tournament

NECROMUNDA: REBELLION

Date: March, 2005

Venue: G Plaza.

Details: Hive world Zhanum has been
overrun by a cult, preaching about the
return of the fallen Emperor. Are they
what they seem, or are they hiding a
great secret? This is a Necromunda
campaign running throughout March
with starting gangs and no Hired Guns.
Contact:

GW Plaza - 02074 360839 (ask for
Scott)

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

WINTER WAR 2/FANATIC BERGEN

Date: 5th and 6th March, 2005

Venue: Bergen, Katedral skolen.
Details: Tournaments featured:

WFB - swiss (six round). One army list
of 2,000pts.

40K - swiss (six round). You need two
army-lists. One 1,500 pts, one 400pts
(Combat Patrol). These armies will not
be used together, but have to be from
the same codex.

LOTR swiss (six round)1,000pts. Must
include both Good and Evil lists — see
core rulebook.

Painting competion and demo gaming
available too, as well as a social event
on the Saturday. Entrance fee: 300kr

Contact:
Chris@avalon.no
Website:
www.bba.no

RHEINDAHLEN WARGAMES CLUB
PRESENTS: ACTION 2005

Date: 11th, 12th and 13th March, 2005
Venue: Rheindahlen Wargames Club,
Joint Headquarters, Monchengladbach.
Details: One of the biggest wargaming
events in Europe. Featuring free entry,
European traders, 40K competition,
participation games, painting
competition, bring and buy, food and
refreshments, free parking.

Contact:
Nickparsons8891@Yahoo.co.uk
Website:
www.rheindahlen-wargames.com

EPIC TOURNAMENT - RETURN TO
ARMAGEDDON
Date: 12th March, 2005

Venue: GW Maidenhead Gaming Room.

Details: This is a 2,700pts Epic
tournament for all lists published in the
main rulebook and on the Fanatic
website (www.specialist-games.com).
Do you have what it takes to be
victorious in any theatre of war?
Contact:

GW Maidenhead - 01628 631747
Website:
www.games-workshop.co.uk/events

LANCASHIRE OPEN WAR TOURNAMENT
Date: 12th March, 2005

Venue: Wargames World, 22 Cooper
Street, St Helens.

Details: Warhammer 2,000 points
Swiss Pairings. Tournament runs from
10.30am-5.30pm. All armies must be
painted. Only 20 places available, entry
is £10.

There are prizes for 1st place, Best
Painted Army and Mest Sporting Player.
Contact:

info@wargamesworld.com or send a
large SAE to: Wargames World, 50-52
Skipton Road, llkley, West Yorkshire,
L529 9EP.

Website:
www.wargamesworld.com/events.htm

FANATIC TURKU

Date: 12th-13th March, 2005

Venue: Youth Center Palatsi Eerikinkatu
7, 20100 Turku, Finland.

Details: Take part in this Scandinavian
competition. Warhammer tournament
on the Saturday; Warhammer 40K
tournament on the Sunday.

Contact: Fantasiapelit Turku —
02-23328413

Website: www.palatsi.com

GW PRESENTS: CONFLICT EDINBURGH
Date: 13th March, 2005

Venue: Corn Exchange, Edinburgh.
Details: Edinburgh Conflict Is more than
a tournament! It offers a wide variety of
hobby activity, from painting and
madelling tips and participation games
to a full one-day tournament for
Warhammer, Warhammer 40,0000 and
The Lord of The Rings.

If you are thinking of entering
tournament for the first time, or you
Jjust want ta play some cool games, this
Is for you. See if you have what it takes
to be victarious on the battlefield.
Tickets cost £25 for the Tournament
and £6 for an Open Pass.

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

N

Enter the Spire and build a gang to win the ultimate turf-
war. During Easter 2005 (from 1st March to 31st March)
every Hobby Centre in the UK will be running games of

Necromunda. For those of you with a good memory, you
might remember the campaign as the very first event that was run for
Necromunda way back on its first release.

‘KING OF THE SPIRE N-’CQC)MUND/\
f;llllll_

» Check out great gangs, showcased in every Hobby Centre's mini-cabinets.
« All the gaming equipment you need to play games of Necromunda will be available.
« Join in games on Veterans' nights, and find a wily opponent or fellow beginner.
» Demo-games and intro games available.
* The King of the Spire mini-campaign.

In every Hobby Centre there will be a ‘King of the Spire’ side-view map of the
Necromunda spire showing where battles will be taking place. There will also be two battle zone sets of
scenery, built to help recreate the ghostly industrial landscape.

The aim is to see which Necromunda house dominates at the end of a massive gang war. All the gang ratings
from each house will be added up and the end and at the end of March whoever is at the top is the winning
house. Simple. Brittle alliances, thirst for revenge and devious plots are sure to play their own part too.
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THE CHARRONE SHIELD

Date: 15th March, 2005

Venue: GW Worcester.

Details: A one-day Blood Bow!
tournament for the Charrone Shield.
Contact the store for further details.
Conlact:

GW Worcester — 01905 616707
Website:
www.games-workshop.co.uk/events

THE TITHES OF MARCH

Date: 19th March, 2005

Venue: GW Burton, Coventry,
Leamington Spa, Leicester, Macclesfield,
Northampton, Peterborough and Stoke.
Details: With his coffers worryingly
empty, Greasus Goldtooth needs a new
source of income. His great plan will
solve all his problems: The March Tithe.
Every warrior who marches across the
Northern Wastes will be tithed an
amount equal to their prowess in battle.
His first ‘client’ is the mighty horde of
Archaon, Dread Champion of Chaos.
Come down and play in any of the
above Hobby Centres.

Contact:

See page 122 for Hobby Centre contact
detalls.

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

PAINTING MASTERCLASS

Date: 19th March, 2005

Venue: GW Plaza.

Details: Come and learn how to paint all
manner of skin tones with Plaza's very
own Hobby Specialists.

Contact:

GW Plaza - 0207 436 0839

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

GW PRESENTS: RISE OF KINGDOMS: A
FOOL’S GOLD

Date: 19th and 20th March, 2005.
Venue: Warhammer World, Nottingham.
Details: Between the Old World and the
mysterious lands of Cathay lie lands rife
with danger. Marauding bands of Ogres,
Orcs and fouler things stalk the
unnamed hills and lands along the Ivory
Road, the only so-called safe route to
the riches and wonder of the Cathayan
Empire. A Faol’s Gold gives you the
chance to race along the Ivory Road, as
a merchant or mercenary general, for a
share in the profits.

To take part you will need a fully-
painted 2,000pts Warhammer army.
Some armies cannot take part in the
campaign, o ask the staff when you
purchase your ticket. Only available to
those aged 16 years and over.

Tickets cost £40, and are available from
Direct Sales on 0115 91 40 000.
Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.co.uk/gt

RAGE OF THE BEAST

Date: 26th March, 2005

Venue: G\ Sutton.

Details: The battle for Ultramar rages
across the system. Marneus Calgar and
his Ultramarines are trapped and
doomed to a slow and eventual death.
Can Marneus break through the

Event information correct at time of going to-press. Games Warkshop is not responsible for eve
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‘The lvory Road is the only safe

route from the kingdoms of the
0ld World 1o Grand-Cathay.

" Duke Casstillion the Red of
Bretonnia seeks o travel this
road and open trade for the
riches of the east. Gathering a
vast army and many wagons. of
rare fabrics and artifacts from
all of Bretonnia, Casstillion

~ leads this mighty caravan east
into dark and unknown lands.
After many weeks journey the
road enters the first great pass
through the-mountains of
‘Mourn. Unknown: to the Duke
death and torture are ahead, as
a large Ogre-army lies hidden
in the cold winter mists,
waiting in ambush.

Tyranids and reach the nearest
evacuation point?

Contact:

GW Sutton — 0208 7709454
Website:
www.games-workshop.co.uk/gt

CGOMPULSION

Date: 26th and 27th March, 2005
Venue: Tevioe Student Union, Bristol
Square, Edinburgh.

Details: Swiss-style Blood Bow!
tournament, participation battles on
both days, GW artists and games
developers will also be present.

Catch an early glimpse of the new
Warhammer Fantasy Roleplay too.
Prebooked tickets are £7 for one day or
£10 for two. Otherwise it will cost £8
for one day and £12 for two on the day.
Contact: :
info@compulsion.org or GW Edinburgh
- 01312 206540

Website:

www.compulsion.org

BATTLEFLEET GOTHIC TOURNAMENT
Date: 27th March, 2005

Venue: GW Glasgow Gaming Room.
Details: On routine patrols through a
distant sub-sector, your quiet day is
suddenly interrupted by a distress call
from a remote outpost. As you near the
outpost, your scanners show other
ships in the vicinity. Prepare for battle.
This event lasts for one day and is run
over three games. Fach player has a
2,000 point fleet and the event runs
from 10am to 6pm.

Contact:

GW Glasgow — 0141 221 1673
Website:
www.games-workshop.co.uk/events

THE ORCIDAS SLAUGHTER BOWL

Date: 27th March, 2005

Venue: GW Middlesbrough Gaming
Room.

Details: Join in the fun of a day of
Blood Bow!. Coach your team to the top.
All approved teams welcome, 16 places
available.

v

s ot run. by Games Workshaop
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ROAD RO,

All-gamers are invited o take -
part in this huge roadshow
gvent. All thefigures are
provided, all you need to do is
decide who you wish o fight
alongside = the brave Duke and
fis men-or the bloodthirsty
Ogres. Once-you have chosen,
ring any of the stores and book
a place.

Contact details:

GW Middfesbrough - 01642
264091

GW-Darlington - 01325 382463
GW Durham -0191 3741062
GW Metro - 0191 4610950

GW Carlisle - 01228 598216
GW Newcastle - 0191 2322418

Contact:
GW Middlesbrough — 01642 254091
Website:
www.games-workshop.co.uk/events

EUROPEAN GET TOGETHER 11

Date: 1st, 2nd and 3rd April, 2005
Venue: Ostend, Belgium.

Details: The Euro GT is set up by
gamers for for an interactive weekend
of gaming in a non-tournament
environment, Gamers will be grouped
into teams of Mordheim, Warmaster
and Warhammer players in a campaign-
driven story. Previous events have
involved up to 60 players from all
diiferent nationalities. The location is
situated 20m from the beach with easy
access to both the city, station and
airport. Anyone interested can go to the
website to enter the event.

The event will be held at: Hotel 'De
Kinkhoorn', Zeedijk 330, 8400
QOostende, Belgium

Contact:
Christof.simons@thebrassman.org or
Lex Van Rooy at:
lex.van.rooy@gmail.com

Website: www.eurogt.org

BLOOD BOWL CUP

Date: 2nd April, 2005

Venue: GW Middlesbrough Gaming
Room.

Details: Kick off the season in style as
10 Biood Bowl coaches go head to head
to show off their coaching skills.
Contact:

GW Middlesbrough — 01642 254091
Website:
www.games-workshop.co.uk/events

MIGHTY EMPIRES WEEKEND
Date: 2nd and 3rd April, 2005
Venue: GW Carlisle.

Details: Muster your forces and gather
your supplies — war has begun! Using
cunning, experience and strength,
expand your borders and increase the
might of your Warhammer army.

S

CHY!
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Dates and Venue:
GW Middlesbrough 5th March
GW Darlington 12th March
GW Durham 19th March
GW Metro 26th March
GW Carlisle 2nd April
GW Newcastle 10th April

Contact:
GW Carlisle — 01228 595216

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

RUMBLE IN THE JUNGLE

Date: 3rd April, 2005

Venue: GW Plaza.

Details: Welcome all sports fans! It’s
that time of year again, Rumble in
Jungle. This is a Lustria-based Blood
Bowl league played on Thursdays and
Sundays throughout April and May.
Starting teams, no star players.
Contact:

GW Plaza - 02074 360839 (ask for
Andy)

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

LANCASHIRE OPEN WARHAMMER
ANCIENTS TOURNAMENT

Date: 9th April, 2005

Venue: Wargames World, 22 Cooper
Street, St Helens.

Details: This is a Warhammer Ancients
2,000 points Swiss Pairings,
Tournament running from 10.30am-
5.30pm. All Armies must be painted.
Only 20 Places Available.

The cost of entry is £10. There are
prizes for 1st place, Best Painted Army
and Most Sporting Player.

Contact:

info@wargamesworld.com or send a
large SAE to: Wargames World, 50-52
Skipton Road, llkley, West Yorkshire,
L529 9EP.

Website:
www.wargamesworld.com/events.htm

THE WAR OF THE BEARD IV

Date: 23rd April, 2005

Venue: Ekeren, Belgium

Details: A WH 2,000 points tournament.
Contact:

dirk.bruylants@skynet.be

Website:

www.tsoa.be
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ALL GAMES CATERED FOR
Play the games of your choice. There are tables and scenery for
Warhammer 40,000, Warhammer, The Lord of The Rings, Epic, Battlefleet
Gothic, Blood Bowl, Inquisitor, Necromunda and Mordheim.

YEARS OF EXPERIENCE

When you grow weary of constant war, you can head to the Gaming
Room's special painting area where you can sit and paint while swapping
modelling knowhow and old war stories with other Hobbyists.

K T
A PLACE FOR VETERANS
The age limit on Gaming Rooms gives older gamers a place to play games
without distraction. All gamers who attend will have some degree of
experience, so you should have no trouble finding a challenging opponent.

Games Workshop Hobby Centres offer a
great deal to Hobbyists. Besides stocking a
complete range of current Games Workshop
products, they also provide a number of
other services. If you're new to Games
Workshop wargaming, why not sign up to
their Beginner's Programme, and learn all
you need to wage war in the 41st
millennium, Warhammer world and Middle-
earth? Our friendly staff are always on hand
to answer your hohby questions. There's
always something going on in-store, from
Roadshows to campaigns. Most Games

122 STORE FINDER

GAMING ROOMS

Equipped with loads of tables and scenery, our well-appointed Gaming
Rooms are the best places fo go to play games and enjoy the hobby.

Like a regular Hobby Centre, all Gaming
Rooms provide the full range of Games

Workshop services. They are larger than
a normal Hobby Centre and have many

tables, making them perfect for meeting
fellow hobbyists.

During the week we have to restrict

Gaming Room facilities to those over the

age of 16, but at weekends the facilities
are opened up to all hobbyists.

Gaming Room Features

« VVaried scenery and table set ups
for Warhammer, Warhammer40,000
and The Lord of The Rings and all the
Specialist Games.

e Dedicated painting areas.

» Special events, battles and campaigns.

o Minimum age of 16 during weekdays.

e GW Aberdeen...................... 01224 649779
GBS s i 01225 334044
o GW Bromley...........cccceuene 02084 660678
| GW Burton ... 01283 535865
e GW Cambridge.................... 01223 313350
o GW Carlisle .............ccceuvnne. 01228 598216
o GW Chester ..o 01244 311967
o GW Dumfries ........cccovviennn 01387 249702
o GW Durham ...........cccooeeenes 01913 741062
& GWLEXBEBE :....oiiueemeriininiiine 01392 490305
o GW Glasgow............ccccevrnen. 01412 211673
o GW Ipswich ............ccoceoevni. 01473 210031

NEC=20MUNDA!
il

i1 il

Our gaming Rooms are currently
running special games of
Necromunda. Call your local Gaming
Room for more details. See page 118
for Necromunda GW events.

o GW Liverpool ..............cc..... 01517 030963
e GW Macclesfield ................ 01625 619020
e GW Maidenhead ................ 01628 631747
o GW Middlesbrough ............ 01642 254091
e GW Newcastle .................. 01912 322418
e GW Newport............ccccoeinene 01633 256295
e GW Poole................. ....01202 685634

e GW Shrewshury 01743 362007
e GW Sutton Coldfield .......... 01213 543174

o GW Uxbridge ..........ccccoevvnne 01895 252800
o GW Wakefield .................... 01924 369431
e GW Worcester ..........ccoo..... 01905 616707

HOBBY CENTRES & INDEPENDENT STOCKISTS

Workshops open seven days a week and late
for gaming evenings. Hobby Centres have
something for Hobbyists of all ages.

Games Workshop products are also sold by
a large number of shops in 16 different
countries across the world. What follows is
a large listing of all the stores that sell
Games Workshop products across the UK,
most of Europe, South Africa and the UAE.
You can find a list of all our retail outlets on
our website at:

www.games-workshop.co.uk/storefinder

If you're still unsure as to where your nearest
stockist is located, call Games Workshop
Direct on 0115 91 40000.

In the following list, Stores highlighted in
yellow indicate new stores. Stores in green
are elite Northern European stores; stores in
blue are Northern European partnership
stores. To be sure they will have exactly what
you want in stock, we recommend you give
them a quick phone call before visiting.
Hobby centres marked with a cross () have
Gaming Room facilities.




Find your nearest Hobby Centre or independent retailer on these pages

on our wehsite: www.games-workshop.co.uk/storefinder
by e-mailing us: hobbyspecialists@games-workshop.co.uk

by calling us: 0115 91 40000
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ESSEX
GW CHELMSFORD:
- hes

GW CDLEHES?ER'

Tal: 012

LElGR ON-! SEA. Cl‘l"v!r Books:
Tel: 0
MA\DON. Colln lllsl Modals:
High Sireet. Tel; 01627 851327
RAYLEIGH, Toys N Tuck:

SAFFRON WALDEN, Game On:

SOUTHEND-ON-SEA, Toymaster Kingdom:
Tal: 017¢

GLOUCESTERSHIRE

GW cHEL(ENHnM:

GW GlOUCESTE

BOURTON UN THE WATEII Bauﬂnn Model Railway:

ST'IDUD Anﬂ:s,

STHDUD Cj'h d)‘rl"

STlUUD, Pllla" Gamas:

'rzwxzsuunv L] Zone:

HAMPSHmE

GW BASINGSTOKE:

B76 266

Tel: 01962 850 189

QOSPORT JC Books:

MILFORU ON SEA, Milford Models and Hobbies:

NEW' MILTON Toys of New Miltan:

ROMSE‘! Roundﬂbuu',

WATEKLODVII.I.E 'cul'l Hobby Shop:

HEREFORDSHIRE
HEREFORD, Hereford Model Shop:
352809

LEOMINSTER, Martin’s Models & Crafts:
Tel; 01568 613 782

HERTFORDSHIRE
GW HEMEL HEMPSTEAD

361 193

STEVENAGE KS Mndlll'
ol 01

WEI.WYN GARDEN CITY, Toys Toys Toys:

ISLE OF MAN

DDUGL&S Jac Disrrihuﬂon

FO“ ERIN Mudel Tech:
6045

RAMSE\’, Model Wur!d<

ISLE OF WIGHT

COWEE tbiveﬂons Newsagents:

NEWPOHT. Beﬂh on:

Nswnou Toy & Models:

l'!\'BE lhl 5 Dnl l Model Shop:

uvnz, Fun, Fact nnd Fantasy:

SANDOWN Tbymﬂshr,
rel: 01983 4
SHANKLIN Tnymulhr,

CHA‘IH_AM: Murnes,
DOVER, Turnars Models:

Tel: 01304 20

GIIAV'E ENI Thu Stamp Centre:

NARSATE, Spn:e City Gifts:

MARGATE, Toymaster Kingdom:

lonﬁmnss ids Stuff:
Tel 01732 L
LANCASHIRE

W BLACKPO

Gw BPLTGN

GW PRESTDN

ASHTDN UNDER LYNE, Byte Size:

Tel: 0161 343 7556

www.games-workshop.co.uk/storefinder




ASHTON UNDER LYNE, Roundabout Toys:
Tel: 01613 432344

BLACKBURN, Batcave:

Tel: 01254 667488

BLACKBURN, Merer & Sons:

BU\CKFUDE Turmuslvr'
Tel: 01
BOL\'ON Grren: Toymaster:
Tal: 0120 330

aouou, Toymaster:
198

BOI. N, '}lhl!uk r's Toymasters:

BUHNI.E\' A?ihilr Benn:

MOI‘!ECHM!E Richard Lancaster:
Tel: 01524 410 304

DLDHAM Qﬂuker!

PRISTON Tnymu!i!r,

IDCHDIM.E, Mkrnshuck:
6 715¢

IDSSENDAI.E Rull.ndula Models:
5T HELENS wurgnmll World:
Tel: 0

THORNTON- CLEVEI.YS Toy2save Collectables:
Tel: 0125:

WIGAN, Jo?ln Wlnﬂnnley and Co:
Pemberon, Tel 01942 214884
WIGAN, Sophies:

Tel: 01942 700356

WIGAN, Wigan Model Centre:

Tal: 01942 245 683

LEICESTERSHIRE

GW LEICESTER:
Unit 2,18

LINCOLNSHIRE AREA
GW GRIMSB'
9 Wet
GW LINCOLI
L

Mary

GMN‘IHAM. Arbun & Watts:

Tel: 01664 85!

GR&N‘IHAM A:‘E!s Models:
6

OMNTHA.\\, Portprince Models and Hobbies Lid:
Tel: 0147 )01

Tal: (

LONDON
GW BRENT CROSS:

oss Shopping

8 948 5122

124 STORE FINDER

GWWATFORD:
Unit Q, 1A €

BLﬂCKHEAT an Impressions:

HAMPSTEMI Happy Returns:
Tel. 0207 435 2431
ISLINGTON, Frederick Beck:

WIMBlEDON EI'!‘

3 9191

MANCHESTER AREA

GW MANCHESTER [:eﬂlrn

WIRRAL, RS Model
MIDDLESEX

ENFIELD, Jennings Stores:
T 2 &

NORFOLK
GW NORWICH
12-14 Exchy

KINGS LVNN Em]llrﬂ!

NDRWICH Kﬂrrilnn:

NQRWICH Ollwf! Toys:

NORTH WAI.SHAM, Blackfish Games:

al: 01692

SH!RINGHAM, Sludlnps-'l'evmus'er‘

WYMONDHAM, The Toy Loft:

WROXHAM, Point House Toyshop:

. 0180

NORTHAMPTONSHIRE

GW NORTHAMPTON:

Square. Tel: 01604 630 825

conav West ate Department Store:

xm’smms 'I‘eymnslar Kingdom:

NORTHUMBERLAND

ALNWICK, Woodys Camputer and Vides Gome:

!ERWICK UPON l'WEED Berwick Computer Games
and DVDs:

NOTTINGHAMSHIRE

GW NDTIINGHAM (canlrul

ND"INGHAM Shums

IETFOED I'aymaﬂar

11330

WORKSOP, Model Base:

Tel: 019 &

COWI.EY. Dunluns.
Te 74

SHREWSBURY, Funf«yrn

TELFDRD Sanda Games:
Tel: 01952 676,

TELFORD, nuan]ng Knight Games:
SOMERSET

x GW BAI’H

278 47

lI.IlNNAM ON SEA. GW Hurley:

Tel 01278 789281

FROME, The Ellsnhray Press:
2135

CHARD, Gumes Wizard:
Tel: 0

FROME, Iksentric Models:
Tel: 01963 33304
GLASTCINBUR\' Pedalers:

L IN!"E#D, Mlneheud Toys & Models:

T-ﬂUN"ON Krndmrs

Tel: 01823 3350

WELI.S Wells Mndall'

-MARE Griffins Gomes:

WESTON SUFER-MJ\IE 1 Toys:

\'EOVII. Yllnvil Cullaﬂorl Centre:
33738

STAFFORDSHIRE

x GW nURTON ON TRENT

Models:

SIAFFORB JW’ Bugnull

S‘I'AFFQID Tn- Fui Goblinz:

sron: ON 'm:Nr Alsager Toys & Models:

TAM\'IORI‘H The Old Bell:

TAMWOR'I'H Gecﬁ‘s Toys:

I.IITD)(E[EE The Toybox:

SUFFOLK

X GW IPSWICH:

B!CCL!S, Toy Box:

BURY ST. EDMUNBs, Model Junction:

BI.IIY\’ ST EI!MI.INDS Toymaster Kingdom:

TH1846

FELIXSTOWE, Wizards Taxis:

HALESWORTH, Halesworth Toy Shop:
6 270
HAVERHILL, Bnby Connexion:

Taymumr Kingdom:

NEWMARKET Munm Toyland:

SIOWMNIKE! Slmp:un & Sons:

QUDBI.IRY F‘ qua:»

5unauﬂ~r Tnymnller Kingdom:

sunaun, Toy Connexion:

WOODBRIDGE, Toytown:

Gw WDK\NG

CAMBERLEY, Morningstar:

Tel: 01276 685

COULSDEN, Teylors Toys and Sporis:
680 0710

DUIlKING

Tel: 0130

EPSOM, Otakers:
11372 74

rldng Models:

FARNRAM, Elphicks:
716222

REDHII.I. 6 mers Guild:

REIGATE, The Toy Shop:

WALTDN N HAMES Naseem:

WAI.TDN ON "IAMES Treehouse Toys:

SUSSEX AREA

11 Broadway.
GW EASTBO RNE
13 ad

BEXHILL DN S!A, Matek Models and Hobbies:

Tamin.

BOGNOH Ri GI
Tel: 01243 8
BURGESS HILL, Kid‘s Stutf:

1
CARFAX, Guodclres Toymaster:

Trains Models and Hobbies:

EAST GRINSTEAD, Ready To Run Medels
HASTII o Munlui Arts:

WOR"HING, NC'! Games Shop:

Tel: 01503 2.

TYNE AND WEAR AREA

X GW NEWCASTLE [Cv_‘nlru!)

METRO CENTRE Gateshead, Toymaster:

Tel: 0181 480 2200

NOR’TH S“IELDS. SR Gladstone & Son:

srnlun‘i SHIELDS, Coats Models:
sbl@éf@qnn Exkayex:
;l.[:NI;EIL;N;I The Toy & Computer Shop:
;;}IN:;EHUIN? Joplings:

v};nsh‘llue;an Toymaster:

Tel: 0191

1(

WARWICKSHIRE
GW COVENTRY:

Cathedral La

GW LEAMINGTON SPA
i Streel. Tel: 018,

B!!DWORTH ltullwuy & Modellers Junction:

Tel. 02: 1

KENII.WDR'TH Abacraft Arts & Pictures:

NUNEATON, Co/Tas
Bookshop:
24 Al £

Tel: 017

E‘lOCKINGFO!ID Whittleford Post Office:

036
DEVIZES, Huggo:nurul Toystore:
Tel: 01

MAR!.BDI!OUEH H Duck:

WORCESTERSHIRE

X GW WORCESTER:

EVESHAM, Battle Honours UK:
4

nsnnm:u Haggosaurus Toy Store:

STDLIRPQRT DN SEVERN, TP Activity Toys:

Tel: 01298 872800

YORKSHIRE
GW BRADFORD:

GW HULL:

30 Paragos
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<o, TIFPEM Hogun'l Toymaster: MLBQRG C EB G

GW I.EEDS {central);

€o. wn'rsnronn Murphy Toy and Cycle Specialists:

GW I.EEDS [WH}TE ROSE):
281 e

Cﬂ WATERFORB Thl Hobby Shop:

18 Fitzwilliam Gate

GW SHEFFIELD (ME»’\DDWHALL CENTR CO WAT!EFORD, Fitzmaurice Toymaster:

66
co. WHTMEATH Toy city:

CD WEXFDID any I. Learn:

CD WICKLOW ER Harris & Sons:

Tel: 01226

CO WICKLOW, Kupl-ln:
B!ADFOID T ymullur 2

INTERNATIONAL ACCOUNTS
BELGIUM

HADDINETDN DJ: o Services: AALST, Christicensen Aalst:

sxl DLINGTDN Croppers:

HALIFAx, Nulifux Modellers World:

MALlFAx, Mu u:lrle World:

7 HtL:NssunGn Game Daslrl
HALlFAx 'ru,mumn he
Tel: 01422 ¢ INVERNESS,Jlmnurs Toymaster: ANTWERPEN,
HARROGM’ Yuymnsier: Tef Zilversmidst
Tel: 014 mmwss. The Hape Chest: AM‘I’WERF Red Drugnn Games:

HUDDERSFIELD, Collectamania:
Tel & KIRKCUDBIIGHT SW Computers:

33, 2000
KIRKCAI.DY, Vhe Hope Chest: 5 4
HUDDERSF!ELD Something Wicked: Tel

HUI.I. Muylnlr 'I'uymuﬂer.

ILKLEV qugnmus World:
0

KEIGHLE\’, Toymuscgr.
Tel: 01

I.EEDS, le Huhbll

HRGNSHDJ Chnrlaﬂ
Fred: 48,

Tal
TUllI'IIFF E Roe und Son:

smrda
FAKSE, Fakse Ry 2 Idb‘

WEST LOTHIA ,Tav Works:
T E

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:

Tel 3218

GUERNSEY, ST, F!T!RS PORT, Creasys Toymaster:

Tal: 01481 0

GUEHNSE\‘. S'I' PETiIIS PORT, Carousel:

SHEFFIE D, Aﬂllns Toymusf
B 1

k of tha Centre)
Sendargad

FREDERII(SSI.IND Onl(nl !u:h
gada 31, 3600, T

CO. ANTRIM, Cum:ruru'

FREDEIIKSVHK Hﬂhhy
Natregada 38, 3300, Tal: 47

GILLELEE, un,-s Legess

CD AN!IIM Cumwrun

WALES

GW CARDIFF:

co ANIEIM. erld of Wonder:

co. ARMAGH, D. Jeffer:
Pe wi, Tel: {

LEUVEN The

LOKEREN, De Gees

3160, Tat

MECHELRN. De Spelﬁmn

Kaizarstra 0

MERKEEM Game Gurdml, Th
170,

3 666

an Sty Tel 98

HE&SINOE, demm !ng & Idi

Mol, Chrlslluensun Mn

Grasl de B

HII.SING!. Tehfovhlm n

Frederiksborgvej 10, 3200, Tal: 20922991
HELSINGOR, BO Beger:
Sturups Plads 1 Te

HELSING@R, Hobby & Frlndz

CARDIFF, Dice nnd Dise,
Computer and Video Vision:
122

ST NIKLAAS, H

€O. CLARE, Warld of Wonder: i 776354
ll:fm\\l‘Ail'HEN Hardings: r munNAl Christiansen Tﬂumﬂh HERNING, Feerges x-ld-
CHEFS;CIW ey coRK, WD"" f Wonder: 18 Alue Uinde Ale, BA, 7400, Tel: 22824856
o ] ¢o. coRk, Coughlan Educationel Supplies: BULGARIA TIERMING, Bucdy g _—
mrrzn tlurlce Tcy! SOPHIA, Magic Worlds: & 5
€o. corK, Murp‘l Toymaster Sleveikov 509, 1000.
GWiRSTLLT Brllw Ideas: Aaceoom, 1 SOPHIA, Morla:
8 co. conx. Murphy‘s World of Wandar: WL e Gl
HAWRFORBW ST, Merlin Models: p——
Tal: 01 CO COIK Murphfs Wurld of Wonder: CROATIA

LLANDUDNO les Toymaster:

01878 7

co COIK. led of Wunder

Stramgay

LLANTWIT M.AJDR, Rainbow Plaza:
HJGIRING lou!ll

Tai: 01446 8
_PEMBROKE, Drngon Alley:
Tel: 01646 621456 €O, CORK, omw l!eulml-
RHYL, Lightfoot Models & Toys: Te 1 4

co CORK. Nudﬂr‘s Toymaster:

C0.0UBLIN Banba Toymaster:

HOLBAK, Wulff Inger & Pl:p

co DUBLIN, Nlmhla Fingers:
Ahlgade 53, 4300,

co DLlIL.INI snnhu 'rnymumr» CZECH REPUBUC HOLSTEBRO, Legek=den:

7500, Tek: 87413736

SCOTLAND
X GW ABERDEEN:
Uit 1
GW AYR:
10 Arran Ma
GW RI\EI-!EAD

€0. DUBLIN 3, Furlongs Taymaster: :'_F"":\f“'Z“T Ryfivs. HOLTE, laue!rl:bu'ikken

4640 779 CO DUBLIN 5, Toymaste:

OLOMOUC, Ogri Doupe Olomouc:

CO GALWA\' Gamers Realm:

€o. GALWA\', i!‘s Mugl:‘

LIEN qui Duupe Plx

PIAHA Ogrl DnupI Pruhu

co. !(:mu' Killnmey Model Rallway:

co. xu.nnnz Warld of Wond
Nevibridge, Baarasr DENMARK

co. lﬂllﬁMNV MI(hneI Crotty Toymaster: GW KOBENHAVN!

a4 H
GW DUNDEE'

Strex

mwup. Bixen:

Kastruplundgade 24, 2770, Tal: 20856634
KASTRUP, Leg:

9,2

CD OFFALY Rbhhﬁn!&

www.games-workshop.co.uk/storefinder



KO@BENHAVN, EB Gumu :
Mygada 3, 1184, Tel: 333

KOBENHAVN, Shenh-ml Buu &1dé Aps-

KGBENHAVN K quclos Cmurcr

umENHAVN K, Fur“ulk'

Skt Pedarsira g,

KOBENHAVN K, Bog & Id:
vet 133, 1560, Tel

Kong
DDENSE C ED Bﬂg Dd.

RONNE, Dorthe's th‘uyl!u-
Litletorv 14, 3700, Te
RONNE, Willam Dem lng &
ailemark 3
ROSKILDE, E8 euma

ROSKILDE, Flerlslsur
Standariorvet 4 3
ROSKILHE, ﬂnskele
Algade
EK.IERN. Bog & I&é Sk|em

SILKEBORG llyevu Hobhy & Fritid:
8

Tel: B615815

Adelgade 118, 8
EKANDERBORG, 5¢hmld| !ng & idé
Skanderborg

SKIBB\’. Sk by!o &Id!

Stenk 1, 3600, Tl 4
STRUER, Hunn! Madsen
Ostergade 14, g

SVENDIORG, BO Beger:
28,

Tei: 82210323

Klostarplas 2913131

'rAsmuP EB Gum
ity 34

Vestergac)

TONDER, .qusun Bug & ld

126 - STORE FINDER

FORSH.nVN P/F Thlllm'.l! Dum whble!ule.

V.EILQSF., Vlarluw Buq & idé

ditan 45

VEDBEK, Trarwnl Bug & id

de 63,

ESTONIA

TALLINN, Kulhlur}l!!lsid.
Ba Te

72 6010801

FINI.AND

GW HELSINI

ESPOO, Pelimesta:
Ulappakatu 1, 0232

FonsSA, Fun smn & Cards:

alokunnan k
HANKO, Hobby anl'
‘ s
usmom Talousmuovi ja lelu:
pakatu 18,

katu 10

JYVASKYLA, Fantasiapeli Jyvhsky\u'
40100, Teai:

Slnaaparl Jyvﬁlkylﬁ'
40100

KEMUJARVI, Fﬂnpsrn.
88100, Tal: +358

KUGPIO, Crazy Shatlons
40-42, 70110, Tel: +

0, Tel: +358 537

KUUSANKOSKI, Klrln Savinen:

TA, Sincoperi L

00, Tel: +358

LOHIA, Lohjan Kirjakaupp
o8

1

72308

Tel: +358 2 63

rowoo, As'kurraluulnniHehhyhndn
00, Te

Mari

GIBRALTER

BON-MAU HOBBIES:

GREECE

ATHENS, Actiol

ATHENS, Kul.uu Amurnusin

1330 210 61416

Kallidramior ppoh
ATHENS, Kulsm Blyludni'
Xaorikon 4, Tel

LARISAS, Kﬁlnu I.url:u
Koun
PATRA, Fummy Shop:

Tel: 0030 2

Vo

HUNGARY

Tel

Nexus:

ISRAEL

TEL AVIV, Kitare:
el, H:

MALTA

FDRIIDDEN 'DWEW 83 Triq Misrah li-Barrieri, Msida:

K HDBBIES LTI Hcmpes(h Rﬂud
Fgura Pla 13, Tet :

MSIDA: University of Mulrn.
Tai: 21 314299

NETHERLANDS
GW AMSTERDAM

Rokin 36
GW ROTTERDAM:
Van Oidenb W

tel: 0031 20 622

ALKMAAR, Bookers & Strippers:
Boterstraat 20 1811 HP, Tel O

ALMEEO Snmburg Mndelbww

ﬂLMERE HAVEN Fanmxln
Kerkgracht 41, 1354 AE, Tel

ALFHEN MN bEN ﬂll!‘l. Tup ] Toys Arie vd Panne:

AMEI‘!SFDD)’H Spglltnwlntkal

DEN HAAG, Inlnrmyl 'Iherasiﬂilrd
3 AX

DEN HAAG, Sp
Zoutm
DEN HEan, Lo Mndllhnuw

DEVEN'IER K"Ibhel Ccml(s

i 411 LM, Tel:0570 616879

ENSCHEDE I"L|p|ir|l t

3M, Tal: OF

7
GRONINUEN Wirwai
Ouda Kijk in vaat 40, §
HEERLEN, Alnmik Haerl:

LEIDEN, Vl\ggershu
Turfmarkt 2
LELYSTAD,
Botter 44

Wyckerb

Markt 51, 433 'J‘ 3
NEUNEN sdull.m Spuwlnnud
Parks: GG, Tel 040 2832084

NIJMEGEN. Moenen & Mariken:

Van Weldaranstraat 70, 8511 MP, Tel: 024 3236119
OEGSTGEEST, De Tamhl Toys fur Hnrl and Men:
De Kempenaar 77,2341 GS

OUD-EEIJERI.AND Mnuri

Oude Ms

SCHEVEN'INGEN Acm anle:lnra.

SCHINDEL, Top 1 Toys Anniek:
straat 133, Tel: 073 5477758
SITTARD Atomik Sittard:

131 AX, Tel: €

stuns V;‘d vngv.r
Oude Kerkst £

i: 0117 461393

Drieharingen
UTRECHT, EIf Fantasy Shop:
oL 34W, 3511 NR, Tel: 03
UTRECHT, Whnps-

Springweg .

VENLO Mndelbﬁuw Lufhu

5300 B

WASSENAAI Top 1 Tnyl Knuwanhnvum
Langsiraat 73 KK, Tel: 070 5110211
wm'rmsqu, Top 1 Toys \mmarswuh

WDRMENVEEH Mlnl-wunduu'

ZUTPHEN, Vr\asmdl Zuu

Groans marki 2, 72

ZWOLLE, ln!klnhnlt
Assandorperstraat 103,

NORWAY

GW O5LO:

tel: 004 9 901

IAERUMS VERI( Trullll en Buruml Verk
Leker A/S:
B

ol
EOEIﬁLIND
Storgt. 33-36, h
EIDSVOLD, Brl
SUNDGT




FORDE, 1.u|1(ahusa! AS<

hagen 9, N-8800, Tel: 57820102

KKIS"IANSAND Hubhv Huset :
{anrik 36,

MOSS. Frlsanfnld!

Dronningensat. 10, N
MYSEN, Saker °g Ting
bang o N-AE
NAlW'll(, Erln le Canier Narvi
Bolagsgs A

NAIVII( lnrﬂ Verd

osm, Vind

Sl(i TIN |r|l|<

SKIEN. Gulse

Stopanvaien 0. Tel: 63816422

S‘I'RQM”EN Siundurd H hby ng Leker:

POLAND

KRAKQW Bnrd Canlrum Gler:

048 126320

WN!SZAWA Dnm \wduwnlczy Bellona:
escie

11, 00-068

WARSZAWA, Sklep Morion SC:
Tynigoka 36, 02-621, Tel 0048 22 646 8414
wnnsmwn Warsaw Model Center:

#1565, 01-489,

snaya st

MINSK Voluhnnnvi:h en
Ko

MIHSK Vulchnnnvi:h Sk

b4, Palace of Sports,

Krasnoy av, D
SARATOV' er Dlhkly
¥

aya st

SERBIA AND MONTENEGRO

BELGRADE, ANET Hobbystore:

Zvecanskn 1a, 11000, Tel: 00381 112652238
SLOVENIA

uuaunm Cma | Lulmla:

LII.IBI.IANA, Prl Gohllnu

jska Cast

SOUTH AFRICA

cAPE‘w\MN 'I'ha Bny: and Mens Hobby Shep:

wlxerd: ‘Warehouse:
360

I.INME\!ER Drnuuns Dun.
1 5

, Wizards

1 683 0360

DURBAN Dvrbun North The Hobby Specialists:

564 O

FOR‘T ELIZABETH, Wizards Warehouse:
Tel: 0027 041 5810727

SWEDEN

Gw STOCKHOL

3, tel: 0046 8 213 840
x GW GDTEBQRG

Kur

DANDER\'D Lnksuk.lhuu',
by C
EKERO. Tulim;‘s:nullmne
Tel: 085

HELSINGBORG, Fa
Norra Kyrkogatan 10,

HUDII!SVAI.L, Alhlnl I.Ikwku

JARMLU\ Hnbhar
g, Tel: 0858018091

KAHLSKRONA. Fw:l & Fllrlnn'
Tel: 045516710

LEUNGB\'. ulﬂw
341 30, Tak:

30, Ta

Tel: 046128940

ORNSI(DI.DSVIK l.ulhani.
N 18, B91 33, Tel 0680

08230

BAMES WORKSHOP

ORNSKOLDSVIK, Sound & Vision:
atan 11, 881 33, Tel: 066019924

OSTERSUND, Hobbyboden

an 31, 83130, T

PITEA, !urnans Hus:

1 47, Tel: 091118910

Kapm

suman’al Lek & Hobby Al

tan 48, 931 81

anter,

rgatan 4 , 151 7
SDI.EN?UNA, Barnens Hu:

STOCKHOLM, Sc\enu Fiction Bokhundgln

015210161

SUNDSVALL, Traditios

Vardshuset Storg.26, 852
SUNDSVALL, Orlen Spe
Key 852 at

SVEDALA, Elbe Lekis
31, Tek: O
TésY, Mnhhy & Prylan:
Vallatorp 1F, 18752, Tel: 0B5105¢
TABY, EB Game:

UDEVALLA, Alfreds:
Torp Kdpeantrum, 451 76, Tel:

Bjomy 11

UMEA, Tradition:

UPPSALA, Barnens Hi

Bolandsgatan 154
'VARBERG, Spelbutiken:
Mot 10, 432 41, Tal: 03401

Storgatan 34, 2
VASTERAS, Zemrlund:
Storag

n Gatan 38, 593 30, Tal!
VAsmA FléLuNbA. ‘rws

VETLANDA, Leksakslagret:

21, 574 40, Tel

VIMMERBY, Kerstins Hus:

Sdra In gatsn 15, 598 40, Tek
VISBY, Lekstugan:
Hasi 18, 521 57, Tal: 04982

YSTAD, Tv Spelshérnan:
Tobaksgatan 16, 271 41, Tal:
TURKEY
ISTANBUL, Besikia:

Hasfirin Cad, Is Merkszi 67/255 Ta

UNITED ARAB EMIRATES

UKRAINE

KIEV, Charge

30. Tal. 0038
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f SUPFPLIES

Games Workshop’s new Roughcoat spray paint has been specially made to help you create authentic
looking textures. It is especially good for stone and metal, and works hoth on terrain and models.

oughcoat is a spray paint

like no other. Though you

point it and spray like any
can, the finish you get is very
different. Roughcoat spray has
been specially developed to give a
fine textured finish to models and
terrain pieces, a finish that cleverly
emulates the look of stone or
rough metal and gives you an
ideal surface to drybrush over. Its
two main uses are as a sealant
and texturing agent on terrain and
as a way of detailing tanks. Here
are some examples of it in action.

Rotigheoat seals pelystyrene and gives a textured
stirface suitable for drybrushing.

One of the materials best-suited to building
terrain is polystyrene. It is available in all sorts of
shapes and densifies and is extremely-versatile.

The problem of undercoating it with spray paint is
 that the propellant can damage-the polystyreng’s
surface. In_the past we'd recommend using

Always spray well back. You may.-encounter
damage to the material if you-spray-it too-closely. .

textured.masonty paint to-seal it first. But-now
you can undercoat polystyrene with Retighcoat
without causing the surface to dissolve. It even
seals the polystyrene against the effests of spray
paint applied afterwards, allowing you to spray it
whichever-calour you desire, significantly
speeding terrain construction up.

Below: Textured spray is useful if you want to undercoat a large terrain piece quickly as the surface dries faster
than if you paint it. The finished texture is also much finer than DIY textured paints or paint with sand in it. This
makes Roughcoat ideal for terrain pieces with small details, such as windows and doors, modelled onto them.
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Right: Compare this pair of
bulkheads; the one on the left has
been drybrushed without the
textured spray, the one on the
right after a coat has been
applied. Roughcoat creates a
surface keyed perfectly for
drybrushing and creates the
impression that the bulkheads are
made of rough metal.

Right: Here you can see the
same effects applied to a pair of
walls. The wall section on the far
right has been sprayed with
Roughcoat. Again, the texture

helps to bring the piece alive. RoughCoat 400ml Spray Can __ £8

400ml cans (above). Denmark ...k 75.00
Norway........kr 85.00

Below: Tanks look particularly | ‘
PURITY

effective when drybrushed after a _ e ' : ! gny |
coat of textured spray paint. o - ARDCORT £ alivuri

Varnish 400m| Spray Can £6
400ml cans (above) Denmark ...kr 75.00
available in Ardcoat Norway.......kr 85.00
(gloss) and Purity Sweden ......kr 85.00
Seal (satin). EUFD ovvevies x 10.00

Citadel Colour 400ml Spray Can  £6

400ml cans (above) Denmark ....kr 75.00
available in Skull White ~ Norway........kr 85.00
and Chaos Black.

_
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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 components for conversions or
assembling more complicated kits.

They can also provide assistance with making
an army list, from devising a starting force to
expanding an existing one. They're also
available to give helpful advice on how
various units work on the tabletop,
discussing any special rules and tactics for
using them in a battle and assessing their
relative strengths and weaknesses.

Our Hobby Specialists are also a great source
of gaming knowledge. If you have any rules
queries they are happy to help and suggest
solutions to ensure you get the best out of
your gaming.

SPECIALIST
PROFILE
Name: Stuart White
Specialism: The Lord of
¥ The Rings.

Armies: Uruk-hai and Iron

- Warriors.
% Hobby tip: When

choosing a The Lord of

The Rings force, focus on 1
picking Warriors rather

than Heroes.

B R B s R S i i R
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' GAMES WORKSHOP DIRECT

* COMPONENT PART SERVICE
All hobbyists love to personalise their
armies. With Direct you can order individual
models from boxed sets and blisters or
even 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 COLLECTORS” MODELS
The Games Workshop range of models is
constantly evolving. Due to limited space,
we cannot stock Citadel Miniatures’ full
array of models in our Hobby Centres. From
alternative marks of Space Marine armour,
to different kinds of dragons or even
models for the enigmatic Eldar Harlequins,
Direct has a dazzling selection of figures
you won't find anywhere else.

Get exclusive models like this Albion
Fen Beast only from Direct.

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
Albion Fen Beast, make excellent army
centrepieces or painting projects. Call the
Hobby Specialists to see what special
edition models are currently in stock.

Components and classic miniatures are
only a phone call away.

NEW RELEASES
Get all the latest releases as soon as they
are available!

SUBSCRIPTIONS

Get your essential hobby purchase every
month guaranteed with a subscription to
White Dwarf. You can also place an order
for our other periodical publications,
including Inferno!

DELIVERED TO YOUR DOOR

No need to leave the comfort of your home
or brave the elements to get your Games
Workshop goodies. And there’s just one
standard postage charge no matter how
much you order.

HOBBY SPECIALISTS

All our Games Workshop Direct staff are
Hobby Specialists. They can answer all of
your gaming questions and provide tips on

Subscribe to White Dwarf, Inferno! or
Warhammer Comic.

modelling and painting techniques.




e-mail: hobbyspecialists@guames-workshop.co.uk

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/store

* 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 traditional way: Games Workshop Direct Sales, Willow Road, Lenton,
Nottingham, NG7 2WS

- QUESTION OF THE MONTH

call: 0115 91 40000

website: www.games-workshop.co.uk/store

COLLECTORS’ GUIDES

Collectors’ guides are an amazing resource
for gamers and collectors alike. Each book
focusses on the models for one Warhammer
or Warhammer 40,000 race. Within its pages,
you will find nearly every model we have ever
produced for that particular range. Dozens of
exciting models gathered together in logical
order so you can build the force you really
want without scrabbling through a load of
ancient catalogues.

Also included are fantastic examples of
painted armies and individual models and, for
the sake of completeness, ancient models
that are no longer available anywhere.

Now available from your local Games
Workshop Hobby Centre:

Collectors’ Guides

¢ Chaos Space Marines
e Imperial Guard

= Empire

* Orcs and Goblins

* The Lord of The Rings
e Space Marines

* Warhammer Chaos

Catalogues
e The Specialist Games Catalogue
e 2005 Catalogue

Every month the Hobby Specialists deal with hundreds of hobby-related queries. Whether it's
how to get the most from vour 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.

A. Yes, the Obscured rule takes effect-in
both of these cases (even AP-1 weapons,
see page 66 of the Warkammer 40,000
rulebook). downgrading a Penetrating hit to
a Glancing hit on a D6 roll of a 4+.

Q. If I attack a vehicle with an armour
value of 10 with a-weapon of Sirength 10
or AP 1 that would automatically cause a
Penetrating hit, is the attack affected by

the target being in cover? IAL GUARD

ORS' GUIDE

CHA(

SPACE MF
COLLECTOR
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Dwarf Slayers

From the temple of Grimnir come

Crl‘istan thc Sprues shown at 35% actual size

the death-seeking Dwarf Slayers. Troubadour

It's a veritable Slayer fest in the I

workshop of Dok Butcha this allant Questing Knight, TRISTAN THE TROUBADOUR'S LUTE
month as we showcase Paul Evans’ Tristan the Troubadour 4 9947020304204 2050

and his companion
Jules are given a
revamp by Mat
Ward on page 110.
el selow areal e
components you
need to
assemble this f
hero for your /

own games. #

Slayer throng on page 104.

TRISTAN THE TROUBADOUR'S SHIELD
9947020304203 £0.50

TRISTAN THE TROUBADOUR'S LANCE TRISTAN THE
TROLLSLAYER STANDARD TROLLSLAYER MUSICIAN GIANT SLAYER 2 9947020304202 £1.50 TROUBADOUR'S BODY
BEARER BODY 9947020502103 £3.00 9947020502601 £2.50 9947020304201  £4.00
9947020502101 £3

CLASSIC BRETONNIAN HORSE

BODY SPRUE
99389999004 (random) £1

. CLASSIC BRETONNIAN HORSE
GIANT SLAYER 5 GIANT SLAYER 4 GIANT SLAYER 3 JULES JONGLEUR HEAD SPRUE
9947020502603 £2.50 9947020502602 £2.50 0947020502653 £2.50 9947020304205 £2.50 99389999014 (random) £1.00

J/

TROLLSLAYER 4 TROLLSLAYER 2 DWARF PIRATE 4 DWARF PIRATE 3 PIT FIGHTER TROLLSLAYER BODY
9947020502511 £2.50 9947020502551 £2.50 9947021401004 £2.50 9947021401003 £2.50 9947119901201 £3.00

TROLLSLAYER 1 TROLLSLAYER 3 DWARF PIRATE 2 DWARF PIRATE 1 DWARF TREASURE HUNTERS SLAYER
9947020502557 £2.50 9947020502552 £2.50 9947021401002 £2.50 9947021401001 £2.50 9947110500203 £3.00
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BALES WORKSHOP
Abhumans

The Imperial Guard has many different
races of men in its ranks, not all of which
are entirely human. In Chapter Approved

this month Andy Hoare provides rules and oeaURERDY CORVNIHERD 2
background for the tolerated mutants in 9947010504301 £1.00 9947010504302 £1.00
your Imperial Guard armies. Below are a

sample of different Abhumans and . ‘aa>
components to make some of the specific A :
species given on page 40.

3
e

OGRYN LEGS 1 OGRYN LEGS 2 OGRYN GUN 1
9947010504304 £3.00 9947010504305 £3.00 9947010504309 £2.00

RATLING SNIPER 2 RATLING SNIPER 4
9947010501205 £2.00 9847010501204 £2.00

OGRYN TORSO 1 OGRYN TORSO 2 OGRYN GUN 2
9947010504306 £4.00 9947010504307 £4.00 9947010504308 £2.00

Gland War

Veterans

EVEgZ??& Ss%%g;sn sgvf%ﬁn These components can
be used to make Gland

War Veterans.

CATACHAN OFFICER 1 ESCHER WITH TWO SWORDS ROCKET GIRL'S BODY SLAANESH LORD HALBERD
9947010518701 £3.00 9947059901524  £3.00 9947010513315 £2.00 9947020113903 £2.00

(" \ Homo Sapiens
Necromunda Vars
If you've been inspired by our battles in the Underhive arlatus
this month you can order all your Necromunda gangers The sprues can be used to make Homo
and components by contacting Games Workshop Direct. Sapiens Variatus. Shown at 30%.
Also, for a limited time you’ll can get Necromunda
miniatures from your local Hobby Centre too.

Jh ¥

RN
[ XXXX)

BEASTMEN REGIMENT SPRUE CATACHAN JUNGLE FIGHTERS SPRUE
99380201013 £6,00 99380105001 £6.00
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CHAOS RENEGADES

In the age of the Horus Heresy a great many Space Marine chapters turned from the Emperor’s light and embraced Chaos. Since then the majority
of Space Marines have fought valiantly for mankind, however, a few have turned from the Emperor’s light during the millennia after the time of
Horus. In Index Astartes this month on page 68, we delve into the sinister doctrines and battle strategies of these more recent traitor marines.
Below are a sample of components with which you can construct your own renegade chapter.

HERESY ARMOUR
70106/46 £2.00

CRUSADE ARMOUR
70106/45 £2.00

WORLD EATER SPACE MARINE
70378/4 £4.00

LOD SHOULDER PAD 7
9947010109623 £0.50

\!
_‘/ )
e

LOD SHOULDER PAD 5
9947010109621 £0.50

i

(L
Soni e

LOD SHOULDER PAD 10
9947010109626 £0.50
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MAXIMUS ARMOUR
70106/47 £2.00

MK6 ARMOUR 2

CHAOS WARRIOR JEZZAIL AND SWORD
70315/1 £4.00

LOD SHOULDER PAD 2
9947010109618 £0.50

3P
o b
LOD SHOULDER PAD 4
9947010109620 £0.50

f ﬂ\-;

LOD SHOULDER PAD 8
9947010109624 £0.50

9947010103349 £2.00

LOD TROOPER 13
9947010109733 £2.00

MK6 ARMOUR
9947010103348 £2.00

EMPEROR’S CHILDREN
SPACE MARINE

70378/3 £4.00

LOD SHOULDER PAD 3
9947010109619 £0.50

&)

LOD SHOULDER PAD 8
9947010109622 £0.50

EMPEROR'S CHILDREN
9947010202007 £0.50

ALPHA LEGION
9947010202008 £0.50

CHAOS PAD 6
9947010202003 £0.50

CHAOS PAD 4
9947010202014 £0.50

toiuc

LOD TROOPER 4
9947010109608 £2.00

MK3 IRON ARMOUR 1
70270/15 £3.00

BIKER SWORD
9947010205904 £1.00

CLASSIC RAPTOR MELTAGUN
9947010205613 £1.00

CHAOS PAD 9
9947010202015 £0.50

THOUSAND SONS
9947010202016 £0.50

WORLD EATERS
9947010202017 £0.50

LOD TROOPER 9
9947010109729 £2.00

MK2 CRUSADE ARMOUR 1
70270/14 £3.00

CLASSIC RAPTOR FLAMER
9947010205403 £1.00

CLASSIC RAPTOR PLASMA GUN
9947010205612 £1.00

IRON WARRIORS
9947010202009 £0.50

‘-E'%u\
&

NIGHT LORDS
9947010202021 £0.50

CHAQS PAD 11
9947010202010 £0.50
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Sprues shown at 30%

B
32

CHAOS SPACE MARINES SPRUE
99380102004 £6.00

Red Corsairs

The malfeasant Red Corsairs
are featured in this month’s
Index Astartes. Christian Byrne
explains how he converted
them on page 74.

BIKER 3 HEAD BIKER 2 HEAD
9947010205903 £0.50 9947010205902 £0.50

g RAVENWING FLAMER
A 9947010119305 £1.00

St
aael

IRON WARIRORS HEAD 1 EMPEROR'S CHILDREN h -
Y A

9947010206705 £0.50 HEAD 1 IRON WARRIORS MELTAGUN
9947010206507 £0.50 9947010206703 £1.00

KHORNE BERZERKER SPRUE

9947010207509 £2,00 9947010206503 £1.00 99380102001 £6.00
J

OBLITERATOR SPRUE 2 EMPEROR'S CHILDREN SWORD

CHAOS SPACE MARINE 3 CHAOS SPACE MARINE 6

CHAOS SPACE MARINE 1 CHAOS SPACE MARINE 4
9947010202908 £2.00

CHAOS SPACE MARINE 2
9947010202903 £2.00 9947010202906 £2.00 9947010202905 £2.00

9947010202804 £2.00

BODYGUARD 3 FABIUS BILE BODYGUARD 4 FABIUS BILE BODYGUARD 5 FABIUS BILE

BODYGUARD 1 FABIUS BILE BODYGUARD 2 FABIUS BILE
9947010205209 £2.00 9947010205210 £2.00 9947010205211 £2.00

9947010205207 £2.00 9947010205208 £2.00

ald unpainted and 4 0 may be dangero




White Dwarf — What have you missed?

WD291

* Battle Report:
Necrons vs
Chaos Space Marines

* Tactica:
Death Guard

* Olde Weirde's
Army of Sylvania

* Epic: Armageddon
Speed Freeks

* Index Astartes:
Techmarines

WHITE -’iﬁll'l‘é

wbD292

» Battle Report:
Tomb Kings vs
Bretonnians

» Chapter Approved:
Creatures

» Warhammer
Scenario Generator

» Epic: Armageddon
Steel Legions

» Designers’ Notes:
Witch Hunters

757 WAMAMMER STORM OF CHACS FREVEW!

WD293

« Battle Report:
Witch Hunters
vs Tau

« Storm of Chaos
Prelude

» Warhammer Dark Pact

* Index Malleus:
Blood Pact

* Art of Warhammer:
Deployment

* The Future of Epic

wD294

* Free Storm of Chaos
Compilation

« Battle Report: Tyranids
vs Imperial Guard

+ Warhammer Storm of
Chaos: The Eye of
The Storm

* Warhammer 40,000:
Rules of Engagement

* Art of Warhammer:
Magic

WH’IITP,.
RES

WEHET E

WD295

* Free Storm of Chaos
Map Poster

+ Storm of Chaos
Battle Report:
Chaos vs Empire

» Storm of Chaos
Tactica: Halting the Tide

* Art of Warhammer

» The Lord of The Rings
Gondor Fiefdoms

* Tactica: Imperial Guard

<Yy rﬂw_lﬁl\m{m
T R
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WD296

* Free Warhammer
Order of Battle Booklet

» Warmaster
Battle Report

* The Lord of The Rings
The Battle of The
Pelennor Fields

* Chapter Approved:
Armoured Companies

« Deathmaster Snikch

« Gults of Slaanesh

Wp297

¢ Free Paint Pot Lid
Stickers

« Warhammer 40,000
Inaugural Battle Report
and Designers’ Notes

= The Lord of The Rings
Battle Companies

« Battle for Middenheim

« Warmaster: Big Future

* Art of Warhammer:
Army Selection

).J".J

Take out a one year subscription for £36 and save £12 off the

WD298

* Free Warhammer
40,000 Order of
Battle Booklet

» Codex: Space Marines
preview

* Speed Freeks vs
Imperial Guard Battle
Report

* Bugman’s Lament

* The Lord of The Rings
Mamak masterclass

f

WD299

« Battle Report: Dogs of
War versus Beastmen

* Bugman'’s Lament
part two

« Codex: Space Marines
Designer's notes

» Army Building: Heart of
Orkness

» The Lord of The Rings
Legions of the Eye

* The Emperor’s Finest

WD300

* Two free double-sided
posters plus a
Warhammer 40,000
reference sheet

« Battle Report:
Ultramarines
versus Orks

« Battle Report: Mdmakil
versus Rohan

* Bretonnia in Flames
campaign

OFFER

cost of the cover price - effectively giving you 3 issues free!

Take out a two year subscription for the bargain price of £60 -

Or

saving you a massive £36 off the cost of the cover price,
effectively giving you a very impressive 9 issues free!

These offers are only avaitable in the UK.

WD301

* Battle Report:
Sisters of Battle versus
13th Company

= Ogre Kingdoms
Designer's Notes

« Storm of Chaos
Conclusion

* A Tale of Four Gamers

= Space Marine Heroes

« The Lord of The Rings
Mimak Showcase

wD302

« Battle Report:
Ogre Kingdoms

* Index Xenos: Biel-tan

* Tactica: Biel-tan

» The Lord of The Rings
The War Begins

* A Tale of Four Gamers

* The Ivory Road Journal

« The final Bugman's
Lament

* The Under Empire

HOW TO SUBSCRIBE:

POST

Complete the form on the right and post it to
the address given on the form.

TELEPHONE

For details call now on:
(+44) 0115 91 40000

IN-STORE
Just ask the guys at your local Games
Workshop store for more details.

ONLINE STORE
You can also subscribe online at:
www.games-workshop.co.uk/storefront




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

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

You’'ll receive:

e Your crisp, new issue rushed to your
letterbox, hot off the presses.

¢ Peace of mind knowing that you’ll never miss
an issue of your favourite hobby supplement.

» Special offers — as a subscriber you'll also
be able to buy tickets for events such as
Games Day a week before they go on
general sale.

" W 7 Year - 12 issues wosus)

GAMES WORKSHOP

Reply by-29/03/05-10 ake
advantage of-this offer.

| would like to subscribe to White Dwarf

starting with issue number WD[_][][]

(If no issue number is stated o if the issue number selected is no longer available we shall start your subscription with the next available issue)

| would like to subscribe for:

Mr/Mrs/MS/OthET:...cvvveriresiverrieens L LR T o e it o s T

S TR o rinsaes bt T e Date OBt s e
S e Vi ot e Oy e e B e

Postcode: ..

L e R L A s e ey

The subscription is a gift for the person detailed below [ ] (e i
Mr/Mrs/MS/Othe:........oererevvirerenenns I e e bt T '

1
SUMAITIE oo sttt Date Of BIrth: oo E
V[T O s e e o i

card No:[ |11 01010 OO0 CIOOOO0O0E
Valid From: (JCJCIC] Expiry Date: (JCICIC] Issue No: (1]
CardholderSINAMez . bt e oot tesd s s s ia s E '
] T A e B S Date: ... E :

(Signature of parent or guardian required if recipient is under 16 years of age.)

Fill in and return this form to:
GW DIRECT SALES, WILLOW ROAD, LENTON, NOTTINGHAM NG7 2WS, UNITED KINGDOM

1

1

1

1

1

1

1

1
Data Protection. Games Workshop Limited is registered as a Data Controller in the United Kingdom under the :
Data Protection Act 1998, The data will be held and processed under the terms of the Data Protection Act in |
accordance with our notification to the Data Protection Commissioner. We may use your details for internal 1
marketing and security reasons, for the purposes of the subscription and to occasionally e-mail you with :
details of special promotions and offers. Please note that we will not send material to people who have not 1
opted to receive it below. We will not sell, share or give the above information to anyone outside the Games :
Workshop group of companies without your explicit consent or unless the law permits or requires us to doso.
| WANT TO RECEIVE FURTHER MATERIAL [ (please tick) WD303 1
’




NEXT MONTH: TERMINATORS




