wostsior MINES OF MORIA BATTLE REPORT

WD310 OCTOBER £4.00

Featurmc GAMES WORKSHOP'S MONTHLY GAMING
SUBPLEMENT & CITADEL MINIATURES® CATALO ;;__

|ORDE 4 S {11

STRATEGY. BATTLE GAME 9ll7 70
WWW. GAMES—WORKSHOP CO. UK




310 October 2005

EDITORIAL

Editor: Guy Haley
Online Editor: Owen Rees
Layout Designer: Christian Byrne
Writer & Layout Designer: Nick Kyme
Web Developer: Rik Turner

CONTRIBUTORS

Gavin Thorpe, Alessio Cavatore, Anthony
Reynolds, Graham McNeill, Andy Hoare,
Pete Haines, Mathew Ward, Phil Kelly,
Dominic Murray, Jervis Johnson, Steve
Cumiskey, Mark Jones, Adrian Wood,
Andrew Stewart, Matthew Hutson, Sean
Turtle and Michelle Barson.

WHITE DWARF REPROGRAPHICS

gamers! It's

thought and

Guy Haley

John Blanche, Alex Boyd, Paul Jeacock,
David Gallagher, Nuala Kinrade, Paul
Dainton, Neil Hodgson, Karl Kopinski,

Stefan Kopinski, Alun Davies and Mark

Gibbons.

CITADEL DESIGN TEAM

Jes Goodwin, Brian Nelson, Juan Diaz,
Aly Morrison, Alan Perry, Michael Perry,
Trish Morrison, Mark Harrison, Alex
Hedstrém, Mike Anderson, Colin
Grayson, Dave Thomas, Dave Andrews,
Tim Adcock, Gary Morley, Steve Saleh,
Martin Footitt, Seb Perbet and Felix
Paniagua.

'EAVY METAL TEAM
Keith Robertson, Neil Green, Anja
Wettergren, Kirsten Williams, Neil
Langdown,
Darren Latham, Fill Dunn and Pete Foley.
GAMES WORKSHOP DIRECT SALES

www.games-workshop.co.uk/storefront
Tel: 0115 91 40000  Fax: 0115 916 8002
E-mail: HobbySpecialists@games-
workshop.co.uk
GAMES WORKSHOP ONLINE

www.games-workshap.co.uk

GAMING CLUB NETWORK

www.gamingclub.org.uk  E-mail:
clubguy@games-workshop.co.uk

FORGE WORLD _
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he is?” Well, times change,
and we're having a minor s
at White Dwarf. If you turn

Yes, yes, it's ANOTHER chariot for
Guy's army, crammed full of yet more
adrenaline-crazed classic Goblins.

" Guy: Greetings fellow

the month again where |
must once more sit upon
Grombrindal’s throne of
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contemplation (only when he’s not
looking, you understand). Many things
have been afoot this month, many, many

Dave Musson, Sean GCutler, Simon Burton things.
and Kris Jaggers.
ARTWORK First off, | bet you're thinking, “What’s he

the web team have joined Christian and
Nick. This is part of a slight
reorganisation here at GW UK HQ (too
many abbreviations there, perhaps) that
sees the White Dwarf and the Web
combine forces to bring you an even
better service. And there are a couple
more changes coming, not least my
imminent departure from the UK edition
of White Dwarf. Don’t worry, (if you're
not rejoicing) | will still be closely
involved with the production of your
favourite magazine, helping the Games
Developers turn out even better articles
for you to read. Still, you have me for
this month and the next, time to paint a
few more Goblins yet...

that time of

cast my mind

does he think
dear readers,
hake-up here
to our team

page, which now sits cheek by jowl with
Fuel for the Furnace on page 142, you'll
see that Owen Rees and Rik Turner of

Guy Haley
Editor

www.forgeworld.co.uk  Tel: 0115 916 8177
Fax: 0115 916 8044

COPYRIGHTS Copyright € Games Workshop Limited 2005
excepting all materials pertaining to the New Line theatrical

roductions: The Fellowship of The Ring;
The King, & MMV New Line Productions, Inc. All Rights

The Two Towers; and The

wm of
THE BLACK LIBRARY Reserved. The Lord of The Rings and the names of the characters,
s, ovents and placs thor o rdorars ofThe Sl Zaaniz
/a Tolkien Enterprises under licanse to New Ling

www.blacklibrary.com Productions, Inc and Games Workshop Lid. Games Workshop, the

Ganes Worstep oge Wattammorar e Wartarmner 0000
vice are efther @, 1M andior © Games Workshop Lid 2000-2005,

SPECIALIST GAMES venaly eglored 1 o UK an o couires sound e

Lt S X s Booarvec.

www.specialist-games.com Gamas Workshop, the Games Workshop logo, Warhammer,
Wamammer\ogo,mmmmamc‘nooDavtw. i

ART oot Hermssis By v, Inqusio!, Epe, radel

‘au, Fire Warrior, Warmaster, |, Inquisitor, 3 el

ME_R and the Citadel Davice, Codex, White Dwari, n\ﬂaannn,Sumaz

Heroes of The Lord of the Rings courtesy of e S SE e, . sy
New Line Cinema

characlers, races and race i
Warhammer and Warhammer
and/or @ Games Workshop Ltd 2000-2005, variably registered in the
UK and other countries around the world. All Rights Reserved

e NEW L]NE}JINE.\IA‘

. 5,
signia, illustrations and images from the
i ™

0,000 universes are either ®,

Printed at RR Donnelley.

parsons under the age of 16. Further, certain Citadsl products
adult supervision. Whatever your age, be caraful when usin
qgoing to press. Cusiomers aré advised 1o contact Games Worl
wabsite, retailers ara ible for

GAMES WORKSHOP

Please be aware that Games Workshop products are usually sold unpainted and unassembled and the contents of any products L
ey not necessarily be included). Piclures are used for lusirative purposes only. Due to certain leglslation in the UK, Games Workshop is prohibited Irom ssling

SUBMISSIONS All material submitied to us for publication s only

‘on the assumption that the copyright in it is, by th very act
of submission, unconditionally assigned by the author as beneficial
owner and with full fitla guaranteed to Games Workshop Limited. Wa
also ratain the right to edit and/or amend all material as we see fil
So, if you do nat wish to assign yr:igm In this way, please do not
send us your submission. We're afrald we cannot work in any other
wag!sFull details of our submissians palicy can be found on our
website at: www.games-workshop.com/Legallegal htm

CORRESPONDENCE We welcome comments about White Dwar,
(Games Workshop games and Citadel miniatures. All latters except
subscriptions and Mail Order should be addressed to: White Dwari,
Games Workshop, Willow Road, Lenton, Nottingham NG7 2WS.

Please mark your envelope clearly with tha name of the game you
are wn‘linglc Us about. If you want a reply you must enciose a seif-
addressed stamped envelope (overseas readsrs should include
IRCs), We receive an encrmous amount of mail. We do read every
lettar but it may take a litile time for us 1o reply to you, so please be
patient!

You can find Games Workshop on the World Wide Web at the
fallowing Internet address:

http://www.games-workshop.co.uk

51011921192205 5>

Product Code: 60249999310
ISSN: 0265-8712 10

may vary from those shawn herein (for example, any banners shown

y paints and bladed equipment 1o
may be dangerous If usad incorrectly and Games Workshop does not recommend them for use by children under tha age of 16 without
luas, bladed equipment and sprays and make sura that you read and foliow the instructions on the pa ing. Prices correct al time of
hm_:p for current avallabllity and prices. Prices quoled are for products sold by Games Workshop through its own stores, catalogue or
their own prices.

Willow Road, Lenton, Nottingham, NG7 2WS




CONTENTS

NEW RELEASES

This month'’s crop of miniature marvels. '
13 THE NEWS i
What's what in the GW world.
63 DOK BUTCHA

Huron Blackheart of the Red Corsairs takes form.

82 DAWN OF WAR: WINTER ASSAULT
A look at the Warhammer 40,000 computer game expansion.

18 INTO THE DARK E
A multi-scenario battle-report set deep within the Mines of Moria. Can the
Fellowship survive? 3

32 MODELLING WORKSHOP: BALIN’S TOMB
Build a fantastic version of Balin's resting place in a box.

36 MIGHT, WILL & FATE
More tactical tips for warring in Middle-earth. 2

42 MODELLING WORKSHOP: CAPTAINS
Ways to make your leaders unique.
46 MODELLING WORKSHOP: OSGILIATH
Adi Wood builds a ruined building from this blasted city.

50 SCENARIO: THE BATTLE OF RHOSGOBEL
Radagast the Brown takes on the forces of evil.

FIY. YT

i
3
3
3
5

52 CRUSADERS OF THE EMPEROR! '
The Black Templars previewed.
56 FAITH AND FURY

Two amazing models detailed — Marneus Calgar’s Land Raider and the
Commander of the Crimson fists.

64 CHAPTER APPROVED: KILL TEAM — NEMESIS
Sometimes a plucky band of commandoes find themselves up against
something really nasty. Nasty things you'll find in here.

72 WAAAGH! GRISHNAK!
Grand Warlord Adi Wood creates a new Warboss for his Ork Army.

76 PAINTING WORKSHOP: FACES 2
An in-depth look at painting faces by 'Eavy Metal winner Matt Parkes. 3

il oo

88 THE GNOBLAR HORDE 3
There are many Gnoblars in the Mountains of Mourn. Several hundred of 2
them have set up camp in White Dwarf!

104 THE RETURN OF THE LICHEMASTER: DUST TO DUST

Part two of the campaign. 3

108 WARHAMMER CHRONICLES: DARK PLACES OF THE WORLD
Rules for fighting in the woods and forests of the Warhammer World.

116 KNIGHTLY ORDERS OF THE EMPIRE
The Empire is home to many orders of heroic knights, now you can create i
your own. 2

124 EVENTS DIARY
Events, Clubs, Tournaments, Warhammer World and more!

128 GAMES WORKSHOP DIRECT
Need components? Give Direct a ring. Includes more new Wood Elf bits
hot from the mould room.

134 STORE FINDER 1
Every store in the UK and Northern Europe territories listed. b
i

140 GAMING ROOMS
Gaming Room Chester examined.

142 FUEL FOR THE FURNACE i
Introducing Owen Rees and Rick Turner to White Dwarf. Plus, what you
and the team have been up to this month.

144 SUBSCRIPTIONS AND COMING NEXT ISSUE :
Prepare yourself for the arrival of the Black Templars. P

www.games-workshop.co.uk/whitedwarf 1




RELEASED THIS MONTH!

THE MINES

[<2%

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.



4 The Fellowship battle O

against the hordes of
Moria within Balin's tomb.

THE MINES OF MORIA

A fantastic boxed set for The Lord of the Rings gamers and Containing a 112-page The Lord of The Rings rules
newcomers alike. manual, and 34 plastic miniatures including the
Fellowship of the Ring, a Cave Troll, and a host of
Moria Goblins, plus detailed scenery to recreate
Balin’s Tomb. You get everything you need in the box
to play!

The Mines of Moria boxed set is the best way to start
playing The Lord of The Rings; recreating the heroic
battles deep in the darkness of the Mines of Moria!

SRR kr 350.00 Save over £10 compared to purchasing the

ﬁ‘:ﬁ::; e o Fellowship, Cave Troll and Moria Goblins separately
Euro € 50.00 (and that doesn’t include everything else you get!).

: b

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 conltact us for current availability and prices. Prices guoted are for products sold by Games Workshop
through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.



“THERE ARE FOULER THINGS THAN ORCS, IN
THE DARK PLACES OF THE WORLD...”

ENIZENS OF

A WODEL AFWED WITA

INCLUDES NEW BAL

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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Denizens of Moria

A complete Moria force in one
box.Designed by Alan Perry, Michael
Perry and Steve Saleh, this boxed set
contains: 24 Moria Goblins plus NEW! 2
Moria Goblin Captains, NEW! 1 Balrog &
NEW! 1 Cave Troll.

Fantastic value! Save over £10 compared
to purchasing these models individually.
These models require assembly.

; Denmark kr 650.00

Sweden kr 750.00
Norway kr 750.00
Euro € 80.00

Cave Troll

Designed by Alan Perry, this
blister pack contains 1 Cave Troll.
This model requires assembly.

Denmark kr 125.00

Sweden kr 150.00
Norway kr 150.00
Euro € 17.50

g Bl

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 Warkshop

thraugh its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.




ONE BOOK TO RULE
THEM ALL...

The Lord of The Rings
Rules Manual

This book is a complete guide to collecting, painting and gaming
with Games Workshop's huge range of The Lord of The Rings
miniatures. In its 244 pages, it contains all the rules and
information you need to fight out the battles of The Fellowship of
The Ring, The Two Towers and The Return of The King on your
own tabletop.

'THE LORD MANUAL  £30.00
Denmar kr 350.00
Sweden kr 400.00
Norway kr 400.00
Euro € 50.00
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Guardians of the Shire
Designed by Alan Perry & Michael
Perry, this boxed set contains | Gildor
and 6 Diinedain of the North.

Denmark kr 200.00
Sweden kr 250.00
Norway kr 250.00
Euro € 2750

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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The Fellowship of The Ring

Fight out the battles and encounters of The Fellowship of The Ring book and
film on your own tabletop with this new supplement for The Lord of the
Rings strategy battle game. Its 96 pages comprise a complete hobby guide
with scenarios, painting guides and terrain building, enabling you to build up
an impressive scenery collection as you work through the book.

Denmark kr 150.00
Sweden kr 180.00
Norway kr 180.00
Euro

€ 20.00
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The Breaking of The Fellowship

Designed by Dave Thomas, Juan Diaz and Brian Nelson, this boxed set contains 1 Aragorn, |
Gandalf, 1 Boromir, 1 Legolas, 1 Gimli, | Frodo, 1 Sam, | Merry and 1 Pippin.

L 0
Denmark kr300.00
Sweden kr350.00
Norway kr350.00
Euro € 40.00

Gimli

Frodo

7
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 praducts sold by Games Workshop
through its own stores, catalogue or website. Independent retailers are responsible for determining their awn prices.




Direct Sales Exclusive

Watcher in the Water
Designed by Alan Perry & Steve Saleh,
this set contains 6 Tentacles.

Ao
\ |

The Mines of Moria Paint Set
This box contains 12 Moria Goblins and 6 paints
(Chaos Black, Skull White, Camo Green, Boltgun
Metal, Scab Red, and Bestial Brown), a Citadel
Starter brush and a painting guide. Miniatures

sculpted by Alan Perry & Michael Perry.

r 125.00
Sweden kr 150.00
Norway kr 150.00
Euro € 17.50

Y BATTLE

DHRINGS

Sweden
Norway
Euro

o
~ kr125.00

The Lord of The Rings
Paint Set

This box contains 10 paints (Blood Red,
Sunburst Yellow, Scorched Brown,
Dwarf Flesh, Regal Blue, Goblin Green,
Chaos Black, Skull White, Mithril Silver
and Shining Gold), a Citadel Starter
brush and a painting guide.

kr 150.00
kr150.00
€ 17.50

Mines of Moria Dice Set

This set comes in a tin containing 8 dice and 1
turn counter. It comes in a choice of four
packaging designs.

Denmark kr .00
Sweden kr 70.00
Norway kr 70.00
Euro € 8.00

Invisible
Frodo

A special edition
model of Frodo
wearing the One Ring!

Denmark kr 75.00
Sweden kr 85.00
Norway kr 85.00
Euro € 10.00

AVAILABLE FROM HOBBY CENTRES, DIRECT
AND SELECTED INDEPENDENT STOCKISTS
FROM 22ND OCTOBER WHILST STOCKS LASTS!
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( SISTERS OF TWILIGHT
ON FOREST DRAGON

These sister-twins are masters of the wild
beasts that dwell within Athel Loren.
Creatures adore Naestra and will do as she
wishes out of love, while they fear Arahan
and so do as she wills out of respect. In
times of strife and need, the sisters ride forth
fram their mountain eyrie borne upon the
back of one of these faithful beasts.

This box set contains Naestra and
Arahan, mounted on a Forest
Dragon, sculpted by Trish Morrison
and Alex Hedstrdm. =

These models require assembly.

Denmark kr 300.00 Sweden kr 350.00
Euro € 40.00 Norway  kr 350.00

WOOD ELF WILD RIDERS

The Wild Riders of Kurnous are Orion’s personal guard, as aggressive and impulsive as he. They are fey and
dangerous creatures who are no longer truly the Elves they once were, but are now a part of the Wild Hunt.

This box contains 1 Wood EIf Wild Rider Champion, Standard Bearer, Musican and 2 Wood EIf Wild Riders,
sculpted by Steve Saleh.

These models require assembly.

.00 r |
€ 800 Norway kr 70.00

Denmark kr 250.00  Sweden kr 300.00
Euro € B35.00 Norway kr 300.00

Also available in a blister
pack containing 1 Wood
EIf Wild Rider, sculpted 3

by Steve Saleh.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if www_gqmes.workshop_co.uklstore 9
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 !hraugh its own smres, mfalogus or websfte Independent fala.i.'ers are responslb.'e for u‘e!ennming the;r own pﬂcgs.
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@ NEW RELEASES | 5

_ = | WOOD ELF WARDANCERS
WOOD ELF TRE EMAN ol gl e Wardancers rove across the length and breadth of Athel Loren in

Some of the more powerful and ancient of tightly knit troupes, treading paths and secret ways that
Athel Loren's spirits are able to entwine their few others know or dare use.
gssence with that of a living tree, moulding it They are welcomed to

to their will. It is not a decision taken lightly Elven halls and treated

for when a spirit forms a bond with a living with the utmost respect,
tree, they become irrevocably merged and as well as a little fear

cannot choose to leave — only death can sever and wariness.

the connection.

This box contains 1 Wood EIf Treeman,
sculpted by Trish Morrison.

This model requires assembly.

This blister pack contains 1 Wood Eif
Wardancer Lord, sculpted by Alex Hedstrdm.

Denmark kr 75.00 Sweden r 85.00

Denmark kr 250.00  Sweden kr 300.00
Euro € 10.00 Norway kr 85.00

Euro € 35.00 Norway kr 300.00

This blister pack contains
1 Wood EIf Wardancer
Champion and 1 Wood
EIf Wardancer Musician,
sculpted by Alex
Hedstrom.

a- Denmark kr 75.00 Sweden 85.00
Euro € 10.00 Norway kr 85.00

This blister pack
contains 3
Wood EIf
Wardancers,
sculpted by Alex
Hedstrdm.

TR RTRSS— TURN TO ORDERING DIRECT ON PAGE 129 FOR A RANGE OF
o € 1000 Noway e 800 DIRECT ONLY EXCLUSIVE WARDANCER MODELS

10 NEW RELEASES  Fictures 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 awn stores, catalogue or
~ website. Indepe responsible for determining their own prices. ’




WOOD ELF ETERNAL GUARD

Through the long winter months, the forest of Athel Loren is at its lowest ebb, made dormant and vulnerable through the cycle of the seasons. The Treemen
slumber and even the normally lithe Dryads are sluggish and slow. During this time, guardianship of the most sacred of places falls to the Eternal Guard; sons
and daughters of the noble houses of Athel Loren.

This blister pack contains 3 Wood EIf Eternal Guards T J RN TO 0RDER|NG D|REC‘|‘ ON PAGE 129 FOR A D|RECT

sculpted by Steve Saleh.

These models require assembly.

85.00
85.00

Sweden kr
Norway kr

75.00
10.00

Denmark kr
Euro €

This blister pack contains 3 Wood EIf Eternal Guard Command
models, sculpted by Steve Saleh.

These models require assembly.

AR MMAND  £7.00
Sweden kr 100.00
Norway kr 100.00

90.00
11.00

Denmark  kr
Euro €

Pictures for illustrative purposes only. Praduct contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous

ONLY EXCLUSIVE ETERNAL GUARD MODEL

TYRANID
COLLECTORS' GUIDE

This is the indispensible tome for all

avid Tyranid collectors. A comprehensive
range of miniatures made up of current
and past models, including such classics
as Old One Eye. The book contains a
detailed background on the dreaded
Tyranid Hive Fleets and also showcases
a number of player armies and

TYRANIDS

COLLECTORS' GUIDE

conversions.
Denmark kr 50.00 Swe r 60.00
Euro € 650 Norway kr 60.00

2006 COMPLETE
CATALOGUE

Containing every model in the current
Warhammer, Warhammer 40,000 and
The Lord of the Rings ranges
available in our Hobby Centres, the
2006 Catalogue is a must for any
hobbyist. Fully illustrated throughout,
the catalogue is the perfect miniature
resource and even contains sneak
peaks of future products.

60.00
60.00

Sweden kr
Norway  kr

nmark kr 50.00
Euro L3 6.50

www.games-workshop.co.uk/store 11

i 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
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@ NEW RELEASED
A new range of small, easy-to-assemble box sets of plastic models perfect for adding to your force.

SPACE MARINES ORCS

This boxed set contains 3 Space Marines, This boxed set contains 4 Orcs, sculpted by
sculpted by Jdan Diaz and Jes Goodwin. Seb Perbet and Brian Nelson.

SPACE MARINES 80 SRR T T G
Denmark kr 75.00 Sweden kr 85.00 Denmark kr 75.00 Sweden kr 85.00
Euro € 10.00 Norway kr 85.00 Euro € 10.00 Norway kr 85.00

CHAOS WARRIORS

This boxed set contains 3 Chaos Warriors, sculpted by

Jes Goodwin, Felix Paniagua,
Brian Nelson, Alex Hedstrom
and Colin Grayson.

TERMAGANTS

This boxed set contains & Termagants,
sculpted by Jes Goodwin.

_CHAOS WARRIORS - £6.00
Denmark kr 75.00 Sweden kr 85.00

TERMAGANTS FEETEE AR
85.00
Euro € 10.00 Norway kr 85.00

Denmark kr 75.00 Sweden kr
Euro € 10.00 Norway kr 85.00

SKELETON WARRIORS

This boxed set contains 5 Skeleton
Warriors, sculpted by Seb Perbet,
Tim Adcock and Aly Morrison.

ORK BOYZ

This boxed set contains 4 Ork Boyz, sculpted
by Brian Nelson and Mark Harrison.

SKELETON WARRIORS ~  £6.00
Denmark kr 75.00 Sweden kr 85.00
Euro € 10.00 Norway kr 85.00

FORKIOVD 050 S
Denmark kr 75.00 Sweden kr 85.00
Euro € 10.00 Norway kr 85.00

BATTLE FOR
MACRAGGE PAINT SET

This boxed set contains 3 Space Marines, 6
paints, 1 Space Marine Transfer sheet and 1
Starter Brush.

'BATTLE FOR MACRAGGE PAINT SET ~ £12.00
Denmark kr 200.00 Sweden kr 250.00
Euro € 25.00 Norway kr 250.00

12 NEW RELEASES Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted a" snpSsETe
correct at time of going to press, please contact us for current availability an peees. 3
website. Independent reaies 2=




o THE NEWS o THE NEWS  THE NEWS ° THE

This is the brand new Eldar Revenant Titan from Forge

World, designed by Will Hayes. A mighty machine of
war piloted by a single Eldar Steersman and protected
hy sophisticated Holo Fields, the titan is armed with two
Sonic Lances and a Revenant Missile Launcher.

The rules for the Revenant will be available in the
forthcoming Imperial Armour Update 2005.

EAY,
., www.forgeworld.co.uk

REVENANT REDUX

+ +IMPORTANT NEWS + +

\X/ARP“Z?E RTEFACTS

NEW HOBBY CENTRE
OPENING TIMES

From the 5th of September, many of our
Hobby Centres will be changing their opening
hours. From Monday to Friday our Centres will
now be open from 12pm until 6pm. Saturday
hours are 10am until 6pm and Sunday hours
are 11am until 5pm. Stores in shopping
centres will open and close according to
shopping centre times. Centres will stay open
one evening of the week, please check to see
which day your Hobby Centre is open late.

To find out what your local Hobby Centre : o
changes will be, pop in or give them a call to "’f‘

| WWW- Warpartefacts com
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PLUNDER THE LOST HOLDS

Black Industries present their new
Wiarhammer Fantasy Roleplay background
book - Karak Azgal Sct in a dwarf
stonghold ravaged by a fearsome dragon,
the hook provides an insight to the dwarf
race as well as providing a new approach
to dungeon adventuring. And. if youre
lucky, the dwarfs might fet you keep 10%
of all the treasure you find..

Also, check out the artwork for
Paths of the Damaed: Forges of
Nuln, the third installment in this
scrics, coming your way January.

www.blackindustries.com

ACROSS THE ALPS

Picture the scene: a host of cavalry

mounted up on horses, readying to

charge. Kicking up dust, the encmy
hurtles towards them on mighty war
clephants.

This is what awaits you as you
recreate the famous victories of one
of the greatest generals in history in
Hannibal and the Punic Wars
(picture right). released this month
for Warhammer Ancient Baitles.

www.warhammer-historical.com

Eav Tharge

INQUISITOR

RETURN OF
THE THORIANS

The Thorians Inquisitor source book
is now available to download online
in its entirety.

This addition to the Inquisitor game
includes a wealth of background,
including internecine struggles
between the various strains of this
Puritan school of the Inquisition and
their beliefs.

To download the book check out:
www.specialist-games.com

GENCON 2005

This year Games Workshop will be at GenCon (Bognor Regis 3rd-6th

November). Guys from our community team will be on hand to answer

any questions about clubs or events. Sabertooth Games and Black

Industries will also be attending and running competitions and activities

at this famous convention. For more information go to:
WWW.gencon.com
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RALLYING THE TROOPS

Modelling just got a lot simpler
thanks to a new range of easy to
assemble miniatures. Based upon
the Space Marine and Tyranid troops
that are in the Battle for Macragge
box set, the new models are quick
and hassle free to put together. With
only two or three parts to every
model, they're ideal for both
beginners and hard-core hobbyists
to fill out the ranks of their armies

Abaove: One of the new
easy to assemble
sprues, Orcs and two of
the other boxed sets,
Space Marines and
Chaos Warriors.

Right: An easy to
assemble Space Marine,
shown in component
parts. You simply need
to plug these in to
complete your madel.

with Core troops. The models look
exactly the same as their multi-part
counterparts and, once painted up,
will be indistinguishable from the
rest of your army.

The first releases will be Space
Marines, Ork Boyz and Termagants
for Warhammer 40,000 and Orcs,
Chaos Warriors and Skeleton
Warriors for Warhammer.

MINES OF MORIA

GETS MINI SITE

Packed to the rafters with

indispensable The Lord of The

Rings material, the Mines of Moria

is out this month. We've made a

Mines of Moria mini site, which

includes an introduction to the box

set and additional articles.
www.games-workshop.co.uk/

minesofmoria

FACELIFT FOR THE LORD

OF THE RINGS SECTION
We have dozens of articles

GW ONLINE NEWS

introducing and expanding the
new The Lord of The Rings
rulebook. These range from
previews and designer's notes to
reference sheet downloads and
scenario tactical advice. We've
also given the section a facelift to
match the new rulebook.

BIGGEST GAMES DAY
EVER - ONLINE REPORT
The biggest Games Day ever was
held recently at the NEC in
Birmingham. Revel in the nostalgia
if you attended, or find out what

THE NEWS



you get. This is certainly the case with

counterfeiting, an illegal activity which, in respect
of the hohby, invalves the production of fake miniatures.
These fakes are of a far inferior quality to genuine
miniatures and are sold through a variety of channels,
but mainly through online auction sites and at car boot
sales, usually without proper packaging. Counterfeiting
can be done on a large scale, by professional criminals,
or on a small scale, with single miniatures, by petty law-
breakers.

s ometimes, what you think you see is not what

From a distance these fakes may look like the real thing,
but do not be fooled, up close you can see the
distortions in the model and the concomitant loss of
detail and sharpness that mark these models as poorly
made copies. The Mark of the Counterfeit boxout below
should give you some idea of how to spot fake
miniatures.

Forged miniatures, and the nefarious characters that
make them, although few and far between, are bad for
the hobby and for habbyists. The reproductions are of a
poor quality and are usually made of a variety of
unsuitable materials. One appalling batch that we have
seen were made of plaster of Paris! Needless to say, we
took appropriate action against the person selling those
horrible imitations. Of far greater concern is the large
amount of lead present in many of these copies. Games
Workshop has not used alloys that include lead for over
15 years. Fake miniatures all too often contain large
quantities of lead. You are probably even more unhappy
about this than we are.

Sadly, the people that suffer the most from
counterfeiters are innocent hobbyists. Indeed, this is
what prompts hobbyists to write to us, for some people
have bought miniatures in good faith, believing them to
be genuine Citadel miniatures and have ended up with
fakes. It makes us angry when we receive emails from
disappointed hobbyists who have been duped by these
criminals. Nobody wants to have fake miniatures.

Counterfeiting, in this case copying madels, is against
the law in most, if not all, countries around the world. In
fact, in many countries worldwide, merely selling fake
miniatures is illegal, even if the seller has not actually
made the fakes.

Whilst there are only a few counterfeiters or groups of
counterfeiters in operation at any one time, Games
Workshop is intent on pursuing them all and taking

WEWS o THE NI

GAMES WORKSHOP

you missed and what is so exciting about this
year's Games Day with our online report!
www.games-workshop.co.uk/gamesday

WD WALLPAPER No.6 NOW LIVE

The sixth rune-laden White Dwarf 300 comic

strip wallpaper is available this month!
www.games-workshop.co.uk/whitedwarf

ALL THIS AND MUCH MORE!

Find all the latest new models, news, online
store, events, community and hobby
resources online updated weekly.

Combine it with White Dwarf and you've got

an indespensible guide and resource to the

Games Workshop hobby.
www.games-workshop.co.uk
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action against them until they have been punished for
their criminal activity. We are proud of the reputation
that our miniatures have of being the highest quality
miniatures on the planet and accordingly we take any
damage to that reputation so seriously that we divert
significant financial and other resources toward bringing
these criminals to justice. It does not matter what
country in the world that they live in, we will spend the
money to bring counterfeiters to court to protect our
hobbyists and the Citadel miniatures brand. After all, it
has taken us many decades to ensure that Citadel
miniatures are the best miniatures in the world and we
do not want our hard work undermined by the actions of
a few criminals. We want to bring these unpleasant
people to justice, regardless of the cost, as
counterfeiting ruins the hobby for everyane. We will
pursue legal action against anyone that we believe is
making or selling counterfeit Citadel miniatures.

In fact, some of our keen eyed hobbyists may well have
noticed a reduction or even cessation of the trading
activity of some of the more suspicious characters that
were notorious for this behaviour. In the last year we
have taken action and brought cases against several
counterfeiters, both big and small, around the world. We
have also informed the authorities of the activities of
many of those counterfeiters as, in addition to any
action that Games Workshop may take, these
lawbreakers may also find themselves facing criminal
prosecution by the state. In many territories worldwide,
counterfeiting is a crime that is punishable by
imprisonment. It makes you wonder why they think that
it is worth it, particularly when it is so difficult to escape
justice.

To take action against counterfeiters, we collect
information and build cases over numerous months and
even years without the counterfeiters ever knowing that

COUNTERFEITERS

we are doing so. We even hire private investigators to
obtain evidence for us. In most, if not all, cases the
villains do not know that we are watching them. Indeed,
we will soon be bringing more counterfeiters to justice
based upon the evidence that we have collected within
the last few years. Thankfully, our hobbyists provide us
with eyes and ears everywhere so information is usually
not too hard to come by.

Speaking of our hobbyists, we would like to give a big
thanks to all of you who have sent us information, and
continue to send us information, in respect of this illegal
activity. If you know of a counterfeiting operation, or you
suspect that you have been the victim of a counterfeiter,
you can do your bit to put a stop to them by writing to
us with that information. What we suggest is that if you
encounter a counterfeiter, get as much information as
you can before you contact us: where you saw them,
what was being sold, where they are being made, etc. If
you can, buy a small representative sample (taking care
not to overly handle them as you do not know what they
may be made of) and, if possible, get a receipt. If the
products are indeed counterfeit, we will reimburse you
for any postage costs and will try our best to replace any
counterfeit with the genuine article. E-mail us with any
information at:

Legalg@games-workshop.co.uk

Or write to:

Anti-Counterfeit Team

The Legal Department
Games Workshop Group PLC
Willow Road

Lenton

NG7 2WS

And remember that the counterfeiter has no regard for
the law, the hobbyist or the habby!

THE MARK OF THE COUNTERFEIT

Some counterfeits can only be identified by chemical analysis, but generally a
counterfeit miniature will have some or all of the following properties:

e The model will exhibit loss of detail. This may manifest itself by a lack of hard edges.

There may well be holes, or areas obscured by bubbling.

The model might have two mould lines, showing that the model has effectively been cast twice.

Parts of ihe model may be missing, especially fine parts such as weapons, equipment or faces.

They will usually not be painted, but are likely to have been undercoated in white, black or any

other colour, to hide the defects.

The models are often multiple copies of the same miniature.

They may be made of materials that the genuine miniatures were not ever made of, for example
some counterfeiters will take our plastic miniatures and reproduce them in metal or vice versa.

They are frequently sold in small plastic bags, not official Citadel miniatures packaging (be aware
though that some counterfeiters actually reproduce the packaging).

Counterfeit models often have a high lead content. This is apparent by the miniature’s exireme
pliability and colour; usually a deep bluey-grey rather than silver.

If someone has large numbers of older models for sale — be wary, he or she may be a counterfeiter.
Genuine old Citadel miniatures are hard to come by in quantity.

Accordingly, you should avoid buying cheap or old models without first ascertaining whether they
are the genuine product, because you may well be being duped!

www.games-workshop.co.uk 15
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NEW AND IMPROVED

SUPERGLUE

The new brush cap superglue promises to make modelling a
ot easier by providing a more practical way to apply
superglue. By using a brush you'll be able to superglue
your models with more accuracy, applying glue to small
pieces without having to precariously hold the model

QAUES WORKSHOP *
SUPER GLUE

g @

whilst attempting to avoid gluing your fingers

together. Using a nozzle to
dispense the glue can also
result in blockages or the
cap being stuck fast. The
brush, however, solves this
problem and allows you to
regulate the flow of glue on
to the model.

The polymer bristles mean that the brush won't stick together when in the
superglue. However, when gluing models together it's important to keep the
parts clean and free from contaminants such as dust, grease and paint. If the
brush does pick up particles, the bristles may become clogged once it is

returned to the superglue.

The new brush cap superglue will be hitting stores very soon.

DARK MILLENNIUM

SABERTOOTH LAUNCHES ITS LATEST CCG

Hot news for all card game fans! Dark
Millennium: The Warhammer 40,000
Collectible Card Game is released with great
fanfare this month. Command a vast army
that fits in your pocket. Muster the forces of
the Imperium, the Hordes of Chaos, the Ork
tribes or the Eldar Craftworlds. Take part in a
global online campaign that will decide the
future of the Warhammer 40,000 universe!
Easy to pick up but difficult to master, there
are over 200 cards to collect and hundreds of
different strategies to refine.

For more information on this excellent game
check out:
www.sabertoothgames.com

16 THE NEWS

Some of the units for Dark
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NEW INDEPENDENT RETAILER

Now open is Much Ado About Toys, a new independent
Games Workshop stockist in Warwickshire. For full details of
this and our full Hobby Centre and Independent Retailer
listings, turn to page 130.

Millennium include a Dark
Angel Librarian (top right),
an Eldar Farseer (leff) and
an Ork Wartrak (below).

The new Citadel Miniatures Hall, at Warhammer
World, displays thousands of stunning
miniatures from the Studio 'Eavy Metal team
that have appeared in numerous army books,
White Dwarf battle reports and other
publications, together with classic dioramas,
Golden Demon winners and sneak peeks behind
the scenes at past and future projects.
Admission to the collection is absolutely free!

Remember to bring along your army too as the
Warhammer World Gaming Hall will be at your
disposal to play a game on one of our many
fantastic feature gaming tables, some of the best
in the world! Along with our fantastic Bugmans
bar for well needed refreshment this is the
perfect day out!!!

See you there soon...
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lnto the Dark

Games Developer Adam Troke
reports on a series of tense and
exciting games from the new Mines
of Moria introductory box set. In
control of the forces are White
Dwarf’s own Andy Stewart and

Sean Turtle.
dam: The
Mines of
Moria box

set is released this
month and serves
as the perfect
introduction to The
Lord of The Rings
strategy battle
game. Total beginners and established
gamers alike will find the rules easy
to get to grips with, and the
scenarios are great fun. We
thought it would be a great
inauguration for our new
introductory boxed set to give
two newcomers to The Lord of

A Battle Report for the Mines of Moria

The Rings hobby the chance to play through
the scenarios in the ‘getting started’ booklet,
and share their experiences. Andy Stewart is
our White Dwarf managing editor, a position
that allows him to liase with our White
Dwarf teams around the world and strive to
provide the best possible articles. Sean
Turtle works on Andy’s team as a magazine
designer, and is a regular face around the
studio as he gathers up the miniatures and
information necessary to put together
awesome looking articles. While both of our
players have dabbled in wargaming, neither
of them have had any more experience with
The Lord of The Rings than an in-store
introductory game, and so both were ideal
candidates to give the Mines of Moria a run
through and report on how they got on.

Andy will be using the Fellowship of
The Ring, while Sean will be taking control
of the denizens of Moria, controlling the
Goblins and the Cave Troll. Over the course
of four scenarios both players will learn to
move, shoot and fight with their models,
battling their way through the first three
scenarios, before the final climatic battle in
Balin’s Tomb.

Andy: The first

and last time that I

played The Lord

of The Rings

strategy battle

game was one of

| the in-store

| introductory

= games. It pitted

Orcs against Riders of Rohan as Merry
and Pippin make a break for the relative
safety of the board edge. If my memory
serves me well, I lost that game — which
may go some way to explaining why I
haven’t played since, but my almost total
lack of experience makes me an ideal
candidate for taking the new box set for a

spin and I'm happy to oblige.

Unlike that in-store game, these
scenarios are set within the dark confines of

-

Moria and I'll be playing as the Fellowship,
putting significantly more power at my
fingertips than the Riders of Rohan afforded
me. As an introductory game, the Mines of
Moria box set is intended to be quick to play
and easy to grasp, restricting players to a
limited number of the rules. Any advanced
rules are kept under lock and key as the core
rules of the game are progressively built up.

Despite having some impressive
warriors in Aragorn, Boromir, Legolas and
Gimli, the Hobbits are my Achilles heel.
They’re slow moving and only have one
Attack and one Wound. I’ll just have to
resist the overwhelming desire to wade in
and hack away at Goblins, since I'm going
to have to defend the Hobbits from the start.
The outcome will rest on whether I can
make the restrictive rules and terrain work
in my favour.

The Ring must be destroyed




One does not simply walk into Moria

Sean: I’ve been here
before — not the Mines
of Moria, but in a battle
report — and it didn’t
make for pretty reading
last time, at least not
for me. Playing in the
introductory battle
report for the
Warhammer 40,000 starter set, The Battle
for Macragge. T was on the wrong end of a
drubbing in those games with a miserable
success rate and I swore I would never again
embarrass myself in the pages of White
Dwarf. But time heals all wounds (or so
they say), and I didn’t want my only
appearance in this hallowed magazine to
conjure feelings of ineptitude. So here I am
again, hoping to redress the balance.

One thing I learned from my previous
experience was that firstly I never took the
time to develop a plan and, secondly, to
react to my enemy’s own machinations — a
basic enough requirement for any seasoned
player, but not a beginner such as myself. [
had been too busy enjoying the fact I was in
White Dwarf! In the Battle for Macragge
battle report, it was definitely a case that I
couldn’t see the woods for the trees when
it came to my tactics, and so this time 1
need to try and remain aware of the
bigger picture.

So, the forces of Evil are mine to
control! That was my one stipulation for
participation — I fancied being the one who
employs the evil laugh after the finale
(positive thinking, you see). Now, I've
watched the movies and recorded enough

The Lord of The Rings battle reports in the
past to know that the Fellowship are a
fearsome enemy, but with the advanced
rules not in consideration for this battle, the
scales were a little more even.
Unfortunately, I won’t be able to deploy the
Cave Troll until the final scenario, meaning
that [ will have to try and bring the
Fellowship to its knees with little more at
my disposal than a handful of Goblins.

Since they are the Fellowship’s weakest
members (physically at least) I plan on
targeting the four Hobbits throughout these
games. At some point I'm going to have to
try and remove one or two of the more
powerful members of the Fellowship from
the field of play, and when it comes to that
I'll need to find some lucky dice rolls from
somewhere.

—2 G
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Scenario 1 = Into the Dark

Trapped in the darkness, Gandalf
leads the Fellowship into the
ancient Dwarf mine. The heroes
must race through the gloomy
corridors as swiftly as possible,
avoiding the black arrows of the
vile Moria Goblins.

Winning the game

e The Good player wins this scenario if
every member of the Fellowship can
escape through the doorway without
any of his models being slain.

« The Evil player will win if his
Goblins can kill any member of the
Fellowship with their bows.

« The game ends as soon as one player
completes their objective.

Moving and Shooting

If models wish to fire their bows in the
Shoot phase they must not move more
than half their total movement, since
they need to take the time to aim and
make the shot.

Andy: This seems a simple enough scenario:
get the Fellowship from one end of the
board to the other without suffering any (or
many) casualties. It's an obvious tactic,
given the low Wounds and Movement of the
Hobbits, that Frodo and his friends need to
be protected by the stronger members of the
Fellowship. As I had priority, my first move

would be to create a shield with the
Fellowship in order to obscure the Hobbits
from the Goblins’ arrows while still
allowing Aragorn and Legolas freedom to
shoot — fighting not being an option in this
particular scenario. The Hobbits™ 10cm
Movement also means that the Fellowship
would only be as swift as its slowest
members, so progress was likely to be slow.

Sean: On first glancing at the scenario, this
one stood out as one of my best chances to
score victory over the forces of Good. After
all, how hard can it be to shoot one measly
Hobbit? However, my confidence was taken
down a peg or two when I saw that a
Goblin’s ability to fire a bow with any great

The unfortunate
Merry falls victim to
the Moria Goblin's
cunning ambush

Sean sets the Fellowship in his sights

accuracy is less than impressive. Still, surely
the law of averages is on my side. My
intention is to focus on the Hobbits — as the
fact that they have the lowest defence,
coupled with their single Wounds, looked
like my best shot (pun intended).

Adam: The Good side starts this scenario
with priority, and Andy wasted no time
moving the Fellowship forward in the Move
phase. Gandalf and Aragorn led the way,
running as fast as they could through the
centre of the pillars. Andy kept Boromir,
Legolas and Gimli back a little, closer to the
Hobbits hoping to shield them from the
Moria Goblins. When it was his turn to
move, Sean moved his Moria Goblins to
places where they could open fire on
the Fellowship with their bows.
Andy had moved Legolas and
Aragorn their full move, meaning
that they didn’t have time to pause
and use their bows in the Shoot
phase, sacrificing shooting to
move faster. Sean had been
careful not to move his
Moria Goblins more
than half of their
move (6cm),
meaning
that they
could fire. The
two closest to the
Fellowship loosed their
arrows, aiming at Merry
and Pippin. Whilst Pippin was
fortunate, the arrow narrowly
missing, Merry was struck. Sean was
overjoyed when he rolled to see if the shot
had caused a wound and scored a 5, enough
to fell Merry. Because the small Hobbit only
had one Wound on his profile, he was slain
and removed from play.
This meant that the Evil side had
already won the scenario, since their
objective was to slay a single Good model,




but both players wanted to play the scenario
to its conclusion anyway. Andy was
determined to escape with the rest of the
Fellowship and Sean was hoping to bag at
least one more member of the Fellowship
with his Moria Goblin archers.

Following Merry’s death, Andy began
to use his toughest warriors more
effectively, having them shield the
more vulnerable Hobbits from
the incoming fire with their
bodies, and moving his
models behind the pillars
where they could not be
targeted. By doing this, most of
Sean’s shots failed to cause wounds,
the Goblin arrows shrugged off by the
more resilient Heroes. Legolas and Aragorn
returned fire on the Goblins, the keen-eyed
EIf felling one of the Moria Goblins with
his finely wrought Elven arrows.

As Andy moved the Fellowship closer
to the doorway, Sean’s Goblins became
bolder, making sure they were in position to
fire at the models in the Fellowship with a
lower Defence value. This meant that they
had to stand in places where Aragorn and
Legolas could fire back at them and, whilst
the Goblins were able to score a wound on
Aragorn, two more of the Goblins died as
the Good Heroes unleashed their own
arrows with deadly accuracy.

The remaining Hobbits were the first to
make their escape, with Frodo, Sam and
Pippin all moving through the door to
safety. Gandalf, Boromir and Gimli made
ready to move off of the board next turn, In
the Shoot phase, Legolas shot the last of the
Moria Goblins, killing him and ending the
game. The scenario had been a victory for
the Evil side, with Merry slain by a cruel
Goblin arrow, but both players seemed to
have enjoyed themselves.

Andy: Whoops! A momentary lapse of
common sense right at the start meant I
didn’t anticipate Sean skirting round the
pillar and shooting poor Merry in the back.
Still, one less Hobbit to worry about. Not a
great start, and in retrospect taking the
middle path was perhaps a bit riskier
compared to going down the side and using
the walls to protect my rear. A bit more time
considering my next moves saw the rest of
the game going my way.

Aragorn and Legolas did all that was
required of them, systematically taking out
the Goblins over the next six turns. With an
important lesson learned I'1l go into the next
game slightly more wary of Sean.

Boromir and Gandalf shield the
remaining Hobbits, while
Aragorn and Legolas hunt
down the last few Goblins

Sean: So, I actually can win games! At first
I was a little confused as to how I would be
able to get a clear enough shot at one of the
Hobbits. It seemed unlikely that I would be
able to get a fatal arrow on Gimli, Boromir
or Aragorn (Andy’s meat screen for those
pesky little Hobbits). However, the fact
that Andy started the game with priority
actually went in my favour, as it meant [
could directly react to any chinks in his
armour (ahem). ?

So, at this point, I'm extremely happy -
my only real goal was to ensure I won at
least one game and that has been achieved —
and now I can look forward to enjoying
myself!




Having outrun the archers, the
Fellowship rests for a moment, while
Aragorn scouts ahead. But more
Goblins ambush the brave ranger,
who must fight his way clear of the
trap and get back to his
companions.

Winning the game

» The Good player wins if Aragorn can
fight his way clear, and move through
the doorway.

» The Evil player will win if the Moria
Goblins can slay Aragorn before he
escapes.

+ The game ends as soon as one player
completes their objective.

Andy: Aragorn by himself in a room with a
) bunch of Goblins. I may have the power
advantage but the Goblins have the
numbers, and in such a small space, with the
only way out blocked, the inevitable
combat would come sooner rather
than later. In this case, the

best chance I have is to reduce

the number of Goblins trying to

get a piece of Aragorn and, without
anyone to back him up, the walls and
the columns would have to be his allies.
I’ve no choice but to head towards the exit
and it’s quite likely that all the other Goblins
will as well. I'll aim to keep some distance
between Aragorn and them for as long as
possible and, since Aragorn is faster than the
Moria Goblins, try and use his extra 2cm
Movement to my advantage. However, the
more turns there are the more likely it is that
Aragorn will die, so this needs to be quick.

Sean: Usually, outnumbering your opponent
8:1 is almost a certain victory, but when that
lone warrior is Aragorn, I know enough to
be wary. After all, this guy can wade into a
group of Ores and still come out with a
heroic grin on his face. To a certain extent,
can let Aragom come to me; after all, he has
to go through my Goblins by the door to
win the game. But it will be striking a
balance that will prove crucial. I'd prefer to
be in a position where I'm in control of the
outcome, rather than seeing the future King
of Gondor charging towards me...

Adam: In his first Move phase Andy took
the initiative and moved Aragorn straight
towards the Moria Goblins furthest from the
door — not what anyone had expected. Sean
kept the Moria Goblins closest to the door
where they were, covering the doorway in

case Aragorn tried to make a break for the
exit. The four Moria Goblins on the other
side of the board closed in on the lone Hero,
attempting to encircle him.

In the next turn, Andy charged Aragorn
into combat with two of the Moria Goblins,
while Sean moved another Goblin in behind
the Hero, trapping him. The other Moria
Goblin nearby began to make his way
towards the door, meaning that the Goblins
would have additional help when Aragorn
eventually reached them.

Over a series of several turns, Aragorn
and the three Goblins that he was fighting
battled furiously between the pillars. Thanks
to Aragorns excellent Fight value, and his 3
Attacks Andy was able to overwhelm all
three of the Moria Goblins he was fighting,
killing them with relative ease. Once
they were dead, Andy moved
Aragorn down towards

Scenario 2 = Ambush!

the door, where he would have to fight his
way through the Moria Goblins still
guarding the doorway.

For a few turns, Andy and Sean’s
warriors faced off against each other. Andy
didn’t want to commit Aragorn to a fight
where he might get outnumbered and
surrounded. A model that gets surrounded
can find itself in real danger so Aragorn
hung back, biding his time. Because
Aragorn can move 14cm, while Moria
Goblins can only move 12cm, Andy was
confident that he would able to choose when
and where he fought against Sean’s Goblins.

Taking the initiative,
Aragorn hunts down
one of the groups of
Moria Goblins




Andy waited for Sean to win the
Priority roll and move his models before he
charged Aragorn into combat with a single
Moria Goblin. He chose the Goblin closest
to the doorway, hoping that he would kill it
and then win the Priority roll in the next
turn. If this happened, Aragorn would be
able to slip past the remaining Goblins and
escape from the battle. Fortunately for Sean,
despite Aragorn pushing the Goblin back,

the mighty Hero failed to cause any wounds.

In the next turn, Andy did win priority
and looked to see if Aragorn could move
through the doorway. Unfortunately, he
would have to enter the control zone of a
least one Goblin to reach the door, so
instead he retreated, deciding to bide
his time. Sean, wise to Andy’s
tactic, now gave chase with
his Moria Goblins,
hoping to catch up
with Aragorn and trap him.,

Aragorn was forced to fall
back and defend himself in the
following turns, retreating all the way to
the corner of the board where, although he
would still be trapped, less Moria Goblins

With time on his side, Aragorn chooses the best moment to strike at the Goblins

would be able to fight him at once. For a
couple of turns things looked like they
would go all right for Aragorn as Andy
rolled high enough dice rolls to push the
Moria Goblins back, even killing a couple.
However, it wasn't long before their weight
of numbers paid off and Aragorn was
gradually wounded and eventually
killed by the Goblins, their
spears and swords
cutting him down.

Sean had won again, giving two
victories for the Evil side. With two
scenarios left to go, though, there was
everything to play for.

Andy: The King is dead-ish. With all the
Goblins on the table swiftly congregating
round the door I had no choice but to wade
in and hope to wear them down. By drawing
them out and skulking in the corner my aim
was to minimise the number of Goblins in
base contact with Aragorn. However, what
seemed like a sound tactic is never going to
withstand a relentless onslaught, especially
when losing priority means leaving you at
the mercy of your opponent. At this rate,
there isn’t going to be much of a Fellowship
escaping Moria let alone making it to the
final credits. Thankfully the rules governing
these particular scenarios are a bit more
forgiving, allowing Aragorn to dust himself
down and head off in the direction of the
next game where hopefully he’ll be able to
make a bigger impression. :

Sean: Phew! That one was actually tougher
than I had expected. A definite game of cat
and mouse, I was torn between moving all
my forces to the doorway and making a
valiant stand, or rushing Aragorn and hoping
for strength in numbers. I was just wary of
giving Andy any sort of gap to exploit, and
therefore I tried to divide my forces
accordingly. It wasn’t really working to be
candid, and Andy was definitely calling the
shots as he bided his time looking for any
weakness. In all honesty, I think my victory
in this scenario was definitely down to luck,
but you won’t find me complaining.

With his plan gone
horribly wrong,
Aragorn makes his
last stand
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Scenario 3 - Surrounded!

With Aragorn still not returned, the
rest of the Fellowship is assailed
from all sides by Moria Goblins.
Boromir, Legolas and Gimli must
lead the defence of the Hobbits.
Will Aragorn arrive in time to help
his friends.

Trapdoors
- | In this scenario, the Evil player is able

| to bring reinforcements into play via the
| trapdoors at the end of each turn. To do
this, Sean needs to keep them clear, and
prevent a member of the Fellowship
from closing them.

Winning the game

» The Good player wins if both
trapdoors are sealed.

« The Evil player will win if four or
more Good models are slain.

+ The game ends as soon as one player
completes their objective.

Andy: Survive long enough to break the
Goblins’ numbers down while closing the
trapdoors and keeping the Hobbits alive. All
seemingly straightforward goals, which
should become a lot easier as soon as I roll a
6 for Aragorn to burst through the doors.
Fighting over a trapdoor while Goblins pour
forth from the other will split the Fellowship
between at least two objectives, so the
sooner I can close the first then the sooner I
can focus on stemming the tide from the
other side of the table. From the outset, I'll
send Boromir and Gimli off to fight over
one trapdoor — because they can look
after themselves — while the rest of
the Fellowship make for the other.

Their ambush laid,
the Moria Goblins
prepare to pounce

Sean: I've drawn
confidence from my two
victories so far, but as a
beginner, I'm a little nervous at
having to divide my attention between two
points on the (admittedly, rather small) battlefield — it’s vital that I
can maintain my tactics on
both sides of the battlefield. At
least Aragorn isn’t around (yet) to
cut down any more Goblins, but with
the threat of his arrival hanging over
me, I can’t afford to let Andy draw the
fight out — I think this scenario will call for
quick, decisive measures. If I can keep Lady
Luck interested for a little longer, I might be
able to secure a hat-trick. ..

Where was Aragorn?

At the end of each turn the Good player
has the chance to see if Aragorn has
arrived, coming to rescue his friends, If
Andy can roll a 6 in the End phase,
Aragorn can be placed touching the
doorway — something that seemed to
elude Andy all game long.
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Adam: The Moria Goblins sprang their
ambush, leaping into action. Sean moved
four Moria Goblins with spears around the
pillars in an effort to encircle the
Fellowship, whilst the rest of the Moria
Goblins stayed put, guarding the trapdoors
against attack. Andy responded by charging
Boromir and Gimli straight at the Goblins
guarding the trapdoor nearest to them.
Gandalf cast the spell Blinding Light,
glowing brightness emanating from his staff,
offering the Fellowship a measure of
protection from the Goblins armed with
bows.

In the Shoot phase, the Moria Goblins
missed with their arrows, thanks to
Gandalf’s Blinding Light, while Legolas
struck one of the Goblin archers in return,
but failed to wound it. In the Fight phase,
Gimli easily bested his opponent, cutting
him down with his axes, but Boromir didn’t
fair so well, the two Goblins he was fighting
managing not only to push him back, but to
score a wound on him too — hardly the result
anyone expected.

As the battle continued Andy went on
the offensive and sent Gandalf, Legolas and
the Hobbits charging towards the other
trapdoor. Legolas cut down one Goblin with
his keen Elven blades and even Gandalf
pushed back his foe. Boromir and Gimli
continued to fight on, whittling down the
number of Goblins surrounding the
trapdoor. In the End phase, Sean and
Andy rolled for reinforcements.

Sean scored well, with two new
Goblins arriving, one on each
trapdoor. Unfortunately for
Andy, Aragorn was
nowhere to be seen. : B : S S
By the third turn =i " AN e NGy With the battle in full

of the game, the fighting had AT e S 3 . & A swing, the Fellowship
really intensified, Boromir and Gimli R T “ " | i wait for Aragorn to
found themselves totally surrounded by A SR SR R come to their aid

Goblins and, while Boromir was able to
defeat the four Goblins fighting him, Gimli
was trapped by his attackers and suffered a
wound. Legolas shot and killed a Goblin,
while the Goblins were unable to score any
hits in return thanks to Gandalf’s Blinding
Light spell.

As the game continued, Boromir and
Gimli continued to clear the Goblins away
from the trapdoor they were fighting to
control. Gimli was beaten by his opponent,
but when Andy moved him back 2cm, he
ended up on the trapdoor — meaning that it
would be jammed shut at the end of the turn.
Beside him, Boromir was proving to be an
unstoppable fighting machine, and no matter
what Sean threw at him he cut it down. It
wouldn’t be long until the Dwarf and the
son of Gondor would be able to rush to the
aid of Gandalf and the Hobbits.

Across on the other side of the battle,

Gandalf, Legolas and the Hobbits were wh k' o mp. ) S

under serious attack from the Goblins. Frodo Andy continues to go on the offensive with Boromir and Gimli

- - —2 6
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Gandalf and Legolas protect the

Hobbits from the Goblin counter-

attack, while Boromir and

Gimli struggle to close
‘the trapdoor

and Merry managed to best
a Goblin between them, killing

it despite its armour and shield.
Sam and Pippin were far less
fortunate and found themselves struck
down by their opponents, both slain by cruel
Goblins. Gandalf struggled too, and was
pushed back and wounded again. Andy was
glad that Legolas was able to hold his own
against his two Goblin adversaries, pushing
Sean’s warriors back.

In the End phase, Gimli jammed shut
the trapdoor that he was stood on, halving
the number of reinforcements that the Moria
Goblins could receive. Sean rolled well for
the other trapdoor though, and another of his
Evil warriors emerged to join the fight.
Andy was not so lucky in his own
reinforcements roll and once more Aragorn
failed to arrive. ;

As the battle raged on, Sean fried to
isolate the Hobbits with his Moria Goblins,
reasoning that they were much easier to slay
than the larger members of the Fellowship.
Frodo was caught and killed by three spear-
wielding Goblins, although the rest of the
Fellowship did well against their enemies.
Andy, realising that Merry was next in line
for the same treatment, moved the last
Hobbit towards Boromir and Gimli,
confident that they could protect Merry
and overwhelm anything that Sean sent
after him.

With one trapdoor closed, and Merry
safely hidden behind a pillar, Andy set to
work slaughtering the rest of Sean’s
Goblins. Gimli and Boromir tipped the
balance of the fighting in favour of the
Fellowship, taking the strain off Gandalf and
Legolas with their presence.

Realising that unless he could kill
another member of the Fellowship quickly
he would lose, Sean sent a Moria Goblin
chasing after Merry, leaving only a couple
of warriors to hold off Gandalf and the
others from closing the trapdoor.
Unfortunately it was too little too late, and
Gandalf and Legolas were able to intercept
the unlucky Goblin and kill it, while
Boromir closed the last trapdoor. The Good
side had won.

At the end of a hard-fought scenario
Andy had scored a victory for the
Fellowship, having closed both trapdoors
and slain every Evil model on the table — all
without the help of Aragorn! Still, the game
had been a close run thing; Sean had only

N I 3 : needed to kill one more member of the
Having encircled Gandalf and the Hobbits, the Goblins pick off Pippin and Sam Fellowship to achieve a victory himself.
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loses the trapdoor
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Andy: Success at last. But not without its
problems. Two Hobbits dead, including the
Ringbearer, seems a little careless, even by
my standards, and despite rattling the
handles Aragorn never made it through the
doors, resulting in the game lasting a few
more turns and raising the danger of more
Hobbits falling prey to Goblins. Having said
that, Sean and I had hit our stride by this
stage and were storming through the phases
of each turn. Blaming the dice is too easy an
excuse to make, but whether it was to win
priority or to get Aragorn into play, they just
kept taunting me with low numbers. Ten
turns later and all the Goblins lay dead and
the remnants of the Fellowship were nursing
some wounds.

Sean: Ah well, I knew fortune would desert
me at some point, and so it proved to be.
What'’s frustrating is that despite Aragorn
insisting on pushing on a door that clearly
said ‘pull’, I didn’t manage to put up more
of a fight. Andy was very clever in his
tactics to close off the trapdoors; as he had
put me in a position where I was having to
keep a Goblin on top of them to prevent the
Fellowship shutting out my troops, but of
course, this meant I couldn’t call on any
more reinforcements. Andy had obviously
found his feet, and I could only hope that
the introduction of a Cave Troll in the final
scenario would swing the battle in my
favour...
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The Fellowship find a stone
chamber where Gimli’s cousin Balin
met his tragic fate. Their grief is
interrupted by the booming of
drums and the arrival of yet more
Goblins, this time with a monstrous
Cave Troll. Can the heroes survive?

Winning the game

» The Good player wins if the
Fellowship slays the Cave Troll.

« The Evil player will win if any four
members of the Fellowship are killed.

« The game ends as soon as one player
completes their objective.

Andy: Now that the gaming area has
doubled in size I'm anticipating a lot more
movement and a lot more shooting. Also,
with three routes on to the board for the
Goblins, I'm going to have to deal with even
more of them. I need to close down the
trapdoors as soon as possible then focus on
the doorway to slow down any new arrivals
whether they be Goblins or the Cave Troll.
All the while T need to be whittling down

With the board set for the
final confrontation Sean
and Andy prepared to
recreate the battle in
Balin’s Tomb

the Goblin population of Moria so that I can
focus the Fellowship on as few combats as
possible. Because of the amount of shooting
that’s likely to oceur, I'll use Blinding Light
to cast a protective aura of light within
14cm of Gandalf, forcing the Goblins to roll
a 6 in order to shoot any of the Fellowship.
First chance I get, Gandalf’s lighting that
thing up like a Christmas tree.

Sean: Defeat in the previous scenario had
stripped me of some of my confidence, but I
had a wealth of troops to call on and, so far,
I was pretty happy with the performance of
the denizens of Moria. Once more my troops
would be split in two, but with a finite
amount of reserves, I felt I would still be
able to muster enough numbers to cause the
Fellowship a few problems. In all honesty,
my main reason for wanting an early
entrance for the Cave Troll owed more
to wanting a comparable
warrior to face any one of the
Fellowship and try to bash some
heads, rather than an overall plan.
I was hoping that the two Goblins
deployed at the far trapdoor might be
able to lead one or two of the
Fellowship a merry dance for a while,
enabling me to try and whittle down the
‘weaker’ members (ie, the Hobbits)
before the taller forces of Good could cross
the board.
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Adam: As the scenario started, both players
were faced with a series of choices. To win
this game, Andy needed to hold out until the
mighty Cave Troll arrived and then slay it,
whilst Sean had to overwhelm the
Fellowship and kill five of their number.
This is the final scenario in the Mines of
Moria introductory booklet, and victory
hangs in the balance.

Andy began the scenario by casting
Blinding Light with Gandalt before sending
the aged Wizard and the four Hobbits
charging at the trapdoor nearest to the well.
If he could inflict a quick victory there, the
Goblin reinforcements would be slowed
down. Aragorn and Legolas held their
position in the centre, opposite the doorway,
hoping to fire on the Goblins with their
bows. On the other side, Boromir and Gimli
headed for the other trapdoor.

Reasoning that Gimli and Boromir
would easily defeat his Goblins guarding
their trapdoor, Sean retreated rather than
standing and fighting, moving the Goblins
away from the warriors opposing them and
into cover behind the pillars. The swathe of
Goblins that started by the door all made for
the trapdoor where Gandalf and the Hobbits
were headed, eager to lend their support
there and prevent that one from being
closed.

Aragorn and Legolas managed to slay a
Goblin between them with their shooting.
Aragorn making the kill. In the Fight phase
Gandalf didn’t fare so well; the Goblin he
was fighting wounded the old Wizard and
pushed him back.

Reinforcements

To represent the claustrophobic feel of
the battle in Balin’s tomb, and the vast
number of Goblins rushing to the scene,
the Evil reinforcements arrive in two
ways in this scenario. Two trapdoors
work in the same way as the previous
scenario, and the doorway provides
Sean with a dice worth of extra models
every turn.

In the second turn, Sean continued to
avoid fighting Boromir and Gimli, instead
keeping his Goblins at a safe distance,
where they could shoot at Legolas if the
chance arose. The Moria Goblins that were
heading for Gandalf and the Hobbits closed
in — they would be able to charge Gandalf
and his allies next turn.

Andy responded by throwing Aragorn
into battle alongside Gandalf, while Legolas
tried to hold the centre, hopefully using his
bow to keep the number of Goblins down,
Boromir reached the trapdoor he had been
aiming for, and stood atop it, ready to slam
it shut and seal it in the End phase.
Meanwhile Gimli chased after a Goblin
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with a bow, moving futher and further away
from the bulk of the fighting.

The Goblins armed with bows all fired
at Legolas, who despite the Blinding Light
offering him its protection, was wounded by
one of the arrows. Aragorn and Gandalf
fought against the Goblins guarding the
trapdoor, Gandalf managing to slay his
opponent.

Sean scored a four for the number of
reinforcements that arrived through the
doorway this turn, and yet another Goblin
arrived through the trapdoor nearest
Gandalf and Aragorn. Despite the fact that
Boromir was able to close the other
trapdoor, the Goblin reinforcements were
arriving at a startling rate, and the
Fellowship hadn’t really begun to kill the
Goblins in large numbers yet.

The next couple of turns saw the
fighting around the remaining trapdoor
grow even more furious as all four of the
Hobbits were drawn into the battle. Gandalf
and Merry fought side-by-side, slaying one
Goblin and fending off several others.
Aragorn managed to fight his way onto the
trapdoor itself and, despite taking a wound
from his opponents, was able to close.
Frodo was the first of the Hobbits to fall in

Even the Hobbits are forced to fight as the Goblins ram home their assault

ol o s

the battle, a Moria Goblin beating him, and
scoring the wound needed to remove him
from play. Legolas lost the duel he was
having with the Goblins armed with bows
and, despite the power of Gandalf’s spell,
was killed by their arrows.

Keeping Hobbits safe

As the battle raged on, Andy realised
that his Hobbits were at risk of being
surrounded and killed. To keep the
Goblins from breaking through, Andy
carefully spaced the Hobbits so that it
wasn’t possible for Sean to get his own
models through the gaps.

On the other side of the board, Boromir
and Gimli attempted to deal with the
Goblins near the doorway. Despite winning
their fights, Andy was unable to score high
enough on his rolls to wound, and so Sean’s
Goblins cheated death for a while.

Back at the trapdoor, Andy’s Hobbits
soon found themselves in even more trouble
as the Moria Goblins were finally able to

The tide of Moria Goblins crashes
into the Fellowship of The Ring




start surrounding them and killing them one
by one. Although Aragorn and Sam both
defeated and killed their opponents (Sam
using a frying pan!), Pippin was not so
lucky and was pulled down and killed by
the three Goblins fighting him. Gandalf was
beaten too, and suffered another wound.
Elsewhere Gimli and Boromir fared
significantly better than their friends, both
of them besting the Goblins they were
fighting and killing them.

“They have a Cave Troll!”

The arrival of the Cave Troll
The Priority roll for turn 6 was a draw,
meaning that in the End phase, in
addition to the other reinforcements that
arrived, Sean was able to place the Cave
Troll in base contact with the door.
Boromir and Gimli were about to have
the fight of their life on their hands!

With the Cave Troll now on the board,
Andy had a chance to get into combat with
it, and possibly win the scenario. Three
members of the Fellowship were dead,
and Gandalf was severely wounded so
time was of the essence for the Good
side. Sean had to keep his momentum
going — the Fellowship was
surrounded, and now he had his
mightiest model on the board!

Boromir and Gimli wasted no time at all
charging into the Cave Troll. Andy knew
they were his only chance to win now. The
remainder of the Fellowship fought bravely
on. Despite their predicament Sean,
capitalising on his advantage, swarmed his
Goblins into the Fellowship, using three
Goblins to draw Gimli away from the
combat involving the Cave Troll, and totally
surrounding Gandalf, Aragorn and
the remaining Hobbits.

The combats were a mixture of success
and failure for both sides, with Merry and
Sam both surviving their combats and
Gandalf killing one of the two Moria
Goblins fighting him. Boromir was beaten in
his fight against the Cave Troll and suffered
two wounds, bringing him close to death
and jeapardising the whole scenario for the
Good side. Aragorn fended off four Goblins,
slaying one, and Gimli managed to prevail
against his three foes too. Unless Andy was
very lucky in the next turn, Sean was going
to win the game.

Sean won priority for the Evil side in
turn eight, and wasted no time encircling the
Fellowship, bringing his superior numbers
to bear. There was no shooting, with every
model that was on the board fighting
desperately in hand-to-hand combat.

Merry once again managed to defeat his
opponent, pushing the spear-armed Goblin
back and Aragorn killed the Goblin he was
fighting, but elsewhere the Good side didn’t
have so much luck. Gandalf, who had been
fighting furiously since the first turn of the
scenario, suffered his final wound and was
slain. Sam was facing three Goblins at once
and was killed as well, his frying pan finally
proving no match for the swords and spears
of his Goblin attackers. Gimli overpowered
his attackers, pushing them all back, but not
wounding any.

By now though, all eyes were on
Boromir who was fighting against the Cave
Troll and two Moria Goblins. With five
members of the Fellowship dead, the Good
side could no longer score a victory but it
could scrape a draw if Boromir slew the
Cave Troll. Both sides scored a 6 when
rolling to determine the winner of the fight,
forcing Sean to make a roll to determine the

Gimli and Boromir fight to bring
down the Cave Troll, as one by one
the Fellowship are picked off




winner. The dice showed that the Good side
won the fight, so Andy declared all of his
strikes against the Cave Troll and rolled the
dice... sadly his rolls were as unlucky as
they could ever have been, and Boromir
inflicted no wounds on the Cave Troll at all!
And with that, the game ended. In a
stunning reversal of the books and films, the
Goblins of Moria and their Cave Troll had
stopped the journey of the Fellowship and
slain the Ringbearer, and Sean had beaten
Andy three games to one.

Andy: Everything started promisingly. I
split the Fellowship into two, sealing the
trapdoors, like the last game, while Aragorn
and Legolas tried to stem the flow of
Goblins coming from the doorway. My first
mistake was to send Gimli after a lone
Goblin bowman instead of towards the door,
not least because by about the third turn
there was very little shooting going on. In
fact, no firing from my side as Legolas lay
sprawled out on the tomb floor and Aragorn
was battling away at a swarm of Goblins.
From then on, the Fellowship and Goblins
were locked in combat, turn after turn.
Something, inevitably, had to give. Despite
attempts to keep the Hobbits safe,
repeatedly losing priority left them at the
mercy of Sean and his bugged-eyed friends.
So goodbye to Pippin, Frodo, Sam and
Gandalf. It all hung on the last roll of the
game with Boromir against the Cave Troll.
had managed to roll three 6s during a
previous scenario, when a simple 5+ would
have sufficed, so it's not impossible. But as
this was my last gasp of combat in the game
I suspected the laws of probability would be
stacked against me. And so it came to pass.

Sean: It was a very close run thing, but my
Cave Troll had just swung the battle for me,
ably supported by a swarm of Goblins who
had done all the dirty work. By this stage,
I'd like to think I'd gotten to grips with the
rules and had managed to establish some
tactics of sorts. My ploy to try and keep
Boromir and Gimli occupied had worked (to
a certain degree, at least) and had enabled
me to focus my attentions on taking out the
Hobbits. Legolas’ early departure was
something of a boon, especially as I had
managed to hit him despite the annoyance
of Gandalf’s Blinding Light spell — a most
irritating advantage I must say.

The game hinged on the final dice rolls
— it had been a battle fought on a knife-
edge, and it was poetic justice that the entire
battle came down to the combat between
Boromir and the Cave Troll. If you asked
any one of the select few people I have
played games with, they would tell you that
my ability to roll low dice is frighteningly
consistent, Today, however, my form
(thankfully) deserted me, and I managed to
best Andy in the final confrontation.

Not with 10,000 men could you do this!

Andy: So victory to Sean and his daylight-dodging friends. I can
console myself that I didn’t lose by much or too quickly but curse
my wretched dice rolls. T could spend the next couple of paragraphs
complaining about getting bad dice. Despite reasonably sound
tactics, more often than not fate conspired against me, resulting in
near bloodless Fight phases. Those black, dimpled cubes of woe
taunted me at every turn, leaving the Fellowship floundering in the
face of overwhelming numbers. If you think I sound bitter you'd be
right. But of course it’s all part of gaming.

I defy anyone to get through some of these games without losing a Hobbit or two.
From the first turn on you're in combat and with very few hiding places there’s nowhere
to run. In retrospect I should have modified my tactics slightly to make it easier to
weather the storm that a few bad rolls can create.

Against the power of Mordor, there can be no victory!

Sean: I know it’s something of a cliché, but I can honestly say that
I really, really enjoyed myself in this battle report. Admittedly, it’s
probably based around the fact that I got off to a very fortunate
start, but by the fourth scenario I was really immersed in the action,
and was more than a little deflated when the battle finally drew to a
close — I could happily have played on.

Once Andy and I had fully grasped the rules, the game really
started to flow, and that’s probably why I enjoyed it so much. As a
' relatively naive gamer, battles, regardless of the game system, tend
to be a stop/start affair, and this makes it difficult to generate any sort of flow to the game.
Thankfully, this wasn’t an issue and once you've fully grasped the rules, you can really
start to enjoy yourself in your tactics and decisions. Time for a trip to Warhammer World
to create my own forces of Sauron.
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Battling in the box

How to make a Balin’s Tomb gaming board from the Mines of Moria box

The Mines of Moria box contains
everything you need to start
playing The Lord of The Rings, from
the basic rules models to paint and
instructions on how to finish the
scenery. All you need to do now is
build your own board. Ensuring
that nothing goes to waste Adam
Troke explains how to make a
gaming board from the empty box.

dam: This all came about when I
A was writing the rules for the Mines

of Moria Getting Started booklet. I
wanted to keep the gaming area suitably
small so that it could be played on any sized
surface. Many gamers end up playing on a
kitchen or coffee table due to a lack of space
(or that oft dreamt of gaming room), so the
games had to fit on something of a similar
size. It was when I started play-testing that
an idea suddenly came to me, akin to a

STAGE I: Preparing the box

Any box that is the same size (or roughly
the same size) as the one the boxed game
comes in will do, so you don’t necessarily
have to cut your Mines of Moria box up if
you don’t want to. For the purposes of this
workshop we’ll construct one side of the
tomb. To build the opposite side simply
reverse these instructions to create a mirror-
image. To start, cut away a long edge on
each box so that it creates one large box
when you place them side-by-side. You can
either fix them together with sticky tape, or
leave them separate so that they can be
stored separately.

halogen bulb appearing over my head. The
size of the gaming area I was playing on
was pretty close to the size of the box that
the game comes in if you laid the box lid
and base next to each other. All I'd need to
do was add some detail to the box and [
would have myself a playing area where [
could easily recreate the scenarios from the
Getting Started booklet. So, armed with
polystyrene, paintbrushes and enough sand
to make a small desert, [ set about building
my new board.

CUTTING SAFELY

Whenever you are cutting polystyrene
or foamcard ensure that your knife blade
is sharp. Cutting with a blunt blade will
force you to put more pressure on the
knife, which may break it. You will also
need to use a metal ruler in order to cut
straight. As a final point, make sure that
you are cutting on a protected surface.

Tools

Craft knife

Metal ruler

A large, flat-headed brush
Sticky tape

Materials

The Mines of Moria box, or a box
approx 42cm x 30cm

The Mines of Moria scenery
Polystyrene 25mm thick
Foamcard (5mm thick)

Sand, gravel & small stones

PVA glue

Textured paint

Citadel Colour paints
Chaos Black spray paint
Codex Grey

Fortress Grey

Rotting Flesh

Scorched Brown

STAGE 2: Preparing the ledges
Using a metal ruler and craft knife, cut 6cm
wide lengths of polystyrene that fit around
the inside edges of both boxes as illustrated
— don’t glue them into place yet. Next,
you’ll need to create a space for the stairs
and doorway. This is really easy; simply cut
two of the ledges shorter, so that the stairs
and doorway will fit into the gap.




STAGE 3: Making the staircase
Using the Smm foamcard, cut a rectangle
30mm wide. The depth should match the
polystyrene ledges you have built, so that
the stairs are flush with the edge. Next,
create the rest of the steps by cutting three
progressively smaller pieces of foamcard as
illustrated. Once you’re happy with the fit of
the steps and the ledges, use PVA to glue
them into place. Be sure to allow it time to
dry before you move onto the next stage.

STAGE 4: Adding the rubble
Now the whole box is really starting to take
shape, although you’ll find that there are a
number of large cracks between the
polystyrene. These can be easily disguised
by adding rubble. Rubble tends to gather in
corners, and places where people are less
likely to walk, so make sure that you add
some around the edges of the box.Then
paint the whole board with textured paint,
including the gravel and the polystyrene
ledges — ensuring you wash your brush off
afterwards to prevent the textured paint from
ruining it.

STAGE 5: Paint the board

Once the textured paint has Drybrush the whole of the Drybrush Fortress Grey in Lightly drybrush Rotting
dried undercoat the inside of box (inside only) with just the same way as the Flesh over the Fortress
the box with Chaos Black spray Codex Grey. Codex Grey was done. Grey. To finish off, drybrush
paint and leave it to dry. some Scorched Brown into the

corners and edges of the box.
The brown helps to break up
the grey, giving it a richer look
overall.

“ STAGE 6 Add your scenery
Now, by adding the scenery contained in
the Mines of Moria boxed set, you have
a completed playing area, the ideal size
| for you to recreate the Battle in Balin’s
| Tomb.
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nce you have built the Chamber of
O Mazarbul, you're all set to use it to

fight the Battle in Balin’s Tomb and
the rest of the scenarios. With your new
scenery, featuring a raised platform around
the side, it’s a perfect opportunity to look at
some of the rules from the rules manual that
aren’t covered in the Getting Started
booklet. The full rules for Jumping and
Climbing, as well as how to interact with
other scenery, are found on pages 17-21 of
the The Lord of The Rings rules manual.

Jump. Whilst models are free to move on
relatively flat surfaces without difficulty,
there are pieces of scenery on the gaming
area that must be jumped if a model, wishes
to move across them. If an obstacle is less
than half the height of a model it can be
crossed without any need to make a Jump
test. This allows for models to simply step
over minor inconveniences without slowing
down the game. Often you will find that
there are obstacles that are bigger than this,
but which must be jumped.

A model must jump any obstacle that is
more than half of its height, if it wishes to
move across it. Bear in mind that different
models are of different sizes, so some large
models might be free to walk normally
across something that a smaller model must
climb, or jump. In each case look at the
model, and compare it to the obstacle in
question to see if a Jump test is needed.

A model can attempt a Jump test at any
point in its movement. This means that a
Jump could be the first thing a model does
in its movement, or the last (or at any point
in between). Bearing in mind our warriors
clad in armour, bearing cumbersome
weapons, no model may attempt to jump
something that is more than twice its height.

When a model must make a Jump test,
roll a dice on the following table:

1 - Stumbles & fails. The model
doesn’t cross and cannot move further
this turn.

2-5 — Success. The model successfully
clambers over the obstacle and reaches
the other side. The model is placed on
the other side of the obstacle with its
base touching it and cannot move
further this turn.

6 — Effortlessly bounds across. The
model leaps over the obstacle and can
complete its move if it has any
remaining.

If the obstacle is taller than the model,
then deduct 1 from the roll.

Jumping obstacles

2 . 3y

o 2 & IaaaiEs
Balin's Tomb is more than half as tall as
Frodo so, if Frodo wishes to move across it
he will need to take a Jump test.

Merry has successfully clambered over the
Tomb, and is placed in base contact with the
other side.

Here Boromir must take a Jump test (o get
onto the platform.

T D T B gt

The stairs — models can move up and
down the staircase without having to make
Jump tests.

The Cave Troll is tall enough
that he doesn’t need to make a
Jump test to move across
Balin’s Tomb — this means that
lie can move normally ac s’ it.




Jumping down. A model can jump down
the platform without the need to take a test,
providing that the distance jumped is no
more than twice the height of the model.
That means in this scenario, all the models
are free to jump down and continue their
move as normal.

Full rules for Jumping and Climbing can
be found on pages 19 and 20 of the The
Lord of The Rings rules manual.

Cave Dwellers. Moria Goblins are
extremely agile and very good at jumping

and climbing. To represent this, no dice roll o EL I i R

is required when a Moria Goblin is ke Y AL \ S ST A T ; WS :
attempting to jump a gap or obstacle. The ' . ; ; ; , Because of their special rule,
jump its made automatically, just as if a 6 - 2 : Moria Goblins can continie

had been rolled on the Jump chart. ; oo (13 © - to.move after jumping, exi
' ; ‘ s if-they - had a6

The Pillars. It's probably best not to allow
models to jump and climb on the pillars,

since we imagine them stretching all the

way to the ceilings — it would seem very : Gimli and this Moria Goblin can
odd to have models standing on top of them. ; still fight against each other, even

though they are not in base contact
Defending an obstacle. The rules manual AN = See page 30 of the rules manual
contains additional rules for warriors bt for the full details of this.

fighting across barriers, and defending
raised positions. It's often a great advantage
to have your model occupying the high
ground, or to have a wall or barricade
between your warriors and your enemy.

The full rules for this can be found on
page 30-33 of the rules manual, however,
for now it’s enough to know that models can
fight other, even if one is on higher ground
than the other. The important thing to bear
in mind with this is that the control zone
extends 2cm around the model, in the same
way as before.

Once you have played a few games
using the Jumping rules, you might like to
try looking at the rules for defending
obstacles, and add those to your games too.
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Might, Will & Fate

Heroic characteristics in The Lord of The Rings

Adam Troke looks at the heroic
trinity of Might, Will and Fate and
how they can be used during games
of The Lord of The Rings to achieve
the best results.

ne of the things that has always
O captivated me about story of The

Lord of The Rings is how it focuses
on the heroes and their grand deeds, Mighty

warriors involved in tremendous adventures,
stirring the hearts of those around them and

conquering Evil (or perpetrating it) through
strength of will and force of arms. And
that's one of the great things about The Lord
of The Rings strategy battle game; it
captures the same sense of heroism, and
allows players to create heroic moments of
their own as they play.

The thing that really separates the
Heroes from the Warriors in The Lord of
The Rings is their heroic characteristics. A
well-spent Might point can be the difference
between a dozen models fleeing the board in
cowardice, or standing their ground

courageously. It’s all a matter of knowing
when it is worth using your Heroes” heroic
characteristics, spending valuable Might and
Will points to turn the tide of the battle, or
to save the life of a valuable member of
your force with a Fate point.

The heroic characteristics fall into three
categories: Might, Will and Fate. Every
Hero has a space on their profile where
these are recorded (even if the Hero in
question has none). Each of these heroic
characteristics can have a valuable and
decisive effect on your game.

Q — _ —f Might gp——— ——F

ight points are often described as
M the backbone of an army, with

many players measuring the
effectiveness of their force by the number of
Might points that are in it. Generally
considered to be the most valuable of the
heroic characteristics, Might certainly has
the most uses, and only the greatest of
Heroes ever have 3 or more of them.

Essentially, Might points can do two

things. They either allow a Hero to modify a
dice roll by 1, or to perform a heroic action.

Changing dice scores
Might can be used to change most dice rolls
that are made on behalf of a Hero. For each

Save a Hero’s life. Here Sam is attempting to leap a chasm. Having
rolled a 1 on his Jump test, Sam will plummet to his death unless the
Good player uses Sam’s Might point to raise the score of I to 2, and
save his life. Just as it is important to pass rolls like this, it is often
worth spending Might points to raise failed Fate rolls (see below for
more on Fate), turning them into passes, especially if the Hero would
otherwise die.

Might point that you spend, you can alter
the score of a dice, rolled on behalf of the
Hero, up or down by 1. There are some
occasions that this ability is especially
useful, and worth using.

The ‘golden rule’ to remember when
using Might in this way is that you should
always do it if it will save your Hero’s life.
Let’s face it, there’s no point saving Sam’s
Might for later if he slips and breaks his
neck climbing a rock face now. The other
time it becomes a very good idea is if it will
allow you to slay an enemy model. This has
the effect of reducing the forces arrayed
against you, and brings your enemy closer to
50% of its starting strength.

When NOT to use Might

to change dice scores.

When rolling to hit in the Shoot phase. It is
almost never worth spending Might points to
increase your chances of hitting, since, even
if your shot hits, there's no guarantee that
you'll have any luck on the roll to wound.

Heroic Actions

Compared to using Might to change your
dice scores, spending Might on heroic
actions is quite complex, and a little harder
to do effectively. A heroic action can reverse
the tide of a battle, turning a scenario from
defeat into victory. The key is in knowing
what heroic action to perform, and when.

Kill enemy models. When a Hero wins a fight and fails to score
wounds on enenty models, it is often worth spending Might points to
change failed rolls into successes. Here Boromir needs a 5 or more to
wound an Uruk-hai scout equipped with a shield. It’s probably worth
spending Might points to change any scores of 4 into 5s. Very often,
time is of the essence in scenarios and the stronger Heroes must kill
their enemies quickly, enabling them to protect their weaker friends.




Heroic Moves

Allow/Prevent a charge. Cavalry are only truly effective in combat if
they have charged in that turn. By using Might points to call heroic
moves you can ensure that your cavalry are charging more often, and
gaining the bonuses that charging gives them. Likewise, if you are
facing imminent threat of a cavalry charge you can use a heroic
move, either to pull back out of range of the attack, buying yourself
some time, or you can charge first, robbing the enemy cavalry of
their charge bonus. Here the Riders of Rohan have priority and are
all set to smash into the Uruk-hai. Thanks to his Might points though,
Lurtz can issue a heroic move, allowing his warriors to charge the
Rohirrim and deprive them of their valuable charge bonus.

; ."‘-& = P e (ﬁ—. .- 41.‘\
Capturing an objective. Often in battle scenarios, the objective might
be to secure an item or an area of the battlefield. Careful use of
heroic moves can enable your warriors to reach such an item or area
first, and secure it for your side. Here we can see a group of Goblins
and Dwarves racing to take control of an objective. The Goblin
Captain can use a heroic move to get his warriors onto the objective
before the Dwarves, meaning the Dwarves will have a hard time
pushing them off. Often scenarios will end at a random point (usually
determined by a dice roll at the start of the turn), and in these cases
it's handy 1o control the objective as quickly as possible.

B N P A : &
Allow/Prevent a Stand Fast! Once a force is broken each model must
test against their Courage or be removed from play as a casualty.
There is a serious risk that the warriors, with their lower Courage,
will often flee the battle unless Heroes can inspire them to stay and
fight by passing a Stand Fast! test. Since models that are already in
combat with an enemy cannot take Courage tests, it can be incredibly
important to allow your Hero to make his Stand Fast! before he is
charged. Likewise, you should take strenuous efforts to prevent your
opponents Heroes from using their Stand Fast! ability. In this picture
the Ores have priority, so Elendil will benefit from making a heroic
move so that he can call a Stand Fast! before he is engaged, keeping
the warriors around him steady.




Heroic Shoot

Heroic shoot is the least used of the three
heroic actions, relying on lots of bow-armed
troops to prove effective. There are times,
however, when a well-timed heroic shoot
can really help to sway a battle in your
favour. Generally, it’s only useful to use a
Might point to do a heroic shoot, if not
doing so would allow your enemies to kill
your own bowmen (or something else
valuable in your force).

Heroic Combat

Heroic combats can be devastating if used correctly, allowing a Hero
to fight twice in the same Fight phase. Heroic combat is worked out
before any other combats in that turn and, if the Hero manages to
slay all the enemy models he is fighting, he can make a full move.
This move allows him to charge (and fight) again if he wishes.

When not to call a heroic combat

It’s important to remember that for a heroic combat to work, the
issuing Hero (and any friends helping him) needs to be able to slay all
the enemies involved in the fight. If they fail to do this, then the
Might point is wasted and the heroic combat fails. With that in mind,
make sure that you never call a heroic combat if your Hero is not
likely to kill all of his foes (and don’t even think of it if he is fighting
more enemies than he has Attacks on his profile). Also — bear in mind
any Fate points your enemy might have, More than once my plans
have been scuppered by an enemy Hero passing his Fate roll!

Heroic Shooting. The key to heroic shooting is to fire at something that will really harm you
unless you shoot at it. This Gondor Trebuchet, with a Captain crewing it, can fire at the
Miimak before its crew have the chance to fire back — hopefully destroying the howdah, or at
least some of the archers on board. The important thing to remember with heroic shooting s,
kill the enemy, before they kill you.

| & P s
Kill more enemies. The most common use of a heroic combat is to
allow a Hero to kill more enemies than normal. Since many scenarios
are won when a force is reduce to a certain point, killing enenty
models quickly via heroic combats is a great way to achieve that.

This technique is ideal for breaking the enemy force, and forcing
them to take Courage tests. Here, if Gothmog wins, he will knock
down his opponents and probably kill them both, allowing him to
move on and attack new enemies.

;._‘ Lol “

Remove enemy advantages. Heroic combats are ideal for eliminating
valuable enemy warriors. Both banners and Goblin drums enable
nearby friends to re-roll dice, so killing them quickly can deprive
your enemy of a significant advantage. Note that you can use this
technique in concert with the ‘Kill more enemies’, allowing you to
cut your way through enemy troops to engage your intended target.

P, Jeri RA ST T
The ‘slingshot’. Essentially, this involves charging a single (or two,
at the most) enemy warrior. By slaying him, your Hero is free to
move again, allowing him to gain valuable ground, potentially
getting out of danger, or placing him near an objective. If Sharku
uses a heroic combat in the picture above, he can easily overwhelm
the single warrior he is fighting and rush onwards towards his
objective.

R ——
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to use (see right) and resist magical

powers and also his determination.
Will points can be spent to pass Courage
tests in the same way as Might points can, as
well as to employ a magical power. A
character with lots of Will points will be
determined and well motivated, a powerful
and dangerous user of magic or possibly just
plain stubborn.

—
W ill is the measure of a Hero's ability

Resist magical powers. The second way to
use Will points is to resist magical powers.
Often a magical power will have a negative
effect on one or more of your models, so
resisting them can be very important, Each
Will point you spend in this way lets you to
roll one dice to resist the enemy. To succeed,
your score must equal or beat the highest
dice your enemy rolled. Sometimes, if the
magical power in question does not put your
Hero into any significant danger, it’s worth
saving your Will points for a more important
moment later, but that should be judged on a
case-by-base basis. If the power will slay (or
seriously jeopardise) your Hero, it makes
sense to try.

Passing Courage tests. Just as Might points
can be used to pass Courage tests can be

f*@w;u@r

—

Use magical powers. The first way to use Will points is to use them to employ a
magical power. For each Will point you spend, you may roll one dice in your attempt to
make the power work. Since you must choose how many Will points you are going to
spend before you roll any of the dice, be sure that you use enough fo get the job done —
| there’s nothing more irvitating than spending Will points, and then failing to make the
spell work!

i/

essential, so can Will points. One additional

advantage to using Will points in this way, is
that when there are no enemies on the board
with magical powers. Therefore you don’t

2 ————{& Fate @}~

Hero’s destiny and can preserve him

from harm. Each Fate point a Hero
spends allows him to ignore the effect of a
single wound on a 4+. As soon as your Hero
suffers a wound, spend a Fate point to
prevent it. More than once I've suffered a
wound on one of my Heroes, and, in the
excitement of battle, forgotten to spend my
Fate point, Normally this isn’t a problem, but
in certain scenarios it’s important to have as
many wounds left on your Hero as possible.
Take a look at Scenario 3: Cornered in the
rules manual to see what I mean.

F ate points are a representation of a

So in a nutshell, that’s my take on using
Might, Will and Fate in your games. Most
players will find that they quickly develop
their own favourite tactics, and methods to
use them. It’s clear to see that Fate is the
most straightforward of the heroic
characteristics to use, since there’s nearly no
decision required in using it. But with both
of the others, the best uses are fairly clear-
cut, With a little trial and error you will soon
find yourself launching daring heroic
combats, cutting through your enemy and
transfixing his Heroes.

have to worry about resisting spells.
Therefore you can use all your Will points to
bolster your Courage rolls and keep your
Heroes and Warriors fighting to the last.

B

39




WWW.BLACKLIBRARY.COM




NEW FROM THE BLACK LIBRARY

WARMAMMER A WARHAMMER = WARNAMMER
HAN ﬂBNEIT el A BA% ﬁﬁﬁgggwwmmr

AT T

SABBAT wumns

IGRUNTSERUSTS NOVEL A GAUNT'S GHOSTS NOVEL

HIS LAST COMMAND TRAITOR GENERAL THE SABBAT WORLDS CRUSADE
by Dan Abnett by Dan Abnett by Dan Abnett

Is this the end for the Ghosts? NOW IN PAPERBACK The first part For all fans of Gaunt’s Ghosts, Dan
Gaunt has been reassigned and of the new Gaunt’s Ghosts series Abnett and Warhammer 40,000, this
the Tanith First and Only have been is now available in paperback! Can fantastic artbook is packed with
disbanded. Will the forces of Chaos the Tanith complete a rescue deep lavish artwork and information on this
triumph? within enemy territory? galaxy-spanning war!

Hardback novel ® £16.99 Novel » £6.99 Background book ¢ £15.00

Don’t forget to check out the special collector’s editions of His Last Command
and The Sabbat Worlds Crusade! For more info, go to www.blacklibrary.com

y

{ WARHAMMER
P

MATTHEW FARRER

EaEMLINEIA

JUNKT

DANNATION

NE

EDITED BY MARC GASCOIGNE AND CHRISTIAN DUNN

i
FLAMES OF DAMNATION DEATH'S CITY JUNKTION

Edited by Marc Gascoigne by Sandy Mitchell by Matthew Farrer
& Christian Dunn

The sequel to Death’s Messenger The author of Crossfire & Legacy
Carry the carnage in your pocket takes Rudi, Hanna and their brings us a tale of a humble
with this compact collection of the comrades into dark adventure lamplighter, a series of murders
best Warhammer 40,000 comics, and peril. Pursued by witch and a town on the edge of
all in one handy volume! hunters, can they find safety? destruction!

Graphic novel ® £7.99 Novel = £6.99 Novel  £5.99

THE BLACK LIBRARY




3(5 Dm}%ﬁ(@ <

STRATEGY iﬁé?ﬂ?uh s

B

ading the charge

Converting Battle Company Captains

As befits their status, Captains are a
great addition to any The Lord of
The Rings force. Here, Dominic
Murray demonstrates how to
personalise Captains to make them
stand out from the rank-and-file
soldiers of your army.

of The Rings scenario with the most

powerful force available to me, I
prefer to choose my army to reflect a
specific theme. This could be Théoden’s
personal Fored, the Ores of Minas Morgul
under the Witch-king of Angmar, or
Faramir’s Ranger force to name but a few.
However, not all my armies contain named
characters; more often than not they are led
by a Captain. With this in mind, I always try
to convert this model to accompany the
theme of the particular army I'm using. This

D om: Rather than play out a The Lord

Earnur leads the City Guard into battle agamst the Orcs

can be as simple as changing a weapon to
represent their wargear, or repositioning the
model in a pose more suitable to the
background I've imagined for him.

The major bonus of putting some extra
effort into a character is that it elevates him
from being just another part of the rank-and-
file of an army. For my Minas Tirith army I
took inspiration from The Lord of The Rings
trilogy to find a name for my Captain of the
City Guard. Now my force is led by Eérnur,
armed with his ancestral sword. Touches
like this help to define the army’s
background, create evocative battles and
increase the story-telling element of a game.

With this in mind I've collected the
techniques that I most commonly use when
converting my Captains. Each of these will
change the model enough for him to stand
out on the battlefield. However, if you're
feeling slightly bolder, you could always
combine some of the examples to create a
totally unique model.

Paint Schemes

If you don’t want to cut up your models,
a simple way of personalising your
Captain is to paint him a different colour
from your basic troops. This may be as
simple as changing the colour of his
cloak or his armour.




Weapon Swaps

ne of the simplest conversions for a

Captain is to change the weapon. In the
following example, an Orc Captain has had
his axe replaced with a hefty sword.

Cutting Weapons

When swapping weapons replace the
whole hand as opposed to just the blade.
Sword blades are thin and susceptible to
breaking as you handle the model.
Replacing the whole hand provides a
larger area for the glue to adhere to.

Head Swaps

great way to get character into a model
Ais to swap the head. Often, Captains
are fully enclosed in armour, so by giving
them a bare head it’s easier to see them on
the battlefield.

Naming Characters

The Lord of The Rings trilogy is a great
source of names for your Captain, while
the wealth of background material
means you can also devise an
impressive history for the fellow. You
and an opponent can then stage battles
between two warring leaders, even
linking games and campaigns.

l First, clip the hand off at the wrist. This
will give you a good sized surface area
to glue your new weapon to.

Finally, glue the sword to the new
model.

1 Start by removing the head with a
modelling saw. Do the same for the

head you will be using as a replacement.

Before you glue the new head to the
body, it's advisable to check the join, as
you may need to do a bit more filing.

2 Cut the new weapon in exactly the
same way.

Instead of weilding an axe above his
head this Orc now carries a sword.

Next, file the Captain’s neck area flat.
This is done to provide a good area for
the parts to glue together.

To finish, glue the head to the body. You
may need to add some Green Stuff to
fill any gaps. Don’t worry, we cover that

over the page.
o EF




Using a Pin Vice

ometimes a conversion will be too heavy for
S superglue to hold the join by itself. Head
swaps and some larger weapon swaps 4
may require the parts to be pinned
together to avoid continual
breakage. The following
example is an extra step you
can try before you glue
your conversion.

Use a craft knife to make a nick on the
first piece you are about to drill. This
will stop the drill bit from slipping.

1 2

To make sure the holes line up, dab
some paint on the end of the pin and
line it up with the piece you want to
drill. This will leave a small dot
marking the area for you to drill.

Superglue a short length of metal into
one of the holes to act as the pin. A
paper clip, or brass rod, is ideal for this.

5

3

Reposing Models
ometimes a model may be posed in a way that you want to

Schange. It may be that you’d rather he were twirling his axe over
his head, or pointing in the direction of the enemy. Repositioning a

Next, use your pin vice to drill a hole
into the model.

Drill the model as before. Then push the
two parts together. The metal pin will
strengthen the join, which leaves you (o
superglue the model together.

model allows you to alter those details you’re not happy with. To
keep things simple, the following example shows how to bend a
model’s arm into a new position.

Use a pair of pliers to gently bend the
arm into a straight position.

Start by sawing into the elbow joint of
the arm. Make sure you only cut
halfway through so that the arm doesn’t
break off when you reposition it.

2

To hide the conversion, apply Green
Stuff to the gap and sculpt it to match
the model (see opposite).
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Mixing & Applying Green Stuff

Although applying Green Stuff to a
model can be quite daunting at first, the
following example shows you how to fill a
gap on a Captain.

L —

reen Stuff is split into two parts: the

blue hardener, and the yellow resin. By
mixing these together you will create a
green modelling putty that you can use to
fill any gaps on your model.

Mix the blue and yellow parts together
between your fingers.

To prepare your Green Stuff, start by
cutting a strip of equal parts blue and
yellow using your craft knife.

Apply the Green Stuff to the gap you
need to fill. Allow this to start to harden
before sculpting it. If you try to sculpt
into a block of soft Green Stuff it will
start squeezing out the other side.

When the two parts are mixed you will
end up with a consistent green colour. If
there are still blue or yellow streaks, you
need to keep mixing until you get the
right colour.

Once you are done, the Green Stuff
should blend into the body hiding any
joins or gaps on the model. Like any
hobby skill, this takes some practise, but
with patience you'll soon be adding new
details to your models.

Use a sculpting tool to shape the
putty so that it blends into the
surrounding area.

Standing out
from the crowd

These models are great examples of what
you can achieve by using just a few
simple techniques.

This Captain of Minas Tirith has
benefited from a head swap.

To set this Moria Goblin apart from the
rest pieces of slate have been glued to
his base.

This Captain of Minas Tirith is a good
example of how you can combine several
simple conversions. His arms have been
repositioned and a plastic shield added.

His head was then replaced and Green

Stuff was used to sculpt new hair
onto the model.

— 6
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The Ruins of Osgiliath

The Lord of The Rings books and
the films are so rich in imagery that
it’s not long before something
catches the eye and you say, “Id like
to have a go at making that”.
Taking an image from The Return
fof The King as his inspiration,
Adrian Wood explains the best ways
of translating your ideas into an

) attractive and effective piece of
wargaming terrain.

T here are many things that inspire me to
build terrain. For one thing, it’s quite
something to take a pile of raw
materials and, with a little PVA glue and
textured paint, turn it into a finished hill or
building. Although a table with a few books for
hills can be a worthy environment to fight a
battle, a gaming board covered in well-finished
terrain is visually much more exciting to play
on. With a game like The Lord of The Rings
this is especially true, as terrain not only
evokes the story but also has a huge effect on
the movement and combat of individual
warriors. Of course, there’s more than one way

Creating The Lord of The Rings wargaming terrain, from inspiration io execution

to play The Lord of The Rings. Scenarios
based on events and encounters offer
opportunities to make quite specific pieces, as
discovered a few months back when I decided
to fight a series of scenarios set in Arnor,
These games featured a watchtower built
on the crown of a hill. As the tower appeared
in several scenarios, I decided to make one of
my own. In order to get the right look for the
tower I spent some time delving into the
history of Arnor: all man-made cities, from
Arnor in the west to Gondor in the east, were
founded during the Second Age by the Men of
Nimenor, from whom Aragorn is descended.

Adrian’s ruined building offers cover for hxs troops and a ratsed vantage point for his archers




Numenor
The style of architecture favoured by the Men
of Niimenor has a distinct look to it that stands
out from the other domains of Men found in

. With white stone the order of

structures have wide
pillars; the stonework |
trical pattern to it — the work of expert

stonemasons. During the Third Age of Middle-

earth, the remaining examples of this kind of

architecture are the ruined city of (

and the aptly named White City-itself; Minas
nce photographs from both -

cities, I copied the same architectural

elements to get the right kind of look

for my watchtower, using pillars, a

domed roof and lightly eoloured,

almost white stonework.

Osgiliath

Having been bitten by the scenery-making bug,
I wanted to make another model in a similar
vein, but this time for scenarios set during the
War of The Ring. Watching both The Two
Towers and The Return of The King, the ruined
city of Osgiliath stood out as being
wonderfully inspiring, a landscape of buildings
shattered and crumbling after centuries of bitter
conflict. Rather than freely adapting a number
of different reference sources to make a single
model, as I had done with the watchtower, T
decided to look through some books of The

Lord of The Rings film stills and instead chose
a specific building to make.

Inspiration

Amongst the huge pile of books I'd collected
to go through, the first one that came to hand
was How To Make Wargames Terrain. As well
as pages of stage-by-stage descriptions for
making various terrain pieces, the book also
features a section called Inspiration towards the
back of the book which is full of photographs
to help get modelling ideas flowing, One of the
example photos was a wide-angle shot of

The ruins that inspired Adrian’s terrain piece

Osgiliath, with a ruined building in the
foreground. After going through all the books,
1 found myself drawn back to this one
photograph. The ruin in the foreground
certainly had the right kind of appearance I was
looking for, made up of arches and pillars, the
classic architecture of Nimenor/Gondor. It also
didn’t appear to be too large either, the
remnants of a larger structure built on the
outskirts of the city.

Building Menu
As I had the book in my hands, I decided to re-
read the section on making buildings, not only
to remind myself of the basics but also to make
sure | wasn’t missing any useful tricks. The
first principle to making a building is
straightforward: assemble a shell then apply
specific finishes to get the appearance you
want. In order to show as many finishes as
possible a whole street scene is featured,
running across several pages, showing stage-
by-stage how to make all the different styles of
walls, doors, etc, featured on the buildings.
The section that stood out the most,
however, was at the very beginning. There are
a lot of elements to assembling buildings and a
Building Menu was provided to help to
summarise the whole process. This handy
checklist contains all the elements that go to
making a building, such as its size, shape and
number of storeys, as well as different styles of
walls, windows, doors, ete, which all tie into
the example street scene later on. Running
down the list, I discovered a lot of elements I
hadn’t considered, such as the roof and other
details, as well its size and shape...




BUILDING MENU

3 Approximate sie

The terrain checklist from
How To Make Wargames Terrain

Before launching into making the finished
model, I decided to assemble a rough version
without any detail on it, based on a simple box-
shaped building. Foamboard was the material
of choice as it’s easy to cut into geometric
shapes with a knife, metal ruler and a circle
cutter. Although a little time consuming, a
mock-up like this is always worth doing in
order to check that basic construction is sound.
Doing a mock up is an ideal way of
highlighting possible
. the opportunity to solve
them. For instance, the
corners of the buildings
walls would fit flush
together. To support the
removable floor/roof,

construction problems,
B
l needed to be cut at a
}t
ten wedges of

as well as giving you
45-degree angle so the

A 45-degree joint

e
»
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Size — The overall footprint of the building
should be 165mm x 115mm with a base cut to
fit. Using a The Lord of The Rings miniature
as a guide, I decided to aim for archways
35mm wide, giving a Smm clearance on either
side the model. The pillars need to be 15mm
wide so that T could trim away Smm of the arch
to match the photograph.

Number of Storeys — The building in the
photo doesn’t have a roof but looks like it may
have had a second storey at some point. The
roof, such as it was, would be the second floor.

Shape ~ Its shape is rectangular.

Walls — These will be stone but rather than
being crudely hewn they should be dressed
stone, cut by a master craftsman. To get the
desired effect I will draw the walls on
foamboard and then score the stone block
shapes into the card.

The Mock-up

foamboard had to be cut. Making the roof
slightly undersize is a good idea too, making it
easy to remove. With the floor in place 1
realised that the walls needed to be taller,
80mm rather than 70mm, so that they could be
trimmed away to give the right kind of ruined
effect. Not only that but I needed to cut a
doorway in the wide back wall and add a thin
strip of foamboard to give the impression of
another floor.

With the mock-up built, and lessons learnt,
it was time to start on the real thing. This time
1 paid more attention to drawing out the walls
to get the dressed stonework pattern before
scoring the surface of the card.

el
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Brackets are used to support the floor

Roof = The second floor will be removable,
with a hole cut into it so that it can be easily
lifted off, I would also have to make some
supports to hold the floor up.

Windows/doors — Rather than conventional
doors and windows, the building has archways.
1 decided to make them 35mm tall with a
circular arch above this. This means that the
walls need to be approximately 60-70mm high,
if not more, to accommodate the archways.

Details — The second floor will be covered in a
tile effect and plenty of debris. One thing the
building would have had is a set of stairs to get
to the second floor, however this would take up
an enormous amount of space inside the model.
The solution was to hint at the idea that this
building was originally part of a larger
structure that had been reduced to rubble.
Remnants of walls, a floor and a doorway
would do the trick.

Playability

An important point I had to bear in mind
when applying the finishes was playability.
Any building that had been hit by a rock
from a catapult would produce an
enormous amount of debris, particularly if
the entire second storey had been
destroyed. With the full amount of rubble
there would be nowhere for the models to
stand, so a little artistic licence was needed
to stop the model becoming nothing more
than an obstacle on the tabletop. In fact,
from the very start I had made the
archways slightly oversized not only to
accommodate warriors but all the rubble
that would be deposited inside and outside
the walls. It was important to keep the
inside of the building fairly clear, all
except a pile of bricks and tiles brought
down from the hole in the roof. All the
debris was placed around the columns,
along with a few Orc shields and weapons.




Q A
Building the Model

Then I drew the dressed

The Removable Floor

Scoring a grid of Smm squares into a piece
of card created the effect of a tiled surface.
I glued individual tiles in place, scattered
around the hole.

The Walls
After drawing the archway
with a compass, I marked stonework on and cut out
the angles out with a the archway with a circle
protractor. cutter.

By pressing down with a
black ballpoint pen I
scored the stonework into
the surface of the card.

Ruins
With the walls assembled | trimmed
and sculpted the top of the walls to

create a ruined appearance.

The Finishes
Once assembled, I applied a number of
textured finishes as I had done with the
Arnor watchtower (below). First apply an
even coating of Roughcoat, then drybrush
Fortress Grey followed by Skull White
over the base. Finally, streaks of Camo
Green give the impression of weathering.
With the model of the ruin finished, I
decided to make a ruined roof for the
watchtower model, so I could use both
terrain pieces to recreate the ruins of
Osgiliath,

Stone Debris q
I cut individual dressed stones (10mm x 5mm) from

5mm foamboard and glued them in place. I then ‘
filled in the gaps by applying a paste of PVA, sand
and gravel. Finally, I glued gravel to the base before
applying a coat of watered-down PVA to seal the
surface in preparation for painting.

The Battle for Osgiliath

By taking the inspiration for my

The Final Touch

I had a number of spare Orc weapons from the Warg
Riders sprue which I painted and glued to the base.
The wood was painted Scorched Brown, then
drybrushed Bestial Brown followed by Bleached
Bone, and the metal
was painted Boltgun
Metal highlighted =
with Chainmail.

ruins from the film imagery I've
been able to make a model with a
very distinct look, but which still
uses the first principle of building
construction; start with a simple
shell and apply specific textures
and finishes to it. Although this
terrain project was very different
from the watchtower I'm already
looking forward to making a few
more pieces to expand my

collection of ruins.
<4 GA
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The Battle for Rhosgobel

The Eagles rush to aid Radagast the Brown as be is set upon by Goblins

Mat Ward introduces a new scenario that
sees the Wizard Radagast the Brown
intercept a large band of Goblins and
Wargs before it attacks a small village in
the foothills of Hithaeglir.

adagast the Brown, master of hues and

of animals, makes his home in

Rhosgobel on the borders of Mirkwood.
Though he takes little part in the events of the
wider world, except in times of great need,
Radagast is, in his own way, no less a bulwark
against the machinations of Sauron (providing,
of course, that he can be stirred from his
introspections).

It is largely due to his presence that
Rhosgobel — even though it lies between the
oppressive gloom of Mirkwood and the
caverns of the Misty Mountains — is a
relatively safe place to dwell for, for in
addition to the formidable powers at his
disposal, Radagast can often call upon the aid
of the Eagles of the Misty Mountains.

In one such occurence, a large band of
Goblins and Wargs, with malice aforethought,
have swept down from the foothills of the
Hithaeglir. The small Mannish village that lies
in their path has little chance of repelling such
an attack, so Radagast intercepts the oncoming
attackers. If the ensuing conflict were to
remain as one against many, even Radagast
would find himself hard-pressed to triumph,
but help is on the way...

Participants
Good

Radagast the Brown
Gwaihir

2 Giant Eagles

Evil

2 Goblin Captains
Goblin Shaman

Warg Chieftain

8 Wild Wargs

8 Goblins with shields

8 Goblins with spears

8 Goblins with Orc bows

Layout

This scenario is played on a 48"/112cm x
48"/112cm table, representing an area of
Rhosgobel foothills. The western side of the
board is quite heavily wooded, with a series of
hills rising on the eastern board edge to
represent the start of the mountains. There are
three small woods (about three trees), a large
wood (about five trees) and several individual
trees scattered across the board.
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Starting Positions

The Good player chooses a board edge and
deploys Radagast at least 18"/42cm away from
the chosen edge. The Evil player deploys his
force up to 6"/14em in from the opposite board
edge. Gwaihir moves onto the board from a
table edge of the Good player’s choice at the
start of the first turn. The other Eagles are kept
in reserve and will be available later in the
game.

Objectives

The game lasts ten turns, at which point the
game ends. The Good player wins if he has
achieved two out of the following three
objectives:

+ All Good models are still alive.

+ The Goblin Captains have been slain.

= The Evil force has been reduced to 25% or
less of its starting numbers.

If the Good player does not achieve this before
the game ends, the Evil player wins.

Special Rules
The Eagles are Coming! Gwaihir’s brother
Eagles are somewhat behind him and are not

48"/112cm

present when the battle begins. At the end of
each Good Move phase the Good player may
move any Giant Eagle that has not yet been
deployed onto the board on the roll of a 4+.
Each model enters play from a board edge
chosen by the player with priority.

Master of Beasts. Radagast’s inimitable
powers put him at a distinct advantage when
fighting Wargs and other beasts. Any Wild
Wargs (including the Chieftain) that wish to
charge Radagast must first pass a Courage test
or not charge ~ this is in addition to any tests
they may have to take for any Terrifying Aura
that Radagast may have in place.

Points Match

If you want to play this game with other
forces, choose a Good force of up to 500
points and an Evil force of equal value. Each
side must include at least one Hero. Neither
side may equip more than 33% of its models
with bows or include any cavalry models.
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Soon The Black Templars will take
the Emperor’s light to the dark
corners of the galaxy once more
with a brand new codex. Graham
MeNeill dons his power armour
and gives us a taste of what to
expect in Codex: Black Templars.

; he origins of the Black Templars lie
I amid the ashes of the Horus
Heresy, when the Emperor’s most
trusted warrior, the Primarch Horus, turned
upon the Master of Mankind and began his
galactic-wide rebellion. Though Horus was
eventually defeated, the Emperor was near
death and his vision of a galaxy dominated
and ruled from Terra lay in ruins. In the
wake of this conflict, Roboute Guilliman,
Primarch of the Ultramarines Legion,
decreed in his Codex Astartes that each of
the Space Marine Legions was to be broken
up into Chapters of a thousand warriors. No
. longer would one man wield the power of
" an entire Space Marine Legion.

But not all the Primarchs would accept this,
and Rogal Dorn of the Imperial Fists
. refused to have his Legion broken up when
~ the Imperium sorely needed such warriors.
Guilliman branded Dorn a rebel for refusing
. to abey the Codex, and in return, Dorn
called Guilliman a coward, for his Legion
ad been far from Terra in the last days of
he Heresy. Matters threatened to come to a
head when an Imperial Fists vessel was
ired upon and the Imperium seemed
ertain to plunge into another bloody war.
- But at the last, Dorn relented and agreed to
have his Legion broken into three Chapters,
_ one retained the Legion’s name, the others
ging the Grimson Fists and the Black
Templars. Dorn chose Sigismund, his most
e%. Zealous champion, to lead the Black
Templars and this mighty warrior swore
= .upon Dorn’s shattered sword that he would
4 fulfil his Primarch’s trust. Seeing the
! suspicion he and his brethren were held in,
Sigismund determined that a supreme
gesture of faith was required and swore a
\ mighty oath that the entire Chapter would
- go forth on a Crusade to prove their loyalty.
Ihey would take no homeworld and would

stars in crusading fleets to smite the witch,
the alien and the heretic with the Emperor’s
fiery vengeance. It is a Crusade that has
lasted since that day.

CRUSADERS OF THE EMPEROR
Given their fleet-based nature, the Black 3
Templars are rarely assembled as a Chapter,
but are instead divided into a number of ;
Crusades. The size of these Crusades can
vary immensely, sometimes as few as 50 to
a 100 warriors, sometimes the equivalent of
several Companies from a Codex Chapter.
Only the High Marshal of the Chapter has
any idea how many Black Templars Space
Marines there are, but it is obvious that
they are far more numerous than most
conventional Chapters, though dispersed
over a much wider area. Each Crusade of
the Black Templars continues the first
mission of the Space Marines, seeking out
the enemies of the Emperor and destroying
them before moving onwards to find the
next foe to be wiped out. They lust to crush
the enemies of Mankind and show no
tolerance for heretics, mutants, witches,
aliens or other abominations against the
Emperor.

FIGHTING COMPANIES

In battle, the Black Templars continue to
fight in the style of their founder,
Sigismund, preferring close combat to
ranged warfare. Face-to-face with his
enemy, a Black Templar can earn glory and
respect and be sure that his foe is truly
vanquished, fighting with righteous fury
and the noblest ideals of honour. This is
further emphasised by the fanaticism of
Black Templars battle brothers, whose
righteous anger makes them loathe to
retreat before an enemy. They will drive
towards the foe relentlessly, their own
casualties only serving to spur them on
faster, hungry for vengeance against the
slayers of their brethren.

SERVANTS OF TERRA
The Black Templars have come a long way
since their first appearance in Codex:
Armageddon, with an all-new book giving
you brand new rules for these stalwart
warriors of the Emperor, as well as a whole
heap of background. Until now, the Black



Templars haven't had much depth to their
history, with the bulk of it concerned with
their recent actions on the war-torn world of
Armageddon. Aside from a brief mention in
the second edition Sisters of Battle codex,
that was pretty much their lot — not too
impressive for a Chapter that's been around
as long as the Black Templars. But now, with
this new book, that's all changed, as much
more history and depth are added to the
character of the Chapter.

In addition to a whole set of new rules and
background, there’s an impressive array of
brand spanking new miniatures to go along
with the codex. The bulk of a Black Templars
army is made up of Crusader squads, and to

54 CRUSADERS OF THE EMPEROR

go along with the plastic frames of Space
Marines, there's the new Crusade sprue
(pictured right), which has everything you
need to transform your Space Marines into
Black Templars, with Templar-specific
shoulder guards, Templar icons for Space
Marines and vehicles, Templar arms with
chain-wrapped weapon hands and many
more pieces of wargear and crusader seals.
The Crusade sprue, has everything you'll
need to ‘Templarise’ your Space Marines.

SWORD BRETHREN & CHARACTERS
The veterans of the Black Templars are
organised into the Sword Brethren, warriors
who have proved their courage in the fires of
battle time and time again. With access to
some of the best weaponry in the armoury,
these models are some of the best we've ever
made and look fantastic on the battlefield
(and they're not half bad in a fight either!).
They typify all that is great and noble about
Space Marines.

“They lust to crush the enemies of Mankind and show
no tolerance for heretics, mutants, witches, aliens or
other abominations against the Emperor”
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As well as new Sword Brethren, there are
also two new special characters included in
the book, High Marshal Helbrecht and
Chaplain Grimaldus — Hero of Helsreach. High
Marshal Helbrecht is the Chapter Master of
the Black Templars and epitomises the
qualities of stubborn determination that are
the hallmarks of the Chapter. Armed with the
Sword of the High Marshals, a weapon that
includes fragments of the Sword of Dorn
itself, Helbrecht is a warrior beyond compare.

Chaplain Grimaldus is one of the Chapter's
Reclusiarchs, a Chaplain of fearsome and
unforgiving aspect. His unbending
determination never to fall in battle keeps him
fighting, even after suffering the most

- and an impressive

grievous of wounds. Together
with his retinue of servitors
carrying the relics of a
destroyed Imperial temple,
he is symbalic of the fiery
zeal of the Black Templars.

Next month finally sees
the release of the Black
Templars’ richly deserved
codex, bursting at the
seams with righteous
fury, mighty warriors

array of new wargear.
Prepare to smite the enemies of
Mankind!
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The Ultramarines are the most
glorious of all the Emperor’s
Space Marine Chapters — their
‘history is legend and their deeds
immortal. At their head stands
Marneus Calgar, a mighty hero to
«a thousand worlds. Dominic

- painter David Rodriguez about
~how he built and painted the
Chapter Master’s Land- Raider.

- David: The very definition of @ Codex Chapter

+the Ultramarines are the living embodiment of

the spirit of Roboute Guilliman. ‘Eavy Metal

" had already assembled and painted an
Ultramarines army to feature in Codex: Space
Marines and the How To Paint Space Marines
book. To provide the army with a stunning
centrepiece | was given the opportunity to

- convert a Land Raider for Marneus Calgar
- and his personal bodyguard.

% - After a chat with artist Neil Hodgson it
% became clear that the release of Codex: Space
- Marines inaugurated a more gothic style for
. the warriors of the Adeptus Astartes. | wanted
5 to show that the Land Raider was a revered
. relic of the Chapter, a mobile temple for
“Marneus Calgar. The vehicle is a source of
inspiration to the Ultramarines on the
- battlefield, and also reflects the glorious
. history of their Chapter Master. My main
reference for this was the Codex: Space
~Marings cover art which depicts the
Ultramarines in their full splendour with dark,
gothic overtones.

G ;'Q L& ﬁc

Dominating and impressive, Marneus Calgar's shrine-like Land Raider inspires heraism in his warriors.

bl

FURY

painted by experts

U THE TRIALS OF MARNEUS CALGAR O

OF ULTRAMAR

of the Ruinous Powers
slain by Roboute
Guilliman after the
Gamalia Reclusiam
Massacre.

THE GAUNTLETS

Amongst the most revered
of the Ultramarines relics,
the Gauntlets of Ultramar

are ancient artefacts taken
back from a fell Champion

THE BATTLE

OF MACRAGGE
Marneus Calgar
commanded the
Ultramarines fleet against
the Tyranid Behemoth hive
fleet. After a long and
bloody struggle the
Tyranids were defeated,
but the entire Ultramarines
1st Company was wiped
out.

THE BATTLE

OF ICHAR IV
Calgar commanded the
Imperial defenders — a
combined force of Space
Marines, Imperial Guard,
local militia and alien
Eldar forces — at Ichar IV,
a hive world attacked by ;
the Tyranids at the
culmination of the
invasion of Hive Fleet
Kraken.
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* THE ARCHWAYS
= ',rb r.raata asmooth
= ﬂmca. the sides nfthi';
!“ 1:) Land,Haldar were built up

* . using layers of plasticard.
© ‘r cut out the s for tbé‘«g
P arthags and d these onto

- the side of the ver e. Green Stuff
was used to smi nul’anv gaps
hefore final d‘efai‘ls siich as |:|Iastl,l%ir

THE PILLARS e s _ s "
Supporting the archways is a set of pillars. To make them, | cut oo TERIR B S R g
short lengths of plastic rod and attached them to the sides of the R - s % s
Land Raider. A small amount of ready mix filler was used to fill : B s By A g s
gaps along the edges. The addition of icons from the Space
Marine Gommander sprue finished off the detailing on the pillars. THE SPONSONS

~ | The lascannon sponsons were decorated with an eagle motif that

: is simple to achieve. The wing was cut from a Sister of Battle laud
hailer, while the head was taken from the plastic Space Marine

7 KT T : | Commander backpack. These were glued together and mounted on
§o P BN " | the side of the lascannon.

- *_THE GAUNTLETS

. The Gauntlets of Ultramar were
-+ sculpted out of Green Stuff

“and then glued onto the front

. ~of the tank. To finish off, a ;

- skulland the scroll from the (t [ ! {

Tank Accessory sprue were

a

e, ¢ - 3 k. -
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As a shrine fo the Chapter Master, the Land Raider depicts key events from the history of Marneus Calgar on its hull. These illustrations were originally hand
drawn at a larger scale and reduced in size on a photocopier. The images were then photocopied onto printable transfer paper and applied to the tank.

RULER OF THE SIEGE THE CORINTHIAN
ULTRAMAR OF TULWA CRUSADE
As Chapter Master of During the Siege of Calgar led a force of Space

Marines into the Ork Empire
of Charadon on a crusade
that delayed the Waaagh! of
Warlord Argluk by thirty
years. Ancient Galatan,
bearer of the Banner of
Macragge, fell in the breach
of Corinth and Calgar was
among those who carried
his body back to Macragge.

Tulwa Calgar led the
infiltration force that
destroyed the Iron
Warriors' Fortress of
Pain.

the Ultramarines,
Marneus Calgar is
Lord Macragge, Ruler
of Ultramar. .




PAINTING THE LANDRAIDER

iE ESi%e 1 ‘
ter the hull had gen puinted '
nd highlighted biue | brushed
\ ehalk into 1he recesses to -
eve a dark effect. I'san
‘gative to ink washing as it
ks very natural. If you are
0 try this technigue on a
ing model, make sure you
£ ish it to stop. the chalk from
waarlng off. -

- THE DECORATION _
As this is such an important vehicle it
made sense to detail all the gun
harrels. The gun casings were painted
Chaos Black. Shining Gold was then
used to paint thin curls, which were

a final thin coat of Mithril Silver was
‘applied.

highlighted with Burnished Gold before

THE GOI.D
It was important to-use a reallv
striking gold colour on the Land
Raider. To achieve this I started
‘with a hasecoat of Brazen
Brass. Shining Gold was then .
layered over this, followed by a
~ wash of Brown and Black inks. A
| highlight of Burnlshed Goldwas | .+
~ added and finally a fine
hightight of Mithril Silverwas |-
appliedtothe edges. . |° . '~
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‘THE SCRIPTURE
* ./ The script work on the front and back of the
] /. ‘Land Raider required hand painting. With a
steady hand and using a fine detail brush |
painstakingly took to the task. This is
something that takes time and patience but
the overall result more than makes up for it.

d put mum un‘i’u vuu{ mudels yoU can use printahle

 your models in tlxe salﬁq_ ugmiﬁmu were using
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The Master of a Space Marine
" Chapter is not only the supreme

commander, he is a symhol of its

__history and achievements. Matt
“/“"_ " Parkes explains how he applied
" these ideas by designing and
" _bmlchng a Chapter Master for the

Crimson Fists.

| settled on the-idea of making a Chapter
Master for the Crimson Frsts mainly because
. “they have a well-known, evocative
background to draw on, and don't curtently
_have a Chaptet Master model of their own. |

CONVERSION IDEAS

fng this piece of Crimson Fists artwork,

' . /Matt planned out what elements he
%" wanted to add to the model.

=

 Shoulder pads: extra armour
pieces on edges. Head
protection — could be used to
hang decorations from

|  Chest plate: more decoration
« Combi-weapon with strap

 More parchment: purity seals
around belt

= Purity seals: rows on outside
leg look like buckles

* Bretonnian sprue: use for
details

60 FAITH AND FURY

- was able to find an Index Astartes article

(WD288), describing the Chapters hlstory to
help inspire me.

1 began by sketching out some ideas for-the
figure. To speed up the process a little, | cut
out the picture of the Crimson Fist warrior
featured in the article, and drew my ideas
directly onto it.

Most of these ideas would end up-on the
model with only a few modifications. The
design fresh in my mind, | began to assemble .
a selection of parts to work from. The Space
Marine Commander sprue was an ebvious

place to start, but | also included a Tactical
Squad sprue, Command Squad sprue and
even a frame of Bretonnian Knights.

I'd originally thought about building a banner
from scratch, but decided to use the banner
from the Command squad instead. | ended up
cutting a section out of it to make it a bit
more manageable as a backpack mount. | had
already decided to use a more substantial
combi-weapon instead of a bolt pistol. Having
looked at the parts available to me; | also
decided to change his close combat weapon
to a power sword. That would leave me with
a power fist to decorate the hanner.

« Banner: showing fist icon. e
Background showing the destruction o
of the fortress-monastery on Rynn’s |0 2
World. Battle-cry at the bottom “There
is only the Emperor, He is our shield
and our protection”

= Open face: helmet on belt

« Fist: power fist from sprue sanded
down, highly decorated

» More parchment: made with metal foil

* Knee pads: replace with Bretonnian

pauldrons.

« Cloak from sprue: split into three P
parts. Heavily patterned and with text 8
(names of fallen brothers) W

« Increase height: plastic spacers : .
under feet and in waist W 4

i
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It'was important that the model should appear large and imposing. The banner and pose would go some way towards making this happen, but
| decided to use spacers made from plastic card to make him physically taller and broader than other Space Marines.

After selecting a suitable pair of legs from I wanted to create knee a'rmm}r in the 3 | took two of the small shiefdé Jfrom the & = &
my bits box, | added plastic spacers to shape of shields like-in the illustcation. So Bretonnian Knight spruge and carved them m;?
the feet and hip joint. first | carved away the existing knee pads. to fit into the gap in the knees. . =]

Wlfh rhe legs complete | took the body | then cut the marked 'se;}tfons out of the Usmg a hairdryer to heat up rhe plastrc fags F

oo with-cloak and marked the places where | cloak, attached the breastplate and added ) was able to bend the flaps of the cloak o 5, B 53
> would need to cut in order fo split the spacers to the shoulders. . . without breaking them. [ then added the" =
cloak into three parts. " ey - " amms to complete the body, and glued ft-

Ew ‘ B pd ey e p L3 totheieg,s'

MODELLING THE DETAILS

| decided to concentrate on the shoulder
pads. | built up the rims'with plastic rod then
added pieces of plastic card and wire to
represent the crenellations of the Crimson
Fists' fortress-monastery. Once the model
was assembled.| added the extra shou!der
‘pad detalls

I spent some time thinking about the design
 of the banner. Most of the Chapter’s history |
wanted to reference would be displayed here.
In the end, | used the main body of the
- banner to display the Chapter badge and
* devotional text, the smaller parts would then
*.be used to reference specific events in the
Chapters history. !

fed bordeir
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i _The same thmkmgemployed for this model

- could be used to create a centrepigce for a
R garmng army. What makes a model like this -
work is capturing the spirit of the army in a
o smodel; whether that's through the pose and
N _desugn or through the decoratlon and detail.

i Plastic rod was used to. add btk and exrr&‘ i s
i LR decoratmn to the shou‘!der pads. " \-\_
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The shoulder pad creneffarrons,‘ for '-"',ade from 3 Before even picking up a paint brush Matt did extensive preparation for the banner design, researching the Crimson Fists
pieces cut from a sheef of-'pimc card S background and making a number of annotated sketches to get the detail right.

“%
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The way that Matt has re-sculpted the cloak
creates a sense of movement, so that the

model appears to be in the midst of action.

The back of the banner received as much attention as
the front. It features the Imperial Fists emblem — the
founding Chapter of the Crimson Fists — and is topped

with a red power fist.

%ﬁ._

4
A £ g

o - PR - : S
Matt built up the edges of the shoulder pads to represent the crenellations of the Extra details such as chains, purity seals and a guitar
Grimson Fists fortress monastery. string for cabling enhance the model. A wing taken

from Azrael's Helmet Béarer adorns the shoulder pad.
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ose Chaos boyz are tasty in a ruck. Dis tribe | worked for once "ad a pop af some
and dey got so badly clobbered dere wasn’t even any bits leff for ehsperiments.
Good fight, though.

-~ HURON BLACKHEART -

By John Shaffer

The only image of Huron | had

as a guide was the cover of the novel /nto
the Maelstrom. Thus, | based my
conversion loosely on that illustration. |
used a combination of Imperial and Chaos
Space Marine bits along with some
components from the Warhammer range
to complete the conversion. The Tyrant’s
Claw is the most complicated part of the
model and took the longest time to
complete. For flexibility and easier
painting, | decided to try using magnets
for the arm joints of the model. It helped
during the painting process when | could
remove parts and paint them individually.
Plus, | can switch out his wargear and
remove the Hamadrya on his shoulder.
Using magnets takes time but is a neat
technique for character models.

The Hamadrya is
made from a
Bretonnian helmet
dragon and Wight
helmet wings.
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By Alidy Hoa{e' & Phil Kelly -
"~ \WHAT |S CHAPTER Arrgnvsn?

Each month, Chapter Approved-takes
alook at the Warhammer 40,000
-game and its rules, introducing new
scenarios, weapons, rules and army
list entries of-all types. It also acls
_ as a/forum-for dedicated players of

+ .. AWarhammer 40,000 who have
e prm@u.c"ed inspired, well thought out -
and just plain brilliant additions to -
~ 70 ¢ -the game.
S | | yuu"ve_-jnl something good for
Chapter Approved then write to us at
. the-address below.

Note: Please don'tinclude rules
queries etc, with your lefters, asthe - *
volume of mail means that in most ..+
cases we won't be ablg jo send
windividual-replies.

Chapter Approved
Games Workshop
= Willow Road, J-efiton
2 Nottingham
«  NGT.2WS, UK~

e KILL - TEAM easssscssasy

NEMESI

Greetings citizens and welcome to another exciting instalment of Chapter Approved! This
month sees Scrivener Hoare and his Servo-fabricator Phil Kelly unveil a set of rules for
including some really large and frightening bad guys in your Kill-team Brute squads.

ndy: What | personally like about Kill-
A team is the chance it offers to create
all manner of unusual models,
perhaps representing character types that
aren’t so appropriate fielded as entire armies.
But that got me thinking about what
conversion opportunities the player has
available when the tables are turned and he’s
playing the Brute squad. The opportunities
are certainly there, in the form of Bosses and
indeed unusual Brutes, but | wondered
whether this could be taken further. So,
taking my cue from computer games, in
which you meet a particularly nasty creature

at the end of each level, | tried out a couple of
conversions. They seemed to work and so the

idea for this Chapter Approved came about.
Hopefully then, Chapter Approved: Kill-team

Nemesis will appeal to mature and
adventurous players on a number of levels.
On the gaming side, you get to use some new
rules. On the background side, these new
rules have the flexibility to represent almost
any aspect of the Warhammer 40,000
universe you care to imagine. And on the
modelling side, you get to create as-wild and
extreme a conversion as you can invent. This
‘total hobby’ approach is what Kill-team is all
about, and | hope players enjoy reading and
using this Chapter Approved as much as |

enjoyed writing it.
/@H/

“Taking my cue from computer games, in which you
meet a particularly nasty creature at the end of each

level, I tried out a couple of conversions.”




- USING \
* Kill-team is all about the moment the heroes attain their objective — the instant of victory, or failure, that they have hacked their way through

A NEMESIS IN KILL-TEAM

\

hordes of bad guys to attain. Sometimes, however, victory might be snatched from the reach of our heroes and dangled mockingly before

them. This is the moment the Nemesis makes his appearance.

and there certainly isn’t going to be a sequel.

« The game is played as per the normal
“Kill-team rules, with the exception that the
defender will have fewer Brute squads. In
the Brute squad player's turn, after a Kill-
team turn in which the Kill-team has
achieved its objective, the Nemesis is placed
on the table in cover if possible, and starts
its turn between 6’ and 12" of any member
of the Kill-team. ‘ .

« |f the Kill-team’s objective is to escape from
a table edge, then the Nemesis is placed at
the beginning of the Brute squad’s turn
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along that edge once the Kill-team is within
12" of its escape point. As before, the
Nemesis is deployed within 6" and 12" of the
Kill-team. Regardless of any other - '
objectives attained, the Kill-team can only
claim a victory once it has dispatched the
bad guy. : :

« The Nemesis is automatically aware of the
Kill-team.

The Twist
As you may have deduced from the above

It's the big flﬁht,"lha'final confrontation - there’s only going to be one winner,

deployment rules, the Brute squad player -
does not have to inform the Kill-team player :
what type of Nemesis he is using. The Kill-
team player may wonder why it's so quiet
(too quiet...) but he won't know for sure
until the moment he reaches out to grab his
objective. This means that the Brute squad
player will have to keep his Nemesis tucked
away until the moment comes to
dramatically open his figure case and
lovingly take out the miniature. An evil e
Vaudevillian cackle is perfectly appropriate
at this moment.

| Each of the races listed in the chart

Who, what and how?

Not all types of Nemeses are appropriate
for use with all Brute squads. The Tau for
example, don't believe in ghosts and so
may not use an Apparition. The Space
Marines aren’t too keen on Daemans,

s0 again, a Space Marine Brute squad
does not have access to them. Which
Nemeses may be used with which type of
Brute squad is detailed in the chart left.

Cost of a Nemesis

helow sacrifices a number of ifs Brute
squads in order to pay for the Nemesis.

Squad type Squads sacrificed
Space Marines 2

Chaos Space Marines 2

Eldar 3

Orks 3

Dark Eldar 3

Tyranids 4

Tau 3 &

Necrons 2

Imperial Guard 4 Guardsmen squads
or 2 Storm Trooper squads

Inquisition 2 Storm Trooper squads



"NEMESIS TYPES

Nu‘m ttar Wfti  race.they are used wiih Nemeses conform to one
ven types. Tmi%hps things simple (and—tﬁe rules relatively

: w’ﬁila still pruvlﬂiﬂ‘g a range of background, gaming and
mmum}nppeftumhes :

Ina Brute squatl player may chuuse one ni these Nemeses,

WARR[OR CONSTRUCT
A Warrior Construct is a being of entirely artificial manufacture,
driven by some manner of machine or spirit intelligence. Its body is
strong and resilient, and it is able to withstand an enormous amount
of damage: Its only major weakness is its comparatively slow speed,
though this is rarely a major disadvantage.

< Warrior Robot
by Mark Bedford

MUTANT MONSTROSITY
- Often the calamitous result of dabbling in the forbidden sciences,
the Mutant Monstrosity is an affront to nature. It is a being that

should not exist, yet does, living its short existence in a state of
constant pain and resentment, punctuated by brief periods of
extreme violence.

AT SY
NGRS b

Type WS BS 8§ T W
NGRS oG NS e S 2

Weapons and equipment: The Mutant Monstrosity
may select up to two normal close combat weapons,
or two twin-linked small arms, or one of each.
See the list overleaf for those available. g
- Special Rules
Random Attacks: To represent the
frenzied flailing of the pain-fuelled
mutant, its Attacks characteristic is randomly determined by
rolling a D6 at the start of each Assault phase when it is
fighting.

- 66 KILLTEAM NEMESIS
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modifying it as allowed by the entry. The Nemesis is ‘hought’ by the
Brute squad player and paid for by sacrificing a number of Brute
squads. For example, a Tyranid Brute squad faking a Mutant
Monstrosity would only take fwe of the nine Brute squads normally
available to it.

¢

Type
W. Construct 3 et 4

WS UBS ST T WS A L S
DTS i D03

Weapons and equipment: The Warrior Construct may select up to
two heavy weapons or twin-linked small arms, or one of each. See
the list overleaf for those available.

Special Rules

Fearless: Warrior Constructs are incapable of knowing doubt or fear
— they single-mindedly fulfil the task for which they were created.
They are Fearless, as described in the Warhammer 40,000 Universal
Special Rules section.

Slow and Purposeful:
Warrior Constructs that

are equipped with heavy
weapons are subject to the
Slow and Purposeful special
rule, as detailed in the
Warhammer 40,000 Universal
Special Rules section.

Eldar Lancer by Andy Brown ¥

-

o An Eldar Warrior
Construct might be a
Wraithbone construct. )

A Tau Warrior would likely be
some form of experimental
battlesuit, or new drone type.

» An example of a Necron Warrior
Construct might be anything from
a Tomb Spyder variant creature to
a new type of Lord.

Insanely Stupid: Make a Leadership test for the Mutant at the start of
the Brute squad player’s turn. If the test is failed, the Mutant may not
move that turn and may not Assault. If the Mutant is already engaged
in an Assault, the test is not taken — they’re not that stupid.

» An Ork Mutant Monstrosity might be a Doc or
Painboy's experiment gone critical! BECY

* The Imperial Guard might field a mighty Ogryn
or other Abhuman bodyguard as a Mutant =
Monstrosity.

« A Witch Hunter's Monstrosity could represent a
captured Mutant.

» The Lost and the Damned might field some
hybrid of Big Mutant and Chaos Spawn. Sy

« A Tyranid Mutant Monstrosity might be a bizarre ="
hybrid of man and extra-galactic alien.

<« Mutant Thing by Andy Hoare
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it CYB ERNETIC CONSTRUCT :
This is a blasphemaus or just plain cruef amaigamaﬁan of hwng being and machine. The creature w:thm the machine may be kept in a perpetual
state of pain and blooalust, or it may be allowed to sleep away the decades, even centuries, between short periods of war,

Type WS BS 8 T- W I A i~ Sv
C.Construct 4 3 5 0 AR T R

3 Weapons and equipment: The Cybernetic Construct may select up to two normal close combat weapons or two twin-linked small arms, or one
- of each. See the list overleaf for those available.

_Special Rules - Cybernetic Grot »
Stim Injectors: The few organic components that remain of the - by Martin Wood
construct are saturated by a potent cocktail of stimulant drugs.
The Cybernetic Construct is subject to the Feel No Pain special
rule, as detailed in the Warhammer 40,000 Universal Special
Rules section.

« A Space Marine Cybernetic Construct could be a wounded
veteran trapped within a life support device.
The Orks might use a Mek’s demented creation.
An Imperial Guard Cybernetic Construct could be a veteran in
a unique combat rig, a power lifter type device or an H-Grade
Combat Servitor.
« Chaos Space Marines might field a variation on the
Obliterator or one.of Fabious Bile’s more unpleasant
~ experiments.
« For the Lost and the Damned the Cybernetic Construct might
A0 represent the result of a tortuous experiment gone wrong.
= For the Dark Eldar the Construct may be the result of a
“tortuous experiment gone right...

An H-Grade combat servitor
bars the way to victory...

_ﬁww.gumes-worigsﬁap.tg uﬂghﬂg&empproved 67
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DAEMONHOST

- Boumd to its human shell only by words and sigils, the beast
within strives to escape, to be free of the weak flesh that
imprisons it and to sate its bloodlust on the flesh of the living.

Type WS BS =8 AT =W

A Ld Sv

Daemonhost 4 4 4 4 4

" Weapons and equipment: Claws, pseudopods and other, less

identifiable, appendages.

Special Rules

Fearless: Daemonhosts are Fearless, as described in the
Warhammer 40,000 Universal Special Rules section.

UNBOUND DAEMON

Few bear the power to summon the Unbound Daemon to the
material universe, and even fewer have the power to bend it to their

|
3 2(d) 8

5+ (‘mv.)l' g

Daemonic Aura; The Daemon’s skin is formed
from the very stuff of Warp - its Save is

Invulnerable.

will. The Sorcerers of the Traitor Legions are amongst those few with

genuine skill, while the Radicals of the Daemon-hunting Inquisition
often beligve they have such power. Often the price of such folly is

the soul of the summoner.

A Ld Sv

Type WS BS § T W
Daemon 5 3 5 5 2

Weapons and equipment: Vorpal claws and talons.

Special Rules

Fearless; Unbound Daemons are Fearless, as described in the

3 10 4+ (inv)

Warhammer 40,000 Universal Special Rules section.

Skarfor the Vile by Mat Ward»

NEMESIS WEAPON OPTIONS

« A Daemonhunters’ Unbound Daemon
might have been summaned by a
heretical Radical Inquisitor to
perform nefarious deeds on his behalf.

» A Chaos Space Marine Unbound Daemon could
be a servant of a lesser Chaos power, bound to
the will of the summoner.

Timeshift: The Daemonhost can move 12" and assault
12", and its Attacks are doubled to 4. This power does
not require a Psychic test, but may be nullified by such
items as a Librarian’s psychic hood as normal.

» Daemonfiunters are known to make use of
Daemonhosts — this one could be an example
of a different type of host — perhaps possessing
an Ogryn!

« A Lost and the Damned Daemonhost would
represent the work of a mad Chaos Sorcerer.

A Dark Eldar Daemonhost could represent a

doomed soul kept lingering long past the death

of its physical body.

Daemonic Stature: The Unbound Daemon is a
Monstrous Creature, as detailed in the
Warhammer 40,000 Unit Type Rules section.

The specific weapons available to. Nemeses depends on their race. They are chosen,from the list below, as detailed in each profile. For

Very Important Bit: These rules are
intended to provide a reasonably:wide range
of modelling eptions for the defending
player, whilst not making things impossible

for the Kill-team. We could provide rules for, «
'~ head-mounted twin-tornado launchers, but,

though the model might look incredible. (or
not...) the effect might be somewhat unfajr.

. However, players are encouraged to explore
| whatever creative avenues they wish. So, if
- you want to'create a creature from your

i opponent’s werst nightmare, treat every use
| of a weapon not listed here as breaking a

single- Mutable Rule.

Taking two identical ranged weapons
counts as twin-linking. If the model has two
different weapons; it may choose which to
fire, but may still only fire one. Twin-linked
flamer weapons may re-roll to wound.

Space Marine weapons

- Small armis: Boltgun; flamer, meltagun,

plasma gun, power weapon.
Heavy weapons: Heavy boltér, las cannon,
missile launcher, plasma cannon, assault

' cannon, power fist.
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Chaos Space Marine weapons
Small arms: Boltgun, flamer, meftagun,
plasma qun, power weapon.

* Heavy weapons: Heavy bolter, las cannon,

missile launcher, multi melta, power fist.

Eldar weapons
Small arms: Shuriken catapult, flamer,
death spinner, fusion gun, power weapon.

. Heavy weapans: Scatter laser, shuriken

gannon, wraithcannon, Eldar missile -
launcher, star cannon, power fist.

Lost and the Damned weapons

Small arms: Lasgun, flamer, meltagun,
grenade launcher, plasma gun, power
weapon., p

Heavy weapons: Heavy bolter, missile
launcher, heavy flamer, autocannon, power
fist. g

Daemonhunter weapons

Small arms: Storm bolter, Incinerator,

power weapon.

- Heavy weapons; Psycannon, as:";aullt

cannon, plasma cannon, eviscerator.

8 example, a Cybernetic Construct may select two ‘normal close combat weapons or two twin-linked small arms, or one of each’.

Ork weapons i

Small arms: Skorcha, shoota, choppa.
Heavy weapons: Big shoota, rokkit launcher, |
power claw. '

Necron weapons

Small arms: Gauss blaster, power weapon.
Heavy weapons: Gauss cannon, heavy :
gauss cannon.

Witch Hunter weapons
Small arms: Flamer,.storm bolter, meltagun,
power weapon.

- Heavy weapans; Heavy bolter, heavy flamer,

multi melta, eviscerator.

Dark Eldar weapons

Small arms; Splinterrifle, stinger, terrorfex,
blaster, power weapon.

Heavy weapons: Destructor, shredder,
agoniser. )

Tau weapons

Small Arms: Flamer, fusion blaster,

pulse carbine, pulse rifle.

Heavy weapons: Burst cannan, plasma rifle.
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. Unsane o T R TSR S Il )

- APPARITION o

Weapons and equipment: (Ghostly) close combat weapon.

_ Hit and Run: The Apparition is subject to the Hit and

UNSANE : t A : ; damnation, its gaze withering all who attempt to meet it. During the

- The Unsane are the weak, the oppressed — those whose physical Unsane’s Shooting phase, the flamer template is placéd with the
bodigs may plot to preclude them from war, but whose minds are so “narrow end touching the Unsane: Every- model under the template
strong as to. bind their ruined botlies past their death. The Warp must roll equal to or lower than its Initiative (a 6 always fails) or
whispers to such individuals, its denizens ever scratching at the receive a single, Strength.4, AP1 hit ~ survivors must immediately

shreds of their sanity, for they exist beyond the grace of the Emperor. move back, up to 6" and end their move outside of the template — any

-To ook into the eyes of such a being is to surrender one’s sanity to a that cannot do so are destroyed. The template is not removed once

greater madness, from which death is but a temporary reprigve. .. the attack is made. Instead, it is left there until the model S
moves, or is successfully assaulted, and any model that Y
Type WS BS " 'S LW Y A fLd Sy passes through it suffers the attack as detailed above. :

« For the Witch Hunters, an Unsane could represent a

captured and exploited Alpha Level psyker, or an avatar

of Sehastian Thor (you decide!)

» The Lost and the Damned might field an unshielded it
psyker possessed by the Ruinous Powers. F
« A Dark Eldar Unsane could be a captive psyker driven -
mad by a Haemonculus’ attentions. an
« For the Tyranids, the Unsane might be a human psyker
driven mad by the Shadow in the Warp, or perhaps an

; alien diplomat or infiltrator given human form, his

Gaze of Damnation: The eyes of the Unsane are pits of A Mad Psyker by Alan Bligh mission to sow discord and confusion amongst its prey.

Weapons and equipment: Bloodied fists, broken nails and
twisted fingers.

Special Rules

Aura of Unsanity: Any unit wishing to assault the Unsane
must first make a Leadership test. If the test is passed, it
may charge normally; if it is failed, the unit may not assault
this turn.

Py

The galaxy of the 41st millennium is one in which superstition holds
sway. The masses of Humanity worship an array of saints and
martyrs, and their faith in the God-Emperor is often the only factor the
populations of any two worlds may have in common. At times of
great portent, many have sworn to have witnessed the saints and
martyrs returned to life to fight at the side of the living, lending their
power once more to the eternal war against darkness. B

Special Rules
Ghostly Attack: The Apparition’s attacks allow no
Armour Saves or Invulnerable Saves.

Insubstantial: The Apparition may move up to 12" instead of the
normal 6". This move may pass through
Impassable terrain, so long as it finishes outside
of the feature, and through enemy models, so
long as it does not end within 1" of the model.

Run special rule, as detailed in the Warhammer 40,000
Universal Special Rules section.

 For the Space Marines, the Apparition might
be the ghost of a former Chapter Master,
drawn to defend his brethren one last time.

» An Eldar Apparition might be an ancestor
spirit drawn from the Infinity Circuit.

« To the Imperial Guard, the Apparition
may be the ghost of a martyr or a saint,
or a founder of the regiment protecting the
living.

o A Witch Hunters Apparition could be the ghost
of a founding saint of the Adepta Sororitas —
perhaps Saint Dominica herself.

« For the Daemonhunters, the Apparition may be A The ghost of
the shade of a dead Grand Master, drawn to  'Brother Laemodon

combat the Daemon once more. : by Adam Troke
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YOUR NEMESIS AWAITS

Here's u selection of some Kill-team Nemeses modelled by some of the most imaginative and skilled hobbyists we
know. Hopefully, their conversions will inspire you to create all manner of end-of-level gribbliness...

Witch Hunters Cybernetic Construct
by Mark Bedford ; Imperial Guard Cybernetic Construct
; by Sebastien Paepke

Witch Hunters Unsane
by Aly Morrison

Ork Cybernetic Construct
by Adrian Wood
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Adeptus Mechanicus Cyhernetic Canstruct
by Andy Brown . by

Adeptus Mechanicus Warrior Construct '
by Alan Bligh

Necron Warrior Construct & A
- by Gav Thorpe ; 7 ; / ' !

- $pace Marine cybernetic Construct
by John Cadice
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GRISHNAK!

An Ork Warboss rules his
warband through sheer brute
force. He embodies the
characteristics of the army and
hoards all the best equipment

. for himself and his bodyguard.

Grand Warlord Adrian Wood
describes how he’s converted a
new Warboss and retinue to
lead his army, and how he
used clan colours to emphasise

. the army’s character.

army, Ork culture, and the cults that

many Orks adhere to, are an excellent
source of inspiration. Clans offer a great
opportunity to apply a strong theme to a
force, affecting colour, iconagraphy and even
the kinds of units you might choose. By
applying a clan’s glyphs, traits and colours

Adi: When it comes to collecting an Ork

" you can add lots of character to your models.

Ork society is underpinned by a brutal and
simple tenet — might is right and the
strongest are in charge. An Ork belongs to a
mob of Boyz with a larger Boss or Nob giving
all the orders, usually “Charge!” or “Get 'em
ladz!™ An army of Orks is called a warband
and is full of different mobs under the
command of a powerful chieftain called a

L \Warboss. Warbands are part of a bigger

formation called a tribe, which is in turn ruled
over by a mighty Warlord, who keeps the
Warbosses in line with a strong right hook.

- These tribes and warbands normally exist in a

permanent state of internal conflict, when
they aren't raiding nearby planets and
enslaving other races. Occasionally a Warlord
of sufficient power and influence can rise to

. dominance and found a feudal empire,

banding together all the tribes in one specific
region of space. These empires will often go
on a kind of holy crusade against non-Orks,
called a Waaagh! — Waaagh! Ghazghkull and
Waaagh! Nazdreg are good examples of
recent Qrk incursions.

ORK TRAITS
Looting is a vital part of keeping the warband
functioning whilst on the move and enemy

| equipment is a ready source of materials.

RISHNAR!

MODEkaN AN ORE WARBUSS & BETINUE

Huge, noisy guns are most popular, often
kustomized to be even more devastating. As
well as using captured weaponry, some Orks
have even been known to copy Imperial-style
camouflage patterns as a kind of powerful
totem. Qrks are superstitious by nature as
well as being slightly psychic — certain
colours take on a special, even supernatural
significance. For example, vehicles that are
painted red actually go faster; blue is
considered a lucky colour and is applied by
Orks as warpaint.

BAD MOONS

My latest Ork army is based on the Bad
Moaons clan, as | really enjoy the contrast this
clan’s traits have with the armies I've
collected in the past. From a painting point of
view, they feature yellow iconography on a
black background: dags, vivid flame patterns,
as well as the characteristic Bad Moons
glyph. As Bad Moon Orks are obsessed with
wealth and owning the best gear, they have
plenty of additional equipment, like deadly
kustom shootas, grenades, 'eavy armour, and
mega armour.

WAAAGH! GRISHNAR

Originally Waaagh! Grishnak had started life
as a Goff army but | felt that the black colour
scheme just made the army look too dark and
unpainted. Then | made my Flash Gitz Kill-
team, Gnashnakoff's Boyz. | spent some time
thinking about colour of their skin and
clothing. | settled on Snot Green highlighted
with Goblin Green for the skin and a series of
light brown colours to paint the tunics:
Bubonic Brown, Desert Yellow, Vomit Brown,
Elf Flesh, Kommando Khaki over a Snakebite
Leather base colour. For the first time | had
found a striking colour scheme that looked
unified without being a uniform colour.

The finished effect fitted the Bad Moons
theme, the clan | most associate with Flash
Gitz and kustom shootas. | decided to paint
the rest of my army in this style, repainting
old mobs and creating new ones. The
warband has plenty of Flash Gitz, Shoota
Boyz and Dreadnoughts, plus lots of trucks, a
throwback to my days of fighting with an Evil
Sunz army. The latest mob I've added to the
army are the Warboss and his Bodyguards,
who embody the qualities of my Bad Moons
army in one unit.They all have flashy gunz,
with tons of equipment and trophies. Overall
they look ostentatious and wealthy.
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" Although Orks enjoy all aspects of Ork culture to the full, for some, these traits
become polarised and a dominant part of their personality, driving them to seek
out like-minded individuals and band together. These Ork cults, called the’

“clans, have specific traits, glyphs and colours and view other clans with.a

-certain amount of antipathy. The clans cut across the boundaries of fribe and

: w__arhands are more or less dominated by their ideals_.
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Goffs believe there’s only one way to
fight an enemy - up close and personal.
They prefer to wear no-nonsense black
¢loth and armour: decoration is limited
“to.check patterns and red details.

The Deathskulls clan loot the battiefield
of equipment, weapons and ‘
ammunition: Imperial kit is favourite,
which they then use against their
enemies. Deathskulls like to paint their -
skin with blue warpaint and wear
< clothing dyed the same colour.

. Ostentatious and obsessed with wealth,

Bad Moons wear lots of armour and use
only the best, mast expensive -
kustomized shootas decorated with

" yellow tooth icons, flame patterns and
.the Bad Maans glyph.

¢ SNAREBITES

Distrustful of technology, Snakebites are
nemadic, favouring simple, but .
effective, weaponry — the trusty choppa
for example. They often wear primitive,
fotems to ward away evil spirits, and

_trophies taken from past foes.

4
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‘Obsessed with speed, the Evil Sunz only
drive the fastest vehicles with the mast .
tuned up engines and decorate them
with bright red paint. After all, Red

Wunz Go Faster.

< BLOOD AES

Considered un-Orky by other Orks,

Blood Axes have a low cunning that sees
them don garish camouflage patterns
and sneak about in the shadows. They
also like to use Imperial equipment.
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Older readers of White Dwarf will probably recognise Adi’s tried and tested Warboss,

enduring through all the previous incarnations of the Warhammer 40,000 rules and Ork
Codex. Here, he is rendered anew to lead Adi’s latest moh, his Bad Moons army.

Grishnak has been the name of my Warboss
ever since | started to collect Orks in the early
nineties. | decided to use a Nob model rather
than a Warboss to represent him, so he'd fit
in with the style of his bodyguard.

All Warbosses and Nobs are monstrous hand-
to-hand fighters, even without any extra close
combat weapons, so | prefer to equip them all
with big shootas. The majority of the army
have this weapon in abundance and it's great
for pelting the enemy at a distance —even
with an Ork’s low Ballistic Skill. To get the
guns to stand out from the rest of the army, |
decided to use large looted Imperial weapons,
all suitably kustomised.

My Warboss is weighed down by additional
parts, quite fitting for the mighty leader of a
warband. The basic Nob model has additional
armour plates and Space Marine shoulder
pads, as well as two banners and one trophy
rack (the other off during painting but |
chose not to replace it as the model looked
better without it).

As well as the iron gob from which he derives
his last name, he has the most impressive big
shoota of all. Based on an Imperial Guard
heavy bolter, it has an ammo pack attached to
the outside, a large cog and skull trophies.
The most striking feature is the two choppa
blades mounted on the barrel, which
increases the silhouette and menace of the
gun considerably.

_BAD MOON RISING

Although the theme of the army is Bad
Moans and | emphasised the colours and
glyphs associated with that clan, |
consider all Ork iconography fair game to
use on an army, even if it is normally
associated with another clan - | just
downplay it so it doesn’t start dominating
the overall look. After all, Bad Moons like
fast vehicles, looted gear, close combat,
and are superstitious, just like other Orks.
They just like the most expensive vehicles
and gear, get psyched up by their vivid
yellow glyphs and flame patterns and
prefer to soften up the enemy using hig
shootas before getting into close combat.

To help show how the different Ork traits
and iconography appear, to a greater or
lesser extent, on my Bad Moons, I've
picked out areas on my Warboss and his
Bodyguards. They are split down into two
distinct areas: the weaponry the Ork
carries and the trophies they wear from
‘their vanquished foes.

74 WAAAGH! GRISHNAK!

@ BIG SHOOTAS
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Like all Orks, Bad Moons like choppas

m&_ _lml!"s skull is a Goff motif
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I’AINTING THE MOB G

I used exactly ihg same apprnaeh as for
the rest of my army but added extra -
layers of paint, tweaking highlights and
picking out details more exhdﬂsl“ vely to
make them stand out. | used Chestnut =
Ink on certain metal areas, then :
 highlighted it with Shining Gold. | addad .
more glyphs; s snazzy. ccheck patterns on .
the hig shnpias -as well-as classic Bad
Moons imagery, {lame patterns and
glyphs. Bleached Bone instead of yellow
made the wonngraphv siant[ out.

Slightly smaller than‘a metal Nob, but bigger than an Ork, the plastic Warhammer Orc
champion was the perfect core model for my Nobs. | could add plenty of additional parts and
. easily attach the Imperial heavy weapons, which count as big shootas. Most of the Nobs

_ have elaborate masks, jawhones and iron gobs to show their admiration for their Warboss.

W Grimfang’s big shoota is particularly large
and impressive. Like Grishnak's gun, it is
based on an Imperial Guard heavy bolter and
includes matching additional cogs and blades
from Ork choppas. His characteristic iron gob
is made from the face mask on the
Warhammer Orc Command sprue.

The overall Inok_ot the mob csrlamly
shouts ‘Bad Moons’. The next stage is to
build a suitable vehicle fo cart them .
around in, to close with the enemy ~ ~ *
faster. Is it going to be a trukk,.a looted
Rhino or Chimera or a battlewagon?

). The Nob below has been .
»  painted to a gaming
standard, while the Nob
above has added dala:l

A Razgob’s big shoota is made from an
Imperial Guard heavy bolter with an ammo
magazine glued to the side. Decorations
include a skull and chain from the Chaos
Tank Accessory sprue, a stikkbomb and an
iron gob from the Ork sprue. The drumsticks
and the jawbones are from the Warhammer
Orc-Command sprue.

A Sporting a big shoota made from the
barrel of a lascannon, Gorfang has an ammo
pack made from the Imperial Guard

- lascannon ammo box and the body of the
weapon itself. He has a face mask from the
Warhammer Orc Command sprue as well as
loads of stikkbombz, including a stikkbomb
chukka from a mega-armoured Nob.

Start by painting a
circle using Chaos
B(ack paint.

Wh\ 2 Then paint another
: circle inside it with

Bleached Bone.
With Chaos Black paint
another circle, slightly
: - off cenire to create the
A Skullgob’s head is made from a trimmed A Thuggrim appears quite superstitious, characteristic moon
down Warhammer Orc banner with skulls even by Ork standards, carrying plenty of ' shape.
- and chains from the Chaos Tank Accessory trophies of favourite kills. These are made ;
sprue — bolts cut from a choppa were glued from skulls from various sources, including To finish off the effect,
above the skulls. His big shoota is made the Chaos Tank Accessory sprue. The head of paint a little of the

from a heavy stubber with the barrel cut off -
and a chain-driven choppa glued underneath.
An ammo pack and a wheel from the Ork

Lobba sprue were added to bulk out the gun.

1 o5
.

“a

a choppa has been added fo the barrel of his
cut-down heavy stubber. The details on his
helmet have been cut away and his head

angled to look down the barrel of the gun.

original skin colour
; inside the black circle.
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PAINTING FACES

PAINTING MASTERCLASS

A winner of several Golden Demon awards, Matt Parkes is a master of the painting craft.
Here, he details some of the techniques he uses for one of the most difficult areas of model

painting — the face.

hen it comes to painting at the highest level of detail, the Matt: When painting figures for display or competition, | use more
"\' human face is one of the most challenging subjects to stages than | would normally use for basic troop figures. Maostly, this

approach. This is partly because of its familiarity — any mistakes involves adding extra intermediate stages between each layer, gradually
will be much more obvious, and partly because the face is often the mixing more and more of the lighter colour to create a seamless blend.
focus of the model. In this Masterclass; Matt Parkes explains the Something that makes this effect easier to achieve is the consistency of
insane amount of detail that he puts into painting human faces (10 paint that | use. By watering it down until it has roughly the same
stages!), providing hints and tips on different aspects of the subject, consistency as milk, I'm more able to control the build up of colour,
from skin and eyes, to scars and tattoos. using several coats to create each layer.

B asecoat / start with two parts Shade The next stage is a mix made

8 Scorched Brown and one part Dark from the basecoat and an equal amount =
\Flesh, and paint all of the face. As | of Dwarf Flesh, picking out the main o 2
intend to use the same mix in the next areas of colour on the face. The shade
stage, I'll mix twice the amount of colour under the eyes and around the
paint that's actually necessary. mouth is left in the original basecoat.

First Highlight This stage involves 7 Final Highlight The tip of the nose, top
painting thin lines of equal parts EIf of the cheeks, laughter lines, chin and
Flesh and Bleached Bone (not as thin eyelids are the main areas to highlight,
as the final highlight) on the highlight using Dwarf Flesh mixed with Bleached ..~ =
areas. These lines will then act as Bone. Most of the highlights are painted
construction lines for the final on the front of the face, except the upper 4
highlights. cheek lines. When painted, these give the_

face depth. ¢



‘l‘he eyes are the most important part of a face, as they are its -
focal points. Starting with a Chaos Black undercoat, | paint the
position of where the eyes will be, making sure they sit level with
" each other. A Skull White almond shape goes over the top, keeping
a thin horder of black visible for the outline..
With the pupils, | normally use Chaos Black, as other colours
tend not to stand out as much (unless you're using red for Chaos or

Main colour (dark) / then pick out
detaifs around the nose, forehead and
“cheeks with Dwarf Flesh.

Looking sideways

Main colour (mid) At this stage, the
=¥ preparations for later highlights begin. |

use equal parts Dwarf Flesh and EIf Flesh

for this. The main highlight line is painted

“WARHAMMER

/40,000,

Ork eyes). Changing the position of the pupils can change the
character of the face. Ben Jefferson gave me the idea by shawing

me two Halflings in his Mordheim gang, giving each other the ‘evil
eye’ while standing to attention. It is these types of small details-
which really make figures stand out. For a more sinisteror.angry
effect I paint the pupil in the top of the eye socket leaving a small -
gap of Skull White underneath.

o’ -

Main colour (light) At this stage, a layer «
“of Elf Flesh helps to smooth out the

main colour of the face and to ensure

there are no untidy areas.

from the forehead around the eye and

" Q- Ink wash 1 always thin down my ink

‘- -washes with clean water to the point g of Red, Magenta or Purple ink is
& {

where the palette can be seen ‘
underneath. | use.a Flesi Wash as my
standard-colour (two fora tanned face).

However, when it comes-to angry or evil

characters, | use Red’or Purple ink

A ‘washes: Getting the right mix to suit the
T ;"§.~ model’s character takes experimentation.

o

Second Ink wash The second ink wash

concentrated more around the eyes and
the lower lip. This helps-to bring out the
details and add a little more character to
the face: s Sednio

. down the laughter-line of the face.

1 Re-highlight After the ink is properly
dry, the skin is a richer colour but
needs to be re-highlighted. A final
highlight of Bleached Bone helps to
pick out the brow, nose and chin.
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*I" here are two types of hair on miniatures: -

textured and flat. For textured hair, | lightly
drybrush the first couple of stages to allow the
paint to pick up the detail. | then finish the
other stages as normal. Flat hair, as on the
model above, needs a different approach. I've
painted thin lines in one direction to add
texture and gradually lightened the paint mix
with appropriate colours.

Mid brown / chose Bestial Brown,
-foltowed by Snakebite Leather, for the
main colour, with highlights of Bubonic
Brown on the front and top of the hair,
This was then given a wash of Chestnut
" Ink and re-highlighted with Bubonic
Brown. The big difference between this
and dark brown hair is the shading.

6 Ginger A Dark Flesh basecoat was

painted followed by equal amounts of
Bestial Brown and Fiery Orange for the
main colour. | used small amounts of
Bleached Bone to highlight the hair. This
was then washed with Chestnut Ink and
re-highlighted with Bleached Bone.

78 PAINTING FACES

Black hair The first stage is a Chaos
Black basecoat, followed by equal parts
Chaos Black and Codex Grey for the main
area. [ then painted the front and top of
the hair with a Codex Grey highlight. A
wash of Black Ink and re-highlight at the
edges of the hairline with Codex Grey
finishes off the hair nicely.

Light brown A Snakebite Leather -
basecoat was applied followed by
Vermin Brown as the main colour. A
small amount of Bleached Bone was
added for the highlight, It was then given
a wash with Chestnut Ink and
re-highlighted with Bleached Bone.

White / applied the basecoat of Codex
Grey followed by a 1:1 mix of Codex
Grey and Skull White for the main colour
with highlights of pure Skull White.

Dark brown Scorched Brown forms a
good basecoat for dark brown hair,
followed by Bestial Brown over most of
the hair, with a small amount of Bubonic
Brown for the highlight areas. The hair
was then given a wash of Brown Ink and
re-highlighted with Bubonic Brown.

Blonde After a Vomit Brown basecoat, |

used a 2:1 mix of Golden Yellow to

Bleached Bone for the main colour. |

then used Bleached Bone on the hairline .+
and edges for the highlights. This was = »
then given a wash with a 1:2 parts mix =~ -

of Yellow and Brown Ink, and then re-
highlighted with Bleached Bone.

Stubble Using thinned-down paint (ink .

tends to collect around the small areas),

I applied the same colours as the hair in

tiny blobs and lines, slowly building the
texture up. A final wash of thin Bestial

Brown adds a darker tone to the stubble

for a rugged appearance. .
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'nr basic troops, | normally paint the teeth on a model using a thin " For larger teeth | use Bubonic Brown for the basecoat, painting
"Skull White line inside the mouthi. For a high quality finish | use thin lines of Bleached Bone from the hase of the tooth to the top.
my smallest brush and paint the individual teeth. This is delicate Adding a small amount of Skull White to the Bleached Bone, | then

work which requires a little practice, but can improve the look of the painted even thinner lines over | the top, repeated up until pure SIwH

model. You can always miss out a few teeth for that ‘brawler’ look. White for the final highlight. : o, X

Teeth painted with two thin.white linés

TATT00S & WARPAINT

yag
¢

Individual teeth picked out

e

3

wlarkihus.nn the skin, from simple lines to complicated patterns, skin around the tattoo works better than trymg 0 highugm the tattoo e
can be used to great effect. | don't highlight tattoos or warpaint - itself. Pt o
as, unless they’re very large, this sometimes changes the colour 'm  °  For the warpaint | palmed frayed edges on the deslgn to e o
trying to achieve. Although tattoos and warpaint can be-painted in snmulale a rough apphcatmn y e 5

- any colour, | prefer to use dark blues or dark reds, Hrghlighhng the

- The dark blue nuinerals painted on

. Highlighted skin around the design. i ' Simple warpaint design

3 - have been

‘Mim lhese Scars, I pamted the surrounding areas of the actual cut fiirst, using Red Gore ! refined over a
- V'V and Magenta Ink together in'a thinned-down wash. This was applied in the same way as | ' lifetime of
~ stubble, with tiny hlobs and lines. | then-added a small amount of Chaos Black paint to the KR painting single
dark red mix and painted two very thin dark lines in the middle of the reddened areas to form figures to the

: the actual wounds. | left the scarred eye cnmpléiely whlte to create a malevolent NE highest possible
g aﬂpearance ! ‘ !

 level. He
competes every
year in the
Matt Parkes Golden Demon
awards in the UK
and abroad and never misses taking
home a trophy or two, winning three
Slayer Swords. He has worked as part
of the 'Eavy Metal team, has been
featured in White Dwarf many times,
and did the painting masterclass on
King Louen Leoncoeur in WD 291. You
can also see his Crimson Fists Chapter
Master on page 56 this month.

The wound is painted inside the area




BATTALIONS AND

GREAT VALUE TROOPS IN ONE BOX TO BOLSTER

Battalions and Battleforces are
designed to give you the core of
your army.

They also represent great value for
/2 money, let’s have a look at the Ogre

You’d have to buy all the following boxes to get
the same models, and that would cost you £78!




BATTLEFORCES

THE RANKS OF YOUR ARMY!

All our Battalions and Battleforce boxed sets offer great value for money compared to buying the
contents seperately, and currently we have 19 available

TOMB KINGS BATTALION
16 Skeleton Warriors, 16 Skeleton Archers, 3
Skeleton Chariots, 8 Skeleton Horsemen.

SKAVEN BATTALION
40 Clanrats, 20 Plague Monks, 2 Rat Ogres with
2 Handlers and 6 Rats with 1 Handler.

NAE T

AV

TYRANID BATTLEFORCE
8 Genestealers, 3 Tyranid Warriors, 8
Hormagaunts, 8 Termagants and 1 Carnifex.

CADIAN BATTLEFORCE
20 Cadian Shock Troopers, 3 Cadian Shock

Troopers heavy weapons, 1 Leman Russ Battle
Tank, Warhammer 40,000 ruined buildings.

TAU BATTLEFORCE
12 Tau Fire Warriors, 12 Kroot Warriors, 3 Crisis

XV8 Battlesuits, 10 Drones, 4 Warhammer 40,000
Jungle Trees frames.

ORK BATTLEFORCE
16 Ork Boyz, 5 Warbikes, 1 Wartrukk, 1
Warbuggy, 1 Barricade frame.

WAREIAA‘E)\:I‘IMER Plus: Space Marines  Imperial Guard Catachans e Chaos o Eldar ¢ Necrons ® Dark Eldar
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The critically acclaimed
PC strategy game
Warhammer 40,000:
Dawn of War is set to
malke a dramatic
return. The new Winter
Assault expansion pachk
takes the action to
chillier climes, and turns
up the heat on the
battlefield. Andy Stewart
comes in from the cold
with news from the
front lines.

82 COLD WAR
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he past 12 months have seen
I Warhammer 40,000 Dawn of War

become a regular occupant of the
games charts while being in contention for
many prestigious games industry awards. [t
has even been selected by the World Cyber
Games as one of only eight official games on
its international tournament circuit, a
testament to the multiplayer mode that has
kept gamers hooked long after the single-
player missions have been exhausted. As a
result, an expansion pack to the PC strategy
game was inevitable.

Dawn of War: Winter Assault transports
the action to Lorn V, a snowbound Imperial
planet in the grip of Chaos forces. This time
around, the Cadian 412th regiment take

By —
By

L
l I
40,000 DAWN OF WAR: WINTER ASSAULT

centre stage and set about wiping the
daemonic scourge from this particular
Emperor-forsaken rock. The single-player
campaign offers 12 brand new missions,
which developer Relic is promising to be
bigger and better than those found in the first
game.

After only a brief cameo in the original
Dawn of War the Imperial Guard now take to
the virtual battlefield as a playable army, and
they’re an awesome sight. However, despite
the single player mode featuring five different
armies, the Blood Ravens are nowhere to be
seen — although their continuing adventures
are chronicled in the forthcoming Black
Library novel Dawn of War: Ascension. But
don’t fear, Space Marines make an




appearance in the shape of some particularly
powerful Ultramarines, with whom you'll ally
in one mission. Of course, a multitude of
Space Marine chapters are still available in
the multiplayer mode as are an expanded
selection of units, all of which you’ll find in
the single player mode.

Relic has taken the opportunity to play
around with mission structure. One stand out
mission sees the Imperial Guard trying to
take a heachhead while coming under fire
from Chaos gun emplacements. In a
departure from the usual method of
capturing acquisition points in order to call
on new units, this mission only makes a
specific units available when a certain
amount of progress has been made in the

mission. The more emplacements that you've
captured, for instance, the bigger and better
the units that are deposited on the beach
with each wave of reinforcements.

Winter Assault has a lot to offer fans of
the original game looking for new toys. As an
expansion pack you'll need the original game
to play it and, if you have yet to wage war in
the digitised 41st Millennium, then a new
‘Game of the Year’ edition of the first game
will be coming out to coincide with the
release of Winter Assault. The new
missions, armies and units coupled with
the fine-tuned graphics will keep
veterans hooked and ensure Dawn
of War's status as a leading
strategy game.
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FEY
THE IMPERIAL GUARD
The 412th Cadian Regiment isn’t your typical
Imperial Guard unit. Amongst the troops
available to them are Vindicare Assassins,
Priests and Sanctioned Pyskers. Fans of the
Space Marines need not worry because the
Imperial Guard will be joined by Ultramarines
for some missions. They're more powerful
than the Blood Ravens were in the first
game but behave more like individual
characters rather than a unit.

e ok




WINTER WONDERLANDO
Although the winter environments
don’t present a problem to the forces
in the game, they do show off how
much detail has been added to it.
Sleet and snow fall during the
missions and the Guardsmen's
breath is visible as it condenses in
the cold air. They also leave

slushy footprints in their wake and
when heavy artillery like the
Baneblade fires there is awesome
recoil, and shock waves rush out
across the snow.

BRING OUT THE BIG GLNS

The Imperial Guard get an impressive arsenal of
heavy support including Baneblades (below),
Hellhounds, Chimeras, Basilisks, Sentinels and
Ogryns. Everyone gets something new for
their army: Space Marine Chaplains

enter the fray, the Eldar get Fire

Dragons, Chaos fill out their

ranks with Khorne

Berserkers and Orks get

Nobz in mega armour.
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COLO-HEARTED RKILLERS
Some of the coolest elements of the last Dawn of
War game were the death moves, those awesome
flourishes the onscreen characters performed as
they delivered the final blow to their opponent.
There are even mare this time around — the most
notable also being the mast rare, arising from
such awesome pairings as Avatars versus
Bloodthirsters. It's worth engineering certain
match-tps just for the sake of seeing an Avatar
stab a Land Raider with its sword or a Terminator
punch a Wartrak.

TITANIC STRUGGLE
As the campaigns unravel it soon becomes apparent

what has brought all these armies to Lorn V.
They're fighting for control of the crashed
Emperor-class Titan Dominatus, each force
seeking to plunder it for their own ends. But
things really take a turn for the worse when a
sixth army joins the fight and, unfortunately for
all involved, these new combatants show no

allegiances and no mercy...

P
Zu = A
ORDER OR OISORDER?
The 12 missions in Winter Assault are divided into
two campaigns: Order and Disorder. If you choosé
the path of Order you'll begin playing as the
Imperial Guard before getting the opportunity to
play as the Eldar. Alternatively, if you choose the
forces of Disorder you'll get to play as Chaos
Space Marines and Orks. At the clumination of
either campaign you have the choice of playing.as
one of the forces from that campaign, i.e. Orks or
Chaos. Each force has its own ending, so there’s a
total of four to unlock and experience.

% g F

RELEASED THIS SEPTEMBER

Winter Assault is an expansion pack and requires a copy
of Warhammer 40,000: Dawn of War to run on a PC,

WWW.DAWNOFWARGAME.COM
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& The Gnoblar Horde &> Dust to Dust &% Warhammer
They’re small, but The war goes on in /Chronicles:
there’s lots of them, The Return of the Dark Places
and they’re vicious Lichemaster { Forest rules
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A GNOBLAR ARMY LIST FOR WARHAMMER

Not content with their role
as the diminutive slaves of
their Ogre masters, Kevin J.
Coleman presents rules with
which to deploy a massed
Gnoblar army.

noblars are mischievous
GGreenskins that stand roughly a

foot shorter than a Goblin and
have large, broad noses and thin droopy
ears. Their smaller stature compared to
that of a Common Goblin means that
they are not as strong as other
Greenskins and are more cowardly.
However, Gnoblars have absolutely no
remorse, sympathy or compassion, even
for the deaths of their other comrades.
Gnoblars (quite rightly) see themselves
so low on the world food chain that
they actually expect the
Gnoblars around them to die,
whether it is in battle or by

way of a hungry Ogre. This often means
that an enemy army is likely to get
bogged down by overwhelming
numbers of the little greenies, even after
slaying entire mobs of them, These
Gnoblar Fighters are generally
accompanied into battle by their more
independent brethren, the Trappers.

Gnoblars enjoy nothing more than
capturing and torturing small animals.
All Goblinoids find inflicting pain upon
their captives delightful. These Gnoblar
Trappers excel at catching small game —
ground hogs, snufflers and barrow rats
are regularly caught in vicious barbed
traps or impaled by crude wooden
stakes. The murderous stealth employed
by the Trappers in catching small beasts
makes them reliable scouts. When a
large group of Fighters and Trappers
band together, they tend to attract other
elements of Gnoblar-kind, and
sometimes these can be unified
long enough under the auspices
of a particularly stroppy
and vicious leader to
form a ramshackle
army of sorts.

While Gnoblar tribes have occasionally
been seen in the Old World, the largest
population lies within the Mountains of
Mourn and its surrounding foothills in
an area simply called Gnoblar Country.
Originally the bulk of the Gnoblar
communities dwelt the Dark Lands until
they were driven east into the
mountains by Chaos Dwarf slavers.
Many Gnoblars escaped the predations
of the evil Chaos Dwarfs, finding a kind
of safety serving the various kingdoms
of Ogres that reside within the
Mountains of Mourn.

Even so, the Gnoblars are treated
exceptionally badly by their Ogre
masters, and Gnoblar tribes have been
occasionally known to band together in
a rebellious manner and flee the tribes
of their oppressors.

Gnoblar Breeds
Like other Goblinoids, resilient
creatures that evolve to cope with their
surroundings, Gnoblars too have a
number of different species. When a
Gnoblar army bands together, many of
these sub-sects may gather to bolster the
ranks of their brethren and set out into
the world in search of new victims, or
just to seek safety in numbers.
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THE UNWASHED MASSES

Gnoblar Army Special Rules

lars are superstitious creatures,
n keeping small stones, coins or
¢ trinkets as good luck charms. By
e coincidence, or maybe even
dizarre evolutionary adaptation, a
proportion of Gnoblars exhibit a
v streak. At least, some of the
. To represent this, at the
g of the game the Gnoblar
ets D6 re-rolls that may be
it any time throughout the game.
re-roll, the Gnoblar player
re-roll any one single D6 result at
time during the battle. Note that
second result always stands and
ay never re-roll a failed re-roll.

reenskins
‘Goblinoids, Gnoblars are counted as

enskins in all respects.

argely Insignificant

tter how many Gnoblars meet

e endless varicty of violent deaths

ed to their ill-fated race, there
to be plenty more ready
such, the general

Gnoblars run away.

Gnoblars do not cause Panic if they are
fleeing, if they break from combat or if
they are destroyed, even amongst other
Gnoblars.

Bicker

The constant bickering, bullying, biting
and back-stabbing inherent in Gnoblar
culture is such that even on the
battlefield a group of Gnoblars will
often grind to a halt. Whether it is by
finding a creature smaller than them
that they can hurt, getting bogged
down in an argument over a lucky boot
or just idly watching the fight whilst
picking their noses, when the heat is
on the Gnoblars have a tendency to do
absolutely nothing,.

Roll a D6 at the beginning of the turn
for each unit of Gnoblars that is not in
combat, fleeing or subject to any
compulsory movement. If a unit rolls a
1 it may do nothing at all that turn.

Dogs of War
In a Gnoblar army, th;

of War regiments must be units of
Orcs, Goblins, Hobgoblins, other
Gnoblars or any other Dogs of War
Greenskins variant. Dogs of War may
be included as a Rare Unit choice.

In addition, Gnoblar armies may take™
units of Goblins (Common Goblins
only) and Goblin Wolf Riders chosen
from Warhammer Armies: Orcs &

Goblins as Rare Unit choices, Note that &

if Goblins are taken in this manner,

they will charge or shoot at the nearest

Gnoblar unit that has the Bicker special
rule if they fail an Animosity test and
roll the ‘Get 'em’ result.

Sharp Stuff

Gnoblars generally carry around a
number of small sharp projectiles
ranging from irate bristlehogs to

sharpened horseshoes for throwing at =

any enemies that get too close. For a

Gnoblar, there’s nothing quite like the‘” '

satisfaction of hurling a jagged rock
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THE BAD & THE UGLY

New breeds of gnoblar for the horde.

and plundering, looking for shiny things to take and
prisoners to torture for their own satisfaction,
overwhelming the hardiest of foes by sheer weight of
numbers alone.

The Gnoblar horde is made up of those creatures who
have eluded or rebelled against Ogre society, taking
refuge in the Mountains of Mourn and the Dark Lands.
These enormous swarms of Gnoblars go about pillaging

Honchos & Head Honchos
Gnoblar leaders are informally known as
Honchos, or Head Honchos in the case
of the largest-nosed and most bellicose.

Honchos stir up trouble and
insurrection within the Ogre Kingdoms
and are usually hunted down and killed,
either by their Ogre masters or by
jealous followers who would usurp
them. As a result most Gnoblar leaders
are extremely paranoid and cautious.

Rhinoxen

Rhinoxen are huge, hairy cave-beasts
with giant horns, used by Gnoblars to
pull their trading caravans and chariots.

Thick Hide. Rhinoxen bave extremely
thick bides that protect them as if
wearing armour. Rhinoxen bave an
Armour Saving throw of 5+.

Bad Tempered. Rhinoxen are ill-
tempered creatures that are extremely
difficult to control, even for wilfull
Gnoblar Honchos.

If there is an enemy model that is an
eligible target for a Head Honcho
riding a Rhinox to charge during the
Declare Charges part of the Movement
phase, the Head Honcho must
immediately pass a Ld test or declare a

charge — if there is a choice of models
to charge, the Gnoblar player may
choose freely between them. Such is the
Head Honcho's influence, and such is
the tightness of the reins around the
Rhinox’s vulnerables, that the Gnoblar
player may roll three dice and choose
the lowest two dice for the Ld test.

Sometimes an especially pompous or
foolhardy Head Honcho will keep a
Rhinox as his personal pet and do his
best to hang onto its back as he guides
it into battle, often shortly before
being trampled to death by it.

Special Rules

Cause Fear. Rhinoxen are great
snorting monstrosities that cause Fear
as detailed in the Warbammer
rulebook.

Head Honchos mounted on Rhinoxen
never have to make a Bicker test — the
Rhinox doesn’t talk much.

).

i to become better than other Gnoblars and this has

| many Manbiters to embark upon wild, irrational
editions across the continent. Sometimes a large mob of
Aanbiters will band together and travel together as
“mercenaries and sell-swords on short-lived quests to gain
ne and steal good war stories.

- Special Rules
Dogs of War: A unit of Manbiters may be hired as a Dogs
gbj’War unit in any Dogs of War, Orcs & Goblins or Chaos

Lucky Gits 2
Those Gnoblars even luckier than other Luck-Gnoblars are
known as Lucky Gits. A prospective Git will only join their
ranks after some exceptional feat of fortune; the sole
survivor of an avalanche, or making it through the dlgestlve,..
tract of a great mammoth alive. Lucky Gits garb themselves
in all manner of blue things as they believe it attracts more,. .
good luck. Indeed, many Lucky Gits daub themselves in
bright blue warpaint, from small tattoos to covering their
entire bodies in woad.

Special Rules i
Lucky. Lucky Gits may re-roll any dice roll they desire. :
Note that the second result always stands and you may
not re-roll a failed re-roll. In addition, Lucky Gits bave :
Magic Resistance (2) and a6+ Ward Save. Very Luc@GL 4
M “ T Wi C. ¢ d




Pigback Riders

Gnoblars take part in many obscure and
dangerous sports; among the most
popular of these is ‘pig jousting’. Two
Gnoblars sit across from each other on
the backs of pigs with large spears and
charge at each other in an attempt to
unseat their opponent.

When a Gnoblar horde goes to war,
some Gnoblars will attempt to play ‘pig
jousting’ with the enemy. Real pigs will
not suffice in the intense circumstances
of warfare so instead Gnoblars ride atop
each other in a ‘piggy-back’ manner
using their same ‘pig-jousting’ tactics to
slay (or at least irritate) the enemy.

Special Rules

Piggy-Back. Pigback Riders are two
Gnoblars mounted on a single 20mm
base, but with a single profile for both.
Each Pigback Rider base counts as a
single man-sized creature with a Unit
Strength of 2. Pigback Riders get a +1
Armour Save bonus in the same way das
cavalry models do, and they may use
their spears in the same manner as
both cavalry and infantry.

This means they get +1 Strength bonus
from their spears when they charge,
and fight in two ranks when charged or
in subsequent rounds of close combat.

Blood-Gnoblars

High up in the peaks of the Mountains
of Mourn dwell the Blood-Gnoblars.
They look like ordinary Gnoblars except
their warty hides range from different
hues of browns to dark reds. They also
have a heightened sense of hearing,
perhaps due to the high altitude of their
mountain top lairs, making them
exceptional Trappers. Many Blood-
Gnoblars spend all of their time
fortifying their lairs and setting traps for
any curious interlopers.

In Gnoblar society it is the Blood-
Gnoblars who were first responsible for
teaching other Gnoblars the best
techniques of trapping and scouting. As
a result many Gnoblar Trappers will go
to great lengths to look like a Blood-
Gnoblar, achieved through a blood
ritual in which a captive is drained of
blood and once exsanguinated, the
Gnoblars douse themselves in it.

Special Rules

Cunning Traps. Although no one
could accurately describe a Gnoblar as
intelligent, Blood-Gnoblars are
possessed of a certain cunning when it
comes to hurting things.

Any unit of five or more Blood-
Gnoblars that spends its entire
Movement phase within an otherwise
unoccupied piece of difficult terrain,
and does not shoot or fight that turn,
may ‘trap’ that piece of terrain. All
Blood Gnoblars in the unit must be
inside the borders of the piece of
terrain for this to occur. For the rest of
the game, any models other than the
Blood-Gnoblars who for any reason
find themselves moving into that
terrain feature each take a Strength 3
hit as the pits, mantraps, finger-snares
and deadfalls prepared by the Blood-
Gnoblars take their toll.

i

' Boglars
Also known as Marsh-Gnoblars or ]
Swamp Goblins, Boglars are a breed
of Gnoblars that live in marshes,
bogs and swamps. Boglars look like
any other Gnoblar though their skin

_is a greenish-grey and they have |
beady yellow eyes. They spend much H
of their time catching frogs, fish and l
. other amphibious or reptilian B !
critters, dissecting them with broken
sticks and eating them alive.

Boglars are extremely sensitive to
sunlight and bright light in general,
only emerging from their swampy
lairs at dusk. Although Boglars
normally seem to affiliate only with
other Boglars, Gnoblars and Goblins,
a large tribe of Boglars in the
Marshes in Madness have been
rumoured to be in alliance with
strange, cyclopean creatures.

Years ago there was much debate
among scholars about the mythical
Toad-Gnoblars, creatures said to
multiply in number at the mere
touch of water. Such bizarre theories |
have, of course, never been proven,
nor has a Toad-Gnoblar ever been
actually seen (or at least correctly
identified). Yet several breeds of
Gnoblars have been described with
similar wondrous and mythical

'~ abilities to that of the Toad-Gnoblar.

R

Special Rules

Aquatic. Boglars and Toad-Gnoblars |
can move over any water feature
without penalty, and will benefit
from soft cover when in such

terrdin.

)

* Skirmishers. Boglars and Toad
. Gnoblars are Skirmishers, as

F described in the Warbammer

!

f

!

r

" rulebook.

| Waterbirth. Toad-Gnoblars have a = i

\ peculiar ability to multiply when -

| immersed in water. Any Boglar unit

| that bas been upgraded to Toad-

Gnoblars and spends at least part of *

ts turn in a water feature may add
DG models to its unit at the end

gl _x

-
il
]

2
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¢ Honcho Helm (Talisman) 45 pts
Gnoblar leaders like to wear large belms and balts,
. symbolising their status and authority, that are often covered

with spikes, horns and tokens for good luck.
: The bearer gains a Ward Save of 4+.

. Funny Trinket (Enchanted Item) 30 pts
The Funny Trinket is a small coin or disc, often with the face
% of a Gnoblar Jester etched on both sides. Any Gnoblar in

_ possession of the trinket seems to be amongst the luckiest of
bis kind. o

he bearer of the trinket may re-roll any failed Armour and
"Ward Saves. Note, that the second result always stands and you
‘may not re-roll a failed re-roll.

# Rhinox Horn (Enchanted Item) 30 pts
| When a Rbinox is slain in battle, its borns are sawn off from
its dead carcass, bollowed ou}t and kept as souvenirs,

WL

Kevin's Gnoblar army
in all its green glory.

RINKETS & TREASURES

Uni.qui: Gnoblar magic items scavenged from the battlefield and discovered in the wilderness.

Below is a list of magic items that may only be used by Gnoblar characters from this army list. Note that the rules
governing magic items as described in the Warhammer rulebook apply to the magic items listed here.

The horn may be sounded once per battle at the beginning of
any Gnoblar turn. Until the beginning of the Gnoblar player’s
next turn all Greenskins (Gnoblars, Goblins, Orcs, etc) on the
battlefield gain +2 Leadership (up to a maximum of 10). One
use only.

Red Stone (Talisman) 30 pts
Red Stones are extremely rare rocks that can be found in and
along the Mountains of Mourn and Gnoblar Country.
Occasionally a Gnoblar will be really lucky and not only find
a red stone, but also manage to bhang onto it without being
mugged and killed.

The bearer gains a 5+ Ward Save and a Magic Resistance (1).

Grubbi's Dice Bag (Talisman) 25 pts
It's said that Grubbi won ten games of crook-dice in a row
using these dice, and many Gnoblars claim he would bave
won several more if be wasn’t torn apart by a mob of jealous
comrades.




When the bearer of the dice bag suffers a wound, roll a DG.
On the result of a 2-6 the wound is ignored, as are all
subsequent wounds that turn. On the result of a 1 the bearer
is slain outright regardless of the number of wounds inflicted.
One use only.

Ogre Tooth (Enchanted Item)

Gnoblars like to collect stuff and finding a tooth or
fingernail of an Ogre on the ground is indeed a sign of good
luck. It is said that a Gnoblar that swallows an Ogre Tooth
whole will gain the courage of bis Ogre masters.

20 pts

At the start of any of their turns, a Character bearing the Ogre
tooth may choose to swallow the tooth. Roll a D6, on the
result of a 1 the Gnoblar chokes and dies. On the result of a
2+, the character and any unit with a model within 6"
becomes Immune to Psychology until the beginning of the
next Gnoblar turn. One use only.

The Purple Rock (Talisman) 40 pts
The Purple Rock is a small shard of Amethyst stripped from
the cache of a dead wizard.

The item may be used once in each enemy Magic phase. When
the enemy casts a successful spell, instead of attempting to
dispel it the Gnoblar player may activate the Purple Rock. Roll
a D6, on the result of a 4+ the spell is dispelled and fails to
work. On the result of a 1-3 the spell works as normal and the
bearer of the Purple Rock suffers a 83 hit. Note that the Purple

Rock does not work against a spell cast with Irresistible Force.

Gnoblar Thiefstone (Talisman) 15 pts
Thiefstones attract magical power, and a quick pass of a
thiefstone over a corpse will quickly stick any item of any
importance firmly to the stone. Gnoblars love playing with
such devices, though if an Ogre spots a Gnoblar with one,

the Gnoblar gets squished and the Ogre takes the thiefstone
for himself

Due to the magical flux generated by this item, the wearer and
the unit he is with benefits from Magic Resistance (1). A
character may take more than one Thiefstone (up to a
maximum of three) at 15 points per stone, each additional
Thiefstone adds + 1 to his Magic Resistance. Unlike other
magic items, multiple characters in the Gnoblar army may take
a Thiefstone (and multiples of them).

Ogre-Head Standard (Magic Standard) 20 pts
The most rebellious and vicious of Gnoblars will gang up on
a lone Ogre in groups of fifty or more, slit bis throat with
crude, makeshift weapons and display bis head as a trophy
of victory.

When the bearer of the Ogre-Head Standard joins a unit of
Gnoblars (of any type), it no longer has to roll to see if it
Bickers each turn. However, any unit of Ogres fighting against
the bearer or the unit he is with will suffer from hatred as
described in the Warhammer rulebook.
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The definitive list for making a Gnoblar army.
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ARMY LIST

The following troops count as Lords, Heroes, Core, Special or Rare units in the
Gnoblar army list:

Lords: Gnoblar Head Honcho Special Units: Gnoblar Scraplauncher,
Heroes: Gnoblar Honcho Yhetee Pack, Lucky Gits,
Core Units: Gnoblar Fighters, Blood-Gnoblars

Flingers*, Manbiters*,
Pigback Riders, Gnoblar
Trappers*

*May not include more of this unit
than the number of Gnoblar Fighter

Rare Units:

Slavegiant, Boglars, Dogs
of War (Only Greenskin
Dogs of War may be
taken, see Special Rules
for details).

s s n il N o

units in the army

!

<ams= | ORDS AND HEROES #=jums
Gnoblar Head Honcho Points/model: 45

M WS BS § T W I A Id
Head Honcho G B Sn e T R e TR [
Rhinox G AP )8 eE sy e 3

Weapons & Armour: Hand weapon and sharp stuff.

Options

» May choose either an additional hand weapon (+4 pts), a flail (+4 pts) or a
spear if mounted (+2 pts).

* May carry a sling (+6 pts).

» May wear light armour (+2 pts) and/or carry a shield (+2 pts).

* May ride a Rhinox (+55 pts).

* May choose magic items from the Common and/or Gnoblar magic item lists,
with a2 maximum total value of 100 pts.

Gnoblar Honcho* Points/model: 20

M WS BS §
Gnoblar Honcho 2N el B S
(*1-2 Gnoblar Honchos count as only 1 Hero choice).

Weapons & Armour: Hand weapon and sharp stuff.

T W I+ A Id
SN

Options
» May choose either an additional hand weapon (+4 pts) or a flail (+4 pts).
* May carry a sling (+4 pts).
¢ May wear light armour (+2 pts) and/or carry a shield (+2 pts).
* May choose magic items from the Common and/or Gnoblar magic item lists,
with 2 maximum total value of 50 pts.

7 e L X

ne Gnoblar Honcho in the army may carry the army Battle Standard
for +25 pts.
. » The Battle Standard Bearer may not be the army’s General even if he
has the highest Leadership value in the army.
| * The Battle Standard Bearer may not choose any non-magical equipment
. except for light armour. =
B ° The Battle Standard Bearer may have any magic banner (no points 1
limit), but if he carries a magic banner he may not carry any other

L magic items.
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Gnoblar Fighters Points/model: 2

M WSBS § T W I A Ld
Gnoblar RS e S | R B [
Groinbiter 4ol 203w 12 eSS laRwa T2 5

Unit size: 20+
Weapons & Armour: Hand weapon and sharp stuff.

Options
* Any unit may either have shields at +1 pt per model or
have additional hand weapons at +1 pt per model.
* Any unit may be equipped with light armour for +1 pt/model.
« Upgrade one Gnoblar Fighter to a Musician for +4 pts.
* Upgrade one Gnoblar Fighter to a Standard Bearer for +8 pts.
* Promote one Gnoblar Fighter to a Groinbiter for +4 pts.

Special Rules
Largely Insignificant; Bicker; Greenskins

Flingers Points/model: 3
M WS BS S T W I A I1Id

Flinger Ol T T [T R B, s

Skullflinger 4ot Dhge eSO Y aigRobl IS

Unit size: 10+
Weapons & Armour: Hand weapon and sling.

Options
Upgrade one Flinger into a Skullflinger for +3 pts.

0-2 Manbiters Points/model: 5

M WS BS S T W I A ILd
Manbiter AL TS PR PR T RN
Ogrebiter Al AR AN S AR S el

Unit size: 20+
Weapons & Armour: Hand weapon, flail and light armour.

Options
» Upgrade one Manbiter to a Musician for +5 pts.
e Upgrade one Manbiter to an Ogrebiter at +5 pts.
* Upgrade one Manbiter to a Standard Bearer for +10 pts.
* May carry shields at +1 pt per model.
° May carry a magic banner worth up to 50 pts.

Special Rules
Dogs of War

Pigback Riders Points/model: 4

M WS BS § T W I A Ld
Pigback Rider ol e s s i S L R e
Pig Knight SR e RIS e e |

Unit size: 10+
Weapons & Armour: Hand weapon and spear.

Options
 Upgrade one Pigback Rider to a Pig Knight for +4 pts.
* Upgrade one Pigback Rider to a Standard Bearer for +8 pts.
 Upgrade one Pigback Rider to a Musician for +4 pts.

Special Rules
Piggy-back

INVAEN TED)

e guliviL s

Amwir SPECIAL A=fa

Lucky Gits Points/model: 5
M WSBS § T W I A Ld

Lucky Git VS e N s g e 5 NS

Very Lucky Git R R T T e (MR B

Unit size: 20+
Weapons & Armour: Hand weapon, light armour and
sharp stuff.

Options
e Upgrade one Lucky Git to a Musician for +4 pts.
* Upgrade one Lucky Git to a Standard Bearer for +8 pts.
* Promote one Lucky Git to a Very Lucky Git for +8 pts.
* May carry shields at +1 pt per model.

Special Rules

Lucky
‘@i RARE #=fums
Boglars Points/model: 3
MWSBS §$ T W I A Id

Boglar G2 B 2R SR BN SS
Sludgesucker 471 2SR 2 RN S 2 e
Unit size: 10+
Weapons & Armour: Hand weapon and sharp stuff.
Options

* May upgrade all Boglars to Toad-Gnoblars at +2 pts per

model.

* Promote one Boglar to a Sludgesucker for +5 pts.

Special Rules
Skirmishers

Blood-Gnoblars Points/model: 6

M WSBS § T W I A Id
Blood-Gnoblar A0 2R RN SR SR ST e BN RS
Gorespittle G GT ) el LR P )

Unit size: 10+
Weapons & Armour: Hand weapon and sharp stuff.

Options
* Promote one Blood-Gnoblar to a Gorespittle for +6 pts.

Special Rules
Skirmishers, Cunning Traps




AN INsicHT INTO THE SOCIETY OF THE OGRES SERVANTS.

G NOBLAR CULTURE

Ogres generate enough rubbish,
broken stuff and food remains for a
sizeable band of Gnoblars to live
like kings. Well, kings of broken
stuff and rotting food anyway...

Gnoblar expert Jim Archer takes an
in-depth look at the culture of the
Gnoblars (or rather the lack of it)
and how they scrape a living from
the boots of their Ogre masters.

he Gnoblars of the Mountains of
i Mourn have developed a

symbiotic relationship with the
Ogre tribes, and most now live either in,
or on, the fringes of Ogre settlements.
Living so close to the Ogre camps also
provides the Gnoblars with security
from the many different creatures that
would otherwise prey on them, the
presence of the brutish Ogres a
persuasive deterrent.

What do the Ogres get from this
relationship? Well, pretty much anything
they want, but Gnoblars have three
things in their favour that makes them
good servants. First a Gnoblar makes a
poor meal; most of their bodies are
stringy, tasteless meat and although a
few turn up in the cookpot, this is
mainly in stews. Most Ogres consider
eating Gnoblar on its own a sign of
desperation and low status (with the
exception of the ears and nose, which
are quite tasty).

Secondly, Gnoblars have blind
enthusiasm in their favour, A normal
slave would have to be watched all the
time and killed if it tried to escape, but
Gnoblars haven’t the will power and
long for the security of serving a
powerful master. This goes some way to
making up for their incredible
incompetence and stupidity.

The last factor in the Gnoblars’ favour is
sheer numbers. No matter how many
meet the large variety of violent and
bloody deaths the Ogre Kingdoms have
to offer, there are always more queuing
up and bickering for a chance to serve a
master. So close has the relationship
between great and small become that
Gnoblar customs and traditions have
become entwined with the Ogre camps
they inhabit and the Ogre masters they
dutifully and blindly serve.

96 GNOBLAR CULTURE

The Nature of the Gnoblar
Although small in stature most Gnoblars
have a spiteful, ugly streak a mile long.
Most Gnoblars are twisted little cowards
whose animal cunning is bent on
keeping them alive in a world where
everything preys upon them and their
own brethren view them as a threat to
their position. Many go out of their way
to lure animals and even other
humanoids near the Ogres camps where
they can drag the injured away to kill
slowly. When they do have something at
their mercy, it’s not very pleasant at all.

Ogres sometimes torture prisoners to
work up an appetite, but their great
strength, hunger or plain boredom can
often end the torment early for their
victims. Gnoblars torture living things
not only for the fun of it, but because of
the sense of power it gives them is
highly addictive. It’s so rare for a
Gnoblar to have an intelligent being at
their mercy (other Gnoblars don't
count), they drag out the process for as
long as possible, often feeling betrayed
by the poor victim when they finally
expire and cheat them of their sport.
Gnoblar whelps often gang together to
torture small mammals like bristlehogs
and rats, and occasionally even the
smallest of their group if they think they
can get away with it. The majority of
Gnoblar ‘sports’ are simply ritualised
methods of chasing, tormenting and
torturing other creatures.

Gnoblar Society

Gnoblar society and status is a complex
many-layered thing that changes
constantly. There are two measures of 4
Gnoblar’s status — physical appearance,
and his place within society. As with
their masters, the larger Gnoblars tend
to rise to the top of the heap. Overall
size, however, is seen as secondary to
ear (and to a lesser extent, nose) size.
Just as in some societies a long beard or
old age is seen to signify wisdom, in
Gnoblar saciety large floppy earsand a
huge nose are seen to signify authority
and importance.

A Gnoblar with large ears and nose will
feel superior to all those around him
and will naturally try and take charge at
every opportunity. This can lead to
endless bickering, as most Gnoblars
have an over-inflated view of the size of

their own ears. The biggest, meanest
Gnoblars are not always those with the
largest ears and noses, but however
large and tough a Gnoblar is he will
always feel inadequate and lacking in
authority if his ears aren't particularly
big. Some even go mad with paranoia
thinking everyone is snickering about
their small ears behind their back
(which, of course, they are).

Ear and nose size is also the subject of
great competition between all Gnoblars,
with even the lowliest scum carefully
memorising the relative sizes of
everyone in their neighbourhood and
having nothing but contempt for those
who compare unfavourably with him.

As with everything else, Gnoblars try to
cheat with ear and nose size and no end
of dubious schemes are hatched to
stretch, grow or even fake them. This
usually results in injury and ridicule, but
occasionally something works and the
lucky Gnoblar shoots up the social
ladder. Some may even be bold or
stupid enough to beg their tribe’s
Butcher for help. This is unwise, as
though the Butchers often stick to their
word and find ways of making the nose
and ears swell, the Gnoblar concerned
is very lucky if they live to regret it.

Settlements

When a migrating Ogre tribe moves to a
new area food is plentiful for everyone.
Half-eaten carrion and rubbish litters
the camp and the Ogres are generally
full and content. New camps are a boom
time for Gnoblars; their population rises
rapidly and even the weakest can find
food. As the Ogres destroy the local
habitat and eat or kill everything bigger
than a rabbit (Gnoblars tend to wipe
out anything smaller), hunting becomes
poor and life becomes increasingly
harder. A camp full of hungry Ogres is
not a safe place to be - food scraps are
rare and heavily fought over, and the
more enterprising Gnoblars use the
injured, the small and the stupid (well,
more stupid) to keep the meat topped
up. In the shanty town areas, survival
often involves pushing a friend or
relative into the cooking pot.

Shanty towns
A shanty town is any area where
Gnoblars gather together and live



independently of their Ogre overlords.
Most shanty towns resemble a cross
between a scrapheap and an anthill,
with Gnoblars dragging all available
junk from their surrounding area to
incorporate into their hovels. Gnoblar
homes vary widely; the more advanced
Gnoblars have tents made from animal
hide stretched across poles, or build
crude huts from random junk. The less
intelligent simply pile up junk and soil
and crawl into or burrow beneath it.
Stealing building materials from the
neighbours is considered the norm; a
lone Gnoblar that leaves his house
unguarded for any length of time can
expect to come back to find nothing
left, or in some case a completely new
group of Gnoblars busily setting up
home. Gnoblars do, however, have
some sense of community spirit. In
times of great hardship neighbours will
often band together to kill and eat the
smallest of their number. Elaborate
deals for the division of body parts and
shiny things are struck up, and the
Gnoblars descend on their unfortunate
victim in a bickering mob. Particularly
smart Gnoblars have been known to
turn the mob upon itself and hopefully
take a bite out of a stray limb or two in
the confusion.

The Ogre kingdoms are a dangerous
place for a Gnoblar, and most Ogre
camps represent a constant source of
food, scrap materials and safety. Well,
apart from the odd Gnoblar that gets sat
on, playfully disembowelled,

L

accidentally crushed, kicked to death in
an Ogre game, picked off by his fellows,
or inadvertently offends an Ogre (a
Gnoblar deliberately offending an Ogre
is counted as suicide). As a result most
Gnoblars like to live as near the Ogres
as possible. Most shanty towns start in
any available space within the Ogre
camp and spread outwards. However,
Ogres will not tolerate a gaggle of
Gnoblars infesting their own living
space. As a result, any empty areas the
Ogres have no interest in are treated as
prime land. Rubbish tips, rock piles,
rubble pits and latrine areas quickly fill
up with Gnoblar lodgers. If an Ogre
feels a Gnoblar junkpile or tent is too
close, he will smash it flat (hopefully
with the Gnoblars still inside) and fling
the remains away. The smarter Gnoblars
have caught onto the potential inherent
in this, and often try to trick their larger
neighbours into pitching camp in a
dangerous area. When all available
space within the camps is taken and
Gnoblars can pile junk no higher or

A group of zealous Gnoblars try to impress their masters by taking the fight to the Skaven.

s House-baiting —
The grand Gnoblar tradition of house-baiting was supposed to have been started by Oders
' Cleanfinger who, after being beaten senscless by the three biggest Gnoblars in his shanty

' town, managed to trick his oppressors into thinking the tyrant would let Gnoblars as
 distinguished as they put their hovels up next to his yurt. Not wasting any time, Oders

" ratted on them — the Tyrant is said to have thrown the squashed remains of the offending
| tents and Gnoblars over a hundred feet, clean out of the camp. Later that day, the story
goes. Oders was captured and literally caten alive by his cousins. who thought his warm |
rain would bestow great cunning on all who ate it. Even to this day, scrap merchants try
d scll shrivelled up bits of badger or weasel brain as the remains of the great Cleanfinger.

- ";

burrow no deeper, junkpiles start to
appear on the far most fringes of Ogre
camps. A careful observer (a careless
one tends to get a club through the
back of their skull or rusty mantrap
through their legs) can judge the
amount of Gnoblars in any given Ogre
camp by how far the shanty town
extends beyond the camp. Why anyone
would care how many Gnoblars there
are in any one Ogre camp is another
question entirely.

It is common for an Ogre camp to use
several Gnoblars tied back-to-back and
hoisted up a tree or flagpole as a kind of
early warning system — if a threat
approaches the camp the Gnoblar facing
the appropriate direction will cry out,
raising the alarm. Given the notoriously
short attention span and bickering
nature of these Hill Goblins, this system
sometimes fails completely. However
Ogres go to great pains to ensure at
least some of the Gnoblars remain
vigilant most of the time.
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“Scum make up the majority of the population. Those too weak, lazy,
stupid or injured to make a name for themselves or follow an Ogre
master eke out a living as best they can.”

C he foul-smelling rump of Gnoblar-
kind, Scum make up the majority of
the population. Those too weak, lazy,
stupid or injured to make a name for
themselves or follow an Ogre master
eke out a living as best they can.
Gnoblars have their own base economy
supporting a confusing number of
undesirable, dangerous and often
seemingly pointless jobs. Bonestewer,
beetlegrubber, stick collector, weasel
baiter and manure taster are just some
of the professions open to an aspiring
young Gnoblar.

These Scum carry out most of the
menial tasks of the Ogre camp while
being bullied by those of higher status.
For many of the smaller Scum, the only
way out of their low social status is to
wheedle their way into one of the clans
serving the Ogres or, for the most
ambitious, to become the pet Gnoblar
of an Ogre. Competition is fierce, and
the dreams of most Scum end in a

neighbour's cookpot or under the foot
of a careless Ogre.

The practice of Not Wasting Stuff (or
cannibalism for those fond of long
words) is rife amongst the Scum, and
when times are hard the weak and the
injured have more to worry about than
dying from cold or hunger. In most
societies the rich can buy protection,
but wealth offers little real comfort to
the Scum. Being rich enough to hire
guards will not help if they decide it’s
easier money to steal your stuff and sell
you to the Ogre cookpots. After all,
Gnoblars may be stupid, but that kind
of thinking doesn’t come hard even to
the slowest of them. As a result all Scum
claim to be pathetically poor and hide
or bury their shiny things (anything
shiny seems to fascinate them and is
valued highest of all), only bringing
such trinkets out to paw and gloat over
when they think no one is around to
see them.

“When the Ogres are out of carshot they are immensely proud of their
inde cPd:ncc. and some cven boast no Ogre would dare tell them what

to cﬁj.

ade up primarily of the larger and

N more independent Gnoblars, the
ighters are the bully-boys and bravos of

Gnoblar kind. Most hang around in
gangs or groups that support
themselves through a mixture of
hunting, bullying and fighting. When
the Ogres are out of earshot they are
immensely proud of their
independence, and some even boast no
Ogre would dare tell them what to do.
Of course this bravado totally evaporates
in the presence of an Ogre. They look
down on the smaller Gnoblars that
serve the Ogres directly, calling them
‘bootlickers’, ‘codpiece shiners’ and
worse. They are particularly scornful of
those Gnoblars who become earmarked
as the personal pets of an Ogre,
however they are too scared to do
anything more than aim a half-hearted
kick at them on the rare occasions they

stray too far from the protection of their
Ogre masters.

Fighters often see themselves as great
warriors, and in times of war band
together to skulk around the battlefield
and hopefully steal some loot or torture
the wounded before the rest of the
Gnoblars show up. Many gangs are
made up almost exclusively of self-
appointed leaders and so are plagued by
bickering, often at the most
inappropriate times. The Ogres tend to
see them as cannon fodder, and the
slaughter of a unit of Fighters is seen as
an amusing interlude in the serious
business of cracking skulls. Despite their
claims to the contrary, the Fighters have
cowardice running in their veins, and at
the first sign of a setback mobs of
screaming Gnoblars can usually be seen
fleeing the battlefield.
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grok the Hungry (a great hero among Ogres) couldn't stop eating
hing he bit. He constantly tried to claim his own Gnoblar but
ce he bit he fust could not stop biting, After his tragic tale

me legend, eager and greedy Gnoblars desperate for the protection
master regularly ended up in his gut. After failing to carmark

Gogruk the Hungry

on the matter.

twenty Gnoblars in onc sitting he had a revelation and saw his ea
habit 2s a blessing from the Great Maw. Gogruk became a Butcher,
and he ritvally consumes at least twenty Gnoblars at feasts fo honour
his ravenous god. Naturally, no one recorded the Gnoblars’ feclings




¢ of the more cruel Gnoblar sports is runtsprint. It was originated
Ogres when Gnoblars first joined their camps, and is now a firm
favourite with Gnoblars and Ogres alike. Runtsprint is usuvally run
und a specific track, and sometimes even within the maw-pit

self. The only real requirements for a runtsprint track are that
plenty of spectators can watch at once without having to move

Runtsprint

——

around, and that there are lots of dangerous obstacles. Originally the
Ogres would round up the injured or weak Gnoblars and throw
them on the track. All but the winner will be eaten so, with nothin
to lose, the unfortunates are forced to run over dangerous obstacl
as fast as they can. These days, the Gnoblars hunt their own inj

down for the games. 3

TORCH-GNOBLARS

small, scared and profoundly deaf
H group of Gnoblars serve the
Leadbelchers. Some of these
unfortunates are carried into battle on
the shoulders of their masters as Torch-
Gnoblars, lighting the black powder of
the Leadbelcher cannon when the
master commands so he can
concentrate on holding it the right way
round. Most bear the scars of at least
one explosion and what clothes and
possessions they have scavenged are
often burned and blackened.

A Gnoblar’s unique blend of curiosity
and stupidity does not mix well with
black powder. The Leadbelchers find
this highly amusing and often have
acceptance rituals for new Gnoblars
involving black power that leave all but
the luckiest as a heap of smouldering

“A Gnoblar's uniquc blend of
curiosity and stupidity does not mix

well with black @Wdcr."

- =S o

limbs. These initiation rituals

eventually led to the game of ‘Bang’.
‘Bang’ involves a small pitch and
between six and ten Gnoblars (any
more is waste of black powder unless
it’s a special occasion). Each Gnoblar
has a small box of black powder with a
fuse tied to their backs; they are then all
given a burning torch and the fun
begins. The less intelligent Gnoblars set
to in a flurry of kicking and biting, with
predictable and devastatingly loud
results. Eventually, all the surviving
Gnoblars will learn that black powder
goes ‘bang’ when in contact with
flames. Those that learnt this by making
someone else go ‘bang’ will be accepted
by the Leadbelchers as pet Gnoblars.
Those that learn a fraction of a second
after going ‘bang’ get to take part in the
victory feast in a different way.

Gnoblar Hordes can field the powerful Scraplauncher, though its impact is as unpredictable as the Gnoblars themselves.
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SCRAPPERS

]
N

C he Scrappers (or Magpies as they are
also known) are the merchants and
inventors of Gnoblar-kind. Perhaps due
to the extreme poverty they live in,
most Gnoblars have a miserly approach
to possessions and carefully horde away
anything shiny or crafted. The scrap and
broken items other races throw away
are the basis of the Gnoblar economy.
As Ogres tend to loot many of their
possessions from other races, Gnoblar
tribes are the proud owners of detritus
from across the world. The splintered
remains of an Elven bow might rest
against the a wagon spoke taken from
the Ivory Road, both supporting the
tattered remains of an Imperial banner

for generations.

blar Bowl is regular cvent on feast days and its place in both
e and Gnoblar culture is a testament to the relationship between
two races. It roots lic in a tradional Ogre children’s game called
~runt baiting. Young Ogres who are feeling bored sometimes amuse
themselves by throwing bits of worn-out clothes and worthless coins
 the middle of a pack of slaves of lesser species. This works
icularly well with Gnoblars, and a violent brawl quickly ensues as
all pile on trying to bite and kick their way to the treasures
carry off the best. No adult Ogre ever really grows out of
sjoying runt baiting and this innocent childhood game has grown in
ry popular sport. Gnoblar Bowl is normally held on feast days
requires some kind of pit or arena. Somewhere between ten and
rty Gnoblar volunteers wait eagerly at the cdges of the gaming
und while Ogres arrive full and content from the feast and scat
selves with a drink around the arena. When the go ahead is
iven, (usvally by a Tyrant, Bruiser or one of the Tronguts) some
hiny and vagucly valuable items are thrown into the area, and the
~ Groblars feap in after them. Any item a Guooblar can drag or carry

o the cdge of the area they get to keep, including bits of injured

> -.
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and all suffering the indignity of ending
their days as a Gnoblar tent.

The Scrappers take this obsession to the
extremes, hoarding everything they can
scavenge, trade or steal. The richest
move between the tribes in Rhinox-
drawn caravans with a band of guards,
trading with anyone they meet. Most
travellers would be hard pressed to
b find anything more valuable than a
S/ rusted axe, a cracked helm or a broken
belt buckle in these ‘treasure’ wagons,
however, occasionally the Gnoblars will
have something of genuine value. It is
very rare for them to have something of
obvious utility, however, as an Ogre will
simply take anything they want from
them. The Magpies also sell many
‘artefacts’ taken from the corpses of
great heroes or looted from fabulous
ruins. Most of these items are obviously
faked and replaced after each sale, but
the far-fetched stories behind them have
normally been in the merchant’s family

Snoblar Bowl . R o

“Gross incompetence, theft and constant bickering are just some of
the factors stacked against budding Gnoblar inventors.

some are actually fairly effective. It was
just such a design, ‘inspired’ by the
wreckage of a Dwarf stonethrower, that
led the famous Scrapper Bik the Nail to
infamy with his creation of the
Scraplauncher.

Often the most valuable thing in a Scrap
Caravan is the Rhinox that pull it.
Gnoblar-trained Rhinox are a rare, bad
tempered and valuable commodity. In
some shanty towns, individual Gnoblars
will specialise in variety of diverse beast-
handling skills, ranging from safe but
grubby jobs like dung-beetle farming all
the way up to Rhinox training. Most
Rhinox are so bad-tempered and
aggressive they are almost impossible to
train to the level of domestication a
human would consider safe and
acceptable. However, the odd trampling
or goring is considered a bonus to

most Gnoblars, as it makes fine
entertainment. New-born Rhinox are
stolen or caught by Trappers, handed
over to beast-trainers or Scrappers of
the same tribe, and trained.

Some Scrappers, whilst pawing over
broken items from across the world,
become inspired to emulate the
craftspeople of other races.
Unfortunately gross incompetence, theft
and constant bickering are just some of
the factors stacked against budding
Gnoblar inventors. However, Gnoblars
make up for some of these deficiencies
with blind enthusiasm and a light-
hearted approach to safety, and
although their designs are without
exception inefficient and dangerous,

Most of this training consists of groups
of Gnoblars standing along the back
and flanks of the poor Rhinox with
sharp sticks, however it has proven to
be remarkably effective. Master beast-
handlers often have rights of
initiation where apprentices must
sneak under a Rhinox and cut off a
piece from its shaggy pelt with a sharp
knife. Delicately put, sometimes the
pieces they slice off greatly aid in the
beast's domestication.

opponents. Betting on who will come away with what (or who will
even survive) is popular and most Bulls will be bellowing drunkcnl'y-
at someone they've bet on or against. Threats (such as “get the §
broken helmet you short-nosed picce of fangweasel dung..” or TIESS
smash your parts to jelly, if you don't fet Ripsturt have the helmet”™
or even “Ripsturt, drop dead now or Tll squash you myself, I have ¢
money on you dead” are all common calls) and obscene chants or
songs are popular, however it is considered bad sportsmanship for an ¢
Ogre to physically intervene. Throwing bits of food or even '
Gnoblars into the area is usually tolerated, but sometimes a
particularly drunk or angry Bull will stagger into the arca and
discipline a Gnoblar that has fost them moncy. This is fairly rare
though, because as well as committing a social blunder, an Ogre that £
interferes with a game of Gnoblar Bowl is likely to upset the bets
of other Ogres, and Ogres are notoriously direct at expressing their
displeasure. Gnoblar Bowl is also highly popular with Gnoblars. A
large percentage of the population will beg, steal or even work to
permission to watch. Its popularity is even starting to eclipse mo
traditional sports like nosc ripping. -
4 - ol it 2 Aﬂ—i' = g S




LORDS

S ometimes an Ogre will

grow fond of a particular Gnoblar,
and will bite it on the ear to
permanently mark it as his property.
This practice is known as Earmarking.
An Ogre’s bite-mark is unique, easily
identifiable and the strongest statement
of ownership an Ogre can make. The
Gnoblar becomes a cross between a pet
and head servant. Gnoblars elevated to
this lofty and protected position call
themselves Lords and are able to strut
around the camp bullying all but the
largest of their kind with impunity.
When out of earshot other Gnoblars use
many names for these ‘lords’, the most
pleasant of which is ‘bootlickers’.

Ogres are very selective when choosing
Gnoblars to be their personal property.
These Gnoblars understand well that
their master is the source of their social
status and protection. The more they
enjoy abusing their power, the more
paranoid they become about keeping
master happy and protecting their
privileged position.

When more than one Gnoblar is marked
by the same master they become highly
stressed and even more paranoid.
Constant bickering and competing
behind the master’s back becomes the
norm. Gnoblar lords live in constant
fear of their master taking another pet.

Unfortunately, keeping a bull Ogre in
the state he considers is his right
requires a lot of work, so Gnoblar lords
have no choice but to tolerate the other
Gnoblars that seek safety by serving
their master.

Gnoblars who lose their master are truly
tragic. They still have earmarkings, so
they try and maintain the masquerade,
strutting around the camp and using the
name of their master to bully food and

&/

The enforcers and self-appointed
leaders of the shanty towns, this
group will only accept the most
important looking or biggest
Gnoblars. This clan attracts the most

strong willed and power-hungry of

their kind. They are still totally
subservient to their Irongut masters

valuables from others. This rarely lasts,
however, as news of a dead Ogre gets
around quickly, and when it does a mob
of the selfsame scum he bullied when
he was protected will rapidly descend
on the poor unfortunate. In these
circumstances tradition demands the
mob bite off the victim’s nose and ears
to signify his fall from grace. If he’s
lucky, and hunting has been good, he
will then be beaten, robbed and left to
crawl back to his hovel.

Despite all this, some Gnoblars try and
bluff having a master for lengthy periods
of time. Having the earmarks of an
unknown, long-deceased or even
currently alive and unaware Ogre are all
popular frauds. All kinds of tricks to
fake earmarks are used, from something
as crude as a mantrap or knife to using
old Ogre jaws or even the highly
dangerous tactic of sneaking into an
Ogre’s tent at night and dangling an ear
into his mouth when he snores.

An old Ogre skull or set of jaws is highly
prized among Gnoblars, and the bite-

WOODBELLIES

“This group will only accept the most important

looking or biggest Gnoblars.”

who are the source of their power, but
seem less susceptible to the extremes of
master-worship that melds the
personalities of most Gnoblars. At heart
these Gnoblars are still weak-willed
toadies, however, and even the toughest
develop into obsessed sycophants
eventually.

“Gnoblars clevated to this lofty and protected position call themselves Lords and are
able to strut around the camp bullying all but the largest of their kind.”

mark of more than one great Ogre hero
has been seen around camp for many
generations after his fall in battle.

cat-King-Lord Bezer was the principle
noblar of Greasus Goldtooth. Blessed with
huge floppy cars, a huge nose and unusual
cunning he soon became the pet of the

~ Overtyrant. This did not sit well at all

th the gaggle of Gnoblars that had served
c Overtyrant for years.

worked ceasclessly to fuel the
ting and suspicions of favouritism rife
the Overtyrant's servants, Events
ckly got out of hand, culminating in 2
awl in the Overtyrant's larder that delayed
s third breakfast. Greasus crupted in fury
ad all his Gooblars crushed to death.
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Only Bezer, who had been sat quictly
shining a gold tooth, was spared.

Bezer used his formidable cunning to forge
a grand Gnoblar empire of two and a half
tribes. While the Ogres of subjected tribes
tithed Greasus with caravans of gold and
trade goods, their Gnoblars sent piles of
shiny trinkets, almost-new clothes and other
valuables to the Great-King-Lord Bezer.
Tragically this empire was literally crushed
overnight when Greasus staggered back
drunk from a great feast and collapsed on &
his nightbowl, which Bezer was faithfully




“Their appearance varies greatly and
B depends largely on what they can scavenge

or bll"

The majority of Gnoblars serving
masters fall into this category. Most have
big floppy ears and huge noses and
bully anyone that’s not too much bigger
than them. Their arrogance diminishes
somewhat when they are near
particularly large Gnoblars or those that
serve the other Ogre groups.

The appearance of these Gnoblars varies
greatly and depends largely on what
they can scavenge or bully. Many
emulate the way their master dresses
and acts. This is partly because the
easiest stuff to scavenge is their master’s
cast-offs, but mainly stems from
unabashed hero-worship. At this stage if
they lose their master, most are unable
to cope with the shock and refuse to
believe he is gone.

TOOTH-GNOBLARS

“The Tooth- Cnoblars are possibly the least envied of the Gnoblars that

Serve a master.’

he Tooth-Gnoblars are possibly the

least envied of the Gnoblars that
serve a master. Butchers are often
served by slaves from many races, and
employ violence and torture as much
for the simple joy of cruelty as to
maintain order. Despite this, many
Gnoblars are keen to serve the Butcher,
keenly aware that this status grants
them free access to the best food and
opportunities to watch the practice of
Gut Magic. This optimism rapidly
disappears however. Although Gnoblars
are not really slaves, most Butchers will
not tolerate the incompetence, anarchy
and petty theft that most other Ogres
are too lazy to care about.

Gnoblars are a race hardened to
brutality and death, cursed with a short

‘Sprug No-Wits became so paranoid abo
other Gnoblars getting close to his master &
that he stole some vitals from the
Butcher that allowed him to stay awake
day and night, keeping watch over his
' master. Three endings to this sorry tale
have been recorded. All agree he met a
horrible end; cither at the hands of
jealous Gnoblars when he went alone to
get water, at the hands (well, stomach) of &
~ his master who didn't like the fecling of |
~ being watched all the time, or most ]

unpleasant of all, at the hands of the

Butcher from whom he stole. In fact
- most of the latter story is devoted to
~ what the Butcher did to him.

attention span and chronic ineptitude,
so a Butcher must keep their Gnoblars
in a constant state of abject terror to
maintain this order. Those that survive
often become sullen and miserable, and
many would have simply faded away
into the darker corners of the shanty
town if it wasn’t for the Butchers’
uncanny ability to track them down and
inflict horrific punishments that last
many days. In practice this has more to
do with treacherous relatives than
mystic powers. The last and most
compelling reason not to become a
Tooth-Gnoblar is that in the heat of
battle, a Butcher may decide an extra

- bit of crunch is necessary to spice up

his Gut Magic, and he generally looks
no further than his Tooth-Gnoblars for
gastronomic assistance.

‘Pig Jousting

" common and confusing sight in most camps. Groups of screaming poles, impaticnt “knights’ charge in to join
oi)lus charge around on squealing pigs. tussling with cach other as battle carly and angry Opgres start
they pass, and often continuing to run around screaming after they throwing anything that comes to hand at
are unseated. However, among the more organised Gnoblar tribes a the useless competitors.

‘more advanced version has cmerged, which Ogrcs sometimes watch.

1In this variation (which undoubtedly gave pig jousting its name), two
Gnoblars face cach other across a cleared pit, sat atop their pigs,
csscd in a much protection as they can muster and armed

with long pointy sticks. When the order to charge is given they

%ml}__tghargc forward and try and unscat their opponents. These

} of human knights npn‘ﬂy descend into chnos as th: pigs
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One of the most bizarre and chaotic games, pig fousting is a run about wildly, the Gnoblars lose their




“They will often spend extended amounts of time away from the camp
hunting small game - generally categorised as anything too small for the

Ogres to bother with.”

C his highly independent group is an serves as a kind of natural selection and
offshoot of the Fighters. While the most Trappers will cheerfully torture
Fighters spend time hunting small their trapped erstwhile companion to
animals, they spend the majority of it in death, adding their remains to the haul.
the camp bullying and arguing, Trappers practically idolise Ogre
Trappers, on the other hand, have Hunters, and when these mountaineers
become the specialist hunters of are in camp the Trappers beg for a
Gnoblar kind. They will often spend chance to hunt cave-beast at their side.
extended amounts of time away from This doesn’t always go to plan, as many
the camp hunting small game — of the traps they construct only serve to
generally categorised as anything too enrage the larger cave-beasts, but
small for the Ogres to bother with. Like nonetheless Hunters usually find
all Gnoblars, they would rather trap Trappers very useful as bait if nothing
something and poke it with sharp else. Travellers in the Mountains of the
sticks when it is helpless, and so Mourn should be wary of encounters
they have developed a solid, if with half-trapped or injured cave-beasts
warped, proficiency in trap building tearing into a group of yammering
and laying. Not all are proficient at Gnoblars, because a Hunter is sure to
avoiding their own traps, but this be in the vicinity.
M AN B IT E R S “This small group considers themsclves the clite of Gnoblar-kind.”
C his small band considers itself the Though few will ever leave the Ogre
elite of Gnoblar-kind. Dressed in tribe, let alone return after years of
patched together equipment of mercenary work, they constantly re-tell

outlandish styles and raised on the stories they hear as their own. Often
endless war stories from across they fail to understand a whole story

the continent, they strut around and so their own tales are bizarre and
the camps like all-conquering improbable mixes of many
heroes returned from strange misunderstood tales. Many smaller
and savage lands. Constantly Gnoblars have caught onto their need
exposed to Maneater stories, for an audience and sit though their
they all aspire to be like their confused tales hoping to scavenge food
master. or possibly even a cupful of Ogre beer.

Gnoblar Trappers will often attach themselves to a Hunter, not realising bis main use for them is as bait.
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¢ RETURN OF THE 9

LICHEMASTER

Part Two: Dust to Dust — Imperial year 2497

Mat Ward returns to
Athel Loren to find
Kemmler in the midst
of raising an undead
army, unaware that an
alliance between the
Forest Spirits and a
Grail Knight is being
forged.

aving made his way safely across
H Athel Loren, Kemmler has found
the prize he seeks — an expansive
barrow complex, bound and encircled
with great power. In the shelter of the
ancient tomb, the Lichemaster has
ample time to plan the next step of his
vile plan whilst, far above his head,
autumn turns to midwinter and the
forest becomes ever more dormant.
After some weeks, Kemmler judges the
time to be right and emerges from the
barrow. Under a spell of concealment,
hc begins a timeless and terrible ritual
e Wight Lord Krell silently stands
gua d. Reaching into the void with
ledge, he con;fu es dark
and sum 1S fo:th

: | These miniatures are

/" Workshop Direct and

o . Workshop Online Store.

his undying minions from beneath Athel
Loren. Everywhere in the barrow glade,
tendrils of necromantic power suffuse
the air and pierce the earth. For leagues
around Kemmler’s rite, the trees wither
and die, as the very essence of life itself
is stolen from them and rechannelled
for the Lichemaster’s dire ends.

All across Athel Loren the forest
screams in pain. Forest Dragons roar in
rage and take flight, Dryads and Tree Kin
are abruptly revived from the
somnolence of winter. In the heart of
the Oak of Ages, the still-sleeping form
of Ariel unconsciously perceives the
events and weeps black tears, even as
her mind reaches out to seek aid. The
royal council of the Elves summons all
kinbands to King’s Glade, yet, with the
forest writhing in agony, many pathways
are closed to Elves and their army is
slow to muster. Meanwhile, the
Lichemaster’s ritual reaches its height
and the tombs begin to open, breached
from within by cold and lifeless skeletal
hands. With moss and lichen still caked
upon their bones, the army beneath the
barrows begins to stir into an awful
parody of life. Driven wild by pain and
anger, many spirits of the forest hurl
themselves at Kemmler and his
awakening army, all thoughts of caution
abandoned ‘Slowed by the cold, the first

| KEMMLER AND KRELL

| among the many classic
models available
 through Games

from the Games

| See page 124 for more
information.

Krell £6
Banner Pole 9947020701702
Body 9947020701701

the Necromancer, who turns his magics
upon them and blasts them from
existence without once sparing attention
from his great work. Wave after wave of
Dryads stream into the glade, only to
meet the same fate and, with every
moment that passes, the Lichemaster’s
army grows still stronger. Yet, as all
seems lost, help arrives from two
somewhat unlikely quarters.

A Bretonnian Grail Knight, Sir
Amalric of Gaudaron, has been drawn
ever closer to Athel Loren these past few
days, guided by visions of the Lady. Even
from the borders of the forest,
Kemmler’s handiwork is plain and,
sensing a quest worthy of a Grail Knight,
Amalric forces his steed to ride on
through the screaming skies and
writhing trees. Elsewhere in Athel Loren,
the Branchwraith Drycha stands at the
feet of the slumbering form of Durthu —
even with the tumult around him, the
Ancient slumbers as though nothing
untoward is occurring. There is little
love lost between the renegade
Branchwraith and the venerable
Treeman, yet she knows that only an
Ancient can unite the disordered and
desperate attacks of the forest spirits.
Durthu is the only Ancient slumbering
close enough to the ritual to intervene
in time and so Drycha begins to sing

_him back to wakefulness...

Heinrich Kemmler £6
947020701301




The forest of Athel Loren responds to

Overview

The defender has only a small force, but
is raising more troops as the game
continues. The attacker is attempting (o
end the flow of reinforcements by
slaying the defender’s general before the
game ends.

Historical Armies

The Glorious Forces of

Heinrich Kemmler

« Heinrich Kemmler, the Lichemaster

» Krell, King of Wights

» The Animated Ones (20 Skeleton
Warriors with spears)

* The Reborn (20 Skeleton Warriors
with spears)

The Fury of the Forest

* Drycha

* Durthu, Treeman Ancient

* Sir Amalric of Gaudaron

* Durthu’s Handmaidens (12 Dryads,

including a Branch Nymph)

Drycha’s Handmaidens (12 Dryads,

including a Branch Nymph)

* Brocath’s Handmaidens (12 Dryads,
including a Branch Nymph)

* Dyserdd’s Handmaidens (12 Dryads,
including a Branch Nymph)

* The Awakened (3 Tree Kin, including
a Tree Kin Elder)

¢ Heartwood Tree Kin

(3 Tree Kin, including Tree Kin Elder)

Brocath (Treeman)

* Dyserdd (Treeman)

e

Alternative Armies

The scenario is suitable for playing any
game involving the summoning of
supernatural allies, such as a Chaos
Sorcerer calling forth daemons, or a
Tomb Kings Hierophant raising forth
followers from the scorching sands of
Khemri. If playing the scenario with
different forces, both armies are chosen
from the relevant Warhammer army list
as normal, though the attacker should
have about 50% more points than the
defender If using alternative forces,
each cairn can raise 2D6x10 points of a
suitable troop type.

Battlefield

The table represents the barrow glade.
No woods may be placed further than 6"
from the edges of the board. A large
barrow is placed in the centre of the
table with a smaller burial mound within
6" of it. Six small cairns are then placed
at least 9" away from any table edge.

Deployment

* The defender deploys his forces
within 6" of the barrow.

» The attacker deploys his forces within
6" of a board edge of his choice.

Who goes first?
The attacker goes first.

Length of Game

Six turns, or until Kemmler is slain.

RIAAR

rycha’s call as Durthu lumbers from sleep to remove the foul taint of the Undead

Victory Conditions

The Wood Elves are victorious if
Heinrich Kemmler is slain before the
game ends. Any other result is a victory
for the Lichemaster.

Special Rules

Once per Magic phase, Kemmler can cast
Invocation of the Lichemaster from each
of the cairns (not the barrow or burial
mound; these contain much more
powerful beings that can only be
summoned at the ritual’s height). This is
a Bound Spell with a Power Level of 2
and treated as a 7+ casting level of the
Invocation with a range of 6" — it cannot
be used to heal wounds. Once Kemmler
starts taking wounds, his concentration
will become disrupted and the speed at
which he can raise minions from the
cairns will slacken. For each wound
Kemmler has taken, reduce the total of
skeletons summoned by one, In
addition, the creatures of Athel Loren are
not at their best in winter, when the
forest slumbers — all units with the Forest
Spirit rule are subject to stupidity.
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\ { all the Grail Knights in the

Oscrvicc of Bretonnia, few are so
famed as Sir Amalric of

Gaudaron Keep. scourge of the
undying and blessed cgampion of the
Lady of the Lake. As a young knight.
Amalric passed his carly years in fﬁc
service *-O‘F Baron Prithard of
Carcassonne, one warrior amongst man
in the Baron's service. Prithard, whilst
a noble and just lord, needed the
support of worthy knights if he were
to defend his domains, for though well
schooled in the courtly arts, the skills
of diplomacy forever eluded him. As
such, he often found himself at odds
with his peers and could rely on little
support from them. Though young,
Amalric swiftly proved to have great
skill at arms, and he was soon
confirmed as a full Knight of the
Realm and appointed master of
Gaudaron Keep, an old but serviceable
castle on the Foothil]s of the Vaults.

It was shortly after the young knight
was installed ‘in his domains, that the
accursed liche, Hardakh, rose from his
crypt deep within the Vaults, and led
an army of mouldering corpses into
the southern Carcassonne territories,
Amalric was one of many bold knights
i who met with Hardakh upon the field
of battle. It seemed
that the blessing of
the Lady flowed
through Amalric with
unprecedented vigour,
for the Undead
warriors could not
stand before him.
Wherever Amalric
rode, the
Necromancer's evil
magics scemed to cbb
and fade. Skeletal
warriors collapsed into
dust and spectral
hosts dispersed
in the wind at
his coming.
Even

Sir Amalric of Gaudaron

resolution.

M WS BS S T
Sir Amalric 4 6 3 4 4
Warhorse 8 5 0 3 3

Sir Amalric counts as a Hero choice. He must be fielded exactly as represented here, and
may not be given additional equipment or magic items.

Weapons and armour. Amalric has a mace, heavy armour and shield and rides a
barded Bretonnian warhorse. He also carries the Icon of the Lady.

Vows and Virtues. As a Grail Knight, Amalric has taken the Grail Yow (he is
Immune to Psychology and his attacks are magical). He also has the Virtue of
Stoicism (he and the unit he joins may re-roll failed Break tests).

Bane of the Undead. Amalric’s presence is deadly to all manner
of unliving creatures, dispelling the unholy magics that bind
them together. Any Undead units in base contact with Amalric

at the start of the Combat phase automatically suffer D6
wounds, with no Armour Save possible. These wounds are
distributed as combat casualties and count towards combat

The Icon of the Lady. This holy relic protects Amalric
from the gravest of harm, shielding him from the blows
of his enemies. The Icon bestows a 5+ Ward Save upon
Amalric and grants him Magic Resistance (1).

Mark Bedford’s model of Sir Amalric uses pieces from
the Knights of the Realm and men-at-arms sprues.

Points: 160
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the vampiric echo of Sir Morten the
Black, scourge upon the lands about
Gaudaron for some two hundred years,
aged and died even as he offered
challenge to Amalric. With his army
crumbling about him and the men of
Bretonnia emboldened, Hardakh had no
choice but to retreat from battle
Ethough within a league, his undead
orm suffered a short but pointed
i:lncountr.r ;vitg Barcm) Prithard’s favolzitc
ippogryph, Dagonet). Recognising the
instprmgnz:tal rol% that Amal%ic hasd
played in the victory, the Baron
offered him rank and great wealth.
Such a reward would have
brought a new age of comfort
on Amalric'’s impoverished
family yet, spurred on by
. visions and faith, the young
 knight chose instead to commit

%

himself to the path of the Lady.

To this day, ballads are still sung of
the Quest of Sir Amalric - largely on
the insistence of his family, who
benefited greatly from his fame.
Though some of the clims made of
Amalric’s travails are mythical - he did
not engage in a game of riddles with
one of tﬁc fey folk - or embellished
- the Chaos Champion Karnak had
merely three heads, not five - he
performed many great deeds. On the
slopes of the éx:y Mountains, Amalric
beheaded the ferocious Beastlord
Shadeflench and scattered his followers.
It was Almaric who single-handedly
defended the Tower P:rﬁous from
Goblin raiders, and he who twice
defeated and slew the Barrow King,
Bracht the Eternal. Ultimately, wit

the blessing of the Lady as his guide
and companion, Amalric's quest was a
successful one. On the banks of the
Brienne, Amalric supped from the
Grail and truly became the chosen of
the Lady of the Lake. Little was he to
know that the greatest trial of his life
was yet to await him for, shortly after,
the Lady bade him ride decp into the
fey and dangerous forest of Athel
Loren where he would confront one of

the most powerful Necromancers to
ever walk the Old World.



mongst the eldest of all the
AAncicnts of Athel Loren,

Durthu can remember a time
when the Elves dared not walk within
the forest. Like others of his kin, he
once longed for a time when the
groves o Athel Loren did not suffer
the presence of any outsiders. Over
time, however, what was once a
busning hatred has faded to the merest
host of irritation - proof positive
that even the oldest and most stubborn
creatures can change if the span of
time is sufficient. In truth, the Dwarfs
must bear some responsibili for the
softening of Durthu's attitudes towards
the Elves. Shortly after the Elves
began to live in Athel Loren, a band
of Dwarfish explorers blundered into
Durthu’s groves, fclling many trees and
even taking an axc to the ancicnt
himself, thinking him to be no more
than a pmiculaﬁy large and flammable
looking variety of oak.

The scars that Durthu took that day
have never healed, though it is certain
that he had the better of the encounter
as not one of the luckless Dwarfs
survived to tell the tale. It is certainly
possible that Durthu began to fecl
more kindly towards the Elves from
that day forth. This may have been
becausc he realised that they were
respectful of the forest (for mortals).
More likely, it was the way that many
of them came to spectate whilst the
furious Treeman repaid the indignity of
his situation upon the Dwarfs,
interfering only to herd the frantic
interlopers towards Durthu, letting out
the occasional cheer when a Dwarf met
a particularly cntertaining death.
Unfortunately, Durthu has never really
been the same since, and whilst the
other Ancicnts tend to sleep through
the years, he stays awake and alert, just
waiting for a foc to show itself.

RV AL
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Durthu counts as a Lord and two Hero choices. He must be fielded exactly as represented

here, and may not be given additional spites.

Treeman Ancient. As an incredibly old and powerful Forest Spirit, Durthu has no
need of weapons to crush his foes - though he is infested with an Unburden of
Thieflings (see below). He follows all the normal rules for Forest Spirits (ie, has a
54 Ward Save that is negated by magical attacks, is Immune to Psychology and may
not join units). Durthu also causes terror.

Tough Hide. Durthu’s ‘skin’ is gnarled and dense, even by the standards of
Treemen — he has a Scaly Skin Save of 3+, Whenever Durthu is wounded, he treats
the Armour Save modifier of the attack as being one less than it would normally be
(ie, a Strength 5 attack would only confer a -1 Save modifier).

One Tree Short of a Forest. Durthu has seen incursion after incursion lay waste
to his beloved groves. He is stubborn and may re-roll any missed rolls to hit in
close combat. Unfortunately, his eagerness to exact revenge upon particularly vile
forest-despoilers often leads Durthu to fixate upon one particular enemy who he
judges to be the one most responsible. At the start of the game, the opposing
player may nominate one of his own units as a group of ruthless, tree-killing
individuals who have been guilty of earning Durthu’s ire. At the start of each Wood
Elf Compulsory Moves phase, Durthu must pass a Leadership test or move directly
towards the chosen unit if it is visible, charging it if he can. If unable to charge the
chosen unit he may charge a different enemy, providing that it brings him closer to
the chosen unit.

Strangle Roots. Durthu can plunge his roots into the ground, only to have them
re-emerge from the soil many feet away, clutching and tearing at the foe. The
Treeman may use this ability during the Shooting phase. This attack may be used
even if the Treeman marched. Pick one unit within 6" — the target does not have to
be in the Treeman’s line of sight though otherwise follows the normal targeting
rules. That unit takes an Artillery dice worth of Strength 4 hits (Strength 5 if the
target is at least partially within a wood). On a Misfire, nothing happens.

et
Tree Singing. Durthu may cast the spell Tree Singing twice k.
each Magic phase. This is a Bound Spell with a Power
Level of 3.

Unburden of Thieflings. Durthu is infested with
spites possessed not only of seemingly
inexhaustible malicious energy but also a
kleptomaniac streak a league or so wide.
When these spites swarm over the target
they use their razor sharp claws to filch
anything that takes their fancy (peculiarly,
this tends to be all manner of clasps,
buckles and pins, although it has been
known for several to work together in
acquiring a particularly shiny helmet). These
spites act as a missile weapon with a range of 12"
that always hits on a 4+ and inflict D6 Strength 2 hits
(this may target a different unit to his Strangle Root
attack). In close combat these spites give Durthu an
additional D6 Strength 2 attacks. Any enemy units that suffer
wounds from either of these attacks is counted as being ;
subject to the effects of the spell Transmutation of Lead for
the remainder of the game.

A

Tree Whack. Durthu is a an unstoppable force, able to
smash things that would be proof against other weapons
with a single, well-chosen, strike. Rather than making his
normal attacks, Durthu may choose to make a single
Strength 10 attack that causes D6 wounds.
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Warhammer Chronicles takes a
look ‘at'the Warhammer Fantasy
Battle game and its rules,
introducing new scenarios, rules
and army list entries|of all
types, frequently stolen from
army books in progress here at
the Studio, as well as providing
occasional Question and Answer
forums. It also acts'as a forum
for dedicated players of
Warhammer Fantasy Battle who
have produced inspired, well
thought out and just plain
brilliant additions to the game.
If you've got something good for
Warhammer Chronicles then
write to us at the address
given here.

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

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

 WARHAMMER CHRONICLES:

ark Places
=== Of the world

With the release of Warhammer Realms: Lustria, we thought

7 | it would be a good time to delve into some of the dark
| forests of the Warhammer world and show you how to use
~ the ideas about jungle fighting and apply them to games of

Warhammer set in other dangerous parts of the world.
Graham McNeill ventures into some of these fearful places...

y now you've hopefully played a
Bcouple of games set within a

jungle environment and gotten a
taste for the new challenges fighting
there brings. But if you can’t get all the
way to Lustria then despair not, for
there are plenty of other places where
you can apply the rules given in
Warhammer Realms: Lustria.

Over the next eight pages we’'ll show
you how, with a little bit of imagination,
you can fight battles in any number of
dangerous, dark places. In order to fight
battles in any of the forests described
here, simply use the jungle fighting rules
as described in Warhammer Realms:
Lustria to represent your games in these
strange places. To enhance your games
further you can create your own Events
and Encounters charts, we’ve included
some examples to get you started.

FORESTS OF THE OLD
WORLD

The Forest of Shadows
Situated in the north-eastern region of
the Empire, the Forest of Shadows
encompasses most of the province of
Ostland and lies to the north of the
Middle Mountains. The road that links
Middenheim and the Kislevite city of
Erengrad runs through this forest,
though it is a dangerous road to take.
Dark and forbidding, the forest is a
fearful place of evil creatures and
unquiet shadows. The trees that grow
here are quite unlike those of other
forests, twisted into grotesque shapes
that claw at the sky and are draped in
hanging curtains of moss and lichen.

Strange, bloated fungi proliferate there
in the form of huge, bilious puffballs
and brightly coloured toadstools. Only
the foolhardy would brave a night

within the gloomy depths, for bands of
Beastmen, Goblins and other evil
creatures lurk within its dark heart.
Indeed, it is rumoured that there are
bands of Chaos warriors and cultists
who remain hidden and forgotten
within the darkest depths of the forest.
Many foolhardy adventurers have gone
into the forest to explore the truth of
these rumours, but few are ever heard
of again.

Occasionally, the Counts of Ostland have
mounted expeditions into the forest in
the wake of raids mounted by the dark
creatures within. Such ventures are
fraught with danger and any armies that
set out into the forest return with many
fewer warriors than when they started
and a host of fearful tales of the
monsters that dwell within the Forest of
Shadows.

The Great Forest

Largest of the Empire’s forests, the Great
Forest encompasses the lands between
the Middle Mountains in the north to
Nuln in the south, and from Altdorf in
the west to Kislev in the east. It is an
ancient and vast forest of great size, with
trees ranging from hoary old willows to
majestic, towering oaks. The central
regions of the Empire are a largely
continuous block of uninterrupted
forest, with areas cleared for towns and
farming. Rugged hills occasionally rise
from the forest, and there are many
ruined towers and ancient castles atop
such lonely peaks, some dating back as
far as the Age of Three Emperors.

The Reikwald Forest

To the south of the Empire’s capital of
Altdorf, is the Reikwald forest; a haven
for desperadoes, cut-throats, criminals
and all manner of ne’er-do-wells. Lying







ivents for the forests
Did World
Events Chart: These function exactly as

| described in Warhammer Realms: Lustria.
£ Roll a D6 to determine which player rolls
first on the Events chart — the player that
' rolls the highest may choose whether to roll
first or second, To use the chart roll 2D6 and
| apply the result immediately. (Beasts of

| Chaos armies reroll results marked with a *)

2D6  Event

2-4  Torrential Downpour. A heavy rain
falls, drenching both armies.
Weapons designated as black
powder (see Warhammer Realms:
Lustria) may only be fired each turn
on the roll of a 4+. Roll for each
unit firing such weapons.

5 Forest Mist. A light haze lingers
over the battlefield, only slowly

7 dispersing as the sun rises. Roll a

¥ D3 to determine how many game

turns the mist lasts. All missile

ranges (including magic missiles)

are halved until the mist lifts.

= 6*  Hopelessly Lost. After both sides
v have deployed, one enemy unit may
; be pushed back up to 8" from its
. f ] original location (it may not be
K b

moved off the table, or into
Impassable terrain). Its facing and
formation remain unaffected. Note
that ‘Lost’ and ‘Local Guide' may
not be used on the same unit.

All is well. This event has no
effect, good or bad.

Local Guide. After
both sides have
deployed, one
friendly
Infantry unit
may be
repositioned up to

8" from its original
location. Note that ‘Lost’ and ‘Local
Guide’ may not be used on the
same unit.

12  Forest Ambush. Part of your army
is ambushed by scouts of the enemy

il and is dispersed into the forest,
only to regroup later, Your
opponent may choose one unit (not
character) to have been ambushed.
This unit will appear on a friendly
table edge on turn two on the roll
of a 4+, on turn three on a 3+ and
turn four and beyond ona 2+. A

between the River Reik and the Grey
Mountains, it is through this forest that
the main road that links Bretonnia and
the Empire runs, and those who pass
along it must bring plenty of protection
for their every step will be dogged by
bandits and brigands. The road crosses
the Grey Mountains over Axe Bite Pass,
and those who emerge from the forest
are very often poorer than when they
entered it.

At the mouth of Axe Bite Pass is the
Empire fortress of Helmgart, a massive
tower that rises from the mountainside
and whose battlements overlook the
narrow path below. Invading armies
favour Axe Bite Pass for crossing the
Grey Mountains and this region of the
Empire has seen many bitter battles as
the armies of Reikland fight off their
many enemies.

The Drakwald Forest

Situated in the north and west of the
Empire, the Drakwald forest lies in the
area around Middenheim. Taking its
name from the now vanished province
of Drakwald, it is a fairly sparse forest,
mainly of birch trees on a light, sandy
soil. The land around here is not
particularly fertile, and, unlike many of
the Empire’s other forests, not much of
the Drakwald has been cleared for
cultivation. The depths of the forest are
home to many Beastman warbands and
the hag trees of the Drakwald are
terrible sights to behold, nightmares of
blackened growth and skeletal remains.
They remain a grim warning to those
who attempt to travel through these
haunted woods.

In some northern reaches of the forest,
the trees grow more thickly and
swathes of pine forests grow in the
bleaker, hilly regions of this land.
The main road that links the
City of the White Wolf and
Marienburg, (a prosperous




trading town on the western coast of
the Empire that scandalously seceded
from the rule of the Emperors nearly a
hundred years ago), runs through this
forest, and many a daring bandit chief
has made his fortune from robbing
travellers on this road.

The Forest of Chalons

An altogether different forest from the
other vast forests of Bretonnia, being
located in the highlands west of the
rocky crags of the Massif Orcal, the
great, weather-beaten crags of rock that
dominate the heartland of Bretonnia.
This forest extends over rocky ravines,
and crags and knolls of weathered rock
reach above the stunted, gnarled trees.
It is a region honeycombed with caves
and cut by streams that meander
through the forest to become waterfalls
and pleasant pools of sweet water. Vast
boulders perch precariously on the
edges of cliffs, towering above deep
chasms covered in a green blanket of
ferns and moss. Despite its pleasant
appearance, the eastern parts of the

forest are home to numerous evil
creatures who have come down from
the Massif Orcal — enclaves of Orcs and
other foul creatures are said to inhabit
these dark crags. No matter how many
are wiped out by the Knights of
Bretonnia, there are always more...

The Forest of Arden

Spreading over the hinterland of
Bretonnia, the Forest of Arden is a huge
oak forest that extends up the slopes of
the Grey Mountains. Because of this, it
is often invaded by Orcs, Goblins and
worse enemies descending from the
higher peaks and passes into Bretonnia.
In the depths of the forest they are able
to hide and organise raids of the
surrounding countryside. There are
many marshes and lakes within the
forest as well as dense thickets, making
it difficult to track down the raiders
when they are pursued.

Many vile creatures, huge monsters,
dragons and other savage beasts linger
and breed here and so the forest

}

seribed in Warhammer Realms: Lustria.
ay your encounter as normal then roll 2D6

' and consult the chart below. (Beasts of Chaos
% armies re-roll results marked with a *)

2D6  Encounter

2-3* Entrance to mutant lair. The
Champion of the affected unit must
pass a Toughness test or be dragged
beneath the ground and killed.
Normal Armour and Ward saves may
be taken to avoid this horrible fate.
If there is no unit Champion then a

»3 normal warrior gets attacked

i instead.

4-5  Forest creatures. In the Encounters

phase, each affected unit takes D6
Strength 2 hits, with no Armour
Saves allowed.

6*  Beastmen traps. Each affected unit
must roll a D6 for each model in the 8
unit. For every ‘1’ rolled, the ;
owning player must remove a single
model from the unit, with no saves
of any kind allowed.

7-9  All is well. Instead of playing an
Encounter, you may spend a single
Encounter point to remove an
Encounter that is already in play
from the terrain
piece targeted,

or two

Encounter points to remove one
from anywhere else. No other
Encounters may be placed in the
terrain feature from which the
Encounter is removed this phase.

Beastmen totem. All units affected
must take a Panic test.

Burial Cairn. In the Encounters
phase, each affected unit counts as
being affected by the Death Magic

spell, Drain Life. This does not
affect Undead and Daemons.




2D6
2-3*

4-5

6*

7-9

10-11

12
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~ Play your encounter as normal then Il
- and consult the chart below. (High/Wood E
- re-roll results marked with a *)

Encounter
Unseen attackers. The Maiden
Guard of the Everqueen (or
Waywatchers of Ariel) attack affecte
units then vanish into the forest.
Affected units are struck by D6 E;
Strength 3 shooting attacks. :

Eahi

Enchanted Grove. Affected units
are immediately affected by the
of Light spell, Guardian Light.

-

Forest Sprites. Guardian crea -..;;
of the forest swarm from the trees.
Affected units suffer DG Strength 2
hits with no Armour saves allowe

All is well. Instead of playing an
Encounter, you may spend a sing

Encounter point to remove an.
Encounter that is already in play "’
from the terrain piece targeted, or
two Encounter points to remove
one from anywhere else. No other
Encounters may be placed in the E
terrain feature from which the
Encounter is removed this phase.

Wellspring of Magic. Affected uni
now count their attacks as magi::al ]
for the rest of the game.

Glade of Power. Wizards affected
by this Encounter may add +2 to ‘
their Casting rolls when casting Q'- i
spells in addition to any other E
modifiers they may have while they =
remain within the radius of this
Encounter’s effect.

DARK PLACES OF THE WORLD

attracts Knights Errant and Questing
Knights eager to hunt them down, slay
them and thereby win honour. Most of
these Knights never return, while the
remains of others are sometimes found
centuries later, their rusting armour and
bones scattered around the lair of some
hideous beast, or glimpsed through the
waters of a misty mere. Here and there,
the roots of a tree have grown through
the visor of a great helm, while swords
lie embedded to the hilt in the bark of
great oaks that have grown around
them.

FORESTS BEYOND THE
OLD WORLD

Upon the northern coast of the Inner
Sea of the land of Ulthuan, lies the great
Forest of Avelorn, most ancient of all the
Elf Realms. Upon its tangled groves
ancient glamours lie and under its eaves
creatures of legend still walk. Beneath
the leafy bowers the golden subjects of
the Everqueen dance and sing, her court
moving from place to place like a great
carnival, pitching silken pavilions of
myriad colours wherever it halts. By day,
silver laughter rings through the forest
as the Elves make sport. By night, fey
lights flicker in the darkness,
illuminating the revels and feasting. With
its perfect weather, bountiful forests and
beautiful, near-immortal inhabitants,

Avelorn seems the idyllic paradise of
which mortal men can only dream.

Athel Loren

The oldest of all the forests of the Old
World, Athel Loren is a magical place
greatly feared by all who dwell within its
shadow. Elegant waystones mark the
borders of this primeval forest, beyond
which the giant trees of Athel Loren
loom as if straining to escape these
bindings. Roots twist and claw across
the fern covered rocks and loam, while
low mists coil and spread throughout
the hollows and glades.

Athel Loren is an unsettling place, filled
with movement glimpsed from the
corner of the eye, strange noises and the
feeling that one is being watched by
hundreds of pairs of eyes. Forms move
through the twisting branches and dense
undergrowth, and tiny darting shapes
flit between the trees. One gets the
impression that Athel Loren itself is
sentient, watchful and secretive, and
perfectly willing to destroy those who
seek to enter its boundaries. Only the
insanely brave, mad or foolish dare to
cross into Athel Loren, for the forest is a
haunted place, filled with unquiet,
malicious sprits of the forest, strange
and magical creatures, and the
mysterious and dangerous Wood Elves.

: These function exactly as described in Warhammer Realms: Lustria.
termine which player rolls first on the Events chart — the player that rolls the highest ma;
whether to roll first or second. To use the chart roll 2D6 and apply the result immediately.
 (High/Wood Elves re-roll results marked with a *)

 2D6  Event

Winds of Magic. The Winds of Magic wax strong and wielders of magic feel themselv
swell with power. All wizards may use one extra Power dice than they would no I
allowed when casting spells and may add +1 to their casting roll in addition to any o

modifiers they have.

Howling Gales. High winds of unnatural origin howl across the battlefield. No mo
make a Flying move and must use its ground-based movement at all times.

Befuddling Glamours. After both sides have deployed, one enemy unit may be push
back up to 8" from its original location (it may not be moved off the table, or into
impassable terrain). Its facing and formation remain unaffected.

All is well. This event has no effect, good or bad.

Magical ebb. The Winds of Magic seep from the battlefield, draining magic of its powe;
harm. All magic weapons are drained of their power and count as hand weapons. No
magic items may be used whatsoever and all Wizards (even High Elves) suffer -2 to their

Casting rolls when casting spells.

Faerie Presence. The aura of the Everqueen (or Ariel) spreads across the battlefield,
soothing troubled hearts and calming angry souls. No unit may pursue an enemy tha

~from close combat.
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The Petrified Forest of
Naggaroth

Blighted beyond imagination, the
Petrified Forest consists of endless tracts
of dead, grey, ashen trees setin a
desolate, ash-blown wilderness. No
breeze stirs the air and nothing clean or
pure will grow in this region of utter
desolation. Trees of eternal stone and
chasms of echoing emptiness fill this
hateful place, and none who are
unfortunate enough to bear witness to
this evil place can ever forget it. Just why
the forest should exist in such a state is
a mystery, though there are vague
references within the archives of Hoeth
to a battle between ancient powers, god-
like in stature, at some time during the
infancy of the Elvish race.

The Black Forests

Situated in north Naggaroth, the Black
Forests cover the landscape with dark,
forbidding trees of ill-favoured aspect.
These forests sprawl with a mixture of
towering pines, black trees and a bleak
desolation that sears the soul with its
unending vistas of emptiness. The
ground is cloaked in shadows as chained
gangs of slaves from the principal
dockyards of the Witch King fell the
massive timbers — dragging them back
for dark uses in Clar Karond, the Tower
of Doom. Strange monoliths and ancient
ruins dot the few desolate clearings.

114 DARK PLACES OF THE WORLD

which player rolls first on the Events chart — the player that rolls the highest may

ether to roll first or second. To use the chart roll 2D6 and apply the result immediately. (Dark
re-roll results marked with a *)

Event

Blizzard. All movement is counted as though through difficult ground, and all missile
ranges (including magic missiles) are halved. Roll an Artillery dice at the beginning of each
game turn; if a Hit is rolled, then the snows lift for that turn and allow missile fire to be
resolved normally.

Dust Storm. Choking clouds of dust are blown into the air by powerful winds, irritating
eyes and catching in warriors’ throats. Each unit in your army must pass a Toughness test
or suffer -1 Strength and ~1 Ballistic Skill.

Hopelessly Lost. After both sides have deployed, one enemy unit may be pushed back up.‘-« :
to 8" from its original location (it may not be moved off the table, or into Impassable
 terrain). Its facing and formation remain unaffected.

_All is well. This event has no effect, good or bad.

Desertions. After both sides have deployed, take a Leadership test (using the General's i
Leadership if he is within 12") for every infantry and cavalry unit in your army. If a unit fails
its Leadership test, it loses D6 members as they desert from the battleline. 3

Dread Presence. A presence of terrible power hangs on the air, casting a pall of fear across
the battlefield and sapping the will to fight from the combatants. Every unit on the
battlefield suffers a —2 modifier to its Leadership value.
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counters Chart: These work exactly as

2D6
2-3

4-5%

10-11#

12

escribed in Warhammer Realms: Lustria,
Play your encounter as normal then roll 2D6  ©
and consult the chart below. (Dark Elves re-
roll results marked with a *)

Encounter
Ancient magic. Affected units are

immediately struck by the Shadow &

Magic spell Shades of Death. If the
unit already causes fear, it now
causes terror.

Cursed land. Affected units must
take an immediate Leadership test.
If failed, they flee back to the b

nearest table edge. Even units i3

normally Immune to Psychology or
Unbreakable will flee if this test is
failed.

Spiketree. Poisoned barbs shoot
from these ancient trees. Affected
units are hit by D6 Strength 5
spikes.

All is well. Instead of playing an

Encounter, you may spend a single ¢

Encounter point to remove an
Encounter that is already in play
from the terrain piece targeted, or
two Encounter points to remove
one from anywhere else. No other
Encounters may be placed in the
terrain feature from which the
Encounter is removed this phase.

Slavers’ traps. Each affected unit

must roll a D6 for each model in the &

g

unit. For every ‘1 rolled, the
owning player must remove a single -
model from the unit, with no Saves
of any kind allowed.

Trapdoor beast. Every model in
each affected unit must take an

Armour Save, For each Armour Save

passed a model is removed as a
casualty. Scaly Skin Saves are not
counted towards this test, and
models with no armour at all are

nimble enough to avoid the claws of B

the beast as they snatch from the
ground. Multiple Trapdoor beasts
are not cumulative.

SCENARIO IDEAS

Graham: Now that you're ready to play games of Warhammer in the dangerous
forests of the Warhammer world, how about some ideas to get you going?
Games set in the forests present their own unique tactical challenges and, as
suggested in Warhammer Realms: Lustria, it’s a great idea to theme your games
with appropriate narrative hooks. The sweeping sense of adventure and plot is
what makes each game unique and so we’ve come up with a few ideas to get
you going...

Battles fought in a forest could revolve around an Orc ambush of an Empire or
Bretonnian convoy, a Dark EIf slave caravan or High EIf royal escort. They
could involve the protection of somewhere sacred - a Beastman herdstone, a
grove sacred to the Lady of the Lake, a chapel of Sigmar or an idol of Gork.
The dark, brooding forests of the Old World are home to all manner of twisted
beasts and mutant creatures, so you might want to try scenarios where the
troops of an Elector Count venture into the jungle to root out a band of Orcs,
bandits, mutants or terrifying beasts that have taken to preying upon the local
villagers (see the movies Brotherhood of the Wolf or The Ghost and the
Darkness for more ideas on this...) The scenarios given in Warhammer Realms:
Lustria and Conquest of the New World are equally appropriate for use in the
settings given here, and it's a simple matter to theme them to

the other forests of the Warhammer
world with only a little effort. The
dark places of the Warhammer
world await.

Beastman Cairn
Ally Morrison: Inspired
by the new Forest
Encounters charts, my Beastmen
Cairn only took about an hour to

make, followed by an hour to paint.
Once I get an idea for a model in my
head it doesn’t take me long to finish it.
The counter is based on the pieces of
ammunition that come with the Hellcannon: lots
of piles of skulls. Once I'd built up the shape of the
cairn I added a twig from the local park to
represent a tree. A few additional skulls and bones,
specifically a Beastman’s skull from the
Skeleton boxed set, finished off the model
ready for painting. As well as clump foliage
for the leaves, I used plenty of green and
grey tones for the bark of the tree:

wood isn’t brown after all.

Entrance to the Mutant Lair

Dominic Murray: To represent this encounter I focused on the
idea of a hero being dragged beneath the forest floor by the
grabbing hands of mutants. Using the Empire Militia sprues, I
created a character who was in the process of hacking his way
clear with a sword whilst being pulled
underground. The plastic Zombie sprue
provided me with a wealth of arms that could
punch through the soil in the best traditions of
cheesy horror movies, Using the tails from
Skaven Gutter Runners gave the impression
of tentacles rising through the earth,
adding to the feeling of mutation. To
finish off I placed a balsa wood
sign deterring unwary
travellers from the area...
obviously this particular fellow
hasn’t learned to read.
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Abandoning hope that the gods of chance will ever allow his
more than a ‘1’ on their ‘to hit’ rolls, Mat Ward goes in searc

hough the Empire chiefly relies
i upon its state regiments and artillery

to keep its lands safe, none can
deny that the most glorious of all troops
available to an Empire general are the
zealous warriors of the Knightly Orders.
Whether an Order is large and carries
political weight, like the Knights Panther or
White Wolves of Middenheim, or is of a
more modest size and fills its ranks from
local nobility, all are a force to be reckoned
with on the battlefield.

With so many Knightly Orders in the
Empire, each one full of its own history
and traditions, it is inevitable that the
profile presented in the Warhammer
Armies: Empire book is not able to do
them the justice they deserve. That being
the case and having only a handful of
pages to play with, I'm certainly not going
to try and do it here. What I've done
instead is create a simple system by which
you can customise your own Knightly
Order to give it a little bit of additional
character. It goes without saying that if you
choose to do so, you should have at least
an inkling of what your Knightly Order
stands for and select characteristics that are
most fitting to them.

HOW IT WORKS

With Knightly Orders, as with any other
group of intrepid individuals, there are
g‘:Sitiy nd'negative sides to their

GH
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individuality. A Knight who is fearless in
battle, for example, may not take kindly to
another’s leadership, or perhaps some
ages-old tradition forbids the carrying of
shields. There are many possible upsides
and downsides to the customs of Knightly
Orders but, being a helpful sort, I've made
it easy for you to choose your Order’s own
particular idiosyncrasies. Simply put, if you
wish to create your own Order, select an
advantage from the list (see opposite) — all
Knightly units (including Inner Circle
Knights and Grand Masters) in your army
will benefit from this. However, such
favours come at a price: you must select a
disadvantage (also see opposite) as well —
this will also affect all Knightly units in
your army.

Advantages and disadvantages each
have an assigned points cost (or refund)
and can be combined as you wish, but an
Order may never have more than one of
each. It’s probably worth noting that these
advantages and disadvantages are provided
to allow players to add a little flavour to
their Knights, rather than bestow an
overwhelming advantage...

TLY ORDE

372 OF THE EMPIRE ~ne~n

Knights of the White Wolf to roll '
h of other Empire knightly orders.

Over the following pages there ar¢
several examples of Imperial Knightly
Orders using this system. There are also a .
few Legendary Orders, which are truly
unique. Legendary Orders often have an
advantage over their brethren, such as
having two advantages or, in rare cases, no
disadvantage.

To represent their increased value on
the battlefield, Legendary Orders may
sometimes have an additional points
premium — this applies to all Knightly
models in the army. The Order of the
Knights of the White Wolf as presented in
the Warhammer Armies: Empire book are a
Legendary Order — they have the advantage
‘Signature Weapon: Cavalry Hammer’ and
no disadvantage. If you field your own
Knightly Order you may not include any
Knights of the White Wolf in your army.

These rules — as with all those
not contained within the
Warhammer rulebook or
Warhammer Armies books —
should only be used with your
opponent’s consent.

“There are many possible upsides and downsides to the

y Orders, but it's easy for you fo
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Blessed

Knights: 1 point/model Characters: 5 points/model
Many Knightly Orders have a patron deity to whom they hold
allegiance and in whose name they fight. Some Orders, however,
are more holy than others, the most devout of all being those
through whom their deity’s blessing pours most strongly. Attacks
made by members of this Knightly Order count as magical.

Unquenchable Zeal

Knights: 2 points/model Characters: Free

Some Knights are so consumed with the passion of their calling that
they seem to burn with endless energy and are undaunted by the
number of foes that face them. With this advantage, your Knightly
units are always assumed to have a higher Unit Strength than their
foes and always receive the +1 bonus for Outnumbering and will
never be automatically broken by fear-causing foes.

Exemplars of Sigmar

Knights: 2 points/model Characters: 10 points/model
Some Knightly Orders have come to represent the purity of the
warrior-god, Sigmar. Such icons are held in awe by the common
people and can spell the difference between victory and defeat in
battle. Any friendly units within 6" of a member of this Knightly
Order may re-roll any failed fear, terror or panic tests.

Wealthy

Knights: 1 point/model Characters: Free

Success upon the field can bring great wealth to a Order,
particularly if their Grand Master is well versed in the lucrative
skills of merchantry or ransoming. Such wealth often translates into
larger armouries of better equipment. If you have chosen this
advantage for your Order, up to half of your Knightly units
(rounding up) may be upgraded to Inner Circle.

R

Fractious

Knights: -2 points/model Characters: -5 points/model
Though all Knights are brothers in arms, some take more delight
in quarrelling with their family than they do in sparring with the
foe. If you select this disadvantage for your Order, roll a D6 for
each of your Knightly units at the start of each Empire turn. On
the roll of a ‘1’ some form of disagreement has broken out in the
ranks (possibly over who took more than his fair share of plunder
in a previous campaign) and the unit may not move that turn.

Jinxed

Knights: -2 points/model Characters: -10 points/model

1l luck is something that all warriors coust, though it affects some
more prominently than others. If you select this disadvantage, your
Order has somehow attracted the ill-fared vagaries of fate
(probably by offending one of the many deities in the Warhammer
world, or killing someone they shouldn’t have). Once per game,
your opponent can request each Knightly unit, or character, in
your army to re-roll a single D6.

Recklessness

Knights: -2 points/model Characters: -10 points/model
Patience has been said to be the key ability of many a warrior, but
it is a skill that has ever eluded those who are hungry for honour
and glory. If this disadvantage is chosen each Knightly unit must
pass a Leadership test at the start of each Empire turn or move 4t
full rate towards the nearest enemy, charging it if possible.

Pariahs

Knights: -1 point/model Characters: - 15 points/model
For some transgression of the past, this Knightly Order is no
longer welcome in the circle of its peers. Their names are reviled

Resolute

Knights: 1 point/model Characters: 5 points/model
Even amongst their bold peers, these Knights are proud of heart
and firm of purpose. They are Stubborn in the first round of every
combat, but revert to their normal rules in subsequent rounds.

Fearless

Knights: 2 points/model Characters: 10 points/model
Whether through valourous deeds or the horrors of their daily
lives, these Knights are immune to the icy touch of dismay. Any
Order with this advantage is immune to fear and terror.

Signature Weapon

Most Knightly Orders use a lance as their main armament, turning
to a sword once their charge has struck home. Some Orders,
however, prefer to place their faith in more esoteric weaponry, such
as the cavalry hammer employed by the Knights of the White Wolf.
With this advantage, all Knights in your army must replace their
lance with the chosen signature weapon. If the chosen weapon
requires two hands, the Knights must also give up their shield.

Rules Knights/
Characters &

Hammer Requires two hands;+2 Strength bonus on the +3/+6
charge; +1 Strength bonus at all other times

See Warhammer Rulebook page 90 +2/+2

— does not replace lance
See Warhammer Rulebook page 90

See Warhammer Rulebook page 90

See Warhammer Rulebook page 90

= KNIGHTLY DISADVANTAGES =<y

and their heritage abhorred. A Pariah Order may never use the
Leadership of a character, nor may their Grand Master pass his
Leadership onto non-Knightly units, even if he is the General of
the army.

Pride

Knights: -2 points/model Characters: -10 points/model
To this Knightly Order defeat is an unthinkable event, brought on
solely by the actions or inactions of others. As a result they are
slow to flee a losing fight, and will never refuse a martial
challenge. Members of this Order may not flee from a charge and
no character may refuse an issued challenge. In addition, they flee
2DG", rather than 3D6".

Humility

Knights: -1 point/model Characters: Free

A few Orders do not seck to set themselves above their fellow

men, instead seeking the insight and purity that a humble life can
teach. They do not hoard wealth, nor do they have the same
labyrinthine structure of rank as their Knightly compatriots. This i
Order may not field Inner Circle Knights or Grand Masters.

Disorderly

Knights: -2 points/model Characters: Free

When a regiment of Knights charges home it is as much their solid
mass as their skill-at-arms that causes dismay to their enemies. As
such, most Orders spend many hours practising manoeuvring in
formation and fighting as a unit. Alas, these skills are not familiar
to all and a Knightly Order with this disadvantage has probably
spent more time honing its drinking skills than its teamwork. Units
of Knights with this disadvantage never receive rank bonuses, nor
do they negate the rank bonus of an enemy.

e e
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ThE RNIGHTS PANCHER

Thc Knights Panther were established
following the wars against Araby, when
returning crusaders brought back magnificent
leopards, tigers and panthers. as well as furs
which adorned their clothing. The Knights
still trim their clothes and crests with
whatever exotic spotted or striped fur they
can obtain. Their shields carry the emblem of
their Order, the fabled spotted panther of
Araby.

Though the crusades against Araby have long
been over, the Knights Panther still carry
their lances against the despotic lords of the
south. Such fanaticism is not unusual in
Knightly Orders, though most choose to
battle a foe somewhat closer to home. In the
past century, two separate Imperial Decrees
have been issued, commanding the Knights
Panther to desist, yet both times these
commands were rescinded - the Imperial court

———

Ar:lativcly small order, the Knights of the
Blazing Sun are also known as the
Templars of Myrmidia because of their
devotion to this Estalian warrior deity.
Largely unknown in the lands of the Empire,
it was only through the strangest of chances
that the Order’s worship of her began at all.

During the wars against Araby, three-scorc
Knights from the Empire lent their aid
towards the recapturing of the temple of
Myrmidia in Margritta, the southern seaport
of Estalia. During the fierce fighting. a
violent earth tremor dislodged the vast bronze
statue of Myrmidia which was fixed at the
the temple’s topmost steeple. The statue fell
to the ground, smashing into a thousand
fragments and flattening Emir Wazir the
Cruel and his Black Scimitar guard. With
their leader slain, the Arabian hordes fled,
leaving the temple in the hands of the
Knights. Whether this was actually divine
intervention or not has been widely disputed,

118 KNIGHTLY ORDERS OF THE EMPIRE

preferring to offend a distant foreign nation
rather than alienating such a powerful martial
force.

Unlike many Knightly Orders, their first
loyalty is to the Empire itself and the
protection of its people and lands. The

lette
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Knights Panther are based predominantly in
the cities of Middenheim and Talabheim.
These cities are traditionally major centres of
Ulric worship and the Knights Panther have a
fierce rivalry with the Knights of the White
Wolf, each Order trying to outdo the other
in battle.

Advantages and Disadvantages

disadvantage.

CHE ORDER Of THE BLAZI

The Knights Panther are a Legendary Order, having garnered fame and
wealth over the years. They have the Wealthy advantage and have no

but to those Knights who fought that day, it
was unquestionably Myrmidia herself who
intervened. Upon returning to the Empire, the
veterans of that battle founded the Order of
the Blazing Sun and built a shrinc to
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Myrmidia in the heart of Talabheim. Though
many folk mistrust them for their courting
of strange foreign deitics, the Knights of the
Blazing Sun have unccasingly fought with
distinction against the enemics of the Empire.

Advantages and Disadvantages

The Order of the Blazing Sun maintain many trading contacts in Estalia and
provide protection to pilgrims travelling to the Margrittan temple of
Myrmidia; accordingly, they have the Wealthy advantage. However, their
adherence to the worship of a foreign deity often leads them to be shunned
or mistrusted by their peers; as a result they have the Pariahs disadvantage.




Che€ TEMPLHARS Of The EVERLHASCTING LIGhT

he warrior code of this Order is founded
squarely on the principles of justice and
fairness. Naturally, as nobles, the Templar’s
opinion of justicc contrasts markedly with
that of the common folk, yet it cannot be
argued that they often willingly fight for
those who have no other upon whom to rely.
It was Templars of the Everlasting Light who
defended the plague-struck village of Hafbad
when no other would, and it was members of
their Order who gave their lives fo defeat the
mighty Shaggoth Brakorth in the Worlds
Edge Mountains, Despite such deeds, the
Order has passed into history for another,
less glorious reason: the Templars of the
Everlasting Light are cursed.

How they became so afflicted is kept locked
within the Order records, but speculation has
it that they offended some deity whilst on
crusade in Araby. Whatever the cause, they
find themselves thrown from their horses at
unpropitious moments, swords break as a
deathblow is delivered, and seemingly stable
carth turns to marsh or quicksand once the
hooves of their steeds touch it. Only a

member of this Order could be struck in the
eye by a ricochet that was fired behind him
(Kurt von Tzalza). Only a Grand Master of
the Everlasting Light could be dumped
unceremoniously into a cartload of manure
during a victory parade in Altdorf, the only
such cart for many miles around (Sigismund
Drak). Only one chapterhouse, in the history
of the Empirc entire, has vanished into a
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yawning chasm as the result of a freak earth
tremor. There are many more varied accounts
of this ill-fortune in the histories of the
Empire, yet the Templars of the Everlasting
Light never want for recruits. To a certain
class of nobility it is better to belong to 2

famous Order, however unlucky they may be,

than to one whose name is unknown beyond
the walls of their Chapterhouse.

Advantages and Disadvantages

disadvantage.

Templars of the Everlasting Light have the advantage Fearless. However, they
are plagued by almost incomparable misfortune; they have the Jinxed
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ounded during the reign of Wilhelm, the
first Emperor in the line of the princes
of Altdorf, the Reiksguard is recruited from
the oldest sons of the Empire’s nobility.
Unlike other Knightly Orders, the Reiksguard
is divided into warriors who fight on foot
and a mounted arm. Regardless of how they
fight, the Knights' weapons are of the highest
quality and their armour is highly polished to
a mirror-like finish, topped with crests that
carry the colours of the reigning Emperor,

Karl Franz.

The Reiksguard Knights arc the Emperor's
best troops and, as such, form the core of
his houschold guard. In this way, many
masters of the Order have served as Imperial
bodyguards, both on the field of battle as
well as at other. more stately, functions. It is
traditional also for the Grand Master of the
Reiksguard to scrve as the Reiksmarshal,
second only in authority to the Emperor
himself in matters of war.

In battle the Reiksguard favour fighting in
large regiments, the better to cow the enemy
with the full splendour of their mirrored
armour and crimson plumes. Imperial history
is full of references to great battles won by a
decisive charge by the Reiksguard Knights, or

Armour
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a stalwart defence by the Reiksguard Foot.
Despite the potential power and influence of
such a reputation, the Reiksguard remains ever
apolitical, loyal always to the reigning
Emperor - a stance that has in the past set
them at odds with more transient Orders.

Advantages and Disadvantages

advantages and no disadvantage.

The Reiksguard is a Legendary Order, possibly the most renowned of all
such Orders. As such, they have the Exemplars of Sigmar and Resolute

— 2 P T A T TR TR

KSGUARD ON FOOT

" If you wish the Knightly Order in your army to represent the Reiksguard,
u may also field the dismounted arm of the Order. Reiksguard Foot use '
he same rules as Greatswords (and the 0-1 restriction), but carry shields &
‘rather than great weapons. They are not Stubborn, but are affected by the &
‘same advantages and disadvantages as their mounted brethren.
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asily the most boisterous of all the

Knightly Orders within the Empire, the
Knights of the Black Bear maintain a fortress
on the borders of Averland as well as a
chapterhousc in Averheim itself. Close as they
are to the haunted land of Sylvania and the
Orc-infested Worlds Edge Mountains, the
Bears of Averland do not lack for
opportunitics to prove their martial valour.
Even so, the Knights have often found
themselves without a foe and have thus
fashioned a series of martial tournaments to
provide an outlet for their energies (they had
previously engaged in the practice of Halfling
coursing — outlawed in 2402). These tourneys
test all facets of what the Black Bears
perceive to be Knightly skills and so include
such feats as swordplay, horsemanship and, of
course, quaffing.

Where the name of the Order originates is a
source of much debate. The official story, as
put forward by the Bears themselves, speaks
of a noble, yet impoverished Knight having
to wrestle a great bear to save a lady of
noble birth who had become lost in the
wilderness. Recognising the nobility of his

Che ORDER Of ThE GOLD LION

Asccular Order, the Knights of the Gold Lion are unusual in that they were
founded in Araby during the Crusades. A group of disenchanted Knights had
fled to a backwater Arabian village after their army had suffered a crushing defeat and
began to despair of ever returning home. One Knight, Erich von Strommer, took it
upon himself to restore their resolve and to prove the truth of their cause, he set out
into the savannah to fake the head of a man-cating lion. He claimed that should he

Chaos Black
Brazen Brass @

1rst Highlight

Scab Red
Blood red
3 SR

Grand Master wrestling a bear - a practice
that has lead to the demise of many lords.
Other. violently suppressed rumours indicate
that it is no coincidence that therc is tavern
of the same name in Averheim.

deed and being possessed of great wealth, she
presented her saviour with a gift of monies,
which he used to found a chapterhouse in
Averheim. In memory of this event, each of
the Order’s tournaments opens with the

Advantages and Disadvantages

The enthusiastic and brazen nature of the Order means they pay no heed to
the numbers that they face; they have the Unquenchable Zeal advantage.
But, this can work against them, so they have the Fractious disadvantage.

\
\
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succeed in this impossible task it would be a sure sign of Sigmar's favour. Days passed

and return he did, near delirious, bearing the head of a massive lion. The Knights were filled
with courage and renaming themsclves in honour of the feat, forged out into the desert,
cventually meeting up with allies. Since then the Order of the Gold Lion has served the Empire

as onc of its most loyal Knightly Orders.

Boltgun Metal
Chainmail

Advantages and Disadvantages

These Knights are implacable foes — they therefore have the Resolute
advantage. However, they also dedicate themselves to ideals of equality, and
keep little wealth; thus they have the Humility disadvantage.

Dwarf Bronze
Shining Gold
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ChE RNIGHTS GRIFFON

he Knights Griffon arc arguably the most

drilled and militaristic Order in the
modern Empire, Their daily ritvals mostly
consist of strict martial training. A veteran
Knight Griffon is the cpitome of discipline
and soldiery. able and willing to hold his
ground, attack, or retreat in good order as
required. They were founded in the year 2305
by Emperor Magnus the Pious as part of his
rebuilding of the Empire after the Great War
against Chaos. Magnus requested one hundred
of the most loyal and devout Knights Panther
to foin him at his court in Nuln. forming an
Order of devout Templars directly responsible
for the protection of the Temple to Sigmar
in the Empirc’s then capital The Knights

he Sons of Mannan

he Sons of Mannan worship the Empire
‘god of the sea. They are a widespread
rder with many temples in the northern
coastal towns, where the sea god is
entreated to calm the infamously
treacherous Sea of Claws. The Sons of
nan are known particularly for the
ngth of their steeds, for they train

em in the surf of the northern shores.
en the Knights go to war they wear
turquoise and white enamelled armour

d are often accompanied by a Priest of
nnan who will bless the Knights shortly
efore they charge into battle.

'he Knights of the

win-Tailed Orb

udly proclaiming their worship of

mar with the emblem of the twin-tailed

net on their blue shields, the Knights of

tailed Orb are a highly religious

r located high in the Worlds Edge

tains. Believing that Sigmar has
come one with the comet and looks

own upon the Empire searching for

yorthy warriors to join him in his celestial

bode, the members of this Order fight

vith a terrible ferocity, giving little heed to
DSfibﬂit_g of death.
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were deeply honoured by this selection and
accepted the offer. and the Order of Knights
Griffon was incepted. When the crown passed
to the Princes of Altdorf in 2429, they
moved their chapterhouse to the Cathedral of

Colour Pallette
Armour
Basecoat

Chaos Black +
Dark Angels Green

Gold Details
‘Basecoat
- First Highlight

Brazen Brass
Burnished Gold

ce ee

Green Crest
Basecoat Dark Angels Green @
First Highlight Goblin Green ® | :
Second Highlight Chaos Black +
Skull White a ;
_ Beige Crest 1
. Basecoat Vomit Brown (@)
Bubonic Brown B

| First Highlight

Sigmar in Altdorf to maintain their vow to
protect the heart of Sigmar's realm. As a
result, there is slight animosity between them
and the Reiksguard, each of whom view the
other as imposing on their traditional role.

Advantages and Disadvantages

The characteristic efficiency of the Knights Griffon is represented by
the Resolute advantage. However, they also suffer from the Pride

disadvantage.

R

The Knights of the Black Rose
Originally founded during the time of the
Three Emperors as the bodyguard of the
would-be Emperor, the Elector Count of
Stirland, the Knights of the Black Rose
have a long and chequered history,
famously changing allegiance no less than
three times in the fragmented wars in
which they were founded. Though they
still carry the emblem of their progenitor,
their loyalties are as shifting as the sand,
for their Grand Masters have ever sought
to cultivate political power from the
military might at their command.

The Knights of Sigmar’s Blood
The Knights of Sigmar's Blood have a
long and proud history. Led by their
Grand Master Hans Leitdorf, brother
of the Elector Count of Averland, their
ranks are filled with the men of noble
houses across the Empire. Their
selection process is considere
even amongst the other Otders
each Knight in training must
spend a year in study within
the church where they are
judged by the priests as

to their worthiness.

KNIGRCLY ORDERS

The Knights of Morr :
Encased within black armour and deathly
silent when on the battlefield, the Knights |
of Morr are the dark guardians of the %
Empire. When parents wish to get their
children to sleep at night they tell them &
that the Knights of Morr will come for
them unless they rest. The Knights of
Morr are widely feared for their deyotion
to the god of the dead and dark tales =
abound regarding their initiation rites.
Even so, their martial prowess is more
than welcome to those they fight
alongside, for their silent swordsmanship
is amongst the best in the Empire.
5 o o
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WHAT'S ON
AND WHERE

ARHAMMER

NEW MORDHEIM SCENERY!

Enter the City of the Damned with a brand new scenery set created by the talented Warhammer
World team. This ruined townscape fills two 6'x4' tables with detailed, resin-cast buildings.
Comprising of ruined town houses, coaching inns, stone tunnels, walkways and barricades it’s
perfect for games of Mordheim and Warhammer Skirmish. Come over to Warhammer World and get
playing on it, right now!

» 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).

e Citadel Miniatures Hall.

« 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.

» 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.

« Staff on hand to help you with your hobby
activities and gaming.

*RING 0115 9168410 FOR MORE DETAILS *
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WORLD

CITADEL MINIATURES HALL
The Citadel Miniatures Hall is now
open! Visit the world’s premier
model exhibition, featuring the very
best painted Games Workshop
miniatures from the last 30 years.

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.

Phone: 0115 9168410

YOUR OWN 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
gvent at Warhammer World, contact
us on the phone number to the left
or by email for more information.

Events@games-workshop.co.uk

COMING EVENTS |

Here are just a few
Warhammer World
events. See over the page
for more!

Warhammer 40,000 GT
Heat 2
22nd-23rd October

Warhammer 40,000 GT
Heat 3
12th-13th November

Warhammer GT
Heat 3
19th-20th November

Dark Stars: Warhammer
40,000 Campaign
Weekend

26th-27th November

S

Event information correct at time of going to-press. Games Workshop is._not respansible for events not run by G



The Games Workshap

GAMING CENTRE

The Gaming Centre is now open*

Situated just off junction 34 of the M1, It is
a five minute walk from the Meadowhall
Hobby Centre.

« 20 6'x 4" gaming tables and 12 paint stations.
e \lending machines.

e A busy timetable of events, tournaments,
campaign days, and more.

e (Open 10am-10pm- on Saturdays, 11am-5pm on
Sundays and 4pm-10pm on Mondays during
term time, and 10am-6pm on Tuesdays- =
Fridays during school holiday periods.

" The Gaming Centre is-a new

place where you can come

_and play games, take part in
pre-arranged battles or a
league, or even hold your
own events.

~ You will find some of the
best tables from Games Day

. available for use, as well as
20 generic 6'x4’ gaming
tables to test your armies’
might an,

There is also a gaming
timetable planned right up to
the end of December 2005.
Masterclasses with the
talented guys who made the
~ Mtimak being attacked by

the Army of the Dead (from
WD301) are also available,

If you are interested in
running an event ~ maybe
you're a club searching for a
venue ar a store wanting to
challenge another stare or
club —the Gaming-Centre is
available as a venue. Best of
all, it's.completely free to
use, with free parking right
on the doorstep. Contact us
for more information,

~ Manager: Rob Bastow
Telephone: 0114 243 4633

Event information correct at fime of going to press-Games Werkshop is not responsible for-events nof fun by Games Workshop-

COMING SOON
Some of our great events.

Warhammer 40,0800 Team
Tournament

Sunday-23rd October

Team up with your friends in
our first team tournament.
Use skill and judgement-to
win your battle and pit the
right:ptayers against the
right opponents. To take part
you will need a1,500 points
standard-mission force.
Price: £50 per team of four
including lunch.

Warhammer

Doubles Tournament
Sunday 11th December
Pair up with a friend and
battle against other gaming
duos for Old World glory.
Fult detaifs of the rules will
be sent with the event pack

when you buy your ticket. To

take part you will need a
partner-and two Border
Patrol farces of 500 points.
Price: £15.inctuding funch.

Address:

Units 8/9,
Meadowhall Road
industrial Estate
Amos Road
Sheffield

GAMES WORKSHOP

EVERYONE A WINNER!

22 School Clubs from all over the
UK signed up to the National
Schools League this year. Teams
competed in the Regional finals and
the top 10 teams in Warhammer
40,000 and The Lord of The Rings
from each Region came over to
Nottingham and took part in the
National Finals, which were held at
Warhammer World on July 6th.

The qualifying schools were:

Abhotsholme

St Olaves

Herschel

Impington Village College
Brune Park

Gryphon School

Everybody had a great time and the
quality of the games, painting and
sportsmanship were very high.

We also had some spectators from
Lord William School in Thame who
just wanted to come along and
watch. An extra contingent from
Abbotsholme spent the day making
new terrain for their club under the
expert tutelage of Rob Wyness.

However, only one team could win
each tournament and the glorious
winners were St Olaves Grammar
School (Kent) for Warhammer
40,000 and Impington Village
College (Cambridgeshire) for The
Lord of The Rings.

The Community Team would like to
congratulate and thank all the
schools that took part in the League
for their hard work and dedication
this year.

Below are some comments from the
participants and observers during
the day.

“I really enjoyed the
attitude of all the players, it
was great to be able to go
round the games and help
sort out problems, they all
dealt with situations in a
remarkably mature way.”

Paul Cummins, Herschel School,
(assistant referee on the day)

“Some great games
played, can't wait for
September to start
gaming (at the School
club) again and beat
Hobby Manager Daren’s
'Nids!”

Martin Churchman, Lord William
School (spectating)

If you would like to find out how

your School Club can get involved

with the 2005/6 League, contact:
schools@games-workshop.co.uk

Or call 01159168380.

A packed Warhammer World Was no's! fo
six school teams and other spectators

Games Developer Adam Troke han'dls out
the prizes to Impington Village College

Warhammer 40 GUU winners from St
Olaves Grammar School

www.games-workshop.co.uk/events 125




Are you running an event? If you want to advertise it for
free in this fine publication simply drop us an email at:
nickk@games-workshop.co.uk

The closing dates for receiving
details for publication in the

following issues are:

1st September for WD312 (December)
1st October for WD313 (January)

1st November for WD314 (January)
Please note all dates and details are

correct at the time of going to print
but are subject to change.

Events diary abbreviation guide
WH ... Warhammer
40K ...... Warhammer 40,000
B5 Blood Bow!

WAB......Warhammer Ancient Battles
WPS......Warhammer Players’ Saciety
WECW ...Warhammer English Civil War

EDIG Epic Armageddon

LOTR ...The Lord of The Rings
GW...... Games Workshop
Gl Grand Tournament

OCTOBER

A CLASH OF WARLORDS

Date: 1st October, 2005

Venue: GW Shrewsbury

Details: Enter this Warhammer
tournament — the first for the
Shrewsbury Gaming Room. The
competition will follow Conflict rules
and gamers will each need a 1,500pts,
fully painted army.

Contact:

GW Shrewsbury — 01743 362007 (ask
for Guy)

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

COUNTDOWN TO CATACLYSM

Date: 1st October, 2005

Venue: GW Carlisle

Details: One year to the day it was
meant to go off, the mysterious
Warpstone Hemisphere beneath the
streets of Middenheim has begun
ticking ence more. Discover what plots
and intrigues are behind this. Will you
be able to stop the timer before Clan
Skryre’s greatest invention puts paid to
Middenheim for good?

A time-limit based Mordheim Campaign
day. Contact the Carlisle Hobby Centre
for details.

Contact:

GW Carlisle — 01228 598216

Web: www.games-workshop.co.uk

THE CONQUEST OF MORIA

Date: 1st October, 2005

Venue: GW Liverpool Gaming Room
Details: Durin has offered a serious
reward to find out what has happened
to Balin and his company of Dwarves.
Bring along 100pts of unnamed Heroes
and 100pts of Warriors to take part in

- CONQUEST IRELAND -1

i
| I

this The Lord of the Rings event.
Contact:

GW Liverpool — 01517 030963
Website:
www.games-workshop.co.uk/events

SPACE HULK

Date: 2nd October, 2005

Venue: GW Plaza

Details: With Hive Fleet Kraken
seemingly defeated, several dangerous
artefacts have been left behind on Ichar
IV This is an Inquisitor campaign
running throughout October and
November.

Contact:

GW Plaza — 0207 4360839 (ask for Ken)
Website:

www.games-workshop.co. uk/events

PIRATES OF SARATOSA

Date: 9th October, 2005

Venue: The Gaming and Events Centre
Details: Take part in this Mordheim
tournament. Rumours abound of hidden
treasure buried on the pirate island of
Saratosa. Now copies of the treasure
map have been sold that might actually
be true. The maps point to a deserted
city on the northern coast of the island
and motley bunches of thugs and
villains are now heading for the area.
Brave the monsters, get the treasure
and escape with your lives.

Contact:

See page 121

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

STORM IN THE EAST Il
Date: 15th October, 2005

Venue: Uplands Community Centre,
Lowestoft, Suffolk

Details: A 2,000 points Warhammer

RIALOF CHAMPIOTIS

This year see the first ever all-Ireland tournament for Warhammer
and Warhammer 40K. Running from June to November, there will be
six regional heats in the cities listed below. Each heat takes the
form of a one-day event where players will hattle:it out for-a place
in the all-lreland finals, to be held.early next year.

Galway 23rd October

hosted by. Model World - 091765655

Waterford - 20th November hosted by-Hohby Shop - 051852227

This isthe biggest gaming eﬁem Ireland has ever seen, with people
- from all over the country taking part in over 600 games to decide
who truly are the best Warhammer 40,000 and Warhammer players.
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tournament. A chance to test your skills
over three games in this friendly
tournament. Runs from 10.15am-
7.30pm. Entry is £8.

Contact: Mike —
mikefanta@netscape.net

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

FANTASIA FANATIC IV

Date: 15th and 16th October, 2005
Venue: Dagonskolans Gymnastiksal,
Umea, Sweden

Details: Fantasia is proud to present
their annual Fanatic tournament. You
will need 2,000pts of Warhammer,
1,700pts of Warhammer 40,000 or
500pts of LOTR. Tickets are 175kr. Last
year over 100 competitors took part.
Attending this year's competition is the
winner of the Oslo GT, so come along
and see if you and your army have what
it takes to beat him. Check the website
for more details.

Contact: Fantasia — 0046 90770360 or
info@fantasiaweb.se

Website:

www.fantasiaweb.se

THE AWAKENING

Date: 22nd October, 2005

Venue: GW Liverpool Gaming Room
Details: A Necron C'tan is rumoured to
have arisen and all races must deal with
this apacalyptic threat. This is a BFG
event. To take part you will need a
1,000pts starting fleet.

Only 20 places available.

Contact:

GW Liverpool — 01517 030963
Website:
www.games-workshop.co.uk/events

GW PRESENTS: WARHAMMER 40,000
GRAND TOURNAMENT HEAT TWO

Date: 22nd and 23rd October, 2005
Venue: Warhammer World, Nottingham
Age: 16+

Details: Compete for your place in this
season’s Grand Final. You will need a
fully painted 1,500pts Warhammer
40,000 army. Play six games over the
weekend, with the qualifiers given a
place in the final.

Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include lunch on both days and an
evening meal on the Saturday night.
Contact:

Hobby Specialists — 0115 9140000
Website:
www.games-workshop.co.uk/events

DEAD WOOD

Date: 29th October, 2005

Venue: GW Liverpool Gaming Room
Details: Attacking the Wood Elves on
All Hallow's Eve proves to be a bad idea
as the dead rise again. Watch out for
the Zombies! Bring 500pts of
Warhammer with a maximum of one
Hero and a minimum of one Core unit.
Contact:

GW Liverpool — 01517 030963
Website:
www.games-workshop.co.uk/events

WARHAMMER HISTORICAL GAMING
WEEKEND

Date: 29th - 30th October, 2005
Venue: Warhammer World, Nottingham
Details: Continuing the success of our
previous gaming weekends,
Warhammer Historical are pleased to
announce a new event on the weekend
of 29th/30th October 2005. This
awesome weekend will feature a whole
range of action-packed campaigns
including...

« The 3 Realms: The Art of War
(Samurai and Chinese armies)

« Legends of the Old West

» Chariot Wars

* Punic Wars

« Warmaster Ancients

« English Civil War

 Byzantium

« Warhammer Ancient Battles beginner’s
sessions

Entry fee is £38 and includes a hot
lunch on both days and an evening
meal on Saturday. You may also enter
as a combined Senior/Junior doubles
team. Combined entry is £65.
Contact:

0115 9004141

Website:
historical@games-workshop.co.uk

GANG WAR

Date: 31st October, 2005

Venue: GW Glasgow Gaming Room
Details: The underhive is once again
awash with death, destruction and
mayhem as the rival houses battle it out
for supremacy in Glasgow's annual
Gang War. Does your gang have what it
takes to come out on top?

Contact:

GW Glasgow — 0141 221 1673
Website:
www.games-workshop.co.uk/events

NOVEMBER

DESCENT INTO THE INFERNO

Date: 5th November, 2005.

Venue: GW Carlisle.

Details: lchar [V may be threatened with
destruction by the menace of the
Tyranid threat, but others are also in
danger. On Hive planet Relliol Secunda,
something is happening deep within the
cities, and a new dark star shines in the
sky tonight. Scenario driven campaign
day for 40K. Contact the Carlisle Hobby
Centre for Details.

Contact:

GW Carlisle — 01228 596216

Web: www.games-workshop.co.uk

GUNPOWDER, TREASON AND PLOT
Date: 5th November, 2005

Venue: GW Liverpool Gaming Room
Details: Using a small interception
force, you will have to defend a vital
station on lchar |V by blowing up
sensitive locations. A 40K event, played
in a Necromunda style. Bring 100pts of
any Troops unit (you can include
upgrades and ignore minimumes).

Event information.correct at tire of going-ta press. Games Workshop is not responsible for events not run by Games Waorkshop




Contact:

GW Liverpool - 01517 030963
Website:
www.games-workshop.co.uk/events

THE LORD OF THE RINGS -
NECROMANCER OF DOL GULDER

Date: 6th November, 2005

Venue: Gaming and Events Centre
Details: Deep in the forest of Mirkwood
lies the stronghold of the Necromancer.
His power is growing and leaving a dark
shadow over the realm of the Elves. Can
the forces of good rid the woods of this
evil menace or will the Necromancer's
power continue to expand?

To take part in this The Lord of the
Rings campaign you will need a 500pts
themed force. Tickets cost £15,
including luneh.

Contact:

See page 121

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

GW PRESENTS: HONOUR GUARD:
VETERAN HOBBY DAY

Date: 5th November, 2005

Venue: Warhammer World, Nottingham
Age: 16+

Details: A day of hobby activities for
our veteran hobbyists, including
numerous participation games, an
Inquisitor painting competition and both
gaming and product support from
Forgeworld. There will also be
opportunities to pick the brains of some
painting and modelling experts.

Tickets cost £10 and entry into the
Inquisitor painting competition is free.
Contact:

Hobby Specialists — 0115 9140000
Website:
www.games-workshop.co.uk/events

RAIDERS FROM THE BLACK ARK

Date: 12th November, 2005

Venue: GW Liverpaol Gaming Room
Details: Unite to overrun the Lizardmen
city and help repuise the Black Ark
‘Spiteful Heart' that has been sent to
capture slaves and treasure by the Hag
Queen. You will need a 750pts army to
take part in this random doubles WH
tournament. Only 20 places available.
Contact:

GW Liverpool — 01517 030963
Website:
www.games-workshop.co.uk/events

GW PRESENTS: WARHAMER 40,000
GRAND TOURNAMENT HEAT THREE
Date: 12th and 13th November, 2005
Venue: Warhammer World, Nottingham
Age: 16+

Details: Compete for your place in this
season’s Grand Final, You will need a
fully painted 1,500pts Warhammer
40,000 army. Play six games over the
weekend, with the qualifiers given a
place in the final.

Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include lunch on both days and an
evening meal on the Saturday night.
Contact:

Hobby Specialists — 0115 9140000

Event information correct at time of going to press. Games Warkshop is not responsible for events not'run by Games Workshop.

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

GW PRESENTS: WARHAMER GRAND
TOURNAMENT HEAT THREE

Date: 19th and 20th November, 2005
Venue: Warhammer World, Nottingham
Age: 16+

Details: Compete for your place in this
season’s Grand Final. You will need a
fully painted 2,000pts Warhammer
army. Play six games with the qualifiers
given a place in the final.

Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include lunch on both days and an
evening meal on the Saturday night.
Contact:

Hobby Specialists — 0115 9140000
Website:
www.games-workshop.co.uk/events

WPS WARHAMMER GT

Date: 19th and 20th November, 2005
Venue: Gateway Hotel, Nottingham
Details: The WPS is proud to announce
its GT! See our website for details on
this exciting Warhammer tournament.

Contact:
conrad.gonsalves@med.ge.com

Web: www.players-society.com

WARHAMMER TEAM TOURNAMENT
Date: 20h November, 2005

Venue: Gaming and Events Centre
Details: Team up with your friends to
try out our first Warhammer team
tournament.

You must use your skill and judgement
not only to win your battle but to pit the
right players in your team against the
right eppponents. Do you have what it
lakes?

To take part you will need a 2,000pts
Warhammer army. Tickets cost £50 per
team of four, including lunch on the day.
Contact:

See page 121

THE FIG

GAMES WORESHOP

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

THE DAMOCLES GULF CRUSADE

Date: 26th November, 2005

Venue: GW Liverpool Gaming Room
Details: Attempting to regain lost
territory from the Tau, the Black
Templars have discovered a sinister new
opponent — Tyranids!

Join or oppose the Black Templars as
they lead a new crusade into the
dangerous territory of the Damocles
Gulf. Turn up and play in with this 40K
event.

Contact:

GW Liverpool — 01517 030963
Website:
www.games-workshop.co.uk/events

GW PRESENTS: DARK STARS:
WARHAMER 40,000 CAMPAIGN
WEEKEND

Date: 26th and 27th November, 2005
Venue: Warhammer World, Nottingham
Age: 16+

Details: Warhammer 40,000 Campaign
set during the historical Sabbat
Crusades. You will need a fully painted
1,500pts army plus a 400pts Combat
Patrol Force for Warhammer 40,000.
Play five games over the weekend as
part of a team, your games will help to
determine the outcome of a planet in
the Sabbat Warzone.

Tickets cost £45, and include lunch on
both days and an evening meal on the
Saturday night.

Contact:

Hobby Specialists — 0115 9140000
Website:
www.games-workshop.co.uk/events

DEGEMBER

COGS 2005 SHOW (CHESTERFIELD OPEN
GAMING SOCIETY)

Date: 4th December, 2005

Venue: The Winding Wheel, Chesterfield.

Details: The show runs from 9am-
4.30pm

Contact:

Anthony Barnes — 01246 200120

BATTLEFLEET GOTHIC

THE EYE OF TERROR CAMPAIGN

Date: 11th December, 2005

Venue: Gaming and Events Centre
Details: The 13th Black Crusade is over
but the forces of Chaos have not been
driven fully from the Imperium of Man.
The Cadian sector is still under siege
but Imperial reinforcements are on the
way.

Along with Eldar pirates and Orky fleets,
can the forces of Chaos be pushed back
into the Eye of Terror?

To take part in this campaign you will
need a 1,500pts fleet. Tickets cost £15,
including lunch.

Contact:

See page 121

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

GW PRESENTS: WARHAMER 40,000
DOUBLES TOURNAMENT

Date: 14th and 15th January, 2006
Venue: Warhammer World, Nottingham
Age: 12+

Details: Compete in a fun tournament
with a friend as an ally. You will need a
fully painted 400pts Combat Patrol
Force for Warhammer 40,000. Play
seven games over the weekend, using a
variety of fast play scenarios.points are
awarded for sportsmanship, gaming
and painting.

Tickets cost £65 per two player alliance,
and include lunch on both days and an
evening meal on the Saturday night for
both players.
Contact:

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

- 0115 9140000

HT CONTINUES.

With the summer aver you may be thinking that the war is won,
You would be wrong. New missions require you whether you’re
" a seasoned campaigner or a fresh recruit joining the front
lines for the first-time. Contact your local Games Workshop
to find out when each event takes place and for further
details (see page 130 for a list of every Hobby Centre).

" Waitiammer 40,000: Search and Destroy = October half term =
Neomada is a vast metropolis overgrown with spawning pits and spore chimneys.

The-city of

Hordes of ehittering creatures hunt for life to feed-the hive mind. Imperial forces-are

- being sent to-rectaim the cify. |

The Lord of The Rings: The Rule of the King — October half term = Following the
end of the War of the Ring™, pockets of Evil still-exist: Help- mop them-up before

they cause serious mayhem.

Warhammer: The-Lords of War — October half ferm =

After hard campaigning in-the

* Lustria; many armies hava refurned to the Old World to find the townshipsé and cities
in disorder. Help return urbanity to civil rest, ordinduce anarchy-and claim:rew fands.

www.games-workshop.co.uk/events 127 :



IDE

ames Workshop Direct is
G fast, accurate, but most

of all, convenient. You
can order any product from the
comfort of your home (or
office, when the boss isn't
looking), secure in the
knowledge that we'll have it in
stock and it’ll be in your hands
a few days later. We aim to

G DI

‘GAMES WORKSHOP DIRECT |

WHITE DWARF SUBSCRIPTIONS

White Dwarf is an essential tool for all
hobbyists and what’s better than having it
delivered directly to your door giving you more
time to paint your miniatures?

With a subscription there is no risk missing
out on your favourite magazine as you receive
your issue every month, a week before it's out

despatch all orders within e e

three days, and most go faster
than that, so order during the
week and spend your weekend
actually doing your hobby, not
just buying your models.

Being a subscriber has additional benefits such
as special offers and subscribers can buy
tickets for events such as Games Day a week
before they go on sale to anyone else!

A White Dwarf subscription also saves you
money. A two-year subscription for £36 saves
you £12 off the cover price — effectively giving
you three issues free!

Ordering Direct is the perfect service for
hobbyists whose hobby time is precious.

Why waste valuable hobby time on the
journey to and from your nearest supplier
when you can order from GW Direct and have
any Games Workshop product delivered to
your door in a matter of days? You can also
stay ahead of the game with our Advance
Order service, which ensures you get the
|atest releases the day they come out without
ever having to leave your house.

A two-year subscription is even better! For the
bargain price of £60 you save a massive £36
off the cost of the cover price effectively giving
you a very impressive nine issues free!

GW DIRECT ALSO OFFERS THESE SERVICES
New releases * Subscriptions ¢ Advice from Hobby Specialists « Component Parts e
Classic and Collectors’ Models ¢ Advance Orders ¢ Online Store

CONTACTING DIRECT
There are numerous ways of getting directly in touch with our crack squad of Hobby Specialists.

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 Gentre at the in-store order-point.

= BY PHONE :
Call the Hobby Specialists on: 0115 91 40000 (UK Opening Hours Mon-Sat 10am — 6pm, Sun 10am - 4pm), 0044 115
91 88506 (Denmark), 0044 115 91 68255 (Netherlands), 0044 115 91 88507 (Sweden)

* BYFAX
“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
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Call: 0115 91 40000
Website: www.games-workshop.co.uk/store

The Games Workshop secure Online Store is the best way to shop by GW Direct. It's safe, fast and there whenever you want it. So, if you've a
yearning to order Orcs from the convenience of your own home at 3am in your jim-jams, go ahead. We won't tell anyone!

e FAST
The Online Store has never been faster, making it even easier to use.

» SECURE
We use secure servers for all of our systems, meaning that shopping with
the Online Store and Direct sales is totally safe.

e STRAIGHT TO YOUR DOOR
We try to get all of our orders out of the door within two working days,
which means you can expect them to be delivered within five days.

(DIRECT SALES EXCLUSIVES

Direct Sales has an ever-increasing range of models,

exclusive to the Online Store and Direct Sales, the existing
range is added to with each new release and helow you will
find the current and forthcoming models for this range (also
includes Direct Sales only Techmarine — nof shown).

The Wood EIf Wardancers will be
available from October 22nd and
the Eternal Guard will be available
from October 8th.

All these models can be found at the
address below.

OGRE MANEATER NINJA OGRE MANEATER FEMALE
99060213012 £10.00 99060213013 £10.00

WARDANCER 1 WARDANCER 2 WARDANCER 4 ETERNAL GUARD CHAMPION
9947020405907 £4.00 9947020405908 £4.00 9947020406904 £4.00 9947020405507 £4.00
L] -
§ www.games-workshop.co.uk/directsalesexclusives =
J £
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FROM THE ARCHIVES OFWHITE DWARF
Direct always carries a supply of recent back-issues of White Dwarf,-so:if you've

- missed a crucial issue, all may not be lost, simply contact Direct to see if the
** 'magazine is still in stock. Act quickly though as supplies are limited.

WHITE DWARF 291
Just some of the articles featured in this classic
White Dwarf:

ity SIEGE OF GONDOR BATTLE REPORT

WHITE
DWARF

o Cult of the Machine God - An Index Astartes on
Techmarines.
Louen Leoncoeur Painting Masterclass — An
expert painting guide by Matt Parkes.
Plague Bringers = Original Warhammer 40,000
fiction by Nick Kyme. :
Olde Weirde’s Incunabulum —An. essay on the
histary of Sylvania and its peoples.

3

The Siege of Minas Tirith — A Siege of Gondor
Battle Report.

THIS MONTH’S CONVERSIONS

White Dwarf features a plethora of conversions every month to
inspire you in all your hobby endeavours. In most

cases we include an extensive list of
components so that you can replicate these
conversions yourself. Some, however,
are more inspirational than practical.
Such is their intricate nature they
should only be attempted by skilled
modellers. In this case, if you still
want to have a go at them then
simply contact GW Direct who'll
provide advice and suggest
components you might need.

For all the components and modelling
details of the conversions featured in this
month’s White Dwarf, turn to the relevant
articles given below.

ARTICLE PAGE GAME SYSTEM TYPE OF MODEL
Gnoblar Hordes 88-89 Warhammer Inspirational
Chapter Approved: Nemeses 64-71 Warhammer 40,000 Inspirational

i Faith and Fury 56-62 Warhammer 40,000 Inspirational

i Converting Captains 38-41 Full conversion

The Lord of the Rings

T

COLLECTORS’ GUIDES

Collectors’ Guides are an amazing resource
for gamers and collectors alike. Each book
focuses 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 are 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

« NEW! Tyranids

* Space Marines

* Orks

¢ Chaos Space Marines
e Empire

* Orcs and Goblins

e The Lord of the Rings
* Warhammer Chaos

* Undead

* Eldar and Dark Eldar
* Tau and Necrons

* Dwarfs

* Monsters and Mercenaries
* Skaven

* Bretonnians

Catalogues
« The Specialist Games Catalogue
* 2005 Catalogue
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CAN'T WAIT TO GET YOUR HANDS

ON THE LATEST RELEASES?

Then why not Advance Order it? You can place an Advance Order for
any of the new releases, even before they appear in the pages of White
Dwarf! You can get the latest products and models for your armies and
be guaranteed of receiving them as soon as they are released.

DELIVERED DIRECT TO YOUR DOOR

You can place an Advance Order through the Online Store, by calling
one of our Hobby Specialists or by contacting us by post. All you have
to do then is wait for your order to be delivered to your door on the
very day of release. All advance orders are sent out ahead of the time

GAMES WORKSHOP

they appear in the shops, so you get your order on the release date at
the latest, guaranteed.

PAY LESS FOR POSTAGE

When you place an Advance Order for a model, as well as being fast
and convenient, it also saves you money. Postage for Advance Orders is
only £2* so you can afford to get more models for your money.

So why bother slogging to the shops on release day, when you could be
at home assembling your newly delivered models or already reading the
|atest army book? There's no better way to get your hands on the latest
models before anyone else.

“£2 postage only applies to Advance Order products being delivered to addresses in the UK or Ireland. Orders including Advance Order products will be held until the last available product is released.

ADVANCE ORDER FROM 17TH SEPTEMBER
(released 29th October)
= Orion King in the Wood

ADVANCE ORDER FROM 24TH SEPTEMBER
(released 5th November)

» Codex: Black Templars

» Black Templars Space Marine Battleforce

« Space Marine Terminator Close Combat Squad
« 'Eavy Metal Paint Brush Set

* Army Figure Case

» Gaming Hills

« Mega Paint Set

= Tank Figure Case

ADVANCE ORDER FROM 1ST OCTOBER
(released 12th November)

» Space Marine Chaplains

* Goblin Captains

« Black Templars Space Marines Command Squad

» Warhammer 40,000 Wargear ASSAULT SQUAD

99120101038 £15.00

ADVANCE ORDER FROM 8TH OCTOBER
(released 19th November)

o Lurtz with bow

« Black Templars Space Marines Crusader Squad
« Black Templars Space Marines Assault Squad

ADVANCE ORDER FROM 15TH OCTOBER
(released 26th November)
« Black Templars High Marshall Helbrecht

ADVANCE ORDER FROM 22ND OCTOBER
(released 3rd December)

« Space Marine Scouts

« Space Marine Terminator Chaplain

« Balrog

BLACK TEMPLARS SPACE MARINES

| YOU CAN ADVANCE ORDER ALL THESE NEW MODELS!

THIS MONTH’S ADVANCE ORDERS...

e
BLA

g

ER

K TEMPDAR

CODEX: BLACK TEMPLARS
60030101007 £12.00

BLACK TEMPLARS SPACE MARINES
CRUSADER SQUAD
99120101038 £18.00

SPACE MARINE TERMINATOR CLOSE COMBAT SQUAD
99120101037 £20.00
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RECENT RELEASES

The sylvan inhabitants of Athel Loren dominate the pages of New Releases this month. Here you will find complete components for some of these
great new models. Only a few of the Wood Elves released this month are featured on these pages. Look out for future issues in which additional
components for the other models in the range will be added.

All of these components are availahle to order online, so if you've got a particular conversion in mind or you want to order that certain
character model it couldn’t be easier to get all the most up to date components you need.

THIS MONTH’S FEATURED MODELS:
Wood Warhawk Riders, Wood EIf Waywatcher Lord, Wood Elf Wardancer Lord, Wood EIf Wardancers, Wood EIf Wardancer
Command, Wood EIf Wild Riders, Wood EIf Wild Riders Command.

WARHAWK 2 WARHAWK 1 WARHAWK WINGS 2 X{!\'_
0947020406414 £3.00 9947020406402 £3.00 9947020406415 £5.00 <

Please note that Warhawk
wings 1 will only fit Warhawk
body 1 and Warhawk wings 2 g’l
will only fit Warhawk body 2. (

e 2

s X “k.. ;.
- : 58 g
‘ AT f\,§:§ j‘ .
=i ¢ R
e ¢ N
&y N VAN
o f
WARHAWK RIDER D BODY WARHAWK RIDER SPRUE WARHAWK RIDER SPRUE D WARHAWK WINGS 1 i
9947020406412 £1.50 9947020406416 £1.00 9947020406413 £1.00 9947020406303 £5.00 J‘

WARHAWK RIDER A WAYWATCHER LORD WILD RIDER TORSO 1 WILD RIDER TORSO 3
9047020406404 £2.50 99060204072 £6.00 9947020405804 £2.00 9947020405806 £2.00

(Only available in blister)
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WILD RIDER HORSE HEAD 2
9947020405811 £1.00

WILD RIDER TORSO 2 WILD RIDER MUSICIAN WILD RIDER STANDARD BEARER WILD RIDER CHAMPION WILD RIDER HORSE HEAD 1
9947020405805 £2.00 9947020405803 £2.50 9947020405802 £2.50 9947020405801 £2.50 9947020405810 £1.00

WILD RIDER LEGS 2 WILD RIDER LEGS 3 WILD RIDER LEGS 1
9947020405808 £1.50 9947020405809 £1.50 9947020405807 £1.50

WARDANCER CHAMPION WARDANCER CHAMPION 2 WARDANCER MUSCIAN WARDANCER LORD
9947020406901 £3.00 9947020406902 £3.00 9947020406803 £3.00 99060204071 £6.00
A (Only available in blister)

WARDANCER 2 WARDANCER 4 WARDANCER 5 WARDANCER 3 WARDANCER 1
9947020405902 £2.50 9947020405904 £2.50 9947020405905 £2.50 9947020405903 £2.50 9947020405901 £2.50
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STORE FINDER

++IMPORTANT NEWS++IMPORTANT NEWS++IMPORTANT NEWS++IMPORTANT NEWS++

NEW HOBBY CENTRE OPENING TIMES

¢ From the 5th of September, many of our Stores in shopping centres will open and close
Hobby Centres will be changing their according to shopping centre times.
opening hours.

e There will be one late night club which will run until
» From Monday to Friday Games Workshop Hobby later, dependent on store opening times.

Centres will now be open from 12pm until 6pm.
Saturday hours are 10am until 6pm and Sunday hours e To find out what your local Hobby centre changes will
are 11am until 5pm. be, pop in or give them a call to find out more details.

Please note that where possible during November and December stores will open at 10am in the run up to Christmas.

HOBBY CENTRES & INDEPENDENT STOCKISTS

Games Workshop products are sold by a large number of shops in 16 different If you're still unsure as to where your nearest stockist is located, why not call

countries across the world. What follows is a listing of all the stores that sell Games Workshop Direct on 0115 916 40000. Stores highlighted in yellow
Games Workshop products across the UK, parts of Europe, South Africa and indicate new stores. Stores in green are elite Northern European stores; stores
the Middle East. Most Games Workshops are open seven days a week and in blue are Northern European partnership stores. To be sure they will have
late for gaming evenings. Contact your local store for more details.You can exactly what you want in stock, we recommend you give them a quick phone call
find a list of all our retail outlets on our website at: before visiting.

www.games-warkshop. co. uk/storefinder Hobby centres marked with a cross (x) have Gaming Room facilities.

A Games Workshop Hobby Centre is much more than just a shop...

FREE GAMING AND TACTICS ADVICE FREE PAINTING AND MODELLING ADVICE FULL RANGE OF PRODUCTS
All our staff are gaming veterans (after all it's what they do for a living!) They No matter what your level of painting or modelling skill, if you spend 30 minutes All our centres stock a full range of Warhammer 40,000, Warhammer and The
can give you sound tactical advice, help you build battle-winning armies and with one of our members of staff you will see those skills improved and might Lord of The Rings games and models as well as all the hobby materials you
clear up most of your rules queries. find out something you never knew! need to collect, build and paint your armies.

s

IN-STORE ORDER POINT BEGINNERS HOBBY ACTIVITIES
All of our stores are fitted with an in-store order point which you can use Our special Beginners' programme teaches you how to play and helps Games Workshop habby centres provide support and expert advice
1o get your hands on all of our Specialist Games products, plus many you take your first steps into the Games Workshop hobby. The on all aspects of the hobby. On Sunday evenings many stores run
components and classic models with which to customise your armies. programme runs on Sundays, so whether you want to learn how to specific activities for those who have graduated from the Beginners'
charge your knights into your opponent’s battlg line or lead a squad of Programme, whilst one weekday night a week, there is a Games
Space Marines into battle, all you need to do is come along! Night for players to indulge in even more hobby activity.
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Find your nearest Hobhy Centre or independent retailer on these pages

on our website: 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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3da Foar Lane, Te
GW WARHAMMER WORlD
115 916 8410
:m Gumes Emparium:

MANSFIEL

Unit 8, Westmi

GW ROMFORD: NEWARI( A::els Modeli.
12 Quadrant Arcade. Tel: 01708 742 140 0163 B 116

GW STNNES NEWARK Tﬂ]mlu!?er.

8 Clarer Tel 0178 446 T

GW SUTTON

3 ND\'I’INGHAM Shuwes
Unit 26, Times Square Shopping Centre. Tel, 0208 7 g

all, The Pavi

pping Cent

el, Harlequ

woanaouou H, Regency Printers:

WDRKSDP Tn'rmnller.

WDHKSOP Mndal Base:

BI.ACKHEATH 2nd Impressions:
Tel: 0208 852 6182

OXFORDSHI RE

HAMPSTEAD, Happy Returns:
Tak 02¢

LINGTON, Fmdlri:k Beck:
0207 226 3403

KNIGHTSBRIDGE, Harrods:
Tel: 0207 730 1234

PUTNEY, T
Tel; 0
lUISIJF John Sondars>

me'nlAMsTDw onnkarr
Tel: 0208 520
\MMBI.EDON, EI,;

THAME. Pied Pedaller:
Tel: 0184 426 0022

WALL , Pettits of
|: 0149 183 5253
'WITNEY, Eamkri!h
0189 3

SHROPSHCRE
X GW SHREWSBURY:
788 7650 6 Mai D174 &
Toprmsiters amnemowm. Hobby Horse:
2687 1116

WOOD GREEN SHOPPING CENTRE, Toy Cityt

Tel: 0208 881 0770

MANCHESTER AREA

dale Centre. Tel: 0161 B34

EQCI.ES, Amazon Miniatures:
2181

8 8659
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NEWFORI’. Mvdzl Mania;

0185

CﬁICHESTER Chl:hl!'er Toys:
37

OSWESTRY, r fqyrg, EA&T GmNsTmn Ready To Run Models
Tel: 018 HASTINGS, Jade Martial Arts:

0142 472 0330
HAYWARDS HEATH, Heath Medels and Toys:

HD HAM Ot ker!
40

LEWES. The Hnbby Shop:
Tel 0127 347

STf\‘NING, qulo Gallery:

UCKFIELD Kld' Stuff:

TYNE AND WEAR AREA

¥ GW NEWCASTLE (Central):
L Newigat g Co

METRO CENTRI Qamshaud Toymaster:

NORTH 5HIEI_.D5 SR Gladstone & Son:

TALINTDN Kru:ieu SUNDEHUIND Exquux

WELI-S, wa"; Mndels- SUNDEﬂLAND. The Toy & Computer Shop:

WESTON SUPER MARE Gritfins Games:

Nnnumn, Owen Owen Lid T/A Joplings:

i 0181 510 2105

WASHINGTON,
It

ymaster:

WESTON SUﬂER MARE, 1 Toys:

WHITLEY BAY, T&G Allan:
Tel: 0191 2:

STAFFORDSHIRE

14 GW BURTON ON TRENT:

WARWICKSHIRE
GW COVENTRY:

oW 51OKE GW LEAMINGTON EPAt

BEDWOR‘H, Rnllwny lz Mo#slle?s Junction:

KENILWOI!IH Abacraft Arts & Pictures:
cocnsmoum he Toy Shop:

I.EAMlHGTON SFA, Trinders Toy Town Lid:

NEWCASTLE UNDER LYME, Sundowner Models: Tel: 01
0178 26 NUNEATON, N Co/Tas
STAFI‘ORD Jw Bagnull' Bookshop:

o 24 Abk

STAF!ORD TD Fnr Goblinz:

STOKE-ON-TRENT, Battlezone Gomes & Collectables:
Tal 01
tmwomn Geaff's Toys:
79
imox:rm. The Tnyt:nx

WILTSHIRE

GW SALISBURY:
18 ar

SUFFOLK
X GW IPSWICH:

umzzs Huggn!nurul Toainre:
Te 3

SWINDON Spul Dn Models:

WORCESTERSH IRE

X GW WURCEETER

o

BURY ST !DMI.INDS Toymaster Kingdom:
Tel; 0128 4
FEI.lKS'owE. wllord& Taxis:

Tel; 0139 427 5555

HALESWOHH Halesworth Toy Shop:

HAVERHILI.. Boby Connexion:

LOWESTOFT, lnymusler Kingdom:

NEWMARKET Moons Toyland:

YORKSHIRE
GW BRADFORD:

sunaum Toymaster Kingdom: d
L HRs 2 GW DONCASTER:
SUDBURY, Toy Connexion: Uni 10, The Golo

i: B

WOODBRIDGE, Toytown:
0 438 3

SURREY

GW GUILDFORD:
Jnit 1, 912 T I

PUII.EY JH I.orlmnr Lid:

REIJH".I. ﬁnmsr: Guild:

REIGATE, lh- Toy Shop:
Tol. 01

WALTON ON mmes. Treehouse Toys: 233 0547
Toymaster:

Tel: 0193 2

SUSSEX AREA
GW BRIGHTON

GW CRAWLEY:
11 Broadway. Te
OWEASTROLRHE

H|.ID DERSFI EID, Toymaster:

HUDDEISF[EI.D Somelhlng Wicked:
al: 0148 455 B

HULL, Maylair oymallnr:

23
BEXHILL ON SEA, Matek Models and Hobbies:

10099

ILKLEY, Wcrgumns World:
Tel: 0194
KEtGHlE\’ Tdymni!er




GALES WORKSHOP

LEEDS, Royal Armourles Museum:
Tol: 0113 3

WAI.ES
GW CARDIFF
31 Sires

ABERYSTWYTH, Albatross:
Te

BAN ORY, anchory Toy & Gift shop:

nnnoon ACME Computers:

B ECON .I Elnrk Toys & Gifts:

ERIDGEND Jnuii for Fun:

CnRDIFF Diu und Disc,
Video Vision:

CAI'!MAR‘TH'EN GDIII‘.I News:

(‘.ARMAI!THEN Hﬂrdlnp!'

CHEPSTOW Arﬁsls Corner:

SCOTLAND

X GW ABERDEEN:

GW EDINBURGH‘

L-‘-w FanIHK-

EDlNBURGH Marlnnville Models:

ELGIN, Jn ner. Toymaster:

FIFE (CUPAR), The Nappy Pin:

FORI' WII.I.lAM Tha Granite House:

BALASHIELS !nﬂks Plus:

GLRSGDW S II[ Games:

HADDINGTON Cy:!-a Services:

I'IEI-ENSBLIRGH Game Domain:

INVERNESS, Junners Toymaster:
el 0146 323 8234

KINROSS, The Hope Chest:
Tel: 157 78E

KIRKCALDY, The Hope Chest:
Tat; 0158 226 0116

KIRKwAI.I. Gaatgn Leonard & Co:

NURTH BERWICK Laws Cycles:

STIRLINB D I| @ Your Leisure:

TURRIFF, E Rae and Son:

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Litle Shop:
Tal: 015
GUERNSEY, ST. PETERS PORT, Carousel:

NORTHERN IRELAND

GW BELFAST:
the Cenire)

19 0233

BALL\’MENA, Cnmeﬂm

BnNBRIDGE Duvid Rogers:

ENNISKILI.EN MaduIIars Comen

I..ISBUIIN Wnrld ol Wcm!

QMAGH WhI'

Bridge

0862

POR‘TADOWN L Jefters:

0889

EIRE
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an Sho

BLACKPOOI. w»rld of Wanda 1

BRAY ER Harris & Sunl
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536
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:om( Art and Hohby Shop

DUN LADBHMRE, Banbt Toymas

DUNDAI.K Pick n Sav

DUNGARVEN, Murphy's Tcy a

Cycle Spaciallats:

ENNIS WDrId of Wunﬂer

LIMERICK D’Cullughun

\\IICKLOW. Hapklnt

INTERNATIONAL ACCOUNTS
BELGIUM

ABLST, Infertoys Aulsl

AAIISCI‘IOT Conectr

32 {

IXEI.I.ES.

KORTRUK, De CvH!Drﬂe

LOKEREN, De Gaen )

MECHELEN Du' Speﬁunuul

BULGARIA

SDF!A Moria
303, Srads 3
SDFM Mngi: WorI!Is

CI!OATIA

OSIJEC Land oI MﬂqI:

SPLIT Lnnd af Mcgi‘

SLAVDN SI(I BRDD Lesic

IAG!E! I.and of Mugl:

DSIJEK l.umi M Magic

lI.IEKA Gurlle Master

CAKOVEC, Hama cenfar

CZECH REPUBLIC

PRAHA, Ogrl Doups

DENMARK

"EINING EB Gnmas
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BRONSHO), Churlcna! I.agarnl
ié vej 148, 2700 1" 3860 3626

ESBJERG. BO ﬂuger Esh;.rg
Kongen 3 T
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I 3536 8099
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4

8600, Tak 9843

onENA Bog & Idé Grend
Ton ) 833
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Norkjars |

HOLBRK, Geppels Ilgahl

1888

KEBENHAVN K, EB Games
bod Bryy ;

560, Tel: 3312
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LYNGB\' BO Bugur I.yngbv
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YKOBING 51, Bog & deé ! Nykobing S|. FORSSA, Fun Stuff & Cards

onnm, ngaknden Oddar

Rosengardsc .mv

DDENSE 50, E! Gumu

RANnEns Byrg Snrennn Hobby RWINKM !cvut'rws

0, Tel: BE42 5814 Muott

Algads 4
HIESKOV loy -l ido Vnilby—

Bnger nudovre

va.nsx\‘ul Fﬂnlnllnpe

Kauppakaty 2

rrvnsxvua, Slnoupur{ )yvﬁskyla
). Tol +358 3

c\xunx Fanatic Ro
Alle

SKJEIN qu l- lﬂé Sklarn

SlLKEEDRG Boﬂ l idé Sl’klhur\g

LONJA. Lol
Larinkaty

MM‘!IEHAMN Dillen

Bymidie
SKIVE, Jyrhk Bunhnndul

Vestsjmllar
SLAGELS|

visy, Rybnwr Bug a. idé

VEHMAA, Vnnhd m:urﬂ
10, Tel: +358 3 4762

GIBRAI.TAR

GIBRALTAR, Bon-Mau Hobhies
15 Padi 1 Las i 00350

0RO Lugek:d:u Snm

ATHENS. Kcissh Amdmu.\inu

Frederiksborgve) 10

GW KBBENHAVN
e5

FALKLANDS

STANLFY, Fulklnnd Cnlle(lnbles

FINLAND

GW HELSINKI
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ATHENS, Kcrlssu Pignsni

MAROUSI Ir.mla Ilunkar
e o

THESSALONIKl Kni;m Th!ssﬂlbnlkls
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HUNGARY
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St 13 Te
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SOEST, Top 1 Toys So

TILBURG) Luhy(lr!lh TiiburgﬁBredu

HBEN Goblin

DIR!CHT Elf Fqnwsy S‘\np

U‘EEEHT Wh op!

ICELAND

REYKJAVIK, Nexus

PO

ISRAEL

TiL AVIV, Frsuk
1 Gaviral 60, Tel

HEItZLIn Frauk

wm'rsksvmx "op | 'uys Wlmnrlwilk

VELSEEBRDEK Mol Plnsﬂ: Modelbuuw

MALTA

MAI.TA K thbiu LN‘.I

NETHERI.ANDS

ALKMAAR, Bookers & Strippers
erstraal 19, 1811 HP, Tel: 0031 72

Rembrandtfy

SPILIKENISSE, Lord nl Mngl:

NORWAY

AIENDAL, Ndl’ll Ar!

GJBVIK Illngo Loile olsen
8210

H ALDf N, H AnGn rsen | nfe rbnk

HAMA‘I l!kahuul Muxi

HITRA, Ringo Hitra

HUSNES Rinno Kvln!rﬂ:l Llhrls

s Fantasy Store. stsusm Bric Jnsheim

18, 44

KARMSUND, Centre Handel A/S
Haraldsg 508, T B

4 K Werg

KRISYIANSAND Hobhy Husel



KRISTIANSAND, Quilﬂnd Kﬂlllumﬂnd

EI.VA Halmnl Lukﬁl’,

LANOESLIND lllnqo Tarangers Eft. Per

SKI EB Eum::

lernbane

svmwan llngo Bllndhclm

TQNSIERG Elede‘hu:e!

SKI Brio Ym Inn

6239, Syk

THOM B Trnmsn Bmklhukhundel

POLAND

GBANSK Spydzr Games

WRDCLAW Skdvanh'u

WIDCUW Slun

WAREZAWA Wnr!uw Mudel Cﬂnlro

GD'I'NM fulurex

B1-572,

KATOWICE, Bard Canrrum ﬁl

1049, K

de Cenlrum thr

KIEI.ct Sklep RPG Gm:z

2 (w Tal: D0

KRAKOW Eutd Cerlirum Gier

l.uauu uuy;

Stad
ommss Hupplu

Ormi

WARSZAWA, Ks-egnmlu En!lonu ;
Nasdie

WARSZAWA Fuber Fub!r 5J
12-615, Pul

WAIISZAWA K:icgurrﬂu Saska CENTAUR

W.MISZAWA Sklﬂp Murion SC

ROMANIA

CLUJ-NAPOCA, Otala
Re i 7, 40

RUSSIA

KRASNODAR, Alegris-lug (Sou

MIHSK, Valahanovich ent

IRGLLHATI'AN EB Gum¢= 585 Huset
Laduy dgen 1 2031870

TuMBA Laluulukungcn

'II.!M‘A, KDm & I.Ek

SERBIA—MONTENEGRO

BELBRADE E:(II Hobhy §|ur=

I.JbEVAl-lA. Alfre

Torp Kop

UMEA, Burnml Jlu:

NQW SAD Vﬂlhnlu

SI.OVENIA

LIUBLIANA, Gra Lukna

Bergsr

KARLSKRONA Fn:l & Fl:ﬁvu

SOUTH AFRICA

PRETORIA, The Smelly Troll
207 Ly d R

653 46, 54560830

182550

KHISTIANSTAD Spel Pd Vullgulun

VASTEA FHDH.INDA 'I'uyl

Markonigatan, 421
VAo, u.lgn HAI

JDHANNESBURG wllurds

RANDBURG, Otherland
£ G Bright v, R

SOU'H-AFIICﬁ Bume Plunel

SWEDEN

MALMO, Utopia, Malmé
Regementsgatan 8, 21

TURKEY

UKRAINE

KIEV, Charge

Boresteska), A

UNITED ARAB EMIRATES

United Arab Emirnfes. Fontasy Onmss Trading
Tel: 0071
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MANAGER: Simon Cottral

“We work hard and play
hard,” says veteran
Manager Simon Cottral.
He's been around a while,
playing wargames for 20
years, and has worked for
Games Workshop for six. “I
started working as a full
timer right here,” he tells
us. Though during his
career he has been at many
different stores, coming
back to Chester means he’s gone full circle, and his
love for the hobby still burns strong. “The best
thing about my job is HELPING hobbyists,” Simon
explains. “It starts with small steps, getting that
unit painted and having pride in your
achievement.” There’s a frenzy of hobby activity
wherever you look at Chester, doubtless influenced
by the helpful and enthusiastic staff.

Simon Cottral

Callem Welsh, a regular, tells us about the Imperial
Guard he is modelling to game with in the store. “I
am making them camo cloaks out of Green Stuff,”
he says. “It's for the Vogen campaign that | am
running here soon, | got the rules and map from
the GW website.”

There’s plenty of gaming going on too. A comment
of anguish nearby. “I can't believe you killed my
bike squad with those autocannons,” Anthony
Clegg bemoans regular opponent Wayne Jones's

accuracy.

112 Foregate Street, Chester Tel: 81244 311967

Fram left to right: John Gibson and Chris Clotton enjoy a
game of Inquisitor, whilst Thomas Rolands, Callem Welsh
and Mathew Poole work feverishly to paint their models.

“They’re a good bunch here,
always friendly and welcoming to

new hobbyists.”
Simon Cottral, Chester Gaming Room Manager

“They're a good bunch here, always friendly and
welcoming to new hobbyists,” says Simon of his
regulars, but he's not content to let his gamers
have all the fun. “I collect every army set that
comes out,” he says. “My latest is Beasts of
Chaos, which | am painting to play my full timer,
Chris Young.” Meanwhile Chris is painting the
Wood EIf army set to battle his boss, “I've only
just got it. Even though some of the units are
done, | am still busy assembling the rest.”

Sam Rowlands painted this Lictor with a Tyranid
Warrior's head - a simple but effective conversion.

SHOWCASE: |
GW CHESTER

Simon’s fearsome Beastlord leads his
hairy horde.

A grim-looking cityscape lies in ruins, the perfect
battlefield for games of Warhammer 40,000,
Necromunda and Inquisitor.

This bleak ice world has frozen bunkers and snow-filled
trench terrain.

f

PAINTING THE
ARMY OF THE
DEAD QUICKLY

Simon painted his Army of The Dead for The
Lord of the Rings rapidly by using the
following technique:

Start with a Chaos Black undercoat

Basecoat the model Snot Green

o [se a 1:1 mix of Snot Green and Codex
Grey to overbrush the model.

« Add Codex Grey to this mix, then Fortress

Grey for the final highlight.

o

Find the big gate with a gold clock on it (called the Easigate Clock) right on the main shopping thoroughfare. Walk down Foregate and the

Gaming Room is on the right!
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Find your nearest Gaming Room on these pages
on our website: www.games-workshop.co.uk/storefinder
by calling us: 0115 91 40000

A PLACE FOR EXPERIENCED GAMERS YEARS OF EXPERIENCE ALL GAMES CATERED FOR
The age limit on Gaming Rooms gives older gamers a place to play games ~ When you grow weary of constant battle, you can head to the Gaming Play the games of your choice. There are tables and scenery for
without distraction. All gamers who attend will have some degree of Room'’s special painting area where you can sit and paint while swapping Warr]ammer 40,000, Warhammer, The Lord of The Rings, Epic, Battleflest
experience, so you should have no trouble finding a challenging opponent. modelling knowhow and old war stories with other hobbylsts. Gothic, Blood Bowl, Inquisitor, Necromunda, Warmaster and Mordhgim.
(" N Equipped with loads of tables and
scenery, our well-appointed Gaming
Rooms are the best places to go to
’ d : ﬂ'l h bb e GW Aberdeen..................... 01224 649779
BTN OUianIOy eOohy st e o L 01225 334044
You'll find everything you needto ~ « Gw Bromley................ 02084 660678
fight a great battle, paint, get advice  * GW BUHON .o 01283 535865
and more o GW Cambridge.................... 01223 313350
4 o GW Carlisle ............ccoceviinins 01228 598216
; . o GW Chester ............cccec..... 01244 311967
Like a regular Hobby Centre, all Gaming e GW Dumfries ...................... 01387 249702
Rooms provide the full range of Games o GW Exeter ........................ 01392 490305
Workshop services. They are larger than o gy GIASGOW.....oooo 01412 211673
a normal Hobby Centre and have many . gw Harrogate ................. 01423 564310
, b i tables, making them perfect for meeting o gy jpswich 01473 210031
Thi jon of Eowyn carryi ry into battle, TR TR . P SN RGP T = e T pa s T L g
haésncgi:??ﬁfgﬁn9r,0?;nyst;?;zgsc;;efed ffo1 i fellow hobbyists. e GW Liverpool .............c.c...... 01517 030963
Chester’s cabinets. .. 1 :
e _/ During the week we have to restrict o GW Macclesfield ............... 01625 619020
Gaming Room facilities to those over e GW Maidenhead .............. 01628 631747
the age of 16, but at weekends the  GW Middlesbrough ........... 01642 254091

WINTER EVENTS facilities are open to all hobbyists. o GW Newcastle ................... 01912 322418
GW Newport........ooooo...... 01633 256295
AT GW CHESTER Gaming Room Features :GW Nﬁ‘:ﬁz.ﬁpm 01604 636687

T T iR P Gl © Varied scenery and table set ups ¢ GW POOIE ... 01202 685634
the Chester Gaming Room — here are for Warhammer, Warhammer 40,000, gy gprewshury ................ 01743 362007
just a few! The Lord of The Rings and all the o GW Sutton Coldfield ........01213 543174
Specialist Games. o GW UXbridge .............o..... 01895 252800
EalaY ainting arhas: « GW Wakefield 01924 369431

Sth November « Special events, battles and campaigns. o S e
. Magniﬁcenr Seven — Take part in a o Minimum age of 16 on WeEkdayS. o GW Worcester ..........c........ 01905 616707

battle where seven heroes unite to
defend a village. All models provided.

12th November

» The Dwarf Realms — Learn how to
build the tunnels and passages of the
subterranean Dwarf kingdoms in

Briseisiaten ooy, All our Gaming Rooms run regular OR I_}'

“WARHAMMER

/40,000

10th December events inpluding classes, campaigns L/ OF THE
» Last Alliance — Play linked scenarios and special games. Each one is 7T (
which re-enact the mighty battles of different, so ring your local Gaming J ]\‘I \\‘JQ
the end of the Second Age. Room to find out what the staff have in el :
store for you. STRATEGY BATTLE GAME

www.games-workshop.co.uk/shopping/gamingrooms - 141
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Deep in the vastness of the Worlds Edge mountains,
upon his throne within the hall of his secret hold, wa
very publication. As he does so he reads your missives,
foolery, sometimes sinking deep into thought. Whatever Grom
for your letters provide us with th

J

%2 GROMBRINDALS
. PICK OF THE MONTH

THE FU

»

Paint it Brown

Thanks for your tip about
undercoating models with Scorched
Brown. | have done my Lizardmen
this way and they look great. |
always found that black undercoats
tended to let red paint run off them
fairly often and Scorched Brown
solves this problem. By the way, is
the new Engine of the Gods for
Lizardmen a conversion only model
or will there be a version available in
the shops?

Michael J

Glad you like the browning
technique. However, a lot of people
say | use Scorched Brown. Not so!
Graveyard Earth is my poison, its
mid brown tone shades down as
well as highlights up very easily.

As for the Engine of the Gods, we
have no plans to release a model,
sadly. The fantastic conversion you
see in Warhammer Realms: Lustria
was made from a variety of bits, the
body of the beast created from a
heavily remodelled Forgeworld
Kroot Great Knarloc — Guy

142 FUEL FOR THE FURNACE

It has long heen a dream of mine to have my Skaven army in White
P Dwarf and now | think I'm a good enough painter to show it off.

still need to paint some units, but the mainstay of the force will be
. Clan Pestilens, with lot of conversions.

5 ['ve sent some images of some the models in my horde. | hope you
- like them, and will make my dream come true.

Niels Pedersen

" Well, that's short and sweet! Unlike these models — they're horrible! In a
~ good, nasty chaos ratman kind of way, | mean. Beautifully painted, but

- very disturbing. Especially the big rat ogre. Just goes to show what you
achieve with some paintbrushes, talent, and a twisted imagination.

Feral Guard

Over the last couple of months I've
been putting together a Kanak Skull
Taker army based on the illustration
in Codex: Imperial Guard. The basic
troops are Chaos marauders with
shaved down Catachan heads and

oy
\ ¢
% eu
' | /j
; . ’
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far below the snowy peaks, the White Dwarf sits

Niels's gruesome rat ogre

Now we like those! Benjamin’s army
looks like a part of the Imperial
Guard we've often talked about in
our rules and supplements, but
never really explored. It just goes to
show how much variety you can get
out of one codex! Nice job — Guy

tching over his minions as they work upon this
sometimes guffawing at your beardling
brindal thinks, we scribes thank you,
e fuel for the furnace of our steam-powered printing machine.

Elf Attack

Here are a couple of pictures from
my converted plastic Dark EIf
cavalry unit.

They are very simple, and use the
following bits:

« 1 box of Silver Helms — horses,
rider’s legs, and arms for musician
and champion

« 1 box of Dark EIf Warriors —
bodies, shield arms, shields,
standard bearer arm (for lances)

« 2 x sprues Dark Eldar — use
the heads and plumes

« 1 Dark Elf Cold One Rider metal
shield - for champion (optional)

Then put the bits together and paint
as required!

Brendan Ellis

laspistols from the Necromunda
sprues. The Ogryns are made from
Ogre bulls with Gorkamorka nob
axes and Ripper Guns from the
original Ogryns, and the Bone 'Ead
has an Ork in mega armour big
shoota for the bionic look.

Benjamin Smith Quick and easy plastic cavalry

qHISPERS FROM THE CHAOS WASTES

Elliot Rogers... Well we're not perfect. Craig McEvay... We'll see what we can do. Richard Wilding... In WD
303, perhaps? Ben Collins... Maybe. Matthew Jones... Now that's a big lizard. Max Pierce and James
Hadley... That'’s scary. Stephen Wall... Make them up yourself! It's your hobby. Bobby D... They are made of
thin polystyrene sheet cut into irregular circles, then stacked on top of each other. The spires have been
textured with sand and glue, and are based on heavy card. David Areskag... Thanks. Ralf Ptok... Dan
Bradley... Richard Miltan. (i) We do. (ii) No, it'd take a week. (iii) Probably, but would they show up?(iv) And
No! Brad Bottomley... You can use white polystyrene instead, you just have fo cut more carefully. MichaelJB...
Once mare, | use Graveyard Earth. Ollie... Even Boydy doesn't know that. Jack Pollard... | think you're in a
majority of one there. Vaclav Kurik... We'll be featuring a gamers Kislevite army soon. | don’t think he has Baba
Yaga in it though. Thomas Allsup... Jon Hall... Try the Black Library. Christian Manninen... | can’t tell you
that. Shaun Smith... I'm not sure Ogres and Elves would get on quite that well. Joe Brown... Nick Lioyd...
Dieter Behnsen... Tom... The Battle Companies rules can be found at www.thewarofthering.com




Owen: Hecklers
from the back
must surely be
calling, “Why
on earth is
Owen on the
White Dwarf
team page
now?” As Guy
said in his Editorial, we've had some
reorganisation in the way we
produce White Dwarf and Games
Workshop Online. The White Dwarf
team now looks after the magazine
and the website. A fairly logical
step, considering the work we
produce is closely aligned —
hopefully we can exploit these links
more in the future. From next month
Guy will be handing the reins over
to me as the new Editor.

Owen Rees

I've been busy painting up some
additional models to make a High

GALES WORKSHOP
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Burn the witch! Owen’s Inquisitor and henchman scour the galaxy for heretics

Command squad (see WD308 p87)
for my Tahnelian Drop Troops. I've
painted this unit in two colour
schemes; one is the regular green
and the other in red and khaki. The
idea is that when acting as a High
Command squad, they can be used
in my Witch Hunters army. | am not
sure many readers (unless you were

at this year’s Warhammer 40,000
Doubles Tournament) have seen my
Witch Hunters before. I've got a full
Combat Patrol and they are
designed to fight alongside my
Tahnelians as allies. Above, you can
see my Inquisitor and Storm
Trooper from this elite Ordo
Hereticus force.

Christian: Well,
| finally reached
the end of the
road as far as
my Chaos
Horde is
concerned — it
now weighs in
at a hefty 2,500
points. Due to circumstances
beyond my control, | wasn't able to
take it to London Conflict. So what's
next? Well, in between painting
some single models for practice
(like the fella below), | have
continued to paint my Space
Marines. They will soon reach 1,000
points, so | can play some games.
See ya next month.

Christian Byrne

Christian’s brutish Beastlord

stuff then!

Rik: “Forget the
Web,” they
said. “Join
White Dwarf,”
they said. After
a recent
reshuffle of the
deck at Games
Workshop, |
found myself sat at a new desk and
part of a new team.

Rik Turner

As the Web and White Dwarf teams
become one, so | am granted with a
small corner of holy parchment,
hlessed by non other than
Grombrindal himself, to accompany
my more than adequate corner of
cyberspace.

For those of you who, like me, have
no truck with this paper
lark, you will be
pleased to know
that this is not the
end of Games Workshop
Online. The website
continues to grow at an
alarming rate and in the
coming weeks, we will be
unveiling more articles for
the capricious Wood Elves
and supporting material for
the newly released The Lord of
The Rings rulebook. All good

On the hobby front, my legions of
Blood Ravens continue to grow. As |
write this, | have recently completed
a squadron of tank-killing bikes,
supported by an Attack Bike — all
armed with melta weaponry.

Elsewhere on my not-so-cluttered
desk, work has begun converting
two Giant Eagles to support my
Elves for The Lord of The Rings.
Though not technically Elves, | hope
to use these two mighty creatures
as a flanking force to distract my
opponent while the rest advance
and hack their way through Mordor.

Well, that's it for me for now... all
this paper is starting to give me a
headache. See you on the Web!

A dynamic biker conversion for RIk's Ravens

Nick: It's a case
of howdy
doody this
month, as
White Dwarf
welcomes two
new members
to its illustrious
team — Rik
Turner, previously of web fame and
our soon-to-be new fearless leader,
Owen Rees. Amidst this turbulent
tumult of change, only one question
remains... Has Owen been on TV?

Nick Kyme

Truthfully speaking, the above bout
of wind-bagging is just because I've
been a bit lacking on the hobby
front this month. It's all the writing
I'm doing you see. I'm full steam
ahead on my Necromunda novel,
Back from the Dead, which means
my painting and modelling has
taken a bit of a back seat. However,
I've not been totally slack.
Continuing to focus on my doughty
Dwarf army, the great clan of Karak
Kyme, I've been painting up a unit
of Miners, some more Thunderers
and Shield Bearers for my Dwarf
Lord. | often tackle my painting like
this, doing several units at once.
That way, if | get bogged down with
one unit | can switch to another.

Something else
I've been
working on this
month is
basing. As most
readers will
probably know, |
have a
predilection for
the old school
when it comes
to my Dwarfs.
Alas, their bases
are no exception
to this either. It
means that
most of my models are on Goblin
Green, flock-furred affairs, which, to
be honest, look a bit duff. So, I've
decided to make a change,
refreshing my entire force with
shiny new brown bases with sand,
gravel and static grass = Waoo hoo!
You can see the effects of this
brown revolution below (Arrggh,
I've just realised, that makes me
part of Haley's crazy brown cult).

Out with the green
and in with the brown
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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!

Benefits you'll receive include:
o A crisp, new issue rushed fo your letterbox, hot off
the presses, earlier than it appears in stores.

* Never missing an issue again.

* Savings of up to £36 — more than the price of a
Land Raider!

* Special offers — subscribers can buy tickets for
events like Games Day a week early.

] | would like to subscribe to White Dwarf
starting with issue number WD[_][][]

(if no issue number Is stated or if the issue number selected is no longer available we shall start your subscription with the next available issue)
| would like to subscribe for:
B 1 year — 12 issues - (wosug1)
W 2 years - 24 issues (wosus2)
I am an existing subscriber] or | am a new Subscriber [ s sokasen

MY DETAILS
Mr/Mrs/Ms/other: ............ FOrdRaMe:s. ... et i - ST IS

PoS OO . s o o P S Lo ORI ... or i SR SN RN
Tel:(ingESTD COUBYS .. . .« peenasta s MGG . v A o L
The subscription is a gift for the person detailed below ] e ssave

B TamB e i Yt ) Batgiofmithey . o et
TRt . i B i i R SRR

144 SUBSCRIPTIONS

__________________________________________________

SUBSCRIPTION OFFER
Take out a one year subscription for £36 and save £12 off the
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' Take out atwo year suiiscrip_lion for the bargain pﬁce of £60 -
-~ saving you a massive £36 off the cost of the cover price,
effedtively giving you a very impressive nine issues free!

HOW TO SUBSCRIBE:

POST IN-STORE
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' Bold of spirit, brave and devout. These are the hallmarks of
the Black Templars, men who stand amongst the most loyal of

" the Emperor’s servants.The Black Templars have had a Codex
“specifically created for them, and we commemorate this event
in grand style next month with numerous articles about these
heroic warriors. ; :

_As usual, we've also plenty of articles for Warhammer and The
Lord of the Rings, including updated Battle Company rules and

- a look at the Skaven of Clan Moulder. Join us next issue for
another journey into three fantastical worlds of wargaming!

WARHAMMER 40,000

* For Honour, for the Emperor! — Learn the secrets of the Black
Templars in these exhaustive designers notes!

* The Defence of Cephian IV = The Black Templars defend Imperial
territory against the predations of the Dark Eldar and Chaos.

* PLUS Black Templars painting guide, modelling battle damage,
and Index Xenos: Dark Eldar!

' THE LORD OF THE RINGS |
* Reconquering Khazad Dim — Set out info the Mines of Moria.

o ATale of Good and Evil: Amon Hen - Adi Wood dnd Steve
Cumiskey pick up their puintbrushes once again.

« Batile Companies Redux — After a lot of feedback, Mat Ward

presents an update fo these perenmully popular rules for The I.ord
of The Rings.

WARHAMMER

» The Return of the Lichemaster — The third and final part of
Heinrich Kemmler's campaign against Athel Loren.

* The Wayfarer’s Companion: Hell Pit — Welcome to the underworld
home of Clan Moulder!

* Clan Moulder - Theming a Clan Moulder army, including many

unpleasant beasts created by the lowest of verminous villainy.
All information carrecr at time of gamg fo press
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