THREE-PLAYER KARAK EIGHT PEAKS WARHAMMER CAMPAIGN
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WP
WAAAGH! DA ORCS

The ground trembles with the approach of countless feet, for the Orcs & Goblins E
are on the march. We take a look at all the new kits and talk to the miniatures
designers and games developers e 18.

| 1 waasomoa ones.
The Orcs & Goblins are unlesshed upon the Old World,
o eremy Vetock and Mark Harrison st down with Adam
Troke to talk greenskin,
KARAK EIGHT PERKS
Jeremy presents a theplayer War
capture the rined Duarien halls of
A0 WYCH CUTS OFTHE DARK L0AR
The savage sport o the Wych Culsprovides sustenance
t0the Dark Edar, as i Kelly explains,
8 0L GULDUR AWRKENS.
Inthis Warofthe Ring minicampaign the foces o the
Necromancer are unieashed upon th Eves of Mirkwoad.

51 LOOD ANGELS:ANCIENT HERDES
Mat Ward i rouse from his ancient lumber o dispense 02 Newneasts
wisdom on the Blood Angels’ mightest warrors. New miniatures hiting the stores near you soon.
]

] s mesamsrorsmaaas
D Great Green Prophet ads  hugeivasion o

ks down iom th Grey Mot Co e

Diaris and Brtonnians s s

campaign to
Eight P,

" wews
A The latest news for the Games Workshop hobby:

RETURN To ARMAGEROON
Last month the White Dvwarf team kicked of ther new et oo a2 e ot e

campaign to determine the fate of Armageddon, This
onth i resches s climactic end. 0 B

98 Ay wom 2 coBlNS

Duncan Rhodes takes up his pantbrush and shows us 104 mRoNTUNE

How to painta disinclly savage Ore & Goblin army: Hobby actvties and news in your area.

e
We showwcase the ‘Eavy Metal tean's Orcs & Gobins




This month the unstoppable power of the Waaagh! is unleashed with three awesome
mew plastic kits forthe Orcs blins anda brand-new ar
i to loose the gr







ARACHNAROK SPIDER

First up this month is the gobsmacking Arachnarok Spider, the largest plastic
miniature we've made for Warhammer. With loads of options, including a clutch of
Forest Goblins, the Arachnarok is a stunning centrepiece for your army.

T also
2 devious weapon
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utilise the devastating frenzied charges of the
Savage Orc Boar Boyz against your foe.

BOAR BOYZ

SAVAGE ORC y This new multi-part plastic kit enables you to

& WHITEDWARE  NEW RELEASES




SAVAGE ORCS

Savage Ores are utterly feral warriors, frenzied troops who
baskin the joy of battle. This box includes 10 multi-part
models with enough options to delight any greenskin player.

The neww Savage Orcs box set contains 10 Sa
&7 whom can be bult in a mulitude of ways.
cy for your Savage Orcs, this kit ha
a ha and shields b

for killing massive jungle creatures, Big.
weapons that require two Orcs ~ they give
oy 8 Subsa, regiment D3 Strength 5 Impact Hits when they charge!

e Ores,all o
ever igrace you




The Orcs & Goblins army continues to grow with the addition of these fantastically
detailed metal miniatures, including the new Goblin unit upgrade, the Nasty
Skulkers, a Savage Orc Shaman and Wurrzag, da Great Green Prophet.

SAVAGE ORC GREAT SHAMAN

st Orce and Goblin view Shamans with 3
mixture of ear and bewildermer 5
OresiThe primitve

convinced
prophet who v 1 sher
inthe rtun of Cork

honcured place
this month.

of their gods. He also
areally powerful
ca ble o

Lty

Whit al Gobin arecunning,sneakyand unpleasat there
@ this innate cruel itto
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— ARSI,

| ORCS & cmm\s \

Warhammer: Orcs & Goblins beralds
thesr ol new e

WARHAMMER BATTLE MAGIC:
ORCS & GOBLINS

iy pack o magi

[ s i
AVAILABLE WHILE
STOCKS LAST
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DARK ELDAR WiSEid
- 40,000

The Wych Cults continue to grow this month and Dark Eldar collectors get a
welcome boost with these metal miniatures by Jes Goodwin and Juan Diaz. The
Dark Eldar are bolstered by a Succubus, Beastmaster and some amazing creatures.

BEASTMASTER

Beasmasters ae  cental aspectof the arenas of the Dark
ldr Bpers ling even the most = e

SIIBI}IIBIIS

ubus is an HQ choice for a Dark Eldar army,

asers ik It btle upon skyboards bling you o ncud a Wych Colfader for your
Slongide thei blocdihisty beass, Indulgig in the force. Her incredible profile backed up by a gre:
Slaughter even as their creatures siake their own thirss invalnerable ave i Combat and some of the bes
upon the enemy, Comioat weapons avalable, make her ruly deadly

o

[t netd R

Both Khymerae are.

KHYMERAE Kmerae

ra e Warp beasts Separately. Go to our
denizens of e Warp ht fhe website for details.

< hunied down ‘games-workshop.com
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CLAWED FIEND RAZORWING FLOCK

The Dororian Clawed Fiendsare brutaland powert
wed Fiend
ki them mere

cleadly apors that hunt i ethl ok
a crnly o s gy sciced by he

o
Boweral i loner they ay i the fght.
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P
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( TURN TO PAGE 40 TO READ ABOUT THE WYCH CULTS OF COMMORRAGH )
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NEW

BLACK LIBRARY {$§

[[Btack Library publishes a range of novels

| and sourcebooks that delve deep into

| the worlds of Warhammer and

| Warhammer 40,000. These are available
in many of our stores worldwide, as well
o i boalakiops i ceviTebmires.

where books may be purchased dlreclly
www.blacklibrary.com
HAMMER OF THE EMPEROR

Whalher g ovardon

e fontines
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NECROMUNDA OMNIBUS

In the nightmare industial
o Necromunds
ancing wih h

oo O m,. vl

SAVAGE SCARS

T fore
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including super-heavy tanks and ans.
Go online to see more of these awe-inspiring models:

www.forgeworld.co.uk




GOLDEN DEMON APPROACHES

Every year Games Workshop hosts a number of we pay homage (o the

sensational Games Day events around the globe. Not a gallery of the Slayer
only e hes et excise o play some amazing Sword winning eniries fom arounthe glbe. Expect (0
games, meet the designers, sculptors and painters you \ of gorgeous pictures featuring what must be

n'the pages of White Dvart cach month and  painted miniatures ever and words of
colebrate the hobby, b theyie o hos o the Golden i rom the paners thersches hese peces re
Demon painting competit <0 good they must be seen 10 be believed

Studio — a band of tal

painters are already hard at work

o their Golden Demon enrics
iames Workshop staff can only

enter the Open category, 50 in th
o theres some friendl

‘competition to make sure that
very eniry is the best it can
Already the Golden Demon
heavyweighis are hard at worb
Martin Foolit, expert sculptor,

7ot alone either, Mike Anders
imella winner in previous vear,
isalsobeaering

Den't be put ot I youve not
stared your Gu enty ye,there's
a few months to g0 - 50 get busy!

S mer oo ARIAM MMER

14 WHITEDWARE  News




1t's that time of the year again, and even now we're starting to prepare for
Games Day 2011. Tickets go on sale in just a few months time, but White
Duwarf subscribers can get theirs even sooner than that.

st s Games Day w2 ariculted Space Marineand Otk And then
I_Wﬂm et padelothe o Cowse, e o spococs of o

White Duaf fo detals of the competion

w'llle Ilwarl SI.II'ISI?I ers
ets 10 Games Day
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EASTER AT YOUR LOCAL HOBBY CENTRE

Christmas and the Winter Crusade are now but distant memories, and with
the onset of warmer weather Spring is finally here, and so too is Easter.

Hopelull your Chisimas was 2 bountifl one nd
1< o th o ownerof  brand new ammy (o 1 st
ihe begining army), and with the recent ai
Lo Beal hose i are ] ssembied, paied and
ety bt 8t i S s v
1ot your s expan and o
o ffu, Redged ghing force
g you pleny of el and ahice i s o
ek S il e alwaye b on hand 0 shae some
s and guidance when panning how 10 cxpand your
i They b i fod of moling and
ining actvites t hel you ke your amies n o time

Warhammer |llvﬂ$l0l| Battle Pack
tising, casting the Old
Work in a ikl green
light. What horible
be foretold?
Omens of Ruin, the.
s Bt ack n e
Morsieh Cycle for
Warhammer m\ asion

www.fantasyflightgames.com

16 WHITE DWARF

lar gaming sessions you
learn new battlefeld tactics and strategies
force and become

and, to cap it all of, at the
will e able to

throughout April your
local ooy Cenr il be Posing ks of excing

emed cenarios -checkout he side back cover ofthis
my Isu for gimps o what e holds

o find out szcl\y st il be going on his
I Hobby Centre today and

e ol o ke e check Shinaat
games-workshop.com

Essir

eaching for Glory
The Frozen Reaches, an adventure for Rogue Trader,
ypending Ork invasion

they will need to organise squabbling factions. This is
s powerul forces work against them

the sencs nspace aboad he b
e the bloody Orks in brutal hand-

Combat o the i B

Gecide the ate ofthousands. Choose wisly. and reap

the rewards of your viclory

www.fantasyflightgames.com




COLLECTING & GAMING
The Games Worsop websic
has an impressive archive
mw nd colle g aices or
You to

‘Orline you'l find enough

.M(hhmml batle misions
Apocalypse datasheets, guides
o magle tactcs and en auick
reference sheets for cach of our
games. If you want to get your
§rubby mis on these handy
resources, get online now!

PAINTING & MODELLING
Ifyou'e embarking on a new
Hobby painting chalenge, and
need some good advice, make
sute you check out our massive

' the Garnes Workshop
websie you'l find al s
il inlormation o help you
slong,from detaled painting
guides and insructions to tps
that help you get the most out of

per
people justlike you,

'WHAT'S NEW TODAY?
Lets face it, we all wish wi

could get a e fix o White

ot evryday rightt Wel,
every weckday Games Workshop
m,,w\ its own blog, eniitled
What's New Toda.

iten by b o
hobbyists, Whats New Today
E O Nl
Cadl miiaures 35 well 5
paintng and tactcal
advice. Whats New Today also
welcomes submissions from
hobbyists from around the world,
featuring the best of these i
future articles or galleries.

wewgames-workshop.com 17







3 OHRIEANANEIR orcs 6 conLINs (i

This month is most dernnely green, as Warhammer: Ores & Goblins is released!
White Dwarf’s Adam Troke braves the growing Waaagh! to find out more about this
fantastic slew of releases.

s e e the e Ors conine e Sy
i e cenallp e with waaagh! aer Waagh Snashing it 5
vty ond e of Watharmer, he e Empire. Braonmi, e oo | Waaaghton ds Web

ok T e o Vo L g Ee o e e, | Wl Dbt e

ey e ling Lok o o P 5 o

B e, an ket sl onscan

e i snd iy vl s decgly e gy sy

s o et b Wb ho O ot 0
e i o endrs o m v ook o im0 b he ubject

B o bl snd e of bk ar ks o 3 i

wilefe Citon a what an amy book 151 n

new era of hardbound and ull-colour
books. The book contains plenty to get
excited abou, from brand-new colour
artwork and background stories, 0 new

Dver the next few pages we'll
delving into the new releas website -
the author of the new book, | o el
grenskin menace and many of Sigmars and just some of the many talented
geatest gloves were wiought in battle il atores designers who fave helped fo Tation0om
againstthem. Two thousand years later and  make the fantastc new models, | R

| WARHAMMER: ORCS & GOBLINS

e O & Cobls s the st o 0 grest
sicof an

Tk s he e, profies am pornts
alies you e o use your models on The table. This
oo s ootang s el o rch i
vy own Wazagh! upon the deni

Warkanener word.
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i Orc Boyz

ey e oots o the Wassht s he ow o T e srmour and s b
amongst cachother i hereare no enemics to hand. The Orcs keep their feet nibe
it O i ke e mprllnnmlulmm e to o coptted bl o rom amt) b T
it i wounds nd i o i b

are the mainsay of the grecnskin rmies,

with the feral

‘ORCS & GOBLINS

incredibly efecive,combinin Or toughness and ferocky
hoar.

intothe ranks ofthe fo ing e hoppas o s hrough
our ) of ther victms. W

e most
yound, some m, o batte

Seengh. In large mbs, Orc

this attude towards the
diferen ypes”of Ores & Goblins,Jeremy
fesalo focused on the Goblins. That all
comesfom somelhing ht Mt Ward ad
poined out < ago, Jeremy
plans ght Gaolins are really xciling
because we know where they come from
(e I he mountaing) and they have
developed  slew of nterestng stories,
pgdes and woos over heyers. B
compari

veonly scrapd the surtace
e  ther gobbos - wel, no longert
Think ofthe Foest Gabling n hei web
Faunied ders, the thieving caraan wader

tribes,the bogichveling ambushers o the
Wolf Rider tibes from the plains. They are
allarchetypes of the crafy, spiteful Goblin
and they al get a ltle something extra.

they get the biggest addition of them all
Of course, a new focus on Goblins doesn't

Vioppers had  points reduction and can be
joined by Big Bosses on Great Cave Squigs,
andthere is a new Rare choice: the
readed Mangler Squis.
Rl e e gt s
s mind o ik perhaps the
e been Tt behind 4 Tt Not at

Al Jeremy reassures me when | voice the
question. While first and foremost
sty is the specil e that d
Goblins army, there are penty
afobes s 100 hat redl emphasie the
O over their stunier, weaker and
enerally subjugated Coblin cousins
Animosity is the rule that covers the
essentially greenskin ability o get so
the middle of 2 batle that
P Comcasteating o 5 ooy

quine
dotaced in
k

and i fact ke ot i rsiions on &
nearby rival instead. I(s of the
Ore & Goblim army el one thats sparked
o small amountof debate and discussion
" speaking of Animosit, its worth a
look at. This was the subject of much
debate amongst the games developers and
something that Jervis and [ worked hard to
make surc we were happy with. A Jevis

% but ts unikey to wir
Foy sl

T o s ey s s alluding

to s the Chappas rule. This i< a special rule
dsigned o prtay he e Srepgth and

fury of an Orc assaul

Choppas

eapons o eesive
design, and they certainly
ever make them.

instead t
but-efective axes, lu

e «m

e Ao

Slerecove 31 Seomth

bonus, regardles of the
apon they are i
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Worrzag

22 WHITE DWARF

NEy .ﬂn

oz dair

“The Choppas rule is one that will be
specily welcome by those who iekd
Orcs, Jeremy enthuses. All Orcs,
regardiess of what they are armed with,

pumihmen theyve Sengih 5 he st
round ey re Big Ut and B boses
and Warbosses become even nasir
alko separates the Boyz rom e gobbos f
You see what | m

The book has a whole lot more o

than these exciting new rules, however; in

fact a5 you un thepages yoi can e the
idence of a great deal of care and

Consideraion, and some fanastic e

WAAAGH! DA ORCS

miniaures 0 boo, When | asked iy
out the nesw models, Jeremy was glowing

vith praise towards the Citadel minjatures
desigh team. Those guys have made the
ackground come alive - a few lines of
description text rom me (and on the odd
occasion an enthusiastic but badly wrought
mock-up) and they produce uterly
Phenomenal mos et/

month the Gres & Goblinsrange
s grown by thre new plasic kis -
Savago O Boyz, S boar Boyz
and the Arachnarok ran elogn
poved the way for o the work on the
Ores, and was joined by renowned names
such as Mike Anderson; Mark Harrison;
Matt Holland and mor. | collared Mark to
him about his involvement n t

k
Savage Ore kits.




Including Brian, who made the
[topes forthe Sage Or and thee

e five of us who worked on
i v Kb Mark s, 4 3 earm we
e il wiing e sl e
models,creating mock-ups and making
sure it e

ake a single kit that
s

army lss - that
Chusiga ot o iddlng around t make
sure it fited onto the frames. We generated
alistof materals that were Suitable for the
Sovage Orcs o use for their weapons and
wargear and stuck to that relgiously: The

tusks, wood and so on, I shor, anyihing.
that most primitive of Orcs might uiilise. As

- scen
SAVAGE ORCS

es, Duarts or even

el e e bt e weapons wi
v pices of shrpened bone
ey omge O i e e
oo e s e st mcv
e Sabbas’, Solarge
M,.u. e ed

sk deady Spea et 10 the
enemyas mc b Charges owling a1 th ranks o the oe.
m, Savage Ores daub themselvesin blue
i Shamar pabing s nl e b 3 ark
¥ prtection. Wi (s gt sppesr somehat s
o bronkers, s et vyl and sward sl e
by

- bolts and shot can be deflected from the
Gt ot

you look at he kits you can see that we've
continued the same themes on the items,

Boyz - (b I delberae, we fiked the dea
that Ores subconiously ot thsesame
mtifs regardless of their “kultur. That

Speaks ora shared acial intlligence that
we all liked

Some of the options came later into
the project Mark continues. Jeemy had
the idea of the Big Stabbas and we were spellsare ncr
sure we could find a way 10 fit it onto the Vel thereare e
Kit. We loved the idea of a massive, stone Ok coin

eaded weapon 5o we made sure 10 find
space for it on the frame. Since we had

already come up with the idea of making
the weapon hands separate and raised up L

ngth bonus.
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eakier and ev arly than "

in dok, coves they spend thlrtme. |

are, s pos
their Goblin cousins, Der

‘«“ i« G

e

perisen i v St h Dar, S o i e

n add obed hordes wickding troops, the Night

Goldinemply ll mamner of soteric wargear and tactics, from deacly
Night Gl Fanatcsfo Cave Squigs that are goaded towards

GOBLINS

bl s ey theopporunty b fic a1
especall i e foe
et an b o Enblms (htm amz\wlys priging
tover thir
v\umlhc lev smlm,w o minger
ing for leap out and jam
ey kg i, oot o ol
10 the groin s justthe sot of thin that
.
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WREEHARARIEIR orcs & CopLINS
SR,

It takes it design cues from the other

[ High, it was asimple enough option to
include. That pos i ntentional to0. Orcs  spiders we've made, but of course the
work best in lrge regiments and we Dhgest distincton o the masive howah Animos
vt o male 2o s posible o ulfForet Gbins. Ay and Unkes b i e
bty okt s much i s The A e e Bosses,
Iy massive, 50 you can it plnty oo P
e howdah. While Aly madk he wooden | endeneylosap
platiorm, 1 went to lown working on the g themes v
Goblins, 1 was a cool time, as Jeremy e e
woukd Come over wi ideas and Alyand | | 2% s raton
<hared all ur work t produce the fiishet! 3,

piece. We covered all the options off 00: if

you then there’s no
B 45 el ol a Gt Spie, such as e pein puting the Coblin who i loding
Forest Goblins normally ride as a scale ball of webbing onto the kit So we m
erence (2 3-up is a resin model thrce ahermate ems S ace for i, with
{imes the size o the inished picce, and a  him being atacked by a spiderfn
ey patof h desig process. Thatwas  insead. Wih the ki fnshed, we
about th right size, but we wanted also made oads e it pid
Somedhing with 3 fuller body and more and gave them to the uummuhwi who
menace - afe all, the Arachnarok was aké the moulds - we asked them f they
g0ing 0 be an army centepiece and didn't  would squeeze on as many extra spiders as
need o it nto 2 it of Spder Riders. So Av(\muhhmdmm:h(hwvmuul»
we chose a pose that was menacing, He. where there’s an empty space on the

e games-workshop.com 25




MARCH OF DA SPIDER-GOD

e Arachnarok i the lrgest of the
any spidersthat infest the wild
s 3 colossal, nigh-unsoppable
predator bigger than an Empire town,
ouse. Capable of saling and twapping
entire Beastmen herds, as well as cven
lrger prey such s s or Cygor, the
narok wil firt inca

Spidrs are sure of awe and
< lving idols of the Spider-

el drachmr . Spiden sean

foleratethis with indifierence, treatin

Sviings (o ik platorms fom which to
fight i batte
When Arachnarok Spiders are

summoned to war,they do not cause the

ground to tremble; but ather they creep

fovacs vt inty Wih unerving
i bloated, nightmarish

2 the fos, poscned fangs

5. Someimes the

s back, or a Shaman
will commandeer it as his war platiorm.

ARACHNAROK SPIDER

| TROOPTYPE: Monsce

SPECIAL RULES: Forest

fr, Immune to Pycholoss:
. Stubborn, Swifistride,

dden by s smal

howdah crew
mode If

bincre

The Arachnarok
o Gobln. The Aracharo Spder and
e i v chrcrcc, ot e e 2

sty the the Forest G

e shvaysuses the Movement charscerisi

Al i pon che Aok Spider s e i e
Spis o nd N Incomt

* Wm Arschnarok Spider wie mw\m‘ n Skl
it Howerer,

o mmmm ‘

avonte, 0 the Archnaro Sper's
i

A A S

iniichcuc oy

Shooting atacks aginst the Arscharok Spd
monser e D6l of 14, “nd the Grea Shamanon ol

Natural Armour (44): The Ak Syider e
a ick, chitnous hide, g

Venom S Arachnarck Spideruses ol of poison

from it huge,covenomed fangs to kil mare formidsbl
spponents. hefore ralng o i,
i

- nominatc one ofthe Arschoarok's
2 with the Verom Surge, and

stacks
sdiion

eing Pasoncd, this tack s the Mul

26 WHITE DWARF  WAAGH! DA ORCS




:m

SPIDER BITZ

e £ O
| et
 CF G
Y@ ° go to o o
‘@ Po de Po -®

I

35

Asa

@

Ewﬁ

%

B

i,

\w#@

4

e games-workshop.com 2

% p
m VPTAREHARNANAER  ORCS 6 GOBLINS




h

eor
oy Mm scross

28 WHITEDWARF WAAAGH! DA ORCS




)
B fi4 i dabbhsAbAAR WARHANMIMER' OrCs 6 cObtms )
'L

Stabeyes Git
30 Cablins

ihings go awry. Rot
7 can be reli

ctory. Grmgor doesnt ca
U aboutthe gobbos, and nor should you.
fasome poposiion or am ntto Hold down the enemy
ind that batle Stan
vl sick around &
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EREE

This month the Orcs & Goblins return amid a savage array of reinforceme
n your local Hobby Centre has its very own Waaagh

From the darkest woods

ed, wm and ready
o glory.
and help defent

CONTACT YOUR LOCAL STORE FOR DETAILS!
www.games-workshop.com







In the Worlds Edge Mountains there rages a battle like no other. Long-time
Warhammer gamer Jeremy Vetock delves into the bloody history of the Dwarfhold
Karak Eight Peaks and presents a campaign for refighting this infamous conflict.

e iy nested

Karak Fight Peaks was once the most

halls,
umm\ Uvnvv n the depihs
ndless plazas

He
Highty, bl for the

History of Strife
The WordsFdge Mounains are 2 wild and

i o
Finged by ight M s
Ives recorded visiting ‘

s ong el hr i e

amazed at its sheer size
B e e e
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echo down the valleys and vast shadows of
ircling Wyverns cris-cross the slopes. Orc

tunnels blazed with the fire of Warpfire
Thvowersan th ere greenis glow of
halls.

I the passes and Night
Goblins are e throughout !
e Yet s srong and secure was theit

plaguied the Dwarf
fore Sgma, tha Karak
EightPeaks suffered any major attacks. In
rade caravans and
nbushed.
Greenskin, Trlls and Oges rampaged and
any holds sufferd prievous blows, some
even fallng. Severa lrge-scale invasions
atlempid 10 take Karak Eight P ‘
Shtred inciectively without 5o much as
denting that fotfed ring. The D:
began o seadily shrink o
fell yet Karak Eight Peaks prospere.

ginning of the End
701 D
T

followed um(‘mn Tower levels
devistting and, for the first time
B e wos o presced
Asmore and more Dwarfs became
b the undengound btles,the
wariors who guarded the surf
vty v e siped back fand hvown
o the vicious tunne st

ok

inged
or he next 150 years

unemiting warfare was waged above and
e ground. Pressing with their numbers,

guaded mountain gates around Karak
gt Peaks fel, one by one, nto the hands
offeNigh Gbins. The lure of Durt
e crew Orcs i great numbers and in
hirwake strode Giants, Trolls and Oges.
st after assault was vm(hu\ and the
Qs v asalie, b

The Fall of Karak Eight Peaks
Sowly, nsdiously he Skaven began to
10 D vt Sl by e
e he Dvwarts caught o 10 he foul act
iy el kind halconsumed the
s and e e des, Then
dmsvd for ur vdmwuuml m,hum‘smm the

reat in good order

el and MM s
standing ses, guarciowers
foriiod srangpoms i nok have encugh
arion 0 secur them, Watchles

d d well-devised chokepoints
were abandone 25 the Dwarls vere 100
thiny suetched to fectively e the

Th

fon:

€W sons of
Grungni may have
drunk'deep trom
the bitter waters
he & wers openly of mlsfoﬂun:
nthe ing of the eight peaks  DUT We
“"N‘”’" survive. Whnlsl a
T s Single Dvarl
gl draws Brcath, w
will fight the :les
that assail us, and
we will never, ever

give up.99

cutpost of Krak Azl Many thousrce
n the breakou, yet only some few
P s o ourey
The Black Years
The war did not end with the Dwarien
retreat. Instead the Skaven and N
Goblins fough for pos:
U

. He w,»m he Night
Goblins focused on their batte
i the amen and drove them
rom the ruins on the surface and
reoccupid he oldcadel

Beore the greenski

uwh\ egather thir

fonicd the kel il i
became, once again, virually
impregrable. There the.
Duaris stay, an isolated
island secure (for now,
at least) against a

hostile sea of enemies.
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THE ARMIES AT WAR

In the shadow of the eight peaks, armies fight in the ruins, undermines and
surrounding mountains of that once great Dwarfhold. It is an unending age of
battle. The Dwarfs, Night Goblins and Skaven all vie for dominance.

Thc Dw;\x&

King Belegar, the Duwarfs usc the citadel as a base from which 1o launch
Sopeions o m( Surrounding mountains and sublerrancan halls, Trough toil and
lood,he Dvarts,have cvefoun  ew ostarfact, bt they cannotexpand their

Control beyond he citadel. The sutounding mountans and the depth below femain in
T s o thelr ag-old enamie. The Duarts e i a e of prpetual ege,
ihvestencd at allmes an from alf drectors. But e & hope

ed by

Back King of Karaz-a-Karak himsell, many attempts to break the.
it s vt Xong ebas o oo . Some oy Succueded o5 ow
wairioscu lhough heseum o senghen he defendors Many more such

have faled, adding to the butchers bill of grudges awaiting s 1. With iron- »mm
e e tttos e e
brightly within them.

Ot o

The Night Goblins
The Night Goblins were once a abble, yet under
leadership o Skarsk,the Warbos of th

the flies.
tacks on the

The Skaven
Decp bl hesuriace of Krak £t Peks eside the Saven.Thy call
i2ihe Ciy of Pilar, as ther Kind has never ¢ e croppin for
mountans and it wasthe vast hlls of imnurherabe pillar tha
imprsed . Clan Mors, argable the gretest o i Skaven Warord
we claw-marked the fasiness as their own, making it thei
Sronghald where they rul ove a thriving Skaven-city and a major hub
onthe underground network of tumel known o he Undenvay. S
poweril s Clan Morsgrown by ghawingon th decayingrofs of it
d tho at on the

V2t Dwarihold ha they have pariey
Inpteriows Council of Thircen; th falers of all verminkind
Vet despiethe unraled sccess Can o nows hat they e

nearly three quarers ofthe vat underground holdings of he Cy of
b Pillas, et they o not ovn i al, This emishweihs gains heic

Qo et machinations on the Council and has delayed fully searching out and
plimiing the amoutesand forges o he anie Yastness. Ths has

eck Headtaker,the greatest and most active Warlord of Clan Mors,
Do ordered o retum; iothe Ciy o ilas and take command of the
vast Skaven forces ther
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KARAK EIGHT PEAKS ON THE TABLETOP

This campaign is designed to capture the

ter action of the ongoing battles taking

place in and around Karak Eight Peaks. The number of players and games is flexible,
but three armies must be involved: Dwarfs, Skaven and Night Goblins.

Thiscampaign i a srics of bt

betwtn e sides  he Duars, Sk,
Orcs & Goblins. It s made up of

ilrnt scemarios wth the resuls buding
103 climactic inal game involving al thret
i, Th ystem b flexible,
sccommodating difeing numbers of
plyersand games, as this best it my

Baming group, which is madle of players
who i in and out as time allows. Fecl

o expand or cont
fime requirements of your own group — for
insiance, agreing to play each army twice
ckoreal playing in the final batie.

Fighting the Campai

Th campain s made of 3 seres of
comneced & e e cngoig.
s nand round Karok Eight Pegs

cimax in about a three week period
Th dea wit tis part o the campaign
ws 0 capture some of the diverse.

batlos are 2 mix
xsing ones from the Warhammer
wlbook, most of which include a chance
ofthe game being fought underground (see
e Campaign pins are warded

Higame, and art then spent on onuses
i bt

Opening Battles

forhefirst few weeks of the campaign

plyssnomal g your opponent, bt
wing table instcad of

e iched Batleabl i e rulobook

e Watchiower (e page 150 0f he
Warhammer uleboo

4T Chokepoint

€ o the Fass s page 146 ofthe
il ledy

6 Heroic Last Stand (sce pay
Warhammer rulebook)

e 394 of the

The inal Battle
e o wecks o gaming, wap up the
campaign with the final battle - the Battle
forthe Throne Room.

Special Characters
Partof what makes Karak Eight Peaks

s al o poins
that model is your Ge
Specia characier be sruck down orflee
theable ol on the Characr ijrychat

out his continuing use in the
Carpalg. This raade hers specilly
suiable and heped build many old
scores to setle.

o King Belegar, we counted him as
Duarf Lord with Hatred (Orcs & Goblins,
mnl L
“armour and talismans worth up

1 3h exta 155 poins.

 Naming other characters i thevrious
Top Thanes, namous Cicais
King Bclegars bother Lord Dureg
Sharsniks ifamous ally Gorang ROigu
famed Bt Sandard Bearers ad s0on -
will only add to the ‘grudgines

Underground Special Rul
My ot e i Kok g Pk
< pace undergound i unspeciied n

he Lenarc i s gt
underground on the ol of 3 14 On a 5 or
& the game s fought s normal. i the game
i fought undorground Setup th teai
appropriaely 2 wse the lowing rle

Uncertain Footing & Low Ceilings: Cavalry,
monstrous cavalry and all flyers must take
2 Dangerous Terrain test whenever they.
nake 2 march, charge, flee or pursue

Campaign Points

Afer cach batle, campaign pints are
Josstridcrings
Resuts Campaiga Points
Victor H
Tie 2
Lover 1

i ot ar spent blore the il
o e et o he T

npent camps

aien poins sr ln

Character Injury

e ln(nd\y

o s
he owning player's

batile as normal,
6 A hebero was
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A Note on
Underground
Terrain
s o g
i can gve
impresion o an

i
our games we.

round btte. For

SEEK AND DESTROY

This scenario is about one side m;
structureor esourceof I
ur terrain collection. For our

Goblin etending) or 3 Dwart Brewhouse (for he.

aking 2 determined attack
h foe This could be

1o wipe out a ke
er you have suitabl

r..,.g..i Forests i there are
), but you could easily

LR Dar sutvs, o ok of Gork o At ik el N

THE ARMIE:
This batle is fought between two equal
points armies. Roll of to sce which player
it atackr and wiich s the deender. I
there s a Skaven player they w
automatically be the atacke.

THE BATTLEFIELD

This bt s fought underground n  roll

of 1-5. On a oll of 6 it s fought al
I3 et up s el g
42 of the Warhammer rulcbook, with the

exception being that the defender sets up
the battefield

DEPLOYMENT

deployment zone. Otherwise use the same
tules for deployment as Battleline (in the
Warhammer rulebook, page 144)

FIRST TURN
Aler deploymen, heatcke ol a i
On'a roll of 1-5 he can choose who has

he st turn. On a roll o 6 the defender
can choose who goes firs

36 WHITEDWARF  THE BATILE FOR KARAK EIGHT PEAKS

GAME LENGTH

The batle willast o s game s, o
uniil a time limit agreed by the players is
Teached, whicheves comes ir.

VICTORY CONDITIONS
Use victory poins to determine the winner
of the battle, as described on page 143,
The defender gains +500 points f the main
objective is not destroyed at the end of the.
‘game. The attacker gains 500 points if the.
main objective i destroyed,

SPECIAL RULE

Objective. No
lestroyed, but for this
anoff batle i s the  bjectve 0 doso

Models in base contact with the terrain and
ot in contact with any enemies can atack
e is no need 10 roll o hit, terain is
hit automatically. Fungus Foress are
Toughness 5 with 5 Wounds each while the.

shoot at the Fungus Forest or any.
e, Templatos will aecsbouh the tarol
and any models touched. When

the terain reaches 0 wounds it i removed.




THE CHOKEPOINT

Karak Eight Peaks i full o defensible poir
a0 arched o bridge over o massve chaum or
miles-wide arched alls of a grandeur

i the

cavern beiore.

the narrowest point of a mountain
a small stone columned

B tmaty thec aree arc o cosy detonied han the opem
spaces of the grand caverns and so bloody battles occur to control them.

THE ARMIES
This batle i fought between two equal
poins amies. Roll of o sce which player
isthe attacker and which is the defender
there is a Skaven player, he wil
automaically play the role of the attacker
inthe scenari.

THE BATTLEFIELD

This batle s fought underground on a roll
-4, using the special rules described

ealier, On a roll of 5+ t i fought sbove.

ground.Set terain up as described on page
3 K, with no.

the crucial chokepoint that both forces are
Batling 0 contol.

DEPLOYMENT
Roll of 0 see which player picks the half
ofthetable they will deploy in. The
oppment il deploy e tfer .
Players then take it in turns 10 pla
theiuison the able, using the

altemating units method of deploy;
descbedt on page 142 of the Warhammer
wlcbook. Units may be placed any

intheir deploymen zone that s more than
12 from the centre lne.

FIRST TURN

ol off afer deployment 0 see which

player takes the first turn. The player that

finshe deploying i iy A5t s +1 10
s dice roll.

GAME LENGTH
The bt wil st for s game tams, o
uniil a time it agreed by the players is
o

VICTORY CONDITIONS
Use victory poinis to determine the winner
of the battle, as described on page 143, bu
with the following additional ity pond
Conditions. For every unit that ends the
game inthe apposing players bl of the
table will gain an additional +100 victory
poins Al he i that can clam e
most units wit of the centre point of
e boor aintan acions £350 pomt.

SPECIAL RULES
With Great Fury. In his game all
it gain the Hatred special rle against
ol migiels on the opprsing side. f the
mode ahesdy hos e psinta cortain
foe, he will now suffer Eternal Hatred
against them (re-rolling misses in et
round of close combat. not just the

| —
{

| i
! . —_— . - 4
¥

| 12

( 1= /

|

|k Sk e
|

|

|

| b .-

el of kg ks

inthec

ampan, 0 100

Can maming the stes
our ot

You don't

e of Crudges A
you fnd yourel iy
e >’
o camchoae o3t
al e hstory nd rucges
rom pas games il come
Toodlng back

wwgames-workshop.com 37




ther fec!
Bresure 22 someone who.
blaysten times the amoont

more aructre m e
Spprosth werks for my
i s s ol f iy
i were il 50 busy

|
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ficess
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plays who.
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FIGHTING WITHDRAWAL

In the non-stop fighting in, under and around Karak Eight Peaks, there comes a

time
perhaps a forced rereat o  sro
position.

THE ARMIES

This batte is fought between an attacker

and a defender, The attacker has +25%
e points {0 begin with than the

Getentr i, addiion 10 any points

modifiers). I there is a Skaven player he

must always be the attacker.

HE BATTLEFIELD

This battle is fought underground on a roll
of 1-3. On a roll of 4+ it s fought above
ground. I isset up as described on page
142 of the Warhammer rulebook

DEPLOYMENT

The attacker chooses which long table edge.
e will enter play fron

table edge is the d
Next, the defender must set up his entire
army. The defender must place al his
models within 6* of the centre line. At least
halfof the defender’ units (rounded up)
must be facing towards the destination
edge. After the deiender has set up Scouts
(ifany) are deployed, with the defender
placing firs.

FIRST TURN

The attacker always gets the fist turn and
moves his models on from his own table
edge. Any models that have no Movement
valte can be placed anywhere along their

‘when,an army must pull back n the face of  much stronger oppos
or a redeployr

ory is only grudgingly conceded in the bitter ar, but

R e s o] i Ten eI

i 10 a better

table edge at the start ofthe firt tum, but
cannot shoot or cast magic in the turh in
they are placed

uniil a time limit agreed by the pla
Teached, whichever. comes it

VICTORY CONDITIONS
Use victory points to determine the winner
of the battle, as described on page 143
with the following aditions. The defender
gains +100

the game or

safely of the edge marked as the
defenders destnation

SPECIAL RULES
Safely. The defender can move (not
o) ot board ede marked o5 e
defender's destination. f any part of the
unit ouches the board edge the unitis
removed and considered having exited the
battefild for victory points conditions.

-blockers. The attacker can
nominate a single Core, non-horde unit to
act as Escape-bloc nit can enter
play from any table edge (a I coming on
from reserves) at the start of Turn

THE BATTLE FOR KARAK EIGHT PEAKS




BATTLE FOR THE GREAT THRONE HALL

The Great Throne Hallis the largest single hall within Karak Fight Peaks and is pivotal location has made it

the ste of countless Inulu “The halls strategic value
al to the

vih s super defence

THE ARMIES

sl s ought betwreen the i,
Al canspnd e campaign
B e s
Rindom tvenis char. Additonal random
events are rolled ater the player’ tur.
THE BATTLEFIELD

Ths batle s fought underground. Se
terain up as described on page 142 of the
Warhammer rulebook, with a ruined dais
in the cenre of the batiefeld.
DEPLOYMENT

Players ol of

models that cannot move are placed on
their table edge. They cannot shoot or cast
magic i he st um. Afer st s
complt the nex plyer ke s
o g from the opposte bl edge
Finlly the player whs s up n the cenire
can take his turn.

The batle will las for six game turs, or
unil a time limit agreed s reached.
VICTORY CONDITIONS

Use vicary points o dtermine the i
of the battle, page 14

T with each playe rlling D6 and
ing their campaign points tota. The

eup i the Gontal deployment zone.

FIRST TURN

The remaining two players dice off, once
agan acling their campaign points total
Wi the lowest scoring player having the
Jisttum. Choosing either of the long board
edges, the player takes hs first trn

moving on from the table edge. Any.

iinahe toowtng sdhgore, Exfingthe
game with your General alive (and not

flecing) is worth 500 victory point. Slaying
an enemy General is worth an additional
500 vi ints. Also, the side that has.

thr Karak Eight Peaks gains a further
500 vitony points

SPECIAL RULES

. Follow the rules for ighting
ot v o g 05 of e
Warhammer rulcbook.

Random Events. At the end of every game
turn roll on the Random Events table and
apply the resuls, This s in addition o any.
ovents bought with campaign point.

Zonc

~ with unparalleled access to the lower depths, along
e success of any plan to conquer the main underhalls.
e can claim ownership of he hall an be said t be the reiging power of Karak Eight Peaks.

Random Events

dangerous terain

Luck Stone, You may
reroll any single dice
ol

i he e
n dangeros ermn
Cave Beasts Attack!
Chhoose any enemy
it ey 06
g 2 hits,
7 Eruption of Squss.

“The winner of 4 roll.

with no armour saves,

Ancient Trap. The
ot
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——=—~— SR DARK ELDAR

The Dark Eldar feast upon pain, using the suffering of others to  +s--o=Xirinios
extend their own unnatural lives. Nowhere is this more

YCTRIA,
‘THE FLAYER QUEEN

apparant than in the dark arenas of C In this
article Phil Kelly explores the world of the Wych Cults. ::‘e‘!";-"::;n‘v. Jeting
k idrsocicy e on he s s of ariratlets o
D licionof pa nc sffern Dok i s, s fw e
ecaune o i Commoragh - the  hours f wihesing he cuting o

iy el i pulscs wihin - martal xpetise e e aren with e

e webway ke a v

et na delale ot

b citizens would g
just for the loo weshhy cnougin o atend the Wych Cults

h murderer drinking in nightly performances.

?wv‘.‘p.m €€ Each Wych Cult is an organisation
o

another’s anguish is of gladiators that put on displays

=
4

ey s e
Biteriacin of the most incredible vlolence.,,

b o

S e ol o ets s e e

ool collape Jok Comparing schnectra

worlds would be much like comparing a
gltering palace to.a mud hut. Likewise
the athletes that perform within them make
exen the most ifted human acrobat look
fike an uncoordinated ape by comparison

Facharena s s own oy charms nd |
lenges, usually incorporating razor
Sharp biades o fencish oo vl gttt

foe arealmost um\mlsa\ within th
e great many Lacera
Telne their razoria kil
Didefned colonnades of the Nhexas
arena, and many a harmless-looking
omament wor by the Wyches contains 3
Hidden sap-sword,  pason barb or 3 aie
ot Cur e of flickblades.
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THE RED GRIEF
The Wych Cult of the Red Grief is famous
for ilig blows adinitered i i
I Cults believe that the best

aien hundreds of métres away Imlom their
rey has the chance to retalate. The.

5.,

precision,dismouning o
mountn so swily hat he umpmu

vy have. 0 s oy he Wyehes
themieives ver  deign o touch lh(- froun,
d even 1 deliver the

o 1o an somshed eneny who i o
Stll lying 10 adjust 1 the fact e Js under
attackin the first place.

STEEL PANG
el Tang s e of

undipaed lzuu'r: i
imprtcd v 1

i o et

us.Th soris 0 on

and on. 1 small
wonder tht the Cult of
il Fang hasgrown up
around her, nd that her

offghing i ught

0 every Wy

2 WHITE DWARE WNCH O

THE PAIN I-.TERNAL
The

e cuceptona in that

anly once eery

anarchy and iconoclasm are
Ko o ivese wosip for e i Bl for Ihvy heleve
d nof he crow

oad to.

aware of the

Nonethelss,desit he best efots o he S
cligious stronghold has fo
1 Wyehes descending ithout wa
eplacing the surty of faith with eror and
 Hekalrice tha lead the Pin Flernal love
e than to swuif out the flame of hape pherever
found, taking pains to defile and destroy the and
Tordlings of those they see as beneath them. Their detractors
a hat the Pain Etenal wrca theirown |..m of
purely (0 prove that nothing is sacred,
ccul tnat o hem to batle mes&zlzrgrulcrum—
lhty wish 10 bleed away the lifeblood not of mortals, but
i gods

ULTS OF THE DARK ELDAR




r =~ CNREY DARK ELDAR

rYws

THE SEVENTH WOE

Woe, i the ancint

those that remain are counie
amangst the most d

§
2

wryw
THE BLADE DENIED

The Blade Deni er Wych House ha specilies in hear
of using thel foes’ weapons against bemseves. The ing.a
varior impaled upon i own blade s aw f this
cul for t Shows tht even a weapon <anhot be trusted. Apemm\ml
fvcurit in the Blade Denied's el arens s the Tgh o

i

the weapont of her apponent hefore the
) fne

e tendency for using the cnemy’s strength against them is
ified wheneer the Calt of the Blade Deried mounts  realspace said. The cull

inst its enemics, taking on superior numbers

Hewyche — hnologies of inst ther, crippling
he et oftrket with el pced haywie atacks, and digging out he sy bounty
{ride st the €are of an epicure savouriag every muance of s careiully prepared meal.
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are o

1o emerge from Commorragh upon d more than

nce pes lunar cycle, bt wh

fury of a Dacmon. Exch time she Commorragh with a
\ , much s of

hatador e private mansons Wik the Wych Cull of S

is waging war in the galaxy at large, the Kabals of High

mmoriagh are far more likely 1o mount reaspace raids

themselves. Aiter all, without the Belladonna of Commorragh to

e e e ca e touch mars - thre &

nothing more likely 1o drive the Dark Eldar into a killing spree

death with a contemptuous flick of her blades.
Amongt Ll many admivers i Asdrubae Vect Himscl and

the Cul of Strife has long be wilh the Kaba

Black Heart ¢  reult. Whether his is o bond o

admiration or the wary respect of natural born killers s

immaterial, for the al s proven strong as steel, and
gth is hard currency in the Labyrinth Dimension. Because of

her immense value (o the Dark it ruers «

 upon a realspac

e she does 30 she ghts with the

ple boredom.

WYCHE CULTS OF THE DARK ELDAR

Nigh after night Lefth dances her e

bt 2 2 2
THE CULT OF STRIFE
The Wych Cult of Strfe has become the most poweriul Wych Cult of
 them al, largely due 1o the sublime talents of Her Excellence, Lelith
Hesperax. Not through martial coups or treacherous politicking has
the Cult o S s to e ape of power bt hrouh the cred
Specd over strengh,and the elevation of bloodspor to  high art
Though the Cultof Sirife boasts dozens of the n.m warsorathietes in
e gl el hersel s the damond a the centr of the crown.
Her ol i s Bndrole of thourmeds of petates evry
i gt - each of whom isprepared to e {0 the Cult’s
s for the privie
i

of

|




) WARHAMMER

[FWELY DARK ELDAR

Q o i

the kil Led by the

wwrYys
THE WRATH UNBOUND

Khadlas Maenaid s seen as a two-
Suar by the Craftworkd Fldar,

anly hing hat mattr. Th Cul ofthe Wmh
Unbound seek to harness his half-c

stte of mind the beler (o become o wit
th

painted ips. L a well
o d

he packs of Khymerac
et i them on the hunt

o desperation. No twa are ever quite the
ame, a5 each Wyeh Cult is constantly in
amption 0 outdo s hals Wi he
heerscope, grandeur and imagination of
s s games. B they aeia
bl ofbloodleting, zero-gravity hunting
s o ol sfected menageres on
ol hove on g
o - arena o G kvl bood
wdviscera come the end of ea
eaborate performance.
Fredominantly female, the Wych Culs
e comprised exclusively eye-wateringly

Veibioo: the Woehessnd Bessmaters of
sl pactce long ad gor itals beore exch performance
adach bt gradual et ileet sip rway and

hngey « v l but surely they become
cretres of pure bloodlast;thir eyes roll ba in their heads,

yes
rsncen Haics t th loady-Handed Cod Spill out of thle

7=

and Clawed Fiends

Nevertheless, the Succubi remain the main
on in the arenas, for they have been
s of boodltingforthe
entirty oftheir Tong v, and
quite wiling to eniorce their domance
Wit a periecly-executed decaphiation
should the need arise
Almost every Wych Cult enjoys the
pronage of  powerlu Archon, ok nly
becust e Archons e
pulace of Commorragh wil always be
Trckbied 10 those who allow them a safe
environment in which to feed, but also

e
| S
mte €€ Predominantly female, the Wych
(,:{‘ S Cults comprise eye-wateringly

beautiful individuals. 99

m ki nw
< that
v more
e appeal than 10 any
o )var of Ww alty. Indie, it is
ot o e for 3 Wich 1o

because the Wych Cults are powerful allies
in the never-ending war against the
denizens of ealspace

“The Wych Cul

"l s take exery chance th

anthr 0cs with xposed areas
cakocs, only 1 Complete each eir
| iperast srike when her oppone
1 upon nothing more han thin i
The Wyeh Culs are led both in the.
sena and upon the battlefeld by a
nbination of champion and qucen,

tartes, conquering Ork Warbosses and
Tyranid Hive Tyrants alike.

e soul o a dry and shriveled hag
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A K RINGT

DOL GULDUR AWAKENS

In a time before the War of the Ring, before Saruman had

fallen into shadow and even before the birth of Frodo Baggins,
the Necromancer stalked the boughs of Mirkwood. *

Your own ighty hoss.

mm from is defeat e han

Aliance of Men and Elves some
centar o kno L
Gondor



of Andui, they came in great numbers and
inbazendeane of he ves wholved
there. Such changes could not go

mmm ced foreve an so0n als came 10

B b v o bt
Becane h cppreseve and malignant
fores, Mirkwood. The worst of the changes
was o be scen n he glades surrounding
Sions new bome, Dl Guldur - he il

et the hes o

led by proud King Thrandui
faer ofLoglas - found themscivs beset
pon al sces 3 the very forest seemed to
tum aginst them. Despite the dark terror
1o i home had become, th Elves of
Mikwood did not yield, and fought on to
fecaim theihome - though with ltle

B st i i -l
teslss Haradrio i the south or the
forces of Angmar in the porth, to
a few: 1t s fikely that the
B orarcer enchure sitaply by
mining a less immediate foe. Dol
Cldrmined wnoppossave by hose
ectly threatened - the Elves of
Mikwood, who were m(u\ with a batile
ey culd ot win
hen Gandal he Grey emered
clairdd

s at e hean of Mo

i S e Wit

mstrof the mmumu.u,m,h.m(m.
i s o ends e Wise were able 1o
| el orces In preporation of

sl m Dol Guldur, Never before or

nthe T

hird Age had so many
ndviduas been assembled
The stage o onc of the

the fores, the Necromancer sent them
porh o ek Thandulslves. A runing
battle amidst the boughs broke out as the
Wood the gt wm Yet stillthey were.
hard-pressed by the el onslaught. Many
R o
Spiders and flocks of Bats swept through
the foret ik a hungry wind. Sowly but
surely the Elves were driven back to their
pallsn ﬂn nonhofthe woodk.

i the Elves of Rivendell were
s et o v
ouskits of Mirkwood close to Dol Guldur
but immediately diverted northwards to
duits

The
Necromancer

kin, once news of Thran

fully formed, gaining him time. This he
used to great afect, sending the Castellans
of Dol Guldur against the gathered Wizards
even as they prepared to breach the.
inrior e forst

ke 1 Eonds aid e alls of e

Woo Fi Eives headed
South and met up with the i mphant
Wizards. Together at the las, the Elven

et Wi Cormil sporoaehel
Dol Guldur, ready to confront the dreaded
Necromancer of Mirkwood,

€€ A SHADOW FELL ON THE FOREST, 50
THAT IT BECAME DARKENED AND ITS
NEW NAME WAS MIRKWOOD.

ThE FELLOWSHIP OF THE RING
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'DENIZENS OF THE DARK WOODS |

The pursuit of the Necromancer gave cause for some of the most powerful .
heroes of Middle-earth to gather as one. Here we take a look at both the forces 1
of the White Council and their allies, and the dread foes they are likely to face. | '

e,




ASSAULT ON THRANDUIL'S HALLS

he ives of northern Mirkwood are cruelly pressed by the
B vers st Tooumh Thnded o e
atacks s best he can, much of i army & scattred
ughout b lorest on atererands an i woundd

e beging o outnumber those il capableof
fnping o i e, alicen alady en ot o
Alovood, s fesned of the King plight and, wih rea
e s pr o s amy Tt mthe b o
tescing the Wood Elves. Though he meets with much
e o s st Thrandol pepares or 3 st
et of s e, Wit bk, and through the gace of

el thy il b abe i o crush the Necromancer
el sov the reatm o r.

GwdFor(es

Wood Elf Defenders

* Theandil

+Upo 1200 points chosen from The Elven Kingdoms
amy (Note tha,for this scenario, only Wood £l
Wartanis countas Common fomations. Al other
Common formations must be treated as

EntAllies
“Osns

Reef Force
+Erond

+Upt0.500 poins chosen from the Elven Kingdoms army.
Evil Force

2 gyt Khaml the Eoering)

+Up10 2000 points from the Misty Mountains army lis

o ht the ragon and the Bl came be seecied
for thisscenario

Good Deployment

The Battlefield

e oare played on a 6" 4" that is heavily
‘wooded - the more trees, the better! This represens
northern Mirkwood.

Deployment: Randomiy nominae north and south on the
long clges of the batlcied. The El plyer s up
deploying his enie force up 10-18"ifom e southern
board ede. The Wood lf efenders are then placed, up 0
12" from the northern edge.

Victory Conditions

Ths S vin ey ca ke £l ey 13 o o
it sartng srength. The Evil force wins if it slays bo
Thrandunt nd trond: Ay other vt 3 o

Special Rules

Relief Force. Elrond and the Elves from Rivendel are

marching north, desperate 10 ai their Elven brethren in
tht plght At he star of every umafer the st he Gond
player rolls a Db, on a 4. o arives on cier

he Relie
e eastof wea igeof o able. T paver thar o
prioriyfor ot decdes which able edge they enter
play. Use the Reinforcements rules on page 81 o the War
of the Ring rulebook to determine how the force arrives on
the batefield,

The Living Forest. The trees in the north of Mirkwood have

during any part ofits move must roll 2 D6. On a 5+ the.
formation takes D hit

Relief Force
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THE FALL OF THE NECROMANCER

The Battlefield

The batle shoudbe played onan & 4 able tht et
ky e

The Necromancer can ide n s fastnssof Dol Guldur
« Th gt hrocs o the Free eopls san
e o ek R e
urvh\m binds Sauro's minons o s wil, Wi
Juum lhmn howeer,the White Council must assl the

s arrayed

Tower direcly in a bid to draw the Dark Lord into the open
where he can be defeated.
Geed Force

White Council
. w.m.m the Brown
dl, King of Nikvood
et rrcs of Aakoneod
< Ceborn, Lord of Loihioren
« Glorindel, Lord of the West

The Rivendell Guard
0.3 Ents
Up 10 1250 points of formations chosen from the Elven

Kingdoms army lst.

Evil For
« The Necromancer of Dol Guldur
Khaml the Easterling
« The Dwimmerlaik
+ The Dark Marshal
« The Undi
iThe Shadowiord
« 1-3 Companies of Castellans of Dol Guldur
U 101950 paims of femations chosen fom The Mty
N or Angnar army s (camno nclude
Galawhar, the Teror of Amor)

plenty of woods and rocky crags, representing the southern
region of Mirkwood that has long been under Sauron's
cormupting influence. On the southern board edge, a dark
brooding tower is placed atop a hill, portraying Dol Guldur
itself. An Orc lair o ruin i placed within 13" of both
southern table cormers.

Deployment: The Evil player sets up first, deploying within
18" of the southern board edge. The Necromancer stars the
battle occupying the tower of Dol Guldur, but i not
deployed at this stage. The Good force is then placed
anywhere within 12" of the opposite table edge

Victory Conditions

The White Council must draw forth and say the
Necromance o achieve victory I Gond ide succeeds
in destoying the Necromancer before thei forces are
e ot e the Good player wis. Aoy i sl
an'Evil icry.

Special Rules

ack tand come forth. F ny e
o he Whte Coumcll ot any poin, moved i
o e ot of ol G they ol o down e il
and the Necromancer musi be placed on the btlild
uring the Evil players next Move phase. The Necromancer
is laed in comac wihth ower of DOl Gldr, bt
cannot charge on the turn he is placed. Otherwise, he can
act ol rom i oint onvarcs, the Tower cannol b
accupied for the rstofthe gam

Evil Deployment

Dol Guldur



AR

e

G ot llgiors, Rouse o thef i b el
i depente aiveros bores of rce nd okl
spen fom the dungeor beneath the Hill of S
Rihesurt o is Nove ,.m,c ihe Bl plyer may aka apy
fullcommon formation pr od as casualties

H

B e et ot o comac gt s of e
oc i o . Formatons hat retum n this manner

notcharge in the un they arfve, but may otherwise
Sanomaly

The Dol Guldur Awakens
Campaign

o i ol the el ofthe At on
fs Halls battle to the Fall of the
Necromancer scenario, then do the following:

e

1§ Thranduil was slain in the first game, then he will
e unavailable for this scenari

#Erond el n bt then the White Councl will

e game having alendy taken 3 cosalty
ol e Erond ot otherwseac
ormally and may even restore Elrond with the
Blssng of the Valar spell

I the Elves were victorious in the first
they may ncld an aitonal Wood
(ofany size) in their army for e

ume, the
i Worband

Evil Deployment

SCENARIO

A Note on this Scenario

This scenario is designed to be an aptional alterarive:
ending o the Dol Guldur Avakers campagn pled
using the rules from the Strategy Battic Game. f you
wish to play hi game, smply ke the followin
adjusménts 10 The Fall of the Necromancer scenario
i the let:

REE

« Replace the Necromancer with a formation of
Castellans of Dol Guldur, representing the Dark
Lords last line of defence

The Good side wins i, it i s they have ix
or more named hetoes within 12" o th fower of
Dol Guldur, Any other result is an Evil victory

The Final Battle

Withthe Necromancer diven from his fsnes of Dol

Guldur in the face of such mighty oppositor

White Counclcan now tae he batle t0 thei arch-
pemests dectly Gaherngthe greaest among tem,

e White Council must seze their opportuniy

finally rid Mirkswood of Sauron’ evil presence,

iclpants
This scenaro represents the ina bl between he
mightiest herocs of Middie-carth. As such, his scenario
e an ot o s et vt

00
* Any named Herocs hat iihed Scenario Two witin
27 ofthe tower of Dol Gul

Evil
“The Necr

* Any sunsning named Ringwraiths from fal of the
Necromancer scenario
« 4 Castellans of Dol Guldur

« 1 Troll Chieftain

ayout
This scenario takes place on a 2! x 2 sturing
e Do i ey i e e o e
board, surrounded by trces and rocky ground,

Starting Positions
The Necromancer is deployed within 6*ofth tower of
Dol Guldur, Al other modes arfve s rinforcemens.

Objectives
The Good player mustsay the Necromancer, Any
other resull s an il victory

Special Rules

Gt f Night A st cuch plvers
Move phase, oll a D3 o discover hov many
ity hy ecive Th Good ety
e ol o vy o e, e Bl
st place his midels touching the tower of Dol
ot Newl arvee models can no charge on the
{urn they arive, bt can othenwise 2t normally







New ey o sy s st

el v person, e some ind
of oros manrch, whose inevible rle
\\\\HM  thowand vears! Actal,
w3 Fin the third person
o s aricl b, ity b red
penof comrection banished
e ot s e o a
momen, where 0 begin?

Triumphant Trini
e S i i, h o
s ar bl 0 feld Dreadnoughs
e kS wains howener,the
oo g Gan squecse o moe i
o l)vmd\mughxt and I)u w.: oy
Desdnugs anb

anidoned

ood Angel” arm
oty b o, o e e

‘The Dreadnought
Ot e Dreschought should b
comiderd the fire-support choice. With
bevual lecion ofanc-ank andan
grodalunderand a e (.wwm,.m
iy stike force. Tuth be told
Dishoughts often overoked in he
Bind Angels army, where most players

d scramble 0 spend al heir

Incannonimissile fauncher build - for a
mere 140 points, that's an awful lot of
lsing ropower Oreven the basic
caul canhonilood fsustor bol
cmbinalon—at 105 oins, s great
power (0 your advance
T Force Grganisation chat nofher
singt bar in mind when consicern
e or ot to nclo 3 Dreadnought
inyour army. As the Dreadnought st in
HeySuper s ot going 10 use up any
of your valuable Eltes slots and so deny
Yo the e of Chapiains, Sanguinary
s Songinary Guard, and s0 on and
Soforh. Granted, it will reduce the
w whu o Prdtors Whiwinds and
ke that you can take, but you're a
Bod Angol Srcly » walking ik ihat
n ight in close combat i better than the.
moeindiions ont
ot he only el diadanage the
e s cympared 1o the Furioso
i DestCompany warats 5 that
doet have actess 105
lood Angels wargear - it can only take the

CTEREY BLOOD ANGELS ™

Some days, Mat Ward wishes he were an armoured killing machine, capable of
cutting a swathe of destruction through those foolish enough to oppose him.
That's why we asked him to share his thoughts on Blood Angels Dreadnoughts.

blood fit, which is essentally a
Dreacnough close combat weapon, Bt
o, if you've gor the other typ
Brendnoogi 5 el ot ot The
sforementioned specialised gubbin r
close range and close comb
ncements and ihe Dreadnoughts
prime role in the Blood Angels army is at
medium 1 long ange
comba, you'll

For close quarters

The Death Company
adnought
Blinded by rage and the psychic echoes of
doomed Saninius, the Death Company
Drednou s dfely Bl e
o short of a ull company: However,
for geting tck it th ack and sash of
melee, there's o beter candidate. With 4
‘Atacks (compared to the Dreadnought’ 2
the Death Company uu.ww At can
wm.mm.m,..m damay
 Wrahi (ubich allows

nough he Death Company Dreadnought
also has Fleet and Furious Charge, ensuring
that he'll not only et stuck in quicker, but
will also slaughter plenty of enemies before
ey stike back!

'Of course, there i a price to be paid
for these fine abilities, but nothing you'll

Rage and mus therefore move towards the
encmy but, again, its hard to sec
problem - you want to be close in so that
You hem to litle iny picces. |

Suppose you can argue that a canny foe
can use Rage o pull your Death Company
Dre adnoughis imo a place other than the
e you wanted, but as Rage doesn’
nfhuince your ssaul moves, you'l ju
e o b aware o it 5 3 possbii nd
take steps 10 screen your Dreadnought

€ Furioso Dreadnought
The Blood Angels’ cquivalent o other
Chapter? VenerableDreacnoughty e
rades, albeit

rioso's rue worth comes from s array
opiions, be they weapons o - with the.

o
Weapon of Choice
right o

answer m e w«m o
how

YT T YT
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- Furoso Lo sl e~ pcic s ot nacty o dcs
In for he Kill it Loy v
ol ot e Bd s should be considered e [
e e n e defauh weapon it oray Fuioso p
N o e Gnren Drnogitzesing b e g
o i “hr Unluckmh‘tht Armour ; ability to n" roll ‘\\HAHV(“\«H‘V’V‘ u\;\m ‘y‘n-uu :I
ol e oLt 4 .
Sy i il e :
g o e oy o oo il

P il Lo ] o i :

e S B s S 70 i 1 it o

Grasically increase your Dreadnoughs
combat capabiltcs

Up Close and Personal

When it comes o assault, a Dreadnought
excels against other vehicles and small

specd.
enemies smushed

Does this

mean that blood fists thereiore = bad?
Absolutely not - its just about picking the
proper weapon for the proper job. In the
case of the blood fst, the proper job is
bashing he lserng baracles out o

ither vehicles - especially other

ot Brexdno Strengh 6 blood talon
& o Stheres a power  isn' likely 10 do much more than scratch

Klaw-armed Nob lurking in the mob) but  the paintwork on a Deif Dread or Chaos
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ih
ok

VEHICLE UPGRADES

by and g, dont bother wih extea amou and
chiights on my Blood Angels Dreadnoughts. | find
et il 00 pricy, and th second it i ton

fional - its are for a Blood Angels

s Dreadnought

wiind \m-hmmuwuplm i ange duri he st

urn ofthe game ¢ as wil

cepion.Jo heep your Furiso Dr

owards s foes as

o luce Crew Stunng
whil

pce e Dreadoought bt  Sengh

0 blood fiste Tharl put a crimp in more.

o, thats for o

o' beter than one,

Oradough s imending e in s
cahmach, best bring long

aitlord 1l probably tear your
part i you don't char

the prtenious pie
e Drexdnoughwanaabe i he

i Falcon instea

Death from a (slmn; distance
e esablished that, in close combat

exure up at range? Aft
inted by batie cannons and bistering

e, thereare
 moving

quickly as possible, the extra
ed to Crew Shaken makes

laser beams, sometimes a litle death
deliered o ange s ot oy adkisable
iscownright crucil, S, mind

what d in ranged death-dealing can
A Furioso or Death Company Dread rought
provide? Well, the basic configu

both consists of a storm bolter and a
but lacking a
d always

meltagun
fitde' in th

ot 100 shabby,
way of punch.

advocate taking the
the storm bolter for @ he
FresoorDeath Compa
ahvs o b barrel Hun. lowards the
ey 5o o recuced range s mach o
S contern and the bonus i massve
he other option available to both

Dreadnoughts is the ma

mere 15 points, the mag
vour Drednough a Suengih

s

gragappl. Fora

Graned ionly has a ange s
that range it especially lethal 10 vehicles.
Why? Because w m 12 magna gapple his
avehile, hers achane hat
Dre: e 26

Pormally enough 10 gt the victi imo
‘assault range. Combine this with a pair of
blood fiss, and that's an enemy vehicle
thatl trouble you no further. Be warned,
the magna-grapple’s chances of a

vOILOV.L

Specia rule, 20 on the
ol of 3 13 he sart of
e game,

Forious Charge specl

o siing -
ot 1 becre s
s can seke back-
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Mind over Matter
e Faon i s
\m.‘ - w:huvnhbh

" ihoush
il vl pnl(m\
mare than on
s e ity
when chaosing your

o o g 1o pas
3 Leadership test 1o do
anything throwing the
s plans int disarray.

juccetl fsing i ar based ey on
how high the

snare, but don't count on winniny
o wars with L
Those're a

Death Company nwmmmw can call
upon — lets be honest, the pilot’ far more

Blood Angels” wargear - the frag cannon.
fanty weapon par

This is an anti-in

gaine um roops,
lesiog especialy i youve amapped the

amber tw i less 2 weapon fi, and more
3 st o mind — 15 me 0 ake ook
the Furioso Librarian

Psychic Fury

For s mere 50 i, any Furos
rednought can b upgaded o0 Furioso
Gl I domg o P o all

other upgrads but picks p o peychic
powwers as well s a force weapon. When it
comes to choosing which psyehic povers
you want your Furioso Librarian to have,
s bes 1 v a think about what ol
you want him to
There's a ot of fun 1o be had in mixing
s psychic
s your opponent

Theres one golden e 10 remember
throughout though. As your Furioso.

Librartan can only use one peychic powes
cachum, aking o i Shooting

e i pponens
your MHH an r' €5 a cover save (o wuuh
iy woops vt mor s
et apronch,cones Wi

Snguinis move a5 jump nfanie ant
it of s 8 Atcke e ey
dekastating Combor Whiltyou'l ok be
sbiet po Mgt of Hooe e
pponents s s s b Sk
Sar pouing on the exta atacks

o.
can you make an all-Dreadnought army?
The answer, alas is no. The resrictions on
necding Death Company models to take
Death Company Dreadnought asice, hees
the mate ofclaiming objectives.
Dreadnoughts are great, but they can't
caplure objectives, and that's going 1o put 3
serious crimp in your ability (o win games
How possible 1o make a
Dreadnought heavy army.

55 WHITE DWARF
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his army excels at Captu
ontrol and Anefhiagon misions
ol, the Death

rcibly defensively, then 11l send the.
s Dreadnought and Tactcal Sauad to
in e main attack too. For Annihilation
ission, he entire army becomes

Lgport mechanism for the Death

o s s they wade

make this army swork, youve go

CEEREY BLOOD ANGELS ™

about mostof the weapons your enemy
can bring o bay, b hose hings that can
penetrate your oughts’ armour have:
luh(«hummu\.vnmw\ as possible. This
fously nclades lascannont, misile
Taunchers and the Tk but monsirous
retures pose the et danger. Vot of
Your Dreadnoughts e o gt o €l
Lombat 0 ack up the kil bt they 1 st
o time at all f theres a Wraithlord,
Carnifex or Bloodihirster ready (o char
in. 1 you'e in this station, focus your it
fking ot one menstouscreaure . e
he

u" mvh othr weakacss o his army i s

e
Deep Strike o Outflank it h
survio a (ol o1d pastng belore \1“”\(0
th o, 2 e e s
eniirely o your tase, i probabiy time
unleash the Blood Angels newes! weapon
the Stormraven.

w

Recliarch Cavoen
Rechusiarch with pover
oand s b

VIOILOVL @&

ELITES
Honoured Brther

TROOPS
Tkl Sy Machlo
i e, e
Tnuncher and Sergeant
170 points
Assault Squad Kael
5 Space marines with

HEAVY SUPPORT

seter Acratn
Dreadnought i
molt-mela

TOTAL 1500 poinis
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i SKIES OF BLOOD

1 the Stormraven has mov
eengerscam ol

lato
diembars, bt hey do 50 as
follows. Nominate an poit

the Stormraven has moved over
and deploy the spuad s 1 hey
were Deep Striking onto that

point. If the unit scatters, every
model must immediately take 3
Dangerous Trin est. Nodels

0 they not take Dangerous
Temin e they land

in Dangerous Terrain), they can
e he Descntof Arels
rule to land mor
accratly.If ny u[lhtmamB
cannot be deployed, the unit
desoyed s e i

it on the Deep Strik
hap tablc. Models that
serbark i this manner
cannot assault on the turn they
do'o.

- Autack, at full chrottle

The Starm oth a e bt ess, and

Mobile Armoury a Tl bt more than a Land Rader A il
bitless, because its Anmour Value 12 isn'

going o heep those Iascannon bursts o
anywhere near as easily s the Land
Rarders elephantine hide. However, what
the Stormraven lacks in armou, it more
than makes up for in irepower and
warspor capacy

en a bare bo en
enough fn ,mm”m tum a Devastat

with envy: twin-linked nose

i m,m this
st further

Swabping out the nose mount
typhoon misileauncher or by ading a
pair of hurricane bolrer sponsons. Ev
e, thanks to the Stormrave vun(hm
it the gunship can hurtle flat
Huumhh( Datleie T and sl fre one of
moveand o windinke

dTsscamon

do the irick - and

o orge that the spi

i it e

mlimelta i i exclle
day.

ot bapgag
o rophis s
peceatyfor ok
Puning it four
bloodsiike missles

means you'l aiways have
Some anti-ank weapons
atyour disposal.

)
i here

Dast  thts a doad Ork mob,

WHITEDWARE BLOOD ANGELS: TACTICA

currently in the Warhamme

(and no, this isn't a veiled hin

wransport a Dreadnought. Betier e
o ul

pace Marine squad (of
even 3 Terminator squad)
» Y formidabi o, csiy
Capable of head-hunting a vital énemy
aring an objective, and only
hat both

gets better when you consider
Dreadnought and transported squad can
diserbark even if the Stormiaven's movec
flat out though not without a e risk
thanks to the Skies of Blood 5

With al this




ity
of ke Force Red Wind i esenially an
o of e Blood Creed amy T
Deathought sacrifices had 0 be made in
gt he pai o Sormave
Gt o he amy Chtimaely, the axe
, e fe-s mu)u.mm ghis
cd ltemeltas

prepared to skimp a lile more on
biectie grabbin

h Compan
o

anits and shrunk the
e e

e i deats
& the Death Company and the
et Compan Drcaanougot, the oher
¢ a Tactical Squad, Captain and

CEEREY BLOOD ANGELS S
~

no
Capin o

ELITES
Honoured Brother Canto

Honoured Brother
Carvah

and hey Tamee,
TROOP:

Bl ;ma oni
e N
msle auncher.

il Squd enan
10 Space Marines with
elegn m.m el nd

he et Compary
eath Company with

Furioso Dreadnought. The first can clear
the enemy of pretty much any objective in
existence, the second can swoop in and
secure that same objective for the greater
glory of the Blood Angels, the Fmperor,
and s0.0n.

Alternatively, | can use the Stormravens
as fire-support gunships, eschewing the

with twin
nand

G . This deployment also 00 points
o the distines adhantage of aiiing ‘i
in one basket” syndrome, where

Succession of unfortunate dice rolls see a
i o your army blown up o 4 anded)
with a single lascannon

Either way, by z0oming and clanking
forwards at fll pelt, your opponent will
sttugle o focus his fire cffectively

AL 1490 points
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The Blood
B Emperor’s sid
Imperium. Ten thousan
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Warors ofthe Death Companyar
rightly named or
orious d

 on from within the

Hreophagus of 2 Dreadnoy

T

win-linkes
deadly flamestorm

o o

The true masters ofthe skies, the
Blood Angels field Stormraven

Gunships, deploying their dead
payload into the heart of the batle

Angels Batlforce conains
fe-Brothers ﬂm Rhin the

,m«.u ay to s pand 1

own Angelic Hos




WARHAMMER
L) FOREST
DERS

ing stirring in
e to flush it out. Mayhe



Andy: Far ‘mm g coninedon an v i To s . he O & Gl Battle Facts
JevsJofinson, and St
ton devised an army s ull of

fight
i 10 pitch against th
for this month e two Matts (jial W.

vrd he neble Brecomians nian
Both ra M\.H\.Y o

Sheir opponents
< (Mat Ward with
and our own N

n ) - chose
\ of enmity towa s that would fig
s and hax

nically, this cotl e PO
o i
fankd “‘J::;"‘g"':; =

e e i
Bat andYom Hutchings

ing, b
s to showcase many of the chartan

of Bustonne cresed he
Hill nd canerd owards the Dl
omy o S Hsyboy iy

‘i
e roprads’s

P uu nm
Tace, ssid
e ey b i
g, Spiing
i s e e ienchy The
e vl o
MMK«HM Asbe did flo
e e i o e
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case as much of the army as
here was lots for me o

2 it of g and one or

o o e. T get the m
s mainly because | hadn' had a chance  Orcs & Goblins have av
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| ORCS & GOBLINS (i

1HOdAY A1LIVE

amething of a gambler army, so I didnt  theme, 1 took three units of ten Spider
Riders cach, and a Goblin Big Boss on a

s bother me. I fact it seemed rather
apropriate.
New, | added in a big horde of Savage

o 53 bt over he top, even in 4000 e
g2 game, but the models looked <o great S it
it coud bring mysef 1o leave any of N :
This o of the army
e Wi the core of the army chosen, |
e rcd 10 look through the rost of the . |
models that were v\,n\mh 1 decided 1o |
o bl he new Savage Orc Shaman iding a
%o b e ok e and would a2 h the
ot e f oomph 5 one of the Bour Boyz  remtning unis spi equaly beween s, |

Next, o emphasise the ‘Spider’ o then, on {0 victory!
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o e

e oo

army. ust ook at those
runic combos - ouch!

6 WHITEDWARE

Matt H: Having already played (and won)
with a Dwarf army in a recent battle report
Vim well versed in Dwar tactcs.

Seeing all the nasty big Arachnarok
Spiders n the studio collection | knew we
would be against at least one or thice) of

them so | esolved to tackle them in
waditional Dwarf fashion with lots of guns,

Arachnarok Spider with ease. Of course

THE FOREST OF SPIDERS

any weapon that can kill a giant spider can
380 pretty much kill anything that your
opponent can throw at you.

Tnbrakers are on o the oughest
units in Warhammer and are al

2 Thane wi the Rune of Brotherhond
Miners turning up behind the enemy lines
can be a real headache for your opponen,
plus that steam drill could be very handy 3
waunding Arachnarok Spiders. T finish of
the army, Tve crammed in as many hardly
Dwarf guns as | can get hold of

With the throng ready fo batle, | kno
that I can stem the green tide, hopelully the
weak manlings will do the same.

h
u



know
Jly the:

ot o e R eyt o,y

* B

army ndard stuff: a
Propheics, Gral Knights, Pegasus Knighs,
aTrebuchet, 3 Damsel and enough
Peasants to support the knighs (and to die
in ignominious fashion if called for,
inst such an

teamwork
a id be crucal.

ang up on on section of
nskin army, break i, then focus on

perhaps,

e oncer
combind with the axes and bla ,A,,mm .
of the Dwarfs, would be sufficient to carr

w st praver 1o the Lady, it was
o
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Dawn Attack was rolled up as a scenario and the Dwarf
ind Bretonnian allance deployed firs. They elected to

st up along the southern edge facingthe foest bord

The plcementofcach uritwas ake out o thele hands

somewhat and lef to fate. Bu the dice pro

Teasonably kind, allowing the Nt o setup Ihe;v war

s was that the Lord's throng.
was forced to deploy on the western flank. They.

i

woad that turned out to be a Bl

deployed in a woor lood
ch wouldbe fine 2slon a 1o splls were

Forest, w
cast on the uni
A the fa end o the table both unis of peasnts
e etrusted to ook after the casten lank, boltered
by i uHen“\\mdtltu 1 long s no monstrous
ers o a rders attacked from this e of
e baﬂlel'tld hen al should he el |
Orc plan was to charge forward and ‘make it up
a5ty wenl o5 he spscie plcementof e
units was less important, as long as they were going the

OUT OF THE FOREST Tuen 1

second oy

failing and even

the foe. The fores
Abyssal Wood making the

Mat W
he Bretonnians were praying o
Blessing o he Loy 3 S hould b going Gobiin Cret S Savage O

10 the woods,eager t g 10 g1 with
s trned out 0 be an

ot necessarly A m especially
disagreeable. In tis fearsome to fight against The rest of the
greenskin tide advanced on the enemy. The
n the

¢ the Bretonnian and Duarf Allance  marched hrough a fngus wood, and even
o st up .t the Goblins scutting about on it back
e game. Howmcr the Orc & wer ar oo keen ongeting 0 grips with

Goblne could el maeh o the ey the ey cter than saling o
and go it i ervis could 11 6 on the wshroom uice, Across the ble on the
dics whichhe dly i Butbeore Nick H;,M ank the River Troll mm.m.mw
and Jervis her o and s0 mooch
back t00 nevmcdmem it forward, cbivious o alaound fioes

Despite the presence of Wurrzag, a

Shaman, the first Magic pha

“The batle began in camest with a extremely unimpeessive. The winds roled
s o A Ve whole the
behavd,wih onl he B

‘ Inthe as the Swage  aunched 3 Goblin high i the sk The
rc taversed over and avoun h Temple  winged Gobiin qickly homed non he
of Skull, on the far casern lank the Thunderers in the wes, landing on top of

‘achnarok Spdes camying i fingen, one with a resounding spla.
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WAREHANINEIR. ORCs & GOBLINS (@

IHOdAY T1LLVE

o s that kic
{hings off when the mm \mhmw N
iy i ctup

oo
close 1o Warrzag, and

more.The DwartCannon was farmare
successful, smashing a 1o the
bloated b (x\ of the m

wounding it five times. The Thu
ounded he cight legacd beast.




MORK (OR GorK) WANTS YA' ORe 6 Gorun TurN2

e tum meant frsh rounc of
f AQNW..V et All bt Springurs
piders were unafci, the apder
Ridr e s o i
ot hemSEIeS, Aware. ot th bl
ek Sl cou e
noihe cannon sho, Nick dechreda
o wilh o e Honbreshe taking
o behind an obsace, Bt I was ot

caught unawares, as the Forest Goblin
spidr Ridrschirgedhome

Contary t the magical fzlc of the
p.wmmu.u this time Jervis olled a
mighy Lo he Winds of

S 1 1 e s Tha pell

The Big Uns miss
their opportuniy to
charge, imply
ecause Nick
thought Jevs was
conirolin them and

‘ =
D
i
:
et
o
et

in hame, e Foret

P eform 0
face the fank o the
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s cast but rather than risk a host of

Intaive tsson his Dwars, Mot H

mmeditly inoked a R
pelleaking Siicher i mm

o Spellbreaking Runes

Inthe Shooting phave ne o he Spear
Chakdas misire bt the other managed
0 skewwer a Koight ofthe Real
Despite ﬂwu «mwm ratures,the Goblin
war machines had been very impressive in
the batte o far. The Doom DI et

e o B s e ll e Kighe
made their ward saves.



Chargs
The attack on the eastern
ank surprised both of the
allicd generals s the
ins sped across the

ihen th Audm.lmk ith
teinger - named the
Kimson Beas by i

[;
o
aatures hide,

Om & C(\m TurN 2
BAT PHASE

whi
u.mn.,. for the
pider. The Duwarfs
oy bt ol




r

mmmmmwmmm

with choppas, g
them +1 o Ui Strength

for the first round of

bl il o

Steeds forward into the teeth of the enemy
The Knights of the Realm hit home,
Smashing imo the Bg "Uns who had been
ditherng i the woods The Gral K
 Prophetess, galloped across
e batieicld with Broggas Pigs fimly i
gt Howme eyt h it o come
o threc

an widly out of the hooded
s hen the Orc genetal had their
wanted to keep it

the Gral me who had temporarly
Ralted while the spinning loonics were

d. Nick, on the other hand, was
keen 0 fand the Fanatics along the
remaining 8" the knights had to navigate
beioe comtacing the Boar Boye. T was
because a Fanatic passing though a unit
does DI Srengih 5 hits but having a unit
land on the Fanalic does a tremendous
206 Strength 5 hits. If Nick pulled it off it
would be'a cunning ploy, enabling the
freensins o maximise the damage
However, the random movemer
Fanatics made i ayihing but a ven nd,
in fact, it didn't pay off, once the Fanatics
ad been placed the Grai Knights were
only struck once, causing three wounds,
w0 of which were saved
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Beore Jervs could say I told you sof,
Mat W had rolled the Rally test for the
flecing Peasant Bowmen, which failed and
50 they fled of the table. Although, agains:
expectations, the Men-at-arms pasied and
e o face the looming thcat of he
olosal e

w
olled.

“The Shooting phase came into view
and e the Dwars looked on ealously
2 the Bretonni th s 1 charge
Combat, thel war machines
mocs n 1o 2o Sougher
The Organ Gun started by ravaging the
\,,mxmm Spider Riders. Matt H rolled a
e atllery dice and the mob
“acrid black smoke
that just one
Spdor Ridr had suivee the masacre
and was now fleeing for ts
Thandoers e he net Sides Rider
mob, and slew two, causing that unit to
routas wel stbough thy ony scampered
“The Cannon, affectionately
e LiteSiterby i crow, umed a
180° and brought the Krimson Beast into




od

3 WIRBEHARENGER orcs 6 copLINS (f

Annotations

THOJIIN 711 1V

ikt hared
stone veers off arget
Tor a paipable miss

s sights. The cannonball struck home but
e monster only lost a single Wound.
Inthe allied Combat
i

ides
mmmu cakers, sl aying another four. The
onbre mounly siong armour faled
lopeses gt he e sengih of the
mongous spide before her. The Dwarfs
e shaken but stoically ht back. Alas
despie good Duwarien sicel they could ot

2 gust
e o proven itcould
~they just had to find the
stength o slay it before the monster kiled
bemall
i anes down the Knights of he
home into the

o greenskins
mmw,w hand, the Big Uns
seppest up and set sbout the knig

cnching amour and ripping of el \mbu

Grail ng\m G no fare o wel
a1 W rolled some.
e e et vy ol
¥ ctonnia and only managed 10 Wl o
Soage Orc Boar Boyz. The Orcs struc
mongs

ihvough their own side’s unit before killing 1 : i ks
he Fanatcs themselves e : oy o o e B
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g
ase oz Gl 1o

Fanatic

e not he on

arent unit and

eneany’s

okingat the batlfeld s the st of

s el s e

pattern
tad nH bt falle 14 the Orcs, w

m flank was frmly in Dwarf hand
4.,r ow In cifecs the batle had sponon s

ind this torn would be abou
oorganising bateines for he further
s\nu;,hw 0 come.

e greenskins began proccedings by
deciin s chage ot e G s
with Brugga's Pgs. The Grail Knig
aleady galoping away and fled off the
battlefield, allowing the Savage Orcs to
vt helr charge o e rbuchet

s passed their Terror
el ¢ hey e charged by
it the red Avachnarok Spides and
Gogogs Boar Boyz, sham mv;,ﬂvn flecing,

Grail Knights not 12" away. Actoss the
able Lug’ Ladz hi the ok ofthe Dwart
Warrior hord

T i phase Nick used the Great
Shaman (o cast C

ry other greenskin magic user
+, because the spell was cast on a
Unit i he Blaod Forest he trees came

END OF TURN 3
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TurN 3

G iend them ol The

b Dwarf horde and crucilly ghing them
their rank bonus back for the subsequent
combat, something they would not have
been able to claim should the wood have
remained stationary. Which gives rse to the
queston of whelher the reerkin gencals
shoulhave cast he spell at he Dwart

qmm phase the Doom Diver
and working spess Chukks red opon the
Koighs o the e S MW made s

v g th Doom Dive atack
it once more the Spear Chukka proved
ialuable by srking and Kiling anciher
brave knight

Inthe Cambat phase batlewas ined

acrossthe able, but in the centre the
Trontwcakers were stl fghting for ther

lives against a monsizous spider. The spider
slew two more brave Dwards and the unit
lot s e .ulm»\ st Rtherhan seethe
of his prized unit fle, Mat
Cfunc of Defance on

sandyrd o keep them in thecombat f he
Dwarfs could just wound the mor

i move hey would reak e desdlock.




The Ki
etained from pursuing, alreacly

fsman yes on thercnemics bt
05 Boar Boyz had no choice but to
sethe Btommians off the batleicld
Meamwhile, as the Dwarf Lord batled
oblin Big Boss, Lug'z Ladz fought the
Dvart Wartiors, killing two and actually
imingthe combat, but it just wasn't that
1 gt id of the remaining Dwarfs and
ey
th the Miners
ind Lug' Ladz. A

ught e m
b \ m\ulh\ ,n.u\ The Cannon m
o st s sight on the Mnk
st ki about 1 e morthaes. The
e pulping e \h.uu.m and

tociedesling withth Spide Riders
0 pierce flesh or
piders fled and, full
arfs fllowed only 1o

J4OdTd TTLLVE

caded o Cpant
Koo toon.Th frs
Duarf Lord uncharacteristial k
iy Do o e 0 make 5 . T
wound b eyl lurn, mmm o
form, ,.y.aw I 3 mighty wing of i i st decas e d\:\:uxnk
andlapped of e Cianic Siders ot hg, Wher i ody cr
| 1o the ground, the Shicldbearers finished

Ansotations.

nd pursie.

T four remining Sovage O Boar
I ® ..m., it
ot

Oran Gun arges Brugas

;.,.1 sy e mors e s
e ellows o defance
Sio charge nce agan.

(3
- e AR

s ofthe Realm reform with
Die e s e T e
o e At W mart some ¢

opfns e loing it was
The theory anyw



BEWARE OF FLYING GOBLINS

Doom from Above
e et e
S rapi

Cause, Mar W found out
the “

bt
ther Ay

Generahwent gt e
‘Goblin Doom Diver made

e comi

v,
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predicted,ench army’s et flank
A‘,_d o been ey desvone I

Miing 1 e st o ol Up
vk, wit e e arced boes
st vas et of the

powerful unit of Knights of Realm, a charge
out any foe

from his formation could
itrode

H.ukr\whmmk Spider cashed

ey miraculously passed. Bruggd,
Savage Orc Boar Boy charged he
Dwarf Cannon. The Engineer shot at 1

Goblinsontop peparng h Finger

Gogogs Boar Boyz returned to the table
and the Savage Orc horde s
advance westvards keener than ever to

n the batte
In the mw phase Warrzag cast Hand
i Gork, ¢ Gogog's Boar Boyz

funher west. Foot of Gork was the ast
put dispelled. It was then the greenskin
Shooling phase. The Goblin artllery had

THE FOREST OF SPIDERS

Turn 4

b pedoming sl ll gamo bt his
will be the one that all the player
remeniber 252 Doom Dive landed on p
W enenl ling i danty!
 missed their targets and
1hv maer o bk of the m
racharck Spider misred the web
Oy wasn Sicky enrgh }(x
Over by the Cannon, the Dw
e busy ending of the Sovage “Orc Boss
rugg The Dwars manaed b kcp i
o i precions o, s ed
1o wound him themselves. B
S0 won the combat, but the €
ot going to abandon
inthelwe

ensured
Goubled his Swenggh o5
and the Master Rune of Smiting multiplied
ach wound ito DO, Despiccharging o
the rear, the - pulverised by
the Dwar Lord befor W could even bear
s fangs i attac

Whilst the Orcs & Goblin players
recled fom the loss of two Atachnarok
Spiders, Matt H pressed home the
advantage by having the ast six
ironbreakers try to charge the S
Borde'nan almost aicdal manocuve,
doubta o death awated Ao he
Short Dwarfish legs could make
distance and so they strode fory
1o receive the charge insiead.

Spider had

Orc

v ready

Spdeat you Bk
Arachnarok
Sp«lev s e
oy

10 face with the many-
eyed monster. The

and so Alepnwd e
‘Arachnarok Spider of
maining thret
wounds. This e just
one of the giant beasts

"

th
cause camage.




A 4 il Vo7RRANANGER ORCS & GOBLINS @
1B R ; VIGIORYS

=

043 TILIVE

At the end of the fourth turn, the battle
fed 9 il ides
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quished!
The alfe hd done 2

|
he Res
. the phase healy
bt Gorks foot
i

e same it 353
iling two more!
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e Orcs deeper ra
shuling about had pa

i four Orcs before finaly retring
5 the cther, The knights were
fom the events of the Magic phase

before they could rc r

form 1o give - hit with the Goblin
canks but the time for ved them off! There were

‘ nians left on the battlel

he Knighs of the
Realm and the
remnants of the Ironbr
charge. The Savage

The

Gork
Mt

di

although this time, the

i their favour.
Magic of the Waaag!

ip
ot

vt (€ Worrzag conjured a big green foot,

which descended from the sky and stomped
all over the knights not
once, but twicel )y

p the greenskins.

' Flinger, hitting

up 1o the Dwarts to
The Krimson Beast flung
the Ironbreakers and causing no wounds
but forcing them 1o ke last should they
e Combat.

reakers poised
 Boar oy cha
y unit 1o do
b were fimly

on ed

the second cavalr
odd
proved truly

Jers, now lacking the support of

Staight o the
as definiely no allied ma
Thunderers found the Savage Orc Boa

ped, a
3 unit 0 b ped on. The two
' he and

O nagic now! - the



xceed st four
opled fom ther ,ww uw. Organ
ed could only

e
I the greenskins fial turn ofthe
e : ch

dispelled on

m

o wiped dthemo ot he il i e rfs cau

g the
! he Ores.
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BRETONNIAN AND
DWARF VICTORY!

Matt H: Well, that was quite a tur around!  Mat W First of all, I'm going o choose 1o
With all the Bretonnians either dead or beleve that was e conusian ofthe

driven of it was down 1o o the Dwarfs 1o Dawn Attack that led ars to leave.
e Dt g e, e b e o ot shardoned o
if a jobis worth doing don't get a manling  one end of the battefield. It would, a

to.do it In the face of al those Savage St thelowest of calumnies 0 st

simply refused to die but won the combat
handing victory to the Duwarf. I fact, the
whole game came down (o that one

comba, if the Savage Orcs bt won i ey

{ratpled it the muc
Ao, this nfortunae lackof

coondination during deployment put my
lnt g on ek ot o -
St of the game. Worse et whis

caly (hought i would b sporting
10 atack with one arm ted behind ther
Backs (o olher xplanation for my
hockingly bad dce ois 1 reacly
forthcoming 14 have graty prfared
Sinughvercver sporsemanship Never mind.
Thes say Breonnia  ctemal, even i her
Knighs are not.

((Bretonnia is

cternal, evea if e ko o Eombat 140 i Dt g
knights arc not...))  phase thanks his combination of runes. than Bretonnian lances I fear

Look out Sir! |
The molofthebatte |
teh ot

bodic
Orc god or a mad Goblin
lider he reionians
re too well. Mat W
ey o anstck when

i ol wowld have
mad il th dference,
i b s
Dule o e
fonger st et
Ko ot argue that
ihe Duke shou mver
el
fs pla
e ik oo
e say have pa ot
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Jenis: I one of the truisms of Warhammer
it you often feel elated at the end of your
own tums, and deeply depressed at the
nd of your opponent's. However, I've
eser known the mood swings to be quite
wic 3 thy were i s bt
; 1o turn the fortunes of war
viched ramaticaly fom one sde o the
dhe; t was a roller-coaster of @ batle and
o mistake! This srics of highs and lows
rexched it climax in the last two s of
he game. At the stat o tarn ive 1 was
ety sure we were done for, only 10 have
ot magic and shooling to completely tur
hings round. Quietly confident that thi
neant we (finally!) had the game in the.
o v dumblounded when Mot
horrakers ruted my Savage O Bovz,
i o Wortrag s e brgal
wd ww m & Mat the game.
ven though we lost, | was very pleased
e Orc & Goblinamy
momnd e Arachnarok Spiders
e their mmh e oy i mnl
eldthem in check was some lcky Dy
oo hemost topled up
ever had to face (Matt,
i Should be ashamed of yourself) That
it my Ly of he Marchaward s o
10 the Savage Orc Boar Boy
ered through everything \m\umm
Do way, Compining iting
ghness and  good tom ofspesd, I'm
are they will prove o be a popular choice
101 & Goblin armies for years to come.

etta
The B Trolls pent the
batle doing mothing m
atall other thn

ing on
A e T was
becaue he deployment
forced them away fror
Wrrag, the army genual

ol S

uam.»y han sioply lttng
em go it alone an

neiably comtanty i

of
oo Sty et and
st a ver powerul
unit to hoo!

ehly enjoyable game of Warhammer,
It would seem 1 he Cosual observer (and
the scenario... thal we lost... but i there’s

k the gam
with the risky deployment of the Fanatics
my plan was to line them up in front of the
charging Grail Knights and have the

hapless Bretonnians end their charge on
topofthem, dishing ot 2 puishing 6D
55 s enaugh to kill any unit sto

dead. I only, my plan had \kaM fand not

he more unpredictable by he scenario set

up. Having 1o roll randornly to decide
e ou nis wert o be placed meant

Somewhat (the Tolls being deployed so far
from the General a good example, made
the game all the more exiting

The Arachnarok Spiders performed
exceloyani proviied vt mach
necded armour-penclrating, Duwart
stomping killing power. As did Wurrzag’s
magic, Ive never see

greenskins w
the lands of men and Duw

18Od98 T1LLVE




know tha ' ot
simost cvery hobyis et

You've all heard
these types of story:
Irolled a 6, and
then Jervis rolled a
1, and then I rolled
a4, This month

e
attention to the tool
of our trade — the
humble dice.
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And you know wha, 1 bet the Romans
At same Wihit the Komans
. um didn' kne

na game very il 0 he moder '
| siadgammn. o vhen vou e olla y unlikely that two bat w.m
etof dice, you will be canring on one of ety alike, even if you
y vnkind's ost ancient adHions armics and set up In the same way. Th

€€ It is this inherent uncertainty that dice bring that make them
s0 beloved of games d

clf.99

signers like m;

’Tw o Jervis a; ‘

Jervs Johnson
/o White Dwarf

[ ——




The battle for Armageddon continues this month as our campaign
reaches its conclusion. Adam Troke recounts a few of the victories

and defeats and sheds light on the apocalyptic final battle.

F\ ollowed the s of o v
Ao campi s
For e lars il e s e
2 fantastc Spportnty
it ik

My own Steel L

spect of oleplay

mu acy hat, created a (antasic sense of
shared sory-teling and enjoyment
on force e by none

25 con
and I'm not the only one
the other gamers nthe campan aree

ong sensc of story



underpinning our games has led 1o a chain

o extremely thematic and incredibly

g enjoyable batles. As 2 testament to how
i the games fave been 1 exlan
 unfortunate deicat
Sihe ks o1 Pl Kely.
: We played a standard Warhammer
er 40,000 mision and olled up Annilation
s However, because we knew my force

included Commissar Yarrick (who was.
of deployed on the outskirs of Hades Hive),

 set up our board to represent the
one ok o s shattered inustal area
pleny of broken manuiacloram buikings

of Vian of Amageddon and hali a Company
fof Command Sqac, who erded hc ime
ing reteeat n a battercd
Chimea. The fnny thing was that, despite

Armageddon:
The Story So Far
e e g o

e i e relentis

et
o e Ok
e G

SR oo o s,
g i ey o
B! e oo
i, i
A L S
S Pancirie, e o
tho g e, both P
e i ho been the mostentetaining
e of Wathammer 40,000
Fadpye i o e
"Rt i a shghly fong-wined way of
um‘,mmw“ aying 3 series o
o such as (i, lnked together by

ither of us’

freres o
shorageofbties o re reate. All you need
s an enthusiastc group of mates 1o fight
the baties wih you!

i games-workshop.com




THE BATTLE RAGES ON

Vulkan He'stan
Throughout the

Forgotten Lore

Yo shod it sioe

roved 6 b a5 apill atle ot the
Ok players as the Imper
off 10 a strong stat. In fact,
was able 10 win any game
tearm in the st roun, sﬂmmhmg e
ers siezed on 1o grab back key
and move within
of the captured hives.
The Orks were not denied for long
however, and quickly launched an
agresive counieratack. n the ash wasies
atound Hades Hivthe grenskins cut
m Comiortaricc ol o it
ks ltr i the frnic b o
Gelend Hive el
We quicky began tosce that a few
ns one way or the other could cause a
cquent conquess

I s of the campaign

les quickly changed hands if the right
trgets were chosen, \\'\\I\U asions of
ance,such s the hive i, proved

The Ok players auickly devloped he

stategy of using Snikrot o hive

e e e neamed i delemsve

bonus for having a Shield Generator while

Ghasghlall vesaw conquests of aacent
les - thus creating a bufie-zone

v precious e cines and e mperial
forces that wanied to recaplure them, Th
ability for Orkimedes to atack directly
agains Heteach enurd tat uniorunae

e was contested 0 ain, keeping
W imperial payers Consantly on ther

Tur 5 the game was hanging very
much in the balance. While the Imperial
players had probably had the balance of
Victories, conquests had been far mare.
frequent for the Ork players (2 combination
of cunning tactic on the
power of Ghazghkull and Snikrats special
fules, As the st round drew 10 a close, it
was clear that the final Apocalypse game
would prove pivoa
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THE THIRD WAR FOR ARMAGEDDON




Turn One

T nital map showed a signiicant green stain on the
i of Amagedkion,buthe Imperal forces were sl
iy in cor 2and 3 0 masive greens

{ g tion (3



(A WORLD ATWAR

As the fighting intensified, battles erupted across Armageddon Secundus (the
principle battleground in the Third Armageddon War). Here we track a few of those
games, looking at how they went.

city. His attr

Regiment to relive the
i at

Strikeforce Tu'Shan
s the Ok stengthened
her cordon around the

by Terminators armed
with chainits o Tacical
Squads carring,

meltaguns. Against these
ngels of death, the Orks
i no eply
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The Slaughter Plains

Fullcale wrtare qickly
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BATTLE FOR HADES HIVE

The final stage of the campaign was an Apocalypse game which saw all the players
involved. This titanic clash saw the fury of five Ork Waaaghs! pitted against three
Space Marine Chapters and two regiments of Imperial Guard. Carnage was assured

ANGEL FLIGHT

he two Starmravens spent tree tuns
ly strafing runs against

smkmg up bewidering

eadiasty

finally

by hosing

pagatler. In

oy
decided to end the

them down with the suy
one thunderous volley,
erait were blown apart

Mt teraciouly protecte the Ift flank o
Imperial e <y ot the prentin.
Although Gr s quickly lost amidst
the swirl uhnmhal the natural ferocity and

the Black Templars
hrough the loss of thei leder and
s 10 cut down the Warlord of da
ath.

92/ WHITE DWARF  THE THIRD WAR FOR ARMAGEDDON



WAAAGH! GHAZGHKULL * \pdr RIGHT FLANK ADVANCE!
hrghhul v sl might aaiot

the centre of the Imperial

foces, qickly butting up

w Ko
e devastating right hook with hi
% Salamanders that cut the heart out of
¢ by the
Hellhammer Glorious Victory, the
Sons of Vulkan tore deep into the
rish lines.
The Ork players responded by
massive Sqiggoth and the
pa by way of a
counter-attack.
In the end the battle across the
ight flank and northern edge became
a stalemate with such heavy casualties
I

mm u.mm Trcho and a x side
quad o lopic. he advantage.

IMPERIAL VICTORY
s thebatte came o 3 close it
v that the Imperium had

mageddon
e Imperiam of man (bt only s
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ARMY WORKSHOP

ORCS & GOBLINS

This month our resident hobby heroes, Duncan Rhodes and
Nick Bayton, show us how to paint a force of Savage Orcs
ready for tribal conquest of the Old World.

resh from last month's painting
dventures with the Blood Angels aur
dynamic duo is back with

Duncan and Nick tned ther attention to
the O

e of the
give it a distincrly
primitive fecl with a preponderance of
avage Orcs and beicathered Fores
Gobins Duncan carc Tl lanned out the
it not only worked within the army

clons but also maximised the

the kis. I a very lean army
with no leftovers or wasted componens.
Forcample, he Spder Kiders are made o
one box set, as are the. e Boar
Doy The Svage Orc v on e ater
hand, contains four kits, including the
command group and the Big Stabb.

S5 WHITEDWARE  ARMY WORKSHOP: ORCS & GOBLINS

‘When you're starting an army from
s ood to begin with a
coreforcesuch as s Youhave  srong
foundation n he fo o the nany, s
ing force wih th Spidr Riders, an

b, its alwa

2 daszling cenvepiece \hvh,u\mtuw

guys assembled the.
whole e anl placid anis on movement

1 model a permanent

which i

ainting method Duncan

it denoted how much attention &

d reccive. This was especially

iportant n the case o the Sa




WREEEARINER. 0rCs 6 CopLINS (5

ORC ARMY PAINTING

Duncan viewed this project as painting an army firstand  prominently placed in the unit, such as those in the front
fremos amd s leed is sl 0 cope with s o rank. Using the Savage Orcs a5 an example, you can se
odels When painting large units, you can maxiniise your  how much time and attention Duncan has given each
ot b giving more Stemion 1o mdels more model dependant on their positon wil m

JOHSMYOM ANEV

MOVEMENT TRAYS

e, Movement ays arealso
gt for soring your models,
Keeping them all together on a
shelf or in a display cabinet.
For Duncan's Savage Or
movement trey was n tegial part of theunit giving him an aea he coulduse 0 1l i 2 he asembled the models
in a similar way o doing 3 jigsaw: 1 et him plan which Orcs were going where and which models would go on
singebasesor mulbases and where clemens such 2 he Big Stabhaand command sroup would

sed the Modular Moement Tray 25cm wide and 10cm deep. The floor s
B M it s (1 U s B i s e o
piece,using the ased edge |)mu-s 10 stick them together. Some hobbyists prefer 10 only cover three sides of a tray

red all four sides to give the two floor parts extra rigidity and o ensure the O

bl
mplee, he ray was painted Bestial Brown, so when models are emoved, th grey of the platic does
st The g were coatd wilha i ayr of PVA Glue and hen covered i sand. Once tis was dry

ainted using the exact same method 25 all the other bases n the army.
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Foundation hasecoat
reapplication ofthe bi

(1]

100 WHITE DWARF  ARMY WORKSHOP: ORCS & GOBLINS



WRBERARNINER orcs & copLns G

SAVACE ORC BOAR BOYZ

Nick painted the Boar Boyz but

JOHSMYOM ANAV

g

G (do not mount

et and o Gy i
akhan Brown followed by

Igher pplicaion of Khe

WARPAINT
e distintve bl warpin s 3 common et a1
e Orcs in the army, and s even appled 1 he

s o el te the whole force ogethe

ding thi ome sh
o n i e il i
 Boys into bt m broadly wid e
w bt i
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FOREST GOBLIN SPIDER RIDERS

auish
s v

cap
i Green to the raised
arca before highighting with
Gretchin Green.

h
| ABDOMEN DESIGNS THE FEATHERS

1 that the
e palete a
e cecie ey o e 5 i

Biue 10 fnsh the efect
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A A L WARETANINGIR ORCS 6 GOBLINS (i)
ARACHNAROK SPIDER
" on &

e

JOHSHHOM AWHY
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GREY KNIGHTS

CWEHETE. "
PWARF

ON SALE MARCH 26TH







