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Last month I spent my
editorial getting very
excited about Storm of
Magic, explaining how
it had got the Studio all
| Sbuzz playing games
with huge monsters and
devastating magic.
Well the Storm of Magic continues
o howl about the Studia and beyond this
month, as our gaming arca resounds to the
Sounds of even more cataclysmic battles.
Hopefully by the time you read this many

of this summer o storms, make ;mumw
involved — and remember, games fought
Hobby Centescouni o double

s the Storm of Magic continues
10 hold away over gamars the world ver
501100 does it continue o weave it arcane:
enchantments here in the White Dwarf

bunker... e Arcane Fulcrum. This month

sees the launch of a swathe of new releases
for Warhammer that are ipe for including in
2 Storm of Magic game as part of a Sorcerous
Pact,including. a brand-new monster for the
Vampire Counts, the hideous Terrorgheist, as
well as a Battalion and Herald of Tzeenich
for the Dacmans of Chaos. And itsjust this
theme that Simon Grant explores in his
Unholy Alliance articl, discussing some
cunning combinations and tactics that you
can employ with a Sorcerous Pact. Andy Hall
also finds himself in dire enough staits i the
battle report when fighting Mark Latham's

Vampire Courts, a5 his

s s t k0 chock full of new ks

that he also came up with
oy ou forhe Car W

inshee. Finally, we have the exclusive frst
par of e e Codex Sisters o Bate. We
ally do spoil you!

Andrew Kenrick, Editor
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VAMPIRE COUNTS

The Storm of Magic continues to howl across the Warhammer world this

month as the Vampi

Countsise from the grave, We take alook at the

releases, as well as present anhﬁ.ml army-book update, flom

THEDEAD AND THEDRNNED
W present an oficial updte o the Vampire Counts army
book, including new rules forthe Terorgheist,the Tom
Banshee and the Cair Wiaith,

Andy Hall setsout o explorethe Garden of Mor, the
Iatest awesome Warhammer senery piece from the des
of Dave Andhews.

THCTICA CRUALRY
Simon Gt s upad offs upace 0 he
Knighis and hosemen of Midle-eathintis ca

tac orThe Lovdof h Rings Swtgy Bt

‘soneenous pacTs
When asorm of magic blows srong,wizardscan form
unhly bargains with the dead and the damned. n this
aricle Simon Gran discusses o to use Sorcerous Pacts.

N NFERNALBLLANCE
Disperae times call for desperate measures i his batle
report, 35 Andy Hal i forced to sirike a deal with a
Dacmon o fight Mark Latham's Undead horde.

MOkSTERS
The Eavy Meal team showcase just some o the

90 CODEXSISTERS OF BRTTIEPART 1 Ay

Exclusive o the pages of White Dvarf this montf
epresent he frstpart of the new Codex: isters of

Batle. Thi firstpart inclues the background to the army:

02 oW

neieases
The latetrelesses from the Citadel forges.

News
Allthe goingson in the holsby world

huge arayofsaggeringly good monsiers.
"WODELLNG WORKSHOP:BLACK DRAGON

Duncan Rhodes shows us how to et your monsters eady
Jor batte,taking us trough every stage o assembling
and painting a Dark Ef Blck Dragon,

Trish Carden discuses her fvourite miniature.

The laestevents and actvites near you

e games-workshop.com 1



WARHAMMER
VAMPIRE COUNTS

By deafening roar and mind-numbing scream are the Zombie Dragon and
Terrorgheist unleashed this month. Hoahng in their wake come the ghostly







EW
VAMPIRE LORD ON ZOMBIE DRAGON

The multi-part plastic Zombie Dragon kit is released for the Vampire Counts this
month, making a formidable mount for a Vampire Lord. The kit can also be made
as the brand-new Terrogheist, rules for which are included in this very issue.

Mansirous mounts reserved for only the mightest Vampire Lords, Zombie
corgheiss are Undead creatures of errble power. This intrcately d

The Blood Oragon Vampie hos |
b of dleent b s
eeopon ptirs tochons fom. |

VAMPIRE LORD ON
ZOMBIE DRAGON
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GHOUL KING ON TERRORGHEIST

TURN TO PAGE 22 TO READ THE RULES FOR THE NEW TERRORGHEIST.

e games-workshop.com 5



AT NG LS T TOEA O DR

!

Two new Hero choices are made available to a Vampire Counts army later in
this issue - the Cairn Wraith and Tomb Banshee. Both are unleashed this month
upon the unsuspecting denizens of the Warhammer world as new plastic kits.

CAIRN WRAITH TOMB BANSHEE

 Waaiths light weight Nomedfor he ghosty, mournilwalls ht ey ulessh
on to mount the floating spiit on their teror-siricken v plastic Tomb Banshee

of it incorporeal cloak, further is po

e The Gl Wl vilds o model also 1

2 choico of thrce skull heads.  of a previous vicim.
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DAEMONS OF CHAOS

The Daemons of Chaos return in force this month, with a multi-part plastic
Battalion/Battleforce that is the perfect way to start collecting your host of
immortal warriors for either Warhammer 40,000 or Warhammer.

CHAOS DAEMONS BATTALION/BATTLEFORCE

misf e Chacs Daemons
o 20000, earg
ihvough realiy o slay ther foes.

The Chaos D: Batleforce!

with several
key unts. The Ba mhlmuylhmhm\
box st contains 20 Bloo

o ors
aancsh and

e to outit your

aemonic st 0 fght n eiher e
system. The Bloodletters of Khorne,

Dacmoneties of Slaanesh and Horrors
of Tzcenich feature as Troops choices

song m.umn for any am

e are ost Atack or oot
especively, adding oo

el oy et o A o

Chaos Daemons army.

e games-workshop.com 7



GARDEN OF MORR

Morr is the God of the Dead and in the Empire graveyards are known as Gardens
of Morr, filled with mausoleums and crypts. The innovative design of the plastic
Garden of Morr kit allows it to be assembled in a number of different ways.

This month the extensive
Warhammer scenery kit
again with the release of the Ga

IO BRI e
| oge

iy
i [LIITTTT s

o Mor
it ls tmosphertc and londs a
ouch of the sinister 1 ay garmeboard
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TO LEARN MORE ABOUT THE GARDEN OF MORR, TURN TO PAGE 26.
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The burgeoning range of Citadel Finecast miniatures continues to grow each
month, with a steady flow of new releases launching. Make sure you regularly go
into your local Hobby Centre and check the website to find out more.

HERALD OF TZEENTCH VLAD VON CARSTEIN

Released in Citadel Finccast, the new
Herald of Tzeentch s an HQ choice in
Warhammer 40,000 or a Hera option in
ammer, Armed with a tome o spells
taffdedicated to the Chany

anda
FWays, e Horad rids atop . floa
Disc of Tzcenich,

The dread lord o the Undeat
ofhe\on Casteinboodine, VadVon

s lunched in Citadel Finecast
this mmn 1o lead your Vampire Counts

to bat yapvoNcARTEN etns0
e P
s s

pr :‘w\«(\,‘.g‘iwmu ot o Galk (e
KONRAD VON CARSTEIN

Renowned even amongst others of hs kind
as a bloodhirsty killr, his rendition of

Konrad Von Carsein rcally emphasises his
Reléased in Ctadel Finec 1 i month
the fine detal of Konrad'slayered armotr

and cloak of bats stands out

0 WHITEDWARF  NEW RELEASES



BLASTED STANDARDS

Worshippers of Tzeenich can now show where
these new Citadel Finccast

1. Models from the Chaos Warriors, Dacmons

500 Chack Space Mines can all be dechcaed e

Changer of Ways with these banners,

V&>

BANNERS OF RAGE 1

Khune's warmongering fllers pmu(l\\ display their
henever they

USINGTHE STANDARDS

i1

B he Banners of Rogeand Bl Sindards e
incredibly easy 10 use - simply use the Citadel Finecast
ado the i o

banner ops rom hese s
The banner tops ed
banncr pole 0 s
itin place. Ther

of Sup
¥ miniatures that you
alongside, from Chaos Space
arines 3 Horrors 0 Chaos Marauders and

Chaos Wariors, and more besdes

& ) BANNERS OF RAGE 2

’ﬁ L

oo sagrsoon asormc
S P o050

TR
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The Courts of the Archon receive their first retainers this month, but these two
aliens are far from your standard attendants! Released in Citadel Finecast come
two alien servants of the Dark Eldar, the Ur-Ghul, and the Medusae.

DARK ELDAR UR-GHUL DARK ELDAR MEDUSAE

A
&

adytic creature’ blindness, but ghly er the Medusae are bound 10
3 scent, none can escape i cre e
it Jes Goodwin's Ctadel Finecast miniature perfectly
aptues an U h.m 2 niffing, aggressive siance
scking it his model represens one of the
alien entourage that forms the Court of the Archon,

1 WHITEDWARF  NEW RELEASES



LACKLIB RARY
Black Library publishes a range of novels, shrt story ~4
anthologies and audio CDs based in the worlds

of Warhammer and Warhammer 40,000, The Black
Library website is the place to go to read exclusive
extracts, interviews with the authors and sneak-peeks
at forthcoming releases. The website is also the only
place to get limited editions of novels and an ever-
growing range of digital downloads.

cll s being te best plce o
i out ol e v

RGHARDILLANS
- ~,




it s o n ks
A»m S e
o
R

heless th
o harnes the stom's power

factions who would sec
owm . fyou okl youe Sk vickvious
ngs muster your wizards and intone
el A Didg: 1% 10 batethe vry
elements as well as the

Throughout uly and August, you cantake part i the
g S e S g . Cting
il count el e 06 Doy
fSom of o o thn gt
e Cimery <t 1 make your victores
tcw the o el And o
& Hobly Cente, t Counsfor et
il o kot e e oy
Chich action has won h giobl carpien

REGISTER ONLINE NOW!
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NEWS

The Shrine of l(mwllellue
Aol o cominng g ol of s e o
supplementsan expansions we reglry updte the Enats and FAQ
Aficle section of ot websie

9

The Shrine of Knowledge s a comucopia of wisdom. Coniused abot
the way a ule works? Then simply g0 o the Shrine uwldm\nk)«vdlhe
fest st of FAQs (Frequently Asked Questions) - chances.
prblem il b covered

information found at the Shrine of Knowledge is 100%
alfcil, ke this oINS Power Scrll amendrmentior Wt (e
below] And i you think we've missed something, why ot et us know
by emailing

orkshop.com

gamefags@games-workshop.co.uk

POWER SCROLL 35 points 0,

The Collector’ Edition features a hich.
fcan . One s only. A Power Srll an be used when the quality purty seal o proudly display as
Wizad makes 3 asing atempt. Duin that castinstemp, he well as 25 premium art cards, a hard-

g alu o the pel s lved.You cannot chovse 0 oot spel backart book and the soundlrack from
Vhen sing the Power Scrol the game, as well a the game itself

wwiw.spacemarine.com

Dark Heresy:
The Church of the Damned

Iestgating comupion witin the Ecclesrchy el
as delicate as it s dangerous, but when an influential
Arch Cardina s suspcted of hresy, you and your el
Acolytes il uncoveran v dcpen u
could spellthe end of the entire Calvis o
The Charch of e Darnnca e second part of he
Apastasy Gambi,a Dark Horey campaign ha akes a

e ragic history of
st 2 conspiracy
e heat of one of the i mperums mt
organisations

Durk Heresy s st ome o four
Koty es, allowing you 10 explore the troublec
ormers of the galaxy. You can pl itor’s
Acolic, sar aring R 2
Marine and now even as shipping H
find ot more it the Fancsy Fight Careen wabste

mmer 40,000

www.fantasyflightgames.com

wwgames-workshop.com 15
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the Terorgheist. As f that wasn't enough,

a s prodced suming
tndions of bt the Tomb Bandhce and
theC:

An Undead Dragon is a disturbing
concept, but one that has been an integral
partol the Vampire Counts army for many

ook at the components et Alex,
Souton he fame hagram great e
tentons o detal hat are .10 prove:
popular amongst painiers

“The other aspect | like is how
the Zombie D mg(.u is rearing up so
majestically adds Phil. Yor mnuunm
in lfe, it was a creatu
and splendour. Now, even in death, it sill
displays the ccho of that splendour, but it
frnaster mre goic and uimaily more
Warhammer as a res

Atthe heart o

Vampie that commands the
necded to be the focal point, says Alex.

Years A i< 2 combination
oftwocl e conls concepts i erary’
oy sas Pl 50 e e surprce that

o been 2 popular pat ofthe
Warharmr backgsound. Zombies have
shways had a certain strange charm to
themand Dragons ar arguably the saple

hetype, s its wonderful to see
i blond made marifet 252w platic
Kt InWarhamme, Dragons have 4 noble,
mighty aspect o them, standing proudly
over thesurrounding army. In a Vampirc.
Counts army, much like the Undead:
soldiers that make up the restof the
hee majetc beass have boen brought
low,overcome by rot and decay. But they
sill dominate the battefield a they plough
ot cnemy batlelines he s of

oe sloughing from its bones as they

un\ra(h m pestilent breath

ymbic Dragon s a great release

vast rservoirs of magical energy surge.
scross the world, causing all kinds of
horible monsters o emerge from their lairs

Cous pyerswho vl b e e
new moniers.
With the new kit designer to hand,
we asked Alex exactly what influenced
b macabe reaton The degn of the
on was inspired by the iconic
o Bt ek oy e

and missing organs realy emphasising the

O QINNODOD DIAWVA




18 WHITE DWARE

Vampires of the Warhammer
ry distinctive, ferocious kille
. not courtly intrigue or skulking
i the shadows. To this effect, the rder is &
wartior-Vampire in full batle aspect; he has
a real presence to him, looking cvery bit as
eadly as his mount, agrecs Phil. And as
ch a dead

a choice of heads and weapons with which
o bedeck him.
The Zombie Dragon certainly makes

poses as well. 'Whereas the Zombie
Dragon stands rearing up the Terrorgheist
It

s lunging forward with a very dynamic

ferocious look.
The Teorghl el s completely
new addition to the Vampire Cou

we also wanted 1o play on the scr
hat is associated with bats, but i a more

THE DEAD AND THE DAVINED.

fantastcal manner it doesn't jus shrik,

ik
the ghosly howl o the Banshes, bt ina
suitably more powerful manner

Unlike the Zombie Dragon. i

+idden by noble Vampirs Lod, the
Terrorgheis s a mount o a wietch
Gho King, 2 Vampire of the Stigo
bloodline. “The Ghoul King is closely tied

caver R will i 1 om the dead el feed

i¢his own blood unl i becomes saturated

with dark magic and even more powerful

han s et A such, o Terogheis

is not a Zombie in the same viay a5

Tombie Dragon, but s characierised by its
he

predatory nature and
O which i has fed.
justa moving corpse or resurtected animal,
but a really strange Warhammer monsier
thatis so imbued with Dark Magic that it
has itself become  magical creature
wanted the Ghoul Ki

some similarities with the Crypt Ghouls,
but sl share clements of the proud,
noble Vampire it once was, explains Alex,
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s ot ju
included in the offcial
this month cither,a

poverul Undead re eatures short o he.

Vampires themselves, and we wanted to
properly portzay this in the game. Such a
creature is more than

nd history. For example
Nuln, infamous for kiling
ghosts who have been cursed to foam the
Tands for eternity
Caim Wraith are normally a Rare
cheice orming ghostl it hat can

e des of having a pariculary powertal

THE DEAD AND THE DAVINED




AT L T
5 you can use with it

THE GHOUL KING'S RAVENOUS HORDE
P > Sanwn
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RORGHEIST

1 the hidden reaches of Sylvania,litanic  cave-creature, 2 bond of blood is ormed
at the size of Dragons soar out from  between master and beast. Much ike any

peir caves to hunt horses, caravans ather creature that drinks from a Ghoul

o pegast under hescky e 15 the  Kings vein, Terronghets haenccromans
ambush tactic of the creature that gives it s v n thei blood that can heat
irulyterrifying reputation. A Terrorgheist

vision is poor, <0 the swooping monsirosi

ensures that s prey is rendered motionless

by emiting  lercing ik o oud and

unexpec an stun even a Bretonnian
Warhorse nto paralyss AL that precise skinned pinions, it rotten flesh and organs
momen, the Terrorgheist w ‘u dive down,  open to the night air. Clated hanks of fur
gather up rider and mount in it talons and  cling in patches to its skeletal necle and its
Feturm t 1 gim Tt gt sl on the skull swings from side to sde as it racks its
warm blood of s prey, prey on the plains below:

The lais ofthe largest Terrorgheists However, it s the hunting scream of
are strewn with enough corpses to make  an unliving Terrorghest that 1 the most

 Necromancer rub his clammy hands in
glee. Few have the nerve o siray insie
hough, ust in case the Terrorgheist eturns

ou, rather than the other way round. Being

drained of blood by a Terrorgheistsstnking,
snout s no ones idea of a good deat

s the mortal remains of thest

woglodytic beasts that the Ghou Kings

of o cavers bind o thei sevice: The
bining rocsscomes casy o

Nampires for Choul Kings and

pave much in common. As fist, into the recling survivors 1o tear them

Dark Magic swirls around the monstrous  asunder with terible fury.

THE DEAD AND THE DAMNED.



TERRORGHEIST
rofile

Terorgheist 6

GhoulKing s 2 Vampire Lord with the Ghoulkin Vampiric Power

« Regencrate 6+

*Large aget + Undead

Desth S
i Shrick i

is a special attack that can be used against
s it i he Shootng phase, oven . Toroghers
Fasmarched, charged,or s angaged n close combat e
ks a cange of 6 and nes e o sigh s
e Teroghois s comba, s Death Stk
ma target a u

n,w,lw " Death Stk il 206 and at the number
S Wounds the Tororgheiat s It

saves allowed. A Death Shriek s a magical attack and
wounds suffered from it are distributed as i rom shooting

Terorgheist is a Rare choice in a Vampire Counts army. Alternatively it can be taken as a mount for a Ghoul King. A

Type: Monster

Options:
The Terrorgheist may take any of the following upgrades:  +* %

Infested.
Rancid maw

10 points
15 points

Upsrad

Inested g has i hat, when  Tarorgheist s i,
explodes into 3 malitude of bats that feast on those ne:
When aTemorshcia wi s upgrde s emoved 3
casualty,allunits that were in base contact ake 306
Strengih 2 hts

Rancid Maw: The Terrorgheists fangs are offen encrustcd A
wih the remains of prey the moemie can 1o lnger dges g
tacks e by a Terorghels wih his uprade hove :
e Aachsspecal ot Note s s ot mede 4

o s Ty e

wwgames-works




| OFFICIAL
- “RULES

TIGEIR

iy

OMB BANSHEE

TOMB BANSHEE
Profile MW Bs
Tomb Banshee 6 3 o

95 points.
1

e inhuman sounds that accompany the advance.
b I of the Undead armies often prove a weapon in

theitownright, e low moaning of the Zombics

. thechi ing ba ackling laughter of
E Necoma m-mwnwo paehid dead o g ance
more allthese unsettle and disturb the foe. Bt it is the.

howl of the Tomb Banshe hat s he most dreades wespon
of all,for it spears the souls of those who hear it ike a lance.
through the m».m

nan witches have
nds over m centuries. The most

lagued e am bitter,
res ared women became the
i hortors men call Tomb Banshecs. They fer cossig

the'oid o face whatever ponishment awaits them for thir
| cuil decds, and so it s an casy matier for a Vampire 10 bind
© them o his senvice.
Tomb Banshees constantly how in remembrance of the
forbidden pleasures of the lfe that was once theirs, a
e hathey
lthal to mortals and si
o o B b w0

amoured nighscollpse hn les rom their sades nd
Whaleanks o i flessly before the Banshee.
Ao e g ke snd bl e

framed by lank hair that writhes like a nest of serpe

15 swathed i Rorsy hrouds and graverobes that swi] with
allfe of their own, or drift and cling o the wearer's slender

frame as if she was carred forwards by underwater currents,

Kering

" Each Tomb Banshee i surrounded by flckering ghost
- gl remains o themen e murdeed whis
alve. These glowing wil o the wisps are orced by some
Sange alchemy of hesoul (0 crackle andl swirl round
{hei ormentor,disembodied ghosty heads echet with a
. permanent expression of fear,
Itis not unheard of for one
ndead ords o bindseveral an
ege of Ironsic

of the most poweriul
shees o their srvice.

B them up. Fven hiselite troop
ne gt te front o he caste. 5e
witch-wome

oo wnes prof it i
ot keep out

and murderhole, the gaesdefender
died o shock 103
Kiieger [0 raise the dead guards wih a necromaniic spell,
- forcing thom o unbar the gates o the doomed castle - theie
firsack n an etenity of senvituce.

| 260 WHITEDWARF  THE DEAD AND THE DAMNED

These are offcal ules that can be used alongside the rules
in Warhammer e Vampire Counts o haveany
comments o thoughts an these e, then it 0.4s the
saal adcbess (soe page 7

Tomb Banshees are Hero choices in a Vampire Counts
army, and 0-1 can be included in a Pact with the Dreaded
Vampire Counts of Sylvania

Unit Type: Infaniry (Character)

Special
Ethereal
Ghostly Howl

* Undead
Ghostly Howl
A Ghostly Howl is 2 special attack that can be used against
asinglecnemy uni i th Shootngphase, v f e

mb Banshee has marched or charged, or is engaged in
close combat. This atack has a range of 8" and needs line
of sight o s target. f the Tomb Banshee s engaged i
comba, her Ghostly Howl can only target an enemy unit in
base contac

ol  Ghoy Houl 120642, or e pit
by which the vmu\rlvnmv:\\‘\n its Lea the
arget unit uffers 1 Wound with g armour saves allowed,
'x Ghosly How i 2 magical atack and wounds suffered

from it e distrbuted as f from shooing,




QFFICIAL
RULES

CAIRN WRAITH
Profle

G Waith

impaths re ok, specral creatures tha
well i the esime of nhmare They re amongst
all Undead. kg e
e put down by axe, sword o
faith cannot banish such
reates casly. Worse s, he frezing touc airn
mm drains the essence of mor A Cairn Wrath is
capbiea reaching ot body ofan inacversary and
i s s around the victims vital organs.

et b of ahat hey wer Gty Sowhy e
m. These sorcerers became siceped in
e leamed 0 extend the span o theie

Seckersofimmoralty managed only
their bodies. Decay took
it away even s they sought
fain i With o corporeal form to speak
d only i

rcerers became wandering spiris, clad o

their grip on the world of mortals

ey became
Cugibetween i wold niserable spiits
whohunger for the warmih and flesh of mortals. Bound in

e motal realm to tombs and barrows, swathed in robes of

i
em o an

Because the r\m;wv\,muklny)h\wu\\u aponny, only
e aw energies of magic o 3 wel-placed blow o 4
eanted weapon can siay  Ca Wit The crippin

nigh-unkilable specte scythe
i its own rght,
o resist find their
e spirit 1 s well that such
for these slent assassins are quite
apie o J staughiering their way iheough an v grson
1 the course of a single moonless night

These are offcial ruls that can be used alongside the rufes
in Warhammer Armies: Vampire Counts. I you have any
comments or thougsonthese s, e w0
usual address (see page

Ca Wit re Hero choces n a ampie Couns
army and 0-1 can be included in a Pact with the Dreaded.
Vampire Counts of Sylvania

v nfantey (Character)

it Tpe:

Special Rules: |
« Ethereal

Great Weapon

AWaith can substituteal of ts Atacks in close. combatta
make a single Chill Grasp attack. The Wrai
attack; i his attack hitsthen it wil automatica
No armour saves are allowed against a Chill

ound
Croop stack

e

hmakes a ingle




In this article, White Dwarf
Garden of Morr plastic kit, the at
t0 the Warhammer scenery range from

cath s vt aways  prmanent e i the
merrd R
i e
g e e i T
A U e
Sed o

clid toreston
St J::«smkemnul

sightacros he breadih o the OId
B o oo
1, but ofti

e by snacher A e Sl oo n the way when imalng armes 3
lchen belad o ret il i the SO ) egimen ot Ve or e g

o e
o







THE MAUSALEA

While we look at the crypts and mausoleums that make up the new Garden of Morr
scenery kit, Dave Andrews shares his thoughts on the design of the kit.

we Andrews is the arcane architect

the forefont of our plastc Citadel
scenery range and hedesigner of
Garden of or . Te

des
one prominent thing o 25 a co
auer e Thisway you el the bes of

ate wwly\h(u\

combine two or more G
{ogether o create a sprawling forest
of the dead. There's no reason why
jou e o covercrytomb wilh
Jeu cither, 0

. ook forward to seeing an
Strewn battefield, says Dave

T
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PLAYING IN THE GARDEN

e 0t myra ways thatyou can deploy a Ao ot g down s e i
D e o the Warharmer
s rany e e thtyou i e wih iy o why

o' Canda o e
o i wal s
oo Chou e e

s errain. With ths in mind, we've written
suggested ablebelow i i s one possble oo s0 il
cel fre to come up with your own chart

The Gardenof Mrr s mysterous e, rll D6 on e llowing able
when the frs unit moves or deploys within 6" of the Garden of Morr:

D6 Roll

2 Whilstthe
Garden of

han happy for the i
¢ 121), o represen han

em. The
grasping oul of the

4 The spirits of the dead haunt the garden forr a5 a Haunted
o 20 oty th bty wale re e 5 Ghos Fecs et Warhammer poge 123

o “The gravestones resonate with magical energy. Treat the Garden of Morr as an Arcane Ruin (see Warhammer
page 124). Note scenario a further oll on the Arcane Ruins

i you are playing the Storm of
eded (see Storm of Magic page

mysterous table

WHITEDWARF  DEATH'S OWN GARDEN
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. For saue pece coudbe
.smmsmumumu s dephcting Mo himel

the potental 0 be all manner of Arcane
Nchiecure but | hink s Gl Chapel 1 an Acroels o
et bt see Warhammer
cosions ighlgh he bty of Warhammer
B e 10 use your own
e 0 Mo Nind where you wead

GRAIL CHAPEL

GHOST FENCE

SINISTER STATUE
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m iy of Mausillon has ever been
e an foriking place. Ouiside
wlls hesravi

s are e

BATTLE
SCENES| o “’

ofthe Cha
ship,
i ek pproschi and
"with the ire news The Duke
i

erypts and
atle vas ‘mm.‘, e

Mawhrin

find his ma
Knights of the Realm
Chaos, and Peasant
1o hinde

As men died
out from the
theboes

of Mouslon had

nd honoured

mmM naunt w

the iron-clad

wci crypis 1o
he Undead noble
‘doned their armour

. the magical pact

t00d upon an
victory, and

ndead, was such that 1t %
by o Coenete or
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THE DEAD SHALL RISE

Coums once :gam rise from thenr cryp!s, spreadmg thenr malign mﬂuence
throughout Hobby Centres around the world. This month, the dead walk again!

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







JORL
NGS

TACTICA

Butforplayers that can't
{5ld these model types
in thiearmy; or sty
choose not 10, don't

model 33 wel.

hroughout the War of h
and indeed most of the conflicis in
Middle-carh's long history, the use of

Wwas to prove crucialin many of the
that took place. One could cerainly

i
e 1 o ek o

On your High Horse
e a look at the physical aspects of
‘Amounted model

Asa result
an be readily supported
th spears or pikes

CAVALRY

uperior in of g, specially sl o
el cquippe wih o
But conalry models doviouly bring far

Your apponent wins he m seaue nwm\
Toll. Remember that your charging cavalry
modiel not only receives a bonus atack if
it charges an infantry model, but should

it win the ensuing combat, vl knock the
enemy to the floor, do jour rolls to
wound them. Thi annot be
overstated, as it e ry models to




g and defeat mary times thei own
e o ey ifaniry
e pts consired, it becomes
gt ol e iy e
ot enemy archers.These oops
i e vy o he s
ot 0 e them out
pit s i s s 1 “The
iy will cnabie hem
e ,W i ey bowmen,
i 2 modes Defence vlue at bes,

siking it much easier o deal with their
e ro0ps. Canny opponents may see
s coming, bat f they are forced 1o break
e models from their main batleline
defend ther archers, then it

fie asgnifcant movement achanta
nerenemy infanty, 0 you can seamlessly
ind dirction of your
itwillofenbe
hey Isolate and
W‘m with cavary and

Concerning Size and Strength
The it decision to make when including
cnaly in your army is whether 10 include
sl contngent o mounted mocics o
e specifc golor o go e whol
avalry amy. Both

hogand take a fu

FOLLOW THE LEADER
In order 1o get the most out of your
cavalry models, it i essential o lead
them with mounted Heroes - they
et st fore mukpiers
Not only do thei

rove m

ey |mlmlm\
ide

it el kit that
fundamental Ia geting he most rom
your cavalry models.
Canny useof Heroic actions,
. helps your
cording o your

pawer o large cnaly harge, bt
cheaper Heroes Greferably with 3
Might points), are b e for
smaller cavalry mmmv,cnl« Eamples
here are Erkenbrand and Sharku.

choices have their merits, but et take a
ook at wha effect this will have on the
battlefield. A cavalry contingent should
dally consis of 510 models, spported
o cheap, mounted Hero o call el
liions and keep them inthe fight with
Sl ol shout o bt gl
Wi s appoach, s senal 0 choe
i el ent

‘The White Rider(s)

s powertulspelcasers,
moumied Heroes such 35

Tvomt have the manpow
sl o

Choosing This rmy can i incrcibly bard,
and with judicious use of Mi
I i veomenam e sha
patleline, so be sure o
enough Hers o call hose o
e selcting whichca airy models
10 inclode, it s esemial 0 consie it
equipment o arm hem with. his wi
o st h baeleld
are bes suited. By and

ety
enly St very diferent playing syies.



The Horse Lords

s of e supise tht

he Ridrsof Rahan are

ot et nd
oot

o a2

his for ol 13 pointst

THE KISS OF
;T"HE SERPENT

o, cvn e ey
oy T helps 0

t, but
Eoaord o g avar
of attition.

1. Chrge 0

ntline of
iy et ey
o e i

e your numbers to
increase the chance of
[ targets.

3y s the e
priorty, use a Heroic Mov
o ccape o saty.

3 WHITEOWARE  TACTIC

LIGHT CAVALRY

like their big brothers, the heay
l lmmm such gy arnoured m. s
can' expect o crash hovg
nemy line and out thm na e
oriosscharges. Forthem 0 attemp 10 do
their

Tider and mountrarly boasting a Defence

€CRide now! Ride now!
world’s ending! 29

value greater than 4, and often only wit
aveage Fight alues using ight caleylo
it ullest potential requires a more subil

appeoach. Thankiuly, ther are o highty
elfective tactics to which light cavalry are
Very well suited: it and run, and arass,

Hit and Run

This method takes advantage of every

mounied modlsabity 1o cause adional
hen they charge infaniry, but also

aims 10 protect them from any significant
reprials nthe olowing . Thee s o
ting roun th aithat s . darng
tactic that requires serious discipline, but
e b e ]
rectmique wm become
o i very suited to light

ot Ca pack bt more pech i
Combat, 50 models with Jances o trowing
spears re well eipped for s ol To
make the mos you should
¥ 0 me your charge on a tun when

Ride to ruin and the
- King Théoden, the Return of the King

your apponent has prioriy, which sh
be swalghiorard 0 achicve witha
advantage. As your enemy will
e alteacy movel b on, ey e b0
Ionger bring support 0 any models y
chage, 5o avoid engaging cnics
aearady backed  wihspears or pkes
nlessabolely e turn after
hare has it home, you will havethe
sdvantage o win priorit, as your opponent
had it ast tarn. But it s essential to have a




KNIGHTS OF THE FIRSTBORN
Galadhrim Knights have 2 fearsome reputation. Not only
i Fight valuesuprior o venthe most e eneny
bt her secde re o racefl [
ent value um-m

ved Hero cither leading or supporting
as they wil be requircd to

s Heroic Move should you sl lose the

o for priority. This Hero can then lead

Joursurviving cavalry t safely, outof each
e nemy. s el o minimise vy

o your il cavalry models rom
Combats that aren't n your avour, Don'
etenied o useyour proiy or Heroi

models suc

e anothrchrgeunes the
tha

at this role
{and their
ne progs

remy counter-aiacks
casualties

e sensible - if the
nany sength, you ik heavy

cx i o confound a0
s your light
e o
ry fyout mounted models a5 ,J(,J\m.
Vit o moximise e clecen
e . mcans taking
Theaaniage het  hat a mounted Hero
" argty unnecessary (OK
i, Legolason horscback would be
Seions o s k) You vl e i
o ange allw,so ecin' oy ot
e N Tt 0
i s e e s
nows, making them al but impos
nemyifanry o pin down and engage in

s712em il loose
h

Nowits i

ey bias towards shosting

Haradrim Raiders are partcularly effective

archers on foot o spre
nd  chance ot engagingyour mounted

e for | that

‘mounted, so they can hurtle between any trees at full
sped. s tis reedom of movemen, combined with
dhie ity to moe ¢ 4cm and shao hiting on

S s that makes Galadhim Knghtsthe wlimate
Cavaly fo harasing the enemy:

y hem eavingyour
ce 10 roam.
bt th adion of 3
throws

25 Rohan Outriders or the
ci Shoot values
Poisoned Atrows). But a
yesses, don' b aiaid 1o take
"you hould be ooking

hat
ead his net wide i h

Can' then catch you next tun,
hat's the light cavalry covered.
ime o roll o the heavies.



PO R R e
mew. HEAVY CAVALRY

Perhaps the ulimate
v ry are

Supporting models directly. Remember that

pressive sights
Ichai Wartior with pike will b killed

he
on e battleficd than e charge o an Ur

st ofhesvy ol theileaming.—on he rollof 4 fom any of 4 atacks
armou resplendent n the sunight and W beaten i combat by a cherging cavalry
banners fluttring in the wind. But heavy model equipped with a lance
cavalyaen't st blan sedgchammer
o my lines and hope for ~ The Arrowhead
A shown in the picure below, this

the best, As we all know from hmmw«
doomed attempt to retake Osgiliath,

s charge counts for naught if your
s killed in the process!

dly, heavy cavalry are far from
sublle,but there are 5 few fcics to gt
the most from your heavy-h
artowhead and shicld. hwm ummm 'y
1 g0 into specifics, there are soints
worth meptioning fs. Mounied Heroes

o whichyour wmu onent has prorty
il allow v o e
o pikemen)
em Hro e opporun ity
<clf, vith the flanking mode

are an indispensable part of heavy cavalry
tactics. Both methods require your charging
models to maintain momentum, If

mw“ thr ide o prtct s 5
(you can't afford

lose this val achantage, s dificlt to
ecover from the inertia - impetus is the u can't afford to lose him). The banner
ey To sy oy on e o oot ke 8 oo i therea; whera e
{or should that be hoof?), you will need canprovide reol o 0smany morels

and a¢ possble. Dependin

Might points o cal Heroic Moves, 2 ihe
Yol tero and that o s

that means Heroes. Secondly, don't blindly
charge o your opponentsmai batleie
2 few s of manocuin il

you to outflank them and ¢

the enemy and enable v
break the enemy battleline wide open.

DARK KNIGHTS
The Morgul Knights of
the Black Namendreans
are particularly efective
shock caval i

Terror special ule
can really hamper any
attemps by the enemy
inconlr stk o

ting effect can be
ories sugmented by he
presence of a Ringuraith
whose Harbinger
el wit xacerbate

Sy to Rule through.
Fear makes him count s 2

leading the charge.
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The Shield-breaker

dov
“hit mainaining
elace the i
diing do-ordic

e mmm tion. I you h
o mounted Heroes with pe
entatve abilities, s

any reprisal attacks

v gong, Remember
ha i you can hit your foe with a
picer movement or envelop ther flanks,
ke the opportunity without hestation
rider usin, cheap Heroes behind the
froic Moves, allowing
spend their i BRING THEM DOWN!
many eneies There  few snalyrico that wor el
by hidin

o is to utiise any ter

Combas.
Faeerhapper, don e up the atack
w, Sooner he enemy army is broken, the
Tikely you are to be vitorious.
il next month, 11 eave yo

f King Théoden at the

Plennor Felds, “Sound the charge

DOL AMROTH FOR GONDOR!

The charge of the majestic Knights of Dol Amroth is both
aglorious sight o the foes of

Go

lances for additional ki

ng pows
the most stoi shieldwall




SORCEROUS PACTS

Striking a Sorcerous Pact with the ruinous powers o the baleful lords of the dead
can lend you the strength to defeat almost any foe, but at what cost? Simon Grant

discusses the pote

42 WHITE DWARE

A

A

I benefits and inherent risks of such a Faustian bargain.

o a Wiz obind a st o s
oot somainc ons
ing btttk Pctand cll

e anor prospct e A
o o] despertebargan ey nds wel
g thh halewe e aval e
ol s

B Pt Where  Srll of
indiy s o Koo g

e Seven
ning o conjure a

secret Sigk of Summor
handiul of unwitting Orcs or Dwarfs o fight
for him, but not even the greatest mage

could hope to magically enslave a whole
army of them. Every Daemon or Undead
ereature is, by contrast, entirely magical,

SORCEROUS PACTS.

or existsonly by virtue o the dark sorcery

I this vy,
sentient creatures such

s Vampires or Greater Dacmons can be
called opon for i s el i
tertifying noti

Sorcerous Pact s essentaly 2 e
Scrollof Binding and is therefore ta
rom your ammy’ Monsirs & Maglc points

1, you may only cver
1 50 choose carciuly
may sill

select oher Scrolls

Alic, but with A‘Wn +Allance, mearing
that you cannot always rely on them - it is
ven posible foryour supposed ales 1
abandon you eniirely during the game!
Heret he Whie Duar bunker,
im has been busy creating armies
festurig Pocts. R o fr sorss sy
tricks and cunning ideas for you to ry




THE BLOODY HANDED

HEROES

FUIH 404 SYILSNOW

e e e
iy

S Gt s amy . e cxapi
e o

o
Tl s i | nane
ormaita Daminance by et i
Ca el Co B o0 o
gl nonspaicasir s part of | Tom 2993 poits
o way 1o void he worst (e
\A e of being  Fagile Alliance In act it the Unbaly
o sy Rendaughier and e
ossble
g TR 2 Rhome "
rely xpendable. The Mmdﬂnmu s el gt
g down a character e Lions and Phoenix m‘iku\:‘i(cavm

o, for Guard are wo of the be
ten), hilst the unit of Bloodletters
el unit.

s n the game e e B
ally St andrd Bt
obvious feature of this army i

chive lack of spllcasers or a Sorm o one of these poweral unis. 2
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i
To it rolle on the

achnarok Spger,

b
fad enough points hv\vmmwn Monsters &

u fiord a fire-br

C his beast can reach §

1d 50 10 my Pact. Hashep and his

ion of Skeleton Warriors will deploy on

one lank, avay o he s of my amy
safe distanc

e Flrum hld b thir e
Pries, ke by the Skeleton Charo 1o

the greenskins cut and run

OIOVIA 40 WHOLS
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46 WHITE DWARE

om Hutchings: I've always loved the idea
of a combined force of Chaos Warriors
and Dacmons of Chaos marching 0 var
as one ernal masters.
\m\mmuh Siomm of Magic allows me (o
do jus that

I order o give your army the bes

accoingl, i cach uni has s own vry
Specific role to pla

"Units of Chios Warror e exceptiona
at defending fulcrums, and each unit wil
be assigned one to defend. With their high
Toughness, fantastic save, and abiliy fo
dis o word ofpin e cor
enemy can sirikel, cven ¢ pters
wil ik e be
il e, ok he Depraveds
M of Soaneds wil enbe Wi e e
first. A Giant’ atacks can be particularly

SORCEROUS PACTS.

effectve against large monsters - Chomp,
Yell and Bawl, and thump with Club are.
particularly efective atacks in this way

The army includes three Wizards on
foot o hold Arcane Fulcrums, whilst my
most poweriul spelcasters, the Chaos
Sorcerer Lord and allied Herald, can act
52 mobile reserve, mounted as they are
‘on Discs of Tzeentch. The Heralds masiery
of the Lore o Shadows can confound the

surprise n the form of the Ch
2y monsios that sy 160 ear emywill
be doomed.

The Chaos Chosn and Blodleters re

i hspoly cont amponi
enemy-held Arcane Fulcrums. Afe
Soughiring thei way through thei uni

champions can then killof the Wizard too!




== X " . 27T
T S AW S AN ARHAMM

THE DEAD SHALL RISE

Aady Hall: The llustrious King Rham'ep
hes forth at the head of his undying
et legions. Ths time, however,

Seadspelinconncion wit th Scpire
deNoiot o turn this modest unit info
nimpregnable oad block o dfen m

. a ol \ummmv

Zombies thatVikoria
cates can become similarly innumerous

The creation of these enormous units
wilallow e Tomb Kings o et on wi
the job of taking apart the enemy army.
The ary conssof a seection of unts
that can either hunt monsters or pick off
enemy spelcasters with relative ease.

The Skeleton Archers arc exemplary at
inflicting a steady toll of wounds on enemy
‘Wizards defending Arcane Fulcrums with
thes Ao of Asaph I aceiion, the
Sepulchral Salkers and Pri
burst rom the snd. an nd are we

‘Necrosphins.
Thesheer number ofimpact His ht e
Skeleton Chariots unleash in the charge can
also. m,‘ oun ll uth gt beas
"The three Liche Priests wil all s
uwmmm ights sgnature spell, Shem's
Bun e, as flaming direct damage
spels are deadly gaunst Arcane Fulcrums

AEDY

VYRS

DS
Ko Rt s
g

Hierophantim Pt
LT ich igh it wi
o S v

HEROES

e
e B

ThenpGurd

CiL
st Soul anters

it mmortl G
ot mcon i
RARE
TheHarvestrof Sl
Recrophim
Ton 1999 poine

yoNsTERS 6 acic
Factwith the
Vomgi Comte o cts

he Shambling Horde

Toma

499 pins
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JIDVIN 4O WHOLS

ol e abie 1o
s amount of punshment
other un

primarily be hu
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of the will of their dread mas
n these p

range - go
including
le to order.







Andy: At last month's rousing Storm
Magic battle report between fellow

s Andrew Kenrick and Matt Hutson

step up and play 2 suitabl
weinsping game. ot tis we enlised
s White Dwvar editor, Mark Latham, to

epise his role of Vampiric Overlord and

s ) the
) and why wou 't you in such
hiied me o wonder xactly how
counter such

e Sinatng narativ. How i he Epire
dwith an eldrit ing through  ind themselves i such dire necd that they
he mn\mvﬂtmmhm\vvaw only were willing o summon the very creatures
vokcen'oak ul ahaniage s ofChaos o heir i At he me o wiing
e dou i he Simers of e Empine this L e, but ke ould be'a
e once more in perl Tot of fn fnding out. At no doubt you

fcided to throw my lotin with  dear reader,will be stcking around to see
e Force of Destruction and summon a ow it all turns out as well

nal
{in the pages of White D
game, which 1 didn' think

thebenes of e Dacron’ v pover

Mansters allowance

e~k

Vampire Counts
v. the Empire.

Mark Latham
and Andy Hall

LMOdTY A1LIVE

o, and ina g

Bovdiny of Sy Grvssad mavseleums sueredthe
ioge T eainder that his s o plice o the ivig.

it enered,
"My brothers. sid Getin

e Vi e Bt Wi
b

e = e
wosig heseemed to goore .

Vi Lishe ched s chsi
B

P
Vi ol u ek ok o i iy

by b Gkt .t s, Oor ol b
foreseenit, sad the

.i
'§
4

izt A thy exched the command teot Vit looked uptohe  contemplte” s Gel
ot v the lghet Rt of ez st e 4
e the o, the golden snvecred e
conme with G Zighid Do e stdpog mapupon g Cold Wi
SN, "Wecanno condone tis We spend o les combutogthe 1

focesofdrkocss et you mese 10 summon them ere. I s sy
i
ke edsioof L o
et orms

R il gy from o
b et eyl bt plyyom: a1 45 1
e s s conmad S i od
youshldo T







spECIAL

The Chimera isfast enough 1o zoom across

the batlfield and start stomping abou
rsand war machines in
Cockatice’s etifyi

MONSTER & MAGIC
2 choice was a Dark Emisary i
upgraded 10 Level 3 Wizard, who would
low me 10 wield some extra killy spells
fom a lore other than the Lore of Vampires
Aer that, it was simply a case of picking  think my best bet will e 1o try o keep him
shich big beasties  wanted o take to safe for a couple of turns and then, i the
he Empire. n the end | opportunty present e, chrgeforards
7@ and Cockatrce, nd attempt to break Andy' batteline. A
of taking out any {ough task, but f anyone can do i, s
Vampire Lord!




WHITEDWARF AN INFERNAL ALLIANCE



fmy pact was then
s and Bloodleters for




Lodestone.

 Ziegieid starts

e Dondicters

Luthor Von Kiger
pon s Zon

mbics,

Chimera and

“The Darkling Koights
areinthe far wes,
Blazing Sun,

e Dire Walves and
e arghl hold he

SRRl d g, Sl b

- THE ARMIES GATHER

e dtmens bt s
B iy
ot e T
deddiiacomte ool S
S Single plce o erai, oling on the
oyt e trompage S8 of s ver
gt i T
Vo sater s foh he Gaden
Clotred e Acopole
P e
Bl oo, e o
AEtetbus s, whiot e
o chape was a Sipmarie Shine
Hiough th oo was maserious o ould
s o b codcat wany s
Nark o th ol 0 <limed
oo rd b e

DEPLOYMEN

whennecded mos The Dir ol and
One were deployed on the east
Tork g e e e

From the south, the Empire made:
eady for the Vampire Couns’ assault by

reane Fulcrums. The Swordsmen
5, was placed I front

of the Eterity Star, which was occupied
by the Bright Wizard. The Greatswords
ihe Red Bldes, e Halbedierrgiment
were positioned close to the base of
radiveForal htvas aken by um gt
Wizard. On both the far flanks the Empire.
il s Pndgnes were paces on
high ground, o give them good coverage of
the btk

forces firs. The Darl a
Throne, with Los Crven
.
Von Harken, took
possession o he BalewindVorcx

The
ampire Lord remained behind the Undead

et et mor of the e where
e could fly in and support his minions.

AN INFERNAL ALLIANCE

Finall, the
Empie aty moved om0 th bord.
Breldkar's Academy Shooters, a Pistolier
regiment full of keen young nobles, eager
0 prove their worth, made 2 Vanguard

move to adance towards the Dire Wolves
in the cast
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Handgunners that sew
three more

he Empire began the battle with a
charge:the Kaightsof the Blzing

un sped across the batlefeld and

it he Pomines i fomof Balewind

ge the
Zombles but ol shor, Oter han gt

' of battlelines, the only other
otable e was the Eioodletors entring
the Garden of More.

The Magic phase began with the
Celestial Lore ascendant, Andy sarted by
casing he Enchantd Biades of Alan upon

the Handgunners n the- s the
110 i, Nark e i lhmudw \ishing to

e artllery

i Tzeentch
Knights of

jver, his Herald o
10 Stone on the
which vas dispelled by

turn... (See the

Balewind Vortex, wounding Von Harken
once. The Crossbowmen and the Helblaster
{argetd the Cockatice and
twice. In combat, the Knights did we
slaying nine Zombies and causing a mvlhov
nine o crumble, but the remnans o th
unit survived
The Undead turm started with a charge
by the Coclatrice at the Crosshowmen. Far
from being ratled, the Ery
calmly took aim and caused a fur
wounds, killing the winged terror even as i
flew across the battefield!
he Varghulf in the east charged the
pisolers who shot s, wounding the
beast wice. But before we could resolve
thtcomba, there was the sl mater of
Emsany i o enga

work of the Pistoliers and chased the.
survivors down. The Knightly Order
e refreshed

it Sverenile Fomoe (rivg s the

AN INFERNAL ALLIANCE

unit of Zombies




MMER (

FIREBALL BARRAGE

leaving nothing but




arcane o

In the Empire Magic
phase the Lore of

the M

e Varghalf atacks

the Knights of the

Bl s i

The Hungry One
charges and destroys

e Dacmons — having stil proven

1o be ‘trusied - made theit mark

on the bartle as the Bloodletters
charged out of the Garden of Maorr and
into the Crypt Ghouls. The Daemons of
Khome were joined in the charge by Graf
Ziegreid mounted on his Grifion. In the:
east,the Bloodcrushers stampeded across
the ground and o the ks o he Dire
Woe

Dragon lapped s atered wings and took
. It made an impressive 21 Chargo
o the basiehc and sammed o
the front ofthe unit of Halberdiers. Mark
advanced his stalwart unitof Grave Guard,
hoping to move them into position to

phase. This manocuvre was foiled by Andy's
Gispel dice, eaving the Vampire oo
al with

inlo the Zombies, 0 the westthe Knights
of the Blazing Sun slew the ast of the

Zombiesand hen eormed o face the
incoming Skeleton horde.
I the Vampie Counts turn, the
Varghulf, ampant rom the desiruction

‘Andy immediaely isued 2 challenge with
s unit champlon knowing it would mean
the noble sacrifice of the Sergeant but
hopeul il caryin he oy on umbers
Mark could only manage’

Bearer was close by, in the immovable unit
of Grave Guard)

BATTLE TRACKER - TURN 2
ASCENDANT LORE: BEASTS:

EMPIRE
FULCRUMS

NAMPIRE
COUNTS
FULCRUMS




MIGHT VS. MANY

The humble Swordsman




e to creatures of

VAMPIRES ASCENDANT

he Averheim Flash
their victory against the Blood

s, fresh from

alberdiers further, the Stirland Greats
the flank.

Guard,
It goaded his Pegasus
est flank to

Fire was the ascendant Lore in the
Magic phase, which suted Fievel fyim o
firsatompted another Fircbal Ba

on the Varghulf n the west. 606 F

Lifegiver attempted a

TURN 3

dispelled. Finally the Light Wizard tied to
ast Shem s Burning Gaze on the Varghulf
munching his way through the arillery, but
Mark dispelled this as wll, hisVampire

s
ron i hes ot of s ottt 5
the Crossbowmen wounded the Varghulf
closest 0 them twice.

A prviousy conident Ancy now
approached the Close Combat phase
i some repicaton and s atitoce

was justifed, as things didat improve
The Bloodietiers hit the Grave Gu ardan
unimpressive four times and then ol
o x o, The G Gonrd sl s
the combat but due o the batle standard
they did not lose any models

All was not lost: the Bloodcrushers did
manage to clear out the rest of the Zombies,
Ieaving them free o directly threaten the
Dark Emissary. Across the batleield, the
Swordsmen fought the Skeletons. The
Warrior Priest was forced 1o fight the Cairn
Wraith in a challenge, but with no magical
weapon, he had 10 take the wounds and




son them.
tam the Corpse

led Andy’ roll
kno umh N ok ke e ol

BATTLE TRACKER - TURN 3
I'ﬂ,’”"ﬁ\ g ASCENDANT LORE: BEASTS':
i ,““LI\("\“”“‘ EwPIRE v
it all the ‘ s, COUNTS
aric P




THE EMPIRE RESURGENT  turn 4

[ Yot
Bloodlcters make
their mark by

he Empire had aken  seious bl
I losing i it both of the
et Forume m preous um
The Pt between Dacmons
i as he lfance bl ]
ihe Dacmons remained eager
e he 1

ard 0 charge
Hoodershere the
next phase.

Lorkus Craven

Tucky double.

W takes Mark three

o e it T, een o
o gips with the Dark Emiscary. Across
o the west, Balthasar Gelt charged the
Balewind Vortex, meaning 10 slay the
Necromancer. The other Arcane Fulcrums
were immediatly retaken s well,
In'the Magic phase Andy manipulated

the magical flx t0 the Lore of Light.

Valst Lishen, now back atop hs fulcrum,
immediately cast Shem's Burning Gaze

on the closet arghull. It was cast o 21
and Mark could only look on as one of
his prize vampiri creatures was burnt 1o

a crisp. Banishment was then cast at the.
Necromancr that ied 10 sial the folcrum
previously but Mark managed o dispel this.

nhe Combat hase the Vampir Lod
\nuhmxlﬂwﬁmm( in camest for
it mpire Lord an his Zombie
Dragon slaughiered Halberdiees i choves,
allthe while the Cloud of Flies made it
fard for the state oopers o hit back, the
Halberdiers all missing, The Greatswords
iled their Fear test o also needed 65 to
e Cloud of

hit W1 in conjunction wi T
Flics) but sil inflicted the wound needied to
topple Luthor from his mount. Nevertheless,
the Halberdiers lost the combat and ran.

loodeausher elhed th challene and
immediately sruck out, smashing thre

Wights apar. The Grave Guard tught back,
but could not pierce the dacmonic aura

The combat ended with the Bloodcrushers
trning to face their attackers,

BATTLE TRACKER - TURN 4
/ASCENDANT LORE: LIGHT.

NAMPIRE,
COUN
FULCRUMS




Withthe Vampire Lord

ofthe ampire Counts
th turn Lorkus Craven




Once the Arcane

Fulcrum Miscast table

 the entre lf ko the Empie
my turned to face the lone
U he Crerawerts ehared
the recenly risén Zombies, many of whom
had been former comrades slain mere
moments ago. The wild magic proved
Srong this turn and the Lore of Light was
ascendantonce more Lishen e o cas
'S Buring Gaze on the Dark Emissa
atig it with yiesisible orce, The Dark
Emissary shrugged off the assaul, s evi
maleicence overpawered the iniensiy of
the magical attack. However,th
miscas sent the Light Wizard anelhe
Arcane Fulcrum he was occupying fiying
back towards the table’s edge. Lishen was

CHASING THE STORM  turnses

With magic over it was time for the.

they had proven their accuracy
throughout the battle and this turn was no
different as they finally put an end to the
bestial Vampire.

In combat the Greatswords made
short work of the Zombies, but the ploy
uccessiully kept the Empire elite from the

€CThe Greatswords charged the recently
risen Zombies, many of whom were former

C slain

about the bttefield os

| 68 WHITEDWARF

alsowounded b the miscas, bt is ward
Save kept him alive, and active in this
Magic phase. This time the Light Wizard
cast Time Amok, hoping for a second
Shooting phase, but he managed to score
his second miscast i row and Mark st
dispelled it as it was a C

Could not be cast with nessible orce.

onders o the hapless Wisard o
(o o e s
{imé he swapped fulcroms with Balha

Gelt finding himself n the north!

e was workng

End-of urn 6

AN INFERNAL ALLIANCE

ag0-9)

Grave Guardsflank for a whole tur. All
they could do was turn to face the wights
and b ready to chrge i th inal phse
he Grave Guard prove they coud sand
up Blooderushers and slew one. The o
remaining Bloodcrushers lost the combat
bt subbornly rfused o be castback 0
the Realm of Chaos.

Atthe sartof the his ith tur, Mark's
aptions were ast running o, as were
i troops. But with the Dark Emissary
stll alive Andy could not take anythin
for grancd: Fou rave Cuard toppled to
the crumbling effect but Mark remained




et nhe Nagie phase, e ol 12

14043y 1L1vVd

Wiz e
ke s place.The Dk

an but the Empire had two.
ble had paid off:victory
Empire, but at what price?

BATTLE-TRACKER
END OF GAME
NAMPIRE,
EMPIRE COUNTS
FULCRUMS FULCRUMS:

wanwgames-workshop.com.




VICTORY FOR SIGMAR

Valt Lishen, he
Wirard has my endring

MOST DE!

There are plenty of spells
o choose rom when

s o devastating,
pells Enightenment
came close as it trly
bk the Necromance

© wounds
when | oy needed to
do just the one. Marks
more (o do with raising
troops and summoning
craiily placed Zombic

dispeling them.n the

through, the award
has 0.0 t the right
Wizard for hs Fireball

Andy: Well, s the squalls of mystical

ith his pet Zombie Um;,mv
were busy munching their way through
my infantry units. However, games of
Warhammer, and especially Siorm of
Magic, can be fickle: Once my honourable:
Greatswords had dealt the ast blow to

pie Lord — three attacks,
Maltple Wounds D3
knock a single wound off
oring e key igh. Balthasar el and his
coven of Wizards on the other hand were
siellar, despite a dismal Magic phase in
Turn 3 they stayed the course and kept me
in the game by staying alive, save the Bright
Wizard. Lishen, the Light Wizard, went
thrdugh a phase of constantly miscasting,
but somehow managed 1o survive al the il
flects, so earned my respect.

10 slay the Va

(1%} can’t help but think that Gelt will have
some explaining to do once he returns to
Altdorf. Still a victory is a victory. 99

Luthor Von Kriger, the momentum was
with the Empire. Even then, Mark could
have robbed me of victory, with a crafty
ploy i the final Magic phase that should

admirably, with the noticeable excepion of
the General, who was tooled up specifically

hat of my infernal aliance?
Iworked out well. The Blooderushers

10 some unlucky rolling when | charged

through the Wildwood. il their impact

on the bt vaspalpable and helpe win

e the game. although | cam help b

think that Balthasar Gelt wil have o

explaining to do once he returns to Aldor,
I, victory is a victory!




LAMENTATIONS

cky ride thrc
e omehow i ended
ihanks to some

ng in the final Magic
phases that almost allowed me to pull o
atthe last moment. But et be
my mistakes early on were enough
me any game! | can almost predic
ew of s that will be headn my
way from Vampie Counts playerscursing
fistshall I The m seet w,m d( wn
o fatal er "

1 for one more tur and supported hi
wibanatberunt  had | plyed my cards
1 could have used the Varghulf on my
ark 1 suppot the Vampire and then
ould almost have certainly gone m
But, I relied on scoring the maximum
e, brothr s, we e woa the dy Avicory
el el e
Dk Powes” ssid Gelt s he sprosched Vil
Lishe o st reconcring o 3 scorched od
Blckened rock wher s Vieghlhd o bcn

e bours el
Yo fool spst the Light Wawed. Tsec 20
sicory here 1 s aly deth, Aed ot becavse:
o b st b e oot
ot you e yout o
collagoa gt ond f ham. Bt you ot
it r vicorows, the Vit s deid
i sbes st to hewieds.
i Wied looked sy be s
b i couhol e
Supeme Piarch for ths decsde - fetime ercn.

ey ared ki Gal
i kgl epor o Mg
pon retur o Aldort, Peope il know whitbas
gone on b oy
The Cold Wi

e rcvined sl s i hikiog
bbb o be e A1
s e el bk g T ity

B ey
e ket e etk

possible wounds in the
he CounsChampion, and
didn'thay

i

hallenge against
hen that

14043y A1L1vVE

e som Secondly,the staff kitchen
of normal tea bag, and 1 was
forcedt o drink decatfeinate tea, which i
aty o the ‘«mm”», mpions I he
Second half of the game, when




Having successiully
murdered his
darlings, Jervis
discusses another
mantra with which
he intends to take
the world by storm.
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A

couple of months
y hobiy mani

itsounds H,Ymmmw\
ALl ot

i know
technical
think it goes right to
mportant pancple about the way that

we design our games, which is that the
s should b mpired by the models we

armes and roleplaying
o surprise that
10K inspir

<pend ar toa much time thinking
Zbou anc plying hem. i pacsion o
alhi d

de
ory that st he mw »n out e concent
of dimsociaed game mechanics
what doesthe term mean In a
mMM it refers (0 game rules where the
panic is thought o frst, rather
{han the mechanc b d on the
background for the game.
be n\ﬂumdh\ way of a cauple o
different examples
s sa t umm»w
de that 1 v

abilijes, This process creates disassoc mr\
game mechanics, as the ules ['ve invente

STANDARD BEARE

A

are not associated with the units that
e them uniilafer all of the rul
e wriin.

A

The alternative is o create the

background for the game firs, and

then it e that e bsed on hat
ate itin

o might de “,,,,,.4 one
e will be arac

charge into comba with a mighty Wasagh!
This process creat ited
mechanics becaus the uis are ssocated

it dos have imporent mplications fo
the way that g esigned. This is
pecause the two methods are good at doing
o very different things. Disassociated

mechanics are great for creating
challenging yet rather abstract games.
Because the rules are separated from the

clnicall precse
Bricge a
Ciasiocited mechanics 1 Sapee ol

€CThere is an element
of chicken and egg
about this concept.99

Asociated mechanics, o th other
han nes where
Players besome immrsed Iy the stoy
that is unfolding before them a they

based on the
me, the designer
ate a game that emulates
the background it s based upon. | may
be biased, but | think that Warhammer,
Warbammer 40,000 and The Lord of
the Rings Sirategy Battle Game are grea

e asociaed

and which therefc
g he background for the trce
e down Tk this you ma e

inking Well s st obvious
does s need e o i el
oo e ame mechanics’

el like so many things, something that i
us once it has been explained to you
whole o less 50 when it hasn

d by the fact that w
fendo be asy distacted
game mechanic




I know it may seem strange, but | geta writen background for inspiation, rather [ ————————
lile hiver of excitement when we read! than coming up with a disassociated game | Write fo Jervis at
3 lverlydesgne ame e (Theres no  mechani o he problem,

it fohnson; it s strange! - Ed Allof which s gt o me,an i Jervs Johnson
Inthe pas this combination of ghorance

desn philosophy | Design Studio
thats probably ot ”‘wm» many people

United Kingdom

heres ot o e hope o old
dogs everyuhere! Thesec
Jour eyes oper Hmvyu\ e

H | my new hi, al aspects of our by i
manira, | quicky realised something clsc bencfit, be they painting, playin
thediscussions n th lepaingorums. wriing s

were based on writing rules associated non hat bombhel 1 ll eave you.
it the né background.

nmm(,‘,m are biessed with
anather, even more important, source of
insiration, which i the Ctadl miniatures
thatthe e are writen o Athough the
minitures are used as gaming pieces,
‘actualy designed as small 5
ased on the botgrounds for our
Because ofthis it vital that the ru
wite are based on the miniature Tearnt recently?
inthe game,and tat they dom' become
diassociated from them.
Al al, then, my new mantra means
hat | am now extremely difgen about
making sure that | only use associatee
mechanics, and that allthe rules | inve
fow natordl rom the gome background
we've invented, and the miniatures the
ules are witen for.Just s imporanly, i
stuck, and playtesting shows that a
,.mw ocsnt wark or a unit i oo strong
weak, | go back o the models and the

P—————









‘EAVY METAL

MONSTERS

Storm of Magic introduced a plethora of new monsters to the Warhammer world
and the ‘Eavy Metal team pulled out all the stops to paint a stunning selection of
these miniatures. We look at just some of them in detail over the next few pages.

Storm of Magic, the skies echo to the sound  when pai
and mythicai beasssome of s
old as the world itsef, whilst others
T born a actally spawned by the Chacs
shed upon t
Th  painters of the "Eavy Metal team used this
undamentconcept & bass o s colour schemes

& the magificent creatures displayed in this

showcase. m useof righ, vibrant cleurs eally hped

76 WHITEDWARF /EAVY METAL SHOWCASE
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e

or g The Citadel Hall of
r Fame is a collection of
the finest miniatures
‘ v in the world,
— pd nominated by the

people who know

HALL OF FAME .

VAMPIRE COUNTS CORPSE CART

NOMINATED BY TRISH CARDEN

T it of a horr aiiconados love ke~ the doorous
scary moviesand hat s bl o my”the s o the or

18 wood and
ccayi bodies would ko he

himg ek, Wi regar 0 tate, hereare  descr ut the very act |
o el that sedk 5 baly they eowe  the minlare Evoke Such a fecing when
d ve no 3
y doubt the Corpse Cart cate such
- an oiour.Theh there i he sound i would  placed inthe Citadel Hallof fame

B0 WHITEDWARF  HALL OF FAME
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NECROMANCER SHOWCASE

¥¥a

was agging and swollen
Board whose fquefed remi
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Duncan really enjoys building large
monsiers, and the Black Dragon was no
exception. Duncan always recommends
taking he e o ook hrough e
insirutions st to ensure ha here are no
surprises during the bulding process - even
\ced hobbyists may spot something
they weren' expecting, This is especially
important when building any multi-part
it that have movable parts, 5 some
may reqire you to avoid gluing
w()mpmwwh i place

18 cliped e compenents fom
the frame with a set of Plastic Cu

about cleaning up any visble moud fnes
using a Hobby

 undercoating it Duncan’s final piece
of advice for this stage is o sart bui

the model rom he botom upward
sake of stabiliy

iding

PREPARATION
When about to starta

wilkin ey resh.
CITADEL PAINT
STATION

This portable workspace:
s greatway of
organisng a project,

PAINTS
Beifore you begin, plan
out your colour scheme
and gather your chosen
paints together so you
jon'thave o keep.
interrupting your flow.

S
Fora e projcsuh
a5 thi, you'l

Large Brush forpaiting
arge flatareas, as well

v games-workshop.com 83



Atthis point, Duncan had the make the decision as to which of the two Dragon heads
hich rider hewould us. He aptd for he roaing Dragon head,reasonig that o ook

more aggressive, and used the Dreadlord to represent himself o the batief

3

Optional Heads:

The Black Dragon frame also incluces

many allermateheads i Duncan

i s, Thee spreheadscon

used 1o add further options for y

anitchampions in th rest of your ¥ Dark
army, <o keep them to hand.

BLACK DRAGON

SORCERESS

created this handy
guide for building the
Supreme Sorceress,




Throne: Having glud the four
components of the

e D S
a1 he Biack Dragons
back at his stage, keeping it
separate to make it easier 0
paint. However, though he

hen i€ with some.
adhesive putty 1o ensure that he
had built it correctly and that it

would it snugly n place when
e finished painting it

——

Armour: There are a selection
of armour plates that can be

ad.
e optional components,
Inending (0 pot them gold a5
a contrasting colour to the hide.

e games-workshop.com 35



horns and sword guard.

e N o Bnck el
blend the shading,

asecoal the
membtance with Charadon
Granite, then wash them with

a1 mixof Regal Bloe and
Chaos Black

Apply a baseco
Hormagaunt pu wm»mm
Dragon ongue and gums

For the thone subsassembly,
basecot e panel

nner with Liche Puple. P
e throne’ raised dets
2T of Scoched Brown
nd Shining Gold. Basecot the.
Saddle with Kher rown and
the metal with Chainmal. Paint
the skull with Dheneb Stone.

B WHITEDWARE  MODELLING WORKSHOP: BLACK DRAGON



| DING AND INITIAL HIGHLIGHTS

THE DREADLORD
Wa

o the shield panelling
and tunic. Use a wash of
Ogryn Flesh to shade the
skin, but when this stage
has dricd, apply a Devian
Mud

iz

of the mouth (o provide
darker shading in thi
eper recess

THE DRAGON

i couple
Kvashes Badob Bl
ngue and gums, and
)(\\w wm,m" horns,
spines and e, When
has dried, |
aunt Purple bock onto

thetongue and gums,and
Dheneh Stone ont the horns,

ihe Dhagonts s Highlght

e games-workshop.com



THE DREADLORD

with Devian

the metal wi

then Immmd Skull White.

High

i Warlo Purple

{

THE DRAGON

To fnish the Dra

body, highiight
musculature and

b Stone and
Skl W a 11 mix to
Highlight e horm,spincs and
fecth. Fighgh the ong
and gums with

o magoun Puple

Kommando Kt

aki

\H\MwhvurK)vwvvw do Khaki
h the armaur with

Devtan Wi, o g

witha 11 mix

Gold and Mithil Silver, Edge

gl e

Grey, followed by

e o

To finish painting the

throne, follow
as described 3b
Dreadlord, but

skull with Dheneb Ston:

B WHITE DWARF

St o, then wash
highlighting with a 1:1

mix of Shining
Mithril Silver. Highlight

ki

epeat this stage,

but with 2 1:4 mix, then pure
ki

Gy

wit
Kud before
Gold and

ith Chainmail,

urple with
urple

)

then a fina
i

of Shin

the stages
bove for the
highlight the

MODELLING WORKSHOP: BLACK DRAGON




THE SADDLE AND RIDER
Once you have finished painting
each sub-assembly, glue the saddle
0 the Dragon's back. I you want
the choice of us

| adhesive putty iniead of gue.

THE BASE
Tovture he buse by glung Modellng
lue. O large

Paint the sand Chaos Black. Drybrush
it Bubonic Brown when dry lowed by
Bleached Bone. Paint the base’ cdige with
Graveyard Earlhbore adin cloms of
Statc Grass with PVA Glue.

Your black Dmgon s e ready to ke
he skies

e games-workshop.com



THe Sisters of Battle aré warriors who forge their unshakeable faith in the' .
i Emperor into apotent weapoh of war. I this i issue, we present the fist part of
the official Co etamng the unitsand abilitit

lmyu or, the Sisters ¢
ith faith and
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Early in his rule, Vandir
g an athemle rde the Do
1 the backwater world o
i

re 36th Millennium, th

rum was gripped by
I !

during
known as the Confederation
d

e docvine
he barel f 2 gun

wgames-workshop.com 91




Doriion with lmer

The Ecclesiarchal Palace came under

tens of thousands of Sisters. In time, the

attack, but for months Vandire's amy OrdesMiltam grew it largerand
withstood every assault The madness ulorganisaions and Sebasian Thors
of the Siccesson Legle Xl decreed

deptus Cusodes— the pracorian guard
T ek oo o
i Dot e lender Svandies

RGRE s e acs b asiSTie
o Orders Miltant. The Convent Prioris
was split o become the Order of the Ebon

bodyguare
The Custoes took hem before the Colden

great ruth was passed to
e el warore Whe ey emerged

alice, ominica,
and the Order of the Argent Shroud, led
by Silvana. The Convent Sanctorum was
divided into the Order of the Fiery Heart,
Iy Kabrin,and e Ot e

Valorous Hear,isd by Lucia. Thoug

CCrhe strength of the Emperor is Humanity, and the strength ngumaniry
is the Emperor. If one turns from the other we shall become the lost and
The Sermons of Sebastian Thor, Vol. XXVII, Ch. LXII

the damned. 9

from y
barely conrolled fury to Vandire's chamber
 him in the midk of an
insane tirade and, pausing only o condemn
him for his crimes against the Emperor,
Dominica cut the head from the traitor's
shoulders. The Reign of Blood was over

The Reformation of the Eeclesiarchy

il could back o the
iscingf e D of e g
Wm,?mrm o maniiest 20
he ook and pesons of e fou
M.m el The Orer of the Firy eart,
forcxample, e o rflect the vengel
niure (,, i, e St o e
g Shroud bcame enowned o their
e il
ellss naure of i,

By late 36, the Sisers of Battle had

" I the wake of Vandire's downfll,Sebasian
Dptelia VI tnth seb
i Gne o he s
B omttaomy | st of he new High Lorcs of e wae
(St | 1o passthe Decree asse, which forbade
e Lynod ik, he Adepus Ministonm fom contraling
any e under i inwould

i o
i milehigh ct

membership, the Daughters of the Emperor
did not technically break this ban and were
ednto he ranks o the Adptus
nistorum. Renamed the Orders Miltant
m "he Adepia Soronas, hey became (e
deienders of the faith and 4 reminder of the.
power ofheEcclosarcy
During he it years o he isrhoos
Alicia Denumm led wars against
tne alen imaders that ha explofed he
Imperiams weakness. Sivana, Ming, Lucia,
Katherine and Arabella - those Sisters
whohad ned herbeor e Golden
mpanied Dominica. Under
lheuv leackrship, he Adepta Sororias were
 with a righteousness of purpose that
none had wilessed sincethe days of the

Batle nM stood
as faithiul and loyal defenders of the

with the power of
the Ecclesiarchy, enforcing s dogma and
prosecuting its wars across the galaxy
The Orders Miltant spread, establishing
sabsarycomvets o ky words acros
the Imperium. Dominica, Kathe
sivanyand Lo, (.m,w,xh.(u
been dec s in e own
liemes, o T
led i s n countesvictore. Bt
such \c;,vlv(lnll(h)m( nd well, and fi
Dominica, then Silvana and Licia were.
martyred by Chaos

were formed from groups of Sisters who.
venrated e remcining o companions

- Mina and Arabella

nrMma m. e Order of
the Sacred Rose after Ara

During this time namerous ther
Ordors it~ he Orers Vinors

Ecclesiarchy .
The Founding of the Drders FMilitant
The Adepta Sororitas were split between
the Convent Prioris on Holy Terra and the
Convent Sanctorum on Ophelia Vil Both
C ol
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sing

SISTERS OF BATILE

theirown rmdmnm\ doctrin
Orders Min

undred or so Batle Sisters, cach i an elite
ilaryfoce dedicated (0 desoying the
Ecclesiarchy's enemics.




W Sisters of Battle

Wars of Faith

The following list of events

ive a few brief details of the camp:
actions of the Adepta Sororitas during the latter part of the 41st Millennium.

gns, wars and

Z

is only a small fraction of the countless battles fought during this bloody era.

799.M81
The San Teor Massacre
ARed Corsisstie force invades San
orginal home world of
Daugiersof h Emperor. T Chaos space
Harins ar unprpare ot ry of the
epta wmm o

Conbined couneratuck
st

The lar or Picty

The Shrine Workd o it rematraises
oo bl sralowtc by 4 Warp slorma 0
e oot Rovo
ot anrecogsae

o oot D

Relquary of Hope, e of the e sites 0
vithstood the corruption. As the rest

10 the labyrinthine coridors bencath.
For three days Canoness Sariah and her
Sirs bt hrough mon
boliers cut down

o Colotinssurvve

Bat
prizes justas a flet of Grey Knight vessels
arive and lay waste o the planet with
eyclonic torpedaes.

85841

The Defence of Dimmamar

Dimmamar, birh world of Sebastian Thor,
comes underatak o he o of
Ulthwé Craftworld without any warning or
reason. Seap »mns..,..m., Ameldaof i
Grcr ofte Blon ates, leading
S Scsphn i g ok
10 say the enemy commander - Farseer

he Fidar
with a ingle bt round { the had

€€ Heretics crave
the dleansing fire
of absofution.
They need ot
fear, for s shall|
“deliver it to

them. 99

Canones Josmane,
onie o e

B97.M41

The Slaughter at Sanctuary 101

The fortess.sanctuary 101, and allSsters o
atle within, s destroyed by the Necrons.

980.M41
The Promethean War

The Order of the Ebon Chalice reinforces
5

SGat thechead Black Legion on the
orld of Heletine. The enemy is put o the

orch a dozens ofImolaior e Land

Raider Redoemers burn a wm through

Vaniie 32 mysesiouy s S ekl
991.M4

The lemgn\nm of Praxedes.
Canoncss Praxedes of the Order of Our
Martyred Lady reinforces the Imperi

War,Asthe Tyt o Hive Flee Krak

combined fire of Retrbuto

conionis aHive Ty
the Canoness s deal
ven o v blod cbn

cuate the Ecclesiarchy's priests.
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QAemy Special Rules

Budependent Zl\mrlrrs

and QActs of

< e S
le beneiit from any bonuses

Sisters of Batle can drave upon the
wellspring ofthei faith to guide their
actions. Absolute belif in the Imperial
Creed allows the Sisers of Batle to perform
the scemingly impossible. Yet miracles

are not o be relied upon. At the heart of

intervene to deliver his true serv

Fuith Points
Atthe sart of each of your Movement
phasesyou et B Fah P i s
how many it Points you have avalabl
forthe it the more matlable, the more
s 0fFith you wil be ble 0 attempt.
‘Any Fatth Poinis that are unsed at the end
ofyour tum ae st

Qcts of Faith
‘A Actof Fith can be attempred
immediately before a Sisters of Battle unit

ase; .5, immediately
before the unit moves in the

phase, shoot (or runs) i the S1
Phase,orsikes lows in the Assaul phase

& out Fait Pt total by 1
then roll a D6 and add the following

+1 ifthe unit s led by at least oné of the:
Superior, Celestian Superior or Mistress

of Repentance.
1 ifthe anit has been joined by at least

41 if the unit has faken at least 1 casualty
Note thatall modifirs are cumulaive.

It total s less than 5, then the Act
of Fith fails. The Faith Point s lost and
nolhing

Ifthe total is equal 10 o greater than
5, the Act of Faith i successful. The unit

of the bonus depends upon th
using the Actof Faith, as detailed later.

For example, ifa unit of Celestans
makes a successiul Act of Faith during the
Assault phase, their Hand of the Emperor
‘Actof Faith grants them +1 Strength and.

Fearless unil the end of the Assault phase

94 WHITEDWARF  SISTERS OF BATILE

any bonuses received by an independent
that has joined the unit when an
d

d an independent

character have an Actof Faith that takes
effect in the same phase, you must aftempt
each Actof Faith separately. For example, if

e Emperor Acts of Faith
Al

Shicld of Faith

The Sisters of Batile are taught that fith s
2 shield stronger than any armour: Such is
the power of their be

the Adepta Sororitas can shrug off the most
severe of wounds.

Models with the Shield of Faith special rule
have a 6+ invulnerable save.

o with hey

CENo army is
big enough to
conquer the
galaxy, bur
Jaith alone can
overturn the
universe. )

Ecclesarch Deacis IX




’ R sisters of Battle

Tanoness ;

[ WS B S T W 1 A W s )
Canoness BT T T A R S
A Canoness s the overall commander i rites of initiaton and oversecing z
ne of the Orders iliant,  shining e running of the Order,As a resll &
example of purity and dedication of Canoness inspres itense devotion in
e e kool oy b Bl S g o fom e
o her at hymns o the
postionthough s combinaionofsvong  Adeps Misorum
adership,shrewd tactical g
e overching o s Epery UNITTYPE: Infantry (character)
When the Ecclesiarchy sounds the cal to Canones
rms Canonessoldly e e oo SPECIAL RULES: Acts o i, Independent
into the ray, refusing o take one sty Character,Stubborn, Shicld o
backwards whils her enemies sl drave
breath. Under their command, the Sisers  The Pasions A Canones leads her Sisters
of Bate have erushed the foes of the though the chaos of melec, suiking at their
Imperium across the galaxy foes with a speed and hatred born out of
Though e s sl smveribioto ol friur
ihe Priores of her Conven, a
aperi knowledas of bate neviably This Actof Faih s used in the Assau
s vy concaming iy e phase I succesil e Canoess ad her
Canonees is alo responsible for the nitreceive +1 nitative and the Prferred
| it el being of he warriorsunder  Enemy specialrulc untl the nd of the g
Fer command and she i the principle Assaul phase
s e ot S Sule A
“anoness' non-miltary duties include WARGEAR: Power armour, boltgun, bolt
Icing the s e pyer S Dl temsen ok rensie

Sororitas ‘@anmanh Squads

ws B s T W 1 A W os | o ol
| AR T R e L PR—
| siser Dialogs S PR S S S S0 i
| sistr Hosptaller §-<dd) @11 -Bi: M08, 5L ) 0] i
A Sororitas Command Squad s formed bleeding from wounds and purge
fomthe anks of he e Cletans o elhal poisons rom a wamiors loodstiear,
gty he mos decicatedan disingshed, llowing  Batle Siser o et o the ay
Sisters of Batle .mw of  despite grievous injuries

g
orming e eaders oo o
carned hei scars and prove heir men.  UNITTYPE: Inantry
o scores of battefields, the Celestians of a

Soroitas Command Sqiad ar fen g, SPECIAL RULE: Act of Flt, ik of
red standard  Faith.

Endless Crusade: Limbs do not tire when Ster ilogus
the spiitof the Emperor moves them, but
find fresh strength in ther rightcous work

This Actof Faith i used in the Movement
phase. I successful the unit gains the
Relentless and Move Through Cover special
rules until the end of the turn

{GEAR: Power armour, boltgun
Colesions ool ol i g

grenades, krak grenadies, chirurgeon's

B s ot oy ot haler

from a Sster Hospitaler can staunch the  (Sister Dialogus only). it Hospiater
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ws Bs T w1 7]
Ecclesiarchy Confessor 55 3 3 3 4 3 10 54
| Ecclesiarchy Preacher I el e 7

Ecclesiarchy priests often accompany the
‘Orders Miliant into batle and it has even
e ko for hem o ead Was o it

Batte Sisters provide Ecclesiarchy
priests with military support, and in doing
o they presenta ver oviousreminder of

ir duties

Eetesme. Bt e vl o e patirel
is the same to harness the faith of the
woaps o smic he Emperor s

g
b 4
11

Desth Cul Asssin

© 9 WHITEDWARF

onfess nd
influcmitfndors st he Ecleirch:

mumm oring priks through hostle
ones, assassinating rebel leaders,
enforcing{ihe requirements wihin heir
diocese or launching surgical sikes (o
recover long-lostrelcs and artefacts.

s whereeshey e, 2 bocgund

o population
inorelgons !mmmmvv Whi oters are
more subile, Jating civic leaders to
form coalitions againtth fo.

Cor  also charged with the

lage,
Prescheseam he sl o sling he
of warrors i the heart o batile, and the
laniescan bo heard cealy v the roar
of guns and chainblades.

Eeclesiavchy Battle Tonclaves

UNITTYPE: Infa ara

SPECIALRULES: At of it Independent
Character, Shield of

Righteous Rage: On a player turn in which
amodel with s pecal e assuls he

and all members of the unit he has joined
e e s .

/ARGEAR: Flak armour,laspistol
K

WARGE
chainsword, frag grenades, krak grenades,

ws B
Arco-flagellant G
T

Crusader
Death Cult Assassin

Ecclesiarchy priests often gather a band of
ards to assstthem i the exccution
of e dues (and hrec. Known

as Battle ihese groups are:
rocesarlys nything larger would
reach the prohiiion of ‘en underams

sl down in e Dece s, Even
e Inquisition coverly moniors Bale
(r»mhw(lvnuv,qmm the spirt of the
o its leter,

igger word is
hce acthated,an Arcoagelant
s into a berserk killing machine.

<oothing hymnals unil a rig
spoken.

SISTERS OF BATTLE

s T W 1 A W s
P S .
i) 1
@3 2

Death Cul Assassins are amongst a
e Concave’s mostoulandih agens.
Though many Death Culs are

Red, others are fanatcatly dedrcae o
the Imperil reed and offr up those
slay to the Emperor. Death Cult Assassins
 of blades, which
when combined with their decp-rooted
devotion o the Emperor, makes them lethal
and loyal followers.

UNITTYPE: Infaniry
SPECIAL RULES: Fel No Pain (Arco-
flagellants only

Uncanny Reflexes (Death Cult Assassins
only): A Death Cult Assassin has a 5+
invuinerable save.

WARGEAR: A Crusader has flak armour,
2 pewer weapon and a stormsield

Ao o Hagellant s arco s
Combat weapom. A Death Cul Asason has
e e e

R T T T o



LY sisters of Battle

ot

Sisters Hepentia

B s T W 1 A W s

Sister Repentia R RS S WIS Y 0

Missress of Repentance i e e ey
Confession and prayer are as much a part  UNITTYPE: Infantry
ofa Batle Ssters existence as boler diills
and miltay disciplne. Those who fall SPECIAL RULES: Actof Faih, Fearles, Fecl
Shortofthe Sisterhood's rigorous codes are  No Fain, Feet, Rage, Shield ofFath,
ubjectt0 many punishments, but in the
more serious of cases they may be exiled  Spirit of the Martyr: The Sisters Repenti
from their Order. These vartiors, known Shmmon the Svengih o Land one nel o .
35 Sistrs Repentia, band together into
froups hat ok et inheres o Tis At of i e n he Asalt

“They are led to war by a Mistress of | phase. If successiul, do not emove any

Repranch wh s each oo Setes el i theuni i hey are iled beore

ebdsand accasionally, a baticsend, may  they have atackel. Instead, place them on

declare hcvmv»mk)m dor Those e fewtherside.Aferal oher moels invove
o old are held in aw in the assault have made their attacks, any
Those whe s forgivemess ccupya  mortall injorcd el placed on s \W
sate o gace hat manyapire o ytow ges o make sl atack Afer e
i, 1o o Siter il ol tacks have boen mad, any models on
elves, mumumu i the smallest their side are removed as casualties.
‘o join the Repentia
tia inevitably WARGEAR: A ister Repertia bas a0
me m-«\mlﬂvuwmmrHwnudw»n;,hlm), eviscerator, a Mistrss of Penitence has
afint hopelss ol finding indeaththe  pover armous, b cural whips,
2B olation demied 1 them In e, des, krak grenades Mrss o Repentance

Denitent Cugines

© Amour
wsm s 1A R sde mer
Penitent Engine 4 2 500 3 Dest 1 10
Penitent Engines rampage through the duty o witness these great machines in
encmy'sbattelines, leaving death and the fires of combat, observing the action
g in their wake. The machines’ muw‘mm,mm“.mm«mm“nm
arm-mounited flamers blaze a tail of fiery  atone for past s
destruction as they thunder forwards.
Tobe a pilot of a Penitent Engine isto UNITTYPE: Vehicle (Walker, Open.
have committed a terrible crime, one so topped)
heinous that other punishments are decmed
1o lenient. Many of the unfortunates SPECIAL RULES: Rage, Shield of faith
sentenced to pilot a Peniient Engine we
oncemembersof h Ecleirchy; Press  Unstoppable Kampage: Pt Enines
fallen from grace or Battle Sistrs who have,  ignore any crew shaken and crew stunned
irough falur Tesuls on the vehicle Damage tables
deaths o ther fellows. A mul s
and chemical injectors are implanted into Battle Frenzy: For every unsaved Wound
he pilots spines, and when they are not a Penitent Engine inflcts in close combat,
tipping through the ranks o thei enemi e enitent Engine immediately makes an
lances of pain and images of guil shoot ddtona atack.These xira atacks do ot
directy into thei brains, reminding them  generate further additional atacks in
ofther sins Driven by thir ot fanic —— same way
need forforgiveness, Penitent Engine
Charge owars the foe heedlessof danger,  WAI ARGEAR: Two Dreadnough close
Knowing that only in death, theirs or the combat s with buil in heavy
enemys cim fogivence ially bo amed. flmer). Note hal he bonus for b
oo Enis ofen chargo o bale  caipped with (o lose combat weapons
beside the ranks of the Orders Militant is already included in the Penitent Engine's

e Sisters of Batle consider it their sacred  profic.
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Rattle Sisters

wsBs
Battle Sisters 30
Sister Superior 34

The vast maori o the Orers wian i
made.
on v ised from
Progenium o beleve nhe righeousnes
of their cause. They
adept and martial members of the Adepta
Sororitas, and they form the mainstay of the
cclesiarchy's fighting forces. Batle Sisters
are well disciplined and highly devoted to
the Emperor. They are traned in the use of
amsand arma om an carly ge, and

Colstn

L ————

© 9B WHITE DWARF

faith, they are a eckoned with.
e e oy s s oA by

Siser Superior. These warriors are ranked

bencath the Canoness of the Orders

Siser .
of batle it will be this mentor who looks
aterher physcal and siual raining The
ox experienced Sister Supeiors asss the
¢ Order.

UNITTYPE: Infantry.

SPECIAL RULES: Act of Faith, Shield of
Faith.

WARGEAR: Foweramour, b, bol
pisol, fra grenades, krak grer

Light of the Emperor: Armrcd with their
faith i the Emperor, Batte Sisters are driven
0 great feats of prowess

This Actof Faith can be used in the
Movement phase, the Shooting phase or
et s o n e
phase whe the Batlle Sites squad are
falling back, the unit immediaely regroups,
despite any normal restrictions. I used in
ooting o Asault phase he unit

e phases f you choose, but a

separate

Fait Poin andAct o it st are requived

'Efelegnau 5>quah§
R R RN 5

Tk pesence docs
of nearby.

Situations, s |

iy o s ‘.w. we mukm
I rdour in battie,

oops, and as such the Orders allow these
distinguished veterans to bear devotional
markings The S Sororas s o u,mmmy

induction into the ranks of the Celestans.
These eltewarios are deployed together

such weapons are as nothing compared

SISTERS OF BATILE

and
itlends the the srength 10 pht the sty
ofalien savages in a single blow and s
Hideous Dacmons back o the Warp.

UNITTYPE: Infantry

SPECIAL RULES: Acts of Fath,
Shield of Faith

Hand of the Emperor, Clestnscal pon
the Emperor (o grant them the courage and
e e 10 ke down el foon

This Actof Faith is used in the Assault
phase. I successil, the uni gains +1
Srengih and the Fearles specal o unil
the end of the phase.

GEAR: Fower armousbolg, bol
Pl o sromaden ek re
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Dominion Squads

[ ws Bs
Dominion 34
| Dominion superior 34

Batle Sisters who utise specialised
oun a Dominions They

TR sisters of Battle

s T w1 WS
S PO LS | PR
s 3 18 9 3+

Dominionsdo ot o objecives
i sk i smply o cla hem 2 qickly

of Batlesshoek: lmuph and they
kel S U= ngiar 1 f the
asauly hrmkmvlhv()u;,h(mwvhumhm»

destoyin oifcaionsan bluningany

Counter atacks The imporance of 5 Holy

isions i commensurte with the dangers  focus i wrath o
e,

aspossbe and o

-2

embark withi thlr ransports once more
i g ot e

UNITTYPE: Infaniry

SPECIAL RULES: Acts of Faith, Scouts,
Shield of Faith.

wsilade: Paying o e Empercr o
ugh their weapons, the

ride ol nside Rino o Inmolatrs,

rom thei target anci wi
armed Dominion Squad is storming,
objective, annihilating the enemy with a
deadly combination of bolter ounds, melta
beams and searing flames

§eraphim Squads

Seaphin 44
m Superior P

Amongst the Orders Militant there are
those Batte Sisters whose faith burns so
brightly that it appears a if the Emperor
himself guides thei actions. These angelic
waror v known a3 Seaphim, and hey
are exclusively rained o use jump packs
25 wel a5 the coordinaion, dextenty and
control needed 10 fire two pistos at once.
The Seraphim strike [ike avenging angels,
fre, htrtin bol il siting et
In melee, Seraphim deflect the sirkes of
hat oo wilh Tk grace belore lanlng 3
Killng blow of their own, ypically with a
poinblank headshot from» ol pistol
are ighyrespected
Councilof wt,AS befts veleans f
sanding Seapim Supercrs i same of
most vaunted weapons, from
lden laded o swords e
with litanies of aith to sacred pistols once.
wielded by Living Saints, ieplaceable
artefacts and revered heirlooms all

storm of irepower.

This Actof Faith is used in the Shooting
phase. If successiul, the units weapons
coun 3 being i nked unil th end o
the pha:

EAR: Power armour, boligun, bolt
pistol, frag grenades, kak grenades

UNITTYPE: Jump Infantry

SPECIAL RULES: Acts of Faith, Hit and
Run, Shield of Faith.

Deliverance: Ac
Seraphi e s of s o, very
shot becomes a mortal blow

This Act of aith is used in the 8
phase. If successiul, the units Shooting
attacks re-oll any faled To Wound rolls
uniil the end of the phase

Shooting

Seraphim Pitl: Ary model v Seraphim
d that is armed with two pisiols can

fire both in the Shaoting phase. Ifthey do.

50, they can fire no other weapon that turn

Angelic Visages Seraphim re-rol failed Acts
of it rolls and falled invulnerable s2ves
granted by the Shield of Faith special rule.

WARGEAR: Powwer armou, o bolt pistols,
rag grenades, krak grenades, jump pack.

PO ———
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Hutributor Squads

Retributor
Retibutor Superior 34

Relributors are armed with the Order’s

10 attach individual Rerbutors o Batl

Exorcists

Retutr

An oreis s part of he Sororias nique

100 WHITEDWARF

it

TW 1 A W s
3 13
Sisters squads, many Sororitas Commanders
aintain a core of dedicated heavy weapon
5. By concentrating the Order's
his manner,the Retrbutor
able to direct their
re it will cause

the most damage to the enemy.
UNITTYPE: Infaniry

SPECIAL RULES: Acts of Faith Shield of
Fath.

Divine Guidance:
Emperor,the Retrib

This Act of Faith is used in the Shooling
phase. If successful, the unit’s weapons gain
Rending uniilthe end of the phase

RGEAR: Power Armour, boligun, bolt
pistol, rag grenads, krak grenades.

Armour

Front Side Rear
1

since the Age of Apostasy, further adding

mm”mw nature. The Exorcist misiles

fired by hese revered vehicesare capable
i batle anks o

heavy infantry

ovided, of course,

machine-spirit

open cnemy
ng e s

he Sisters of Batle’s
lepuposes o
apons of war, they are

an individual work of art whose mm( fcld
Tole of providing devastaring o

upport is secondary o is significance
a pten, dvine symbol f e powerand
lory of the Ecclesiar

UNITTYPE: Vehicle (Tank
SPECIAL RULES: Shield of Faith

WARGEAR: Exorcist missile launcher
smoke launchers



LT sisters of Battle

Rhinos

i Armour Bl
B Front side Rear A
ino ' 1 n 10
Th Kino s he mos common tanspot R I Rino s immobilsed for ary
icle at the Sisters of Batle’ disposal, 3 reason, then in turns the crow
an attempt to repair the vehicle instead of

phase - on a 6 th
 no longer immobilised

icon ofthe Sisters of Batte WARGEAR: Storm
bolter, smoke

UNITTYPE: Vehicle (Tank

TRANSPORT A fhino fas a ranspor

apacity of ton models. It canno transport

el i Terminator armout

Fire Points: Two modiels may fre out of the

Rhino's top hatch,

Access Points: Rhinos have one access

point on each side and one at the ear,

SPECIAL RULES: Shield o Faih

Fmmolators

[ Armour "
8s Front Side Rear
1

he mmolator s s exclsiv
the Adeptus Ministorum, based upon the
mmm(wu ino chass

\

Access Points: Immolators have ane access
point on each side and one at the rear

SPECIAL RULES:

ihan one cnemy batleline s warriors yin  Shield of
an Immolators inferno,

oaded withdeacly incendiary oo

I
s and the tak o chojce for many
con "mmu v
prodig

passengers w
UNITTYPE: Vehicle (Tank
TRANSPORT: An Immolator has a transport

capacity ofsix models It cannot transport
models i Terminator armour
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Arct-Gonfsos Kinow

€A single man
with faith can
iy over
a legion o
e faithiess
Untold biflions
of the faithfu
can never be

opposed. )9

The Sermons o
Stid
Vol X1

Iotector o e ot
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Qrch-Tonfessor Hyrinov

ws Bs
Arch-Confessor Kyrinov 55
A ConessorKyino has b the

recs across

cold and
approach (0 defeatig pis o, T
Confessor is a prime manipulator of people,
dangerous o who s amost impossile
0 outthink or placar

Forall b rebblerusi g Kinor
Knows tat actionsspak oy than
words, and he can bx carlessly
s st e bt of .
Imperium. Every step of the way the forces
othe Siersof Ball\c follow; and the

Confessor's booming sermons are

accompanied wit (he hash bark of bolter

3

fire Such is the powwer of Kyrinov's zealous
oratory that i is presence the Orders
il redouble thet cons cal

s anger to destroy their ¢

pon

UNITTYPE: Infaniry (characten

SPECIAL RULES: Acts of Faith, Fearless,
Independent Character, Righteous Rage
(see page 96), Shield of Faith.

Heightened Fervour: Arch-Confessor
Kyrinov counts as having both a laud hal
and a simulacrum imperials

WARGEAR: Flak armour, bolt pisol, fag,
grenades, krak grenades, rosarius

Mace of Valaan: The Mace of Valaan is a
power weapon. I addiion,any model i
suffes an unsaved Wound from the Mace
of Valaan i redaced to Initative 1 untl the
end of the following player turn.

Hean of Chiros: Al ey nis wihin
of Kyrinoy have the Special rule.

Wriah Sacobus, Protector of the Sﬂith

Uriah Jacobus 5 5

T W 1A W s
i e T

There are many types of Missionary, from
the young, fervent hopeiuls stepping out

1o spread the word of the Imperium for

the st time, o the ancient, toughencd
members of the Missionarus Galaxia. Uriah
Jacobus s of the lttr breed, a survivor of
counless bates Jacobus s famed or his
Fardy endurance, nosnonsense pracicalty

UNITTYPE: Infantry (characten).

SPECIAL RULES: Acts of Faith, Righteous
Rage s page 90, Stubborn, Independent
Characters, Shield of Fai

Protector of the Faith: Whilkt Ur
Tocab e, vou co vl e dic o
of Faith Points you

| aith
e (and some sa s mad) s ent o

hrmgmg lost worlds back into the fold of

ol imspacacd Some e

e he Emperos bimeshpedesacabur,

whilst others, most notably the Sisters of

Batle who support

think he has a ki

e u\(l man
Ty mm are inspire
at feats of courage and bravery

SISTERS OF BATTLE

have each trn.

WARGEAR: lak armous bol sl
chainsword, frag grenades, krak
grenades, rosaris,

The Redeemer: Uriah Jacobus carris the.
Redeemer, a massive shotgun that has the
following profle
Range Strength AP Type
2 4 & Asaun2

The Bamner of Sanciy: s banner s
e ofthe holest elic possessed by the
Eccleiatchy. Models in facobus’ uni have
4 Atack and have the Fec! No Poin rule.




TR Sisters of Battle
Saint Telestine

ws B s T W 1 A W s
Saint Celestine LA 510 2

G The oo of
martyrs is
the seed of the
Imperium. 99

Very e is known of C
e she was declared

when the Emperor himself claims her, and
ot a moment before

UNITTYPE: Jump Ifantry (character)
The Ardent Blades This i 2 por

weapon that always wounds enemies
4 (wnless a lower roll would be

SPECIAL RULE: Acts of Faith, Independent
Character, Fearles, Shicid of aith

ired). I adtion, i can e n the
Miraculous Itervention: Evry time Shooting phase it the following profile:
Celestine is removed as a casualty, place

a counterto mark the spot where she Range _Strength AP Type

“died' Roll a D atthe start of

Toming Fext FMonth: Sisters of Battle Jrmy List
Next month we present part 2 of the Codex, including everything needed to field the
army. We also pitch the Adepta Sororitas against Hive Fleet Leviathan in a battle report.

of Template 5 4 Assaull
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