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This issue the good ship White Dwarf takes to the ocean waves in pursuit of our
latest boxed game, Dreadfleet, the game of pirate battles on the Warhammer high
seas. We bring you the scoop on the game and the miniatures starting on page 10.

10 DERTH ON THE OCERN WAVES
Phil Kelly enthuses about the story behind Dreadfleet and
talks to Andy about the game. We also take a closer look
atall the great stuff that you get in the box
18 WARSHIPS OF THE GALLEON'S GRAVEYARD
Wet in-depth look at all the warships of the Grand
Allia i the Dreadfleet in all their glorious detail
36 TACTICA: DREADFLEET
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56 MODELLING WORKSHOP: CITADEL TOOLS
Chris Peach takes up the new Citadel Tools and shaws us
how to use them to assemble Azhag the Slaughterer.

64 ARMY WORKSHOP: OGRE KINGDOMS
We asked Chris Peach how he went about painting his
Ogre Kingdoms army.

88 PAINTING WORKSHOP: DREADFLEET
The Hobby Team show you how to paint up the contents
of the Dreadfleet boxed game.

The latest releases from the Citadel shipyards.

54 STANDARD BERRER
Jervis talks about gathering your gaming buddies and
embarking on a group project.

106 THE AUGURY

The latest events and activities near you.
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Set sail for adventure! In this new standalone wargame, take to the high
seas as corsairs and pirates battle the Undead amidst the deadly tides of the
Warhammer world. Dreadfleet is here...
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40 Fate Cards
12 Auxiliary €.
10 Wound
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TOFIND OUT HOW TO USE
THESE TOOLS, TURN TO PAGE 56

FL

CITADEL CLEANUP KIT

The Citadel cleanup kit
comprises a flash brush and a
mouldline scraping tool. Both
have been designed for use on
Citadel miniatures. The bristles
on the flash brush have the
right rigidlity for removing flash
from resin without removing
any detail, while the mouldline
scraping tool is ideal for use on
plastic, metal and resin models.

LR £8.20
w055

This pack contains three emery
boards designed for use on
Citadel Finecast figures, and
are great for smoothing resin
surfaces. Each pack contains
two fine-grade emery hoards
and one extra fine grade board
CITADEL EMERY BOARDS  £3.75
Pkt code: 30210900037

453, 585 45sbnk, 55

CITADEL LIQUID
GREEN STUFF

Liquid Green Stuff is a non-
toxic filler for all your Citadel

miniatures. It’s water soluble,
50 easy to clean off your
brush, and periect for filling
buhbles or any small gaps

CITADEL

CITADEL LIQUID GREEN STUFF £2.30
roduct corke: 99219993026 LiauID
e GREEN STUFF

6 WHITE DWARF NEW RELEASES

COMING SOON
CITADEL TOOL KIT

This kit quite simy
includes every Citadel tool
we produce, contained in

a figure case and stored on
custom-cut foam layers.

ply

CITADEL TOOL KIT
Product code: 99239999060
00,7 Dok, 000, 3401
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Black Library publishes a range of novels, short story anthologies and audio CDs based

in the worlds of Warhammer and Warhammer 40,000. The Black Library websi

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.

www.blacklibrary.com

=
xclusive extract from Phil Kelly’s Dreadfleet novella

Reloading, Roth looked around at the raging battle. Gunners writhec
of their own bload amidst shattered piles of debris. Loose groups of swordsmen
fought like daemons to repel the men o banes who had spill
Heldenhammer's deck from the Reaver's crags, cracking skulls and kicking
through 1ib cages as they pushed the invaders back.
To starboard, the Flaming Scimitar was giving the Nehekharan war gal
a wide berth. A clutch of cannonballs thundered from the pleasure b 5
hidden guns and tore into the statue-lined galley’s stern, just as a giant of living
1 e enemy warship. It
sword in either h 1.

n pools

led onto the

s skeletal

s jerked into

the w

Just as the fire djinn swooped down to incines
crew, the beast-headed statuary ranged alongside the galley’s fla
life. The foremast amongst them, a jackal-headed giant of gre arble, raised
its gigantic blade, slashing at the djin ead. The spirit
burst apart in a fireball the size of the Grand Templus, incinerating dozens of
skeletal figures on the decks below:

The Bloody Reaver continued to grind its way alon
Heldenhammer, opening a series of t long the temple-ship’s
flank. Roth saw a figure in a red bicorn staring down at him from atop the
craggy mass of the Reaver’s stone heart. He raised his thrice-pistol and loosed
off a shot, a triple puff of smoke impacting on the cliff where Noctilus had been

it passed ove

the length of the

rible wounds

fiend! Shoot the sorcerers, men. Kill anything that talks
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YOUR LOCAL HOBBY CENTRE IS
NOW ON FACEBOOK & TWITTER

Facebook is a fantastic way to stay in
touch with your friends and family and
keep abreast of all the things they're
doing. It's also a fantastic way to keep up
to date with what your favourite movie
stars, rock bands and various celebrities
around the world are getting up to, and
now you can use Facebook and Twitter to
keep track of all the events and activities
going on at your local Games Workshop
Hobby Centre!

We have created unique Facebook
and Twitter pages for each and every
Games Workshop store and have passed
the reins over to the store manager who
is, even now, adding all the very latest
news about their exciting events and
hobby activities.

You'll be able to read about
everything that is happening in-store,
including details about up coming events
such as tournaments and campaigns, as
well as all the dates and times for regular
events such as Sunday Beginners and
ming Club Nights.

Not only that, but you can also view
loads of image galleries of miniatures
painted by you guys and the staff at your
local store. In fact, if you ask your store.
manager really nicely, you might even be
able to get your works of art on display
for the world to see!

So, to find out what's going on near
you at any time, simply search for your
local Games Workshop Hobby Centre on
Facebook.com

Following the
successiul launch of
the Ultramarines Movie
Collectors Edition, the
film - starring John Hurt,
Terence Stamp and

- will now

ay
direct download.

more ormation
on this latest exciting
development, o see
aload of behind the
scenes features on the
mal nd
lots more besides, then
head over to the movie
website, which can be
found at:

Turn te page 111to find your local Hohby Centre's Facebook address
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LATEST RELEASES FROM FANTASY FLIGHT
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n last month’s Bloodbath at the Bubbling
its battle report we made a mistake, as
Jeremy Vetock expla

=

Jeremy: In the heat of the battle | forgot
Golgfag's rule that no other character

can join his Maneaters and joined the
Firebelly into the unit — while in hindsight

this could easily be explained by the
scenario (the Firebelly guide hired to
lead the Maneaters through the Bubbling

Pits), no proper player wants to bend the
rules to take advantage of an opponent.
Apologies were offered, jibes followed
and, as tabletop honour dictates a future
rematch was planned.

haracters! This exciting expansion
ss, including

The Black
Library Chart

Exciting news from
the Black Library!
Introducing: the Black
Library Chart. If you've
always wanted to know
what the most popular
fiction from the worlds
of Warhammer and
Warhammer 40,000 is,
then look no further,
The Black Library
Chart of the top 10
bestselling novels will
be announced every
wonth in our biggest
res and on the Black

sresy that tops
the chart or if the latest
Space Marine Battles
1 ahead,
get yourself down to
one of the stores below

or go t

ackLibrary.com

paling Stores:
Aberdec
Antwerp
Bluew
Cardiff
Crawley
Croydon
Doncaster
Dublin

¢ Edinburgh

L i
Manchester
Newcastle

Plaza
Plymouth
Reading
+ Warhammer World
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Death on the Ccean Whves

As you'll be well aware by now, this month’s White Dwarf has a deeply piratical
theme - the reason is that Dreadfleet has set sail. Phil Kelly kicks off proceedings by
introducing the brand-new game, with Andy Hall acting as his trusty First Mate. ’
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Tnte the Gatleon's Gran fg/:t/'z)

wapiain Roth is desperate for
vengeance. The insidious Cour

/  Nuchilus has raided Sartosa, slaying
all i his way, including the family of
Javko Kuth. So begins a tale of bloodthirsty
ceciige. and the legend of the Dreadfleel.

Al the heart of Dreadfleet — our latest
DU gaime — you have a revenge story,
: powertul and dramatic,” says
« designers, Phil Kelly.

just simple pitched battles but exciting
adventures in their own right, portraying the
struggle by the plucky Grand Alliance to
hunt down Count Noctilus and his fleet.
This quest takes him across the high
seas until he finally comes into conflict
with the Dreadfleet in a shadowy reflection
of the Warhammer world. The domain that
the warships fight in is more than just a bit
of the ocean on the map of the Warhammer

£4At the heart of Dreadfleet - our latest
boxed game - you have a revenge story,
something powerful and dramatic. 77

‘Al its bare bones I'd describe Dreadileet
as a “Vampire hunt in the Warhammer
eyuivalent of the Bermuda Triangle.
cuncepls go, | think that's a cool one,’
Aad it’s this story that runs through
every aspect of the game, from the stories
ihat sit at the heart of each of the scenarios
1w the fantastical tales of the captains
ul each of the game’s warships. "When
we describe Dreadtleet as a “narrative
wargame”, that's exactly what we mean
as you play through the campaign, you
play through the story of Captain Roth’s
quest ngeance, Each scenario is
firmly grounded in this tale, so they're not

DEATH UN THE OCEAN WAVES

world, as Phil explains. ‘The game is set
in a shadow realm, known in legend as
the Galleon’s Graveyard. Count Noctilus,
the game’s notorious villain, has made the
Galleon’s Graveyard his lair. From there he
is able to pierce the magical barrier that
separates the realm from the oceans to sail
out of the mists and attack any coast

It is at this point that John Blanche
weighs in. It is this strong sense of place
that really sets the game apart. If you can
get a strong location locked down, then
the inhabitants tend to naturally spring
from it. That was certainly the case for
Mordheim, and we wanted Sartosa to have




e

CARDS ON THE TABLE

e

Peiestisumer

When you take command of a warship
you'll be given the relevant warship card.
This holds the statline and abilities of the
warship and its captain. It also works as
an at-a-glance guide on how your vessel
is faring during the game. Damage cards
are placed along the side of the main card
and tucked under their relevant sections.
Special and irreparable cards are placed
helow for easy reference, while the
caplain’s wound card is placed above.

a Mordheim-by-the-sea feel, a suitably
Warhammer take on the traditional British
seaside town.” The setting for the game

ted away from Sartosa and towards the
wy realm, John continues. “When
depicting the Galleon's Graveyard in the
artwork, the game and on the seascape

t had to be dramatic. You had to
get the feeling this was far more than just
tumultuous seas, but a realm of magic,
sentient islands and Undead sea monsters.”

It's interesting to note that while the
ns are steeped in evil, even the good
guys are far from exemplars of valour. “They
are all pirates and outcasts,” agrees Phil.

“The protagonists in this story are motivated
by revenge and greed; saving the world is
very much a secondary concem.’

This then is where the game is set - a
watery Undead realm steeped in sorcery! It
isa malevolent place, faithfully portrayed
by the contents of the new boxed game.
‘With Dreadileet the designers shied
away from what would have been seen
as a traditional tack. ‘It’s not a traditional
naval warfare game, with fleet lists and
saon, explains Phil. ‘We've set it around
aspecific seli-contained narrative as this
allowed us to craft very distinctive and
idiosyncratic warships, and create a cast of
colourful characters to sail them.” And what
acastitis! As you'll see a bit later on, each
of the warships is a character in its ow
right, very much reflecting the personality
jits captain. All of the protagonists and

vl

antagonists of the story have their own
warship, not to mention their own reasons
for joining the hunt

“You get everything you need 1o play it
in ane go,’ continues Phil. ‘Warships, cogs
islands, shipwrecks, gaming paraphernalia
multiple decks of illustrated cards, a full
colour rulebook, even the lavishly detailed
seascape ~ it's all included in the box!

At the mention of the warships, my
attention is inextricably drawn to the
miniatures on the table before us. They're

www.games-workshop.com




g. substantial models, averaj
four inches in length and just
most cases. | pick up the Held
and marvel at the intricate detail, the rows
of cannons on the deck, and behind, lines
of mortars, and the large cathedral on the

stern e vessels in the Grand Alliance
or the Dreadileet are hulking things. Take
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s are more

ferestimated; |
ehead that adorns
he prow would be larger than the Calossus
Rhodes and the cannons are twice
size of a Great Cannon. And tha

for all the warships in the ga se are
more akin to floating cities. A boarding

action, for exa
between a fe

\ple, is no mere skirmish
embers of the respe

massive Warhammer

ve

‘is that the

I nhamm s close as we
get to what a “tra
be, and even that has a steam-powered
statue on the front! All the warships are
rich in Warhammer lore, so you have
Daemon-bound mechanical krakens, a
rotting monster ¢ th warp-lightning
broadsides and a sea-going Dragon palace
to name a fev
While the warships are the undoubted
e Dreadfleet box holds
so much more. ‘Open sea has its place in
naval wargames, but we wanted to add
an element of jeopardy by making players
navigate around islands and shipwrecks,
so | was keen to get some terrain in.
nally, we discussed cardboard islands,

galleon m

rcass w




but, 1o be frank, it left the playing are,
ing flat - quite literally. We all thou
three-dimensional plastic islands were
better so that's what we made!
Dave Andrews did a fine job creating
esoteric islands with skulls, keeps and
Arcane Fulcrums on. It really brings the
ame to life, and a fully painted seascape
of Dreadfleet in the midst of battle is a

| thing to behold. To me it looks

arios,” says Phil.

We've already touched on the narrative
nature of the scenarios, so asked Phil
il e narrative

ral o ‘Iu- game, and the scenarios

15 well as teaching you
nics whilst showing off the
readth of the system, There’s ey
from treasure hunts, jail breaks, amt
manoeuvring through maze-like reefs and,
all-out war using every warship
and ausiliary piece in the box! It

enty of scop
as well

ything

es

The scenarios are found in the rulebook

h all the rules for operating your
fleet. "I wanted a simple system that offered
bles, with great replay

d me here setting down
explains Phil
to play Dreadile
it will take yo

J can pick up he
t five min

w(
long time to master, the momentum of the
warships forcing you to think two-to-three
turns ahead. T

The real innovation here,

he Damage card system,
hich adds an [-IE inpredictably to
muwh Hull or

went of

k a warship in a twrn. However, Ive
seen ships lurch on with
they're listing, the rudder’s Im;k: n, the
mascot has been killed, the rigging is on
fire and they're moving two inches in the
Movement phase, but they're still g
Much of the warships” movement
and establishing ares of fire is done with
tools you'll find in the box, and Pt
enthusiastic about these as he is with the
warships themselves. ‘They offer as much
character as the warship models,” he says
They're clearly of the Warhamme i,
Take the ship’s wheel, for instance. We
could have easily just supplied an angled
piece of card but Aly Morrison created this
i vheel with skeletal pilot at
m and motto on the rim, inspired by
Gallagher concept sketch,
tis that after years of secret
development with Phil and the sculptors
hidden away in a secret room, its walls
adorned with all manner of worrisome
John Blanche concept pictures of real
life deep sea lurkers — their labour is
complete and they present Dreadlle
grab your cutlass and get stuck in!

oW

HE WIND
The wind gauge is an
important part of the
game. The wind gauge is
placed around the frame
of the seascape 1o show
whence the winds blow.
e arou
a battle. What's
more, flipping over the
wind gauge reveals the
x marker, the dark
the Maelstrom.

Black Kraken an
; Scimitar amiddst i

wwiw.games-warkshop.com
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SARTOSA
The city-port of Sartosa

is the undisputed pirate
capital of the world. A
cily that sits as much on
waler as it does land, a

E is neither
fior the faint-hearted nor
the honest. 1t is a lair of
iniquity, buill from the
oceans and
my that runs on
plunder. 1ts dwelling:
made from the upturned
bows of ageing shij
and forecastles placed
on stilts, The cramped
alleyways thal connect
the city’s many harbours
made from rickety
jetties. There have been
many attempts to :|utll
the larcenous act

nlering Sarlosa is no
easy matter for the city
is ringed by a wall of
chained galleons, all
with their broadsides
facing outwards...

16 WHITE DWARF

~J aego Roth is the captain of the

Heldenhammer, the flagship of

the Grand Alliance that ventures
into the monster-haunted depths of the
Galleon’s Graveyard to hunt down Count
Noctilus, But this was not always the case,
nor how our tale truly begins.

For Captain Roth was once an infamc
privateer from the pirate-isle of Sartosa, the
son of the fabled Mapwright Indigio Roth.,
Roth's skill at the helm and knowledge of
the sea spread his reputation far and wide
throughout the ports of the Old World and
beyond. He captained the Nightwatch, a
sleek and deadly vessel hired out to do the
work of any who could afford Roth’s price,
and at its command hundreds of vessels
were sent 1o the bottom of the sea,

But Roth began to long not for the sea
but for home, for his wife and child back
in distant Sartosa. When he returned to his
home city, however, he found it aflame ar
his family slain. Count Noctilus had struck,
the nigh-impregnable pirate isle pillaged by
the Dreadfleet, thought by Roth until now
to be only a legend

When Roth returned to his home he not
only found his family lying dead, but also
his father, whose body lay curled around
several strange artefacts. Roth grabbed

DEATH ON THE OCEAN WAVES

the artefacts - an eldritch moondial, a
great shell with a sea-chart pinned to its
inside and an enchanted Arabyan spyglass
buried his family and swore an oath of

revenge upon Noctilus and the Dreadile
Then he set sail for the Empire to find aid.

But there he was to find that no aid
was forthcoming except that which he
could provide himself. The courts of
nobles had no time for tales of the Undead
and the cult of Sigmar was engaged in
waging war against the enemies of the
Empire elsewhere. Roth was enraged and
exasperated, and in his desperation stole
the Grand Theogonist’s own warship, the
mighty Heldenhammer.

From there he set sail for the south,
raiding the tomb city of Zandri for ancient

coins to pay for aid, for the Heldenhammer,

mighty as she was, was but one ship. The
Golden Magus, captain of the pleasure
warship Flaming Scimitar was first to be
bought, followed by Aranessa Saltspite, the
Pirate Queen of the Swordfysh.

Grimnir’s Thunder was last to join the
Grand Alliance, if only because its captain
had a similar taste for revenge, before they
set sail for the Galleon’s Graveyard, and it
was there that they found the last of they
alliance, Prince Yrellian of the Seadrake.




( irates have long been superstitious
]).\)K believing in tales that the
more rational folk would find
incredulous. Amongst their superstitions
tale of the Galleon’s Graveyard, a
cal realm infested with the unliving
and the source of a curse upon the seas of
the world, a curse that when a ship sank its
vanish completely overnight
Some dismissed such occurrences as
being the work of sea monsters or savage

wreck would

Nyklaus sought the maelstrom festering
in the distant heart of the ocean, a skull-
strewn vortex that was a tempest of magic
that drew the dead to it like a lodestone
Mastering the art of Shadow Magic, one
particularly baleful Geheimnisnacht he
enacted a mighty ritual that translocated
not only Nyklaus himself, but also his castle
and all his Undead minions. Feasting upon
the dark magic of the Maelstrom, Nylaus
raised up the shattered remains of 1

£4For it was in this fell realm that Count
Noctilus made his lair, and from its cursed
denizens that he raise the Dreadfleet. 77

currents, but the rumours persisted that it
was the work of more malevolent forces
And so it was, for it was in this fell
realm that Count Noctilus made his lair,
and from its cursed denizens that he raised
the Dreadfleet. This was not always so,
however, as Noctilus was once known
by another name — Nyklaus von Carstein,
whose own home was in the distant land
of Sylvania.

warships to form the hull of the Bloody
Reaver, and just as his realm was reborn
within the Galleon's Graveyard, so too was
Nyklaus reborn as Count Noctilus.

Count Noctilus has since founded
his own darkling empire, binding the
Shadewraith to his bidding, reanimating the
rotting carcass of Skabrus and striking foul
deals with the captains of the Black Kraken
and the Curse of Zandri.

THE MAELSTROM
At the heart of the
Galleon’s Graveyard
a
sentient whirlpool that
pulls shipwrecks, the
plunder and the dead
of the seas beyand the
veil. Itis here that Count
Noctilus bides his time,
making his lair amidst
the corpses of long-dead
sea monsters and islands
scoured by unnatural
winds. To hreach the
ethereal boundary of the
Galleon's Graveyard is
all but impossible - Roth
only managed 1o do
so by using the arcane
maandial left to him by
his father.

:
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“vaptain Jaego Roth is the mastermind
( and driving force behind the

/ Grand Alliance that opposes Count
Noctilus’ Dreadileet. Blaming the Vampire
for the death of his family, Roth will stop at
nothing to get revenge on his nemesis.

The Heldenhammer was once the
personal flagship of the Grand Theogonist.
That Jaego Rath had both the courage and
temerity to steal such an illustrious warship
is testament to his grim determination to rid
the Galleon’s Graveyard of Count Noctilus
once and for all.

THE WARSHIPS OF THE GALLEONS' GRAVEYARD

As the flagship of the Grand Alliance,
the Heldenhammer stands out from the rest
of the fleet. It resembles a three-masted
galleon, but on an unprecedented scale

the warship features hundreds of great
cannons, entire batteries of siege mortars
and murder holes for snipers. The warship i
unmistakably of the Empire, fish-tailed mer-
gryphons on the sails adding a naval touch.
At its aft stands a grand temple, and it has a
titanic figurehead of Sigmar mounted on its
prow, whose gigantic hammer is designed
to smash enemy ships apart.




~aptain of the Bloody Reaver and
undisputed master of the Dreadfleet,
s

Count Noctilus is behind the events
2 led 10 Jaego Roth's crusade
geance at the head of the Grand
Alliance fleet

From his mystical realm, Noctilus used
powerful sorcery to bind the wreckage of
the ships he found there to forge a warship
of staggering proportions with which to
dominate the seas and drown the mortal
world in blood. The Bloody Reaver began
as the Sylvanian castle of Count Noctilus

but the Vampire has since built up around it
the shattered hulls of ships he has destroyed
] red by thousands of dead
crewmen raised once more to serve him,
The rocky crag on wh hounted
has also been torn from its original resting
place, as has the pathway and bridge that
led ta Noctilus’ desolate lair, lending the
model a real sense of its enormous scale. It
is a sea-faring hulk, replete with the myriad
hulls of broken ships and galleans that are
both Gothic and suitably grand enough for
the dread Vampire captain found within.

h it w
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n wed pirate captains of Sartosa, a sel
styled Pirate Que 5 s the
daughter of the s himself,
with brine for blood. To others, she is a

mutant who cut off her own fishtail after
being cast out of her Norscan tribe as a

child. What cannot be denied, whatever
ins may be, is that her skill at the
with cutlass in hand is such that
none can dispute her lethality in battle.

THE WARSHIPS OF THE GALLEONS’ GRAVEYARD

~ er origins are shroud
mystery, but Aranessa Saltspite
is nonetheless one of the most

The Swordfysh is manned by a motley
crew of cutthroats and brigands in their
hundreds. Her warship displays a strong
fishy theme, as befitting that belonging to
the daughter of Manann, wi th crown shells
monslers decorating
weed pennants and the
addition of a large fin in place of a rudder.
Other defining details include Unicormn
Whale horns on the masts, a ram made
from a massive sea beast and a Sea Giant
skull figurehead with colossal jewels set in
its eye sockets.




)m Roth undertook a daring
coastal raid, looting countless

C
Rouses tJ by the desecration of his re.

King Amanhotep vowed eternal vengeance

on those that had stolen from him
Summoning forth his skeletal legions
Amanhotep commanded his tireless
servants to labour night and day until
they had built a warship worthy of his
ques! for revenge. After many long weeks

el A,

of relentless construction, the Curse of
Zandri was finally ready for the hunt. King
Amanhotep’s royal warship is crewed by
hundreds of skeletal oarsmen, and no less
than a Necrosphinx and four Necrolith
Colossi stand ready to protect their master
should the need arise.

The great gem at the tail’s tip acts as
a prism for the Light of Ptra, focusing the
incandescent energy into a devastating
beam of light. This warship also boasts
Screaming Skull Catapults and dozens of
ballistae firing from its portholes.

, DREADFLEET
The Curse of Zamidrs

www.games-workshap.com
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~~=y n eccentric wizard rich beyond
the wildest dreams of a merchant
- prince, the Golden Magus is a

man of exotic tastes and fine manner. But
beneath this sophisticated exterior lies an
elementalist of incredible power.

Flaming Scimitar, warship of the seli-
styled Sultan of the Seas, appears as a
pleasure-barge, complete with libraries and
an extensive harem, but this belies its true
nature as a warship of terrible potency. The
Golden Magus has bound many elemental
spirits that he can command in battle,

THE WARSHIPS OF THE GALLEONS' GRAVEYARD

or ill\mg i Sails with th roaring breathi’gh
Tempest Djinns.

As the warship of a sorcerer from the
lands far to the south of the Empire, Flaming
Scimitar displays a unique and individual
design. The exotic nature of the minarets
really help to set it apart from the other
warships of the fleet, each housing one of
the great elementals — the Tempest Djinn
and the Fire Efreet — for which the Golden
Magus is famed. The designs of the sails
echo these elementals

S A
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> very mariner that sails the Great
Ocean has heard the tale of

? Vangheist and his tuncoat crew,
for it is a tale of bitter treachery and greed.
Lured by promises of immortality, Vangheist
slew his wizard master in cold blood, not
wishing to share that which he sought
And immortality he received on reaching
journey’s end, though it was not in the
manner that Vangheist expected. When
the warship returned to the mortal plane,
both crew and vessel had long since rotted
away, leaving nothing but a ghost ship. It

had become the Shadewraith, doomed to
spread the misery of its eternal curse to all
who laok upon it.

The ghostly pirate ship projects an
eerie Undead feel, with its tattered sails
and exposed hull suggesting the image of a
rotting animal carcass. Its hull features rows
of antique cannons throughout its rotten
hull, but what identifies the Shadewraith
as an unnatural entity more than any other
aspect is that it floats above the waves, held
aloft by the tortured souls of the crew, the
sea beneath it recoiling from its touch

www.games-workshop.com
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-~
5 battlehammer of a Dwarf with little

love for anything other than the wondrous

» is famed. His

genuity and ability in the field of naval

warfare has been proven time and again.
But a recent run-in with his former

colleague and arch-rival, Tordrek

Hackheart, saw his Ironclad destroyed

by the Black Kraken. Now at the helm

of his Grudgebreaker-class battleship,

Gunnarsson has returned to the ocean

THE WARSHIPS OF THE GALLEONS' GRAVEYARD

with Jaego Roth, the manling captain that
rescued him, to hunt down the Chaos
Dwarf and settle his prudge.

The only thing that a Dwarf trusts less
than a flimsy wooden boat is an EIf, so it
is that the silversteel battleship is both an
impregnable floating fortress and aircraft
carrier all in one. The heavy plating and
advanced engineering that has gone into its
forging is prevalent in its every aspect, from
the steam-driven paddles in their armoured
shells to seli-loading, swivel-mounted flame
cannons and industrial-sized engines.




efore his descent into bitterness
and jealousy, Tordrek Hackhart
once one of the most gifted
cers in Barak Varr and the

p u\ master of building submersible
oncrait. Ultimately his intense rivalry
with Red Brokk Gunnarsson was to be his
downfall, and he was banished in ignominy
for his failed attempt on Gunnarsson’s life.
Hackhart managed to escape in his latest
creation, a strange tentacled warship, the
Black Kraken, that he had built after a series
of troubled fever-dreams.

The most recent myths to surround the
Kraken-ship speak of its allegiance to the
Dreadileet, though what unholy bargain
was struck remains unknown.

Tordrek Hackhart’s ingenious creation
really captures the spirit of a terrifying
sea creature - if anyone could build
such a metallic behemoth, then it would
be a crazed Chaos Dwarf Engineer. The
articulated tentacles lend a sense of the
sinister to what is already an esoteric
submersible. Its twin paddles are visible,
safely ensconced within the ‘abdomen’.
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( rince Yrellian of Ulthuan, the E ing the Galleon’s Graveyard in a bid
first born son of Phoenix King (nlmn,- his brother home, accompanied '

Finubar the Seafarer, fell in love as always by his faithful Dragons. Swift C
with the open ocean in the first years of and graceful, the Seadrake’s elegance is p
his infancy. Behind their back, many of beautifully represented by its sleek sails and * o
the court whispered that his love of the long, narrow hull set low in the water. The by
sea was about the only thing that he had mast towers further reinforce the warship's
in common with his father. It is perhaps scale and magnificence. The rearmost w
for this reason that after losing his younger tower is where Yrellian can stand to 10
brother to a Leech Wyrm's gaping maw that communicate with his Dragon allies. These gi
Prince Yrellian has refused to return home mighty creatures are almost as powerful a
to deliver the news without his body. So it as warships, taking to the skies and
was that he went into self-imposed exile, immolating their enemies with dragonfire.

WHITE DWARF THE WARSHIPS OF THE GALLEONS' GRAVEYARD
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(“~hc Skaven rat-lord known
../ as Skretch, Warlord of Clan
Skurvy, was once a prosperous

piratical mastermind. But his luck ran
out when his flagship was swallowed up
by an Orb Leviathan, having mistaken
its bioluminescent lure for a haul of
warpstone. With verminous desperation
to survive, the trapped Skaven ate the
giant beast from the inside out, but were
asphyxiated before they could escape
the sea monster’s husk. Discovering its
drifting cadaver, Count Noctilus cast a

mighty Necromantic ritual to raise the Orb
Leviathan, but also inadvertently brought
Skretch and his crew back to life too!

Unlike any other warship in the fleet,
the Skabrus is very much the Zombie of the
Dreadileet. Its exposed organs have been
crudely built upon by the Skaven, who use
warp generators and the corpse pases of the
decaying creature itself as both a propellant
and means of powering their deadly
arsenal. The Skaven have replaced the Orb
Leviathan’s bioluminescent barbel lure with
their former ship’s Screaming Bell
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Batite Reporl

Corpse Reef

To introduce you to the new game, Jervis Johnson (in the guise of Captain Jaego
Roth) and Phil Kelly (playing the role of Count Noctilus) guide you through a
scenario from ear\y Jin the tale of Dreadfleet. Welcome to Corpse Reef...
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is placed on the numbered frame that surrounds

p!
correspont : : the Heldenhamm

itsel Iy e wind. Conversely, the Bloody Reaper
had the wind in the stern and so could move fast

B DG )
The wind g g ents the source of
the seascap ¢ the wind’s dir

|
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is

hers

{7 he plavers had set up Corpse Reef
sa it had a few tricky reaches to
navigate. Each had a set of Order
cards to hand, and the Damage and Fate
decks had been shuffled and placed next to
the seascape — it was time for battle!

Dreadfleet is played in game turns,
with each player taking it in turns to act
with their warships. The first phase of the
game turn is to determine initiative, which
Phil won in a D6 roll-off. This was then
followed by a Status phase but, as this was
early in the gai here was nothing to
trac d 50 we quickly moved onto to the
As Phil had the initiative he was
aw a card, gaining an Assassin
Cog, something he could use later in the
game. Jervis then picked a Fate card that
allowed a damaged ship to repair a Hull
Damage card, but was not applicable as
the game had just begun. The wind gauge
moved along the border of the seascape in
accordance with the icons on Jervis and
Phil's Fate card,

Phil went first. In a larger game he
would nominate one of his warships to
then Jervis would active one
of his, then Phil would choose a second
model and so on. As there was only one

e Cursed 2

774% Tarns I-2

warship per side, the players just had a
single vessel to activate each turn. Phil

n by giving an order to his ship, ‘Fire

, ensuring that should Jervis
launch the Heldenhammer’s broadsides at
his warship, then the Bloody Reaver would
get to shoot first. The warship then closed
with the reef, wanted to use “Full
Speed Ahead’ for his order but as he started
the turn with the wind in his bow — known
as being caught in irons — he couldn't issue
it, so he also elected to order ‘Fire As She
Bears’. He then took a Command check to
see if he was still caught in irons; a failure
would mean that Heldenhammer would be
slowed by the current wind speed (which
was only 1 at this point). Thanks to Captain
Rath's superior leadership skills, this was
casily passed, and so the Heldenhammer
could move as normal.

The following turn saw the players enter
and slowly navigate through Corpse Reef,
Jervis taking a northern tack, while the
Bloody Reaver headed south-west. At one
point Jervis could have fired his broadsides
but decided to hold off until he was nearer
with his firing arc unimpeded as the first
broadside of the battle always gives you a
+1 bonus to hit.

As <

( -(:ur.-'f of the

The Fate phase is an 3

s

ortant part of the

gam llean’s
veyard itself pets
tand all mann
nts occur, from
Undead sea monsters

Each player
order draws a Fate card
and applies the results if
able. Unless stored fo
fulure use, the card is
then placed face up on
d pile
ate cards can also

alter the wind gauge. The
icon on the botiom right

f d otes the
d number of
ons the wind gauge
maoves around the frame
of the seascap
number on the bottom
left denotes the wind
strength.

T

0.

}f

o

o fmbessd Marsrer.

.@E: a,m.h

CHANGE HEADING

The titanic warships of
Dreadfleet are difficult vessels to
mano ating through
the straits of the Galleon’s
Graveyard is certainly not for
the faint-hearted! A warship’s
manoeuvrability is determined
by its Handling characteristic.
The lower the Handling value
the easier your warship wi

be to turn. The Handling
characteristic of a warship is the
number of inches in a straight
line the vessel must move
befare it can change heading.
For example, the Bloody Reaver
must travel 5" in a straight line
before making a 45 turn - not
much good if a rocky island is 3"
straight ahead!

To turn your warship, simply
place the ship’s wheel device so
the inside edge is flush with the
side of the warship's base. Now
pivot the model around so that
the front corner of the warship’s
base never leaves the centre of
the ship’s wheel.
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ORDERS
In the Ac
when you activate a

i thing
) e an order.
There are five orders to
| choase irom and each
will give your warship
a certain advantage for
that turn. These range
from a free change of

i by

given time. To issue an

order you need to make

a successful Command
check by rolling equal
to or higher than your
captain's command
For example, Captain
Roth's Command is 3+.

n the third turn Phil gained the
/ initiative. His Fate card summoned
2~ adread Bone Hydra from the inky
depths, which had 1o be placed within

an inch of the warship closest to the

wind gauge. This just happened to be the
Heldenhammer! Phil gleefully placed the
sea monster in the starboard arc, where the
Bloody Reaver was as well - a cunning ploy
to force Jervis to deal with the Bone Hydra
or ignare it for a shot at the Bloody Reaver
at his peril. The next Fate card prompted
the second of the three sea monsters
included in the game to emerge - the Leech
Wyrm rose from the foaming sea! Two sea
monslers rising in the same Fate phase is
highly unusual, in fact, Phil was certain

it had never happened before. This didn't
allay Jervis’ fears as the second monster
was positioned just 1" from his warship.
This time Phil placed the sea monster right
in front of the vessel to slow down the
Heldenhammer. From a story perspective,
the game was hitting all the right notes

and we could easily imagine this was a
cunning trap set by Count Noctilus, luring
Captain Roth into the Corpse Reef to then
have his warship attacked by three Undead
monstrosities of the deep in thrall to the

Ligh! The Fuse!

.v;l'b!!‘._:;"‘f"

The Bloody Reaver continued its stately
southern move, turning west and heading
into the reef to avoid the formidable
cannons of the Heldenhammer. Jervis
had other things on his mind rather than

chasing the Vampire - he had sea monsters
1o deal with. Luckily he was equipped with
the right tools for the job — a giant warship
bristling with cannons and large hammer
The Heldenhammer sailed directly forward
and came into contact with the Leech
Wyrm. In the Broadside phase, Jervis let rip
at the Bone Hydra with a full six dice (the
largest broadside of any warship) and only
needed 3+ to hit as the creature was both at
short range and its gun pnmk r was dry - it
was the Heldenhammer's first shot of the
battle so Jervis got a +1 to hit. As expected,
the Sea Monster collapsed back into the sea
whence it came. But Captain Roth was not
finished yet. Before the Leech Wyrm could
attack Sigmar's Wrath, the Heldenhammer’s
steam-powered figurehead, brought its grez
hammer down onto the creature. Anything
hit by Sigmar’s Wrath takes D6-1 Damage
cards, and Jervis rolled high, consigning
another of the evil denizens hack to the
murky depths. With the sea monsters dealt
with, Captain Roth could turn his attention

Vampire Lord! back to sinking the Bloody Reaver.

¥ FiRE:
The warships of Dreadfleet

are bristling with hundreds of
cannons. Any other ship would
be blown out of the water by

a single broadside, but each

warship is a hulking construct
in its own right and so stands
a chance of surviving - if not
entirely unscathed.

To fire a broadside, select
a target model in your side arc
(which extends 45° from the
corners of the base), then roll
dice equal to your warship’s
broadside value. You'll need a
4+ to hit if the target is in short
range (0-6"), 5+ if the targel is
in medium range (6-12") and
6+ if the targel is in long range
(12-18"). The targel’s aspect
is important, as if you hit it in
the front or rear arc you get a
raking shot and so a +1 bonus
to hit. The captain of the target
vessel gets to make a saving
throw for each successful hit. A
damage card is then drawn for
each unsaved hi
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nsters

| with
<hip
mes

d

et rip
the

turn saw Jervis take the
d a cha

nery crews under the

r's decks. The Fate phase
more woe to both ships. Jervis
Lector Lazlo's Fire and both vessels
masts and rigging on fire. Phil’s
hip not in

m a Brief Respite
if a Fate card is not applicable

1 chance to repair your vessel

sarest corners of

vessel, you create

intervening, whether that's an island, a
shipwreck or another warship, means it’s a

partial shot and so the broadsidle is halved.

This was the case with Jervis’ first strike on
the Bloody Reaver and so he only rolled
3 dice, which is still very good when you

consider that a few of the other warships
only have a Broadside value of 2 in total!
All rolls hit and damaged as Phil failed all
three of his 5+ armour saves, The Bloody

aihe Bloody Reaver was rocked as
cannonballs and mortar shells impacted
upon the warship. 77

With damage taken, Jervis gave a
repair order, but he failed to successiully
issue, despite Captain Roth’s ability to
re-roll Command checks. 5o, slowed by
the fire in its rigaing, the Heldenhammer
made a sluggish sweep around the racks
but still managed to bring the Bloody
Reaver into range. This time Captain Roth
didn't hesitate; ‘Fire!” he barked, and
the Heldenhammer s cannons roared in
response. However, as much as Jervis
would have liked to roll all 6 dice for the
Heldenhammer’s broadside, Dreadfleet
has very simple rules regarding partial
shats. By drawing imaginary lines from

Reaver was rocked as cannonballs and
mortar shells impacted upon the warship.
Phil drew three Damage cards — two Hull
Damage and one special Rigging Dam
d, which increased its Handling value
by 2. This would make the Bloody Reaver
far more difficult to manoeuvre, a tricky
propaosition, considering it was about to
enter the southern straits of Corpse Reef,

Unsurprisingly, Phil started his Action
phase by successfully issuing a Repair
order and removing the Rigging Damage
card. The Bloody Reaver returned fire
but its cannons could not pierce the
Heldenhammer’s hull.

e
«

I
iring corridor. Anything

DAMAGE!
When a warship is
damaget

g broadside,

abl,
or any of a myriad other

ways - the vessel's owner
draws a Damage card.
It's quite passible that a
warship will take many
Damage cards per turn or
even in a single broadside
and go from being
healthy to crippled
very short space of time!
Hull Damage cards and

Crew cards are the most
dangerous, but there are
many other types in the

deck, evel

FirE e AN

)

Ay

V4)

4/

i

www.games-workshop.com 31

F




it can change headi

aground it must imme
take a Hull Damage card.

end there. In the following

then it moves D3+

away from the obstacle. It

of heading but no other

as a warship will surely be
at the mercy of faster and

seeking fo take advantage.

AR

HERE BE MONSTERS
The seas of the
Warhammer world I\.wl-
ever been home 1o
that lurk beneath the
waves and the Galleon's
Graveyard even more
so. In the Graveyard,
the bones of these
creatures rise again 3
Undead monstrosil
Dreadileet includes th
such creatures that can
e irom the depths
1o attack. While the sea
maonsters will suri
strike indiscriminal
as a Vampire, Noctilus
can control the Undead
creatures and so ord
them ta attack and hind
the Grand Alliance.
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Staying clear of the rocks isn’t
easy. A warship must move at
least its Handling value before
% and
ven then the maximum turn of
may not he enaugh'to avaid
hlllln;, something sharp and
jagged. When a warship runs
tely

However, its prablems do not

Action phase the vessel must
Escape Jeopardy by making

a Command check. If it does
" directly

may then make one change

movement is allowed. In its
next Action phase the warship
may finally get underway once
again. Being stationary for long
is not a good idea in Dreadileet

more manoeuvrable predators

Fuil = :
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espite the heavy damage, the
Bloody Reaver was far from
sunk. In fact, the warship was
notoriously difficult to sink due to its
special ability to regenerate

In the fifth turn of the battle, Phil won
the initiative and in the Status phase used
his Regenerating Hulk ability to remove a
Hull Damag d with a successful roll
of 4+. He then drew a Fate card and the
third sea mon: a Sea Giant - surfaced
to cause chaos. The Heldenhammer was
still closest to the wind gauge, so Phil
placed the monster in the warship's port
flank. Jervis gained a Brief Respite for his
Fate card as the normal effects were not
applicable, so he tried to discard a Damage
card, but failed to make the required roll

Phil issued a ‘Hard-a-Starboard” order,
allowing him to make an immediate
change of heading (to starboard, obviously)
although he could use the order at any
point in his Movement phase if he so
wished. As it was, the Bloody Reaver turned
early so as to avoid the shipwreck it was
rapidly approaching. It also allowed Phil
to bring the pursuing Heldenhammer into
the Bloody Reaver’s firing arc. It was time
for the Heldenhammer to get a taste of its
own iron-shod medicine, and so the Bloody

Reaver fired its broadsides: The Vampire's
warship has a Broadside which was
reduced to 2 due to the intervening islands.
Even with the +1 bonus for a raking shot,
Count Noctilus couldn’t land a blow.

Jervis » successfully issued a ‘Hard-
a-Starboard’ order to allow h
away from the Sea Giant and gain on the
Bloody Reaver. He fired his broadsides, and
hit once but this time Phil made his armour
save, so didn’t sustain any further damage.
It was then the Sea Giant’s turn. Control of
sea mansters always falls to the opponent of
the player who has a warship closest to the
monster itself. At the beginning of this turn,
Phil would have had control, but with Jervis
moving the Heldenhammer, the Bloody
Reaver was now nearest the Sea Giant,
leaving the monster in thrall o the Grand
Alliance. Jervis wisely sent the creature off
towards the Bloody Reaver but it was a few
inches short of its tarpet.

For the sixth turn, Phil kept the
initiative, and deftly moved through the
rocks, bringing his vessel to bear on the
Heldenhammer. He fired another partial
broadside and damaged Jervis’ ship.
However, another failed order for Jervis left
the Heldenhammer careening towards a
rocky autcrop, which it crashed into!

N 10 move




on the reef, Count Noctilus saw
his chance. He issued a ‘Full
Speed Ahead” order, allowing him to swoop
round the intervening island and then
close on Captain Roth’s flagship with a
late burst of speed — an extra 2D6 inches
to be precise. Phil rolled a bonus 8%; not
quite enough to contact his prey but the
crew were now within spitting distance of
each other. All Jervis could do was make a
successful Escape Jeopardy roll and move
off the reef. His free change of heading
a devastating
nto the Bloody Reaver, which
another two Damage cards,
Winning initiative in the eighth turn was
key. If Jervis won it he could sail away and

(’/ ’ ith the Heldenhammer grounded

keep pounding the Bloody Reaver from afar
1 P he would surely close with
the Heldenhammer and start boarding, and
a Noctilus' warship has the highest cre

compliment in the game, this is where he
could do the most damage. As it was, Phil
got the Initiative (again!) and sailed straight
into the side to initiate a boarding action.

A ﬂﬁmﬂ)/

Phil rammed his prey at a cheeky angle
to allow him to broadside, inflicting another
Damage card, but it was in boarding that
he knew he could gain the upper hand.
Captain Roth sought out Count Noctilus
and the arch-enemies engaged in a duel,
bath wounding each other. The boarding
action saw Phil rolling 7 dice to Jervis’ 4
(the Heldenhammer’s crew is 6 but he had
two Crew Damage cards, reducing this by
2). Jervis scored one victory (a roll of a 5 or
more) to Phil's four. The Bloody Reaver had
won the boarding action by three, leaving
the Heldenhammer listing badly.

Jervis tried to disengage his warship
from the Bloody Reaver but failed his
Command check and so was forced into
another boarding action. He couldn’t
even fire his broadside, due to the way the
Vampire's vessel had contacted his own
(less than 50% of its hull was visible). So it
was that Captain Roth and his crew fought
the Vampire yet again. The Men o’ Bones
overran Roth’s pirates, Phil inflicted another
ds, and won the day. The
ated into the mists.

Heldenhammer re
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SWASHBUCKLING
rding actions
(:\p(mn\ will seek

3

|,,|nm duel. Their
prowess in duelling

s represented by the
s Swashibuc

an amount o
equal to their (aplmrn
Swashbuckling, lool
for 5 and 6s. The
with the mast vi
wins the duel and his
opponent takes a wound
with the associated
penalties described on
the wound table below.

a
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When warships clash they i
crews draw their cutlasses and swing onta the enemy
vessel. Boarding actions are fought by rolling dice
equal to your current Crew value and counting h
many 5s and 6s you have rolled. The opposing si
does the same, and the player with the most “victories” |
wins. The losing warship must draw Damage cards

equal to the difference he lost by.

ht a boarding action as
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Set sail for the Galleon’s Graveyard and prepare for battle upon the high * T

seas of the Warhammer World. Join Captain Jaego Roth at the head of the Grand
Alliance as he seeks his revenge upon Count Noctilus and the sinister Dreadfleet.

Assemble the fleet Into the Galleo

LOCAL STORE ON FACEBOOK AND TWITTER
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Yacticn: Dreadfleet

2

Dreadileet provides
great lactical challeng
1o would-he captains
emerge from _
1 These warships are forces of destruction
but you'll need to have

they
the €

et

«can the oth

to a canny captai
om the wind
2 the shipwrecks
In fact, there’s

1o learn than we can
cover in this tactica, even
ks to master.

advant:
ige

WHITE DWARF

S

lean’s Graveyard
alive. Each warship has
its awn strengths and apla
weaknesses that must be
learned 1o gel the best
out of them, bul so loo
aspects of

in nautical skullduggery.
(;
/)

and stone

e of epic
nds
ani
s of the line

uary, steel

pistols just :
Galleon’s €

weyard.

in their own rigl
in order to g
We'll start with ove
look at som cific 1
article. If yc to claim the title of
Ultimate Pi | Badass you'll need to
keep some principles in mind.

HAVE A BATTLE PLAN

A captain without a battle plan is e
flummoxed, and will often find his own
warships getting in e s
Nobody likes being
of all pirate lords. Because of this, rule

TACTICA: DREADFLEET

It’s time to raise the black flag and slit some throats! Captain
Phileas ‘Sidebeard’ Kelly gives us landlubbers a five-step lesson i

water
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number one is simple: take
it the scenario, devise a b
stick to it like a b leto:
butt. This may seem obvious enc
vou'll be surprised how often a ¢
abandon his overall battle pl.

1o seize upon ar

can redeploy faster {

y Seer in a shieldwall, hulkir

such as the Helt

er are not r pid response. Pul

simply, you'll need to plan ahead to win.

s all very well and good’, you

say, arms crossed and eye patch raised

expectantly, ‘but wh nann’s fishy

codpiece constitutes a good battle plan?*
Well, | can tell you one thing right now:

it starts with knowing your foe.
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( ifierent warships are good at
different things, so you should
employ them accordingly. You

need to understand each warship’s strengths
and weaknesses to make intelligent choices
as the game unfolds.

I've summarised these in the table
below. Note that a warship with an entry in
bold is arguably the best/worst in the game
in that particular field - the Heldenhammer
has over 180 guns and a huge hammer, but
ss makes it difficult to manoeuvre.
the Grand Alliance has

age — it has the most all-

round ability, the warships are faster,
have powerful abilities and two of their
awxiliaries are small warships in their own
right. However, the Dreadfleet can take
more punishment, are better at boardin
actions and they have the home advantage

twice as many Fate cards that benefit the
Dreadleet than the Grand Alliance.

Loosely speaking, the Dreadfleet should
launch boarding actions on vulnerable
warships whilst the Grand Alliance is
looking to maximise its opportunities to
manoeuvre into position to broadside. Let’s
look at the warships in more detail.

ANVILS

Bloody Reaver, Grimnir’s Thunder,
Shadewraith

Anvils' are extremely durable warships.
You can stick an anvil in the path of danger
and - provided you've not offered any easy
ng shots to the enemy warships — it will
ride out incoming broadsides with only a
few Damage cards to show for it. You can
then use your other warships to pick on
enemies committed to taking out the anvil
Deploy anvils up front and get them stuck
in - hopefully the foe will take the bait and
expase weak points in his own formation.

/wfw Your U w

HAMMERS
Heldenhammer, Skabrus, Curse of Zandri,
Bloody Reaver

‘Hammers’ are warships that can hit

really, really hard. They have lots of guns
(or in the case of the Skabrus and Curse

of Zandri, great offensive abilities) and
hence can make devastating broadsides on
warships you've pulled out of position with
your Anvils. Hammers with a high Crew
characteristic should pounce on wounded
enemy warships — one well-timed boarding
action can change the course of the game.

RAPIERS
Seadrake, Shadewraith, Black Kraken,

the Dragon auxiliary

‘Rapiers’ are precision weapons, where
skill becomes far more important than brute
force. They can nip around the back of
enemy formation to deliver a punishin,
rake, launch a perfectly placed boarding
action, snatch an objective from the foe or
lure a warship out of position before they
slink out of harm's way. You'll often need to
use your captain’s special ability to pull off
really sneaky manoeuvres, so don't attempt
them unless he's in good shape to issue
orders — anything less than a 3+ and you're
asking for your plans to backfire.

CUTLASSES

Swordfysh, Flaming Scimitar,

Curse of Zandri

‘Cutlass’ warships are great all-rounders
and capable in pretty much any theatre of
war, They can shoot, they can fight, they
have some great abilities, but they don’t
excel at any one aspect of war. The best
way to use your Cutlasses is in support of
your other warships” tactical plays - 1 like
to keep one warship back a little in order to
respond as the game unfolds

showing its bow or stern
presents a smaller target,
a hroadside that ploughs
into the front or rear can
tear through the entire
length. This is called
raking. If a warship has
most of its base within
the fore or aft arc of

its target, it has +1 to
hit. This is cumulative
with the +1 modifier

a warship gets for its
first shot of the game. A
warship raking a target at
short range using its first
broadside will need a
mere 2+ to hit!

ey
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Flaming Scimitar
Grimnir’s Thunder

All-round ability, raw speed, flaming attacks

Armour, auxiliaries, flaming attacks, repair

Raw speed

ﬁTHIS WARSHIP... IS GREAT AT... BUT NOT GREAT AT..
Idenh i , ram allacks, boarding actions Manoeuvring, raw speed
Swordfysh All-round ability, ram attacks N/A - she's an all-rounder

Swashbuckling

Seadrake Raw speed, manocuvring, auxiliaries, command Broadsides

Bloody Reaver Boarding actions, durability, shbuck

Curse of Zandri Boarding actions, durability, flaming attacks Raw speed

Skabrus Broadsides, escaping/generally running away Command

Shadewraith Durability, manoeuvring

Black Kraken Boarding actions, manoeuvring, surprise attacks  Broadsides
=== = =

ing, raw speed |

Broadsides, Auxiliaries
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= Ithoupt wur\\'.\r\ln,h are so
large they can shrug off an
» enemy cannonade (That's a
volley of cannanballs, not a pirate-themed
soft drink — £d) and batter a seafort to
rubble in the process, the really big ones
handle like pregnant whales in treacle.
Staying away from the treacherous rocks
and shipwrecks of the Galleon's Graveyard
is not as easy as it looks. The rules for
wind speed and handling are deliberately
unpredictable; even the most careful
captain might find he’s obliged to move
his warship forward into that sea monster/
cliff face/daemonically possessed mecha-
kraken. Because of this it's generally go
practice to stay at least 3" away from
obstacles and other warships.
That said, the scenario is king when it
comes to deployment — many scenarios will
require you to invent a specific battle plan

THE GRAND ALLIANCE

1o attack o

The Grand Alliance’s plan i ¢ or two warships to the exclusion

! B of all else to secure numerical sup v. Grimnir’s Thander is up front

for a specific goal. Instead of giving away 1 as the anvil. The Heldenhammer waits alongside as the hammer, ready to
the best tactics to ‘solve’ the story-driven B blast or board anything that comes close. The rapier, the Seadrake, is place
scel ady 1o dash around the flank of any damaged warships.

arios, we're going to concentrate on a behind the fleet, r
straight up fight. In the box out on the right His cutlasses, the Swordfysh and Flaming Scimitar, are in support, ready to
we'll look at deploying for one of the larg concentrate an the most damaged foe, o o reinforce any boarding a
scale battles in Scenario 8.

Go v e

(‘—- he best way to kill an enemy n e
/ warship is to gang up on it LINE ABREAST
and though this is true for dIN ~

i Line abreast is a poweriul
offensive formation that
enables your warships lo
easily launch boarding
actions and ta react to
the enemy. You can head
ta one flank or the other,
gang up on any warship
foolish enough to cha
or use one of your an:
to shield a wounded
warship. However, sailing
line abreast into a fleet
that is line astern will see
you dead in the water.

{f

broadsides, it goes double for
actions. A two-against-one boarding action
will almost always see the outnumbered
warship scuppered. To achieve this you
need your warships to support each other
and stick together in twos and threes if
possible. Some players like to keep all their
warships in the same area of the seascape;
undeniably a strong tactic in a game where
battering the other guy is the only goal
Those of you familiar with naval history
might recognise the following tactics, albeit
with less in the way of dragons, ghost ships
and giant undead electro-whales.

Is

LINE ASTERN

This is a very shooty formation. Each
warship presents its flank to the enemy
denying the enemy any shots on their prow
or stern and giving them a great chance

of raking anything that approaches. The
warships have overlapping ;
meaning they ¢ & up an thin
Unfortunately if your enemy somehow gets
around you, your own warships will end up
tting in each other’s way

ZONE OF DEATH

6 WHITE DWARF TACTICA: DREADFLEET
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{ ‘es, this means dirty tricks. Pirates
aren’t known for their honour, after
all. Let's look at three such tactics,

THEDOUBLE WHAMMY

When launching a boarding action, don’t
plough prow-first into the foe. There are
two warships designed to do this — the
Hefdenhammer and the Swaordfysh - but
the rest will regret such hastiness. This is
hecause once you are locked in a boarding
action it usually means a fight to the death,
and your enemy can fire upon you every
time he activates his warship. Trust me, you
don't want that to have a +1 madifier for
raking if you can help it (the T-Bone, right).
Instead, go in at an angle so you can fire at
close range before launching the boarding
action (the Double Whammy, right). With
abitof luck you'll damage his crew, giving
you a better chance of winning.

THEDEADLY BLOCKADE

Agreat tactic for the faster warships in the
game, this approach not only stops your
opponent’s warship in its tracks but also
forces your oppanent to launch a boarding
action prow-first after weathering a storm
offire. To pull off a deadly blockade, move
your warship so that it is only a fraction of
aninch in front of an enemy vessel — when
your opponent activates it, he will not

even be able to turn without inadvertently
launching a hoarding action. To compound
the issue, first use the ‘Fire as She Bears’
order - this means you can move, rake the
enemy at close range, rake again when the
enemy contacts you, escape his retaliatory
broadside and then fight the enemy in

his awn Boarding Actions sub-phase. Not
even the Bloody Reaver can laugh that off,

though don't try this on the Heldenhammer,

as a Sigmar to the face oiten offends,

THEAUXILIARY STALL
Avariant of the deadly blockade, this uses
ary to block a warship. In most
fights, auxiliaries are pretty disposable —
rubbish in a fight but great at getting in

the way and generally being a nuisance.
You'll like as not want to move your other
warships before moving your Cogs, but
when you do, it's easy to stick them right
in front of the enemy’s biggest warship so
itcan only move a fraction before trying to
crush the troublesome insect in front of

That crash course in piracy s should [.,et you

e
. Just remember, nothing goes to plan

Gallean's Graveyard. ..
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His fleet scattered and
his enemies dangerously
close ta the source

of his pawer, Count
Noctilus sought a more
pernicious method with
which to deal with the
trespassers. Taking th
mast blasphemous of
tomes from i lbrary,

b reserves of P
the forbidden substance
that scholars say is Dark
Magic given solid form.
With enough of this
malefic crystal, Noctilus
could work a great ritual
m.n would slay all living
hings within his realm
Juu‘ raise them up again
as unthinking zombies.
Seading a psychic
signal ta Skretch Half-
dead, Noctilus demanded
that the last of the
warpstone he needed
be reclaimed irom the
wrecked Skaven vessels
that were ance part of
Sketch’s own clanfleet...

40 WHITE DWARF

“F n the second of this month’s

/ Dreadfleet battle reports, we've
_#_ decided to up the stakes and give
both players their full fleets to unleash upon
each other. Taking charge of the Dreadileet
once more, Phil is out to gather some
abandoned warpstone from the flotsam,
whilst Jervis looks to deny him at all costs.

Starting with Phil, both players took
itin turns to place the treasure tokens at
least 6" apart from each other or an island,
and further than 12" from the seascape
edge. Phil then deployed all of his warships
within 12* of the seascape’s north-west
corner before Jervis positioned his fleet
within 12" of the south-west corner.

The game would last for
the winner being the player v
treasure tokens in his possession at the
end of the game. If both play
the game with an equal n
then the game would be declared a draw.
This scenario also features a number of
additional special rules:

rs ended

mber of tokens

Raging Currents: The warpstone is being
swept away by a strong eastward current. At
the end of each turn, the treasure tokens are
all swept towards the eastern edge of the

seascape. If they touch it they are remov

WARPSTONE HUNT

giving both players a real incentive to grab
the objectives as quickly as possible.

Contrary Winds: For the entirety of the first
turn, the wind gauge remains steadfastly in
the same place.

Low Waves: The strong current means little
in the way of waves. Normally a Cog that
is launched when its parent warship is
moving has a 50% chance of capsizing, but
in this scenario it is much less likely.

Electrical Storm: Arcs of electricity crackle
through the skies above the battle. Each
turn, the player wha wins the initiative
can pick an enemy warship - on a 4+ the
warship is struck by a bolt of lightning!

Recovering Warpstone: This scenario is
all abo easure tokens — the way
Jervis or Phil will win is by recovering
maore warpstone than their rival. The only
way to recover the treasure tokens is with
auxiliaries, however, which will have to
be quick and cunning to avoid being sunk
by the larger vessels. Although the Grand
Alliance has the advantage, with better
auxiliaries, Skabrus gives nearby Cogs a
bonus to find warpstone.
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In the second of this month’s battle reports, Jervis and Phil prepare to dn battle in
the Galleon’s Graveyard once more, playing Dreadfleet’s tenth scenario and pitting
the full might of both fleets against one another. Simon Grant recounts the tale.
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Captain Johnson has had mar
He began as an undertaker hefore spending a
number of years as a games developer. Now
he wanders the halls of the Studio, seel
out his rival, Count Kelly, to do battle.

Jervis: Dreadileet is different to many of o
you don k an army; instead the f
command are determined
ta play. This makes comir

mes in that bers? Well,
this scenario
will be pri 2 the super-
;_UuL.\ y auxiliaries
E are key to winning. | just
have to remember not to get distracted by blowing stuff up
sinking warships is not a victory condition of the scenario
Auxiliaries are the only madels that can pick up the
warpstone treasure tokens, and Jerv’s Dirigibles and
tive, | decided to concentrate on capturing sons can fly pretty much where they please. The
ectives that were on my half of the table Dreadfleet has only four auxiliaries, so I'll need my wits
about me if I'm to win. My tactic to counter the Grand
Alliance’s inevitab d-snatch techniques is to send
my faste rships east as fast as possible, submerging

s unde
the scenario you 4
1 up with a good plan very

mise,
that are Iur in the ope

hole of the Grand
such a large force
iiclar plan befare you deploy, as this
easier 1o set up your ships where they will

le

hing objectives before Phil’s ships

m, thanks to the flying auxiliaries that they
e of this | set them up first, as close as |
ec 1 1o capture
the Seadrake off 1o capture the first objective as
1was pretty sure it could reach it within a turn, while

2 off to capture the other tw
y fleet was tasked with escorting and ,mm-w. 3
these ships. | was determined to focus on the obj
and not to get drawn into simply trying to sink Phil’s r\u

ough to snag a
us blasts apart any
rships that try to do the same.

:, in the central area of the table, the Bloody
Reaver and the Curse of Zandri will take the fight right into
the enemy, picking mercilessly on any vessel |n.n looks like
it could snag a trophy. The Shadewraith is my back-up plan;
if any enemy auxiliaries get to safety with the warpstone, I'll
send the ghost ship a-hunting,

www.games-workshop.cam
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FLYING SOLO

Jervis’ decision to launch
the Seadrake’s Dragon
auxiliary proved wise, as
it could now lay claim
to the treasure nearby.
Unlike with Cogs, the
demise of its parent ship
meant the Dragon could
no lo
other Grand Alliance
warships, but as a highly
m.\mmuuuhlc flyi

”
Sould nonetheloss prove
very difficult 1o hun
down and engage.

42 WHITE DWARF

( gy hil won initiative and went first.
/)I)mnmn the Spear of the Sea God

as his Fate card, Phil was lucky to
escape Manann’s wrath as the Dreadfleet
was just out of range. Jervis was unable to
benefit from his Fate card other than to take
advantage of a Brief Respite to repair the
Seadrake of the Speed damage caused by
the roiling electrical storm,

Phil churned forwards with the Black
Kraken, but failed his ‘Full Speed Ahead
order. Jervis activated the Seadrake,
deploying a Dragon auxiliary and surging
between the two nearest treasures to shield
them from the Dreadfleet. Despit
ethereal target, the bolt throwers of the
sleek High EIf warship inflicted one Crew
damage to the Shadewraith. The spectral

WARPSTONE HUNT

warship returne ]
hole in the elegant huH of the Seadrake.

The Heldenhammer swung round
shield the Seadrake and unleashed a rak
lladle at the Curse of Zandri. Despite his
warship’s fearsome Broadside value, Jervis
rolled poorly and Phil made it worse by
passing all of his armour saves! The Skabrus
drifted eastwards, lining up a raking shot at
the Seadrake. The High EIf warship suffered
further Hull damage and snapped rigging.
he vast engines of Grimmir’s Thunder
made a mockery of the headwind, surging
forwards an additional 11" with a ‘Full
Speed Ahead’ order, before a speculative
long-range blast from its flame cannon
slew the mascot of the Shadewraith and
sel it aflame. In response, Phil unleashed
his mighty flagship, but it was in irons and
unable to make a ‘Full Speed Ahead’ orde
This left the Bl Reaver with only a
partial view of opted
to save his first broadside.

The Flan r was also in irons,
but the ¢ ned forth a
Tempest Djinn for an extra 3" move. Phil
unleashed a partial shot with the Curse of
Zandri in a last-ditch attempt to sink the
Seadrake. The warship took a third point
of Hull damage and was sunk! A dejected
Jervis finished the Action phase by moving
the Swordfysh to act as reserve for his right
flank. The End phase saw the treasure swepl
7" towards the eastern edge of the seascape.

Tore
e Seadrake, but P

it

Turn ()nc




i vtnma,h\m smashed the

crow’s nest irom the Shadewraith
»as Jervis claimed the Initiative,
ghost ship was unaffected by the fire
on its hull. Jervis was granted a
Powder Ship by his Fate card, and assigned
it to the Heldle Phil’s Fate card
he crew of Grimnir’s Thunder beset by
hallucinatior

The Helder moved first, pass

a ‘Fire as She Bears’ order and turning to
fire at the Shadewraith. Protected somewhat
by its ethereal nature, the ghost ship began
10 list badly (and would be unable to open
fire this turn), but was otherwise unaffected.
Phil's first move saw the Black Kraken
e - it would re-emerge in the End
ase anywhere within 2D6+10" of its

nal location. Jervis moved his Dragon
de behind the volcanic island.

g ‘Hard-a-Starboard’ with the
Phil launched a fusillade
atthe | xmmer. Jervis utilised his
“Fire as She Bears’ order to pre-empt the
» Speed damage, and the
d unscathed.
sh was in irons once ag,

but the Dwarfs resisted well.

attack, causing

emerg

is ck. Jervis successfully deployed
3 1’s Cog and turned

A Fire Efreet bolstered his
s value and hammered

Shadewraith, which sufiered one pol
of Hull damage. The Skabrus closed on the
Golden Magus warship and blasted its sails
r with warp lightning. Unperturbed by the
armival of the Skaven warship, Jervis kept the
olijective in mind and swept up his second
treasure with the Flaming Scimitar’s Cog

ed

Jervis only made a single save, and the
Light of Ptra set the mighty warship
ablaze. Grimnir’s Thunder then launched
a Dirigible before the Dwarf warship cut
across the path of the Skabrus with a Full
Speed Ahead order. The pun batteries
inflicted a point of Hull damage, before the
gigantic flame cannon incinerated a mass
of the crew and set the hulk ablaze.

The treasures were swept 11" by the
tide before the Black Kraken gave chase,
behind one of the objectiv

Torn Two
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STASH AND CARRY
With two more

aries successfully
deployed this turn in the
form of a Cog and Dwarf
ble, Jervis wasted

o time in snatching

the warpstone treasures
nearby before they could
drift out of reach.
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THAR SHE BLOWS!”
Jervis kept the initiative
this turn and looked
to further weaken the
vulnerable Skabrus with
a lightning halt from the
tumultuous storm. His
successiul 4+ roll was
rewarded, and a Triple
Speed damage card
apphwl 1o the Unde:
Kaven warship.
if this wasn’t
enough already, the e
of the fire still ragin,
aboard the Skabrus
resulted in damage to
shly vulnerable
location... the mw e,
Farced to in iately
draw an ad tional D3+1
ds, Phil
d whes

ect

damag
was unsurpri
amongst othe
the warship's remaining
crew were engulfed

iatal explosion

eifectively wrecking it.

\gllﬁfﬂ?fu 5

> -
Galore
C i e
{7 e Heldenhammer lost 2 point
of Speed to the hungry flames
C enboard, but the Shadewraith
s unaffected. This turn’s Fate cards saw
the seas becalmed, reducing the Speed of
any sail-class warships to half their normal
value, and the forming of a Ghastly Fog that
would limit any broadsides to short range.
Eager 1o claim the treasure onboard,
Phil smashed into Grimnir’s Thunder w
the Bloody Reaver, A stalwart Red Brokk
held Count Noctilus to a draw in personal
combat, both retreating with Flesh Wounds
that would hamper their Command rolls.
The Dwarf crew took a battering in the
boarding action and their warship suffered
a chain explosion that would cause Jervis a
lot of problems unless he could halt i
Phil passed a Ghostly Fl
the Shadewraith to swoop over mmmk the
Dragon as it hovered amid the thermals
of the volcanic island. Unable to target
the Dragon directly for the moment, Ph
fired a raking broadside into the rear of t
Heldenhammer, damaging its rudder a
hampering Jervis® ability to
Seeing the threat to the
treasure mmd by the Black Krake

BLOWN AWAY'

Sunn

point and its Head G
broadside

Shadew
winds by the explosiv

The Heldenhammer's damaged rudder caused
it to run aground, though not before deploying
its Powder Ship. The Carse of Zandri lost a Hull
v to the flagship’s

Moments later, the Heldenhammer's
Powder Ship detonated as it reached the

ith, its spectral form scattered o the
hlast wave.

Tiarn 3

gave chase with the Flaming Scimitar using
a Tempest Djinn and a Full Speed Ahead
arder, but his broadside completely missed.
Jervis successiully escaped jeopardy
with Grimnir’s Thunder despite the -2
mmand penalty for h in’s Flesh
Waund and being entangled with an enemy
warship. His luck ended there, however, as
he failed his Repair order, and completely
missed the B nmh Reaver with a broadside.
Phil deployed the Black Kraken's Cog
and unleashed a raking broadside at the
Flaming Scimitar, but only managed to
damage the enemy warship's rigging.
Knowing that his Dragon couldn’t
he Shadewraith forever, Jervis
took a more direct approach to solving
the prablem. His flying auxiliary swooped
behind the Phil’s warship and blasted it
onfire, causing one point of Speed
damage. The Black Kraken's Cog snapped
e treasure floating nearby, and Phil
lieved to find his first catch of the day
was indeed warpstone and not simply junk
The End phase saw the last treasure
token drift oif the seascape. With the four
remaining treasures all aboard warships, it
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with the Light

two. Aranessa Saltspit

both receiving Flesh V!
mented Ushabti

ure by returning
ck witl
Grimnir’s Thunder.

Confident that his
warships could hold
out for a little while




End

IMITABLE
Curse of Zandri
powered forwards an
xtra 12" with a Full

5 head ard

Thunder. Phil only
mana
Heldenhamm
with his bra

it was with

ry in the
boarding action. The
Dwarf warriors hurled r save o re

thet k and then held tk

WARPSTON

Fitrn F

eal the

3 one point of



Black Keaken team
up on the embattled
F Scimita

the warpstone safely
ensconced within its
]

In an incredibly
risky me
FHaming

make matters
it declared
a broadside on Jery
1 fusillade from
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ABANDON SHIP!
Winning the Initiative at
last, Phil blasted Jervis’
flagship with lightning,
causing il to sufier
another point of Hull
Beset on all
sides by fire and flam
w the Heldenhammer brake
apart beneath the impact
ic energy bolt
s began 1o sink
beneath the waves.

e

FATE AND FORTUNE
drew his Fate

card, revealing that an
Undead Leech Wyrm had
emerged from below,
though circumstances
dictated that Jervis

water directly
of the Bloody Reaver,

card, Lector L
targeted all sai
warships w

er and the
Flaming Scimitar

48  WHITE DWARF

WARPSTONE

() ctermined to deny fervis one
/)m his treasures, Phil escaped
A jeopardy with the Black Kraken,
but his long-range broadside at the Flar
Scimitar's fleeing Cog let him down. Takir
acvantage of his reprieve, Jervis’ Cog
retreated north-west, though it had yet to
make it beyond the range of Phil's guns
Unable to steer clear of the Leech
Wyrm, the Bloody Reaver ploughed straight
into the giant sea beast, firing a broadside
at the Flaming Scimitar as she went. It was
no surprise when Jervis passed another
6+ armour save, though he couldn't have

HUNT

predicted the outcome of the ensuing
clash with the Leech Wyrm. Phil lost the
boarding action badly, suffering two points
of € 'm damage to the sea beast’s fury.
srimnir’s Thunder continued its
str m,uh-ludclcm’ treasure from the
Curse of Zandri. Red Brokk suffered a
Horrific Wound duelling the mighty King
Amanhotep, though he inflicted a Serious
Wound in return. The valiant Dwarf crew
were pushed back in the boarding action,
though the damage was limited to a point
of Speed and a shattered crow’s nest
Deciding that the treasure aboard (
Thunder was too well defended, Phil
escaped jeapardy with the Curse of Zar
in order to launch one more fusillade
Jervis' warpstone-laden Cog, but missed.
Despite the Golden N
a Fire Eireet to augment his bre
Flaming Scimitar failed to hit the Bloody
Reaver, though the Leech Wyrm continued
to pummel Phil's warship, causing a
n explosion. Hoping 1o finish it
ashed a single, raking shot with his
ible. The attack punched though the
hip's armour and ignited its magazir
resulting nt of Hull and four
Speed dam:
With three treasures to Phil
won the game for the Grand All

¢ Turn Five

Turn S ¢
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Jervis: Well, in the end my plan on focusing
on the objectives worked, but | have to say
ts itwas something of a Phyrric victory — | lost
somany ships that, while | won the battle,
my losses would have meant | may well
have lost the war!
Itwas touch and go though, especially
when | lost the Seadrake so early on.
! Thank gaodness | had managed to launch
one of its Dragons before the ship went
dawn - without it | would have been hard
ssed to stop Phil from getting the closest
objective, and would really have been on
the back foot. Luckily for me I've had a few
games where | forgot to launch auxiliaries
i until it was too late, so | was determined to
king the same mistake this time.
Iwas helped to victory by some lucky
draws from the Damage deck, which sank
two of Phil’s ships (the Shadewraith and
s) just as they were about to
ner in the works of my
plan. If either of these ships had survived
1 for one more turn | could well have lost. |
aware of this at the which is why
I poured as much fire into them as | could,
but nonetheless | was lucky to sink them as
quickly as | did. If there is a lesson here, it's
that in order to win Dreadfleet you need
to have a good plan, know who your most
dangerous enemies are and get lucky!

Phil

Thwarted by a flying lizard and a
arded ballaon! The ignom
OK, Jerv played like a pro, which ni
have had something to do with it. Every
time I play Dreadfleet | mull over ways |
cou e played better; ways to “crack”
the mission, if you will. One thing | can‘t
recommend enough is concentrating on the
ives. Sadly two of the three Cog
hed rolled a 1 for their capsize check,
\\hnh leit me behind in auxiliaries. 1 still
Im uld have overcome that had |
fisciplined enough to hunt treasure
arships, but | got distracted by the
fightin'. It's easily done, with explosions,
monsters and ghosts al every turn.

Still it was extremely fun with plenty of
highlights. The best part of the game for me
was when the vengeful King Amanhotep
bravely/fcolishly took on two warships at
once, setting fire to the Heldenhammer,
smashing the Swordfysh in half with a
ig action and somehow managing
 the retaliatory fire. Still, he was
m the action, and with the
exceplmn of the Seadrake the rest of Jerv's
llem vere able to dictate the course of the
fou got me fair and square this time,
napmn Johnson, but the thing about us
Undead is that we'll be back to getcha...

S Yty

HERO OF THE HOUR - THE FLAMING SCIMITAR
As much as | was impressed at the tenacity of Grimnir’s Thunder,
the Haming Scimitar performed admirably throughout the game, and
even held up the Bloody Reaver and Black Kraken for the last few
turns without falling victim to their combined wrath.

VILLAIN OF THE PIECE - THE BLACK KRAK
Though it's awfully tempting to nominate the Curse of Zandri after
the unholy drubbing it gave the Swordfysh, my warship of the match
was the Black Kraken. That second-turn submerge move and double
six roll for its re-emergence meant that ol” tentacle head could turn
up right by a far-flung objective and snaffle it whilst the good guys
were still scrambling to react. | made a mistake sending the Kraken
in against the Flaming Scimitar at a wonky angle, though - if I'd
managed to bring its tentacle attack into play, | reckon 1 could have
robbed Jerv of at least one more treasure token in dramatic style!
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R1vEN By WAR

Whether on the sea or across the lands, there is one constant in the Warhammer
world = war! From mountain chains to the endless deserts, nations battle each other
for su| ﬁmaq in a conflict where victory is eell g avd v::r is eternal.







" TSLAND o BLOOD

The Island of Blood is bursting at the seams with finely detailed Citadel miniatures.
It contains two complete armies made up of plastic High EIf and Skaven models and
everything else you need to play games of Warhammer.
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Box Contents: * High Elves Warhammer

+ Skaven 1 Prince on Grifion The Warhammer
1 Warlord 1 Mage ruleboak is a massive
10 Sword Masters of Hoeth 532-page full-colour

1 Warlock Engineer hardback tome. The
20 Clanrats with hand weapons and b book is divided into five
shields 5 Ellyrian Reavers comprehensive sections,

20 Clanrats with spears and shields ¢ Full-colour rulebook including the complete
rules, background and

10 Lothern Sea Guard

1 Warpfire Thrower Weapon Team ¢ Full-colour Starter booklet battles section and a
1 Poisoned Wind Mortar Weapon Team ¢ 2 range rulers showcase of miniatures,
2 Rat Ogres * Dice

1 Master Moulder ¢ Templates

Army Books
Army books contain
all the i
need to play with your
collection of miniatures.
Each book gives you a
background on the race,
as well as a bestiary
detailing every troap type
and the army list necded
to field an army.

rif

—
N oo ﬂ_—j

latest Expansion for
hammer, bris
titanic monsters and
cataclysmic magic 1o
battlefield. This hardback
book contains all the
rules needed to play
Storm of Magic

THE ISLAND o BI.OOD I:m- the complete range of

/arhammer miniatures, go to:
Now available in Dutch
games-workshop.com
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s I've said many times before

ours is a social hobby, and

perhaps because
the hobbyists | meet are part of a gaming
group. These groups range in size fr¢
handful of friends that meet at each other’s
houses s that meet up at
their local Hobby Centre or g

f this most of

to larger grouy

mes club,

ij up to large ni th thousands

of people such as the UK's School Le
and Gaming Club Network (the GCN), or
the international NAF organisation that
supports Blood Bow! events. However
varied in size, these groups are united

i < in that they are made up of peaple who
This month Jervis p of peoy
share the same interests, enjoy each other’s
urges us all to company, and want to meet up on a regular
gather round, basis 0 participate in thei favourie habby
another
grab our tools and important strength, and th e breadth
aintbrushes and of skills and experience each group
p i
contains, Lel's face it, there are few of us
embarkonagroup T L e e hably. One
project with like- of the things I've come ta appreciate is
minded hobbyists
~ the big-hearted
liberal that he is!

that people who are really good at things
often have fantastic, simple advice that
less skilled people (like me!) can easily
use and take advantage of. So, if you know
cone like this, dont be afraid to ask

1 how they achieve the things they

the
do, as they are bound to be able to give

really helpiul hints and tips. My
vaths are

YOu s¢

wr rules and ¢ y
ather than in painting
lling. Because of this | real
; able to speak to people like
Dave Andrews or Michael and Alan Perry
sa 1 can get their help and advice on my
painting and modelling projects.

All of which leads to the point of this
h's Standard Bearer. You
because gaming groups include such a
breadth of different talents, they can take

rios,

nd mod
ue beir

see, precisely

The Schaol League is a
opportunity for school Flibs
10 get involved in a series of
hobby events and activities in
their local Games Workshop
Hobby Centre, culminating in
the School League Tournament.
School clubs compete

in Regional Heats and Finals
ross the country,
the top thy
cach are then invited to the
ternational Final held each
year at Warhammer World.

e leams from

'WHITE DWARF

STANDY

L\

on “group proj t one person on their
own could not hope to be able to pull off
More import group projects like this

are fantastic fun, and extreme

ntly

minded of t

0 somebody

e Studio. You se

I'm part of
I'll be inspired by
signers, and they
nspiration from th
so on, and before you know it u “l:m|: is
firing on a rs and making amazing
stuff - that’s exactly how, the latest Studio
project, Dreadileet came about. There's

ally nothing quite like a project coming
er like this, because it all
ac \uv\-v more than you would be able
to do on your own. The good news is that
what we do at the Studio is no differen
to the kind of projects any gaming group
can undertake, and with just a little b
preparation and effort, you can have
much fun and satisfaction as we do.
out a group
e most tk

and miniatures
wise draw
g, and

artists

ows you to

S0, how best to go al
project? Well, |
start small and build from

good |

35 il's best 1o

\ce 1o start is on a

painting or modelling sess nple
rember of the
et round to having
Iy painted : I'that to make this
happen you will gather ance every week

or two for group painting sessions. Or you
might have a terrain-making session. Group

you might decide tt

like this act as a spur that will
yone get things done, as well as
| of the participants to pick up
useful hints and tips.
The next step up is to organise a bij

multi-player battle, where every member
the group contributes miniatures or terrain.




battle like this wn,wl\
yone together at the

slace. It's more fun, though

you combine the big battle v

ntin nodelling sessions where new

and terrain are prepared for the big
The battle then acts as a deadline

l ard for all the v
The acme of the big battle game is what

sht. This is really just a big

h a strong theme, based on part

wckground for one of our games,

sethaps being something described in a

ry nov

aht decide to refight the Battle of Hell

, the Battle for Helm's Deep or part

s Heresy. Alternatively your

me up with its own ‘famous

iting the background story for the

game yourselves. The advi of this is
 can make sure the game fits the models

ayers have in their collections.

er form of group project is a

Most of our rul
campai

th some

hooks explain
e Mighty
pires Expansions
get you playing ne. Howeve
le there is nothing wrong with runi a
vaign that simply serves 1o link players
imes together, a group can take it to the
tlevel by using it as inspiration for other
ects. For example, you might decide to
wlti-player battle as part of
ampaign, with the scenario and terrain
d being drawn from your campaign
kground. Or you might include areas
hat use terrain made as a group proje
finally, but most challenging of all,

ar group might decide to make a display
game. These are games that are taken

ns, and th

mpires and Planetary Er

N no ti

a large

along to shows like our own Games Day.
Taking on the challenge of putting on a
display game should not be taken
evitably call for a huge amount
but when they work

as they i

of work by the group,

well, they can be immensely satisfying. In
my experience they work best whe
evalve from something that the group

already dane. So, for example, you mig
come up with a great refight, and decide
that it would be just the thing to take
to a local games show. Lai
take this idea one step further, and instead
of taking a game along to show, can put
on a whole show themselves. Some of the
largest gaming events in the world started
out as group ‘open days’ like this

¢ Coming together

Write to Jervis at

Jervis Johnson
/o White Dwarf
Design Studio
Games Workshop
Willow Road
Nottingham

NG7 2Ws
United Kingdom

is a beginning.

Keeping together is progress.
Working together is success. 99

Hopefully you'll be inspired to
undertake a group project, and you'll find
every bit as satisfying and inspiring
It's best to start small 2
rather than getting ¢
There's nothing
ot the creative

ried away and taking

on too much

quite like

uices

flowing! The possibilities are endless, and
can serve as

" your

ntastic inspiratior

Feel free to write to me about this
month’s Standard Bearer - I'd love to hear

aboul your own gaming group projects

LY

- Henry Ford

mes-workshop.com




Cleanup Kit

WORKING WITH
CITADEL FINECAST
The unique resin
that Citadel Finecast
miniatu
from is a great material
to work with. It's
flexible, light and

nt, making it easy
10 assemble and great
for conversions. Due to

s are made

res

the porous nature of the
resin, parts will bond in
seconds with just a small
dab of super glue.

with the existing tools, you'll be
to tackle any |:ru‘|'( t; wheth s made
from resin, metal or plastic, you'll have the
ht tool for ‘hA right job.
In this article, we’ll be looking at
in more detail and taking them
st run’ on a project, starting
from taking it out of the the first
time, all the way to the final assembly.
N ng a Citadel Finecast model
Azhag the Slaughterer to be precise - so
the majority of the work will be on resin.
However, we'll be providing interludes
where we offer advice on how to use the
tools on metal and plastic as well

WHITE DWARF  HOBBY ESSENTIALS

Razor Sa Eme ks

Once again we look to the capable
is Peach, whose ‘stunt hands’ you can
n the pictures and who will be sharir
his words of wisdom and wit; although
we're hoping for less wit and more wisdom,
but you never can tell with Chris! He'll
guide us through making Azhag and oiier
some tips that can be applied on many
other projects as well

All Citadel Tools can be bought
separately but it’s wort
updated version of the Citadel Tool
be with us very soon. The toolkit provides
you with every Citadel Tool (apart from th
Liquid Green Stuff), all placed in a Citadel
Figure Case and presented i
m cut foam layers.

v several




o ASSEMBLING THE WYVERN LEGS A

ps, Cl

he would build his
Orc Warlord. He
d the best thir
would be to assemhle

1 the ‘ground upwards”’
out and cleaning
arts as and when

to

Hobby Vice
Used for: Securely
holding your models
| while you saw, cut or
work on them. The
cushioned grip ensures
no loss of detail while
squeezed in the vice.

Hobby Knife
Used for: Cutting
models and removing
imperfections.

N\

Sculpting Tool
Used for: Shaping
and manipulating
Green Stuff and other
maodelling putties.

\\\

Razor saw

Used For: Culling
though large parts such
as terrain pieces and
manster or vehicle kits.

www.games-workshop.com



ASSEMBLING THE WYVERN HEAD AND TAIL C

With the lower portion of the Wyvern stuck on its base, the next stage was to com
mount in anticipa kled

1 of its rider. But before Chris could get to the wings he ta

Adhesives

neck, head and tail of the monster There are three different

types of glue in the
Citadel Range.

Mouldline Scraping Tool
This tool works by simply dragging it
over the s e of the model. As it
scrapes along the surface it removes
and smooths away the offending
mould line. The tip has been designed
with a straight and curved edge and

a narrow point to get in all the nooks
and crannies.
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he body of the Wyvern complete, Chris w
to insert support struts into the
th the Citadel Fii

wed to attach the wings. In its metal form,

joints to hold the heavy metal parts in place;

necast version

i Flash Brush
The ergonomic handle and stiff bristles of
Flash Brush are perfect for removing

hin sheets of flash off of Cit,
models. But it’s also good
detritus off all types of model, especially

ou've used other tools, such as files,
mery boards and the mouldline scraper

Liqeuid

Green Stuff
Liquid Green Stuff is a
that
can be applied using

a paintbrush into any
part oi the model.
Once dry, the area can
then be sanded and
painted over as normal.
Wash your paintbrush
as you would

www.games-




@) ASSEMBLING THE RIDER AND SADDLE

With the monster sul

rider, clean

assembly put to the side for now, it was then 1
him up and getting t
t the two sub-assen

ne to focus on the
dle. Once built
r if you wish,

: Orc Warlord stuck down on his s
ies separately before joining them toget

60 WHITE DWARF HOBBY E:

Maodelling Files:
These are great for removing
blemishes and smoothir
of metal and plastic
However, we ¢
use on Citadel Finecast mode
files bite through the resin too

he surfaces

]

The Chain

1f you wish ta keep
the rider separate for
painting, then don’t
stick the chain on the
model until all sub-

es are painted.

Resin is easy to

manipulate and bend,
you just need to heat
i tle or else it

assemb

one end to the model
then moved it into

the desired position.
A quick blast of a hair
dryer will warm the
resin and “fix’ it in place.

NTIALS: CITADEL TOOLS




iith rider and mount now fully assembled,
k about painting. A model
nidating
e task

0 manageable areas you'll have

y for the battlefield in no time at
first step is to undercoat the model,
'n you can plan out the colour

s, extra base d

and so on

painted, you'll have a legendary Ore
ord ready to take over the world!

Painting

When assembled,

it’s time to paint your
miniature. You should
always start with an
undercoat, which gives
further layers of paint
something to adhere to.
Skull White and Chaos
Black Undercoal sprays
are availabl Dm your
local Hobby Centre.

Citadel

Paint Station
This portable workspace
is a great way of
organising a project,
allowing you to keep
all the taols, paints and
components you need
in one place.

Citadel paints
Before you begin, plan
out your colour scheme
and gather your chosen
paints together so you
don’t have to keep
interrupting your flow.

Citadel Brushes
For a big project such as
this, you'll need a Large
Drybrush for lexturing
the body and wings, as
well as smaller brushes
for painting the details.

[ ——.——




INVALUABLE ACCESSQ)
FOR YOUR HoBgy

T(IIIlS OF 'I'IIE TRADE

Our range of hobby tools and accessories has been specifically designed to provide
you with everything you need to assemble and model your Citadel miniatures.

e )

MODELLING FILES

HOBBY DRILL

HOBBY KNIFE

A
“ O

' PLASTIC GLUE SUPER GLUE PVA GLUE

T
=
~

PLASTIC CUTTERS

iy

RAZOR SAW

CLEANUP KIT

P o it ok . Prcctcoiers oy vy P05 10 i rassambied Crsin
can s e o saiay e i e Frices auoiod v XN 40K 04
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o et CITAIEL
UL
(HAQS BLACK SKULL WHITE PURITY SEAL o vrars
ﬁ 4 LIQUID GREEN STUFF
< - -~

i -

RAY  SKULLWHITE SPRAY  PURITY SEAL

WATER EFFECTS

GREEN STUFF

HOBBY VICE CITADEL EMERY BOARDS

TOOL SET

CITADEL PAINT STATION

CUTTING MAT
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RS EREEANRER. OGRE KINGDOMS [

Over the past few weeks, exemplary army-painter Chris Peach has been hard at work
painting an army of Ogres the likes of which has rarely graced the gaming table. We
asked him to tell us what all the fuss is about.

I started working on my Ogre
o I knew that |
anted to paint an army of Ogres
g great hordes of the big-bellied
ists. | was determined to paint two large
e army’s core, not only

se they’ Il hit like a ton of bricks on
tabletop, but there’s no mistaking such
nits look great on the tabletop.

When assembling the Ogre infantry, |
positioned many of the models at slightly
difierent angles on their base ta help break

iformity — Ogres are a bunch of
ge brutes, not professional soldiers that
march in disciplined ranks. These subtle
tweaks were especially important when
me o the two large Ogre units, as with
eir increased size came a greater risk of
looking too ordered in their multiple ranks.

To add some further variety to his

Ogres, Ily kit-bashed between the

Ogre hardes
bec

eir u

des carries a hanging cow from the
nt kit, acting as both a modified banner
and a source of culinary-based inspiration.

rent units. In fact, one of my large Ogre

The unit of lronguts in particular feature
a lot of clever conversion work. To avoid
all of the models in the unit from wi
their enormous blades in a two-handed
. 1 used some standard bearer arms and
mounted the lronguts’ great weapons in
place of the banner poles.

Taking inspiration from the Studio’s
Ogre Kingdoms collection, | decided to
match this army to their colour scheme. The
large areas of flesh are broken up by the
red of the tattoos and war paint, as well as
verdigris-covered bronze.

The red hasn't been applied in a
unifarm manner — | wanted each of the
Ogres to be an individual, so some have
tattoos around the crown of their head,
others on their face or around their arms.

The verdigris is a very simple technique
that looks really effective — it's just a wash
of watered-down Hawk Turquoise and Dark
Angels Green applied into the recesses.

You can find a stage-by-stage painting
guide later on in the article to show
how | painted the Ogres

you

e il o i

In order to pre,
himself for this month's

stuck to a diet of raw
meat for a solid month to
better channel the spirit
nto
His methods
may be strange, but his
inished army certainly
looks impressiv
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I decided to apply verdigris shading sparingly to the
Leadbelchers” cannons, g to reinforce the image
some of their weapons being truly ancient, and others est Lo their impro
. T represent the ﬂl.}rkhﬂurcnpphmj,a inal highlight t

weapon to denote its antiquity. 1
easy to pick — th painted the he model in darker, muted colours
s it was a weapon of mm.d . n features of the model, namely of
¢ and the enormaus cannon it




THE MONSTROUS HOST

he Ogre Kingdoms have access

1 of the Stonehorn, Thundertusk
surnfangs. The Stonehorn can be
u.l\c\ul in the army as either a character
nt for a Hunter, or as a unit in its own
h an Ogre Beast Rider atop it. |
emble it as the latter.
ished building my Stonehorn,
point of breaking up the model’s
20 base with details such as additional

i sfore | began painting
al remains of a
Sabretusk found on the Stonehorn frame
and complemented this with some

xira

del

Warhammer E
I painted the fur of the Stonehorn
1 darker shade of brown to further
te the mighty hehemoth from the
w's other beasts, namely the Mournfangs
I the Rhinox pulling the Ironblaster. This
er tone had the added benefit of nicely

offsetting the lighter colour of the monster's
stone endoskeleton, which was painted
Codex Grey and washed Ii.\(mh Black

In a similar way to the two huge Ogre
regiments, | wanted to include a large,
intimidating unit of Mournfang Cavalry
complete with full command group to
lead them (see overleaf). As Monstrous
Cavalry, the Ogre riders get their full quota
of supporting attacks, making an already
powerful unit hit even harder in combat! |
wanted to equip each rider with an ironfist
and heavy armour, so assembled the
models with as much armour plating as |
could get my hands on 1o represent this.

I painted the fur of the Mournfangs in
three different colour schemes. This would
provide some variation to the unit but

withg

crificing their overall coherence
they're still part of the same unit after all
I carefully selected a
to paint them in, tex
different stripes and patterns,

Citadel Warhammer
Basing Kit

1 used a variety of

rocks, skulls and bones
found within Citadel
Warhammer Basing Kit
1o add some extra details
to the army’s hases.
such a large average hase
size, the Ogre Kingdoms
benefit enormously from
anything that helps to
break up the flat surface
bases,
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MOURNFANG CAVALRY
Here is the stage-by-stage guide I used to paint the Mournfang Cavalry. The Ogre
infantry were painted using the same method as the rider shown opposite.

MOURNFANG CAVALRY
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| OGRE SKIN

Step 1.6

METAL

Step 1. Ove it Step 2

BLOOD AND TATTOOS

Step 3. Highiight with Blood Red
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SCROLLS OF BINDING

Scrolls of Binding allow players to include huge hulking monsters, terrifying beasts
and even stranger creatures in their Storm of Magic armies. This month we’ve got
three new Scrolls of Binding for you to bind the creatures of the Ogre Kingdoms.

Storm of Magic
Storm of Magic is the
latest Expansion for
Warhammer, allowing
players to fight hattles
with cataclysmie spells
and titanic bound
mansters. You can find
over 40 more Scrolls of
ling within its pages,
and much more hesides.

72 WHITE DWARF

erhaps the beastmancer Kadon's
greatest achievement was the creation
of the Scrolls of Binding, ancient

magical scriptures that — when the Winds of
Magic blow strong - allow a mage to bind
another creature to his will. Each scroll
allows a wizard to bind a specific type af
creature and there are scrolls written for
beasts as varied as Dragons, Manticores
and Giants. How many of these scrolls exist
is unknown, but there are many dozens
at least — and this month three more are
added to this magical library in the form of
Scrolls of Binding for the creatures of the
Maountains of Mourn - the Thundertusk,
Stonehorn and Mournfang,
In games of Storm of M:
has a Monsters and Magic allowance to
spend — an extra 25% of their army points
total again - on Scrolls of Binding, Mythic
Artefacts or Sorcerous Pac
Binding allow a player 1o include a unit of
bound monsters in their army chosen from
the dozens of those found in either the
Storm of Magic book or the pages of White
Dwarf. These bound creatures then become
part of your army to fight for your cause

sic each player

Scrolls of

SCROLLS OF BINDING

The most direct use for them is for
charging enemy-held fulcrums and eating
the Wizards on top. Both the Thundertusk
and the Mournfang are great at this when
upgraded appropriately - the Thundertusk’s
Icy Breath can turn a Wizard into a block
of ice, whilst the Mournfang has a profile
to make it the envy of most monsters, with
loads of Attacks and a high Strength for
snapping Wizards in hali.

Another great use for bound monsters
is to hunt the enemy’s monsters. With
loads of Attacks and a high Strength, the
Stonehorn is great at this, especially if it
gets u)ch!fi,l and inflict 3D3 Impact Hits,
A pmk of Mournfangs is savage at bringing
down larger monsters too, as they also
ve Impact Hits as well as a bucketload of
attacks coupled with Strength 5.

And the third use for Scrolls of Bi
is to add a monster to compensate for a

Dwarfs a powe il Wizard
But that's the tip of the iceberg — there
are over 40 Scralls of Binding, after all!




AThundertusk Is a huiking four-legged beast that
srides the glacier-ridden lands of the far north. It s a
| primordial creature that has surcived since a bygone
215, time when the entire world was sheathed in ice.
F Howeser, it has not done so unchanged. Over many
generations, the warping effects of raw Chaos has
gradually turned the Thundertusk into a walking
patch of winter. The Thundertush emanates frost,
B g cut chillng waves of freezing air that lap
I around its mammoth hide, stowing ali who dare
\Sapproach the great beast.

| Named ofter its most prominent feature, the
Thundertusk bears o deadly set of long and
carcing tushs that jut out from its goping maw,
brutal projections that it uses to smash doun

| ostacles or shewer prey. By projecting ts
«old qura with a massice thunderclap, the
Thundertusk can eoen hurl blasts of arctic air
that will freeze distant victims, slowing them
doun and heeping them in place to allow the
gargantuan creature to close. The resulting
tsk charge, not to mention the massive
stomping feet, will shatter just about any foe
into fraguments. The strength and staming
of Thundertusks are legendary and the
Ogres that hunt thase northern lands calue

| the creatures as feast-worthy prey, able
1o feed a whole tribe. On rare occasions
‘afhundertusk can even be captured, and
the Ogres then use them to serve as nigh-
wbeatable mounts.

Thundertusk 6

SPECIAL RULES Natural Armour (5+): The Thundertusk is OPTIONS:

ts thick, furry hide, granting it an
P e g & \lny luk
ke

Large Target, Terror. e any of the following:

15 points

armour save of 5+

AThusdertusk ws once Numbing Chill: Any cnemy model within 6" of & Grants the Thundertusk | il At
boused in the Imperial Zoo as Thundertusk has the Always Strikes Last rule. Tey B :

it of the Emperor’s famous S Phe 20 ok

3 3 ¥ Grants the Thundertusk a Strength 4 Breath
senageric. During the first few ~p|.m of Frost-wreathed lee: The Thundertusk MR R TR A B
Aot e R Lt eatne Gy hich che Thadernisk used (R
the Thoedertusk was docile and This attack may be made even if e s sk uses its ey
sickly, not moving at all. When the nmm usk moves, but not if it marches st lOCONE Atac
the bowling winds of winter came,
bowerer, the beast roared to lfe, Range  Strength  Special

freezing its enclosure with thick 624" 3(6) Multiple Wounds (D3)

ice. before shattering the walls

Do not use the Stone Thrower Misfire chart if

hed ice suffers a misfire
sphe
fire this turn, though it may still fire as normal in

its next turn.

the sphere of frost-wre

nstead, a misfire means that t does not




MOURNFANG

While the hoteling winds that swirl around the peaks
of the Mountains of Mourn are well knouen for the
gloomy plaintice feeiing they instilin all who hear
them, there are other sounds carried on those harsh
winds that are altogether far more ominous. None

16ho have heard the deep-throated roars emitted by
a hunfing pack of Mournfangs and survived to tell
the tale will ever forget it. Even the largest of apex
ppredators that haunt those dangerous lands, such

as Chimera, Stonchorns or Ice Wyrms, will do their
utmost to avoid being downwind from the pack, and
the eldest and wisest of their kind might cven seck a

dark cave fo hide in.

can snop a full-grown

SPECIAL RULES
Fear, Impact Hits (D3).

OPTIONS:

May take any of the
following (all Mournfangs
in the unit must have the

same upgrades):
* Vanguard

3 points per model
Grants the entire unit of
Mournfangs the Vanguard
special rule.

Thickhide

5 points per model

& Mightily built beasts almost hunched with coiled
muscles, Mournfings are straightforward hunters.
Upon spying their prey they prefer to charge their
quarry, hurtling themseloes forward and pouncing at
mazimum oelocity. The impact of such strikes alone
in fwo. Once engaged,
o Mournfang will use its ripping claws and powerful
Jaws to savage ies oictim. Working together, a pack of
Maurnfangs can hunt and kill anything that lives in
that harsh domain, and even whole Ogre tribes have
retreated befre the hungry packs. Their toughened
hides and thick, matted fur make them incredibiy
resilient, but it is their relentless nature that has
Inspired countiess tales. It is said that a Mournfang,
«even when slain, will not reiaz ts bite — but will
continue tohold on in @ death grip. Woe to anything
that crosses paths with a hungry hunting pack.

——mr

A Ld 'hwnT
4 5 Monstrous Beast

e iy e AR
e T ———__

Ogre Hunters say that Mourafang cubs arc born with their eyes open and their tecth already fully developed

—a necessity for such hostile creatures as their own litter mates will devour any not tough cnough to

vigorously defend themschves, There can be no denying that all Mournfangs arc vicious killers. yet cven.

amongst such constant aggression, there arc some particular packs of Mournfangs that have carned 2
reputation for being cspecially bloodthirsty.

SOpwusmh

The Mournfang pack that cliims the tesritory of Deathgorge has ncarly filled that massive defile with the
eracked and picked over bones of their prey — including rumerous Giants, Manticores and even the gem-
filled carcass of s Stonchorn or two. Although riches galore might be found there, none have yet made it
past the hungry beasts to explore. It s said the Movrnfangs who live too high up in the Ancient Sky-fitan
mountains have glowing green eyes and can dissppear at willin the misty clouds tha crown those majestic
peaks. Ogre tribes covet the tiger-striped hunters that range across Mount Bloodhorn, because despite
their many attempts, not a single beast has cven been captured and ridden. Even more impressive, no Ogre
who attempted to captute a Mournfang from Mount Bloodhorn has ever returned. To be the first to break
sucha violent creature and be seen riding it triumphantly would give any Ogre bragging rights across the
Opgre Kingdoms.




Stonchorns ore shaggy-haired beasts that make the

foothill of the Mountains of Mourn their stomping

grounds. They sech out precious metals fo eat, using

their great iron-hard harns to smash info the rock face
| insearch of such mineral deposits. The charge of a

Stonehorn can pulverise stone, collapse a cliff face or
shotter a glocier. And that's just what the Seast does,
smash o the frozen mountainsides, tearing up the
tertain in its quest for siloer or goid, literaily crunching
" i the rocks and rubble in order to find and follow a
ich oein of precious metal.

Fully groun Stonchorns hate [itele or no flesh left
a their bony heads, having long ago scraped it off
in their constant quest to headbutr the mountains
| themseloes. Irascible to an extreme, they have no
patience with other living creatures and charge
§ leadlong at them to drive them off or crush them
Beneath their mighty hooves. Few things can surcive
sacha hefty charge, for Stoneharns are unnaturaily
lheary, their considerable bulk rising from a pecufiar
affiction. Stonharns suffer from a stouw form of
petrifaction — an act that gradually turns the beast
nto a living fossil. Even a substance as hard as

f-forged stec! wiil be utterly flattened beneath
the crushing tread of the Stoncharn. Yet eventualiy the
eatures turn completely to immobile stone and itis
sid that the upper siopes of the Mountains of Mour
ore dotted with such sironge snow-covered statues &
~beasts that have at lost suceumbed to DlJng?mld
farmed enfirely fo rock.

mewmw‘-—, - 2
C MWSBES 8§ T W I ALd Troame Unit Size
0 66 6

Stonehorn 7.3 2 2 F Monster
SPECIAL RULES OPTIONS:

Frenzy, Large Target, 5 5 " e e May take any of the following:
Terror. X 30 points
I Chomp Attack with the

are 4 tofal or 10 or more,
ach dice roll, for a total of
{its. This doesn't prevent the
Stonehorn from using its Thunderstomp later in
the same turn

et i bars TR i
+1 Strength.

Natural Armour (4+): The Stonchorn has a 4+
armour save.

Stone blulmnn If an Artack with the Multiple
rule successfully wounds a
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iﬁattle Misgions:

Sisters of Battle™"

herever there are foes of the Emperor, the Sisters of Battle viylll be found
(, fighting with faith and steel. In this article, games developer Robin Cruddace
&qnis three new Battle Missions for Slslers of Battle playe% 0 use.

L
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Defend the Shrine

CCThe Emperor is with us. We sfaffymfmf Death to the ({cfffrd,,

Fanatical Ecclesiarchy m. achers

would rather die
Ministorum Shrine be def

flod:

© 78 WHITE DWARF

- Sister

he shrine of a revered Ecclesiarchy
msainl is in danger of being overrun

and defiled by an enemy force. Such
desecration cannot be allowed and the
Sisters of Battle form a defensive circle to
defend the holy site, no matter the cost.
The Sisters of Battle are surrounded on
all sides and it will not be long before the
enemy hauls their heavy weapons into
position. The shrine’s protectors must
stand their ground and defend the shrine
long enough for reinforcements to arrive,
or one of the Imperium’s most sacred
monuments will be destroyed.

The Battle Sisters fight before a

shrine to one of the Emperor’s most loyal
servants, a shining beacon of faith that
inspires the Adepta Sororitas to great acts
of heroism. S0 long as the shrine remains
intact the Sisters of Battle will fight with an
indomitable strength of spirit. However,
should the enemy desecrate the shrine it
will surely be seen as a sign that their faith
has been found lacking. To fail in this task
is ta fail not only the Ecclesiarchy, but the
Emperor himself, and for a Battle S
there is surely no worse a fate. So it is that
as the enemy advances upon the isolated
shrine the Battle Sisters offer up their
prayers as they level their ritually blessed
weapons. A moment later and they are
raining bolter shells upon their approaching
foes, the light from the shrine framing the
defenders in a glowing halo of brilliance.

Objectives

Set up one objective at the centre of the
table - this represents the Ministorum
Shrine. The objective for both players is to
«control the shrine at the end of the game.

Deplopment

The players take it in turns to deploy units
starting with the Sisters of Battle. Each
player picks a unit, and either deploys it
on the table or places it in reserve (note
that some units must be placed in reserve

- see below). Sisters of Battle units that

are deployed on the table must be set up
within 12" of the centre of the table. Enemy
units that are deployed on the table may
be set up anywhere that is more than 18"
away from the centre of the table. If for any
reason it's impossible to deploy a unit, it
must deploy in reserve

Reserves

The Sisters of Battle player must place
half of their Troops units (rounding up,
the Sisters of Battle player’s choice) and

BATTLE MISSIONS: SISTERS OF BATTLE

wperior Verita, the Order of Our Martyred Lady

all of their Fast Attack units in reserve. All
other Sisters of Battle units must attempt

to deploy within 12" of the centre point of
the table if possible. If for any reason it’s
impossible to deploy a unit, it must deploy
as reserves. The enemy player must place
their Heavy Support units in reserve, and
may place any ather units in reserve if they
sh. Reserves enter from any table edge.

Fivst Turn
Roll-off to see who gets the first turn. The
winner may choose to go first or second

Game Length

The Sisters of Battle player rolls a th( e
the end of game turn 5. On a 1-2
ends immediate d on a 3 or more, the
game continues, If the game continues, the
Sisters of Battle player rolls a D6 at the end
of game turn 6; this time the game ends on
the roll of a 1-3, and continues for another
turn on the roll of a 4+. The game ends
automatically at the e nd of game turn 7.

Pictory Conbitions

At the end of the game the player that
controls the objective marker wins the
battle. You control the objective if there

is at least one of your scoring units, and

no enemy unit hmyuml. scoring or not),
within 3" of it. As difierent objectives vary
in shape and mportant to agree
at the Iu eginning of the game exactly where
this distance will be measured from.

Special Rules

Beacon of Faith: Provided the Ministorum
Shrine has not been desecrated the
Desecration special rule, all Sisters of
Battle units within 12" of the Ministorum
Shrine gain +1 to both their Acts of Faith
rolls and any Shield of Faith rolls they are
required to take.

wi

Desecration: The enemy player can attempt
to desecrate the Ministorum Shrine during
the game. Any unengaged, non-vehicle
unit can desecrate the shrine if it begins

its Shooting phase in base contact with

the objective. If a unit desecrates the
Ministorum Shrine, it can do nothing else
for the remainder of that turn. If the shrine
is desecrated, all Sisters of Battle units on
the table lose their Shield of Faith spes
rule and suffer a -1 alty to their Acts of
Faith rolls for the remainder of the game.

Line of Retreat: All units will fall back
towards the nearest table edge.




CAREY Sisters of Battle

Any Sisters of Battle units that cannot be deployed

- Sisters of Bz n 12" of the centre of the table are placed in
in reserve r 3
player must place at least
and all their Fast Attack units in re
. s of Battle must deploy within 12
of the table

wy must place their Heavy Support units in
ve, and may place any other units in reserve
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Recover the Relics

CCThe eneny ml{ to despoil the
fo go !ll_:}ll”

Smperor’s most holy treasures.

Such an affront cannor be allowed

- Canoness Amelda, the Order of the Ebon Chalice

he history of the Ecclesiarchy
m tretches back to the dawn of the
Imperium, ten thousand years ago.
During this time it has seen many saintly
heroes who have vanquished the focs of
the Emperor. Arlefacts left by these great
individuals are holy symbols, objects with
great power and mystery. There are many
thousands of these relics, some of which
are connected with the greatest saints
the Imperium has known. Such items can
be small, unassuming things - a polished
finger bone, a shard of a broken sword, a
bloody death shroud - but to the Sisters
they are revered, irreplaceable objects all,
and they would fight to the death rather
than allow a single one to be (I\‘».lrn}ml
Should one of the Ecclesi
reliquaries fall, the Sisters of Ba mh \\lH
be tasked with stormil
relics as possible
Such missions are desperate indeed; the
to sift through the rubble
before approaching foes arrive to destroy
the very artefacts A A Sororitas
are recovering. If the Battle Sisters an
quick, they may find potent icons of
to inspire them, or perhaps ¢
weapon to turn upon the defilers. Should
they tarry, the Ecclesiarchy’s most valued
artefacts may be lost forever.

Sisters r
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Ghjectives

Set-up D3+2 objective markers before
either side deploys or rolls for deploym
area. The Sisters of Battle player sets up
their objective first, then the enemy player
sets up an objective, and so on until the
requisite number of markers have been
placed. Objective markers must be placed
anywhere on the table more than 12" from
1 table edge or another objective.

Deplopment
Split the table s
1o see which player picks the quar
will deploy in. The opposing player
in the opposite table quarter.

deploys

anywhere
9" away from the ¢
enemy pla

Reserves
Both sides may place any number of units

Afirst Turn
The enemy player rolls a D6. Ona 6
smy player seizes the initiative and g




Bame Length

The Sisters of Battle player rolls a dice at
the end of game turn 5. On a 1-2 the game
ends immediately, and on a 3 or more, the
game continues. If the game continues then
the Sisters of Battle player rolls a D6 again
at the end of game turn 6; this time the
game ends immediately on the roll of a 1-3
and continues for another turn on the roll
of a 4+, The game ends automatically at the
end of game turn 7.

Yictorp Conditions

At the end of the game, each player scores
anumber of victory points for each relic
they have recovered or destroyed isee the
Special Rules below). The player with the
highest total victory points wins,

Special Rules
Holy Relics: The objective markers
represent places where haoly relics may
be found. The Sisters of Battle player is
attempting to find and recover these relics
whilst the enemy player is attempting to
find and destroy them.

Any unengaged, non-vehicle unit
can search for a holy relic if it begins its
Shooting phase in base contact with an
objective marker. Searching for a relic does
not prevent a unit from shooting that phase,
but if a unit searches for a holy relic it
cannot run or launch an assault that turn. If
aunit searches for a holy relic, remove the
objective marker from play, roll a D6 and
consult the table on the right to find out
what is discovered

Sisters of Battle

D6

2-4

5

Result of Search

Nothing: Despite a thoraugh search, no relics can be found.
Neither player receives any victory points.

Saintly Bones: A small stasis-field is discovered within which are
the assorted skeletal remains of a martyred saint.

If a Sisters of Battle unit discovered the Saintly Bones, make a
note of which model in the unit will carry the holy relic - this
model counts as having a Simulacrum Imperialis. If the model
carrying the Saintly Bones is alive at the end of the game, the
Sisters of Battle player gains 1 victory point. If this model is slain,
or if the enemy player discovers the Saintly Bones first, the enemy
player receives 1 victory point instead.

Blessed Weapon: Beneath a pile of rubble is found a gilded altar
upon which lies a shining golden blade.

If a Sisters of Battle unit discovered the Blessed Weapon, make

a note of which model in the unit will carry the holy relic - this
madel counts as having a power weapon that always wounds

on a 4+ (unless a lower roll would be required). If the model
carrying the Blessed Weapon is alive at the end of the game, the
Sisters of Battle player gains D3 victory points. If she is slain, or if
the enemy player discovers the Blessed Weapon first, the enemy
player gains D3 victory points instead.

Ecclesiarchy Cardinal: Instead of a holy artefact, the warriors find
an aged Cardinal kneeling in silent prayer to the Emperor.

If a Sisters of Battle unit discovered the Ecclesiarchy Cardinal,
replace the objective with a model to represent him (a spare
Ecclesiarchy Priest model is ideal) - this model has the same rules
and wargear as an Ecclesiarchy Confessor and is controlled by
the Sisters of Battle player from that point on. If the Ecclesiarchy
Cardinal is alive at the end of the game, the Sisters of Battle
player gains D6 victory points. If this model is slain, of if the
enemy player discovers the Ecclesiarchy Cardinal first, the enemy
player receives D6 victory points instead.

Recober the Relics Deplopment Hap

Set-up Summary

edge or another objective.
Roll-off for deployment areas.

centre of the table.

Take it in turns, starting with the Sisters of Battle, 1o
set-up D3+2 objective markers at least 12 from a table

- Enemy deployment area & table edge.

‘entre of table:

Sisters of Battle deployment area
& table exige

* The enemy deploy second more than 9” from the centre
of the table.
* Both players may place any number of units in reserve.

The Sisters of Battle deploy first more than 9* from the

www.games-workshop.com
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€ € Heretics crave the ;‘!E'nu,:hl_q_ﬁj

eretics take many forms. Most
are lost humans, whose weak
minds have been corrupted by the
fold temptations of a dark and sinister
8 None are immune - planetary
governors, Imperial Guard commanders
and even whole Space Marine Chapters
have been declared heretic and been
exterminated as such by the Sisters of
Battle. Yet there is no stricture within the
Ecclesiarchy that heresy is a purely human
crime. Aliens can also be sanctioned as
heretics - that the creed against which
they transgress is not their own is of no
account. Nevermore so is this true than

of the alien who chances his army against
the Emperor’s Will by inciting rebellion,
subverting the will of Imperial subjects or
invading by force. Genesis matters naught
~ all heretics are damned, and all must be
purged with fire, lest their apostasy gather
a following,

Heresy has begat uprising, and uprising
has begat war. W hat began as a spark
and apostasy has become a
mm ring flame, one that will reduce a
sector to tainted ash if it is not stopped
stopped soon. Thus do the Sisters of E
1o to war, holy fervour lendi
strength to overcome the cor
the insurrectionists. For lastin
achieved, the Arch-Heretic at the upr

victory to be
ing's

BATTLE MISSIONS: SISTERS OF BATTLE

Purae the Avch-Heretic

of absolution. They need not fear; for we shall defiver. 2

uror Superior Josmane, the Order of the Sacred Rose

4 his body submitted
mes lest his taint continue to spread

s of Battle are tasked not merely
with defeating this foe, but with utterly

g him from existence. They must
cleanse every pocket of resistance, leaving
only the scorched bones of their mies in
their wake. Only in this way can the threat
of heresy be truly eradicated.

Ohbjectives

The Sisters of Battle player is the attacker
his scenario and his opponent is the
:nder. The Sisters of Battle player’s
objective is to cause as much (mnma

to the enemy as possible
conditions, below) by slayir
Heretic in the defender’s army an
of his minions as possible, The objective for
the defender is to protect the Arch-Heret
and destroy the Sisters of Battle

Drplmsmrnt

must deploy his entire army
112" of the centre point of the table,
g with his HQ unit(s). If for any
reason it’s impossible to deploy a unit, it
must deploy as reserves.

Unless they Deep Strike onto the
battlefield, the Sisters of Battle enter play on
their first turn, moving on from either of the
ng table edges.

startin




Reserves

The enemy player cannot place any of his
units in reserve voluntarily, but may be
forced to do so during deployment (see
above). Those units that do enter from
reserve enter play from either of the short
able edges.

Sisters of Battle units that have the
Deep Strike special rule must be placed
in reserve. The Sisters of Battle player
may place any or all of his other units in
reserve. Unless they Deep Strike onto the
battlefield, Sisters of Battle units that are
placed in reserve enter play from either of
the long table edges.

Fiest Tuen
The Sisters of Battle player automatically
takes the first turn.

Game Length

The Sisters of Battle player rolls a dice at
the end of game turn 5. On a 1-2 the game
ends immediately, and on a 3 or more

the game continues. If the game continues
then the Sisters of Battle player rolls a D6
again at the end of game turn 6; this time
the game ends immediately on the roll of a
1-3 and continues for another turn on the
roll of a 4+. The game ends automatically
at the end of ‘,.uuoium 7. As soon as the
game ends, before working out victory
conditions, remove all units that are falling
back - these count as destroyed.

Sisters of Wattle

Pictorp Conditions

At the end of the game, each player scores
1 victory point for each enemy unit they
completely destroy, regardless of type. In
addition, if the Arch-Heretic (see below)

is slain, the Sisters of Battle player gain an
additional D3 victory points. If the Arch-
Heretic is slain and he suffered at least one
unsaved wound during the battle from a
flamer, hand flamer, combi-flamer or heavy
flamer, the Sisters of Battle player instead
gains an additional D6 victory points. If
the Arch-Heretic has not been slain by

the end of the game, the Sisters of Battle
automatically lose, regardless of the victory
points score. Otherwise, the player with the
highest total victory points wins,

Special Rules
Arch-Heretic: At the beginning of the game,
after the defender has deployed, but before
the first turn begins, the defender nominates
one of his non-vehicle HQ models to be
the Arch-Heretic (make sure both players
know who the Arch-Heretic is).
The Arch-Heretic, and any friendly unit
within 127, has the Fearless rule in this
mission. In addition, on a player turn in
which the Arch-Heretic assaults, he and all
members of the unit he has joined re-roll
failed rolls to hit in close combat.

Abhor the Heretic: All Sisters of Battle units
have the Preferred Enemy (Arch-Heretic)
rule in this mission,

Purge the Avch-Becetic Deplopment MHap

Set-up Summary

+ The defender deploys first, starting with HQ units, .

within 12" of the centre of the table.
The defender cannot volunta

units to be the Arch-Heretic.

3 ¢ place any units in
reserve, but may be forced to do so (see above)
The defender nominates one of his non-vehicle HQ

- Centre of table.

deploy

The Sisters of Battle player must place all units that can

Deep Strike in reserve. Any other unit can be placed in

reserve,

.

The Sisters of Battle enter play on their first turn from
either of the long table edges.

www.games-workshap.com



The DPesecration of

Annotations

0 Despite leading.
the Sisters in a
courageous d
for much of the
battle,. Canoness
Verena is sent
sprawling as the
Immolator beside
her explodes, and
is overwhelmed by
Orks before she can
recover her footing.

Q Mo
Batllewagon

is completely
rated by a

nee

frum the Exorcist.

Moments later, the
fending Exorcist
is wrecked by an
outflanking mob of
Ork Kommandos.

DH squadron of Ork
DeffKoptas are

hlown out of the sky
by sustained heavy
bolter fire from the
Retributer Squad.

Furious melees
break oul in the
centre of the
hauleFeI(I hul with
unyie
the Emp('ror. the
Sisters of Batile hold
the line.

The tide begins to
turn as the Penitent
Engines make thei
presence felt. Three
of the berserk
machine crash into
the speeding Ork
Warbikes and tear
through them with
holy fervour.

Seraphim Superior
Camille discovers
the Sword of Saint
Helena in a blasted
shell hole, and with
it begins fo tear
through the Ork
lines. Moments later,
she culs down the
Ork Warboss with
the blessed weapon
and routs

greenskin horde.

aagh! Uggrot had almost
brought the Hive World of
Acheron IV to its knees by the

time a battlehost of sisters from the Order
of the Argent Shroud made planetfall. But
to the surprise of the embattled Imperial
defenders, the Sisters of Battle struck th
first blow at the Shrine of Saint Helena
located at Angel Spire, an outpost long
since overrun by the greenskin invasion
Verena Armenii, Canoness of the Argent
Shroud’s strikeforce, had deemed the
recovery of the relics lost during the
destruction of the Shrine of Saint Helena
as a top priority, and led the mission
personally to ensure its success.

But the greenskin presence in the
area had far from abated, with many Ork
warbands still looting and pillaging, and

the Sisters of Battle found themselves under

sustained attack almost immediately upon

BATTLE
SCENES

A SNAPSHOT OF A
BATTLE IN PROGRESS
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Angel Spive

their arrival. Hordes of Ork Boyz charged
headlong at the Sisters, who methodically
cut them down with disciplined volleys of
baolter fire. The pgrot’s arch-rival,

renewed their furious attack,
reaping a heavy toll on the Sisters of Battle,
and butchering an Ecclesiarchy Cardinal
they found amid the ruins of the Shrine.

At the battle’s climax, a pincer assault
by a squad of Seraphim,
and three Penitent Engines
on the flanks culminated
in the death of the
Ork leader and finally
broke the greenskins’
resolve and they fled the
battlefield. The Sisters
recovered the missing
relics but the cost of
victory had been high.




TLost and FFound
As the Ork assault
momentum, Serapl
Superior Cammile

a sword hilt

buri

Leading her

forwards, shi

swept 1t 5

and scythed them down.
idst of the swirli
. truck the

shoulders with a
gle stroke and the Orks
before her wrath.




ASSAULT ON BLACK REACH
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tis an age of darkness and strife. Mankind teeters
on the brink of oblivion, stayed only by the eternal
vigilance of the Imperium’s armies.

In Warhammer 40,000,
you and an oppanent
take contra i

‘WARHAMMER
40,000

of thrilling missions.

The Assault on Black
Reach boxed game

has everything you
need to start playing
Warhammer 40,000
including two complete
forces - the heroic
Space Marines and the
barbaric Orks. Can the
valiant Space Marines
halt the green tide or
will the world of Black
Reach fall into the
hands of a despotic Ork
Warlord?

Box Contents:
*Space M.mm.s

ine Captair

b
20 Ork Boyz
5 Ork Nobz
3 Ork Deffkoptas

* Pocket-sized
rulebook

* Starter booklet
* 2 range rulers

* Dice

* Transfer sheet

= Templates

g

WARHAMMER
ASSAULT ON 00

N sttt BOKED GAME




mnnne (7). -
WORKSHOP readjrece/
-~
There are so many different miniatures and thematic scenery pieces contained.

within the Dreadfleet box that the Hobby Team offered to paint a set and expl.
~how they did so. We didn't threaten t‘ql'gﬂe t L‘\ walk the plank. Honest.

d then
»mplete. The
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50 impresse
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mess| a reward.
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that out of th
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ASSEMBLY
Steve assembled the
Heldenhammer’s hull
in its entirety before he
started painting. The
sails were attached to

be painted separately.
The Heldenhammer,
like all the warships in
the game, is an intricate
madel with many finely
detailed components,
Nevertheless, building

warship is not
ult: start by
ing all parts with

the code letter *)".

ther, trapping the
temple and deck parts in-
between. Then attach the
figurehead and place an
the correct sea hase.
now ready for painting

AL e warships, the order in
which you paint certain areas is

important. Sa a bit of planning before you
start doesn’t hurt as this will save you
at a later date, and prevent you ending

up in a constant cycle of retouching areas
you've already painted. A good ¢
the deck, which Steve finished off wit
drybrush layer of Bleached Bone (this was
preceded by a basecoat of Khemri Brown,
followed by a wash of Devlan Mud). There
is little point painting the temple front if

you're going to catch it when drybrushing
the deck. To this end, Steve painted the

90 WHITE DWARF PAINTING WORKSHOP: DREADFLEET

Heldenhammer in an optimal sequence
starting with the aforementioned deck, then
painting the hull, followed by the templ
the figurehead and then picking out detail:
such as the cannons with Mithril Silves
The sails ted separately. To
ensure a rich, smooth canvas for the
basecoal, Steve used a 1:1 mix of Mechrite
Red and Blood Red applying it is with
the spray gun for an even coat. For the
iconography on the sails Steve applied a
basecoat of Vomit Brown, followed by a
wash of Gryphonne Sepia. He then edge
highlighted it with Vomit Brown, followed
by Bleached Bone to fini:




.‘ﬁu};ﬁ}fq fhe. ol

@

Fhriting Hhe ikt
)

p/ 31/}1/7}{4 I"/{‘},'/m.'/' s Whath

ht want to tackle the great brass clockwork statue that adorns the bow of the wai

3 F o

=
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ASSEMBLY
The Bloady Re
a large warship with
plenty of piec
of detail. To make sure

that you can paint all

of the detail, assemble
the warship al
sub-assemblics. Assemble
the hull in two halves,

so that you can reach all
of the citadel
citadel in plac
as the outer shipwreck
picce, but da not glue
the two halves togeth
yet. Attach the sails to
the masts, but le:
separate,
base. Once the warship is
plete, glue the masts
into position and then

glue both halves of the
hull together.

uncan painted the Bloody Reaver,
saving it till last (although we're

/ proudly showing it off first). ‘It's

the biggest and most imposing of warships
in the Dreadileet, so | wanted to wait uni
I'd finished the other ships before tackl
it,” he explains.

The model is a large warshij
with intricate detail, so it’s important that
you make sure you can reach it all with
your paintbrush. Duncan painted each
of the components before assembling the
Bloody Reaver — the two halves of the
hulking great hull, each of the four sails as
well as the base.

8

stooned
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everly lock into position
Ives of the Bloody R 5
: ] either need to
nble it all first or paint it all and then
nble it. “Id recommend painting it
1S you can at all of the detail on
lus” keep that way. Some of the sails
sit quite closely together so you need to
paint those first too or else you'll struggle to
get your brush into the gaps.

Duncan drybrushed the rocky outcrop
that forms the centre of the Bloody Reaver
first, as it is quite a messy stage and he
didn’t want to gel paint on the other
shipwrecks aiter he’d painted them.




Phsiling the ot

Fhesinding the € idef
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=
ASSEMBLY

The hull of the Haming {J
Scimitar, the Tempest 5

Dijinn and Eireet \ -
were glued together and
painted as one picce,
The sails were glued to
the masts and painted
separately, along with
the base.

.(/')u.;i//};.y Lhe Efementaly and. Fulf
) 2

Step
Brown.
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Foming

step

edge

Apply

p

poly
b

m edge

vhite to the sail
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AT
ASSEMBLY
The Shadewraith is
painted in three parts -
the two sides nnm- hull
and the base. Both sides
of the hull are painted
in the same way, but
keeping them separate
allows you to get at the
interior detailing.

2 rf/ﬂ."f'm/ Vo

Scorpion Green
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Swordfysh is
tiorward to paint
:md assemhle. The
warship was painted
separately from the base
and the sails,

¢
)
LM

Phainting M Full
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ASSEMBLY
The sturdy design of

d.
Simply glue the three
| sections together,
affiix it to the appropriate
base and get painting!

9 2.'/”//}31,' She SWarbte

1

Phuinting the W

1 2)
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the hull of Grimnir’s
Thunder were painted
separately, allowing
access to the interior.
Once painted, the
warship was glued to the
painted base.

9 %!Iih’?lgnf fhe Full”

B

Scorched Brown, .
Tin Bitz. D

Shasinting the Green Fianels

Step 3: Neatly p
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ASSEMBLY
Unlike the other
warships, the Black
Kraken is completely
assembled and glued to
the base before being
painted. This is because
some of the Bl;
Kraken's tentacles are
modelled onto the base,
50 il's convenient o paint
them at the same time as
on the model. Although
Black Kraken has

most prominent - these
remain accessible with
a paintbrush even after
the model has e
completely ass

led.

9 %1/}///}{1/ fhe FHuld”

Lluinding e Engre
1

e, b
L on the steel

that surrounds
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ASSEMBLY

As a sail-class warshij
the Seadrake was
in four separate parts
before its final assembly:
the three primary

tower masts and the
hull, complete with the
Dragon auxiliary.

Step 1: Basecoat the fowers
. the th

Astranomican Grey
with Fenris Crey

Lhainling lhe l“)‘r.,r.'}(s

Step 4: Edge highlight the sails
with Space Wolves Grey and the
trimmings with Skull White.

Step I: Basecos
Regal Blue.

Astronamican Grey. [ th As
and Skull White.

IREADFLEET
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ASSEMBLY
Of all the warships in
Dreadileet, the Skabrus
has the most visible
internal details. For this
reason it's important

to paint the three parts
separately so you can gel
at the guts, which are
modelled on to the base.

Dark A

www.games-workshop.com 101



A

EVERYTHING ELSE
Once you've painted all
of the warships, there
are plenty of other
components Lo paint.
There are loads of islands
and shipwreck pieces,
and you can find the
guide to painting those
over the page. There is
also an awiliary piece

for each warship (apart
from the Shadewraith)

the auxiliaries, hn\wwu,
a bit more

and the Dragon, and
we've presented the
guide for those below
Finally, there are little
details such as the
treasure tokens, the wind
gauge and the navigation
rod - we recommend
ides for

Id and bone

the Dragon with
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Step 3:

Apply a final hi
vhite




b 2.!/}1//}59' Wirter and Wirves

1

rea with Step 3: Wash with Devian Mud, Step 4
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With your warships and auxiliaries finished, its time to make a start on painting
* the rocky terrain that litters the Galleon’s Graveyard.

Luininng Lsitoands

d
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- Lreparing Your SWodels

hen it comes to making your warships and ~ -~

g l,’ Bl eeed e oyl milnkatires 150K Seoks of the Trade
as spectacular as possible on the tabletop, it is g

essential to take the time to fully prepare them before you

begin painting. There is little that frustrates a hobby

than finishing a beautifully painted miniature only to have

the overall effect ruined by an unsightly mould line.

Thankfully, there are a number of fantastic hobby
products fresh from the Citadel forges that make this task
even easier to perform. From the Plastic Cutters that help
you clip each component from the frame to the Fine Detail
Brush with which to apply the final brush stoke, you are
spoilt for hobby equipment at every stage!

However, with many of the warships in Dreadfleet, you
will want to paint them in separate sub-assemblies before
gluing them together, as mentioned earlier. With this in
mind, remember not to get too carried away with building
your lovely new warships, or you risk not being able to
paint some of the details properly

more

www.games-workshop.com 105










