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RISE OF THE NECRONS

The revivication process has been started, the reanimation protocols lugggred and
the tomp-wo'rld reawakened This issuie the Necrons are here with a vengeance ~ m
starf our exlenswe look-at all the new relgases from page 24 anwards.

| 2 ToeGReaT awkeing 02 NEWRELEASES
Newly revivified, author Mat Ward talks about the rise of The latest releases from the Citadel forge
. the Necrons and his their plans for galactic demination.
22 NEWS
] 30 BUILDING THE MACHINES All the gaings on in the hobby world.
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36 'EAVY METAL SHOWCRSE

t the odds
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he Lord of the Rings tacticas
Simon explains how to get the most out of your men
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ARMIES ON PARADE

We take a look at Mark Bediord's Ork army.

94 ARMY WORKSHOP: SISTERS OF BATTLE

Duncan Rhades shows us how he painted his Sisters of
Battle army, whilst Robin talks about the various Orders.

46 ATTACK ON TRRITOR'S GATE

Trazyn th
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NEW RELEASES
After lying dormant for many thousands of years, the Necron G e

Tomb Worlds have slowly begun to reawaken, This month
sees the




GHOST ARK/DOOMSDAY ARK

The Necron legions are often accompanied by the eerily silent repair barges known
as Ghost Arks, and supported by the terrifying firepower of Doomsday Arks. The
Ghost Ark/Doomsday Ark kit makes either of these two new vehicles.

GHOST ARK

This mult-part plastic kit can be assembled as a Ghost Ark, an open
that doubles as both a de
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CATACOMB COMMAND BARGE AND
ANNIHILATION BARGE

The Necrons utilise crescent-shaped skimmers to act as mobile command or weapon
platforms. The Catacomb Command Barge/Annihilation Barge kit can be assembled

as either option.

ANNIHILATION BARGE

kit allows you

5. The
is a Heavy Support
vehicle, Iy assembled mode
dominated by the enormous twin-link
tesla destructor it bears. The kit also
includes both of the underslung weapon
options - the tesla cannon and gauss
cannon - and two Necron pilots that guide
the vehicle and fire its weapon systems. The
spare components from the kit even allow
you to build a Necron Overlord on foot

8 WHITE DWARF NEW RELEASES
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IMMORTALS/DEATHMARKS
Elite soldiers of terrifying repute, the Immortals are the backbone of the Necron

armies, and the Deathmarks their deadly assassins. The Immortals/Deathmarks kit
allows you to assemble five of these powerful warriors.

HMARKS

Is/D




NECRON IMMORTALS,
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LYCHGUARD/TRIARCH PRAETORIANS

Royal bodyguards and custodians of the ancient dynasties, the Lychguard and Triarch
Praetorians are the finest warriors that Necron martial prowess has to offer. The
Lychguard/Triarch Praetorian kit allows you to build five Necrons from either squad.

LYCHGUARD

Iti-part plastic Lychguard are

2 xd exoskeletons, and
n hey bear
art from
squads. The
s choice and come

> even larger thal
stylised headpieces
the other Necron in
Lychguard are an E
equipped with a two-handed warscythe

as standard. Alternatively, they can opt to
exchange e weapons for hyperphase
swords and dispersion shields, which can
deflect any shooting attacks towards an

my unit within 6" The kit
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TRIARCH PRAETORIANS

The Triarch Praetorians are the second
infantry option that can be assembled from

Practorians are an Elites choice,
ravity displacement packs
Vo operate as Jump Infantry.
The kit contains enough parts to build five
of these venerable Necrons. Each Triarch
Practorian can be equipped with cither of
the two weapon options available to them
in the army list: the rightly feared rods of
covenant (power weapons that double
as AP 2 assault weapons), or the paired
pon combination of particle caster and
blade.

As with the Lychguard, up to ten Tri
Praetorians may form a single squad

%
ch
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Citadel Finecast is our range of highly detailed resin miniatures. The Citadel Finecast
range continues to grow each month with a steady flow of new releases, so make
sure to regularly visit your Hobby Centre and check the website to find out more.

IMOTEKH THE STORMLORD

Imotekh the Stormlord carries the Staif
of the Destroyer and a Gauntlet of Fire,
Imotekh been lavished with ornate
details as befits his illustrious status as

the ruler of the most powerful Necron

dynasty, the Sautekh Dynasty.

THE STORMLORD £10.50
Product code: #6001 10006

NECRON OVERLORD

The stylised crown and omate decorations on the Necron
Overlord ensure that he looks magisterial. He bears a
double-bladed warscythe and can also be equipped with an
optional resurrection orb in his left hand

NECRON OVERLORD £10.50
Product code: 998001 10007
Sculpted by Dave Thomas.

i s, otk S0t
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TRAZYN THE INFINITE

This beautifully rendered miniature of
the enigmatic Archeovist, Trazyn the
Infinite, proudly bears his trademark
stave, the Empathic Obliterator. A
segmented metal cloak adorns his
resplendent exoskeleton.

TRAZYN
THE INFINITE

Produet code: 996001 10009
Sculpted by Neil Langdnn.
€15, 1200k, sk

s, Stet

NECRON CRYPTEK

The Necron Cryptek wields super-advanced technology to
add a huge variety of esoteric abilities to the Necron army.
Armed with a staff in its left hand, the Cryptek’s right hand
can be assembled with a potent high-tech device.

NECRON CRYPTEK  £9.50
Product code: 998001 10008
Sculpted by Dave Thomas.
€250,

ke 14 ik, 0, 3
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MATWARD REVEALS ALL ON THE NECRON BACKGROUND FROM PAGE 24.
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- SKULLVANE MANSE,
- LAIROFTHE
ASTROMANCER

Skullvane Manse, Lair of

the Astromancer makes for
an imposing centrepiece
for Warhammer battlefields.
Skullvane Manse has the
option of b

de
come
roof of the tower

FIND OUT MORE
ABOUT SKULLVANE
MANSE ON PAGE 70.
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CITADEL MEGA PAINT SET

The Citadel Mega Paint Set includes the full range of 73
Citadel paints and washes, all in a handy case with which
to transport them. The set contains all 47 Citadel Colour
paints, 18 Citadel Foundation paints, 8 Citadel Washes and
a complete set of 10 Citadel brushes, from the Citadel Fine
Detail brush to the Citadel Large Drybrush. A bottle of PVA
Glue, a tub of Modelling Sand, and a tub each of Static,
Glade and Scorched Grass are also included 1o base your

e rtte
CIT

el

painted miniatures.

The Citadel Mega Paint Set comes in a silver-grey
Citadel Figure Case with custom foam inserts designed to
neatly and safely transport all of the kit's contents.

WHILE
STOCKS LAST

CITADEL MEGA PAINT SET 20116155
o 991

The Citadel Paint Station +
CITADEL PRINT STATION +

Paint Station, but two
Citadel Water Pots and two
custom, rippled Citadel
Palettes that are designed to
fit snugly either side of the
set’s Citadel Cutting Mat

- L

CITADELPAINTSTATION + £32
Froduct code
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‘EAVY METAL MASTERCLASS
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EAVY METAL BRUSH SET e
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EAVY METAL MASTERCLASS 18
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WARHAMMER 40,000 ‘BROWN' WARHAMMER ‘GREEN"
CUSTOM ARMY CASE £61.50 CUSTOM ARMY CASE 6150
’ 192301 Fio ode: 59230299004

Available in a desert brown colour for Warhammer 40,000
and a pastel colour for Warhammer, the new
Custom Army Cases are embossed with the appropriate

are perfect for transporting your armies
attlefield. One half consists of Tank Foam, which

r foam sections designed for
rs. The other foam half

contains removable, rectangul.

and large mon:

can safely carry up 1o 120 miniatures

SPECIAL EDITION DICE CUBE

Available only while
s last, the Sy
Edition Dice Cube
comes in a clear plastic
dice box, and carries

27 gem dice. Each Dice
Cube features a scatter
dice, artillery di e
25 standard D6, and is
available in a variety of
flerent colours,

»cial

stoc

£4.10
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The tubs of Mordhe

Turf and Middenland Tufts ~ HORDHEMTURE e
contain A5 sheets with C . 100uka/nks, 1 20w, 401
200 tufts of pallid or green

grass for basing. The tuits MIDDENLAND TU o0
come in many different 992299 5

shapes and sizes and the
grass has been specifically
designed to stand upright




BURIED TREASURE!

‘Avast there me heartees’ and other such pirate clichés. Why so nautical? Because
Grombrindal is back, and this time he’s donned a pirate costume in his latest
appearance for the White Dwarf Sub-in-a-Box. .

ar, the White Dwarf b

Over the |

n of the miniature and the moulds to
m have already walked the plank.
y to reveal the
1 of everyone's favourite Dwar
srombrindal as a pirate! Yes,

no doubt influenced by Dreadileet, the
White Dwari has gone all piratical.
ned by Giorgio Bassani and
e for the first time in Citadel
, the brilliant White Dwarf Sub-in
a-box model wil
xt year, but the best bit is, he comes
issues of this very magazine. If
1g subscriber and want the
contact

» help

You can buy the boxed subscription
from our website or any Games Workshop
Hohby Centre. All you need do is take
the box to the counter and our helpiul
staff will do the rest, leaving you with
this exclusive miniature and 1o await the
delivery of the next issue of White Dwarf.

But what inspired Giorgio to sculpt
Grombrindal in pirates’ garb? ‘Recently
we had him in space, and as a pilot, so a
pirate seemed obvious,” says the sculptor.
*What's key is he's not really a pirate, but
Grombrindal in fancy dress. When you're
designing the model from that angle
there’s plenty of opportunity to put in
lots of gags, such as the cork gun and the
parrot with .

8 corn
» this model then you'd

Al your rum rations in prompt
as he’ll only be about for the next
welve months. But don‘t forget he’s only
available with a White Dwarf subscription
or to those who are already subscribers.
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AN AUDIENCE WITH SARAH CAWKWELL

This month, the turbul s of the Maelstre pew for
n army of darkness lead by Huron Blackheart. The Gil
is the latest in the Space Marine Battles novel range, by
lack Library's newest author, Sarah Cawkwell. We caug
up with Sarah, to ask her

ut her debut novel

Can you tell us a little of what the novel is about?

The Gildar Rift hace Marines Battles novel featuring
the Silver Skulls getting a bit annoyed at the Red Corsairs
trying lo take over the Gildar system. There are ship battles
slitics; there’s Huron B
he's a bit unpredictable... Chaos (literally) ensue:

and

ac

aren't crazy enough to let that happen,
Well vou'll have to read it to

vd o

Now that you've finished Gildar Rift, what can we look
forward to from you in the future?

Accursed Eternity, a novella and eBook that forms.
the Architect of Fate arc, is out next year. It feature:
couple of largely unexplored Space Marine Chapters, th
Blood Swords and the Star Dragons, and tells the tale of
what they find when they are called in to investigate a
sighting of an alleged Daemon ship. You just know that's
not a good start to your day.

£&The Silver Skulls are incredibly superstitious and
put great stock in their Prognosticators.yy

Space Marines are icons of Warhammer 40,000 and many
authors have tackled them. How have you made the Silver
Skulls different from the other Chapters?
The Silver Skulls are different in the way they put
in their Prognosticators, their prized Chaplain-Lit
They're incredibly superstitious and have been kny
1o take the field of battle if a Prognos
s and readings are not favourable. They are a d
of the Silver Skulls who wield colussal power and that
cessarily sit well with everyone
t, but not too different. In a w
conformity is critical, displaying too much person
opens you up for all sorts of nastiness. And the Silver Skull

ator says the.

Also in the pipeline is a short story for the Ag
Legend anthology. This will be my first foray into
Warhammer world with a short story entitled Bloc
no relation to the heroes of the Dawn of War serie:

Following that, there’s another short story on the
and my next novel, which will also be in the Warhammer
setting. There are many things in the works... | frequently
at my editor doesn’t want me ever to

raven

10

mpression

sle gain,

Thanks Sarah! The Gildar Rift will be on sale next month
from your local Games Works| Hobby Centre, or you
can preorder your copy now from www.blacklibrary.com

f= =

BATTLE OF
THE FANG

FALL OF
DAMNOS

—_

THE
GILDAR RIFT

SPACE MARINE BATTLES

The Space Marines are fearless

ity. Genetic
madification and psycho-conditioning
has made them superior to Men in all
respects. These Superhuman, weapons
of war are mankind’s most elite fig| ]
force, and as such, their battles are iconic
es of \.»mmpun-m nd desperate
stands. Their deeds have become

vd the Space Marine Battle
series recounts their most notorious front-
graphic detail.

Iw!: nelary
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|
RLACK LIBRARY {§}

Black Library publishes a range of novels, short 7 Ty
story anthologies and audio CDs based in the A T
worlds of Warhammer and Warhammer 40,000.

The Black Library website is the place to go to read

exclusive extracts, interviews with the authors and

sneak-peeks at forthcoming releases. The website is / y
also the only place to get limited editions of novels ~y Y s
and an ever-growing range of digital downloads. “«

WWW. hlackllnrarv com

Black lerary eBooks

And it’s

B exclusive online content, as
well as an ever expanding
backlist of titles. Th

THE RED DUKE .99 NOCTURNE £7.99
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THE GREAT AWAKENING

The Necrons are amongst the most ancient of all the galaxy’s races, awoken from
hibernation and driven to reconquer their lost empire. In this article, we take a look
at how the soulless living-metal automatons known as the Necrons came to be.

3+{HMECr

he race that would become the Old Ones too were defeated. Throughout

Necrons began their existence under the final stages of the War in Heaven, the

a fearsome, scourging star, hillions Silent King bided his time, waiting for the
of years before Mankind evolved on Terra. moment that the C'tan were vulnerable
Known as the Necrontyr, the precarious And in their victory, the Silent King led the
nature of life on their homeworld led to Necrons in revolt, forging unimaginably
them becoming obsessed with the rituals of  powerful weapons against which even the
death under the rule of the Triarch - three an could not stand. The Cltan could not
ruling councillors led by the Silent King, be slain but the Silent King had planned

Such turmoil drove them to the stars, accordingly, sundering them into thousands
but peace eluded them as bitter wars were of iragments, each of which was bound
fought between rival dynasties. It was only securely within a tesseract labyrinth as
the Old Ones, the first of all sentient life, though a genie in a bottle.
that united them, the Triarch declaring war The cost of victory had been high;
upon them — the War in Heaven. Yet victory millions of Necrons were slain in the
proved impossible, as the Necrontyr were rebellion along with all of the Triarch save
undone by the webway of their foe. the Silent King. The Eldar - a race that
Imotekh the St It was in the face of defeat that nu- had fought alongside the Old Ones and

is the ruler of the most C'tan appeared. The C'tan were ener

come to hate the Necrons - were rising to

poweriul of the Necron the Old Ones, promising immortality. The dominance but the Silent King knew that, in
astics, the Sautekh Triarch agreed, dooming their race. time, they too would fade. He ordered the
Dynasty. Imotekh can .

Then the C'tan revealed the

m rema

s on credla Necron cities to be transformed
R TR immortality would take. Colassal bi o

resources, for the into great tomb complexes and his
oot il W furnaces roared day and night, consuming 1o sleep. As the last Tomb World sea
Tomb Worlds are his weak-bodied flesh and replacing it with its vaults, the Silent King destroyed his

enduring living metal. The €

an swarmed command protocols and taok ship into

Imotekh is a grand all around, consuming life essence intergalactic space, to find some vestige of
strategist, perhaps the growing ever more powerful. It was as penance for failing his people.
most accomplished the the Silent King himself was reborn that he Sixty million years passed. Over the
galaxy has ever known, alised the true price for immortality millennia countless Tomb Worlds were lost.
e wound sct the their souls. With sorrow he beheld the fate  On countless worlds, billions of Necrons
Ll e L L of his people: the Necrontyr were no more, — slumber still. Where Tomb Waorlds have
living-metal feet, the soulless Necrons reborn in their place, awakened, it falls to their Overlords to
Yet the Necrons were immortal and martial the revivified Necrons, harvest
united beneath the Silent King's undying resources and prepare to fulfil the Silent
rule, command protocols embedded in King's final order: to restore the Necron

their minds granting unswerving loyalty. The dynasties to their former glory,

WHaT 15 A NECRON?
Although once a race of flesh
and blood, the Necrons long
ago replaced their fragile
bodies with sturdy frames of
living-metal by the process

of biotransference. Not all
Necron bodies were created
equally, however. Higher-
ranking nobles were transferred
into mighty shells adorned

with intricate detailing and
complex engrammic circuitry.
The common folk, on the other
hand, were transferred - many
unwillingly - into comparitively
cruder bodies, their wits and
reactions dulled by the process.

26 WHITE DWARF THE GREAT AWAKENING
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THE CHARNOVOKH DYNASTY

Much of the territory once ruled by the Charnovokh
Dynasty lies far to the galactic south-east, Many of its
dormant Tomb Worlds were devoured by Hive Fleet
Behemoth, and countless others have been ravaged during
the Imperium’s counter-attacks against the Tyranids. As a
result, the remaining systems of the Charnovakh Dynasty
are many, but small and scattered. Ironically, this has led
the Charnovokh to throw much effort into restoring the
ancient dolmen gates that connect their realms to the wider
galaxy. If the Tyranids come again, the Charnovakh will
need such escape routes if their dynasty is to survive.

THE NIHILAKH DYNASTY

The territories of the Nihilakh Dynasty are parochial in the
extreme, venturing little outside their domains. Whilst this
isalationism is perhaps a boan to those alien races that
dwell near to awakened worlds, it also carries significant
peril. Undepleted by the grind of military expansion

the armies of Nihilakh stand ready to take vengeance

on any interloper. If attacked, they do not rest until th
agpressor has been utterly destroyed. Rumour has it that
Phaeron Krispekh met with a terrible accident shonly aiter
awakening, Now his severed head rules over a hundred
worlds from an intricate web of life-sustaining circuit
issuing decrees to the lords who scurry in his shadow,

THE NEKTHYST DYNASTY

During the Wars of Secession, the nobles of the Nekthyst
Dynasty earned themselves a reputation as turncaats and
betrayers, for many of them held to pacts and alliances

anly so long as it served their interests. Though these events
were long ago, the taint of dishonour still hangs heavy over
the Nekthyst Dynasty, and few Phaerons of other lineages
will stoop even to treat with them, let alone trust them.
Unusually for a major dynasty, Nekthyst lords are much
given to mercenary acts, often bartering their martial service

28 WHITE DWARF

seldom short of offe

the Nekthyst Dynasty

‘oMB WORLDS OF THE INECRONS

There is no such thing as a typical Tomb World. Each
answers only to the will of its ruler, and thus his
praclivities define everything. Nevertheless, there is
one common cause that binds all: the rebuilding of the
Necron dynasties and the return of the Necrons to their
rightiul supremacy.

THE BONE KINGDOM OF DRAZAK

in the north-east of the galaxy lie the Ghoul Stars.
Here, on worlds lit by the cold rays of dying suns,

tread creatures of nightmare. Yet even here, one horror
outpaces all others - the Bone Kingdom of Drazak.
Drazak is a haunt of Flayed Ones, who stalk through
desolate streets, fighting over gobbets of rotting

meat and shards of bone. Only one amongst Drazak’s
population is proof from its madness — Valgil, the Fallen
Lord. Every few solar months, when no more meat
remains, Valgdil announces a new Time of Bounty, and
despatches the fleets of Drazak to raid nearby worlds.
These reavers seck no riches - only lithes of gore.

THE GREAT AWAKENING

for other, less tangible gains over other dynast
rs, for this is the one type of contract
that even the Nekthyst will not break.

5. They are

Immortal of the Nekthyst Dynasty

THE STASIS DOCKS OF SEIDON

In ancient limes, Seidon lay at the heart of Necrontyr
expansion. Every thirty-three weeks, a vast ship would
launch, carrying a legion to a distant world. When Seidon
waoke, its rulers continued their n of conquest.
Unbeknownst to the Overlord, Seidon’s master program
was corrupted. No longer are ships set forth on courses
that intersect with planets. Instead, each vessel is launched
on a random heading, as likely to plunge into the heart of a
star as it is to result in safe planetfall. Thus, every thirty-
three weeks, another legion departs into the unknown...

THANATOS AND THE CELESTIAL ORRERY
Hidden within the heart of Thanatos is one of the
galaxy’s greatest treasures — the Celestial Orrery. The
orrery’s tiny pinpricks of glowing light record the
positions of every star in the galaxy. Snuff out one
of these lights and its physical counterpart will go
supernova long millennia before its destined time,
bringing fiery oblivion to all nearby worlds.




THE SAUTEKH DYNASTY

1 th e forsSceranserence, A Sawrohh Diuasty s ronhe thind mcse possefutof ol b roaf dynasces Throigh chace o desgn, mang of the Sautekh
curewarlds surcieed the acons better than those of other dynasties. N is wmare,
leadership of Imoteks the Stormlard, are the mrost aggressioe in attempeing a new wave of expansion.
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This mofithisees the reemerging Necron legions inundated With phalanxes d%

infantry/and fourr new vehicles. SimongGrant spoke withsminiatures designers’
Dave Themas, Dale Stringer andTom WaltBn abfut }thelr latest-creations.
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Ones are something of an aberration,”
explains Dave. ‘They are barely trusted
or accepted by their own society, and
we wanted to emphasise their wretched,
rejected nature. Aly Morrison therefore
ned them with scythes, sickles and

desi

blades instead of fingers and grisly traphies

on display, giving them a macabre look
that really sets them apart from the other
infantry units in the army.’

he fantastic new plastic kits have
also given rise to a whole new wave of
Necron technology, with the Immortal,
Lychguard and Triarch Praetorian squads
all having a choice of two weapon
options. ‘The Necrontyr had long mastered
highly advanced technology even before
their biotransference into machine
explains Dave, so it makes sense that
they'd have a range of equally high-tech
weapons to play with. Necrons don’t
utilise projectile weapons, but there are
plenty of other energy-based weapons
that they use instead, such as particle and

DEATHMARKS

For countless millennia, Deathmark Squads have served the Necran

nobility as snipers and assassins. Even when they were beings of
flesh and blood, Deathmarks had a reputation for cold-hearted
precision and palience. Now, housed in tireless metal bodics,
Deathmarks are more deadly than they ever were in lif

Deathmarks seldom take position with the rest of the army at the
battle’s starl, but appear silently from a hyperspace oubliette upon
a ridge or ruin thal affords unobstructed view of their quarry. The
target will be lucky to survive more than a few w((mds before being
cut down by fire from the Deathmark’s synaptic disi

BUILDING THE MACHINES

electromagnetic beams. In fact, the idea for
their tesla weaponry came from an original
sketch | drew for the synaptic disintegrator
of the Deathmarks. The design evolution of
the new miniatures is particularly evident
in the weapons. The gauss flayers of the
Necron Warriors look fairly rudimentary by
the standard of their incredibly advanced
technology, whilst the barrels of more
advanced guns such as the synaptic
disintegrators of the Deathmarks (see
below) are fully enclosed and armoured.’
But it is far from just the Necron
firepower that has been augmented by the
new weapon options. The Lychguard and
Triach Praetorians can wield dedicated
close combat equipment such as the
hyperphase swords, dispersion shields and
voidblades; not to mention the warscythes
that have long been an integral piece of
Necron wargear. ‘The Triarch Praetorians
and Lychguard are the super-elite of the
Necron army,” says Dave, ‘so it made sense
that they would have access to a wide




ANNIHILATION BARGE AND IMMORTALS

lation Barges are the Necrons' favoured anti-infantry support
platiorms. Each is armed with a linked pair of tesla destructors
~ enormous energy cannons that fire ferocious arcs of eldritch
lightning. Many Overlords also task a squad of Immortals as guards,
as such a partnership can prove advantageous for hoth parties - the
Annihilation Barge has a screen of allies to drive back incoming,
assaults, whilst its bodyguard of Immortals benefit from the crait's

massive firepower.

variety

riul equipment, specifically
Jit and close-combat weapon
combinations. These guys are the army’s
real heavy eally played that
up with their impressive choice of wargear.

imagery.
Necrontyrs
images of death and
lent in much of the
aphy, with their skull-

ed visages and coffin shapes,” adds
Tom Walton, des the Ghost Ark k

bodiment of this, with
of each *r

' and
ne. Ghost Arks

nsference, where

predate
they

once sombre carriages that
the d ternment
We used the theme of morbidity 1o

conveye ad 1o places of

ain a sense of nnln-uun between

There
ns as well. For
e Ghost Ark fre

example, if you look a

the front, you can make out the shape of a
Monolith, the profile of which itself forms
an inverted caffin shape.

Symmetry and solid geometric shapes
are very much a part of the Necron
aracter,” explains Dale Stringer, who
esipned the ihilation Barge, ‘but

scent shapes and prow figureheads also

became iconic to the Necron design.

“As did the spherical power sources,
adds Tom. ‘This applied to the P
both hand-held and vehicle-mounted,
and indeed the Necrons themselves. The
vehicles have been designed so that each

s,

er the weapon, the \.w.‘
the power source. On the Doomsday
Ark, for example, there is an ¢

ormous
beneath the main
ary weapon. In
w the sheer size of
somsday cannon | was designing,
he decided to make its rules even r
poweriul! If you really want to frighten the
you can even
Doomsday Ark with
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two kits, as the chassis is easy o extend
in this way. This may not have an in-game
effect, but it will look utterly terrifying!
We've provided as much cross-
compatibility as possible across the range,
both for the infantry and the vehicles,” says
Dale. ‘This is especially true in the case of
he Catacomb Command Barge, as the kit
provides a number of useful options for a
Necron Overlord, including a resurrection
orb. In fact, you effectively get a plastic
Overlord on foot if you decide to build an
Annihilation Barge instead, but this can
also be useful if your Overlord needs to
disembark from his Catacomb Command
Barge during a game
parady of Imperial vehicle and
Tita the barge’s two Necron crew
are actually plugged in to an interface with
the machine itself for optimal efficiency.
One of them even features a cyclopean eye
in a similar style to the Deathmarks. ‘The
Annihilation Barge comes with a twin-
linked tesla destructor, the most poweriul
of the tesla weapons,” says Dale. “We also
included both secondary weapon options.

LYCHGUARD

But whereas the Annihilation Barge is a
weapons platform more akin to a hovering
gunship, the 'ala.nmh('mnm.mflls.\run
acts as a chariot for a y
commander, allowing mm to survey the
battlefield and command his legions from
bile command platform. There is
no doubt that the Overlord in the kit looks
suitably imperious atop his Catacomb
Command Barge ‘We intentionally dicn’t
20 overboard on the vehicle’s dess
keeping it relatively simple and with
practicality in mind,’ explains Dale. ‘By
and large, the Necrons favour function over
design, so a simple podium and stylised
hand rail was all that was needed. We also
didn’t want to steer any attention away
from the focus of the model, namely the
Necron Overlord himself, as he is what the
Command Barge is all about.”

To learn more about how the Catacomb
Command Barge and other wonderiul
new miniatures operate on the battlefield,
turn to page 40, where Andy Hall will
be spilling the beans on their devastating
firepower and special rules

s I

Each Lychguard is programmed with unswerv

particular nable, or sometimes a whole dynasty. Physically, they are
incredibly imposing, housed in the same heavily armoured forms
mare commanly reserved for Necron royally, and are equipped with
the finest weapons drawn from their patron’s personal armoury. The
Lychguard can inevitably be found at the heart of any battle, either
because their master’s army has rallied around them, or the enemy
has chosen to make the destruction of their charge, and therefore
the destruction of the Lychguard, a priority.

www.games-workshop.com
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'EAVY METAL
NECRONS

The rise of the Necrons has

ven the ‘Eavy Metal team the opportunity to test their

mettle against the fantastically detailed new miniatures, and embody the army’s
dynastic heritage with a huge variety of different colour schemes.

hat the Necrons are na longer a race of flesh and
blood, but of machines, is an inescapable fact. But
the talented painters of the ‘Eavy Metal team didn't let

t t their colour palettes when it came to painting the
Studio’s Necron colleetion, ge oo Tomatsewskd explains:

Joe: The Necrons are not just mindless robaots, but have
infinitely varied personalities in their own right, just as
we do. We were determined from the start that we would

choice of colours. All Necrons of every dynasty have
metal exoskeletons, but many of them still bear additional
omamentation or plating in other mater
or ceramics. Of course, there is also nothi
Necrons from painting their metal bodies
as the Space Marines do with the ceramite of their power
armour. This led us to try a large number of different colour
schemes, as we wanted to remind all the hobbyists out

s, such as marble

there that they shouldn’t feel restricted to just painting their

do this justice, giving them their own identity with our Necrons metal.

yptek

J\nw et

Overlord commands a
preeminent posiion i the
army’s military hierarchy, so

D:slmy:r Lord |
Dave Heathileld: As a Destroyer
Lovd commands a high-ranking
position in the Necron legions, |
made sure to include plenty of
gold to repre
rmpurr ance

Trazyn the Infinit
Kornél Kozak
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The Savtckh Dyn:
Daves As the Necrofs of
Sautekh Dynasty avoided the
worstefcts of ing dormant
for millennia, | used 2 bright
steel colour (0 show the good
condition of this Necron

| The Mephritt Dynasty
| Anjas | decided to paint this
| Necran Warrior and the
| one below to demonstrale
.t ways of representing

3 weapon's energy source.
I painted this barrel with a
crackling magma efiect.

Warrior's exoskeleton.

| The Agdagath Dynasty
| Mark: t pointed this Kecron’
Warrior in respanse (o a

ader who wrote (0 us
asking how to apply a quick
and easy rust effect, Having,

painted the metal, | usec

The Novokh Dynasty

Anja These Necrons are each from the same dynasty, but represent three
difiecent lovels of their millary hierarchy. The Necran Warrior on the lef
s red armour on s head and shoulder gaards, as does the Immortal.

The tychguard, howvever, not only has large areas of omate red armour, but
{added circuitry detail (o much of the model to represent s eite status

www.games-workshop.com
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Fliyed Ore

Daves Flay

Triarch Practorian
Kornel: Whilkt the Necrons slept for over 60 millon
years, the Triarch Praetorians were still awake and
travelling the stars. I wanted this model to look age-
warn, hen veathered ceramics, whilt sl
maint air of power and

his FHayed One is from the main Studio
rmy and shares the same s

ot of time painting the strips of recently flayed skin
and raw, glistening muscle:

Ilay"cgﬁuud of the Charnovokh Dynasty

| painted these two Lychguard modiels in‘a used a deep blue spot colour, either as marble or

similar manner as they fe from the same dyn: as panelled armour plating. As Lychguard are royal

few «;.M difierences io repres bodyguards, | sparingly applied gold detailing to help
o separate: squ them stand out. On the madel below, | painted a

emblem ;Fxn\n with the glowing, internal energy core beneath fis chest

Triarch Practorian

ornel: Keep i Immaortal
Neil: This Necron Immortal was one
1 painted to try out some alternative
1also extended the white stripe
e whole faceplate.

Immortal
Neil Green: 1 painted this
model with ceramic plating
all over ts exoskeletan, but
s of el cxposed
underneath by ba
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Immortal 5 -
Dnthm:rk e Triarch Practorian
ark: This Deathmark was painted with ' ’ " Romne: paited his Trirch
e ceramic shoulderpadds and blue energy . i orian as if made of gold
g through its gun and glowing eye. ) its senior rank

Deathmark
Mark: I ant L)'chpmrd
Kornel: Similarly to the mode!
aboveright I
elite moc ally stan
out i vited this tych

h xaskeletd

Cam:omb Command Barge
| aves s i model s anctther
| way to clearly define the metal
| Weerom and vehicular green

material. The deep green also

contrasts well with the fight metallic
| tones of the Necron crew.
| As with the other Necron
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In this article, Andy Hall and Mat Ward discuss how the Necrons play on the
tabletop as well as previewing the rules for two of their new destructive vehicles -

the Doomsday Ark and Catacomb Command Barge.

Necrons are tough, have a hat
to the battlefield, even after
ments have
the basic Troop choices, the

Necron Warriors. When you add the array

of Elite, HQ and Fast Attack
options to the mix, then any
foe should think twice about
m in battle,
we sit dow
w Codex. ‘As
force can casily sl

whole
but with

C
A Cryptek will favour
the tec
disciplines that define:
or example,
rs of Despair
employ weapons of

seli-repair (see the
they dish it out as well? The :
is a big yes,” says an emphatic Mat
Shaoting phase is where the Necr i
inflict the majority of their damage. On top
the cool and crazy wargear, Necrans
branches of ranged
uss weapons, such as the
gauss flayer wielded by Necron Warriors,

S
H

devastating devices.

ReanmvaTiON PrOTOCOLS
You can never keep a good Necron down. And if you
need proof then look no further than their Reanimation
Protacols special rule, which all N
‘Whenever a Necron is removed as a casual

THE RULES OF WAR

atch bolters in Str
he added benefit of

apons also
ability - in this
case when rolling to hit, a 6 causes two

extra automatic hits on th !

and these are a minimum of
Then there
while relativ

roops secti
you have tl
shad

thmarks, who can
{ow an enemy by two different means;
Necron player chooses a t when
the Deathmarks deploy and that squad
will always be wounded on a 2+ by :
Deathmarks on bletop. They ¢
ve via Deep Strike immediately @

1lso

accrues a counter. At the end of a phase, you roll a
D6 for every counter accrued that phase. On a 5+ you
can return a model back to the squad as the android’s
sophisticated seli-repair systems take effect.



my unit has deployed irom reserve,
the enemy’s turn,” explains Mat.
\\ \*\Iﬁ Deathmarks are accomplished
sard and
Triarch Praetorians are martial beings who
iantly face their foe head on. ‘These
two troop types are defined more by their
profile and wargear than special rules,

says Mat. ‘With a WS of 4 and a Strength

d Toughness of 5, both can easily handle
themselves in an assault, especially when
armed with warscythes for a +2 Strength
bonus or voidblades, which reduce armour
saves, should the apposing model survive
the initial s
though, is

WOUFile Warge
ardl's dispersion
ive the wielder a 4+
able save. The sneaky bit is that

if the save is made, the shield deflects the
enemy’s shot onto the nearest foe within 6
- its always satisfying to see yaur opponent
remaove his own models in his turn
he Necron army list has grown in
other ways as well. Necrons now have
three dedicated transports, of which two
ased this issue. ‘The Catacomb
nd Ba es your HQ another
option, and also plays with the noble,
arrogant aspect the Necrons possess. The

' need to travel with the
but can spe
n his personal craft, ¢

d across the
ing on
lecapitating foes with his
istretched warscythe, This is reflected in
1 this

o

the rules and so you're incorporat

HAMMER

440,000,

grand imagery directly into the game, in
the way your models act on the tabletop as
well as look,” says Mat.

The rules for the Ghost Ark also directly
reference the ki gn — you can see
Necron Warriors in various states of repair
through the ominous ribs of the vehicle,
reinforcing the notion that Necrons are
nigh-on impossible to permanently put out
of action. It also gives your Troaps choices
a highly flexible transport option. ‘Ghost
Arks are more than just the Necron version
of a Rhi
repair centres, and have the ability 1o
repopulate Necron squads that have taken
losses. Once per turn, D3 models can be
reanimated in a Necron Warrior squad
within 6°. The Ghost Ark’s armaments are
also something special as well. A Ghost
Ark can fire at a different unit on each side,
effectively giving it a broadside attack. This
way the Ghost Ark can act as a linebreaks
heading stra
from its flanks while del
Warriors into the heart of the firefight, as
1l as bolsterin s already there.”
These things just represent a few of the
curiosities found in the Necron Cadex
a race that was using super-advanced
technolagy 60 million years ago, acans
re Mankind was even using the
simplest of tools. No wonder the Necrons.
see all r races as interlopers and
trespassers, and Mat has just
means to inherit the galaxy once more.

sqj

bef

continues Mat, ‘they are mobile

ight into enemy defences, firing

ven them the

ECRON WARGEAR
The Necrons have ever
been masters of advanced
technology, and their
weapons harness this to
deadly effect in battle.
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The Catacomb Command

Barge is nothing less
¥ than a giant carrier
wave generator that
allows an Overlord to
instantaneously issue
commands ta nearl
troops and better divine
the enemy’s intended
strategy before it unfolds.

With his barge’s

systems altended to
by his minians, the
Overlord is free to wield
his warscythe against
the foe. Sometimes he
will disembark before
1 s0, preferring to
ce his chosen foe with

At others,
ever, the Overlord
will remain upon his

Catacomb Command

Barge, choosing inste
to strike at the foe with
great sweeps of his blade

been that of
Command Barg
swooping ou y
he Overlord’s blade
gleaming as it swings

WHITE DWARF

Type BS F s R
Catacomb Command Barge  Fast, Open-topped, Skimmer 4 11 11 11
UNIT TYPE: Vehicle. combat speed this tum, a Sweep Attack

TRANSPORT: The Catacomb Command

Barge can carry one independent character,

WARGEAR: Quantum shielding,
tesla cannon.

SPECIAL RULES: Living Metal.

Sweep Attack: Whilst a character remains

embarked on a Catacomb Command Barge,

he can make three special ‘sweep” attacks
each turn. These attacks can be made in
the Movement phase against one enemy
unit that the Catacomb Command Barge
moves over. All attacks must be resolved on
the same unit. Roll To Hit and To Wound
separately for each Sweep Attack. If the
Catacomb Command Barge moved at

THE RULES OF WAR

hits on a 3+, otherwise it hits on a 4+

For each success, the unit suffers a hit at

the character’s Strength, plus any Strength
bonuses and special abilities from his close
combat weapon. Hits against vehicles are
resolved against rear armour. On a Sweep
Attack where the To Hit dice roll is a 6
you can choose which model the resultin
Wound (if there is one) is allocated ag
Cover saves are not permitted against
Wounds caused by Sweep Attacks.

Symbiolic Repair: If the Catacomb
Command Barge suffers an immabilised
or weapon destroyed result, the embarked
character can reduce his remaining
Wounds by 1 10 negate the result, This
cannot be d i it would cause the
character to be removed as a casualty




devastal; icles in action as the

Necrons tak on Space Marines and
s month's battle n‘pnrt

the Eldat

Doomsday Ark

UNITTYPE: Vehicle.
WARGEAR: Quantum shielding.

Two gauss flayer arrays: The Doomsday Ark
ss flayers

ys of five ga
ach flank - enabling it
my units. The two arrays
to each other

ugh all
oot at the

ANTUM SHIELDING
Until a vehicle suifiers a penetra
caunts all Armour Values on its ird
side facings as being 2 points higher. Once
2 penetrating hit has been scored it can no
longer use the quantum s i

r Armour —

Type BS F S R
Open-topped, Skimmer 4 11 1 on

Doomsday cannon: For the doomsday
«cannon to be fired at full effect, the
Doomsday Ark must remain stationary
ster the Doomsday Ark moves across
the battlefield, the more energy is directed
away from the doomsday cannon.
Accordingly, the doomsday cannon
has two profiles: one for if the Doomsday
Ark remained stationary in the previous
Movement phase and one for if it moved.

Stationary
Range  Strength AP
72 9 1

Combat Speed
Range Strength AP Type
24 7 4 Heawy 1,

SPECIAL RULES: Living Metal.

e conventional
hicles. But to
apparent
lity is to overlook
the Doomsday Ark’s true
|1ur|lm|. nd potential.
not a battle tank,

midst of a battleline,
to give and receive
punishing blows. Rather,

the Doomsday Ark is

nothing less than an
enormous seli-propelled
doomsday cannon - a
weapon that can win

a battle with but a
single shot. The cannon
itself is a wonder of

energy weapons of the
Imperium. Even fired at
low power the doomsd,
cannon is a fearsome
weapon; when firing at
full effect, its searing
energy heams burn
brighter than any kind
plasma weapon,
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IN-STORE THIS MONTH
Having lain dormant for millennia upon countless tomb worlds scattered across

the stars, this month the Necrons return to fulfill the Silent King’s final command
to re-conquer the galaxy, starting with your local Hobby Centre.

Galactic Expansion Save Your World, Save the Galaxy

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER
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ATTACK ONTRAI Y

Times are desperate indeed when the Emperor’s Finest must forge-an alliance with
) accursed xenos. But this rnonlh’s battle report, the Ultramarines band'together with
the Eldarto fend offa ml&{l{yqﬂecmr}army ,Ma‘; Ward gxplams...

0N your s
feel like t



hlw for \hn.l enders

in such
rons a distin
ad already
: defenders had
Speaking
Jers to hay

sld be sure

offset all the
b

lters that the

War came to Vanyamor
Trazyn the
ever a colfector

found the Khh
Though s
mare than intri

ine were in.
ingly powe
weapons first
@ the
en, S0 it was that
ade common
h Imatekh the
il hron the
i i

Alaitoe Craftworld,

Farseer Eldorath Star

consulted the runes ¢
Th learn

were even

d,
too of the I
the Stars of Khaine.




ey

ARMY OF MANDRAGO!

@ Imatckh the Stormlard

Insatekh's Royal Caurt

Taw+

Pofit

© Lk the Tomder

Vargad Dshomekh
[ Yo
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a Tearyn the Indinite
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® Assassin Seet IX
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o
®
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Uit 01:¢
Niccran

1999 poiats

THE ARMY OF ZEDERON
Lord lhran the Merciless
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Mat: Well, | could
claim that the
story dictated |
use both Imotekh
and Trazyn, but
that would be

an utter lie - |
wanted to bring
them both into the
battle. Imotekh’s
one of those rare
things in 40K - a special character who kills
you from a distance, Don't get me wrong,
ve's relatively choppy up close, but | really
wanted him for his lightning bolts. Trazyn,
on the other hand, is probably the mast
units (albeit one who

n end up teleporting randomly about the
table). The rest of the army was all about
firepower — mostly big war engines with
satisfyingly large guns. 1 don't really want
to get into protracted assaults with Space
Marines or Eldar, because I'm sure to lose
if 1 do. Hopefully I can quickly silence the
bastions on my half of the board, then turn
the glory of my Doomsday Ark onto the
hapless defendlers.

S0, nothing complicated - I'll
implacably advance on the fortress blasting
apart bastions, Space Marines and Eldar as |
see fit. Cue evil laugh!

“Hail, Imotekh, greatest of all the Phaerons!” The greeting echoed through the darkness of
Imotekh’s private sanctuary. Hearing himself so addressed, imotekh turned to face the figure
stood before the swirling enirance purﬁ.lr'* a portal that should have been sealed to all but
tendance.
“Trazyn the Thiel Imotekh intoned, his grip tightening on the Staff of the Destroyer that
his rival once long ago attempled to steal. I took you for a more rational being,
foolish thief indecd to return so brazenly to the scene of the crime!” He motioned the Vargard,
who strode to flank Trazyn his warscythe raised high. Trazyn looked first at Imotekh, then to the
Vargard and the raised warscythe, and finafly at fmotekh once more.
“This is hardly necessary. | am here for mutual benefit. Will you not hear my
“No. Imotekh nodded almost imperceptibly and the Vargard brought his warscythe down, the
rn in a shower of sparks. Trazyn’s
Tell upon the polished metal tiles of the chamber’s floor, exploding in a shower of green light. A
clattering as it came to rest.

Imotekh snorted in contempt, and turned away from his faflen opponent. As he did so, a
change swept over the Vargard. Emerald energy spifled forth from i
across his form, reshaping and remoulding exoske
Vargard was no more, and Trazyn the Infinite stood halt

) w0 through this every fim
Eyes blazing, Imotekh span on his hees, jerking with discomlosas ffie iotion strained
nd locked gazes
but made great play of sweeping imaginary motes of dust
ol upon metal echoing clearly in the vau
m-‘mm, Imatekh stood in silence
ed his staif and spoke once more.
if, just this once, we could have something amounting 1o a civilised
conversation. | have not come here merely to prove how m.
though Fm quite prw‘lrtd to do s if you continue wuh this foolish

himself and the Vargard who stood in

alowing blade cleaving Trazyn from stem to ste

moment later, his staff also hit the groun

“Predictable

o b
“I'd greatly apprecia l:'

ed derisively. A bold claim. |

do

is perhaps understandable,
apportunity, | meant ever,
Imotekh stood silent for s
of his cyes.

“Very well. But speak swiltly, for you've

I shall be brevity itself) sa
ever heard of the Stars of Kl;.m ?

ral long

ATTACK ON TRAITOR'S GATE

"’ r;:m us both to more trouble than )mr.n‘ruu.‘y have,” Trazyn re;
on our past dealin
word. Will you hear me, or shall we retarn ta testing my claim?®
oments, his apparent calm belicd

Iready spent much of my patience.
{ Trazyn, with only the faintest trace of mockery.

Robin: Ancient
robot soldiers,
floating space
tanks, doomsday
lightning guns and
insane military
commanders
where do | sign
up? There’s a
wealth of new
Necron goodies
to choose from, but first on my i
Lord Ibron the Merciless on a Catacomb
Command Barge. Beside him will be two
Ghost Arks filled with Necron Warriors,
and two units of Immortals. These guys will
secure any objectives and, with a little help
from a Monolith, unleash a world of hurt

in each Shooting phase. Unfortunately, my
troops’ close combat prowess (Lychguard
and Triarch Praetorians excepted) are not
quite the equal of their shooting skills, and
I've yet to face an Eldar army that doesn't
contain either a Wraithlord or an Avatar,

or both! If either gets amongst my ranks,

it could spell disaster. As such, 1'm takin
some Deathmarks to counter any monstrous
creature-shaped threats. Some might say
that ten Deathmarks are a touch overkill for
the job, but | reckon if something’s worth
killing, it’s worth killing right.

but you are a

artured body

on and armour as it wenl =
and more.

ith Traz,

Refusing to grant
fully as Trazyn

nd stared

v of your vassals are in my thrall -

ed 1o put it ta "J'l test.”
“Your wrath
or, when | spoke earlier of mutual

the angry witchfires

ell me, have you










Andrew: I've just
finished reading
Fall of Damnos,
so when it was
suggested that
we pitch Space
Marines against
Necrons in this
month’s battle
report, | knew
what had to be
done: pitch Caplain Sicarius and half of
the 2nd Company into battle. There was
vengeance 1o be had, after all. So with that
decided, picking an army list was pretty
straightiorward: Sicarius and his Cor
Squad, three Tactical Squads, an Assault
Squad and a Devastator Squad. That's a very
infantry heavy army, but if a job can’t be
done with Space Marines, it can’t be done,
is what | say. Amazingly, after picking half a
company of Ultramarines, 1 still had some
points left over. So in with an Ironclad,
as there's no vehicle a seismic hammer
through, living metal or no;

and

of Necron armgur; and a Librarian
the Machine €

as using
» seemed appropriate.

held no survivors. A ghosihelmed Fars
sands, crested the rise before the main gates.
Awfully sure of himself, isn’t he?
They ahways are,’ Si
that there are more of them out there than

The Eldar came at dawn, less than an hour after Sicarius had satisi
er, his blue robes already stained dull red by the merciless

* Sergeant Ixion said softly to Sicarius.
icarius replied. *It might he simple arrogance, but more likely i
ve can see. Warn our Brothers to remain alert. Ixion
nodded briefly and withdrew, leaving Sicarius to speak with the aliens alone. Twice as Ixion

So, it's my
first Warhammer
40,000 battle
report, and

I'm using a
notoriously fragile
army against an
incredibly shooty
one. No pressu
then! Thankfully
Il be backed up
by the formidable presence of over fifty
Space Marines — they can certainly take a
beating or two, so I'll leave any objective
holding to them if possible. No army of
Alaitoc is complete without a squad of
Pathfinders, but the Guardians and Dire
Avengers will also bolster our front line
and, in the case of the Guardians, provide
me with some expendable troops with
which to distract the Necrons. Two squads
of Fire Dragons, one aboard a Falcon Grav
Tank in reserve, will help to counter any
Monoliths we face. Finally, I've included
the cheapest Wraithlord possible in an
attempt 1o draw out any deep striking
Deathmarks, and an Avatar to give me the
best chance of bagging the bonus objective
for killing the Stormlord in assault.

d him:

that Traitor’s Gate

passed amongst the rest of the strike force did he glance down at the gateway. Both times he saw
Sicarius and the Farseer deep in conver, 3

By the time the Sergeant had finished his rounds, the conference was over. With a deep bow,
the Farseer turned and walked away. Sicarivs watched until the Eldar was out of sight, then
crossed back through the main gates, pausing briefly to speak to Brothers Gaius and Varon. “Keep
a keen watch — et me know the moment he returns.

m 5 ius affirmed. "Can we trust them?”
even for a moment.” With that, Sicarius turned away and marched back into the fort.

Iion strode up te his captain. *Our Brothers remain vigilant - they know their duties. What
did the alicn have to sa

“He claims that this
Inion spat in disgust.

“Emperor’s teeht cursed fxfon.

robot abominations w

“On that point, our “friend” was less than forthcoming. It might be that be doesn’t know, but
1doubt t. I've never yet had a conversation with an Eldar that | haven’t come to regret. Ixion
grunied in empathy. "Wherever the teuth lies, Sicarius continued, “He has promised (o assist us
when the Necrons do refurn — it was less an offer and more a statement of fact,” he said dryly.
What have you to say aboul that?*

Ixion looked thoughtful for @ moment. V'l take any help | can get - Necrons often need
Killing two or three times before they realise they've lost” He paused. ‘On the other hand, I've
had a proper look around whilst you were in conference, and there’s something about this that
doesn’t feel quite right. For one thing, the blast scoring on the defences doesn’t look how |
remember it from Damnes. For another, | know that Necrons tend to pick over the scraps of a
battlefield with a thoroughness that rivals that of the Hive Fleets, but there’s normally something
left; a power pack, a helmel - we saw it often enough on Damnas. Here, there’s nothing.

Sicarius nodded, and reminded himself that Fort Halstadt was also known as Traitor’s Gate.
“I'm not sure it changes a very great deal. The Eldar want the Necrons stopped, that's cl
cnough. It may well be that they w)gml-omd this slaughter to lure us in. For the moment it
changes nothing. | don’t care what it is that the Necrons want - they're not going to get it. Until
they're defeated we'll play along, but the Eldar scum will pay if this work is theirs” A moment
later, a shouted warning sent Sicarius and Ixion running to the gate. The Eldar had arrive

m- the work of Necrons, and that theyll return again before high sun,

‘And here |

haping for an honest fight. What do those
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Further
Tactical Squ
and his Command Squad

on the battlef
the south, Mm,mw to their dynastic
Imotekh arrived in th
Merciless came
ith the Phac

ame to last 5 turns.

* Both sides must claim
objectives 1o win,

I *1f the Eldar can
count as a DEPLOYMENT
bonus objective

* The Hdar and Space
rines deploy first,

uplu 307 in from the

northern board edge.

«Necrons may depl

9" from the remai

board sides.
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THE STORMLORD
Imotekh’s hone
more than just a title.
Where the Starmlord
strides, a tempest follows.
When Imotekh pi

the battle L

th Ns}‘hi n;,h:m,, rules.
And at the start of each
Necron turn every enemy
unit is struck by D6
rength 8 | g bolts
on aroll of 6. Imotekh
can choose to end the
storm at any time s
the pall of darkness so his
long weaponry
can take effec

REBOUNDED

The Dark Reapers targeted the Stormlord and his
ile launchers. Although Imotekh
he majority of the hits

Lychguard with their m

was wounded in the blast,

cleverly placed his Triarch Praetorians
behind the Monolith as it moved

is the fortress, a tactical tip he had
picked up when he faced the Necrons in
the last White Dwarf versus Games Dev
battle report back in December

last year — Fd). The west flank saw the
Stormlord stride confidently forward and
with him the skies blackened and lightning
danced around Fort Halstadt. The Dire
Avengers accompanying Farseer Starbane
were struck by the bolts and three were
instantly killed. The Wraithlord was also
struck by the Stormlord’s lightning, but the
wraithbone construct made its saves,

While Mat was pleased with the
lightning strikes — especially the way it
seemed 1o be targeting the Eldar - the
downside of having the storm was that
the Annihilation Barge and Doomsday
Ark could not see any targets in range.
However, they were far from his only
shooting options. Unit 01XDa, the
Immortals with tesla carbines, t
Squad Vorolanus, their five hits becoming
5 Mat rolled two 6s with his tesla
ponry \\.ul;;hh'rm“ three Ultramarines

I:] the east, Robin’s forces advanced. He

tow

C

+, slew another

LIGHTNING STRIKES

TURN 1

and the Ghost Ark killed two Dark Reapers,
with its broadside.

In the east Robin’s two Ghost Arks
presented their flanks and let loose a
mass fusillade that cut down two more
Dire Avengers, this time from the Alaitoc’s
Avengers. Still in the east, the Necron
Destroyers targeted the Wraithlord and
scored a wound. The most spectacul,
event of the Necron Shooting phase,
though, was when the Harbinger of
the red Cryptek
ch Lance
tumbling ta the grounc
dramatic explosion that kill
three Dire Avengers, a Tactical M
scattered the occupying Dark Re
Considering that Mat and Robin couldn’t
bring every weapon to bear due to the
Stormlord’s maelstrom, the Necrons had
done an astonishing amount of damage to
the allies and left the Dwarfers reeling

Never one for hanging back in defence,
Simon sent his Guardians over the barrier
so they could target the Destroyers in
the west. This dicr
Andrew, whose tutting over the manoeuvre
was already straining humai
relations. The Vypers on the landing pad
swooped down, ready to engage the enemy.

Destruction mlruuhu\

and brought the

n

further

-XENOS

were deflected onto Simon's Guardians who were
less than 6" away. Three Guardians were slain by the
redirected missile strikes.
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The Avatar gave a molten roar and then
strode forwards, its wailing doom poised to
strike down an enemy even more ancient
than himself. And, after the Necrons shook
his bastion, Andrew decided to move the
Sternguard out of the central keep - a
risky move, but one that allowed them to
rapid fire all of their boltguns. The only
other movement was that Ironclad walking
southwards, it's targeting sensors firmly
locked on the Destroye:
In the Shooting phase, Simon’s
Guardians started proceedings by firing
on the Heavy Destroyers, wounding three

phase though; the Sternguard chose to
seance rounds against Robin's

encroaching Immortals. Unfortunately,
Andrew rolled poorly and two of his
own Battle-Brothers died to overheating
ammunition. The surviving Sternguard did
manage to down three Immortals though, of
which ene returned to life at the end of the
Shooting phase.

But before we reached that point, a
bout of concentrated fire mainly from
the Space Marines facing west but also
supplemented by Vyper fire and even the
Wailing Doom of the Avatar, gradually

€€ And so it was the Stormlord rose from the
ashes minus his Lychguard but ready to
continue the fight. 99

times, but Mat madle all his saves. The Dark
eapers, having picked themselves out of
the bastion debris, targeted the Stormlord
and his Lychguard, The shots struck home,
and even wounded the Necron Phaeron
once, but the majority of the fusillade was
deflected onto the Guardians - weren't
they meant to be busy claiming objectives?
These were far from the only losses the
Alliance would take in their own Shooting

rid the battlefield of the Lychguard and
even the Stormlord. But you don't kill the
Phaeron of the Sautekh Dynasty that easily.
ike all Necron characters, Imatekh has
er-living special rule, allowing him
epair even when the rest of his unit
has been utterly destroyed. And so it was
that the Stormlord rose from the ashes,
minus his attendant Lychguard but ready to
continue the fight.

S RO DO

FARSEER STARBANE
Farseer Starbane and

his retinue of Dire
Avengers were not only
the unlucky target of a
lightning bolt this turn
but also the recipi
Imotekh’s bloodswarm
nanoscarabs. This
allawed Flayed Ones to
accurately Deep Strike on
his location, when they
finally enter play.

Objectives

Movement
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ANNOTATIONS
() 3 Strength 8 lightni
bolts destroy |h:~
Avatar in one go!
(§) The Heavy Destrayers
take out the far north
bastion with their
heavy gauss cannons
") The Monalith, in
" revenge for being
attacked by the
Firedrakes

1o teleport the last of
the Fire Dragons out
of existence.

) The Deathmarks

«
to the Wraithlord
and obliterate it with
deadly accurate fire
from their highly
anced weaponry.

ived of their

g Monolith,
the Trmrch Practorians
are largete
Guardians. They are
it 17 times, all of
which fail to get past
their Toughness of
and 3+ armour save.

F) The Heavy Destroyers
* are wiped out by
the combined fire of
Captain Sicarius, the
Guardians and Vypers.

) The lone Sterngu
ele

Ghost Ark and hits it
from short range with
his combi-me|
Ghost Ark explodes,
engulfing two Necron
Warriors and three
Immortals in the b

) Mnsusnu\ls in the
ast included the
SIrukmg Scorpions

slaying the
Deathmarks - due to
a terrible Morale roll

of 12 by Robin - and
the Assault Marines

locked in combat.
T) At the end of the
* shooting phase Robin
gains ane Warriar,
two Immortals and
one Deathmark back
from the Reanimation
Protacol process.

ENTER THE ETERNAL

o far the Stormlord had dominated

proceedings, but his rival Phaeron,

Trazyn, was not about to let Imotekh
take all the credit. Trazyn's Ghost Ark forge
northwards, allowing him to disembark in
the centre of the battlefield. In the south,
Robin’s Ghost Arks also advanced and
off-loaded their Necron Warrior passengers
directly in front of the Aegis lines — the
Necrons were at the fortress gates

In the Shoating phase, Imotekh’s

lightning struck again, drawn to the
conductive metal body of the Avatar, and
reducing the Eldar God to molten slag!
The Dire Avengers accompanying the
Farseer — who must be cursed — wh
also hit again and lost another of their
comrades. The Necron Shooting phase
was as devastating as the last, especially
around the centre of the battlefield were
the action was most concentrated. This time
Andrew’s Sternguard were the victims of
concentrated fire as the rapid-firing gauss
flayers of Robin’s Necron Warrior phalanxes
reduced the Space Marine Veterans 1o a
single man. Even then, Mat wasn't finished
as he flew his Scarab Swarms into assault
with the Flame Drakes, to prevent them
firing on the Monolith again. The tactic

el

END OF TURN 2

TURN 2

worked as the assault ended in a stalemate,
and kept the Aspect Warriors locked in
mbat for another turn.

The Dwarfers looked over their forces
with palpable anxiety - they were severely
depleted and this was only the second turn.
The Eldar’s fragile nature had not helped,
hut even the Space Marines had taken some
substantial casualties. And the Necron's
really big guns, the doomsday cannon and
tesla destructor, hadn’t even fired yet. Th
Alliance needed help and promptly got it as
reserves from both armies arrived. Andrew
was craity and had his Assault Squad come
on from the northern board edge so they
not only arrived exactly where he wanted
them, without the worry of Deep Strike
scatter, but could also assault with them
this turn as well. Also in the north, another
squad of Dire Avengers, The Vengeful Kin,
wined up, allowing Sicarius’ main forces
10 advance without leaving open ground.
And in the east, the greater part of Si's
reinforcements came. The Fire Dragons of
Asuryan’s Flame zoomed onto the board
inside a Falcon and ending up behind
Robin’s Necron lines, closely followed by
a large squad of Striking Scorpions arriving
from the flank. It was not over yet.
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the Destructor, Lord 1bron’s
thrummed loudly as it approached the rapid
i te. However, from the
v-Tank Phoenix Cf.iw, wi

stern ﬂank

n guns and firepi
tank was blown up with
destroyed a Deathmark and unfortuna
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TRAZYN

As his title suggests,
Trazyn the Infinite is
not easy to slay, even
for a Necron.
charged and in a single
stroke drew his tempest
blade and struck the
head off Trazyn in one
fluid motion with his
Coup de Grice attack.
However, Trazyn always
‘ has a proxy ready to
|

|

receive his conscious,
replacing a random
Lychguard, Cryplek,
Lord or Overlord. And
sa he reappeared in the
Lychguard in the centre
of the battle, ready to
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nue the fight.

THE DESTRUCTOR SPEAKS

he arrival of Eldar and Ultramarine

reinforcements had temporarily put

the Necrons on the back foot, but
this is a race famous for their implacable
advance and so it was that the ancient
beings set about their destructive task once
more. Mat’s first action was to end the
maelstrom raging overhead. The lightning
had been more than effective but now it
was lime 1o clear the sky so his longer-
ranged and more destructive weaponry
could fire on the fragile alliance.

The Ghost Arks in the centre of the
battle started by repairing destroyed
Necron Warriors. This brought one of Mat’s
squads back to full starting strength and
gained Robin an extra Warrior. Then the
Flayed Ones teleported in, drawn to the
nanoscarabs hosted inside Si's Farseer so
they didn’t scatter. Even the ancient Eldar
must have gasped in fear as a stooped,
mechanical monstrosity draped in a fleshy
coat phased through a pocket dimension
right in front of him!

In the west the Necrons continued to
close with their quarry, which was more

< forces as they had
n surrounded by Simon’s reserve units

then, had Mat rubbing his hands together
in glee. The Doomsday Ark targeted a sweet

ATTACK ON TRAITOR'S GATE

TURN 3

spot in the west to catch no less than four
of Andrew’s Space Marine squads in the
ensuing large blast. The shot was on target
and ten Space Marines of the 2nd Company
died in an instant. As the Ultramarines
reeled from the attack, Mat iollowed up
with the tesla destructor on the Annihilation
Barge and hit the Battle-Brothers of Squad
Vandar ten times, eight were wounded,

but only two died thanks to some good
saving throws and thus prevented an all-out
catastrophe in the Space Marine ranks.
Even then the tesla blast arced out to strike
the Vengeful Kin, killing one, and even slew
four Immortals!

Mat's Ghost Ark fired another
broadside, slaying two more Space Marines
from Squad Vorolanus and immobilising a
Vyper on the other side.

With the opposing armies so close
together the Assault phase was far more
eventful than previous turns, Imotekh
strode into Squad Vorolanus and set about
the Tactical Marines, but could only
bring the fight to a draw. Trazyn and his
Necron Warriors attacked the remnants
of Squad Vandar and wiped them out
contemptuously, before consolidating onto
the objective close by. Meanwhile, the
Farseer and remaining Sons of Asurmen
finished off the last of the Scarabs and
attempted to gain as much distance from
the Flayed Ones as possible. In the east,
the Assault Marines overcame the Triarch

Objectives

Movement




STRAFE AND STRIKE

The Catacomb Command Barge flew over the Striking
Scorpions in a deadly, swooping arc. Ibron the Merciless,
with his blade lowered at head height, decapitated three
just the Exarch left. Rather than returning to

= le:

ving

Praetorians, leaving just one left but it
continued to fight on, unaffected by the loss
of its metal br

ethren,

With Robin’s Monolith destroyed, the
ire Dragons embarked back onto the
alcon and sped off westwards, to bolster
centre of the defence and hopefully
aid the Farseer. The Librarian left his
sccompanying Tactical Squad, and ir
the north the Vengeful Kin successfully
occupied the objective.

Shoo

1g phase was next and

agreed on another round of

concentrated fire, tf

squad to force them off the objective. The

Devastators slew two, Sicarius’ Comm.

uad killed another with their bolt pistols

and the Vypers damaged another two,
stroying five in total

he Dire Avengers pointed thei

shuriken catapults at the Flayed Ones and

brought one of the macabre creatures

jown, but it was not enough for Simon

as all oo aware of their proximity to

his army commander. Also in the centre,

: Pathfinders continued to fire on Robin’s
phalanx of Necron Warriors, and were

doing a fair trade in knocking them down

s time on Trazyn's

40,000,

wreathed blade.

even if Robin had a habit of bringing a few
back to life at the end of every Shooting
phase with the Reanimation Protocols.

The Ironclad’s hunter-killer missile
struck the Catacomb Command Barge, but
was deflected by its quantum shielding.
Codicier Vartus also targeted the barg
with his Machine Curse, which caused an
automatic glancing hit and destroyed the
underslung tesla cannon.
the Assault phase, Sicarius and his
ning Command Squad charged into
Infinite’s coterie to truly test the
Phaeron’s claim of immortality. But whil
this body was lacking, as the Ima
hero carved him in twain, Trazyn simply
spped up elsewhere. Andrew was
particularly keen to get rid of the Phaeron
as he could claim an objective even
though he was not a Troops choice. At the
centre of the board Dire Avengers clashed
with Necron Warriors and to the east the
Scorpion Exarch ripped apart four Necron
Immortals before their processors could
even register their destruction. Once again,
Squad Ixion could nat rid themselves of the
lone Triarch Practorian as it continued to
confound their blows.

remai
Trazyn

-WARHAMMER

PO

HECn-

i

sh off the Exarch, the Overlord had already moved
onto the next target — the Ultramarine’s Librarian was
in his sights and would be the next to feel his energy-
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CAPTAIN SICARIUS

Sicarius was. Im.l

i
Zederon. Uniortunately
for Macragge, the

stoic Necron elite
overpowered the
Ultramarine hero.
was found wounded but
still alive after the baitle

WHITE DW

HEROES SHALL FALL

he fourth turn started with Robin

targeting the accursed Librarian

He sent the Catacomb Command
Barge flying directly at Codicier Vz
The Overlord lowered his warscythe
and wounded the Psyker twice, but

Andrew rolled an impressive double-6
and so made both his invulnerable saves.
However, the Overlord was not finished

vet. It disembarked from the barge, and
prepared to assault the Eldar Guardians
on the objective. However, Mat fired the
doomsday cannon at the Tactical Squad
hoarding the objective in the south. The
powerful energy bolt missed its original
target and scattered into the Guardians
slaying three and wounding Ibron.

The Annihilation Barge was next to
it aimed at the Lions of Macragge but
ised a single wound, due to som
saves by Andrew (whose dice
rolling had been on form for a chan,
The secandary arcing blast was mare
successful and wiped out the Guardians
The Immortals also added
: Apathecary and

only 2

good cove

standing close by
to the enfilade slaying th
wounding Sicarius,
Acrass the battlefield to the east, the
Ghust Ark — having restored three more
Necron Warriors, much to the frustration of
the Pathfinders — opened a broadside on the
Tactical Squad, who all made their saves

RF ATTACK ON TRAITOR'S GATE

TURNA4

1,
e not so

o, it fire

On the other side of the trans,
on the Dire Avengers, who we
and so three were slai
In the Assault phase, Ibron swept
through the same squad with his warscythe
spinning, forcing the Space Marines to
fall back. The Flayed Ones, joined by the
reincarnated Trazyn, made short work of
the Dire Avengers in the north, and the
Stormlord destroyed the Tactical Squad in
the same area before taking cover in the
bastion ruins. The Lightkillers faced Sicarius
and bested him due to their numbers. The
west side of the board was now firmly in
Necron hands.
The Eldar struck back by moving the
Fire Dragons in the Falcon up to Robin’s
Ghost Ark; the Aspect Warriors utterly
the Necron construct but three
n the resulting
lied fire
> could claim

luck

destroyed
of their own we
explosion. The major
was aimed at Trazyn, as h
objectives as well as Troops and so was
a very real threat to Simon and Andrew’s

y of

hapes of victory
In the Assault phase, Squad Ixion
after having finally felled the last Triarch
Praetorian, charged the nearest Ghost Ark
and wrecked it. The Librarian clashed with
the Overlord and ripped the android noble
in half - Sicarius might be down but the
Ultramarines were not out!
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NECRON WARRIOR

Necron W. s make

up the rank and file

af any Necron force.

Atonly 13 poinls mch

they are compay

chian: atkowtig you Bulk

out your farce with lots

of tough Troops who

excel at taking hold of

objectives, and have a

BS of 4 and a potent

gauss flayer to boot.

Throughout the battle
the Necron Warriors
had been a reliable and
robust element of the
Necron army, constantly
frustrating Andrew
with their ability to get
back up again, or he

| replenished by a nearby

| Ghost Ark
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THE FINAL FIGHT

ith the enemy sufficiently

pummelled, or so the Game Dev

team hoped, the Necrons moved
onto the objectives. In the most cunning
ploy yet, Mat used the surviving Monolith
to teleport the recently rallied Necron
Warriors from the rear of the battlefield and
onto the objective in the centre of the table,

The surviving Immortals captured the
obijective furthest west to claim it for the
Sautekh Dynasty. Trazyn strode confidently
across to the objective in the far north,
where he met with the Stormlord to bicker
over who was actually claiming it. This gave
the Necrons three of the five objectives
at the end of the Movement phase.

The Shooting phase saw the Necrons
secure their position even further, first by
shooting the Ultramarines in the far north —
then the big guns powered up. Si's Falcon
held a few Fire Dragons that could easily be
a threat and there was still a Dire Avenger
or two hanging around the centre of the
battlefield. The Annihilation Barge fired
upon the lead bastion, in which the Farseer
was skulking. The bastion rocked from
the impact of the tesla destructor but the
pas-crete walls remained firm, although the
building’s defence systems could no longer
fire. Mat’s Deathmarks rounded on the Fire
Dragons and slew two from their position.

The Doomsday Ark targeted its massive
cannon at the Falcon Grav-Tank, the
shot was on target, but Simon claimed
a cover save from the bastion and made
it. However, the remaining Fire Dragons
were not so lucky and were obliterated.
The Stormlord continued to wipe out the
Ultramarine presence in the west, his

s so0n

The Necrons ended their assault on Traitor’s Gate
warning, silently teleporting away as natural darkn
to sweep over the fort. The Eldar stayed upon the hattlefield
scarcely longer than the def
of the gate and back the way they had come - or at It
s0 appeared. It wasn’t until much later that Ixion discovered
proof of the treachery he had expected. An unintelligible
spark of comms chatter from Brother Varon, cul off almost
it hegan, sent Ixion charging into Fort Haldstadt’s
command centre. There he found the falien body of Varon -

TURN S

gauntlet of fire charring all Space Marines
within range.

The Assault phase was relatively
quiet and saw Alaitoc’s Avengers finally
overcome the last few Necron Warriors
allowing them to cansolidate onto the
southern most objective.

The Dwarfers started their last turn with
only one objective; they needed to claim
two more, including wresti ray at least
one from the Necrons to win. With Robin’s
Overlord dead, the eastern flank of the
battlefield was firmly in Alliance hands,
allowing them to take the eastern objective
undisputecl. In the south the remnants of
Dire Avengers had already claimed this
objective thanks to winning against the
Necron Warriors in the previous Assault
phase. However, the west was lost and
s0 too was any chance of defeating the
Stormlord in battle.

The only chance of victory, then,
was taking the central objective from
the Necron Warriors with Simon’s Dire
Avenger Exarch. The Alliance tried shooting
the Necron Warriors first and knocked
down one, but much to their frustration,
it got back up again at the end of the
phase — those Reanimation Protacols
again! This forced Simon to assault wit
his Dire Avenger Exarch and Farseer. The
Eldar were outnumbered, but managed to
wound twice, the Necron’s low Initiative
meant they struggled to strike back. Simon
waon the combal, and to the shock of all
Mat failed his Morale check! The Necron
Warriors fell back, leaving the Exarch to
claim the objective and victory for the
allies. The Stormlord would be furious.

av

ntly filed out
ast it had

deadly shuriken embedded deep in the armour about his neck
and torso — and the corpses of a half-dozen Eldar, their spirit
stones gone. Ixion managed a bricf smile in the knowledge

that it took more than six of the treacherous Xenos to fell just
one Ultramarine. Looking on, Ixion saw a gaping hole in the
ceramite floor that led first into a crude plasma-wrought tunnel,
and thence to a wraithbone chamber below. in the centre of the
chamber stood an intricate cradle, chased in gold and set with
glimmering gemstones. The cradle itself lay empty - whatever
had rested there was gone, taken by the Eldar.

His growling anger exploding into a bellow of frustrated
rage, Ixion shattered the cradie into a dozen twisted pieces
before stalking out of the chamber to bring this last news to his
captain - if he was still alive,




EXARCH

By the final turn all that
remained of the Sons of
Asurmen was the Exarch
and his Farseer charge.
But with ng to lose,
Simon committed the
Exarch into comb

be slain by
favoured
a:

droids whi
was enough
thy
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psychu— duo of Eldorath
Starbane and Codicier
Vartus, whose valour in
assaull turned the tide
in the centre and an
the flanks. The Librarian
in particular played a
pivotal role in holding
the leit flank, not only

then proceeding to slay
the Necron in melee,
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THE GALAXY WILL BE MINE!

Mat: Close. Very, very
close. A couple of
armour saves here

a couple of passed
Leadership tests there,
and victory would
have been mine (and
Robin’s, of course). As
it was, once Andrew
and Simon stopped
cowering behind their defences and went

in with chainsword, power fist and combat
blade, the balance of power began to tilt
rapidly in their favour. Nevertheless, as the
turn-by-turn objective tally shows, victory
was an elusive thing, ranging from solid
control of the battlefield in one moment

to a draw the next. The final victory really
could have gone to either side, and |
know it's often been said, but the game
really did go to the final fall of the dice.
Whoever won that last assault was going
to take the game. Besides, we got Captain
Sicarius — that's a moral victory, at least,
not an actual victory. Before | sign off,

I should really say a word of praise about
the Annihilation Barge — its tesla destructor
casily racked up the most kills of any
individual unit in the Necron armies. Next
time, I'll take two. At least two.

Robin: Curses,
Victory was almost
within our grasp
During the first two
turns, the Necrons
utterly dominated
the Shooting phases,
reaping a tally of
dead so high that |
was prefty confid
that Mat and | had the game in the bag
even at that early stage. The Immortals
and Deathmarks were particularly
impressive, the combination of tesla
carbines and synaptic disintegrators proving
entertainingly deadly against the closely
packed defenders, bastions or no. Then the
Eldar and Space Marine reserves turned up
n my flank and things became decidedly
edgier. Actually, from that paint on, the
game was balanced on a keen knife-edge,
and had it not been for the Exarch’s heroics
at the end of the game (which were pretty
cool, despite my jeers suggesting that he
was a big wimp cowering within a bastion
to find his spine) we'd have clinched
victory. All credit to both Andrew and
simon; they played a really clever game,
using the right tools for the right job. In true
villainous style, we'll get you next time

TRAITOR'S GATE HOLDS

Andrew: Victory may
be ours, delivered by
the hand of our fey
allies no less (who'd
h.m- thought that a
arseer and a Dire
Avenger would have
the spirit to take the
fight to the enemy?),
but as the postscript
1o the story shows, you should never trust
an Eldar. The game also showed me that
yau should never engage a Necron in a
long-ranged firefight either — as a Space
Marine player with a predilection for
Devastators, I'm used to being in command
of the Shooting phase, so it came as
something of a shock when the Necron's
first turn nearly wiped us out... and that
was with half their units unable to see us
due to the darkness. Our plan to field a
sturdy gunline quickly looked foolhardy

to the extreme and | rather regrette
not bringing more Assault Marines and
Vanguard Veterans. Luckily Space Marines
are nothing if not adaptable, so were able
to unholster their bolt pistols and take the
ght to the Necrons, and that was where
the hattle really began to turn in our favour,
Next time Il get stuck in from the start

ATTACK ON TRAITOR'S GATE

Simon: Phew! 14
love to say that we
won as a result of a
masterful battle plan
that was executed

to periection, but
that would be hubris
even beyond that of
the Eldar. After the
devastation wrought
upon our armies in the first few turns, me
and Andrew genuinely thought that it was
game over — particularly when my Avatar
was slain outright by a stray lightning bolt
courtesy of the aptly named Stormlord! As
much as we had a few tricks up our sleeves
in reserve, we couldn’t have predicted
quite how much damage they would
cause - the Striking Scorpion Exarch was
simply unstoppable. | think that Robin and
| traded luck after we stopped for lunch, as
he seemed to inherit my dreadiul dice rolls
from that point on, whilst mine improved
dramatically. The Farseer was my man of
the match. He survived against the odds,
cursed enemy squads to annihilation with
Doom and helped to rout Matt’s Necron
Warriors to claim the central objective in
the last turn. But of course, he knew that he
would all along.




Most MEMORABLE KILLS...

Ina game marked by its outrageous Shooting phases, the

high point of the game had to be the final shot by the
Annihilation Barge. In previous turns its tesla destructors

Dusk fell over Fort Halstadt. Sicarius stood in the ruins of

, watching the Apothecaries move amongst his

rothers 1o ceclaim their precious gene-seed. It had
it had spared Sicarius

moment thai the Necrons b

teleported away, Sergeant Ixion had led his Assault Squad at

beeakneck speed to the fallen captain’s side

As the last of the reclamations was completed, Sergeant Ixion
entered the ruins. ‘I was a diversion, all of it. Whilst we fought
and died out here, a small group of filthy Eldar stofe something
irom beneath the command centre. Brother Varon fell trying to
stop them,”

“He did his duty, but we'v
The Fidar have gone, 1 assum

The battleficld is ours, sir. ”u ey have taken whatever it was
they came for and lefi - there’s no trace of them io be found.”

‘What of the androids? Any remains we can recover for our
Techmarines to study?” Sicarius enquired,

‘Nane, sir = it’s as if they were nex

Searcely had Ixion finished speaking when a column of
swirling darkness sprang info heing hetween him and Sicarius.
For a moment the darkness billowed and writhed, then dispersed
like smoke upon the breeze to leave two figures standing amidst
the knot of Ultramarines. The Space Marines reacted at once,
Scarcely had the shroud of darkness cleared before the intruders
found themselves under the unflinching sights of a half-dozen
bolt pistols.

Chicf target of the Ultramarines” aim was a hooded Necron
who, despite his stoop, stood a good head talier than any of the
assembled Space Mari in;,- irom the Necron's grasp was
none other than Eldor, though
unconscious. Taking
on addressed Sica
tings once more, scion of
your sword if you would — I fancy that [ have quite the crook in
the neck from when you last introduced me to it He paused, as
i remembering why he had come. *I, Trazyn, currently have the
inestimable honour 16 act as herald to his glorious eminence,
Phacron Imotekh of Mandragora — may his rule never cease? This
last was spoken sardonically. *I bring you his greetings, if you will
hear them?”

A will: Sicarius then gestured to the levelled bolt pistols.

Though my reply will most likely not be spoken.”

paid a high price for our proof.

ere

fiman and of Terra. Stay

had proved deadly, but its final shot against Sicarius and
his Command Squad not only slew Space Marines, but
the arcing discharge finished off the Guardians too.

“Hah! Well put - for such a primitive creature you really are
quite entertaining. In recognition, I shall spare you from the
precise text of the Phaeron’s message, which is pompous in the
extreme. | shall instead skip to the he matter” With that,
Trazyn threw the unconscious Starhane to the ground. ‘You must
know by now how this wretch deceived you!” Sicarius nodded
acknowledgement, and Trazyn continued. “Sadly, although
his army made good their escape, his personal retreat
something of a failure. Imotekh wishes you to consider him a
gift, from one warrior 1o another.

ost generous, | am sure,” replied Sicarius evenly, ‘but you
must know that this changes nothing. Your master is a threal to
Ultramar. Pll stop at nothing to see him slain.’

“Sadly, and though I wish it were otherwis
regal magnificence Imotekh is a foe beyond even you, Scion of
Guillin aly am, but don’t concern yourself; we'll meet
again before long. You see, | have a mind fo visit Macragge. Your
Frozen godiing is an old feiend, and I cather think he'd he better
served in my company than yours” With that, Trazyn threw back
his silver head and laughed, a grating mechanical sound Jaden
with mackery.

His patience exhausted, Sicarius spat a vicious oath and took
a long step forward, He drew his plasma pistol with a flourish
and fired point blank into the android’s rictus face. Trazyn
collapsed at once, yet this did not immediately silerce his
laughter, which echoed around the ruins for some considerable
time thereafter.

His flash of anger and reserves of energy both spent, Sicarius
sank wearily to one knee. He holstered his pistol and turned
to Sergeant Ixion. ‘it would seem that our account with the
Necrons will have to be settled another time. | want to be off
this rock by nightfall. We've wasted enough time h

“Yes, captain. Ixion glanced briefly at Starbane, helpless in
the grip of Brother Crasaius, and hefted i bolt pistol. And our
account with the other alien. Do we settle it before we leave?
gaze turned upon Starbane. ‘No. I am sorely
), but no. We'll take him aboard the Valin's Revenge
= Cidicier Vartus will osure that he avakes no troable? Ixion
nodded, and gestured to Crusaius, who bodily hauled Starbane
Might I ask why?" Ixion enquire

icarius smiled grimly. “That creature is mean-spirited and
self-serving, but highly intelligent nonetheless. Fm sure he can
think of some way o settle his debt to the Imperium.”

1 think his
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Could it be? Is it
true? Are the omens

correct that Jervis
might, against all
the odds, have
actually won a
battle? Well, that
would be telling
(not to mention
extremely unlikely).

larhammer battle recently wce now” and Il concede tf me
Counts against my Or I'll get sulky v opponent know
Mark Farr's Empire nd not havin,
my Vampire Lord on I can't win." I've b
d have him lead one of the infantry this, bec:
v my army, but this time, just for of respect for the |
ge, | took him riding a Zombie ame with. Our ga
Unfortunately for me, Mark had played in a spirit of
of cannons in his army, and and s0 a I i
urn they killed my General and your op)
. As other Var

know, losing you
General means that th
starts to ‘crumble’, and this combined with you
the fact | had lost my most powerful unit on So, in this b
the first turn made it look like it was *

re that doesn’t inclu
Ty b

or to end a battle prematurely just

u've suffered 2

est of the a

WK you can’t win.
e | didn't
h my army was ¢

e thou

| hundred points
le cannon shot

over man
Well, th.

S0 img

how | felt at the
ise when the

1e my su

game. And | was

1t 1o be one of the most e
able battle. 1 lost, but only just, :

s Mark

game turned

exc

g and closely fought bat

€€ commanders don’t always get their
own way; they have to struggle against
the odds to win. 9

hting against the odds

could have w

1 have ever fought. | came within a
ching a win, and, even
the end | lost, it was easily one

I've ever pla As | walked home after you simply say to yo

the game, pondering on what had just make sure that my opponent anc
happened, | ended up realising that the good time’, not only they, b
game had taught me a couple of really much

valuable lessons, which I thought | would My joul

0
v in this maod of self-congratulatory back
ut my slapping, had | not got side-tracked by

another chain of thougl any long:
dard Be time readers will know, 1 |
¢ - the way that sometimes and playing games v

month’s Standard Be:

explore in th

The first of these lessons was ab

attitude towards mi

play

about

we act badly when we start to lose a game scenarios, and I'll often hase the scenarios
spoiling our opponent’s fun. 'm as prone to | play on things | have read about, for
this as anyone | know, and one of the ways ~ example in a Black Library novel ¢

t manifests itself is in a tendency to give up on military history thing is, th

tao easily. I'll say things like ‘1 don’t stand al and

arely

d scenario in the

ook is a perfect example

mportantly, I've always

) sCenaric e this,

the start the odds are
st me. In fact, I'c I t
1y a scend that took as its
ymmander-in-chief had
dl taken off by a cannonball
you had to fight the rest of the
without him. hen did losing
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my General on Turn 1 in the game | played wrong it can fes
have been YOUu wi

depressing and can make ;
10 Jervis a

1 the towel, or 1o 1

y me? | sh

sed because it gave me an interesting against the unfz he 7 y
io to play nature of it all. However, w realise Jervis Johnson
adigm-shiiting mome as | walked home w \m.mlum have ¢/0 White Dwa
lised that I'll never look at~ think about things in that way any longer Design Studio
the games | played in quite the same way {1 don't want to, Instead | will relish the Games Workshop

one of the great thi Willow Road

it g battle,

y are, by H'm' nature, ave scored a :“i}_‘_[";!’i'\:;:"‘
that our lly famous victory against all the odd AprE
) \\,‘ riors one that | will remember fondly when the IIed i Saom

vins I've achieved have long bee
And, much more impaortantly, I'll
be a nicer person to game nst... well,
as long as | don't crow too much if | pull off
a comeback win!
An th it shall leave you until
next month. As ever, please feel free to
write to me if you have any comments on
this month’s Standard Bearer, or indeed
anything to do with the hobby. I read al
of the letters | receive, and while | can
usually reply, | really value the feedback
you give me know about
your famous ‘against the odds’ victories,
ntal tricks you h.
it help you de
brickbats that [h:- fickle hand
throws at you

s ‘chaos’” means that sometimes you
rom the

So le

iped out by a spell, or a lucky shot and wha
w up the Reaver Titan you're using
me of Apocalypse on the first turn,
then it’s exploding plasma reactor takes
half of the rest of your army. Things like
ind almost certainly will) happer
me point or another when

develop

H"\ n \Ln'- More
what hapy

commanders don't

way, and they ha
st desperate odds in order
yreatest generals
here and d
y their

matter what the odds
None of which cha
t that when things

eto

wges
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SKULLVANE

The lair of an enigmatic Astromancer whose name has ‘ €

Skullvane Manse-is the latest in the range of Citadel Wathafimer terrz

the architectural wi of DaveAndrews. Simon Grant takes @ closer look-
4 - i




CELESTIAL MUSINGS

mpire architecture has a very
Edisunctiw look and feel to it, with

detailed skull, shield and twin-tailed
comet iconography playing a big part
inits identity. Having been involved in
designing terrain for mar ars now, this is
something that Dave Andrews knows anly
too well.

‘Nothing is mundane in the Warhammer
ays Dave. ‘Every landscape should
help to define Warhammer's fantastical
nature, and represent the war-torn world
that the armies. are fighting over. Thi:
particularly important when it comes to
architecture, as it can provide a great
insight into the culture of its people.”

Though Skullvane Manse is
undoubtedly of Empire design, it has
evidently fallen into a state of disrepair

“The building displays an eclectic mix of
different architectural styles,” says Dave. ‘It
m\m.( Iy been built up and added to over
ndreds of years, patched up and repaired
many different artisans at the behest of
its owner at the t

Indeed, with mm\ woaden buttresses
supporting the tower extension, the recent
repairs must have been cheap!
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Stargazing
sn’t your thing, or you simply have a For those
nt ions, Skullvane Manse ¢ at
mbled as a watchtower, complete with spiked ramparts ’ : our Skullvane M:
nd a beautif r.

W MM AW
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- JL L

USING SKULLVAN E MANSE

kullvane Manse is something of a wildcard when One aspect of Skullvane Manse that is immediately
it comes to battlefield terrain in that it can be used obvious is that the building features two separate sections
present a number of different pieces of Arcane the main building and the tower annex — both of which

Architecture. Of course, you don’t always need to assign are connected by a narrow, exposed walkway. Whether
every terrain piece its own special rules - buildings such vou decide to use Skullvane Manse as a piece of Arcane
| always look great on the tabletop whether they Architecture or not, we suggest using the rules for Multipart

have a direct impact on the game or not. Buildings described on page 129 of Warhammer.

JJ;“J_-'J,“! {

The Storm’s Aftermath
a building, and will In the wake of the Storm of Ma pansion, Skullvane
such. But with such an Manse can have even greater impact in the game. During
these volatile magical storms, stray sorcerous energy is drawn
and th

ow all of the usual rules for be
maspheric scenery piece, it seems a shame not 1o 13
further. to magical structures like a math to a fla

of an Astromancer, whether still occupi
abandoned, would be just such a locus

Here are some of ow

For Storm of Ma
Skullvane Manse

Mulipart B © games, consider the following options for
t comes to occupying Skul
15 comprising two sections, as mentioned
the normal rules for garrisoning a building as described Arcane Fulcrum

@ 126 of Warhammer, but unless the unit has the Fly Buildings such as those used by Wizards and Sorce
rule, it cannot move up ta the tower se

f magical leylines, that
the main build

they may comr
irely reason.

e that during a Storm
ma
of the sorcerous tempest.

Storming the Tawer sic could be used to help sway control
ot is incredibly hard to assault and to do so is ne

less the
unit garrisoning the main building can assault the tower
Follow the normal rules for assaulting
sch unit can only cc
e tower loses the combat and

iped ot as there is nowhere 10 run to and
i by the victorious assault party

To use Skullvane Manse in this way, we suggest using the
part Buildings and Storming 3 the Tower shown

wer section as an Arcan Fulcrum.
can only ass:
the main build

of

ey are Fulcrum by first garisoning

lessly butch

Terribly Mysterious
Arcane Architecture If you wish 1o simply use Skullvane Man
» examples of Arcane Architecture in the Wizard's Tower, make sure that you spice
nselves particularly well to Skullvane by using the Terribly Mysterious rules mentior ||u||p.w 3¢
Wizard's Tower. Failing 76 of Storm of Magic. As above, keep the rules f
p willh your own set of rules? Who separate from the main building
we might even do so ourselves in a future issue. effects do their thing

wsion and
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THE COMET OF KELLHOFER

Annolations
The Pistoliers lead
the Yhetees and a
lumbering Giant
away from the main
fight, where they are
shol to pieces by the
Outriders’ deadly
repeater handguns.

@ A Bright Wizard

sets the Stonehorn
lame but, far from

beast, onl
to anger it further. It
proceeds to trample

The Empire Mortars
and Helstorm
Rocket Batlery,

trained fo fight,

are nonetheless ill
equipped 1o ¢
the Ogres they

@ The Mournia

Cavalry anni
an enlire conlingent
of Knights of the
Blazing Sun, but
are subsequently
crushed in turn by
the clanking Steam
Tank nearby.

G A Warrior Prie

attending to his duty
in the cometery
when the Ogres
arrived, is beset by
a ravenous Gorger.
Fighting on such
holy ground, the
Priest emerges
victorious, only to
be incinerated by

the Ogre Firebelly.

At the foot of the
0 tower, the Empire
forces finally emerge
victorious from
the brutal melee,
ut only after the
two Wizards stop

unleash their mag;
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nrich Schweinkopf was angry.
Very angry. Ever since graduating
irom the Celestial College, he had

been steward of the ancient observatory
in the Eerie Downs, east of Bechafen. He
was a powerful Astromancer, a diviner of
the past, present and future. But he hadn’t
seen this coming... His past, it seemed, had
caught up with him.

Steffrik von Kellhofer was a Wizard
of the Amethyst College and the two of
them were bitter rivals. Six months earlier,
Heinrich had been rudely awoken by
Dwarfen craftsmen laying foundations
for a huge tower, not ten paces from his
observatory. Von Kellhofer, it seemed, had
hired the Dwaris to build a tower of his
awn right next door. Von Kellhofer had then

THE COMET OF KELLHOFER

held a grand, pompous opening ceremony
wich sat brooding in his tower.
But whilst von Kellhofer fancied that
he'd had the last laugh, Heinrich had been
plotting his revenge, which was currently
plummeting through the heavens on a
collision course with his rival’s tower.
The ‘Comet of Kellhofer’, as Heinrich had
named it, was on its way, though his rash
actions had inacivertent consequences.
Deeming it a sign from the Great Maw,
a migrating tribe of Ogres followed the
comet and came upon the Astromancer’s
tower. But Heinrich had foreseen their
approach and summoned aid from an
army from Talabheim garrisoned nearby,
whao arrived in time to do battle with th
marauding Ogre tribe.




migrating Og
ravage the surrounding
H

Schweinko
of the battle aiding the
Empire soldiers doi
battle at the foot of his
tower. As much as
pained him o be figl
on the same side as von
Kellhofer, Schweinkopf
wanted to he alive and
well when the comet hit

Von Kellhofer’s Doom
e saving the day almast
handed with a succes
stating spells, van Kellh

wer and burying
o heneath the rubble.

SCENES

A SNAPSHOT OF A
BATTLE IN PROGRESS
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INFANTRY

Nothing quite stirs the heart like the sight of an infantry battleline marching bravely
forward to engage the foe in combat. Learning to use infantry effectively is an
essential skill for every general, and Simon Grant endeavours to show us how.

Last but not Least
This article is the third
and final part in Simon's

three different unit types
in The Lord of the Rings
Strategy Battle game.
you missed out on the
first two parts of this
Tactic

to check o
issues 380 and 381, and
learn how 1o master the
art of fiel

arm
fundamental tactics, you
become a hero of
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he backbone of every army from
the Shire to Far Harad is formed
ank upon rank of infantry. Whethe

ing of a vast horde of Goblins or an
elite cadre of High Elves, the actions of an
army’s infantry can decide the outcome
ny battle. Some armies can only ever
field infantry, whilst other armies generally
1 for cavalry, but even the Men
Helm's Deep could not have

) ¢ sates of the Homburg
orseback. Indeed, infantry may

not always be the hardest hitting or most
powerful warriors in the game, but learning
the art of using your army’s humble
footsloggers is essential to your chances

of success on the battlefield. With this in
mind, | shall share the knowledge | have
accrued over countless games in order 1o
help you get the most from your infantry.

INFANTRY

Arms and Archery
There are two types of infantry model,
as defined by the equipment they carry,
which | prefer to term Fighters and Archers.
Fighters, such as Morannon Ores or Men-
at-Arms of Dol Amroth, need to be in
base contact with the enemy tc
least supporting other Fighters v
spears or pikes. Whether lightly or heavily
armoured, they have no ranged we
On the other hand, Archers, such as
Rangers of Gondor or Orc Trackers can
assail the enemy from afar with arrows
or other projec b re a few
exceptions 1o these rules, such as Hobbits,
with their Throw Stones special rule, and
more fantry units such as Moria
Goblin Drummers, but | will discuss these
examples later. For now, here are the
general principles for using infantry.

yons

les T

> unusual




INFANTRY TRAINING

hether your infantry models are

Fighters, Archers or perhaps even

a bit of both, there are some
elemental guidelines you should adhere to
on the battlefield. First of all, remember to
nclude a suitable Hero or two to lead your
antry, preferably on foot themselves. This
s a fundamental principle, as the actions of
Heroes are always crucial to the success of
any strategy you seek to employ. However,
with infantry armies, the quality of these
Heroes is less impartant than their ability
to bolster the battleline with their Might
wints, Courage and/or Defence values, For
mple, the Gondor Captain, Cirion or a
standard Ringwraith can make an enormous
difference to the battle around them, and
for the bargain cost of 55 points each
Similarly, a Shaman with the Fury spell is
another useful, inexpensive Hero, and the
small base size of infantry will ensure that
there are plenty of friendly models that can
benefit from the spell’s area of effect.

| Don't ger Surrounded
I an infantry formation gets encircled and
wrapped, they will be in serious trouble. This
can lead to spear or pike-armed mod
being forced to fight their own battles
nstead of supporting their frontline Fighters

st-case scenario, all of your

g trapped. Avoid this at all costs

and, in aw
models be

by cavering your flanks with Archers to
deter the enemy, using terrain as a natural
defensive bulwark, or using shield-armed or
high-Defence models to protect your flanks.
This is such an integral part 1o keeping your

attleline intact that | will expand on each
of these points shortly. For now, suffice it to
say that it’s really, really important to avoid
being surrounded, as you will lose the
battle in almost every situation should you
allow this to happen.

Organise your Rear Ranks

In my experience, many players take great
care over the positi g of their front line
and any supporting models in the second
rank, but then proceed 1o rush or not fully
consider the proper movement of any
models further behind. This is a terrible
waste, as careless manoeuvring in this way
can delay them from achieving something
useful for another turn or two, such as
outflanking the enemy or ganging up on
enemy models. Another potential side
effect of such negligence is that you can
inadvertently cause your front line models
to be trapped should they lose the fight
smember that a model can only make way
for a friendly model that has been defeated
in combat, so if another model further

behind prevents this, then the defeated
model will still be trapped.

Leading by Example
If you really want to give
bur infan| hoost,
expensive Heraes suc

as Boromir, Caplain

of the White Tower,

or Prince Imrahil, can
hugely influence any par
of the battlefield, even

if they are not d ly
involved. Not only can
they devastate enemy
formations, but they
riendly models
nearby with the Banner
of Minas Tirith or th
Amroth for Gondor! rule.
gwraiths such as 1
Shadowlord, the Bel
and the Dark Marshal a
also highly effective.

BRACE FOR
IMPACT

Infantry have a distinct
advantage over cavalry and
monslers in that their base
size is much smaller, so you
can gel many more models
into contact with a larger
base. Take advantage of this,
using superior numbers and
spear supporl if possible.

In the example to the
leit, the Knights of Minas
Tirith have won priority
and charged the Easterli
The Evil player now uses
the smaller base size of
his models to attack each
Knight with a second
infantry model, before
supporting them with
another friendly model
equipped with a spear. Even

charging infantry, the Good
player will be rolling t

dice against the Easterling
player’s four to win combal.
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LIFE ON THE FRONT LINE

You Shall Not Pass!
Protecting the flanks of
your battleline is essential
to avoid you having to
break formation in order
to react to any threat.
By positioning models
equipped with shields
at each end of your
hattlel
the shielding rule to hold
up multiple enemie:
freeing your formatio
the centre to fig
these madels also have
high Fight and Defence
values, then even better.

2

n inescapable fact of fielding

Fighters in your army is that they

will have to engage the enemy
directly in order to inflict any dama
To do so safely, Fight

s will need to fight

1 such a way as to avoid being easily
overwhelmed by an enemy that may be
superior in either number or fighting skill

atial risk is that of being shot
to pieces by enemy archery. As much as
The Lord of the Rings Strategy Battle Game
is a skirmish game in which each model
moves individually, there are still some
strong formations that infantry can adopt
the better to fight their enemy, whoever the
foe may be

The Shieldwall

This is the formation most commonly seen
on the battlefield, indeed one that has
been used throughout real-world military
history. This is of little surprise as it is an
effective formation to fight in, but there is
more to forming a shieldwall than meets
the eye. Firstly, your formation’s front |
should consist of the toughest Fighters that
you have available, whether equipped with
a shield or simply with a naturally high
Defence value. The magic number here
for your Defence value is 6, as this will

USING THE TERRAIN

Beiore you deploy your army, it is good practice to
plan a turn or two ahead. If you can take up a strong
position within a few turn’s movement, then
you should aim to set up your formation accordingly,
gnificant advanta

defensiv

as you can

rain a

WHITE DWARF TACTIC

In this example,

INFANTRY

the Dol Amroth army has
some woods and rocks, neither of whi
for the enemy Wargs 1o bypass. The Evil player has the
able choice of a near-suicidal frontal attack or to
retreat whilst under

mean that all enemy attacks of Strength 3
or lower, whether from bowfire or combat,
Jquire a 6 to kil them. If you have

ss to Defence 7 warriors then even
as the same will apply to incoming
Strength 4 attacks as well, making them
far more resistant to elite en 1Ees and
Heroes. High Fight and Strength values
on your front line Fighters are other useful
commodities, enabling them to hit harder
themselves and further benefit from friendly
support. It is for this reason that Uruk-hai
and Dwarf shieldwalls are so rightly feared
But forming a shieldwall doesn't just
end there. As mentioned earlier, protecting
the flanks of your battleline is crucial
to your chance of success, and never is
this more important than whe
shieldwall as your main battlelir
are two ways o do this effectively: by using
the terrain to your advantage
and by selecting your supporting models

see below

carefully before the game

The Supporting Cast

The most obvious way to ensure that your
Fighters on the front line stand the best
chance not only of survival, but of defeating
the enemy, is to select some supporting
warriors armed with spears or pikes to

dvanced into a gap between
h will be casy

re from any enemy archers.




WARRIOR BLOCKS

These are small, rell

block. In 1

ssist them. This will provide your tough
dependable Fighters with additional attacks
ta help them win their fights and ultimately
kill their enemies. Indeed, | have been
known to equip all of my Fighters with
spears so that they can lend support as
required and maintain maximum flexibility
when the fighting begins in earnest. This
method should allow you to gradually grind
ar way through any but the toughest
enemy army. Models equipped with

aners or Moria Goblin drums should be
kept safely behind your supporting infantry
line to help your bautleline win their fights.

This is not always the solution,

however, as by spending so many points
on supporting models, particularly too
many armed with pikes, you risk not
having enough front line Fighters ta replace
casualties and guard your flanks. Forming
warrior blocks (see above) instead of a large
shieldwall is a way to strike a good balance
between front line and support models,

hilst maintaining a number of solid
hting formations across your battleline.

Lapping Round

iethod can be quite risky as it leaves
your shieldwall unsupported and slightly
akened, but solves the problem of

eing outflanked by your opponent by
outflanking them first! This tactic requires
arge number of Fighters, preferably with
h Defence values as explained earlier,
and with as many as possible equipped

a

ble formations designed to work
independently, recing up the remaining points to be
spent on cavalry, monsters or even another warrior
is photo, the warrior block is led by an
Uruk-hai Captain flanked by some Uruk-hai Warriors

with shields, Spears and pikes are irelevant
here, and it is for this reason that lapping
round is highly suited to Dwarf armies.

As your shieldwall clashes with your
enemy’s battleline, your spare Fighters
should immediately move to lap around
their flanks, preferably led by a Hero each
side to keep the momentum g Your
warriors on the front line are looking to
hold up the enemy for as long as possible
whilst your other models get into position,
so use the shielding rule if you need to
your enemy will be crushed completely
and utterly if you pull this off, so killing
them now isn’t as important. Remember to
leave a handiul of warriors behind to fill in
any gaps and replace inevitable casualties.
Keep pouring around their flanks, as by not
having any supporting models, you should
have wmug.,h numbers to encircle them. As
soon as you're in position, start smashi
them to pieces! At this point, you should be
able to engage their more fragile supporting
macdels, whilst trapping the majority of their
battleline as you encircle them.

A final point to consider is that many
Evil armies such as those from Moria and
Mordor will likely be able to field armies
that are large enough to perform both of
these shieldwall tactics simultaneously as
a result of their lower average points costs,
Orc Drummers are particularly effective at
lapping round manoeuvres, as your Orcs
will be able to move and therefore outflank
the enemy even faster!

to cither side. These solid Fighters are each backed up
by two pikes, and are also within range of the banner
behind them. As the Dwarves mov
the Uruk-hai Warriors to the rear charge into combat,
breaking them off from the formation’s flanks.

to engage them,

Wrecking Balls

hters such as Uruk-hai
Berserkers and the Iron
Guard of the Dwarves are
each capable of slaying
1w or more enemies

n a single turn, and are
naturally suited to taking
up flanking positions

on your battleline. Not
only can they help to
crush enemy outilanking
manoeuvres before

your enemy can gain
momentum, but they can
also help you to turn the
cnemy flank, espec
if supported by a H
where they can benel
from Heroic Combats
and cause utter carnage.




STRIKING FROM AFAR

rchery is most commonly associated

with infantry, and with good reason,

A combination of the 33% bow
limit and the cheaper cost of madels on
foot invariably means that you must rely
on infantry in order to field bows in any
significant number. Archers tend to be
more fragile than Fighters, so consider their
deployment carefully. Never leave them
exposed to enemy cavalry (unless you're
confident that you can shoot them dead
before they reach you!), and take advantage
of hills or other elevated positions to help
give them clear lines of sight. Some Archers
such as Uruk-hai Crosshowmen can even
benefit from a ‘human shield’ formed of
Uruk-hai Warriors to protect them from
enemy archery whilst they shoot from
behind. If you don’t have the resources
to protect your Archers in this way, then
cheap, bow-armed Heroes such as Madril
and Vraskil are not only useful shots, but
can form up with your other Archers and
call a Heroic Shoot to ensure you get edg
and kill a few of their archers first

Give Them a Volley!
Actually... don't. It is be
fire unless you can't otherwise target any
enemy models, as it’s highly inaccurate
Remember that your odds of hitting are
drastically reduced when compared with
shooting normally, so don't rely on it or
you'll be lucky to kill more than a few
models during the game. Instead of volley
firing, get your Archers into a position
where they can see and start shooting

even if there is an obstacle in the way, an
Archer with a Shoot value of 4+ has a 1/4
chance of hitting, which is still much better
than the 1/6 chance when volley firing,

ter to avoid volley

Targer Priority

When selecting your prospective arrow
fodder, remember to choose your targets
careiully. For example, if you are firi

a Strength 3 bow, always target models
with a maximum Defence of 5, as you will
only require a 5+ To Wound, effectively
doubling your chances to make the kil
Conversely, if your arrows strike at Strength
2, target models with Defence 6 or higher,
as you will need 65 to harm them anyway,
50 you may as well try to rob your enemy of
his tougher models

Sticks and Stones

There are other ranged weapons besides
hows, such as the blowpipes of Woses
and Mahiid Warriors or stones hurled by
Haobbits, Trolls or Ents. As much as these
ranged attacks can be incredibly useful in
certain situations, throwing a stone with
a Mordor Troll is never going 1o be as

82  WHITE DWARF TACTIC

Keep them Safe!

Many models can have an
enormous impact on the tabletop
without ever fighting or shooting
at the enemy directly. Mudcla
carrying a banner, Moria
Drummers and Shades are |Jrlnw
examples here, Try to keep these
models out of harm's way where
possible, behind your main

in range of
Often their mo
presence has the added bene
of enormously distracting your
opponent, so be ready to lake
advantage accordingly.

MULTI-TASKING

Never forget that a warrior with a bow is still a warrior. Archers may
not be equipped specifically for combat, but this does not mean they
can’t fight. Every model carries a hand weapon as standard and is
more than capable of getting their hands dirty in combat if needs
be. In the example here, the Uruk-hai (.r(mi)m\ men actually have

a higher Fight value than the Warriors of Rohan and should feel
justifiably confident of victory.




BREAKING THE

superior Fi Vi hould be able to do a good job
n though they are
The Orcs musl either
break formation to guard their or be surrounded,
but either outcome enormously favours the Dwarves.

When two infantry line

know how to C 5 lf.\![un, or itw Il nd up
a bloodbath o sides. In the example above, th
Duwar player i ¢ shieldwall. H

ns, but there
.mh ¥ iree atte m|n at killi
el ev and then

al used at the ancient
Battle of Cannae o dl y nf Romans. In
case, rather than standing i
tanding further forwards,
ece. However, the Ev
slm,li- model against the more fragile EIf blade- 2 models in the
centre, and they are vastly outmalched by the skill of the High Elves,
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The Citadel Hall of
Fame is a collection of
the finest miniatures
in the world,
nominated by the
people who know
best: the artists,
figure painters and
designers themselves.

TYRANID CARNIFEX

NOMINATED BY COLIN GRAYSON

e S P

84 WHITE DWARF

Colin: I've had to give this a lot of thought
My first inclination was to go with a Skaven
model as | have quite an army of them, but
for the Hall of Fame it had to be more than
just a figure 1 liked. For me, it had to be
something more pivotal to my hobby life.

To that end | have chosen the Tyranid
Carnifex. However, | don’t just want to
nominate the current plastic kit; I think the
Tyranid Carnifex as a ‘concept’ shauld be
placed in the Hall of Fame.

Upon seeing the original ‘Screamer-
Killer” Carnifex many years ago, | knew |
had 1c ing me into a full-on
Warhammer and 40K collector, It was the
revelation that you cc s,
and space mansters at that, in your games
that really enamoured me. It brought
to mind very mythical images, such as
dragons, that needed slaying. For whenever
you have a beast stalking the land, you
need a hero, or heroes, to slay it

t one,

d have monstel

HALL OF FAME

Within a week of working as a mould
maker at the Citadel factory | had hought
the Carnifex and then started an Imperial
Guard regiment to fight it. Space Marines
soon followed, vehicles and scenery came
next. My imagination could roam free over
the scenarios and battles spawned by my
first glimpse of the Carnifex. It seeded an
interest that has lasted for years and has
kept me in a job | enjoy.

Now, years later, | can see how our
models have developed - from the metal
Screamer-Killer | would cut moulds for, into
the truly monstrous and alien plastic kit
we have [ml‘l\ The Carni
and the latest inca

or m\ri more tk
a maodel that demands your attention - a
visceral creature that would at home
in any monster movie. My Imperial Guard
regiment will need to grow a lot bigger if
they’re going to have a chance at slaying it

X Was ¢




CARNIFEX SHOWCASE

The Carnifex has been part of the Tyranid range for as long
as we've been producing Tyranids. Below you can see

the first incarnation by Jes Goodwin, known at the time

as the Screamer-Killer and the chief inspiration for Colin's
nomination. To the right, you can see the ‘Screamer-Killer’
variation of the plastic kit, also designed by Jes.

DESIGNER'S RESPONSE

Jes Goodwin: Despite the two models being years apart,

can see the provenance of the current Carnifex in the original
eam r. They share the same body morphology in that

both creatures have six limbs, can be armed

talons, and have plates rum

ign
1o be large and extremely alien Tt AN i
r's release it was about as big as we could make

a mod('l being limited by weight of the metal parts. But as
ic mnuldmg technalogy has developed we've been able to
pmduu ‘much larger monsters, with far more options. To keep

with Colin's dragon analogy, while our creatures e et

size. So that image Colin is evo
dragon is even more powerful now as the beasts become larger
and increasingly immense.
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| TAC’RICA

OGRE KINGDOMS

* wt’oclt prepares a smorgpsbon{ of tacﬂcs, combos and gam

ﬁswn your Ogre arrn)gmto an nnstoppﬁble avalanche of destrucnon , 4




es are big, tough and look at
enemy armies the way you and
1 might look over a restaurant
menu (mmm... that looks tasty). However,
formidable stat lines and a horrible
disposition alone won't allow you to
automatically romp over your opponents
on the battlefield. Whether you are playing
urnament-style games or you
specially created scenarios, winning a
game of Warhammer against a worthy
opponent takes tactics - the art of selecting
and deploying your units for battle and
g them to your advantage. For
ng Tyrants and newcomers alike,
he most out of

ngstand

this article is about ge

your Ogres on the table

Starters

To whet your appetites, w
the hasics — knowing the st
weaknesses of your army
start. Ogres are big and violes erls at
hitting things really hard. In close combat a
basic Ogre has three potential ways to put
1 wallop onto an enemy: the Ogre Charge
le gives him Impact Hits (1); a standard
e warrior has 3 Attacks; and, as
monstrous infantry, each Ogre can perform
a Stomp attack. As Impact Hits and Stomps
hit automatically, even someone who rolls
dice poorly will cause some casualties
proven by Jervis Johnson, a man wha hs
offended the dice gods mightily). It stands
to reason that if basic Ogres can smack the
foe hard, just think what the even harder-

start with

gths and

at place 1o

Oy

ng Ogre elites and characters can do?
Finally, the Ogre Kingdoms army also

has access to BIG STUFF - that is, really
potent monsters and war machines. Not
surprisingly, these things continue the Ogre
tradition of hitting really hard.

The higgest weakness in an Ogre army
is readlily apparent to anyone wha has
built an army list of the big fellas — they are
points heavy. It is hard to field many Ogre
models, meaning foes typically have greater
rank bonuses and have more units with
which to attempt outflanking attacks. Also,
despite their few numbers, Ogres make for
a large footprint (meaning their 40x40mm
bases, not the fact that some Ogres are
so heity that they leave impressions when
walking on granite). This boils down to
Ogre units that can be unwieldy, whilst
\!|-u ving multiple foes to swing back at
them in close combat.

The best way 1o lead any army to viclory
is to maximise your army’s strengths, while
their weaknesses. Following
e-minded army-building
vd more

triumphant and well filled

efy Formations
How you field and deploy your main
blocks of Ogres or Ironguts can be critica
to success. In many cases, too large a un
can be unwieldy and ineffective, as the;
be unable to manoeuvre between
ate through terrain in

friendly units or navi

Uicl You Know?

my Vetack once heat
(Iw Ogre Tyrant Fatty
Bogluts in a pi
contest, a Ston

by a Giant.
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Did You Know?

Greasus Goldtooth,
the Ogre Overtyrant,
is 50 large and so
unscrupulous that
while on campaign in
the blazing hot Land of
the Dead he sold the
shade produced by his
voluminous body to
own Gnoblar servants.

In this way he recouped
some small portion of the
v that the thievin’
gits took from him in the
first place.

any advantageous
lots of points for 1
get an opportunity

ilip side, too small a unit of Ogres won
make a big enough dent in the apposition

and can be too easily beaten and broken by
enemy units with full rank bonuses.

% al consensus amongs!
formidable Ogre players is to deploy O
or lronguts into units of six (three wide, two
deep) or eight (either three or four wide).
Either formation gains a r adds a bonus
to the Strength of its Impact Hits, and takes
full advar rules for monstrous
infantry - they can strike from the back rank
h up to 3 Attacks per model and only
1 three models 1o count as a rank.

3ig Clul

S0 Now we getting to the meat of the
matter — how an Ogre player can increase
his chances of hitting the enemy and
hitting them hard, First off, there are some
easy army list selections to increase your
damage causing potential. | never skimp
on selecting an Ogre champion — not anly

r Attack to your
ler comes in

had my
ainst an opponent’s
s — few other armies

champion win fights a
magic item-lacen herc
can say the same!

OGRE'S GONNA EAT YOU!

Jervis: 1f you ask me, one of the most ef

It's easy to underestimate the effect that a unit or two
Ogres can have on the enemy. | usually take mine in
units of 6, deployed in two ranks of 3. Very few units can

¢

E3

WHITE DWARF

ective froops
s the humble Ogre.

TACTICA: OGRE KINGDOMS

You can equip an €
additional hand weapons or an ironfist and
soth. 1 tend to be

I've had succ
more offensive ed, so typically favour
the ad k for my front rank
models, y consider taking the
parry save supplied by the ironfist again

strong close combat foes like Warriors of

Chaos or Lizardmen,
When it comes to the club scene, | have
to say it is hard to beat Ironguts. Altho

they add a hefty 25
of an average Ogre, an lrongut has
mour, an extra point of Leadership and
real v The first time | took them
it was just because of the models. | mean
what's not to like about great, two-handed
meal tenderisers? Bul with a second rank
supplying even more Strength 6 Attacks
wel ave made them a staple in my arnv

points cost on top

eavy

Even Bigger Clubbers
cters deserve special mention as

ns. | beef up my two
and a 6-strong

h a Bruiser

o hefty that they
killing
wrefully chosen
can put

’ tems to becom
machines, although a few
items (or a Big Name on a Tyrant
them over the top.

stand up to 18 or more attacks from a unit of Ogres.
For even more fun,
Ogres, in three ranks of 6 cach, and watch the look of

dismay on your opponent’s face when you deploy them
on the battlefield!

n large battles take a horde of 18




ROCK-SOLID NUGG

o

ckly as possible. |

Roast Victuals

I find a Butcher and/or a Firebelly to be

an essential ingredient to a winning Ogre
army. A Butcher can use the Lore of the
Great Maw — the potent, if short-ranged
Ogre lore which is just dripping with great
augment spells that can turn the tide of any
close combat for your army. And unlike the
squishy Wizards of othes s, the Butcher
is himself a strapping 3 Wound, Toughness
5, blood-splattered killing machine.
Although you won't want him in combat
with a top-level enemy character, he can
more than haold his own against just about
thing else, especially with the addition
pon!

The strange followers of the Fire Mouth
are known as Firebellies, and are great
additions to any Ogre army. The Lore of Fire
provides some longer-ranged attack spel
for an Ogre army (always useiul, especia
against Regenerating creatures) but to my
mind what makes the Firebelly a must-have
buff to add to your hardest hitting unit is
his ability to breathe fire. The devastation
wrought by an Ogre unit with a Firebelly
charging in (Impact Hits, tons of Attacks,
Breath Weapon, followed by a Stomp) is

wpressive, cutting hordes in half or wiping
out smaller forma t

ac

ly

T OF WISDOM
Jervis: Although Stonehorns and Thundertusks are both
scary monsters ridden by Ogres, they need to be
used quite differently if you want to get the most from
them. Stonehorns should be used to lead your attack,
ing ahead of your army and getting stuck in as

q e using them to work on the
enemy’s flanks, crushing any flank guard the enemy may

from the

and fight along:

Numbing Chill special rule.

Really Big Stuff
There are few things that can make an
opponent forget, even momentarily, about
a large unit of Ogres led by a Tyrant bearing
down on him. A unit of Mournfang Cavalry
is one of those things. Monstrous cavalry
with Impact Hits (D3), Ogres on their backs
and a formidable 4 Strength 5 Attacks of
their own, followed by a Stomp provide
an Ogre army with serious shock cavalry
fast, hard-hitting, and with their Thick-
skinned rule and multiple Wounds, very
tough to shaot down. Just remember, when
you place a unit of Mournfang Cavalry they
are probably going to draw the attention of
all your opponent’s war machine fire and/
or nasty spells. 1 use the word probably
because, there can be even harder-hitting
things in your army list...

Stonehorns and Thundertusks are both
ferocious monsters that pack a devastating
punch. On the rare occasions these
mammuoth monsters don't inflict their
weight in bloodshed, it is because the
have absorbed the wickedest firepower
or spells that your foe could muster. Even
when they do act as cannonball magnets
these beasts, particularly the Stonehorn
with its Stone Skeleton, have a way of
shrugging off most of the damage

have, and then swinging in to attack the enemy centre
side or rear. Thundertusks, on the other han,
are best used at the heart of your army. They should
advance shoulder to shoulder with your mai
e it, supporting your other troops with
ranged attacks, and allowing them 1o benefit from its

battleline

Did You Know?
When the Rockeater

invaded the Empire,
their Tyrant, Lugflag
Gorgeguls, ale an entire
village of Halflings in the
Maot. He grew so large
from his excesses that

the small people of that
land said that he had
mare rolls than a Halfling
Pastry Shoppe.

Did You Know?

It was said that Thug
the Fist, the first Ogre
Overtyrant, was so large
and fat (which
1o an Ogre) that when his
thick blubbery skin was
cut he oozed not blood,
Tt gravy.
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Did You Know?
Once during an Ogre
raid a Firebelly ignited a
battery of Dwarf Flame
Cannons, sending a
firehall skyrocketing
over the Worlds Edge
Mountains and causi
many in the eastern
paortions of the Empire
to think the twin-tailed
comet of Sigmar was
returning once more.

Ogre-sized War Machi
Naturally Ogres wield Ogre-sized war
machines but this is only more bad

news for the oppasition. The Gnoblar
Scraplauncher combines a chariot with a
stone thrower (with Killing Blow, no less)
while the Ironblaster is a chariot and an
enormous cannon of the Sky-titans in one.

Smn!,\nur Appetite for Destruc
e Kingdoms armies are overstuffed
will make any
mander quake
You can count on the sheer intimidation
factor of so many large and powerful
models striding quickly across the table
1o unnerve novice foes — they'll foolishly
sir fire amongst several large threats,
n battleplans and generally
miscues. Bah! Beating

To dismantle
.\\ will take more
coordination on your attack plan

A classic overload tactic gives the
enemy oo many targets so that one of
your large threats — a monster, large
unit of Ogres, or Mournfang Cavalry for
instance - will be able to break through
However, as stated earlier, Ogre armies
are often outnumbered and a cunning
foe will have 4|m||h'np’]ur[um(\ to block

units, possibly whittling away at your best

LETTHEM EAT GRAPESHOT

Jervis: | always advance an,
army as quickly as | can. Thei

them to advance and still shoot their cannon. Then, once

they get close to the enemy,

'WHITE DWARF

Tronblasters I have in my
Move & Fire rule allows

they can either use the

TACTICA: OGRE KINGDOMS

cannon’s Strength 10 g
close combat. Bath forms of attack can be devastating,
but they can’t e used if the Ironblaster is left to guard
the rear like other artillery pieces, so get stuck in!

formations with his spel
is where an Ogre \\l.\rh must all the
elements of his tribe to achieve victory
Your own small units - Yhettees,

Gnoblars, and Sabretusks - can e
hold up, or even def
flankers. With the Unl
Toughness 5 and 4 Wou

ideal at tying up enemy u
or two while your larger units move ir
position. Woe to any enemy thal
within range of a unit of Leadbelchers, for
their devastating firepower car
units to smithereens. Maneaters, wi
e, Done That special rule «
pt any number of difierent mh\ w

ssiles. This

se

small ene
eakable

s, Gorge
its for &

Im.
on the tabletop is like
roulette. Which of the
been beefed uj

magic? Can the r

Ogre army
me of deadly

smaller sized Ogre units be neu
Will the Ogres eat me for breakfast
or dinner?

Win or

lunch

lose, an Ogre army makes for

an enjoyable and fantasy-filled Warhammer
battle. Be it glorious victory (and a
hanguet) or i

inoble defeat (and a
stomach) - there will be
bloodshed and stories to tell afterws wrels,

apeshot atlacks, or charge into




Matthew Hobday: Whilst playtesting the
Ogre Kingdoms, I've found a few combos
and match-ups that wark particularly well,
Here are a few of my top tips:

iding Maneaters have a much
better chance of getting the additional
Impact Hits when charging compared to
ather Ogre units, as they roll an extra dice
and pick the highest.

Use large, cheap units of Gnoblars to
provide rank and flank bonuses when
fighting alongside your Ogres.

« I you have any annaying harassing
units with Poisoned Attacks behind your
lines (such as Chameleon Skinks), send
out a Butcher to deal with them. Their
i v to poison and Toughness 5 will

really ruin their day.

f

Firef (Boom, Hur, Hur, Hur)
-led, magically augmented
Ironguts unit cures all ills, I've been toying with the idea

of a shaoty Ogre Kingdoms army for ages. | gave it a
few tries way back when I was working on the last book
but in practice it was more of a belly flop than a sumo
smash. With the arrival of the new army book, however,
I've got a chance to really give this take on the Ogres
another go. Aiter chargi th of countless

s aver the years my plan is to give somet
ar a try myself - deplay on a hill with two units
Leadbelchers as my Handgunners, two Ironblasters as
my cannons and two Scraplaunchers as my mortars (and
perhaps a harpoon launcher Hunter on a Stanchorn

Awesome

for a bolt thrower substitute). Even my Tyrant and
Bruiser will have braces of handguns to thicken the fire.
I will then shoot everything that isn’t infantry like crazy
(though my Scraplaunchers will aim for any hordes) until
the enemy battleline gets close enough to charge

all of my units, shooty ones included,
into the enel

especially when their cavalry and monsters
have been blown apart at range. Brains and hrawn, it
just might work!
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WARHAMMER
40,000

Sisters of Battle

With Codex: Sisters of Battle published in WD380-381 and armies of the “
Ecclesiarchy hitting tables everywhere, it was only a matter of time before one
of our resident hobby heroes stepped forward to paint a force of his own.

Duncan: | was really lookin rward to

ng to on an army of Battle Sisters as the
Ecclesiarchy has some of the weirdest and
most gothic imagery you will come across
in the entire Warhammer 40,000 range.

The army would be dominated by the Battle
Sisters, but | didn’t just want it to be about
the women in power armour.

To make sure | included these aspects
Iwrate an army list first and used that as
my painting plan. Normally | work the
other way around (painting models and
then writing an army list based around
my collection), so this was a different
approach for me. As the Battle Sisters were
Troops choices, | knew | could start with
some of the stranger elements first; hence
the inclusion of Arch-Confessor Kyrinov, a
powerful member of the Ecclesiarchy who |
surrounded with a Battle Conclave of Arco-
flagellants and Crusaders. A Sisters of Battle
army s a short-ranged shooty force, so the
Battle-Conclave is a great counter-attacking
squad - espe h Kyrinov who
allows all those Arco-flagellants to re-roll
their many attacks. And then you have the
Crusaders whose power weapons will strip
the armour saves of the hardier foes, More
importantly, from a modelling pe
the models are very distinctive and so
uld be an absalute pleasure to paint

Iy wit

spective

HQ
' Canoness Sabine
Canoness with rosarius.

Sisters of Sal
Sororitas Col
heavy flamer

e

Immaolator

Arch-Confessor Kyrinov

The Congregation

mand Squad with Blessed Banner and

Of course, the majority of the army is
made up of the Battle Sisters themselves.
1'had a good long think on what colours
to paint them, and did a bit of research
on the main Orders Militant to see what
background and colour schemes inspired
me (Codex author, Robin Cruddace, has
written about the Orders Militant and
provided an organisation chart that can
ound at the end of this article - Ed). |
didn’t want to replicate the Studio army and
so chose the Order of the Argent Shroud,
which meant painting their armour a bright
silver. | liked the idea of this as | could
imagine their resplendent armour reflecting
in the light, giving them an angelic halo as
they stormed into battle

At the core of the army are the two
Battle Sisters squads, each defined by the
special weapons they are equipped with
One squad is armed with two flamers and
the other is armed with meltaguns. The Fire
Maidens will target enemy infantry with
their flamers while the Iron Ladies will tend
to focus their firepower on enemy vehicles
and heavily armed foes.

As you'll see, the rest of the force
contains numerous Elites, Fast Attack
and Heavy Support choices, but is still
not finished. I need at feast one Penitent
and that will be my next project.

Qrmp of the Argent %hruﬁ_h

Troops
The Fire Maidens

Duncan Rhodes of the |
Studio’s hobby team

is the man hlessed by
the Emperor himself
ta paint this haly force
of Battle Sisters. Let
his name be honoured
in the revered annals,
and a choir of ten
thousand sing his
sainted name.

10 Sisters with 2 flamers, Simulacrum Imperialis and

90 points

The Iron Ladies

Superior with power sword and melta bombs

170 points

10 Sisters with 2 meltaguns, Simulacrum Imperialis and

135 points

65 points
Fast Attack

Sisters of the Sky

5 Sisters with 2 hand fl,
sword and melta bombs.

90 points

Superior with power sword and melta bombs

180 points

ers and Superior with power

140 points

Battle Conclave with 6 Arco-flagellants and 2 Crusaders
120 points

Elites
The Savers of Sin
3 Ecclesiarchy Preachers.
135 points

Heavy Support
Warriors of the Cleansing Flame

6 Retributors with 4 heavy flamers, Si
Imperialis and Superior with melta bombs,

nulacrum

points

Immalator
65 points
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Sororitas Command Squad

This squad has some of the stranger elements in and |
wanted to make a feature of those, such as the Sister
Dialogus, with a speaker for a mouth! The banner and
banner top came from the Immolator kit - brass rod was

used for the pole, and this was |Imn attached to a Sister
Superior with minimal convert was also
added to their armour to reflect Ilu ir higher rank as
members of the Command Squad.

Battle Conclabe

For the Battle Conclave | kept to a ve
of red, white and black. However, | shifted these colours
around on each model to keep them distinctive. The
large areas of bare flesh on the Arco-flagellants were

limited palette

ARMY WORKSHOP: SISTERS OF BATTLE

simply painted using the method as described for the
faces of the Sisters. The exception to the restrained
palette was Kyrinov, who | gave some regal purple robes
to pick him out as a special character.




Sisters of Battle

Painting Sisters of Battle

The scheme below shows how | painted a Battle Sister. This was then transferred
across my army, as it could be easily replicated on all the different Sister troop
types, including Superiors, Retributors and Seraphim.
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Seraphim Souad

As elites, | wanted to make sure my Seraphim were “negative space’ where the brain of onlookers will tend

kept especially tidy, as their open stance and extra to naturally ‘edit’ them out. The other option is to use a

height lends them to more scrutiny than other models, Citadel Basing Kit to disguise and obscure the struts with
| I painted the flying struts black, as this gives them a rock piles and other hattlefield detritus.

Retributor Squad

The choice of Sister Superior was important as | wanted The red spot colour worked especially well on this

a good fit with the rest of the squad. | chose the squad as the cowlings of the heavy weapons form a large
Superior firing her bolter as she was g on her back expanse on the models and when placed with the rest of
foot, mirroring the Retributor Siste the army, they really s out

9
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Paimting Sisters of BWattle Pehicles
I'm a great believer in using the Large Drybrush for tank hulls instead of

individually edge highlighting every panel. This is the technique 1 used for the
Immolators, as shown below.

WLy Sisters of Battle e%
B
g
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Organisation of the Adepta Sororitas

Before painting his army, Duncan researched the role and organisation of the
Battle Sisters. We've printed this information below as well as background of the
Orders Militants on the right for when you come to start your own army.

Bigh Lords of Terra
Crclesiarch

Abbess of Adepta Soroitas

10

e

Conbent Sanctorunt (©phetia ¥33)

Orbers Militant
Order of the Bloody Rose
Order of Our Martyred Lady
Order of the Valorous Heart

@rers PHogpitaller
Order of the Eternal Candle

Order of Serenity

©rbers JFfamulous
Order of the Key

Order of the Gate

©rbers Bialogus
Order of the Holy Word

Order of the Quill

Conbent Priorig (zerra)

Orbers Militant
Order of the Sacred Rose
Order of the Ebon Chalice
Order of the Argent Shroud

@roers BHospitaller
Order of the Cleansing Water

Order of the Torch

Grders Famulous
Order of the Holy Seal

Order of the Sacred Coin

Orders Bialogus
Order of the Sacred Oath

Order of the Lexicon
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ﬂL'he Orers Militant

@rhrr uf the iﬁluuhp Rose

The Order of the Bloody Rose was
not formally created until two and

a half millennia after the founding
of the Adepta Sororitas, and by this
time its patron saint, Mina, was long
dead. Mina was known as a dark
and brooding warrioress. She was
the most aggressive and impetuous

of Dominica’s comrades and her
symbol was accordingly a bload red
rose, praminent with thorns. The
Battle Sisters of the Bloody Ru“,
resplendent in their deep-crimson
power armour, echo Mina’s desire

to slay their enemies as quickly as
possible, and the Order’s Dominion
squads are renown for the ferocity of
their assaults.

Order of ©ur Martpred Lavp

Katherine was regarded as
Dominica’s second. Her order

was originally entitled the Order

of the Fiery Heart, in reference

to Katherine's fierce persona,

but so deeply did the Battle

Sisters mourn her death that they
renamed themselves the Order of
Our Martyred Lady, and for many
centuries thereafter they wore black.
Even amongst the devout warriors
of the Sororitas, the Sisters of Our
Martyred Lady have a reputa

by the desire to avenge t
of their fallen. This inner
them to destroy their enemies
utterly, and without mercy.

Orber of the Valorous DHeart

he Sisters of the Order of the
Valorous Heart believe they must
atone for the unwitling sedition
committed by the Daughters of llm
Emperor during Vandire’s Reign of
Blood. The Order’s founding sa
Lucia, was the mast penitent of
inica’s ¢
Battle Sisters strive
example - demandi
for the slightest perceived sin. As a
result, a disproportionate number of
n

its B
seck redemplion as a Sister Repenti
Lucia is often depicted holding the
skull of the exccuted Lord Vandire
- a reminder to never hearken the
wards of false prophets.

' Sisters of Battle

Orver of the Sacred Rose

Orber of the Ebon Chalire“ “

Order of the Argent .%ahruuh.

/

The Order of the Sacred Rose was
also not created in the lifetime of its
patron saint, Arabella. In her lif
Arabella earned the honorific
‘Liberator” and many Battle Sisters,
especially Retributors, are known
ta pray to her spirit for liberation
from doubt and rash action when

a cool, logical head is required. OF
all Dominica’s bodyguards, Arabella
was known as a disciplined, even-

was thus a white msn:, held ina
mailed gauntlet. The white armoured
Sisters of the Sacred Rose embody
these same virtues.

The Order of the Ebon Chalice is
the oldest of the Orders Militant,
birth of the Adepta

"
enemies of the Im, .
she was the first heroine to be
proclaimed a Living Saint by the
Ecclesiarchy. The uniforms of
Dominica’s Order are based on

the original garments worn by the
Daughters of the Emperar and their
combat doctrines formed on equal
parts religious devotion and training
~ have remained largely unchanged
for four thousand years.

Silvana was the first of Dominica’s
bodyguard to be martyred —
assassinated shortly after the Order
of the Ebon Chalice was divided
into two Orders Militant. A silvery

i il skull was left
nted on her death shroud and
the newly formed Order took the
Argent Shroud as their image and
title. Silvana was renowned for

her altruistic spirit and her stoic
faith. She seldom spoke, believing
that deeds on the battlefield spoke
more of a warrior’s devotion than
any words. The Sisters of the Argent
Shroud likewise rarely speak, and
they are famed for their seliless acts
of heroism.
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