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Wow, it barely seems like
12 months since | was
~ last writing my Christmas

[ editorial, and here we
are again, putting up the
tree and dusting down the

‘ B 'mperial cagle that goes on
top of it.

And what a year it’s been! We've seen all
manner of awesomeness launched onto the
unsuspecting world, from the crazed beasties
of the Orcs & Goblins, the proud Grey
Knights and sinister Dark Eldar, the huge
monsters and magic of Storm of Magic, not
to mention the thunderous Ogre Kingdoms in
September, malignant Necrons last month
and a complete Codex in White Dwarf in the
form of Sisters of Battle.

This month we're taking all this
awesomeness and revisiting it in the pages
of White Dwarf - so we have the crazed
beasties of the Orcs & Goblins, datasheets for
the Grey Knights, Dark Eldar and Sisters of
Battle, huge monsters for the Beastmen (and
Scrolls of Binding to use them in games of
Storm of Magic), a great Necron campaign
and a fantastic monster painting guide.
z0t something cool to

e with you too, as this month sees the
launch of Blood in the Badlands, which
hammer campaign book that the White
arf team have been working on recently
It chronicles the exploits of a
and hobbyists in the Desi est
campaign, not to mention providing all the
rules we used in our adventures. Andy Hall
explains more later in the issue, as well as
showcasing the new siege rules in the book
with a battle report against his arch-rival
Kevin Chir
Whilst we're on the subject of the rivalry
that marked the campaign, the White Dwarf
m have been en; 1 5pot of
emselves in the second

battle report of the month, as the writers
reckon they can beat the designers in a huge
Storm of Magic game. And Simon’s been out
hunting the new Citadel Finecast Dragon in
e third of our battle reports, this time for
The Lord of the Rings.

So with that in mind, what do we have in
store for you over the next 12 months? Well,
hopefully the same great mix of fantastic
new minia new rules, background and
scenarios, and awesome hobby guides. See
you next year

.

Andrew Kenrick, Editor
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HERE BE MONSTERS

This month sees all manner of huge, gribbly beasties unleashed on to the
battlefields of the Warhammer world, from blood-hungry Ghorgons to crazed
Mangler Squigs. We venture into lhe wi d from page 14.

g v

totel
Beastmen and their monstrous ilk.

25 UNLEASH THE BERSTS

Beastmen monster:
Scrolls of Bindin

104 THEAUGURY
58 CRUCIBLE OF FLAME The latest events and activities near you
We take

sh look at the Apocalypse Expansion and

02 NEW RELEASES
The latest releases from the Citadel forge.
1 NEWS
All the goings on in the hobby world.
54 BLANCHITSU
John Blanche talks about his approach o painting models,

ai
k Templars

nd \m Necrons 1
mmand of Marshal Helbrecht

el
undler the ¢

M EAVY METAL
The "Eavy Metal team are the best miniatures painters in
the world, and we showcase their favourite miniatures.

MODELLING WORKSHOP: SKULIVANE MANSE
Chris Peach shows us how to paint the latest addition to
the Warhammer scenery range, S

2

v an exciting

Aanse.

B84 MODELLING WORKSHOP: BIG MONSTERS
With all the monsters released! recently, w
Chad Mierzwa to find out how best to pai

98 PAINTING MASTERS
We take a look at the miniatures of "Eavy Metal’s
Neil Green and talk to him about how he got started.

such big kits.

WARMONGERS
The White [
Storm of Maj

1 writers take on the desi

DRRGON HUNT
Diiin lronfoot gathers his trusty warriors and sets out to
slay a Dray in this The Lord of the Rings battle rey

www.games-workshop.com






This month’s new releases are dominated by beasts and monsters. jabberslythes,
Ghorgons and Dnomhulls emerge from under lhe. ho

ughsig
even in Middle the Dragons Ha n&iz
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GHORGON & CYGOR

The Ghorgon is a four-armed monster driven to slaughter and devour anything
within reach. The Cygor, on the other hand, is an insane beast that desires the
souls of mages. The Ghorgon/Cygor kit makes one of these monsters.

This kit can be assembled as a Ghorgon
a large centrepiece model that is a
Rare choice in a Beastmen army or
can be taken as a bound monster in a
Storm of Magic battle. It is a four-armed
monster that can be assembled with
an assortment of b,
claws. The Ghorgon
of two different horn arrays and the kit
comes with various Beastmen-
ccoutrements such as a ske
1 lots of skulls, totems and looted
apons that hang from the creature’s
body. In battle the Ghorgon’s maw can
swallow an enemy whole and even
regenerate lost wounds with its Strength
from Flesh special rule,

WHITE DWARF  NEW RELEASES
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BEASTMEN

CYGOR

With its upraised arms and cyclopean
he Cygor has a very different shape
k to the Ghorgon. The distinctive
15 a choice of two separate horns
kit also includes a large menhir - a
cal stone that it can hurl in battle like
rower. Additional rune-etched
s can be hung from its neck. You
Cygor in different ways
e is even the option of having one hand
grasping an uprooted Statue of Morr. There
> many extra parts that can be added to
reluding bone necklaces, a
Skaven bell and roped twine entangled with
skulls or shards of arcane stone.

wivw.games-workshop.com 5



JABBERSIYTHE

To look upon the hideous Jabberslythe is to risk insanity and death, for its visage
is so horrible to behold that it can drive men mad with but a glance. This huge
monster is released in Citadel Finecast this month.

The Jabberslythe is an mation of giant toads, insects,
dragons and goats, aspects of each can all be seen on this
s the fur and horns of a Beastman, its
s conjure images of drakes

suffers causes
bile-blood.

» field this model,
.29

6 WHITE DWARF  NEW RELEASES
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DOOMBULL

A Doombull is a hulking Minotaur Lord
- an imposing beast of rippling

This Citadel Finecast version picks
ery last detail of Mark Harrison’s

piece and Beastmen general. In
a Doombull is not only brutally
powerdul, but so infectious is its bloodlust

3 muscle,
hons, clad in crude bt effective
2 massive axe,

le creature, making it a fine army

init it accompanies becomes
o Frenzy as well

BEASTMAN DOOMBULL &0
Prockct codecS381021 6002

s, 14054

BLOOD IN THE BADLANDS

begun. Eight armies will vie for power,
carving out nascent empires, fighting
sieges,
conquering great swathes of land.
All this and more is chronicled in the
ultimate campaign book.

Blood in the Badlands is a 96-page hardback
campaign book for Warhammer. Inside you'll find
new background, a complete set of campaign

Warhammer siege
m\v- for playing Warhammer in vast caverns

an mmn;; Studio campaign, as eight players,

out the la
Fozzrik's Fl
and its amazing treasures within can be claimed.

RTLARENED
ARHAMMED

vasion of the Badlands has

vading the under-realms and

four massive multi-player scenarios, a

pansion as well as additional

the groundl. All this is framed within

the White Dwarf team, seek to carve
1 empire so the ensorcelled castle,
1g Fastness, will land in their realm

TURN TO PAGE 20 TO LEARN

MORE ABOUT THE CAMPAIGN.

www.games-workshop.com 7



Citadel Finecast is our range of highly detailed resin miniatures, and the range is
increasing every month with regular new releases. On these pages you can see
just a few of the latest releases, but check the website for the full range.

MANGLER SQUIGS

necast has many strengths so as well as picking

» details in unsurpassed quality; its

=n sculptors a chance to de:
t

: has g

s not possible
ct example,

g on in the manner of a c
1 its wake.

Hopper

ORCS & GOBLINS 26
MANGLER SQUIGS.

8 WHITEDWARF  NEW RELEASES
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WARHAMMER

/40,000

a Captain and Command
Squad, two Tactical Squads,
a Scout Squad, a Venerable
Dreadnought, a Land
Raider Crusader,

a Drop Pod and a Land
Speeder Storm.

SPACE MARINE MECAFORCE  £120
ode: 89120101090
ks, 1900k, $402)

RevA R AN A

HIGH ELF ARMY

The High EIf Army contains
a Lord on a Dragon, 32
Spearmen, 20 Archers, 20
White Lions, 10 Dragon
Princes and a High Elf
Chariot. This box makes for
a great addition or starting
point for any High EIf army

HIGH ELF ARMY 030

WHITE DWARF NEW RELEASES

DARK ELDAR MEGAFORCE

WARHAMMER
™ 000

The Dark Eldar Megaforce
contains 20 Wyches and
10 Kabalite Warriors, a
squad of 5 Scourges, 9
Reavers, a Venom, a Raider
and a Ravager - a great
foundation for any Dark
Eldar army.

DARK ELDAR MEGAFORCE
9120112018
1900emb, 640

£130

SKAVEN ARMY

The Skaven Army box set
contains 40 Clanrats,

Ogres, 6 C

23 SKAVEN ARMY £130
Packmasters, a Warp Product cod 99120206014

Lightning Cannon and a
Sereaming Bell.



LATEST RELEASES FROM FANTASY FLIGHT

rime and punishme
and
resource
npaigns
that feature Imperial Law as a
story foundation. This
supplement cont,

alternate careers,

Ilanmwalcll First Founding
his supplement play as
sver-before-available First
\-mmluna Battle-Brothers,
or learn all new Advanced
Specialties. Additionally, this
iable tome contains a
gripping adventure L\ml places
the Kill-team alor
from three differe
Marine Chapters
bat philosophies clash,

as cos

Blood Bowl: Team Manager - the Card Game

The season is
ard ¢
me of violence

The C
card g

to four players. Cha

tarting! Blood Bowl: Te:
ime is a bone-breaking, bre

m.mm

, Dwarf, Wood Elf, H

man,

Orc and Skaven teams compete against each other

over the course of a brutal s
ost fans, Customise your te
yers, hiring staff,

Star P
cheatin

miscreants 1o
become Spike

all to earn
n by drafting
upgrading facilities and
like mad. Lead your gang of misfits a
r your rivals as you strive to
's Manager of the Ye

www.fantasyilightgames.com

For the Empire!

No, White Dwarf isn't available in Middenland

Andrews and his fellow soldi

Battle of Tewkesbury re-enactment with a copy of July’s issue.

it's hobby guru Dave
rs taking a break from the action at the

and outright cheating for two

Ultramarines Winners
At Games Day Chicago, a contest
was held for two lucky fans to
win a Special Edition of the DVD
Collector’s Box Set, signed by Dan
Abnett. The winners were: lan
Overton, of Ontario, Canada and
Zachary Baum of Beavercreek, Ohio.
Since the launch of the
Ultramarines: A Warhammer
Movie, we have 'wu\.nrh i
it the mov

and Wm. ipate in our o
tests. Our next cantest will give
e to win original
work from llh film so
make sure you go to the website to
find out how to enter

Don't forg
now available c
via Digital Download!

ultramarinesthemovie.com
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L ACK LIBRARY {4}

Black Library publishes a range of novels,
short story anthologies and audio CDs
based in the worlds of Warhammer and
‘Warhammer 40,000. The Black Library
website is the place to go to read exclusive
extracts, interviews with the authors and
sneak-peeks at forthcoming releases. The
website is also the only place to get limited
editions of novels and an ever-growing
range of digital downloads.

www.blacklibrary.com

Extract from The Gildar Rift

fou Vaolf of Fe

Hammer & ANVIL




»m the return of or
of Black Library’s r ors. We got
Ik a little about his new novel Bload of Aenarion,
the heraic High EIf twins Tyrion and Teclis, and his
g project

of one

You've explored many of the races from the Warhammer
world over the years. What made you want to write about
the High Elves?

n various High EIf army books back in the

days of prehistory and I've always liked them.
gical, they have a certain glamour and they
nce to do something very different from my

by sword and sorcery stulf. They have an epic
usual in the Warhamme
there’s a lot of

world. This

alitik

s all realg

ple will be clamouring for a copy of Blood of
year, but what can we expect from the rest

e will be violence, intrigue and

this s rion and Teclis:

To be more specific

> of green

By the end of the third book, Ba
isably the characters we know from the
the epic back story
ledor, deals with the
n the High Elves
2 1 shows its dramatic
ve catch sight of some of the

fa

i history such as Aenarion, Malekith, Morathi
hmage Caledor. At its core though, the story is
d the events that mould them i

giants of e
and the Ar
about the two brothers
the epic heraes they are.

ou first

Do you think your writing style has changed since
wrote for Black Library?

Hopeiully it's a bit more polished but otherwise, |
it's business as usual - character driven, ultra-violent action
with a fair bit of humour : ess underneath

vd a lot of dark

Are there any other characters from Warhammer or
Warhammer 40,000 you would like depict in a novel?
Hmm, that’s a tricky one to answer. I've actually writt
about a lot of the ones I've wanted to, and other people are
he characters that spring immediately to mind. That
1, I've always had a soft spot for the forces of Chaos,

wirit

sai

Now that you're writing for the Black Library again, what
can we expect from you next?

Right now | am working on Angel of Fire. This is a story

of the Imperial Guard during the Macharian Crusade. It
follows the adventures of a tank cre: et caught up
in the intrigues swirling around the Lord Commander Solar
his retinue during a very bloody campaign.

It’s something very different from the work I've done
previously on a much more human scale, s I
with the Imperial Guard. It also allows me to
love of tank battles. There's also some bru
and a particularly nasty cult of Chaotic pyromaniacs

who

ce it de

wdulge in my
il street fighting

Games Woy

d of Aen. is av

hy Cen

Hob

www.blacklibrary.com
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The of the Drikwald Forest haoe‘beenjm the warpath of late, but in their wake
stride antic ereatures of immense size an en gth.
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h your r
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rh place, and our
at the
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pu amalgam of mutated
uI claws, a Jabberslythe
n abhorrent creature whose
mere presence is often enough 1o
i a witness to its loathsome
countenance stark mad. How such
a hybrid abomination first came to
be is a mystery, but Jabberslythes are
t the most
[ und in the

is a force
to be rec L:-u\nc! with on the battl
It may not have the i

1 pover stems from its
dness. Each enemy unit

within 12" of a Jahlm Iythe must pass

r a wound for
each pe
as this represents victims
to irrevacabl
are nol allmu-ul

material re.
eldritch e
Chaos wi ye. Maddened
by their a
inexorably (Imnn towards any and all
sources of magic. IUis for this

re anathema to all

that it seeks

A Cygor is a rea
Beastmen army “n.-n itc
deal

should it reach th
enables it to re-roll any failed Ta
. Buta C
nd there
I rule also works

Movem
rapidly close on its quarry, but it also
has the option of hurlin
menhir




of other Beastmen wre the
the Chaos (




h ends and
blades heg

scythe a man
cleanly in half, as it will
gruesomely display again

spattered rampa
anyone be foolish enough
1o st

Few monsters that
duwell within the forests

can rval the killing

r mu should the
ture succumb to its

add!), and it begins the
ame with no less than 7!
But should
mpa
8 on account o
blood lass, it can
to swallow a v
whale - a single
that i
on a4 or more
its target be slain (o
should that be caten?)
in this way, the Ghorgo
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BLOODIED IN
THE BADLANDS

This month sees the release of a brand-new Warhammer campaign book. One of the
participants, Skaven general Andy Hall, explains what’s inside the book’s covers, and
then refights a pivotal siege battle against his Dwarf nemesis, Kevin Chin.

“The omens arc truc, my lord, the oracles correct. After a thovsand years, Forzrik's Flying
Fastness has returned to the OId World. Wrought by magical artifice long lost to scholarsof |
the arcanc and coveted by emperors and kings the world over, the Flying Fastncss is a sight i

| Fozarik's Fiying
Fasiness - the
utimate prize for
it the

10 behold. A castle as large as any in your lands and crowned by cight spires swirling with all

the Winds of Magic. the Flying Fastness would be a marvel even if it was grounded. But it is

the feature that gives it its name; the peculiar magical cffect wrought by Fozzrik himselfthat

makes it so desirable — the blasted thing flies, soaring far above the land, unassailable by all. \
Yet if the legends hold true. in a year's time the fortress will land for just one day. its )

gates opening and its magical wards abating long enough for a ready hero to Iead his men

within and seize control before the fastness takes to the skies once more. He who can clim

such a treasure will dominate the skics above the world and rule the lands beacath its path.

But mark my words — you will not be the only onc to lay such a claim.”

P e =




Andy: The White Dwarf team — along with
fellow hobbyists Pete Foley, Kev Chin

and Chris Peach — have spent the past

year batting for glory and power in the
Badlands - the wilderness to the south of
the Old World. The wounds are still raw for
many of us, where alliances were made and
subsequently broken or we fought as bitter
enemies from the start. Our exploits have
been recorded in the brand-new campaign
book, Blood in the Badlands.

We have often been asked about the
campaigns we run in the Studio so we
thaught it would be cool to chronicle one
from start to finish, presenting not only the
entire narrative as the games unfolded but
allthe campaign rules, scenarios, special
rules and hobby advice as well as same
truly epic battle reports. First and foremost
you have a great story, an epic tale that
encompasses a year of war as the players
carved out their empires in a desperate
attempt to gain egress into Fozzrik's Flying
Fastness. As such, the book is packed full
of gaming advice on how to organise and
set up a large map-based campaign with a
group of like-minded players.

However, there is much more wi
the pages than mere suggestions; we've
included plenty of rules content as well
There is a new campaign system, designed
to work with the Mighty Empires map
building set. Mighty Empires comes
with a simple set of campaign rules, but
encourages you to come up with your
own. In Blood in the Badlands we present
another, mare involved system that expands.
on Jervis” original concept.

Talking of Jervis, we also made use of
his big gaming brain to come up with a set
of Warhammer siege rules. We knew from
the start that more than a few city walls and

castles were going to be besieged so we
tasked Jervis 1o come up with a fresh new
system, the results of which are printed in
the book. Needless to say they're great fun,
nd you can actually see a siege battle in
on over the page.
With the dug sus presence of not
one, but two Skaven ‘empires’ and no less
than the ancient Dwarf Sea Fortress of
Barak Varr featuring prominently on the
map, another area we wanted ta explore
was underground battles. We've come
up with a set of simple, optional rules for
representing Warhammer battles taki
place in vast caverns or ancient underways
this includes a sub-campaign repre
the Skaven’s attempt to capture Barak Vare
from below as well as abov

The campaign itself took place over
a year in the Badlands (it took about six
months to play in actual time). Players had
four seasons to claim a sizable empire,
all the while a mythical flying castle flew
over the skies creating magical storms in
its wake. To mark the end of every season,
players got together to join in one mega-
game; this could range from a multi-table
epic, a massive Storm of Magic battle, a
gigantic siege or a mixture of all three. The
scenarios and rules for handling such huge
games are also included, there's even a
page of Cataclysm Siege spells to bridge the
Iwo game types together.

When all taken into account,
Blood in the Badlands is an extremely
comprehensive guide to campaigning, with
new background - there’s an extensive
gazetteer of the Badlands — new rules,
new scenarios and even some poetry (yes,
really). It's been a blast to play and we hope
you get as much fun out reading it as we
did writing and playing it.

QUIPMENT

i =
PDEFENDERS S EC

Mighty Empires

For the Blood in the
Badlands campaign

we used two Mighty
Empires map building
sets. Each kit allows you
to create an evocative
fantasy landscape for
your Warhammer battles.
The 48 inter-lacking
tiles form mountains,
rivers, settlements, and
farmlands of a whole
fantasy realm for you

10 fight over. Adding
more sets will see the
realm seamlessly expand,
creating a larger area

to conquer and so your
campaign will grow ¢
grander in scope.

Prepare to Siege
Blood in the Badlands
contains a set of
Warhammer siege
rules designed by Jervis
Johnson. The siege rules
are effectively a mi
Expansion within the
pages of the campaign
book. They have been
specifically designed so
you don’t need to decide
in advance. You simply
need two armies - chosen
from the relevant army
books to an equal points
value — a Warhammer
al

Fortress (o1 itable
madel castle) to fight
over, and a selection of

siege equipment.
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TAKE THE HOLD

How to Win
cge games by
ol of castle

sections that conta
nhmnm Before
ment, the three

c-h|c(m= markers were
placed on three castle

attacker. At !Iu
the hattle, the player who
control of the most

weve ¢
defender’s relief force can
enter the fortress through
lhr 1h- of the castle,

win no matter how many
objectives are held

Skaven Turn 1
Movement

n a siege battle, the attacker can deploy
Itmlh a mere 8" away from the fortress,

and so start charging from the first turn.
Many of Andy’s units were poised for such a
strike and so he began by charging with his
Screaming Bell, the Rat Ogres and the Hell
Pit Abomination. The siege tower would
have made contact too, but Andy rol
aone, 5o a wheel fell off instead (siege
towers move 8 forward... unless you roll a
1 on a D6). However, Kev wasn't going to
let the Skaven simply run up to his walls
All his models were armed with stones and
so were able to stand and shoot by flinging
rocks at the besiegers. This killed a few
ratmen, but it was when Kev dropped a
cauldron of boiling il on the encroaching
Stormvermin (this can be used at any time

N

- even the opponent’s turn) that really hurt,
slaying 12 of the Skaven elite
It was in the Magic phase

hat Andy

hoped 1o take control of the game. He
h

| three Magic users, two Warlock
Engineers and a Grey Seer using the Lore
of Plague, with the Curse of the Horned
Rat to boot. The Screaming Bell rang out
and emboldened the rat-men, which was
good for Andy as he had not taken a Battle
Standard Bearer. After some Warp Lightning
he tried to cast Plague, but Kev had no
wish for him to unleash this spell and so
not only dispelled it but destroyed the hex
with his spell-eater rune. Then Andy tried
to Skitterleap with his Warlock but Kev was
too experienced to let aven player get
away with that and so dispelled it as well.

v

Map Key



Annotations
The Stormvermin
mave towards the
vacant wall section
in the west.

Meltdown!

In an exact repeat of the ori

fire the Warp-Doom Magma-Cannon. The
cannon went into meltdown; the Skaven crew
could be seen frantically scampering ab $ 0 The Doomwheel

fore i 2 | moves up o the
tower and unleashes
ts lightning bolts,
frazzling the crew
and silencing the
war machine.

that the blast radius was not large enough k)
slay any of his other madels.

® The Poisoned Wind
Mortar misfires, its
payload veers wildly
off targ iki
the unit of Clanrats

of Ih r awn.

0 The Rat Ogres attack
the Slayers manning
the wall objective.
However, the
penalty for fighting a
defender on a castle
wall (halved | and
WS) blunts thel
normally feracious
attack. The Rat
Ogres lose the fight ‘
and flee away from

the fortress.

i
picks the wr(ln}‘
castle section to
attack and is faced
K

Dwarf Lord with
Flaming At

and then finished off
by the Hammerers.

0 T lanrals face
the Dwarf Warriors
and put in a good
effort but fail to
dislodge the Dwarfs
from the tower, for
this turn anyway.

@ The Dwarf tum
consists of a
Shooting phase.
After a smattering
of casualties,
Kev shoots the
Screaming Bell
with his closest
Cannon,




L

fiscurry, a Warlord of Clan
age has had his share of

Karnji Ravenbeare

hed nderground war?

4 Siege Equipment
When fighting a siege both
attackers and defenders
have access to all manner of
equipment. Attacking units
will always came ta a siege
with ladders and grappling
hooks, while defenders have
piles of racks to thraw at

ng o
or even witches’ brew to
steam-powered rams.
You buy your equipment
with siege paints, which
are equal to the points you
spent on your army. So, for
example in a 2000-point
game, you get 2000 siege

p
shown here, wi
500 points.

fler a terrible first turn, Andy’s

Skaven had to make some large

gains to get back into the battle.
However, it wasn't a great start to the
second turn as the

at least moved into contact with the wall.
The Screaming Bell charged back into
the tower for a second round of combat
while the Stormvermin moved into the
adjoining unoccupied wall section. Th

was an important development as it meant

that Andy could attack the Dwarfs in the

south-west tower with two units (although,
you can still only create a maximum assault

party of ten, but you have the choice of

taking the models from both regiments) and

the Stormvermin, as they were attacking
from inside the castle did not suffer from
the halved WS and | penalties.

In the east, the Giant Rats also entered

the castle through the unoccupied tower
in the far cast. The Skaven may have
been repelled in the first turn but they
were already infesting the hold from the

second. In the Magic phase, the Screaming

Bell tolled and unleashed a wall of
unholy sound. The castle trembled to its
very foundations, and the western wall
collapsed, killing a Stormvermin as the

rubble fell. The north tower, containing one
of the Dwarf Cannon, also tumbled to the

ground and the wall next to the gate was
also breached, before the Plague Monks
could even swarm the section. But the
south-west tower and the gatehouse itself
remained firmly in place

The Magic phase saw the Hammerers
wracked by Warp Lightning and the

Rat Ogres continued to
flee southwards, although the siege tower

Stormvermin gain Bless with Filth but the
spell Andy really wanted to get off, Wither,
was dispelled out of hand by Kev - there
was no way he wanted his Dwarf Warriors
to permanently lose a point of Toughness.

In the Skaven Shooting phase Andy
concentrated his fire on the Hammerers
with mixed success. The Doomwheel was
the exception, as it roved along the eastern
wall, taking out a raging Slayer with a
lightning bolt

It was then time to assault the south-
west lower once again. This phase the
Skaven fared much better. In no small part
due to the bonus attack from the tolling of
the bell and that Hallscurry himself was
present to lead the attack. However, Dwarfs
are nothing but stubborn, and despite
Iosing many brave Warriors, they refused to
leave the tower.

In the Dwarfs’ trn, the relief force
arrived early, much to Andy’s consternation.
They appeared in the east and so had a
way to travel before they could enter the
gate and end the game in a Dwarf victon
For this turn the Dwarfs had an opportunity
to fight back in the Combat phase instead
of sulking behind their stone walls. The
Slayers attacked the Giant Rats and routed
them out of the castle. And the Warriors
struck out against the Stormvermin, taking
them by surprise and slaying four, but the
emboldened Warlord refused to be budged.

The third turn saw Andy in a much
stronger position, the eastern objective was
all but lost as Longbeards roamed outside
the walls and his Rat Ogres proved too
dim to rally, but in the west, the Skaven
numbers were beginning to take their toll.




The Dwarf Lord had lost a fair few brave
Hammerers in the previous turn’s Shooting
phase and now they had to contend with
Frenzied Plague Monks in the breached
wall section with Clanrats assaulting from
the front. Next door, the Dwarf Warriors
S Bell ploughing into

the tower once again, and Stormvermin
g from the adjacent wall secti
Kev was worried

Andy took a gamble in the Magic phase
and bestowed Death Frenzy on the Plague
Monks, followed up with Bless with Filth.
This gave each Plague Monk four Poisoned
Attacks, as they were armed with extra
hand weapons. The Plague Monks ravaged
the Hammerers, slaying twelve in total.
However, this still left enough Dwarfs with
greal weapons to strike back, needing
only 2s to wound. Plague Monks died in
droves, leaving only five of their number.
Unfortunately, for Andy, he rolled a 5
when seeing what toll Death Frenzy had
taken, and it was enough to wipe out the
unit. In the west, the Stormvermin fou
against the Dwarf Warriors, but abysmal
rolling blunted their attack, by the time the
Dwarfs had retaliated only Hallscurry was
Jeit. However, being a lone character in a
building or castle section is not a good idea
when Dwarf Cannons are about, and so

it proved in Kev's turn when a cannonball
struck the wall and blew apart the Warlord.
Andy was down but not quite out. In the
fourth turn, instead of charging. he looked
to his magic to win through. Curse of the
Horned Rat was successiully cast on the
tower and Dwarfs mutated into screeching
Clanrats. Unfortunately, some still held on,
slaying their transformed comrades, and
50 the tower remained in Kev's hands, f
now at least. In the Dwarf turn, the Slayers
abandoned their objective and made their
way across the castle to bolster the western
objectives. Dwarf artillery cleared out the
remaining Skaven outside the south walls
In the fifth and final turn Andy tried
to magic his way to victory once more.
He Skitterleaped his Warlock anto the
castern objective, and then attempted
to cast Curse of the Horned Rat on the
Warriors again, to turn them into Clanrats
and steal victory. This time Kev managed
to dispel the dreaded curse, and then
fired a cannonball at the eastern wall. The
Cannon struck home and Andy’s Warlock
Engineer was pounded to mush. The Skaven
were all but gone and the Dwarfs were
severely depleted but remained in control
of the castle to secure victory. Hallscurry's
revenge would have to wait a little longer.
Well, considering he’s dead, a lot longer...

Man the Walls!

Playing a siege game

is a challenging and
different way of playing
a Warhammer battle.
All you need are the
rules found in Blood

in the Badlands, and a
castle to fight over. The
Warhammer Fortress,
Siege Towers and
Battering Rams are all
available from the
Games Workshop
website. See page 118
for more information
about the
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UNLEASH THE BE

The deepest, darkest areas of the forests are the hunting grounds of truly monstrous
creatures, but it’s not just the Beastmen who can bring them to war. In games of
Storm of Magic, any general can bind these monsters to their side.

Storm of Magic
When the Winds of

Magic blow as a gale,
0t creatures are
roused from their
slumber, bound 1o the
will of powerful mages.
Storm of Magic is an
exciting Expansion for
Warhammer, and can be
found on our website.

28  WHITE DWARF

ASTS

rom the forest depths come three
deil\ monsters, twisted and mutated

by the warping powers of Chaos. The
battlefields of the Warhammer world will
soon shake beneath their tread. Fear them!

Too right. These guys certainly don’t
mess around, but the Cygor, Ghorgon and
Jabberslythe actually work very differently
on the battlefield. Here is a brief guide on
how they work best in the game.

The Jabberslytt v much a support
unit_ It can fly (ungracefully, admitedly!),
whilst its Aura of Madness and Slythey
Tangue are hoth lethal and don't require
you to engage the enemy directly to work
Causing enemy units within 12" to pass
a Leadership test or suffer wounds, a
Jabberslythe's Aura of Madness is fantastic
for picking off enemy war machines such as
artillery or Skaven weapon teams, as their
lower Leadership leaves them vulnerable.

The Ghorgon, on the other hand, is a
walking engine of destruction. Its Frenzy
earns it a total of 7 Attacks at Strength 6,
and that’s before its Thunderstomp. As if
that wasn't enough, the Ghorgon shares the
Bloodgreed special rule of the Minotaurs,

is v

UNLEASH THE BEASTS

meaning that its Frenzy will be augmented
by one extra attack for every round of
combat that it wins. For this reason, a
Ghaorgan works exceptionally well if used
in conjunction with a supporting unit,
(Minotaurs, anyone?), as it can benefit
from their combat resolution and keep on
winning and e; 2 those all-important
bonus Attacks. And that’s not to mention
that it can recover D3 Wounds in the
middle of a battle by
model whole. A nightmarish beast indeed
A Cygor is more of a balance between
the two, able to support your army as a
mobile stone throwe

and be a headache

(sometimes with spectacular results) for
enemy spellcasters. Where a Cygor stands.
out is that it can re-roll failed To Hit rolls
against any enemy with the slightest whiff
of magic about their person. Always handy
Until recently, these three monsters
would only have been available to
Beastmen players, but with the Storm of
Magic Expansion came their Scrolls of
Binding. As a special treat, we've included
the exclusive Jabberslythe scroll, alongside
those of the Ghorgon and Cygor. Enjoy!

illowing an enemy

n—
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The Jskerslythe is a creature so unsightly, o monster
sodisturbing to look upon, that an aura of madness
suroands it. To gaze af sitch a beast s to tempt fate -
. for mony usho do haoe their sanity ripped asunder. Itis
| soidthat o Jobbersiythe is so horrible to vieus, that coen
i s pools of water will not offer up a reflection and

W thatthose unfortunate enough to get an unobstructed
F ook atsuch o repellent fiend are likely fo claw out
§. téiroun eyes In an atrempt to escape the nightmarish
visons that willfarever haunt them.

The Jobbersiythe is a hulking thing that combines the
bl fatoad; dr

g rlimbed insect. It has rudimentary wings that
allow it short bursts of ungainly flight and its gaping
! maw houses a long, sticky proboscis-{ike fongue that
| candart out to snare prey. The Jabberslythe is always
husgry. Attracted to any noise or movement, the
Jebbersiythe lurks in the undergrotath of the deepest
partsof the largest forests, immobile save for great
Rooded eyes that watch for the siightest tuitch. When
sktims are detected, the Jobberslythe bursts forth,
| thesight of such a hideous creature stunning its
goamy into madhess. It will then lollop towards them,
scooping up the gibbering foe and devouring thenr
to the sounds of their oten maniocal noises ~ sounds
thatto human ears sound mich like the loughter of
modnen. Those that somehou cling to thelr sanity
st foce the fabberslythe’s corpal clows and the
finged ovifice that serves as the creature’s mouth.
8 Wies wounded the foul beast spurts nor blood, but an
aidi lock fluid that burns any it touches — making
fghting a Jabberslythe an even deadlier proposition.

mny

L3

Immune to Psychology,
Large Target,
Poisoned Attacks,

have

Spurt
Ja

as shooting,

of ane or mare Jal
H J

distributed as for shoc

Slythey Tongue

& Bile-blood:
berslythe in cl

M WSBS S I A Ld  Troop Type
Jabberslythe 8 4 4 5 3“5 Monster
SPECIAL RULES Aura of Madn h enery unit within 12°

ich a unit fails its test,
rmour saves allowed,
of its members.

his has no effect on

attack with the following profile:

Range Str
124 5

ecial Rules

r every wound caused on

 combat, the attacking unit

nmediately suffers a S5 hit, randomised

275 points
OPTIONS: |
May take any of the followin,

* Lash ]

Grants the Jabberslythe 1 Ta
inisterly Skulkin,
ants the Jabberslythe the Ambushers rule.

e =

The Jabberslythe is  loathsome beast, though
rumours that even once slain, the beast’s hideous

appearance can slay 1 maiden that looks upon it arc 1
probably falsc. Still, who but an unhappily marricd U
man would dare such a chance? ¢

—The Duke of Artois i
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Oceasionally, deep in the forests of the Old World,

a tracker will come acrass a mysterious carridor of
decastation smashed through the woodland. It is a
path of uprooted trees and trampled undergrouth that
is remarkable in fueo ways — it would take a creature of
enormous strength to push through such dense terrain,
and even mare surprisingly, the trail seems as ifit were
chosen by a biind mon, unable to araid obstacles, but
farced ta plough straight through them. And so it

is, for these are the tracks left by @ Cygor, ane of the
malformed Giant-like creatures that hunt the arboreal
heartiands.

Citaors hane o pve that barely sess the world,
being only capabie of discerning indistinct shapes. The
Cygor's eye instead perceioes the eoer-shifting Winds
of Magic, seeing perfectly the spectrum of arcane
pover. Thus, a Cygor will blunder indiscriminately
through the material world, unable to catch the prey

it so insatiably wants to devour. Howeoer, mages,
warlocks or witches who wield magical power are seen
as shining beacons and the Cygor desires to consume
such sweetmeats aboce all others. The mere presence
of o Cygor s often enough to couse enemy wizards to
foul the casting of their spells, for they fear the gnarled
and calloused hand that might grab and lift them
upuwards to that hungry mata.

When the goies of Chaos rage, a wizard might dare
ta bind a Cygor, bidding the creature to stride the
battlefield secking to pluck out the foe’s sarcerers and
devour them.

M WSBS §

Cygor T2 SIS

SPECIAL RULES

Immune to Psychology,
Large Target,

Magic Resistance (2),
Stubborn, Terror.

of ma

creatures with a wa m|

To Hit rolls.

item or magi

rds, models with

Troop Type
Monster

Ghostsights The swirling melee of combat is
an indistinet blur to the Cygor, confusing and
disorientating. Enemics imbued with magic,
however, it can see with uncarthly clarity. When
fighting enemy Wi

y sort
d, or

¢ Cygor re-rolls failed

Hurl Attack: Cygors will hurl chunks of rune-
inscribed waystones, torn from temples and ather

It can use this ability even if it moved earlier in the
turn, but cannot do so if it marched. A misfire will
do a single Wound to the 's a dangerous
business hurling chunks of menhir around,

gor — it

Soul-cater: Cygors are intensely unsettling to
cnemy Wizards, for they know Cygors crav
souls above all else. Enemy Wizards within 2
ane or more Cygor
at the beginning of the Magic phase. If the test is
ed, the Wizard has lost his nerve —any spell
ils to cast this Magic phase will result
miscast. Note that there is no unusual eff
spell is merely dispelled.




d Monsters of the decpest woods, Ghorgons are.
relenless ghuttons that seck to slaughter and consame
‘any flesh they can find. Beastmen belicce that to
. | consume g creature’s ru fleshis o absorb its power
1 andthe Ghorgons ore the ultimate embodiment of this
brutalmozim. The vle creotures have gorged so nmuch
that theg have gre

A0 touering to the height of Glants, and sprouting many
8 fimés and mouths to oid their endless feasting.

h s

88 Bray Shamans belece that these ulti

y

Beginther lices as the lorgest Minotaurs of their
tribes, wartior-fords who chose gluttony over

 leadership and devoured their lesser kin. Since that
foul at, cach Ghorgon is dricen by the accumulated
Bloodlust of s cannibaliser. During battie, a
Ghorgon wades into a mass of enemics and uses its
many arms to grosp, stuff and shooel great gobbets
offlesh into ifs multiple matas. In ts insatiable lust
forfood, the Ghorgon has been knoten to swallow
cictims wholc, the catire body bolted down ina

& sarage display of giuttanous delight, Smeared with
goreand drooling slathcr, o Ghorgon can regain new
strength from its flesh feast. Yet no matter how much
 Ghorgon decours, the hideous beast remains as
racenous as ceer

i

=

s T —_
“How much flesh can 3 Ghorgon gorge on?

A Ghorgon gorges on flesh 'l it s gone.

He'd gorg= on more, of that you can be sure,
ifoaly e could find more to gorge on.

Tongue-tuister popular amongst
woodeutters'children in the Drahisald Forest

———

MWSBS § T W I A Ld
Ghorgon 7 4 0 6 6 6 3 610

Troop Type
Monster

SPECIALRULES

Swallow Whaole:

z
ke a sing
tive of 1. This At has

g Blow ability, but To Wound rolls of 4,
5, or 6 act as Killing Blow Attacks.

~ Stubborn, Terror.

Strength from Flesh: As the ( n chomps

regains D3 Wounds that it has lost earlier in

the battle

260 points

Bloodgreed: If the Ghorgon i
side in a round of close coml
o Frenzy. I
is on the wi

on the winning
atcly
Frenied,

g side of a round
addditional

if the model
due to their desperate
d upon the flesh of the foe, models with

k. These bonus At
es its Frenzy. Howev

need to fi

pursue and overrun only D6,

Bloodgre
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IN-STORE THIS MONTH

Across the land, the earth shakes with the thunderous footsteps of gargantuan
monsters of war as the Beastmen hordes emerge once more from the depths of
the Drakwald Forest and descend upon your local Hobby Centre,

Tamer of Be: Purge the Drakwald
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BATTLE REPORT

Mk - P INI - :
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| Ithas ming, but now is the time to decide who is the best, Yes,
ite udge match is going public - it's designers versus writers,

(bragging rights are up for grabs,



nd Tom Hutchin
loms and
mons of

honour, ¢
Simon Gr.

hours now, its lc;

had been forced to wait slnnbud: a uny
army of mortals, who had aot a sin r

true warrior amongst thicir ranks. Eve

their master, the sclf-titled }\ksscr\b:l of.
Tzzentch, could not claim to'bc.an adversary

\ges
ng. would provide
l:lzs 5 rt%nn
turned on its allics. And for -!m’ B
a Greater Dacmen of one of Khorng's rivals
wanted to play with magic? The thought
disgusted 1t fo its core, the molten anger
uugn- hc:mnm,, an inferno of rage that
was already boiling overorthe incre
ed host of Bloodletters surr 3
Tt could see their victims a g now.
itlng o hagpen, It haged.
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Lords

The Messenger of
Tzeentch
ch |
eld, Sv
Strife, T

Heroes
Maldus
Rottenheart
Exhalted Hero
with Stream of
Corruption, great
weapon and Mark
©

158 points

Kellhofer the
L] Reborn

haos
Sarcerer with Third
Eye of Tzeentch and

Mark of Tzee

]
with Mark
of Nurgle

140 points

Core

The Raven
He

15 Chaos Warriars
with shields,
Mark of Tzeentch,

290 poinis

The Crow
Brethren

15 Chaos Warriors
with Mark

hand we

pons,
musician, standard
I i

ion
300 points

Footsaldiers of
hange

40 Chaos

Marauders w

shields, Mark

of Tzeentch,

musician, standare

bear 1

Champion.
240 paints

Rare
Nul\unmm
205 points

Total: 1998 points

\Imwtn rs &

m lar'i.mlvum
275 points

Giant Spined
Chaos Beast

s
220 points

WHITE DWARF

time 10 settle our
differences with
the writers on the
field of battle.
Well, bring it
on! I'm gaing to
take an army so
mean that even
the Everchosen,
Archaon himself,
would be honoured to lead them to war.

For Storm of Magic games, | believe the

best combination of characters and units

are those with the Mark of Tzeentch and

: — Tzeentch for the magical aptitude

and bonus ward save, and Nurgle for the

debil ng shooting and combat effects.
My Chaos Lord will be mounted on a

Manticore, and will make a beeline for the

WARMONGERS

nearest Arcane Fulcrum. With 7 Attacks
even before the Manticore fights, he should
be able to overwhelm any foe with ease.

I've gone for two Chaos Sorcerers, one
with the Mark of Tzeentch to give him a 2+
ward save whilst mounted on a fulcrum;
the other with the Mark of Nurgle so that
I can cast Grandfather Nurgle’s Circle of
Life and hopefully summon a free Daemon
Prince! On the topic of Nurgle, I love the
Champion of Nurgle model, and couldn’t
resist including him with a badyguard of
Chaos Warriors with the same mark.

| made sure that | basied the
Jabberslythe before Simon and Andy could
get their grubby hands on it, as its Aura of
Madness would be devastating against the
average Leadership of many of their units. |
also knew that Tom was taking the Masque,
so that promised to be a nasty combination.




Tom: | haven't
used my beloved

I mean reviled)
Daemans of Chaos
for a while now,
concentrating

of Chaos army
for the Blood
in the Badlands
campaign. I've
decided to go back to my daemonic roots.
As we're playing a Storm of Magic
game, what better place to start than a
Greater Daemon and Herald of Tzeentch?
Both of these characters are flyers, as I'm
{erald on a Disc of Tzeentch,
be great for snatching any
Arcane Fulcrums that are bereit of th
previous owners. I'll also be binding a

ir

Lammasu to my cause for the same reason
'm pretty sure that Simon will be fielding
some Night Goblin Fanatics, so I'm taking
some Chaos Furies, Seekers of Slaanesh and
Screamers of Tzeentch to draw them out
before they can do too much damage to
our expensive units.

| wanted some real hitting power in
the army, so a large horde of Bloodletters
led by a Herald of Khorne on Juggemaut
and a mighty Ghorgon should fit the bill
nicely. They should happily be able to chew
through any unit of Orcs or Ogres without
breaking their stride, and if | can win a few
combats with the Ghorgon early on, it will
become even better at scouring fulcrums.

I couldnt resist including the Masque
o work alongside Matt’s Jabberslythe and
cause some real mayhem and madness. Let
the fun begin! Mwa! Ha! Ha!

Heroes
@ The Masque of Shaanesh

m The Bodhisattva
2 Dioma

with musician,
standard b

andl Alluress.

er and Alluress.

O The periidious

3 Screamers

Total: 1998 points

Monsters & Magic:

4 The Bloodied One
N
". Ancient tkthyer
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Monsters & Magic
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I
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WHITE DWARF

Skullkrusha

Simon: It's time for
our departmental
showdown, so
I'd better get my
thinking hat on
Hang on a second
Whao am | kidding?
Orcs & Goblins
don't use any
of that “tactiks’
12,
Having been using my disciplined
army of High Elves for the Blood in the
Badlands campaign, it should be a lot
of fun to field an army of super-violent
savages for a change and throw caution to
the wind. Experienced greenskin players
may therefore cringe at my army sel
but 1 wanted to incorpo as many v
and wonderful units as possible, such as

1999 points

nonsens:

neaky Wun

WARMONGERS

Goblin chariots, Night Goblin Fanatics and
a battery of war machines. | couldn’t resist
using the Mangler Squigs too. Not only
is the new model for ther astic, but
they're a blast on the tabletop as well!

of Orc Boyz and a heity re
Orcs — one of the few units in the game that
€an go toe-to-toe with Chaos Warriors. My
Warboss, Skullkrusha, will accept nothing
less that the bigy
weapon avai 2, \\) I don’t mean the
Battleaxe of the Last Waaagh!, 'm talking
about the world-ending Mythic Artefact
that is the Dawnstar Sword. That should be
fun! With too few points left for more than
a single Shaman, I'll be sure to bind a Dark
Emissary to do the ‘teknikul wot-notz
Right. It’s time to show those wpmhm
designer-types who's da Boss! (Me? - Ed,




Andy: So, first an
admission: I'm
fairly green when
it comes to using
Ogres. However,
I've played my fair
share of Storm of
Magic games, so
I'm hoping that
experience will
carry me through.
Saying that, it’s not as if the Ogres are
hard 1o use; after all they're an army of
monstrous infantry with a hell of a char
supported by a mix of primeval fauna
With this in mind | based my army
list on Kev Chin’s own army which we
published back in September’s White Dwarf
substituting Leadbelchers, Scraplauncher
and Yhetees for Mournfangs, a Firebelly and

an Ironblaster instead. Otherwise the tactics
and tricks that Kev details are the same
ones I'll use. Mainly that of keeping the
Thundertusk close to my Ogres and Irangut
its so they can take full advantage of its
mbing Chill, forcing the enemy to strike
after my units. The Dragonhide Banner
is very powerful as it gives the Ironguts
the ability to re-roll to hit, to wound and
armour saves of +1 on the turn they charge!
he Slaughtermaster is anather key
element of the force, as is the Firebelly.
Unsurprisingly, they will go on the Arcane
Fulcrums where they high Toughness and
unds will make it no easy task

.

. I'm including an acid-spi
Hydra and a Cygor, who will be targeting
Wizards, where its re-rolls for vg them
will no doubt come into good use.

Lords
© Big Mawler
Level

Cragus
Bruiser with
he arm

great weapon and
Dragonhel

Cindergut

Level 2

Core
The Luggers
12 Ogres
wdditional hand
pons, Bellower
rer

and Crusher

102 points

Frost Smashers
8 Ironguts with

14 points

special
The Snaggletaoths
=I 3 Mourniang
Cavalry with

Crusher.

libusta
Ironblaster

Roar Horn
Thundertusk

250 points

Total: 1998 points

Monsters
Magic

54 Cygor

with Spit Vi

o
* Hydra
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DEPLOYMENT

wa
building sections.
The main building

Tower, with the

g as
an Arcane Fulcrum
(as suggested

in last manth’s
White Dwarf). This
granted Simon’s
Dark Emissary the
Loremaster (Shadow)
whilst he remain

within 3* of the
Wizard's Tower.

This ancient
O Gicctonor

enchanted menhirs
was treated as
ysterious Arcane
Ruins. On placing
his Herald of
Tzeentch next to the
terrain, Tom rolled a
aling that the
e Ruins would
no further
special rules,

Dreadstone Blight
@ was used as both a

building and Magic

deplayed within
would therefore
have Magic
Resistance (2), and
a4+ ward save
against spells for the
Mark of Tzeentch.

@ Mat deployed his

Chaos Warriors
of Nurgle slightly
within the wood.
He rolled a 5 on the
Mysterious Forest
table, revealing it to
be a Venom Thick

.3 Troll Country lies

far o the north of

the Old World and

is a place where

the Chaos Gods

have long been
worshipped ireely.

Both of these unholy

tes would be

treated as a Temple

of Skulls.

he writers won the roll-off for
deployment, opting to occupy
the three Arcane Fulcrums on the
northern half of the battlefield. After some
deliberation, ient Ogre
Wizards took the two flanking fulcrums,
whilst Simon deployed his Dark Emissary
top Skullvane Manse, granting the cowled
reerer full mastery of the Lore of Shadow.
Matt and Tom responded by taki

ki
their central and eastern fulcrums with the
Herald and Sorcerer of Tzeentch, both of
whom would now claim a 2+ ward save for
their Marks of Chaos. The Lammasu held
the third fulcrum to the west

With all the Arcane Fulcrums oce upied,
both sides now took it in turns to deploy
their units. Andy formed up a solid Ogre
battleline in the centre, at the foot of
Skullvane Manse. The Thundertusk was
flanked by the Ironguts, Ironblaster and the

large Ogre unit to take full advantage of
the 6" area of effect of its Numbing Chill.
The Mourniang Cavalry were placed in a
position to storm down the eastern flank
supported by the imposing Arachnarok
nearby. The Orces & Goblins then spread
across the battlefield, plugging any gaps in
the line to support the Ogres

The allied Chaos army of the designers
featured an aggressive centre, comprising
the large horde of Bluodletters, the
Ghorgon and the Chaos Warriors of
Nurgle. The more defensive elements of
the army, namely the Flamers of Tzeentch,
the Hellcannon and Marauders were
positioned on the flanks to support an
advance in the centre, The Jabberslythe
was deployed with the faster or flying
elements of the army on the Chaos right
flank and would be supported by the fell
sorceries of the Lord of Change




= |
- = - P

Deployment

Matt & Tom’s Spells
Chaos Sorcerer of Tzeentch:
Flickering Fire of Tzeentch,
Infernal Cateway

Chaos Sorcerer of Nurgle: Curse

of the Leper; Rot, Glorious Rol

Lord of Change: Loremaster
(Daemon Lore of Tzeentch)

Herald of Tzeentch: Loremaster
(Lore of Life).

Lammasu: Melkoth’s Mystifying
Miasma, Pit of Shades.

Simon & Andy’s Spells
Night Goblin Shaman: Sneaky
Stabbin ltchy Nuisance.

Dark Emissary: Melkoth's
Mystilying Miasma,

The Enfecbling Foe,

The Withering.

Ogre Slaughtermaster:
Bonecrusher, Bullgorger,
Braingobbler, The Maw

Ogre Firebelly: Fireball, Piercing

Bolts of Burning
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Killer Combinations
Whenever twao different
armies ally together,
there are always

tunities 1o create
nbinations
s drawn
imm models or units in
each army. But in Storm

further by the ab
I1d Mythic Arte

In their opening,

use the Masque’s Dance
of Dreaming ability to
reduce the Leaders)
value of the Mournfang
Cavalry by 2 before the
Jabberslythe’s Aura of
Madness took effect.
Unsurprisingly, the result
was devastaling.
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Matt: We won the roll-off for the first turn
and decided to go first, as we wanted
1o prove our superiority early on. Firstly,
my Chaos Lord on Manticore flew into
the Chaos Spawn that was blocking the
Slaughtermaster, and on the oppasite
flank, the Seekers of Slaanesh charged into
the Orc Boyz with spears apposite them.
Annoyingly, my Spined Beast failed its
against Andy’s Hydra, suffering a
wound from its venomous spit in process.
With our charges completed, our next
move was to draw out Simon’s Fanatics,
flying the Chaos Furies within 8" of the
Night Goblins. Fortunately for us, both of
Simon’s Fanatics fell short as he rolled 7" for
their moves, We mocked him only slightly.
My Chaos Warriors of Nurgle advanced,
losing one to the dangerous terrain of the
Venom Thicket, as did Tom's Daemonettes
to their right. The Ghorgon and Bloadletters
also advanced in the centre. The Lord of
Change swooped down the right flank o
threaten the Firebelly, whilst the Masque
and Jabberslythe moved to unleash their
deadly combined abilities.

WARMONGERS

They did just that at the start of the
Magic phase, inflicting five wounds on the
Mournfang Cavalry and causing them to
flee. The Arachnarok Spider also suffered
two wounds, though everything else
remained unaffected. The Lore of Heavens

was in ascendance, which would affect
all the Lores of Chaos. That suited us fine!
Taking advantage of the Arc:
channelled 4 times, giving us 17 power
dice to their meag;
Tomy's Lammasu cast Pit of Shades on
Andy’s Ogres with irresistible force. The
spell hit five madels, dragaing four to their
deaths. We did lose 4 power dice from
the miscast, and the Lammasu’s Arcane
Fulerum scattered 18" southwards. Not a
bad start, as it could've been a Im worse, |
then miscast Grandfather Nurgle’s Circle of
Life, though Andy dispelled its effects. We
lost the remainder of our power dice to the
miscast, though both sides gained another
8 dice each after | rolled a double-6 on the
Arcane Fulcrum miscast table! A wrathiul
Khorne threw a brass skull at my Chaos
Sorcerer, though he managed to survive

e Ruins, we

¢ 9 dispel dice




its impact. Our remaining spells were all
nullified, with the exception of the Infernal
Gateway | cast on the Arachnarok Spider,
li\(lu),h it failed to cause it any harm.

Qur Shooting phase was fairly short. My
Jabberslythe failed to wound the Firebelly
with its Slythey Tongue, though the Lord of
Change managed to cause a single wound
with its Flames of Tzeentch, The Flamers
blasted Andy’s Hydra, wounding it once,
before my Hellcannon slew three lronguts
outright with its powerful doomfire.

The Close Combat phase was also swift
and brutal. Tom's Seekers of Slaanesh slew
five of Simon’s Orc Boyz, but were wiped
out in return. On our left flank, my Chaos
Lord tore apart the Chaos Spawn, sweeping
forward to threaten Andy’s Slaughtermaster,

on: Ouch! Andy’s army had taken a
real a beating already, and it was still only
turn 1! We declared a number of charges
1o try anc back in the game. |
cagerly charged the Jabberslythe with my
Warboss, and the Lord of Change with my
Orc Boyz, who had reformed to face it
after slaughtering the Seekers earlier. I also
charged my Arachnarok Spider into the
Hellcannon - 1 really hate those things!

The Fanatics went in opposite directions
one killing three Furies as it ploughed into
them; the other spinning back through my
lines, killing two Night Goblins. We held
our ground with most of our units, though
I turned the Orc Boyz to face the threat of
the Chaos Lord nearby.

sigh of r

Our Magic phase was woeful. Andy
rolled a paltry 5 power dice, and we
only succeeded in casting a single spell.
Thankfully, Bonecrusher inflicted two
wounds on the Chaos Lord’s Manticore.

Andy redeemed himself by blowing the
Manticore away with his lronblaster, though
the Chaos Lord passed his ward save and
was unharmed. His Hydra finished off the
Spined Beast, though our remaining shots
were either all off target or failed 1o wound.

Our dreadful luck continued as Tom's
Lord of Change caused 4 wounds on the
Orc Boyz and ran them down as they fled.
The Arachnarok then only caused a single
wound on the Hellcannon. My Warboss
slew the Jabberslythe with his Dawnstar
though its Strength 5 Spurting Bile-
blood wounded the Warboss once and
reduced the Wyvern to a single Wound!

Sword,

Ker-splat!
The Mangler Squigs proved to be one
of the few shining moments of Simon
& Andy's less-than-impressive first
turn. Rolling an 8 for their Random
Movement (3D6), Simon sent them
leaping down from the Temple of
Skulls and into Matt’s Giant Spined
Chaos Beast. Simon rolled a total of
12 hits, which resulted in a whopping
10 wounds on the hapless creature.
Mercifully for Matt, he managed
to regenerate six of these wounds,
though was now a sit
venamaous spit of Andy’s Hydra nearby.

But the Mangler Squigs’ rampage
hadn't ended yel - by passing through
the Spined Beast, they had also come
into contact with Tom's Flamers,
meaning they would also be subject
1o a good ol*-fashioned mangling! 7
waunds later, an apprehensive Tom
r ward saves, breathing a
s he passed five of them,
despite needing a 5+.

The rampage of the Mangler Squigs
ended with the beasts taking a wound
from the woodland terrain.

rolled for t

ing, duck for the
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DOMINATION

Annotations
The Venom Thicket
strikes again and
two more of Matt’s
Chaos Warriors are
slain as they charge
the Arachnarok.

The Icon of Endless
@ War carried by the
Bloadletters helps
them to make a long
charge to aid the
Ghorgon against the
large unit of Ogres.

@ The two surviving

Chaos Furies make
themselves useful by
attacking a Goblin
Spear Chukka,
though it takes tw
rounds of combat
for them to defeat
the Goblin crew.

After miscasting a
@ sical Duel, !he
Chaos Sorcerer of
Tzeentch explodes
spectacularly,
leaving the Arcane
Fulcrum unmanned.

The Chaos Lord
O Lo the
laughtermaster, but

1o dislodge him
irom his loity perch.

0 Despite witnessing
the bloady massacre
last

Leadership test!

The Mourniang
@ Cavalry alsa rally,

mere inches away

from the table edge.

The Orc Boyz and
@ hyaa make charges
against the Chaos
Lord and Marauders
to protect the
Slaughtermaster.

The Orc Warboss
o and Black Orcs

pile into the Chaos

Warriors of Nurgle.

A Gablin Wolf
0 Chariot charges the
Hellcannon but is
unable to harm

Tom: After Simon and Andy's poor first turn,
we were in a strong position. We charged
the Ghorgon and Bloodletters into Andy's
Ogres and flanked the Arachnarok Spider
with the Nurgle Chaos Warriors. | threw

the Screamers of Tzeentch into Simon’s
Warboss (which had overrun into the
\mqm hoping to hold it up for a tum
manipulated the magical flux from
the lnrz of Ih sts to Life to aid my Herald

of Tzeentch. He ook full advantage, casting

Flesh to Stone on the Bloodletters, which
Andy failed to dispel. Simon dispelled the
a Magical Duel from the Lord of Change,
though Matt's Tzeentch Sorcerer miscast his
attempt to do the same. The duel resulted in
a draw before a Dimensional Cascade blew
the Sorcerer and four Chaos Warriors apart.
Simon and Andy had Dominance now
curse you, Matt! The Hellcannon also

suifered a wound and we lost five power
dice. Our last two casting attempts were
dispelled by Simon's Dark Emissary.

Malt’s Hellcannon was in combat, but
the Lord of Change wounded the Firebelly

Orcs & Goblins and Ogre Kingdoms

Turn 2 Magic Phase

TURN 2

once again with its Flames of Tzeentch, and
my Flamers inflicted a further two wounds
on Andy’s Hydra, Burn, baby, burn!

Our Close Combat phase began
with the Masque being torn to shreds by
Simon's Warboss. So badly, in fact, that my
Screamers all died from instability. Drat.
The Arachnarok taok a beating from the
Hellcannon and Chaos Warriors of Nurgle,
whao cut it down after it failed its Break test
My Ghargon and Bloodletters slaughtered
the Ogres, despite being forced to fight last
by the Thundertusk’s Numbing Chill. Only
a single Ogre escaped the massacre, all
for the loss a mere two Bloodletters, who
overran into the lronblaster. That's better!

Andy: Having taken another
beating this turn, we made
a number of charges on our
left flank to try and regain the
momentum. We were forced to
make some intercepting charges
ct my Slaughtermaster on
Fulcrum as well.




and m
Herald of
d! Splat!

lespite losing six men to my rampaj
{ra. The Bloodletter
number to the lronblaste
1 to face the Thund,
1 wound, Simon’s W
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Ka-boom!
Matt nmon;,.!in
attempted to cas!
Grandfather Nurm 3
Circle of Life. Not anly
«can this devastating spell
decimate an enemy u
but if it causes ten or
more wounds, then a
Daemon Prince of Nurgle
will also be summoned to
the battleficld!

P

and Andy let ihe qmll
through and, to their
the Ironguts only
suffered five wound

However, the Nurgle
Sorcerer suffered six
wounds from the miscast,
though Matt passed all of
his ward saves... then the
fulcrum exploded. Oops!
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Matt: Losing two Wizards in the same turn
had been a real blow. We needed to get
our act together to avoid letting the game
slip away. Most of our units were already in
combat, so we made a few quick charges
to maximise the superior combat ability of
our armies, The Bloodletters piled into the
flank of the Thundertusk and Tom sent the
Daemoneltes in to free up the Hellcannon
by tearing apart the Goblin Chariot it was
fighting. He also charged with the Flamers,
hoping 1o finish oif Andy’s Hydra with their
Flaming Attacks. Keeping the scenario
abjectives in mind, we decided not to finish
off the last Ogre with the Ghorgon, opting
instead to move it left, ready to attack that
pesky Slaughtermaster next turn.

The Magic phase saw the Lore of Life
in ascendency, though with Tom's Tzeentch
Herald now dead, it didn't do us any
favours, Tom began proceedings by casting
Glean Magic on Andy’s Firebelly, intending
to steal a Fireball spell to cast, but this was
dispelled. | then had a bit of a disaster
whilst attempting t mmon a Daemon
Prince of Nurgle. Suffice it to say that things

WARMONGERS.

went wrong (see left). Very wrong
another Wizard down, things were rapicly
taking a turn for the worse.

We lost all but three of our power dice
in the miscast, so all we could do was try
and finish off the Wyvern with a Bolt of
but this was dispelled. Tom tried
n the Shooting phase - this time with
lhr Flames of Tzeentch — but was foiled by
its high Toughness. The stubborn lizard just
didn’t ~(--=r\\ 1o want to die! How selfish,

Tom began the Close Combat phase by
wrecking the Goblin Wolf Chariot with the
Daemaonettes and overrunning towards the
Black Ores, though he fell short of reaching
them - a shame, as the Daemonettes
would've hit them in the flank.

The Flamers wounded the Hydra once,
but Andy passed its Scaly Skin save on a
6. It wounded the Flamers twice in return,
but more annoyingly, held its ground,
despite losing combat and having a terrible
Leadership value. Nearby, my Chaos Lord
challenged the Orc Boss, who accepted
and died like the cowardly dog that he was.
The Orcs lost the combat, but also held




P N

their ground. Tom's Bloodletters eamned e m ded Hydra ri
a giant trophy for Khorne in the shape h the Marauders, 4'”!
of a Thundertusk skull. The monstrous TiC 30,645 Dowes
beast died hard however, goring three
Bloodletters to death, with the crew
accounting for two more before being
chopped to pieces by burning hellblades.
Unsurprisingly, the Chaos Furies couldn’t
match their periormance against the
Mournfang Cavalry and were wiped out.

Simon: Despite losing the Thundertusk o
the Bloodletters and being attacked on all
sides, we were nonetheless in a deceptively
strong position. The Orc Warboss and his
mount were, however, on a single Wound
apiece. Never ane to hold back, 1 sent him
charging into the Daemonettes anyway!
My Black Orcs bravely sent an assault
party to storm Dreadstone Blight and
drive out the Chaos Warriors of Tzeentch,
though it would be a tough fight. After
much persuading on my part, Andy was
encouraged/bulliedthre
appropriate] to sacrifice his lronguts in
order to redirect the Bloodletters away from
sor. My plan was that this wauld
allow us to prepare a ‘welcome party’ next
turn in the form of the Cygor, Mournfang
v, Goblin Wolf Chariot and - if he
was still alive — the Warboss. All or nothing!

Qur Magic phase was less than
spectacular, particularly frustrating as we
still had Dominance and could well have
had the game all sown up if we'd been able
to unleash a big spell or two. Instead, the
Firebelly’s Fireball Barrage at the Lord of
Change was dispelled, and he then failed to
cast Fireball at full power. Our only success
was my Dark Emissary casting Okkam's
Mindrazor on the Orc Boyz. Let’s see how
you like fighting Strength 7 Orcs, Matt!

As with last turn, our luck changed
seamlessly as we moved into the
Shooting phase. | hit the Lord of Change
with another Goblin Spear Chukka and
wounded it. After all our failed attempts to
banish Tom’s Greater Daemon with magic,
he failed his ward save and suffered another
3 wounds. Slain in ignominy by some
plucky Goblins! How humiliating

Matt was finally reduced to average
luck with his Chaos Lord, and only killed
two of the Ores he was fighting, The Boyz
struck hack, wounding on a 2+ with their
augmented Strength of 7 and ignoring his
armour. Malt's luck completely betrayed
him and he failed all three of his 4+ ward
saves. The Chaos Lord was dead! The
combat between the Hydra, Flamers and
Marauders achieved little, but Andy’s Hydra
at least held its ground. The Daemonettes
rained blows on my Orc Warboss, but he
snored their feeble attacks and butchered
ht of them with his unstoppable blade,
wiping them out. The Black Orcs and
Warriors of Tzeentch killed three enemies
apiece, the combat ending in a stalemat

odds, the Lord o
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CATACLYSMS

Annotations

@

The Hydra finishes
off the last of the
Flamers but flees
and is chased down
by the victorious
Chaos Marauders,
whao hit the Orc
Boyz in the flank as
they surge forwards.

on and Andy

clie

Herald of Khorne,
charging with

the Ore Warboss

on Wyvern, the
Mournfang Cavalry,
the Cygor and the
last surviving Goblin
Wolf Chariot in a
desperate attack.

Where has the
Ghorgon gone? Its

Slaughtermaster

successiully unbinds

the mighty creature
o

and sends
way by rolling a 5!

mon’s Dark
Emissary casts
Bridge of Shadows
1o relocate the
Orc Boyz away to
abetter position
to fight the Chaos
Marauders who had
it them in the flank
momenlts ear

(F]

®

the Arcane Fulerum
Miscast Table to
the ruin of both the
Dark Emissary and
Skullvane Manse!

The Goblin Rock
Lobber finally makes
its presence fell,
finishing off the
Hellcannon with a
perfect strike.

The Black Orcs
suifer six casualties
as they assault the
Chaos Warriors of
Tzeentch, killing
only three in return,
but yet again, their
courage holds.

Tom: There was little | could do with my
Bloodletters but crash into the Ironguts
and hope for Khorne's blessing, | wa
confident about the Ghorgon’s chance:
however, and relished the prospect of
finally being rid of the Slaughtermaster.

We rolled poorly during t :
phase, and I relied on the ascendancy
of the Lore of Shadow to cast Ribauld's
Retroactive Musion with the Lammasu,
but the thrice-accused Slaughtermaster
dispelled it with a lucky roll

The Hellcannon, still alive and freed
from combat at last, targeted the Firebelly
but misfired. However, Matt rolled a 6,
meaning the Hellcannon could no longer
shoot but the attack would strike at Strength
10, and he obliterated the Firebelly!

The Hydra did nothing to my Flamers
at first, but Thunderstomped the last of
them to death. But Andy at last failed his
Break test and the Marauders ran it down,
hitting the Ores in the flank. The Herald of
Khorne hacked down the Bruiser that had
challenged him whilst twa more Ironguts

Orcs & Goblins and Ogre Kingdoms

Turn 4 Magic Phase

TURN 4

fell to the furious attacks of the Bloodletters,
The last Irongut only killed one and was run
down. Bul now came their counter-attack...

Andy: It was time for our last-ditch eifort
1o kill the Bloodletters, This was an all or
amble, as it could well decide
Everything started well, with all

into the rampaging Daemons
being successful and we waited with baited
breath to see if Simon’s plan would

Qur only remaining moves were 1o try
and drive the Chaos Warriors of Tzeentch
from Dreadstone Blight with the Black
Ores once again, whilst the Night Gablin
Shaman headed towards the Arcane
Fulcrum recently relinquished by
the Firebelly. Poor fella.

The fates mocked us by
ensuring that the Lore of Fire
was in ascendancy, making
us miss our dear, departed
Firebelly all the more. Simon's
Dark Emissary cast Ribauld’s
Retroactive iusion on the




Bridge o
vin e Orc Boyz behind the
Marauders, who reformed to face them,
‘e lost all our remaining dice to the
miscast but, more st the [
Manse itself to an
Kaboom miscast result.

ame now
3 dlef
but held their

n Daemons succur
instability. This would

s but, when it has
1 a true force

www.games-workshop.com 49




5

s

BRING IT DOWN!

Steeped in Magic, Shrouded in Shadow

Tom's Lammasu conlinued to frustrate Simon and Andy, keeping the
allied Chaos army in the game and countering their magic against

all the odds. In the last few turns, the Lammasu’s mastery of three
different mavement spells would prove to be crucial, not only for the

Lammasu itself, but also for gett

2 any vulnerable units out of harm's

way in order to deny Andy and Simon their precious victory points.

WHITE DWARF

WARMONGERS

TURNS 58&6

Turn 5 - Matt: Tom’s Herald and
Bloodletters were still alive for the moment,
which was a great relief — especially as he
had finally killed the Orc Warboss as well
All I could do for the moment was charge
the Orc Boyz with the Chaos Marauders.

The Lore of Light's ascendency didn’t
da us any good as the Lammasu was our
only Wizard left now. Tom had three spells
with which he could relocate the Lammasu
10 a mare useful position, so that's what he
tried, though he would need to roll lots of
dice to make it happen, risking a miscast.
Ribauld’s Retroactive llusion was dispelled
first of all, but he managed to succeed with
Bridge of Shadows, moving the Lammasu to
the Arcane Fulcrum that the Night Goblin
Shaman was heading for. Sucker! Finally,
Tom cast Unbind Monster on the Cygor,
hoping to avenge the Ghorgon last turn, but
only succeeded in making it frenzied.

My Marauders lost combat against the
Orc Boyz after Simon passed three of his
four parry saves, but they held their ground,
despite losing three of their number. Tom's
Herald of Khorne outdid himself once
again, inflicting three wounds on the €
enabling the other Bloodletters to kill it
The Mournfang Cavalry Crusher killed the
Bloodreaper in a challenge, but was driven
off along with the Goblin Chariot

Turn 5 - Simon: Curses! That Lammasu
was proving to be a nightmare! My Night
blin Shaman would now be unable to
reach the empty Arcane Fulcrum further
south before the end of the game, so that
damnable Lammasu was very much in the
need of killing. We set about that goal as
best we could.

The last of the Mourniang C “avalry
fled the board, but both Spear Chukkas
passed their Panic tests, Once more, our
Magic phase was dreadiul, the Lammasu
dispelling both the Slaughtermaster’s
Transagar’s Transportation and nmy
Shaman’s attempt to unbind him. We were
starting to run out of options, 5o | took
the risk of targeting the Lammasu with the
Rock Lobber. Just as we feared, the attack
scattered, though it thankfully missed
the Night Goblin Shaman nearby. My
Spear Chukkas were back on form, hitting
with both shots despite needing 6s. The
Lammasu was wounded, but the Arcane
Fulcrum prevented the spear's Multiple
Wounds (D3) from taking full effect.

In combat, the Ores and Marauders
fought each other to a bloody standstill,
both sides suffering four casualties apiece.

Turn 6 -Tom: It was the last turn, and all
we needed 1o secure a draw was to keep
the Lammasu alive. But in the case of a



draw, victory paints would be used to
decide the winner, so we went all-out to get
some last-minute kills and protect what we
had left. My Herald of Khorne left the last

surviving Bloodletter to charge into a Spear
Chukka, hoping to Panic the other.
We struck gold in our Magic phase

(well, Shadow, actually), eaming +5 to cast
with the Lammasu. With this advantage, |
was able to spirit the last Bloodletter away
Shadows and hide it safely
\wlmn\ Dreadstone Blight. My other magic
was dispeled, but | had potentially saved
oints, 5o Matt and Tvieré S3tisfed
1ld took out the Spear Chukka
in combat and panicked the other crew,

1 though the Marauders won the
ith [hz Ores by three, Simon
passed their Leadership test with a 4

Turn 6 - Andy: Our only real hope of
victory was in the Magic phase, which

let us down every turn so far. Simon’s
Shaman cast Unbind Monster, but this

was dispelled. | then miscast a Cantrip to
teleport the Slaughtermaster to the fulcrum
nearby. He survived unharmed and earned
bath sides eight extra power dice with a
Really Wild Magic! miscast result. Now
within range, the Slaughtermaster’s attempt
to unbind the Lammasu was dispelled. Both
of our Wizards then cast Magical Duel, and
though Simon’s Shaman succeeded, Matt
won the roll-off. My next attempt to slay
the creature was with Bonecrusher, but |
failed to wound it. Finally, Simon’s Goblin
Rock Lobber targeted the Lammasu, but it
misfired. And exploded. Damn,

Snatching Victory from the Jaws of a Draw

In the Storm of Magic scenario, the winner of the battle is the side
that contrals the greatest number of Arcane Fulcrums at the end of the
game. If both sides control of an equal number of Arcane Fulcrums,
then victory points are used to determine the winner. As it turned out,
the outcome of the seemingly insignificant combat between the Orc
Boyz and Marauders ended up deciding the game!
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Daemons of Chaos
and Warriors of Chaos|

Matt: A draw? Outrageous! | maintain that
we were the better players throughout.

t lucky at the right

nd we were victims of

ither than the cunning or
tactical expertise of our opponents. Tom
and | are viewi a victory, Well,
that's my excuse and I'm sticking to it!

On a more serious note cult
to talk about this game hout genuinely
bemoaning our hh k. lost track of how
m; miscasts we rolled, and we weren't
even being overly reckless with the number
of power dice we o cast our spells
We lost two of our Wizards to miscasts,
including one of our Arcane Fulcrums as
well! At least Simon did the honourable
thing and followed suit a few turns later.

The game was certainly a very bloody
one, and | was reduced to less than twenty
Chaos Marauders by the time the dust
settled. In fact, all Andy had left was his
Slaughtermaster. It seemed that every time
we wounded him, he recovered it moments
later with the Blood Gruel Lore Attribute.

1 still firmly believe that our armies were
stronger and it was only our dreadful luck
that prevented s from romping home with
a comfortable victory. When it comes 1o the
crunch, there’s no doubt in my mind that
we designers are the hest players. So there.

sed

Tom: What a crazy game. All of our
ingenious tactics were undone by

ously bad luck at the most
inopportune moments. We would surely
have won otherwise. Curses!

Actually, if you ignore how m,
ur Wizards either exploded or w
off by some flukey dice rolls, our
performed quite well. | was especially
of my Herald of Khorne and his
gry Bloodletters. They
ugh everything that
sh, and
s hideously

1y of
re killed

pre
entourage of a
way th

carved thei

they

me across from start to
even accounted for Si i
powerful Orc Warboss and his Wyvern

But as much as my Herald of Khore
was absolutely sensational, the
that kept us in the
undisputed title of Man (or Monster) of th
Match was the Lammasu. His combi
of the Lore of Shadow and the T
Transportation Cantrip meant that he
able to get exactly where he needed to be
to deny the Night Goblin Shaman towards
the end of the game. The Lore’s Cataclysm
spells may not seem as devastating as those
of the other Lores, but sometimes subtlety is
a better option to help you win the game.

| suppose that some grudging respect
has 1o 20 to our opponents, as they held us
1o a draw despite their share of bad luck.

me, and earns the




Simon: Phew! That was a close one. When
I ook back on the game though, there were
s0 many situations that, had they gone
differently, would have tipped the balance
of the game one way or the other. If the
Rock Lobber hadn't misfired and exploded
in the last turn, for example, we would
have been more than 100 victory points
clear of Matt and Tom’s total, and therefore
autright winners, And the less said about
casting that spell with my Dark Emissary,
the better!

Having said that, | think that a draw was
a more than fair result, as the luck swung
wildly in both directions for much of the
game, with neither side able to gain a clear
advantage for long enough to make the
game safe. After a laborious start, we finally
gt our groove going and all but smashed
Matt and Tom's right flank to pieces.

But even though we had Dominance
for a number of trns, the Winds of Magic
just weren't with us, so Matt and Tom were
able to counter many of our spells. With
our inability to get a prip on the Magic
phase, it was up to our shooting (which, |
must say, was nothing less than magnificent
on occasion), and close combat to win the
day. But against an army of Daemons and
Warriors of Chaos, the latter was always
going to tough. Next time, designers!

Andy: Some may ¢
unlucky ur first turn was certainly
no picnic, as Simon and | watched our
army slowly ntegrate around us through
Jabberslythes, spells and shaoting! Then
again, the luck seemed to equal out in later
turns as our opponents kept miscasting,
Suddenly, through no tactical guile of our
own we were leading the game. Alas, a
draw was all we could muster, if ever there
was proof that Storm of Magic battles are
anything but predictable then it was here,
Simon’s already made mention of the

frivolous spellcasting that was our downfall,

so I'll concentrate on my own performance
and rate myseli mixed at best. Basically |
was oo cautious with the Ogres, | decided
to have a first turn of shooting and then
charge in the second with my Ogres,
Ironguts and monsters. With hindsight this
was silly, | should have
Bloodletters as soon as possible. As it was,
we reduced them to just one by the end of
the battle and if w nished it off before
the lone Daemon was spirited to safety all
those victory points would have been ours,
and with a fulcrum each, we could have
claimed victory

Which brings me on to the accursed
Lammasu, that thing just would not die,
and kept Tom and Matt in the game.

tstuck in to those

Justasthe Dacinon 4l |
suspected. the battle was |
2 farce, The Herald had | o
claimed the skulls of
countless foes, winning

<t honour and glory for
ﬁhurnc. but not a single

nent had been more !

than a distraction:

The
fought had%i?l:n so
:asi?y that it had been
more of a harvest than
a contest of arms, The
beast pulling the xmnic
cannon contraption
been readily shain. Its
sword arm had been
slowed by the giant tugked
creature’s aura, but that
100 had fallen beneath its
smouldering blade.
thuggish Orc chicfiin
and its scrpentine mount
had provided little sport.,
nr bad the cfelopein
monster. The Wastes had
been disappointing...

———————e ———
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1t's been a while, !
hut this month

GW art director,

John Blanche,

returns with his
irregular column

1o share his

extraordinary
views on the
habby. This issue

painting styles.

et’s talk about painting miniatures
“ It's a topic | come to again and
a e I've discussed before I
That's because
I'm obsessed with it 1 not painting
the hobby on c: m painting my
miniatures. Sc that spurs
the bri

ne by the "Eavy Metal
team. T I style is all about
stunning execution, a clean look involving

highlighting, shading and blen
fto replicate. After
e the
I've painted a
I've always had the "Eavy Metal ir
my head as what |
though I'll never
nonths back, 1 had a bit ¢
thought, why am | doir

orld’s best pz

2 to achie )

my own
loped
Iking about it

ely look like

guys, but that neve I me
that they sho now dane is
siven myself permission to paint my ow
y and nof v about trying to achieve
a standard that simply doesnt fit my style
uffy, debase
uality much lik wings, whict

1 distinction

between the two. T ati
waorks that | approach in the same way
it just | 1s that one is on canvas and

e s al dimensional model
painterly” style in that | pa
an cle:

rather impa esult. Time

is my enc st
my style, borm out of nee
finishe one sitting, or else
back to

Over the years I've encountered many
hobbyists who have very indivic
painting styles, and I'd like to prese of

le. While my style

has formed from both a p

uickly and art

ended

these Golden Demaon winners
end of
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FTeVe BUDBLE

teve Buddle, who has just joined
Slhe Citadel Design Team, is an

accomplished painter with 12
Golden Demon trophies under his belt.
Since the advent of the Citadel Washe:
Steve set about creat|
proficient style that gave
little time. Over to Steve to explain more:

When painting my models, I've always
striven for a very high level of smoathness
and precision but started feeling like
a change was in order and I wanted
something a little less intense in my painting
process. | began thinking less in terms of the
challenge of technical greatness and more
along the lines of how far { could push the
quality and character of figures with less
than an hour of actual painting.

In a broad sense, the real time taken
on painting figures is in the layering of
highlights. You can take forever if you aren’t
careful so | thought about how to minimise
the amount of highlighting or even how to
avoid it altogether. | fooked to the Citade!
Washes as my weapon of choice and
started experimenting with finding how
well a basecoat and wash could look. |
discovered that washing an area twice gives
a much cleaner look than once and that
you could get all kinds of wonderful effects
by choosing different colours for each layer.
Ilearned to lighten my basecoats quite
considerably as the washes would darken
them. ! also began to enjoy giving figures an
all-over wash of Gryphonne Sepia to even
out tones and give a lovely warm quality to
the figure.

One of the figures | recently tackled
was the Wood EIf Lord with great weapan.
Over a black undercoat | basecoated him
with mostly Foundation Paints. The flesh
was pure Dheneb Stone, the cloak painted
Orkhide Shade on the inside and Knarloc

Green on the outside. | painted areas of
Jeather in Calthan Brown with varying
amounts of Dheneb Stone or lyanden
Darksun mixed in to give me several tones
The hair was a mix of Calthan Brown and
Chaos Black, the Spite was painted lyanden
Darksun and | used some Mechrite Red for
a few areas. | highlighted these areas fairly
raughly, just for a little volume. The armour
was painted Shining Gold and highlighted
with a little Mithril Silver added. At this
stage the model looked unimpressiv
but it was only half done. | covered the
whole model in my custom brown wash
(Gryphonne Sepia with a little Asurmen
Blue and Baal Red mixed in) being careful
that while the wash was quite heavy, it
didn’t pool anywhere. This then required
me to walk away and wait for the wash
to dry.  enjoy this part as | get to go back
twenty minutes or so later and see how it
all worked out. It can be a magical moment
and [ rather like the fack of being able to
control the final result. As I normally do, |
then repeated the wash and this built the
depth and neatened the result. Beyond
this | then washed the whole figure with
Gryphonne Sepia to give him an even
richer tone.

After the washing stages | went to work
making minor adjustments. | highlighted the
flesh basically with a mix of Skull White and
Gryphonne Sepia (adding the wash to the
paint aids transparency and helps to match
the tone to the colour beneath). A smi
of drybrushing on his hair and some tidying
up left me with the result on the right. He
ended up taking a little over an hour but
I'm not too worried about that.

Probably not the stuff of Golden Demon
trophies but then, I've won a fair few of
those and | say these figures are good
enough for me!

wood FIf Lord
at colours on,

1o right Steve’s Jokaero, Grey Knights
(T Grey Knight and Wood Ef Dryad,
all painted wsing his distinctive and quick
minimalistc styfe.

]
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GOLIAI
\ y |
= or my second guest, we go lo the
[ than the clean technical finish of
lian Bayliss style is
no time frames here; Julian follows his
instincts and muse to produce brilliantly

other end of the spectrum. Rather
exuberant. There is little planning and
painted models, almost forming an

paintbrush. I'll let Immln\.m\\
Many of my mod
amazing 4

the
the

ence on my pain

and
‘;t ‘J maost
l also follow this
with the same

which is why [ shy

h‘:\( s,

onto the

Modedling Snow;

to leave a moc

vith
with

r but never start o
other than

a plan,

1 vague idea of
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emotional connection to the subjects of his

~NA S
e L. AY
Jifd up the model with parts from
my bitz box until I'm satisfied. My
components all come from the Chacs
Knights fram

favo

Despite having bou

least six of these kits, 've yet to actu,
make a Chaos Knight! The frames are
cannibalisec ojects - the
ilder padis are bril ork equally
c d Inguis lels, and
pons

They'r
figures

of my models.

to mode!

oly it’'s the




So, there you go. As you can see with all the pictures
of these fantastic-looking models, having your own
painting (and madelling) style is like a visual signature. ~
In a way, it's an extension of your personality

showcasing your own hobby preferences. And the / \_T )
more people who develop their own unique painting \* =0
style, the richer our hobby becomes. Until next time... = z

/
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RUCIBLE OF FLAME

Apocalypse takes your games of Warhammer 40,000 to the next
level. In this article, Mat Ward, Robin Cruddace and Phil Kelly
present six new datasheets for you to use in your games.

Millennium there is only war. The
xy’s mightiest warriors lead vast
regiments of soldiers and armoured
columns sm tchin »m horizon to horizon
into battle. nuan war machines
and coloss: I Titans stric le the battlefield
like gods of war, whilst super-heavy
tanks unleash helli pons that can
slay entire battalions. Supersonic aircraft
scream overhead, dropy
battlefield below, whilst spac
far above launch devastating barr
is a war like no other. This is Wa
40,000: Apocalypse!
Apocalypse is an Expansion for
Warhammer 40,000, allowing you to fight
battles on a nightmarish scale using the
Apocalypse scenario. Games of Apocalypse
are ideally suited to multi-player ba
with multif nerals aside and thousands

I n the nightmare future of the 41st

ish we

hips orbitin

of points of miniatures on the b
Apocalypse encou
entire collections on the tabletop, so if
vou've ever fancied using your comple
Space Marine company (or Chapter!) or
Tyranid hive fleet on the battlefield, then
this is the opportunity to do just that! You
can also use super-heavy tanks, gargantuan
monsters and towering Tit.

When picking an army for Apocalypse
you use datasheets, which allow you to
chines and
e table top. These

tlefield

unique formations on
datasheets provide special abilities and
advantages for fielding the models in the

ion listed.

Over the following |
fresh batch of official datasheets for 1
Dark Eldar, Grey Knights and Sisters of
Battle, bolstering the lines of these forces as
they enter the fray.

» One cannot consider the fate of a single man,
nor ten, nor a hundred, nor a thousand. Billions
will live or die by our actions, and we have not
the luxury to count the cost.

Warhammer 40,000:
Apocalypse
Apocalypse allows you to take

mes of Warhammer 40,000
edented scale. You will
undreds of
squadron of
war machines
srmat, hardback
|||mhnuh|ull\ ains all the in
you need to get startec
of Apocalypse, including: full rules for

large tabletop battles,
1stering apocalyptic
rees, four gatefold spreads featu
spectacular battle reports, and : s hobby
section with advice on making Strate,
assets, counters and objectives

men and sc
vehicles a

ing games
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CRUSADE OF FIRE

The Purifiers seldom fight as a single formation. If Grey
Knights are rare then the Purifiers are doubly so, and their
talents must be applied sparingly across the very breadth
of the war-torn Imperium. However, should circumstances

his Brother-Purifiers that a Crusade of Fire must be formed.
Few have seen such an assemblage and survived, for such
battles leave little in the way of living observers. Indee
at the battle’s conclusion the Purifiers swiftly turn their
flames upon those allies who might have seen too much,
eliminating such witnesses.

By focusing their psychic might, the Purifiers can
summon vast constructs of living fire to consume the foe.
Whilst the cleansing flames of a single Purifier Squad can
incinerate tightly-knit groups of enemies, when a Crusade

prove dire enough, the Castellan of the Order sends word to

POINTS: 50 + MODELS

of Fire advances it is preceded by a bow wave of towering
azure flame that can sweep a battlefront clean of taint.
Any enemies fortunate enough to survive this attack are
overwhelmed as the Purifiers charge through the smoke and
ash to bring swift death.

One of the most famous — amongst the closed ranks
of the Grey Knights only, of course — instances when a
Crusade of Fire was deployed was in the final throes of the
war against the Daemon legions and corrupted mortal allies
of Atrophus the Foul on Castigon Prime. So foul were the
blessings of Nurgle that virus bombs had proven ineffective
and attempts to engage them with other forces resulted in
unacceptable losses. The orbital deployment of the Crusade
of Fire slew Atrophus and his retinue, before cleansing the
planet — defenders and invaders alike — in purifying flame.

GARREN CROWE

PURIFIER SQUAD

Squad Argentus

b

PURIFIER SQUAD

PURIFIER SQUAD

[

| Formatio

* Castellan Garran Crowe

* 3-10 Purifier Squads (each unit must contain ten
models, cannat split into combat squads or take a
Dedicated Transport).

Special Rules:
Strike Force: All units in the strike force must be
deployed within 6" of Castellan Garran Crowe or, if
coming on from reserve, must enter the table within 6"
of Crowe’s point of entry.

Tide of Cleansing Flame: Each turn the Purifier
Brotherhood can unleash a torrent of fire to scour the
enemy from their path. This is a psychic shooting attack
with the profile given below. Nominate either Garran
Crowe or one of the Keepers of the Flame - this is the
model that resolves the attack, must take the I‘iv(h G
| test, and so on. Tide of Cleansing Flame does not

prevent the user from firing another weapon, and does
not count towards the number of psychic powers he can
use in a turn.

Range  Str AP Type
Cleansing Flame Hellstorm 2* 6* Assault1

The Strength increases by 1 (to a maximum of 10)

and the AP drops by 1 (to a minimum of 1) for each
additional unit from the strike force within 6" of the user
of the psychic power.
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EXTERMINATION STRIKE FORGE roinrs: 100 + mopeLs

Many an army loses all chance of victory once its warlord
is slain. The daemonic hordes of the Immaterium are as
prone to this truth as any other force. Indeed, they may
even be more vulnerable. The Exalted Greater Daemons
that inevitably command major incursions are not only
unbelievably mighty combatants in their own right, but

are also locus-points of the Warp energy that sustains their
lesser kin. Accordingly m('Lwr('\'klng_\lsh ave developed
many lactics focused on swiftly eliminating specific targets
in a Daemon horde, and the Extermination Strike Force has
|(m;' proven itself amongst the most effective.

Nemesis Dreadknight forms the vanguard of the
I\Iwrmn.wll\-n strike force, its armaments ~uhl|§ altered to
allow it to fire specially crafted tracker rounds. When these

Hammer of Titan |

=
I
]
=
3
=
&
=
&
2
@
2
H
el
=

rounds strike a target, the shrapnel laces the target with
a fine layer of psychic spoor. Once the target is m rked,
a squadron of Stormraven Gunships roars into the fray,
guns blazing. The psychic spoor m.wkm;,(h\ target shines
out bright as day for the gunships’ specially trained pilots,
allowing them 1o guide their own psychically charged

shots with otherwise. impossible accuracy, driving fire

into otherwise invisible weakpoints on the foe. Even an
Exalted Greater Daemon cannot last long under such a
barrage, torn to shreds by augmented assault cannon fire or
banished to the Warp by the impact of mindstrike missiles.
Once such a mighty foe as a Greater Daemon has been
slain in this manner, his daemonic host invariably succumbs
to instability, forced back into the Warp once more.

Cassini's Wake

STORMRAVEN
GUNSHIPS

Saturn’s Thunder

STORMRAVEN
GUNSHIPS

Storm'’s Herald

—

upgrad

=
z
=
gL =
==
]
25
%3
Formation:
1 Nemesis Dreadknight with heavy psycannon (can
take additional options). (]| x ] I £
3 Stormraven Gunships with the psybolt ammunition '
. One Stormraven must be designated as the
command vehicle. .
Special Rules:
Strike Force: The Stormraven Gunships in the strike Range Slr AP Type
force must start the game in strategic reserve. They must  Tracker Round 48" 4  Heawy 1,

enter the table within 6" of their command vehicle. The.
Nemesis Dreadknight must start the game on the table.

Marked for Extermination: Instead of firing normally,
the Nemesis Dreadknight can choose to fire a special
tracker round with the profile given below.

Psychic Spuor'

*Psychic Spoor. A unit hit by this shot is marked by
Psychic Spoor for the remainder of the game and is hit
automatically by shots from the strike force’s Stormraven
Gunships (blast weapons do not scatter). Additionally,

a Daemon unit marked with psychic spoor counts its
Toughness and Armour Values as half its normal value if
hit by Mindstrike missiles or psybolt ammunition shots.

www.games-workshop.com 61



REPENTANT HOST

Repentant Hosts are formed when several Orders Militant
have cause to join forces. The Sisters Repentia and Penitent
Engines that comprise a Repentant Host are therefore rarely
from the same Order, but they are united in their desire

to atone for their sins. Individually a penitent warrior’s
desire for absolution borders on the maniacal, but when a
Repentant Host is formed the collective need for forgiveness
is amplified to new heights. As the fervour sweeps through
the assembled masses they renew their efforts, refusing to
die whilst there is even the slimmest chance of slaying the
Emperor’s foes and earning redemption.

POINTS: 50 + MODELS

The first known deployment of a Repentant Host was
during the Grathaxian Crusade when both the Orders of the
Valorous Heart and Ebon Chalice had sufiered great losses
against Warboss Blackaxe’s Orks. The greenskins were held
back by Canoness Sybria, who gathered to her every Sister
Repentia who could still walk. The Repentia fought with
renewed passion and though hundreds were martyred, their
sacrifice bought the surviving Battle Sisters time to open
the vast cathedral gates. The greenskins were slaughtered
shortly thereafter as two dozen Penitent Engines strode
across the battlefield, staining it with Ork blood.

Canoness Usurgia

¥

Squad Penitent

SISTERS REPENTIA

SISTERS REPENTIA

SISTERS REPENTIA

Formatiol
1 Canoness

3+ Sisters Repentia Squads
3+ Penitent Engines

Special Rules:

Strike Force: All units in the formation must be deployed
within 12" of the formation’s Canoness, or, if coming on
from reserve, they must enter the table within 12" of the
point entered by the formation’s Canoness.

Reverent Passion: All units from the formation within
12" of the Canoness ignore the Rage special rule and, if
the Canoness successiully uses the Passion Act of Faith,

all units in this formation (including Penitent Engines)
that are within 12 of her also count as having used the
Passion too (no additional Faith Points or Acts of Faith
are required.

Only in Death Does Duty End: All units in this
formation gain a +1 bonus to both their Feel No Pain
Id of Faith rolls.
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PURGE SQUADRON

gements where the enemy is wont to overwhelm the
Sisters’ lines, a Canoness may sanction the formation of a
P sadron. Such an action is never taken lightly, for
deploying most of the Order’s Retributors can leave other

In e

POINTS: 50 + MODELS

units without fire support of their own. However, there
few foes that can stand against such combined firepower
arolling wall of bolter shells, flames and melta blasts that
devastates everything that dares to stand in its path.

e

Squad Myrtia

Squad Annetta

MELTA TEAM

Squad Helena |

Formation:
| 3-5 of the follo
» Bolter Team: Retributor Squad with 4 heavy bolters and
an Immolator with twin-linked heavy bolter
* Flamer Team: Retributor Squad with 4 heavy flamers
and an Immolator with twin-linked heavy flamer.

ing teams™

Special Rules:

Strike Force: All units in the formation must be deployed
within 6" of the Command Vehicle, or, if coming on
from reserve, they must enter the table within 6" of the
point entered by the Command Vehicle.

‘Wall of Fire: If three or more teams (both Immolator
and Retributor squads must fire to count as a team) from
this formation fire at the same target, resolve the shots
as a single attack instead, using one of the following
profiles below. The profile you use will depend on the
composition of the Purge Squadron:

Composition Range  Strength AP
3+ Bolter Teams 36" 5 4
3+ Flamer Teams 12% 5 4
3+ Melta Teams 24 8 1
1+ of each team 24" 6 3

+ Melta Tean: Retributor Squad with 4 multi-meltas with
an Immolator with twin-linked multi-melta.

*One Immolator in the formation must be designated as
the command vehicle.

* To resolve the attack, place two counters (coins or
other suitable markers are ideal) up to 18" apart such
that both are within range and line of sight of the
Command Vehicle. Draw a straight line between the
centres of these two markers. Any unit with at least
one model within 1" of this line immediately suffers a
number of hits as shown in the relevant profile. Remove |
the markers once the attack has been resolved.

Fire and Faith: Before making a Wall of Fire attack (see
above) declare how many Retributor Squads will attempt
to use the Divine Guidance Act of Faith. If at least one
squad passes their Act of Faith test, the resulting Wall of
Fire attack will gain the Rending special rule.

Type

Heavy 17, 3D6 Hits*

Heavy 1%, Ignores Cover, 606 Hits®
Heavy 1%, Melta, D6 Hits*

Heavy 1+, Melta, lgncres Cover, 4D6 Hits*
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DARK OLYMPIAD

The Wych Cults strive to outdo each other with the
spectacle of their gladiatarial bloodsports, but even the
most audacious of spectacles is nothing compared to
the Dark Olympiacl. The three-year build up to a Dark
Olympiad consists of a gruelling program of pladiator
ates the greatest of Wyches to glory wh
ing their lesser sisters dead. By the end of the games,
competitors and audience alike are frantic with pent-up

Lhiutu

POINTS: 100 + MODELS

energy. At the finale, a realspace portal is opened
arena, and Wych Cult and audience alike are invited 1o
pour out into the realm of mortals to bathe in an orgy of
killing. The spectacle of a Dark Olympiad is very different
from the Wyches’ usual fare for there is only one criteria
for success — she who takes the most lives and returns to
Commorragh alive is declared Queen of the Olympiad and
promated to the ranks of the ynnitach then and there.

n the

BLOODBRIDES

The Handmaidens of Lhit

12a4

§ 2544
Teell [IVeE

Formation:

1 Succubus

1+ Unit of Hekatrix Bloodbrides
24 Units of Wyches

Special Rules:

Strike Force: All u in the Dark Olympiad must be
deployed within 12" of the Succubus or, if coming on
from reserve or by webway portal, they must enter the
table within 12" of the point entered by the Succubus.

Orgy of Scarlet: Whenever a unit from the Dark
Olympiad gains a pain token as a result of causing an
enemy unit to be removed from play, choose another
Dark Eldar unit within 24" and within line of sight. That
[

token.

also gains a pa

The Grand Final
very finest of

he Dark Olympiad has saved the
its stimulants for the grand finale of their
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14+ Unit of Hellions
1+ Unit of Reavers
14+ Unit of Beastmasters

games. An army that includes a Dark Olympiad may
roll an extra dice on the chart when determining which
combat drugs are available, and apply two of the results
generated instead of the usual one. Note that an army
that also includes Duke Sliscus could roll three dice and
choose the best two! The results do not stack.

Frenzied Beasts: The alien beasts employed by the Dark
Olympiad are injected with combat drugs before the
battle and then driven into a frenzy by the overwhelming
spectacle of full-scale war. Beastmasters, Donorian
Clawed Fiends, Khymerae and Razorwing Flocks in a
Dark Olympiad are all treated as having combat drugs.




RAZORWING SICKLE SQUADRON  romrs: 75 + mobeLs

The pilots of Razorwing Jetiighters are almost always
ex-arena champions who have amassed such a fortune
ey have leit their jetbikes behind. The thrills of flying

a jetfighter are indisputable, but there are many who

iss the spike of sensation they get when slamming their

vehicle’s bladevanes through a foe’s body. Such pilots

RAZORWING JETFIGHTER

RAZORWING JETFIGHTER

\g generators along

often customise their craft, install
sicklewings so that monoscythe fields project outward like
blades of force. As they approach the foe, these pilots turn
their wings perpendicular to the ground. Anyone caught by
the field will be treated to the most sudden death the Dark
Eldar have to y from scalp to

ffer, bisected cle

RAZORWING JETFIGHTER

Formation
Razorwing Jetfighters

special Rule:
Strike Force: All units in the Sickle Squadron must

be deployed within 6” of the command vehicle or, if
coming on from Reserve, they must enter the table
within 6" of the point entered by the command vehicle

Sicklewing Fields: In the Movement phase a Razorwing,
from the Sickle Squadron may slash its foes with its
sicklewing fields. Mark the start point of the model’s
mave, move the Razorwing model, and then mark the.
end point of its move (these two marked points can be

ighter must be marked as the

*One Razorwing Jet
command vehicle

anywhere on the model’s base). Then trace an imaginary
line between the two markers (considered to be about
1mm thick). The Razorwing inflicts D6 S8 AP — hits with
the Rending special rule on one unengaged, non-vehicle
unit that lies under the line, resolved immediatel
If a 4+ is rolled for the number of hits, and at least
one wound is caused, then the player controlling the
Razorwing may allocate one of the wounds ta any
model in the enemy unit. The rest of the wounds (if any)
are distributed as normal. Cover saves may be taken

as normal
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 THECONTEMPTOR DREADNOUGHT

4 Revered beyl' d cb! by thgse Chaplérs fortunate enough to boast these war-
] i stride ok lampt(pr—l'aﬂern Dreadnought is an echo
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SPACE MARINE

GONTEMPTOR-PATTERN DR
e tech
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The Contemptors of the Space Wolves developed a
reputation for battlefield excess and unwonted savagery
that, combined with the shadow left by the Razing of
Prospero, has seen only those Space Wolves whose
own sagas are more sinister interred in these relics.

IMPERIAL FISTS
CONTEMPTOR-MORTIS DREADNOUGHT

The Contemptor-Mortis utilised the advanced chassis
as a heavy weapons carrier. It was also fitted with
advanced targeting auguries and tracking systems,
allowing it to provide close air defence where needed.

Imperial Armour Apocalypse
Second Edition fully updates
and expands the first edition
with 32 entirely new entries.
It is packed with over 90
Apocalypse datasheets, from
the mighty Crassus Armoured
Assault Transport to the
Daemon Lords of Chaos,
Also incluc
World units including no less
than five Contemptor-pattern
Dreadnought variants and the
Dark Eldar Tantalus. A 128
page, full-colour hardback
o= - book, Imperial Armour
Apocalypse Second Edition
provides comprehensive and
updated descriptions and
> rules for using all of Forge
R World's recent additions
as well as new Apocalypse
battle missions, including
“The Lion and the Hawk',
“Shattered City’ and “Fortress
Assault’ as well as lots of new
options and background to
enhance your games.

www.forgeworld.co.uk

new Forge
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- SLAUGHTER ON SHRODINGERI

i

Mat Ward presents a mini-campaign recreating a pivotal
clash between the Necrons of the Sautekh Dynasty and Space
Marines of the Black Templars Chapter,

n the early months of 930.M41, the This early triumph asi he defence

of Shri Vil became of the pl

anet did not g

S ries of
:d by the ruthless Upon
b the Stormlord. Unlike the as re rtals for
Sh o of Necron Warrior

¢
ed, As methodically sw

nces. Within

Astre re y
di nal before a blaze of ems
d them and every other |

net’s surface for a dozen

sht obliter
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om orbit and, under the steady

e of Crypteks, bored deeper into
1's surface than the humans'
nite mines had ever reached. There,
a dozen miles beneath the surface, the
h found a slumbering Necron

down

sns might add the

1 to his. In that moment, the plight
r went from desperate 1o
When the Necrons renewed
eir advance they did so unrelentingly
Littl ., the newly awakened leg

from the Destroyers roamed the
empty streets, toying with fugitives for
heir own malicious amusement. Flayed
awn by 1 h of

h, picked corpses clean, then darted

off to seek more fleshy shies. Within a
week, much of the northern hemisphere
was as silent and empty as the ruined hive
had been seven days before. Only on the
southern continents did the humans hold
out - packets of resistance with no hope of
victory and scant hope of survival.
Then, as el
prayers, the B

PLAYING THE CAMPAIGN
This campaign comprises a series of four
ed scenarios designed to be played

i The outcome of one
1ext scenario, and so
e 1o recol
of each scenario, the dispositions of the
forces that took part and any survivors.
You can play the scenarios individually, of
vd each explains how 1o do so

thre ordel

scel

cts f

ario a
on, $0 you mij

1 the results

course,
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MEMORABLE MUTILATION TABL!

D6 Result

TEMPLAR STRIKE

“0rbila| incursion? | find it incre

le that any foe could ever be surprised by so

obvious a strategy. Order the phalanxes to fire on my command — we shall teach these

sombre fellows the price of their predictability. ’,

- Imotekh the Stormlord to Vargard Akyntor

hrsdinger VIl's hymnal of assistance
blazing, the ships of Marshal
Helbrecht’s crusade emerge from the
Warp and engage the Necron blockade,
Yet Helbrecht knows that this war cannot
be won in the skies, only amid the ruins of
Shréidinger’s refineries and manufactorums.
So it is that Helbrecht orders a drop assault
into the heart of what appears to be a
major Necron staging area. His goal is to
disrupt, or at least slow; the flow of Necron
reinforcements. Unfortunately, Imotekh
the Stormlord has accurately predicted
Helbrecht's strategy, and has prepared a

lethal welcome.

Necron mmortals
e Black Templars

ARMIES

This mission is fought between 3000

points of Black Templars and 2500 points
of Necrons. The Black Templar army is
selected using the Force Organisation
chart, but can include any number of
Troops choices and must include Marshal
Helbrecht (use the model and rules for
Grand Marshal Helbrecht - though he has
a power sword, rather than the Sword of
the High Marshals). Furthermore, only units
capable of Deep Strike or that can arrive via
a Drop Pod can be selected. The Necran
army is chosen normally, but must include
Imotekh the Stormlord.

BATTLEFIELD

This mission is fought on the permafrost
wastes outside Kepplen Refinery - the site
of the Imperial Guard's defeat. It is a 6

x 4" board covered in craters and other

ol assault battlefield debris.

Beheaded! Imotekh is so appalled at the captive’s lack of battle skill
that he removes him from future rosters in a very final fashion. You
cannot use this character again in the campaign fignore this result if
you roll it for Helbrecht has a destiny)

Plucked Eye. The character’s Weapon Skill and Ballistic Skill suffer a
-1 penalty.

Tongue Torn Qul. Other models cannot use the character’s
Leadership.

Severed Hand. The character has -1 Attack.

Lopped Foot. The character cannot Run.

Terrible Scar. No effect.
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OBRJECTIVES

The Black Templars are trying to secure
their drop zone 1o allow heavy equipment
to be brought in. The Necrons are trying to
stop, or at least delay, them. The Necron
player places 5 objective markers on the
battlefield, each at least 12" aw
another marker and from any hoard edge.

DEPLOYMENT

The Necron army deploys anywhere on
the board - units can be held in reserve
or Qutilank if the player wishes. All Bla
Templars units must begin the game in
Deep Strike reserve.

FIRSTTURN

The Black Templars have the first turn.

GAME LENGTH

The game ends instantly if the Black
Templars control all five objectives at the
end of any game turn. Otherwise, the battle
ends after 8 turns.

VICTORY CONDITIONS

At the end of the game, the Black Templars
win if they control at least three of the
objectives. Otherwise, the Necrons win.

SPECIAL RULES
Welcoming Volley: In the Necron's first
Shaoting phase, all Necron shoc
weapons are treated as being b

The Bloodswarm: Imotekh’s plans included
seeding the hattlefield with Bloodswarm
Scarabs. As a result, Flayed One units do
not scatter if arriving from reserve, and can
always arrive from Outflank on a table edge
of the Necron player's choice.

CAMPAIGN SPECIAL RULES

Humbled by the Stormlord: Any Black
Templars character slain by the Necrons

in this mission is assumed to have been
captured and then set loose - but not
before Imotekh marks them for their

failure, At the end of the game, roll on the
Memorable Mutilation table for each such
character - if you use that character in a
later game in this campaign, he suffers

the penalty listed. For example, if your
Emperor's Champion is mutilated, you must
use the same Emperor’s Champion in later
scenarios (unless he's beheaded, of course).




WARHAMMER
" 5 000,

BENEATH THE SURFACE

“One lost battle does not equate to lasting defeat. Not whilst I still hold my blade. ’, !

— Marshal Helbrecht

nentum GAME LENGTH

nbush, This mission only ends when the Black
Templars have all been slain or the Tomb
Nexus has been destroyed.

VICTORY CONDITIONS

i the Black Templars destroy the Tomb
Nexus, they win the mission. Otherwise
he Necrons win,

SPECIAL RULES

Tomb Nexus: The Tomb Nexus is treated
as an immobile Monolith. However, it is
protected by an array of powerful force
fields and ignores all dam, results on a
roll of 3+ (roll each time the Tomb Nexus

Necron ons|
strike team a

ARMIES suffers a glancing or penetrating hit).
This mission is fought between 1500

points of Black Templars and 1500 points CAMPAIGN SPECIAL RULES

of Necrons. The Black Templar army is Humbled by the Stormlord: (sce Templar
selected using the Force Organisation Strike for details).

chant as normal, but must include Marshal

Helbrecht (use the model and rules for Shattered Command: If the Black Templars

Grand Marshal Helbrecht - though he successfully destroy the Tomb Nexus,
has a power sword, rather than the Sword the Leadership characteristic of all non

of the High Marshals). The Necron army character Necron units is reduced to 7 for
must include a Monalith (this is free and in all subsequent campaign games.

addition 1o the forces listed above) 1o be the
Tomb Nexus - this apart, neither army can
include non-walker vehicles.

BATTLEFIELD

This mission is fought in a dust-laden
antechamber of a Necron tomb complex
Itis a 2' x 8' board - we can assume that
the edges of the board are the walls of the
tomb

OBJECTIVES

The Black Templars are attemptin
destroy the Tomb Nexus. The Necrons must
defend it.

DEPLOYMENT

The Black Templars player chooses one of
the shart board edges - this will be where
his models enter the antechamber at the

1 of his first turn. The Necron player
deploys the Monolith in base contact with
board edge. Up to hali of his
remaining units are then deployed up to
ay from the Black Templars board
rh: remaining Necron units are
deployed within 18" of the other short
board edge.

FIRSTTURN
The Black Templars automatically have the
first turn,
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MARKED FOR DEATH

CCI leave the matter of the honourless wretch to you. Bring me his head. ,,
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DEPLOYMENT

lars units can be deployed ar
e board 12" from Helbrecht
Black Templ: not place units in
reserve. All Necron units must begin the

ime in Deep Strike reserve (see Teleport
Attack below

FIRSTTURN

ns automatically have the first

is scenario.

The Black Tem,
the end of
ends immedi.

Ona1-2, th
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then the Black Templars pl
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and continues for a 7th and

aroll of 4+. The
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1f Helbrecht is slain by 1t
ends, the Necrons win. If Helby

wounded, but not slain, the game is a

draw. If Helbrecht is unwounded, the Black
Templars win

SPECIAL RULES
No Retreat: Marshal Helbrecht is Fearless
in this scenario.

Teleport Attack: The Mandragoran Cryptel
have placed a massive teleport array at the
on force’s disposal, allowing the

All units in the Necron army have
Strike special rule in this mission
and must be deployed in Deep Strike

reserve, Additionally, Necron reserves are
rolled for from Turn 1, rather than Turn 2
CAMPAIGN SPECIAL RULES

Broken, But Unbowed: Marshal Hel
starts the next mission with a nu

the end of this one. The only exceptions is
if Helbrecht was removed as a casualty, in
which case he starts with a s
on his profile in the next mission
the Necrons underestimated a Sp:
Marine hero’s superhuman resilience,




ICE CAVERN SHOWDOWN

C‘ Your fate is sealed, primitive. Accept it,
and I may yet prove merciful.
— Imotekh the Stormlord

hen the final battle arrives, it does
so quickly. Both commanders
know that the battle for

Shréidinger VI must end soon. Helbrecht
wishes to see the campaign ended before
he succumbs to his grievous wounds, whilst
Imatekh needs a moment of peace to undo
the disorder caused by the Tomb Nes
destruction. So does the fate of the world
hang on a desperate battle deep beneath
the surface, with the remnant of the

Black Templars strike force set against the
Stormlord’s household guard. if the Black
Templars prevail, the Sautekh conguests
will be stalled for months - possibly

even years. If the Necrons carry the day,
Shrodinger VI, and all thase who live upon
it, are doomed.

ARMIE!
If you're playing this as part of a campaign,
dan't pick an army for the Black Templars
but use all the surviving units and models
from the previous missions. The Necron
army is 2000 points chosen normally, but
must include Imotekh the Stormlord. 1f
you're playing this mission as a one-off,
choose a Black Templars army of 2000
points. You must include Marshal Helbrecht
{use the model and rules for Grand Marshal
Helbrecht - though he has a power sword,
rather than the Sword of the High Marshals).

BATTLEFIELD

This mission is fought in a large cryonite
cavern. Itis a 6' x 4" board scattered with
jutting cryonite crystals and frozen ruins.

OBJECTIVES
This battle will determine the fate of

Shrédinger VIl - only by the slaughter of the
enemy will either side prevail

DEPLOYMENT

Players roll off, the winner choosing one of
the long table edges ~ his opponent takes
the other long table edge. No units are
deployed at the start of the game. Instead,
any units not kept in reserve move onta the
board at the start of their first turn.

FIRSTTURN
Roll off with your opponent to determine
whao gets the first turn.

GAME LENGTH
The Black Templars player rolls a dice at
the end of game tum 6. On a 1-2, the game

‘ ‘1 have no interest in your mercy, only
your destrucliun.,

— Marshal Helbrecht

ends immediately, and on a 3+ the game
continues, If the ne continues, then the
Black Templars player rolls a D6 again at
the end of the 7th game turn, and this
time the game ends immediately on a

roll of 1-3, and continues for a 8th and
final turn on a roll of 4+. The game ends
automatically at the end of game turn 8.

VICTORY CONDITIONS

Each side scores 1 victory point for every
enemy unit destroyed. The Necrons score
an additional 3 victory points if Helbrecht
is slain. The Black Templars score an
additional 3 victory points if Imotekh is
slain. The side with the most Victory Points
at the end of the game, wins.

SPECIAL RULES
Molten Foolin;
is incredibly unstabl
molten ice. V
unil is going I¢
controlling player must roll a D6 before the
action is carried out. On a score of 1, the
ice has given way - D3 random models in
the unit are removed as casualties by the
controlling player.

stood ready o
ck Tomplars” ury

e floor of the cavern
, apt to dissolve into
ever a non-skimmer

Ice Tomb: As this battle takes place deep
derground, Imotekh’s Lord of the Storm
special rule is not used. Only troops that
arrive by teleport (Terminators, Deathmarks,
Flayed Ones and so on) can arrive by Deep
Strike in this mission,

I HISTORICAL NOTE

Ultimately, even the zeal of the Black Templars and the valour of their
Marshal are not sufficient to defeat the Necrons on Shridinger VII.
The tomb awakens ta full function, and a new world in the Sautekh
Dynasty is anointed in the blood of its erstwhile human inhabitants.

Though Helbrecht and many of his Battle-Brothers are able to
escape the doomed world, the shame of defeat hangs heavy on them.
For Helbrecht it is a burden made physical by the severance of his
hand - Imotekh’s mocking token of victary. It will be many decades
before Helbrecht's burden will be lifted, when the Black Templars can
finally exact a measure of revenge upon the Stormlord. But that, as
they say, is a story for another time...

‘ ‘ You have been an excellent foe, if one slow to accept
his place in the cosmic order. Here, | shall grant you a
lasting reminder of your insignificance. ’,

— Imotekh the Stormlord to Marshal Helbrecht
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VY METAL

Last month we released a book and a brush set under the iconic ‘Eavy Metal
name, but who and what are the "Eavy Metal team? We talk to Joe Tomaszeweski
about the world-famous team of painters and what they have been up to of late.

Masterclass Book

exclusive Uricn Ralrth

Masterclass, this "Eavy

Metal book is packed
technigues .md

tep g
from Llw world’s hi‘il
miniatures pa
The 96-page full colour
book includes subjects a
diverse as the Daemon
Prince, Captain Sicarius
and the Ork Warboss,
all for your painting
pleasure. You can order it
from the website.

Ork Boss Snikrot

des
fage patiern
on his combat ftigues. S

chose an ‘urban camo’ calour

WHITE DWARF “EAVY METAL

he "Eavy Metal team need no

real inroduction; for hobbyists

everywhere they are the world-
renowned group of professional miniatures
painters who reside in the Games
Waorkshap Design Studio. The majority of
maodels you see throughout the pages of
White Dwarf and on the box covers of our
kits will have been painted by the "Eavy
Metal team.

Pictures of ‘Eavy Metal painted models
are all well and good, but the miniatures
have to be seen up close to be really
appreciated. That’s because an "Eavy Metal
figure has to work on so many different
levels. “When you're painting for "Eavy
Metal you have to keep in mind that the
models will be photographed and seen in
many different contexts,” says Joe. ‘Every
model has to work on a grand scale in
an army, in a unit or squad, individually,
and even at a super detailed level. White
Dwarf will often show zoomed in images or
particular areas of a model and the painting,
has to stand up even when shown at 200%
its normal size. That's a tall order and takes
a certain kind of person with the patience
and ahility to be able to paint to that
standard all day, five days a week.”

“Eavy Metal painters don't just have
ta think about quality but have to work
creatively with the sculptors and writers,
as often their choices of paint colours will
define the look and feel of models for

years to come. “The Dark Eldar are a good
recent example. Working closely with Jes,
we developed a new style for the range,
coming up with overarching dark-tones
and brilliant flashes of neon-like colour,
explains Joe. ‘There is a lot of research
and development that goes into every
project. The colour sch
improvised; it's all carefully thaught out to
help enrich the background

That’s not 1o say the puys work in a
rigid fashion, as the world's top miniatures
painters they are always keen to invent and
develop techniques, and come up with new
ways of painting. ‘Il's always been - since
the beginning - a key trait of ‘Eavy Metal
to constantly evolve the figure painting
discipline, and that is what's so great about
waorking in a team. We all look to each
other and feed off everybody’s ideas and
we're excited by each other's work,” says
Joe. “If Neil or any of the team is working
on something we've never done before |
genuinely look forward to seeing what they
come up with. It’s a great team dynamic
and there are no egos, we like to learn from
each other. It's one of the things we look
for in "Eavy Metal recruits: you have to be
good - the best, in fact - but there has to be
humility and a willingness to

Over the next few pages, Joe
team have chosen some of their recent
favourites that they feel really showcase the
team’s abilities. Let’s take a look. ..

mes we use are not
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people have emul
ook, which is a w
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piring others.

Necromancer
Chaos Lord Komne! Kozak's Necromancer
This Chaos Lord of Nurgle was painted by Joe, who enjoyed tackiing Lands caek tecl and Birck 5

aposed intestines and gore spilling over
pation 1o really run wild.

such an organic figure. The
axe handle aflowed joe's im

L,

Sa, why are our figure
painters called ‘Eavy Metal
instead of just ‘the figure
painters’, We asked John
Blanche, who founded the
first “Eavy Metal team way
back in the 80s.

John: "Eavy Metal was
actually the name of the
White Dwarf column | used
to write that showcased
great miniature painting.
Gradually that name
transposed 1o the in-house
miniature painters who
came to embody figure
painting at its finest.

The name came about

in no small part to the
fact we were painting
metal models, and that
heavy metal music was
the sound of choice

piped through the Citadel
factory in Newark’s tinny
speaker system. We're
talking proper heavy metal
thunder here and to further
emphasise this, the length
of Rick Priestley and Dave
Andrews’ (who designed
the first ever ‘Eavy Metal
logo) hair at the time was,
frankly, astounding,

The first conscript of what
would later become ‘Eavy
Metal was Colin Dixon
who | met at a Citadel
Open Day. Soon after, |
recruited Mike McVey and
taught him to blend in the
manner of 18th century
water colourists and the
rest, as they say, is history
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See for Yourself

On the previous pages we mentioned
that to really appreciate ‘Eavy Metal
miniatures you need to see them in
person. We send "Eavy Metal models
to Games Days around the world

to come and view

Miniatures Hall in Warhammer World,
ham. The Miniatures Hall is
open daily with thousands of "Eavy
Melal models new and old on display,
so come and see them for yourseli.
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ly easy an the eye

Tools of the trade

The "Eavy Metal Brush Set was released just
last month. Inside the steel case you'll find two | |
exquisite paintbrushes handmade by master |
brushmakers from finest kolinsky sable hair.
Also included are two pots of ‘Eavy Metal
Medium, a pigment-free matt liquid that can
be applied to paints and washes to create fine
glazes. Finally, there is a tips booklet, featuring
invaluable advice from the "Eavy Metal team.

EAVY METAL TAVY METAL

Become ‘Eavy Metal

Have you got what it takes lo join the "Eavy Metal
team, the world’s finest miniature painters? We're
always on the look out for extremely talented figure
painters with a great attitude and a burning desire to
have a career in the Design Studio.

If this sounds like you, then here’s your chance to
get noticed by sending us pictures of your recently
painted models. Bear in mind we're only after

the best. A successful candidate must be over 18
and willing, as well as able, to live and work in
Nottingham, England.

Send us an email to the address below, attaching
clear, in-focus pictures of your work. Alsa include a
covering letter telling us about yourself, and why you
want to work for the best miniatures painting team in
the world. Contact us at:

eavymetal@games-workshop.co.uk
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NomoN SKULLVANE MANSE

Our first Modelling Workshop for this issue takes a look at the Astromancer’s lair,
Skullvane Manse. Chris Peach guides through painting this lovely terrain kit, making
it ready for your own Warhammer battlefield.

MODELLING
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PAINTING THE STONE

Stage 1: Start by basecoating the entire
model with Charadon Granite. | used the
Citadel Spray Gun for a smaoth, even coat
but you can also use a large brush

Stage 2: Focusing on the stone areas, coat
with a heavy drybrush of Codex Grey. Use
the Large Drybrush, as it was specifically
designed for this type of painting.

Stage 3: Next apply a lighter drybrush layer
of Fortress Grey,

Stage 4: Pick out stones and bricks
randomly with either Gryphonne Sepia or
Ogryn Flesh

Stage 5: To finish, apply a very light
drybrush layer to the stone walls with
Bleached Bone,
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| painted the dome separately, so there was
no need o spray it Charadon Granite. The
stages below start from an undercoat of
Chaos Black

Stage 1: Basecoat the entire dome with a
liberal layer of Tin Bitz. Using a Large Brush
well get the job done quickly,

Stage 2: Using Shining Gold, give the dome
a heavy drybrush. The exception is the
comet motif which was carefully painted
with Shining Gold.

Stage 3: Now drybrush the whole area with
Burnished Gold.

Stage 4: Next, apply a really light drybrush
of Mithril Silver so you're just catching the
edges of the raised detail

Stage 5: Then create a verdigris mix,
1:1 wash mix of Hawk Turquoise and Dark
Angels Green. This is liberally applied onto
the dome, then, before it has a chance to
dry, carefully wipe away the excess with a
damp cloth,

Stage 6: Reapply the Mithril Silver
drybrush, keeping it light. You can also
highlight the comet matif with the same
colour if you wish,

PAINTING THE WOOD AND METALS

Here | show how to paint the wood and
metal support braces. Don't forget that
there are lots of wooden areas on the
model, from doors and window shutters to
walkways and platforms. All these use the
same technique as explained below. In the
pictures to the right you'll also notice the
tiles being painted as well - don’t worry,
that method is covered over the page.

Stage 1: Start by painting the wood
Scorched Brown, Give the metal strips a
basecoat of Chainmail.

Stage 2: Wash the whole area with a liberal
coat of Badab Black.

Stage 3: Then you need to drybrush the
waood with Graveyard Earth. For the metal
braces apply a second wash layer, this time
with watered-down Bestial Brown. T
skulls in the alcove should be washed with
Devlan Mud.

Stage 4: Then all you need do is drybrush
the skulls with Skull White. Finally, the
metal strips were lightly drybrushed with
Mithril Silver.

MODELLING WORKSHOP: SKULLVANE MANSE




Weathering Heights
I only weather terrain right at the end of
the process. This is because the ageing
of materials and the wearing of stane
happens to all things at ence, the taint of
weathering should be applied equally to
all surf; , or else it can look artificial.

1 applied the weather effect into
the recesses across the entire model by
crealing a 1:1 mix of Came Green and

Graveyard Earth, which | drybrushed
directly into the recessed areas.

In the deeper recesses, water down
some Graveyard Earth to create a wash
and carefully apply it to the parts of the
model you have already weathered with
the hrown/green mix. You can see how

tive this technique is in the image
on the right.
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PAINTING THE ROOF TILES

The secret to painting tiles on a building
like this, which has a ramshackle
appearance, is 10 not paint all the tiles
exactly the same way. If you do the

roof will look overly uniform and out of
character with the rest of the model

Stage 1: Start by basecoating all the tiles
with Necron Abyss.

Stage 2: Then wash the whole roof with
Badab Black. What you're after here is
definition of the tiles, so make sure you put
plenty of wash in the gaps.

Stage 3: Now paint the tiles Shadow Grey,
using a generaus drybrush coat to help pick
out the edges of the slates.

Stage 4: This is where you should start to
diverge. Water down some Shadow Grey
into a wash and then pick patches of tiles
to cover, creating lighter and darker parts of
the roof.

Stage 5: Layer some of the tiles with Space
Wolves Grey. Do this in a random fashion
pattern which is
actually harder than it sounds!

Stage 6: Finally, selectively apply Asurmen
Blue wash onto some tiles. These can be
darker or lighter tiles, or both. The idea is
that you are creating a ‘patchwork’ laok so
there is no right or wrong way to do this.
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At this point all there was left
to do was pick out the details.

The dome was left separate to be
placed on the model whenever
needed. You could, of course, go
for the other option and have a
crenelated platiorm, in which case
the ramparts are painted in exactly
the same manner as the rest of the
brickwork. It's at this point that
extra details like bird droppin
(see below) can also be added.

The lens of the telescope was
also painted with Necron Abyss,
followed by a layer of Mordian
Blue and then lightened with
Astronomican Grey. The lens flare
was simply a highlight of Skull
White, and when dry, the whole
area was covered with gloss varnish
to make it look like glass.

And there you have it, one
Warhammer observatory, ready
be fought over!

To really add an aged
o, Chnis added some bired
oly stippling on

The skullilled alcaves ackd Aashes
of white that contrast well with the.
grey stone.
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beasties.and monster
you need proof, you
only need look at his own
as his Beastmen army.
In this article, we've
sked him for advice on
building and painting
monsters. Although he
uses a Thundertusk to
illustrate his points, his
tips apply equally well
with any monst
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ABLING THE THUND!

1f you wish, you can fully assemble
vour Thundertusk and then paint it

as a single madel, but | recommencd
painting it up as several different sub-
assemblies (see below). Quite simply,

Sub-assemblies
& Thundertusk
i Thundertusk armour

r © Saddles
this makes painting the entire model T

easier, allowing your paintbrush 10 reach D sewilotem
asier, allowing your paintbrush to re: ® Rear spike
areas thal would be difficult or even

Ogre Rider 1
5 Mantrap

70 Ogre Rider 2
Quiver

Reins

impossible if painting the project as a
whole. This is not a method unique to
the Thundertusk either; most large kits

i being sub-assembled th
re the final build,

|
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Most of the Thundertusk is covered in fur and so
drybrushing and overbrushing techniques are really
effective and quick to apply too - especially when covering
coarse fur like on this model and others such as the
Manticore, or scales on a Dragon or the Stegadon
Drybrushing is anything but a precision method, so you
need to work out a painting order to ensure that you don't
mess up painted parts. This is what | did on the Thundertusk,
as shown on the stages below. You start with overbrush
layers, working up to drybrushing. Once the fur stages are
complete you can work on other parts of the model that are
nestled within the fur, such as buckles. When drybrushing
over large areas make sure you have the best tool fi

for the
job = the Large Drybrush excels at this type of task.
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WHAT IS OVERBRUSHING?
Whilst you might be familiar with the term drybrushing,
worth explaining what overbrushing is. Basically,
overbrushing is an extremely heavy drybrush coal. At its most
rudimentary level, an overbrush is dipping a dry paintbrush
inta a paint pot and only removing the bear minimum of
excess paint, and then applying it straight onto the model in
light, even strokes. This means that the raised areas will calch
a lot of paint and so will have a thicker coat than drybrushing
alone. Care needs to be taken ta ensure you don’t get a

en layer.
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PAINTING THE RIDERS

Even if you don't paint the kit as sub-ass

mounts or
in place until they've had a basecoat applied at minimum.
This is especially true for the Thundertusk as it has two

riders, so painting the front of the rea
the front rider!) will be
with howdabhs like the Araknarok Spulw and Stegadon also

benefit by keeping them separate.

similar area. The flesh stages here can also be used on the
hald patcl i the Thundertusk, while the metal method has
already been used on the monster itself.

©)
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FINISHING TOUCHES

ghted Camo Green. The blue trousers were

their right hands P
shted Space

Our army is from the Bl

are covered in gore. This is painted Mechrite Red, layered Shadow Grey washed Devian Mud and highl
with Blood Red and washed Baal Red. The n trousers are Waolves Grey. Finally, the Ogres’ teeth are picked out with
Dasecoated Dark Angels Green, washed Devlan Mud and Bleached Bone. The other details are painted as below.
THE REMAINING SU EMBLIES

Once you've painted the monster and any riders, you
can turn your altention 1o the other parts, which when

assembled, will help make your monster look great. There’s
no right or wrong when it comes to adding details, and you
can affix them to your model before you paint it if you like.

The harpoon stems
were painted

Clraradon Granite

www.games-workshop.com
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FINAL ASSEMBLY

art of the whole
ll your hard we

> most satisfyir

We've now come to th

sparingly to prevent surplus liq
create unsightly blobs or pools of
Do some test fits and plan the order i
sub-assemblies together to get the most efficien
this will cut down on the chance for errors. Suf

bond the painted parts nicely.

which

best for this, as it will
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STICKY FINGERS
When gluing sub-assemblies together keep your hands, and
especially fingers, free of glue. If you da get any on your
hands wash it off before continuing or else you'll end up
taking the paint off your models before you have actually
fully assembled it - very frustrat




INISHED MODEL

Once you've assembled and painted the model, the only thing left to do

was base it. It’'s easier to place the model on the base and trace round where
the joins will be, then sand and paint it before affixing the model. Paint

the hase Calthan Brown, then wash it Devlan Mud before drybrushing it
Bubonic Brown and Bleached Bone. The rim is painted Graveyard Earth.
With large bases such as this, you can add all manner of details from the
Warhammer basing kit or the even the actual Thundertusk kit

www.games-workshop.com
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HUNT

:\.1: wJt

Middle-earth echoes once more to the savage roars of an ancient Dragon. Donning
his shiniest suit of mithril armour and with axe in hand, Simon Grant gathers his
retainers and sets forth to do battle with Duncan Rhodes’ dread beast.

BatTLE FACTs

Scenario

Forces

Players

Smen Grant vs,

'WHITE DWARF

he Dragon is back this month, and
in Citadel Finecast no less. But it has
not returned alone, Accompanying

the great beast's debut in resin are, amongst
others, the stoic warriors of the Iron Guard

an elite corps of veterans that defend the
Dwarf strongholds against any ioe, be it
man or beast. But what would happen if a
Dragon attacked their hold? There was only
one way to find out - on the tabletop!

We decided to fight a battle where
victory would be determined by the
slaying the opponent’s most powerful
Hero. A Dragon has emerged from its lair
and started to cause mayhem within the
boundaries of the Dwarven realm in the
Iron Hills. King Ddin Ironfoot has set forth
with a small host from Erebor with all haste
to combat this new devilry, swearing to see
the Dragon dead before it can cause any
mare harm to his people or die trying.

Such a simple concept as this is often
all that is needed to add a bit of extra
narrative lo a game, making it that much

DRAGON HUNT

more exciting to play. All we needed now
was a challenger. Thankiully, we didn't
have to wait for long, as Duncan Rhodes
ed to lead the Dragon in batile
long suspected that he has a
bbly monsters), so | would
my of Erebor.

io sorted and narrative
caded off 1o plot,

gh we'y
thing for big, g

scheme and sel
Having already invested a lot of points on
the Dragon, Duncan wisely chose to bolster
his numbers with a horde of Goblins, |
initially considered a Dwarf Ballista, but
it didn’t really suit the narrative we had
created for the game, as carrying such a
contraption would surely have slowed
their journey to the Dragon's lair. Instead,
I figured that Ddin would likely enlist the
services of renowned Dwarf hunters Mrin
and Drér to aid him in this venture - that
would be far more appropriate.

Now where is that overgrown lizard?
My axe thirsts for battle!

ct our respective armies




NG

TLE GAME

OATH
EREBOR
GOOD HEROES

GOOD WARRIORS

cnmm G

THE WANDERERS IN
THE WILD

TOTAL: 699 points

THE DRA
MORIA

EVIL HEROES
D Gundabad Blac

@ Gundabad Blac

THE MONSTERS OF
MIDDLE-EARTH

EVIL HEROES
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THE DRAGON COMETH

DEPLOYMENT

Both players deployed within 18"/42cm of opposing corners, Duncan

3 up his army around the Dragon’s cave in the south-east corner,
and Simon’s Dwarfs opposite them in the north-west. The hunt was on!

94  WHITE DWARF DRAGON HUNT

TURN 1

Dragon behind the t
of his deployment are
Simon's archers, wisely choosir
commit his Dragon prematurely
it unsupported. The Goblin ar
the rocks nearby
two Bat Swarms took up a position to either
side of the Goblin battleline
Simon responded by moving forwards

to shore his battleline up against the

ards to guard 1
The turn’s only
archers launch a speculative volley

southv

the distance, an
its throat

the groun:
protruding frol




OPENING SHOTS TURNS 2:6

Duncan retained priority at the start of the
n

second turn and cor d to close on
Simon’s army. His archers crept through the
rocky ground at the top of the hill as the
Dragon advanced with the mass of Goblins

The Dwarves held their ground for the
most part, though Simon moved Didin to a
safer position amongst the Dwarves armed
with two-handed weapons to ensure that
Duncan couldn’t swoop over his lines and
attack the King directly.

Both sides were still out of accurate
bow range for the moment, so any shooting
was once more limited to volley fire
Duncan began to regret not including a
tenth archer in his army so he could launch
avolley of his own after the Dwarf Archers
cut down another three Goblins at range.

Turns 3 and 4 saw the Goblins i
advancing towards the Dwarves wi
Dragon in support, eagerly anticipat
right time to attack. The Dwarves continued
to hold their ground for the moment and let
their archers s up the enemy at rang
Simon’s luck continued to hold in the St
phase, despite the Gablins starting to return
fire, and he struck down two archers and
yet another warrior in the centre for no loss
Simon won priority in Turn 5, but
stoically held position, safe in the
knowledge that the Dragon was just outside
of its 12°/2Bcm charge range. He did,
however, try a cunning ruse, moving Gimli
south in an attempt to draw the Dragon
away and concentrate on breaking the
Goblin army, but Duncan saw through this
ploy. The Dragon swooped northwards,
landing beside the hill to threaten the
Dwarf Archers before his Goblins felled two
of them with arrows. In return, Simon only
managed a single kill after expend;
of Drar's Might points to shoot one dead.

Priority reverted to Duncan and he
wasted no time in crashing into a pair
of Dwarf Archers with his Dragon in
preparation for a heroic combat. He then
cleverly used his two Bat Swarms to shield
the Dragon's flank, forcing the Dwarves
to fight their way through them to get to
the Dragon. The Gundabad Blackshield
Shaman’s debilitating magical attack was
resisted by Ddin, who led a feracious
counter-attack in response. The Dwarves
hurled themselves into the Bat Swarms as
their shieldwall parted to make way for the
Iron Guard, who felled three Goblins with
their throwing axes. Another fell to a well
placed arrow from a Dwarf Archer.

Calling a heroic combat, Duncan’s
Dragon swept through two Dwarves and
into ancther combat, though it was held at
bay for the moment. Simon spent a handful
of Might points with Mdrin and Drir, but
they finished off both of the Bat Swarms.

adlily

DAIN'S VENGEANCE

Attempting to leave him unarmed and vulnerable, Duncan used his
Gundabad Blackshield Shaman to cast Shatter on Ddin’s mighty axe,
Barazantathil. Simon was forced o use all of his leader’s Will and a
Might point o resist the spell, but soon dealt with the threat, charging
with Diin and beheading the Shaman with his trusty axe next turn!

www.games-warkshop.com




LAST ONE STANDING

IRON GUARD
The throwing axes and
g power of the Iron
Guard were proving to be
a nightmare for Duncan’s
Goblins. As soon as
combat was joined,
Simon was able to use
these elite warriors to full
eifect, smashing through
the centre of the Goblin
battleline and wreaking
total havoc.

With their solid
Strength of 4, the
Iron Guard were also
instrumental in helping.
to counter the higher
Defence value of the
Gundabad Blackshields,
removing the threat of
Duncan’s most powerful
infantry models.

Winning priority in Turn 7, Simon attacked
the Goblin battleline with every Dwari he
could muster. Gimli felled a Gundabad
Blackshield with a throwing axe as he
charged into combat and the Iron Guard
followed his lead, supported by the Dwarf
warriors. Sensing the danger of his centre
collapsing, Duncan sent his Goblin Archers
forwards as reinforcements, hoping to help
prevent Simon from breaking through or
enveloping his battleline
In the Fight phase, Ddin also led by
example, slaying the Shaman that had
targeted him with such a cowardly magical
attack last turn. Inspired by their King,
the Iron Guard nearby cut down two
Gundabad Blackshields and another pair of
Goblins. Duncan had rolled poorly for his
Dragon, which was wounded after losing its
heraic combat, but he passed its Fate roll
Simon retained priority and kept up
the pressure on Duncan’s Goblins in the
centre, whilst attacking the Dragon with
as many Dwarves as he could spare. Four
Dwarves failed in their attempt to engage
the terrifying creature, its Harbinger of Evil
special rule imposing a -1 penalty on the
Courage tests and filling them with dread.
Two more Blackshields were struck
down by the Iron Guard, and four more
Goblins were slain for no loss. The Dragon
won its fight but, to Duncan’s frustration,
only managed to kill a single Dwarf. A
quick tally of the Goblin dead revealed that
Duncan’s army was now broken...
The Dwarves remained on the offensive
inTurn 9, Simon refusing ta cede his
advantage and hold back in the hope that

MURIN AND DRAR

Simon's deci

on to bring along these inseparable companions proved

to be a wise choice, as they cut a bloody path through Duncan’s

battleline. The combination of M
wound Goblins in combat and Drar's ability to fire

s blade granting him re-rolls to
ice each turn

took a heavy toll on the Goblin army, helping to break it quickly.

96  WHITE DWARF

TURNS 7-10

KING OF THE HILL

The Dragon holds the hilltop, repelling
wave after wave of assaulls, as the last few
Goblins are routed or killed further south.
The fate of the battle would be decided

here, but wha would emerge victorious?

a few Goblins might flee. Duncan gambled
his Dragon’s last Might point to call a
heroic move and keep it on the front foot
Mercifully, it passed its Courage test and
charged into combat once more.

Simon kicked off the Fight phase with
a heroic combat from Gimli, who swiftly
cut down the Gundabad Blackshield he
was fighting to sweep into the Blackshield
Captain. The deadly Goblin Hero had
accounted for a number of Dwarf warriors
already, so Simon spent a point of Might
to ensure that Gimli inflicted the full three
unds, leaving no chance for a successful
oll to keep the Captain alive,

An Iron Guard fell victim 1o a Prowler,
and another of the elite Dwarves was
surrounded by four Goblin Archers and
dragged down by weight of numbers. But
Murin and Ddin honoured their fallen
brethren, striking down two Goblins apiece.

Yet again, Duncan’s luck let him down
as his Dragon was defeated against all the
adds. Surrounded on all sides, the Dragon
suffered four wounds, though Duncan
passed both its Fate rolls and Survival
Instinct Courage tests to prevent it fleeing.

InTurn 10, Duncan won back priority
and retreated with his Dragon after passing
its Courage test. He wisely used the
monster’s Fly ability to withdraw to a safer
position on top of the hill nearby in order to
avoid being trapped once more. However,
two more Gablins and the last Blackshield
fled, leaving the Dwarves free to surround
the survivors and slaughter them. Only two

blins survived the ensuing massacre,
though the Dragon killed three Dwarves in
return, Whilst the Dragon’s Courage held,
the battle was far from over.




BRINGING DOWN THE BEAST

In the last few turns, as Dain and Gimli finished off
the last few Goblins, Duncan’s Dragon fought a bloody
last stand atop the blasted hilltop nearby. With the
advantage of a higher Fight value over any of Simon’s
models, Duncan was confident that, as long as his

non: Well, that was fun! | have to confess that Duncan’s
t the majority of
couldn’t have conceived that my Dwarves would perform
ell as a rest
would ever win the crucial cc
if the Dragon in combat. When fighting ag:
vith a Fight Value of 7 and 4 Attacks, it’s dif
your presence felt! Thankiully, Duncan’s
Dwarves with his D

wes

ing to doubt if
ded to finish

It. However, | was be

»at | ne

Is to wound my
gon were poor, and my casualties

e mercifully light ¢ considering how many fights it won.
My plan was to try and break Duncan’s army as quickly
le by concentrating my archery and combat efforts
on the Goblins. This method did cost me the majority of

my archers and a handiul of warriors, but it kept Ddin

ay from the Dragon, which could have killed him with
relative ease if I'd given it the opportunity to charge him,

By keeping Déin in the centre of my battleline, he was able
to lend his strength to the fighting whilst remaining in a
position to use his Stand Fast! ability if Duncan managed to
break my army. But a final mention has to go to Gimli and
the Iron Guard, who tore apart the Goblin battleline in short
order with their throwing axes and multiple Attacks

Dragon’s Courage held, he could still emerge victorious
if he managed to engage Ddin in combat — even his
Defence of 9 would be no match for its Draconic
Charge. But after a few more defiant turns of fighting,
the Dragon finally lost combat and was overwhelmed.

THE AFTERMATH

Duncan: | really enjoyed that game, despite my poor luck
Who would've thought that I could lose so many fights so
consistently over so many turns? The notable exception was
my Dragon, who won most of its fights, but usually failed
to wound instead! My plan for the game was to use the
Goblins as fodder, shielding for the most part and holding
up the Dwarves whilst my Dragon caused camage. | was
hoping that it could slowly roll up Simon’s flank whilst
I kept most of his army occupied, using its Fly abi
attack Ddin if the opportunity arose — | was confident my
Dragon could kill him in a fight, especially if | was able to
initiate combat and take advantage of its charging bonuses.
What I've learned is th Iy nothing
ong with spending monster
you've got to make sure that you get the most from your
investment. The Dragon was fantastic at first, but | lost a
shis that hampered its effectiveness, resulting
in two wasted heroic combats. It's certainly advisable to
take plenty of cheap models to support your monster and
se your break point, and Goblins are perfect for this. The
Bat Swarms were also useful, as they kept pace with, and
protect the Dragon’s flanks when it made its move.,

of points on a big

few crucial

r
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Painting Masters is
a series in which
we showcase the
works of some

of the world’s
finest miniatures
painters. This
month is the turn
of 'Eavy Metal
painter Neil Green.

we're at i

he "Eavy Metal team are renowned as
some of the most talented miniature
painters in the world. Having

one of their esteemed number for
w years now, Neil Green is almost as
synonymous as the brand itself

“I've been painting for twenty-odd ve

“of which fourteen years

have been with Games Workshop painting
h the “Eavy Metal team.
lengthy ure at the pinnacle of
miniatures painting is certainly a record to
be proud of, but how did Neil get involved
in the hobby in the first place?

Initially, I started painting some models
for my friends. | was really into artwork,
particularly fantasy art

1, and that's what
made me want to give painting a try. |

was awful when [ first started! But after a
while, as | began painting some of my own
models, | wanted to learn

Neil Green is a real painting veteran, as he
is the longest-serving member of the

'Eavy Melal team. Well, we thought that it
was about time that you learned a bit more
about him in this Painting Masters. Whilst

, we'll show off some of his
world-class miniatures as well.

Even though Neil has been painting
miniatures for so many years, |
as enthusiastic as ever about the
challenge that each new moc
We asked him

Freedom of creativity. | enjoy the
challenge of creating colour schemes.
Painting models is another form of art, and
it has always appealed to me in that wa

One of the primary roles of "Eavy Metal
is, of course, to paint a variety of different
colour schemes to contrast with that of the
main Design Studio armies, both to inspire
other hobbyists and to experiment with
different colour palettes. But in Neil's own
collection, is there a particular painting
style to which he ;

I try and stick to a limited palette,
sometimes only three or four different
colours. It’s quite difficult to plan and

hat his secret was,

eres?

it vl Gt €61 like to challenge myself

Workshop, on Friar Lane
in Nottingham, and the
staff showed me some of
the madels in the cabinet
and the techniques they
had used to paint them.

‘By this point, | had decided that |
wanted a career in painting miniatures, so
bt on returning to the store, showing

nted models,

learning everything | could and practising
relentlessly. Three years later, | had an
interview with Mike McVey and g
the job. | haven't looked back since.”

If ever there was a reason to pop down
to your local Hobby Centre and book a
painting lesson with the staff, then Neil’s
success story is certainly one of them.
Remember that they are responsible for
painting all of the miniatures in the store
cabinets, and are always happy to pass on
their skills to anyone who is interested to
learn more about how to paint

But during our chat with Neil, one of
the subjects that interested us most is why a
nter of such obvious skill and experience
entered Golden Demon

I'was thinking about entering Golden
Demon once, many years ago,” explains
Neil. ‘I had even started painting my
first entry but, before | could finish it, 1
got offered the job with ‘Eavy Metal and
decided against entering it in the end. |
think | was scared of not winnin

Ik
the staff my m

has n
has

as it makes painting each
model interesting. 99

organise the composition of the miniature
with so few colours to work with, but I like
to challenge myself as it makes painting
each model interesti
This style of painting is prevalent on
many of Neil's miniatures, as you can see
w pages. When we asked
vhat inspired him to first try painting
in this way, he didn’t have to think long,
Comic books mostly, especially manga
They re excellent examples of adopting
limited palet The artists tend to use
lots of difierent shades of a particular
colour to maximise its visual impact.
This is especially obvious in the more
sci-fi oriented series, as
large, flat surface:
enormous variety of a single col
“This method is also used in
3D an, graphic design, and particularly
in classic arcade or console games, as the
technology wasn't there to apply suitable
ail to objects in any other way.
Neil has no specific collection of
miniatures, preferring to paint whatever
take his fancy. ‘I don't collect an army as
such,” says Neil, *but | certainly have a soft
spot for Orks and also the Tau Empire, no
doubt inspired by my love of manga

at actually




Ork Stormboy

Neil painted this Ork Stormboy
in arder 1o Iry out a number of
different painting tech
that he had in mind. Firstly, the
lenses of the goggles that the
Ork has wrapped around its
leather cap have been painted
to look as though they are see-
through. He thy re painted
the brown of the leather to be
visible through the glass.

In addition, Neil wanted to
try out a different method of
applying ‘Orky’ camouflage ta
s0 he used a digital
ge technigue.
applied the style on the rocket
fuselage as well as on the
madel’s shaulder pads.

Nurgle Sorcerer

Imperial Guard Infantry Squad

This Chaos Sorcerer of
Nurgle is a model that
Neil has lavished with
intricate details, despite
its appropriately drab,
dishevelled appearance at
first glance.

He chose to paint
the model’s skin in an
unwholesome shade of green,
picking out the warts and
buboes in a more pallid tone.
The exposed flesh and slimy
tentacles bursting out from
beneath the Sorcerer’s cloak
were picked out in a darker,
deeper shade of green to
further draw the eye towards
the madel’s face. Finally,
Neil added some incredibly
ate details to the scrolls,
replete with Nurgle symbols.

Not only does this Grot
feature non-metallic
metal techniques, but also
nuanced shading beneath
the horns and head.

These Imperial Guardsmen

are a perfect example of Neil's
preference for painting with a
limited palette of colours. The
armour, combat fatigues, tunics
and skin colour each incorporate
ane of the colours that Neil has
chosen, with the white stripe

on the helmets and hair of

the squad’s Sergeant the only

on he allowed himself. The
lighter shade of the tunics really
helps the armour to stand out.

T
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e Yriel of lyanden

This model was painted in
hugely contrasting tones, yet
Neil has cleverly balanced
them with one another. The
creamy yellow colour of
the cloak works beautifully
1o offset Prince Yriel's dark
armour, and is balanced in
turn by the icy blue of the
cloak’s inner lining,

Neil actually removed
the metal banners, opting
to replace them with paper
banners for a more delicate
look. He applied a
selection of heraldry and
painted runes to the banners
by freehand, and used non-
metallic silver and white h
as spot colours for balance.

Neil painted this Forest
Goblin Spider Rider in
mare neutral, earthy tones
than he normally would for
*Eavy Metal, as he wanted
to caplure a more r
look to the mi
He used a sllpp\ln
eifect on the mottled skin
of the spider’s abdomen,
using a pastel green as a
highlight to complement
the Goblin’s skin colour.
The shield’s design also
matches the mottled effect.

This Orc Shaman is one of Neil's
favourile mo

Il-time
t is unsurprising that
it has found nto his collection
(And it’s no surprise that it’s in the Citadel
Hail of Fame - Ed). He took great care
when painting this madel, and the eyes of
the skulls carved inta the staff seem to be
glowing with power.

WHITE DWARF  PAINTING MASTERS: NEIL GREEN




Neil painted this Ork Nob to be a member of the feral
Snakebites clan. He used an appropriate banner pole o
represent the model’s allegiance, but painted dags and
totem using colours inspired by native Indian imagery. He
also added further Snakebite iconography on the madel's
shoulder pads and iron jaw. In fact, the symbal Neil
painted on the Ork’s jaw plate is the Ork glyph for mouth!

To represent the model’s role as a stealthy infiltrator,
painted this Space Marine Scout with a limited
|mlc|||- of dark colours. Inspired by the sort of special
ops. characters that regularly feature in movies and
console games, Neil offset the shadowy colours he
used \Mlh contrasting neon blue lenses and details,

He also picked out the rifle’s tubing with cross-etched
highlighting to give it some subtle texture.

ommissar Yarrick

Anaother one of Neil's
favourite model’s t
actually the second version
of Commissar Yarrick

that he has painted. As a
result, Neil chose to use a
different palette of colours
this time around.

He decided to paint
Yarrick’s breastplate as a
white enamel, as if made
of ivory, instead of metal.
Ostentatious this may
seem, but as Yarrick is
an honoured hero of the
Imperium, Neil figured
that if anyone would wear
such an extravagant piece
or wargear, it would be the
Old Man of Armageddon. -

He
a selection of warm,
rich colours to further
complement Yarrick’s
status,

Neil is a big fan of the Zombies that
pull the Corpse Cart. He didn’t want
to paint the entire Corpse Cart, but
couldn’t resist getting hold of a single
Zombie and giving it a go - hence his
decision to use a round base.

red featuring heavily
throughout the model and
green as a spot colour.

games-workshop.com 101



102

This squad of Fire Warriors was the product of Neil's first
dabble with the Tau. He chose a simple, quick colour
scheme app ying a base colour followed by a two stages
of edge hig ing. He didn’t even highlight the black
of the mmlmt trousers, as he didn’t want to draw any
attention away from the armour and weapons.

As with the Space Marine Scout shown carlier, Neil
apted for a neon blue spot colour on all of the lenses,

scopes and even on the inner light that emanates from the
internal energy sources of the pulse rifles. This also had F
the added advantage of complementing the blue skin tone
of the squad’s Shas’ui. This model also features a shoulder-
mounted markerlight.
The Tau symbaol on each Fire Warrior’s shoulder pad is
painted in a slightly lighter shade to the rest of the armour,
and is also framed by the blue spot cola

k Eldar Kabalite Warrior Squad

What is immediately noticeable
about Neil’s Dark Eldar
Kabalite Warriors is how their
splinter rifles feature two
colours that run the length of
the harrel. This was designed to
act as both a nice contrast to
the black armour, but also as a
clever form of camouflage at
the same time. He matched this
on any wargear that the models
lmv-h.m ng from their belts,
as can be seen below. The light
grey colour was complemented
by the bones and helmet icons.
The squad’s armour was
painted using a two-stage edge
highlight, with the tabards of
flayed skin standing out and
afisetting the dark colour of the
armour in the characteristically
macabre fashion of their kind.
Neil used a bright yellow
as his spot colour for these
models, applied to the helmet
lenses, gun details and tubes on
r armour.
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Neil painted this stunning Tau
Piranha after the squad of Fire
Warriars displayed opposite.
He decided to match the
colours he had used before, but
with a number of noticeable
differences. He coniesses that
the style of the paintwork

was influenced by a futuristic
racing game that he had been
playing at the time, and the
overall look of the Piranha
undoubtedly that of a racer.

Whereas a racing car
would be covered in logos and
rtisements, Neil instead
ed Tau lettering in its
|)Iarr, even on the helmets of
the pilots!

The camouflage scheme
that Neil emplayed was
inspired by some digital art that
he had been working on. He
decided to replicate the st
shapes that he had been using
on the model.

The topside

scheme in alf
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