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Reading through this issue of
White Dwarf, I've come to the
realisation that the over-arc|
theme is predator and prey;
hunter and hunted. But when it
comes to the Tyranids and Space
Wolves, it's hard to tell who is
the predator and who is the prey,
as both armies make for
feraciously tough hunters.
ce, | reckon it’s the Tyranids that have
the edge, as their Hive Fleets are swelled with some truly
ginormous new mansters in the form of the Tyrannofex
Tervigon and — my favourite — the winged Hive Tyrant.
White [ wn Tom Hutchings managed to get his

wds on these new kits already (and you can see them on
p32, along with plenty of other Hive Fleets) so I've had the
misfortune of facing them on the battlefield already. Not
fun, | can tell you

And yet, the Space Wolves are no slouches, heroes
of legend from a culture of monster hunters, whose oy
homeworld tries to kill them every day. So | reckon a Space
Wolf would stand a fair chance in a straight-up fight against
a Tyrani i that's not counting for the fact that this month
also sees the launch of Thunderwolf Cavalry. For those not
n the know, these are Space Wolves (already tough fighters,
remember) riding monstrous wolves. We've got plenty more
on the sagas of these mighty heroes later on tao.

Naturally there are loads of articles about both these
mighty foes, from guides to using the Tervigon to brand-new
background for Wolf Lord Harald Deathwolf. There are
pain des for both Tyranids and Space Wolves.

But that's not all! We've got a gobsmacking showcase of
all the Golden Demon Slayer \\u\nl winner »m last ye:
the third part of the Warhammer: Civil War Expansion
{ the start of a new series of A Tale of Four Gamers.

At first glar

n
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The Tyranids are here, great alien swarms
whose ravenous hunger will end us all.
We take a look at the various Hive Fleets.

The Space Wolves are a Chapter of
mighty warriors, and in this article we
explore its Great Companies.
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TYRANNOFEX/TERVIGON

This highly detailed plastic kit can be assembled to make a Tyrannofex — an
enormous bio-construct that exists purely for destruction - or the vast brood
creature that is the Tervigon, able to spawn dozens of voracious Termagants.

TYRANNOFEX

ng over a Carnifex at 4.5" tall, the Tyrannofex is

th st of two unit types that can be assembled from the
multi-part plastic Tyrannofex/Tervigon kit. The Tyrannofex
is a monstrous creature that provides the Tyranid army
with an array of heavy firepower in the guise of its three
eapon options: the rupture cannon, acid spray
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shbarer hive, Components to build all of these bio-

innofex’s

weapons are included in the kit, forming the T

forelimbs, whilst cluster spines are madelled on its back
Three parallel rows of spore chimneys run the length of

the Tyrannofex’s carapace, f

size. Its forehead bears an enormous blac

similar manner to many of the other larger Tyranid bioforms

in the Hive Fleet.

g 10 its conside




it will be delivered
to your local Hobby
Centre for collection
on the release date

Advance order
any of the new
Space Wolves
or Tyranids by
Sunday 26th
February to
guaranteegoul
order will be &
available to
collect in store on
Saturday
3rd March.

3
PONIY.
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TERVIGON

ad of the Tyrannofex the kit
assemb a Tervigon
d progenitor
ns new broods of

nts. The Tervigon's most
 feature is the enormous,

ca
a monstrous bro

of
r\z shy incubation sac hanging

dormant Termagants are rousing
within, their heads and claws
straining beneath the surface of
the skin even as one bursts free.
The multi-part kit includes both
of the Tervigon's close combat
weapon oplions — scything
alons and crushing claws.

The Tervigon is an HQ
choice, but one can instead be
selected as a Troops choice for
each brood of Termagants.
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TYRANNOFEX/TERVIGON
Product code: 99120106023
Sculpted by Mark Harison.
€45.50, 150k, 150nkrinke, 35
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HIVE TYRANT/THE SWARMLORD

Hive Tyrants are the undisputed leaders of the Tyranid swarms. The new Hive
Tyrant/the Swarmlord kit contains one such creature. It even includes the
components to make the infamous Tyranid organism, the Swarmlord.

HIVE TYRANT

The Hive Tyrant towers over all but the largest Tyranid
breeds and its commanding stance befits the dominion
such a creature holds over its lesser kin. The multi-part
plastic Hive Tyrant/the Swarmlord kit enables the model to
be equipped with any of five optional upgrades - a heavy
venom cannon, stranglethorn cannon, scything talons, lash
whip, bone swords and wings.

A set of special scything talons have been included in
the kit to replace the hooves on a winged Hive Tyrant, the
model held aloft by an alternative tail option that acts as
a flying stand. When assembled in this way the winged
Hive Tyrant stands an even loftier 6" tall with an impressive
11" wingspan.

| WARHAMMER

Sculpted by s Coociwin & Alex

Hedrom.
42, 3300ks S6dsbarnls, 130mb, 162,50

» option, the
ncluded in the kit

e Tyrant’s second w
thorn cannon, is
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| THE SWARMLORD

The Hive Tyrant/the Swarmlord kit contains a
separate head and four stylised bonesabres with
which to assemble the Swarmlord, a plastic
special character. This poweriul bioform is a
unique Hive Tyrant and an HQ choice for a
Tyranid army. The Swarmlord is equipped with four
bonesabres and has an alternative head design,
he interchangeable nature of the remaining
components from the kit can readily be used to
le other Tyranid units in the army, such as
Carnifexes and Tyranid Warriors.

Mians of we
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~ SPACE WOLVES

THUNDERWOLF CAVALRY

Bursting from the pages of myth and legend come the Thunderwolves of the
Space Wolves. The Thunderwolf Cavalry kit enables you to build three of these
deadly Space Marine wolf riders, complete with myriad weapon combinations.

i 10 WHITE DWARF

This multi-part plastic kit includes three
Space Wolves mounted on enormous
Thundenwolves. Each Thunderwolf rider is a
member of the Wolf Guard and has access
to a deadly arsenal of wargear. The kit
therefore includes a plethora of equipment
including a thunder hammer, power/frast
axe, pawer fist, plasma pistol and three
storm shields. There are plenty of ather
weapons and components, all of which are
completely interchangeable with the rest
of the Space Wolves range, including the
badly clawed helmet of a Thousand Sons
Rubric Marine.

The Thunderwolves themselves all have
minor cybernetic augmentations, but two of
them can also be assembled with a bionic
leg and paw. One of the Thunderwolves
has the option of either a standard head
or an alternative one that has been heavily
modified with cybernetics.




SPACE WOLVES 3350
THUNDERWOLF CAVALRY

Product code: 99120101091
Scufpted by Matt Holland.

€43, 130cks. 1 Caksike, $30emb, 16551

rickden by Wolf Guard,
wha wield poweriul

All Thunderwolves are ‘
wargear in battle.

TURN TO PAGE 62 FOR A THUNDERWOLF CAVALRY PRINTING GUIDE.
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SPACE WOLVES
FENKISIAN WOLF PAC)
Product code: 99120101092
Thish Carclon
S0k FOnk, 15

et st
0N SALE MARCH 38D

This multi-part plastic kit contains a pack of five Fenrisian Not only is a Fenrisian Wolf Pack a Fast Attack choice

Walves. Each wolf appears to be bounding towards an in a Space Wolves army, but certain characters have the
unseen foe, ready 1o attack. Three of the wolf heads have option 1o take a pair of these beasts as loyal companions —
their fangs bared, whilst the jaws of the other two are open, namely Ragnar Blackmane, Canis Wolfborn, any Lone Wolf,
ready to bite. Wolf Guard Battle Leader or Wolf Lord

loyal Fenr

12 WHITE DWARF



Citadel Finecast is our range of exceptionally detailed resin miniatures, designed
to offer crisp quality and to be quick and easy to assemble. The range grows
each month, so visit your Hobby Centre or the website for the latest releases.

WOLF LORD ON THUNDERWOLF

In a Space Wolves army, a Wolf Lord
has the option to be mounted on

a Thunderwolf. The Wolf Lord on
Thunderwolf caters for this upgrade.

Armed with a storm shield and frost
axe, the Wolf Lord also wears a cloak made
from the skinned hide of a Fenrisian Ice
Troll. The kit features a choice of two leit
shoulderpacls - one plain so that you can
paint him to be the leader of any Great
Company, and the other bearing the symbol
of Harald Deathwoli’s Great Company.

The ruined torso of a slain Thousand Sons
Chaos Space Marine is also included to
decorate the model’s base.

WOLF LORD as

Sculpted by Mt Holland.
10 250 20k 250, 1252

Arjac Rockfist, the Anvil of Fenris, is
released this month in Citadel Finecast
The Wolf Guard veteran is encased in
ornate rune-encrusted Terminator armour
and is preparing to hurl Foehammer, his
giant thunder hammer. The model proudly
bears Arjac Rockfist's personal heraldry —
specifically the hammer and anvil symbol
for which he is named - on his shield
and atop his armour. He also wears the
blacksmith’s apron that is his link with his
previous life.

The personal champion of the Great
Walf, Arjac Rockfist is available as an
upgrade for a Wolf Guard pack.

66 As the mountain is Arjac, a snow-capped peak, ARIAC KGCHTIST, a5
his rage overshadows the wounded bear. %&?Jﬁﬁw

The Rockfist endures when all seems lost. . e, tsndrde 150md, 7

= The Saga of Arjac Rockfist BTN
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In addition to new plastic releases, the Space Wolves are bolstered with
a range of miniatures now available in Citadel Finecast. All of those
shown here are exclusively available to order online from our website.

GREY HUNTER WITH GCYBERWOLF
WOLF STANDARD

SPACEWOLVES CYBERWOLF  £10

sa e
. s, ok, 150, 7568 11, 1000k, e 1000t 501

A single model from each pack of Grey Hunters may carry a  The Cyberwolf is a Fenrisian Wolf that has been extensively
Wolf Standard. This model carries the Wolf Standard in one modified with cybernetics, including two bionic legs and
hand, its design sculpted into the banner’s surface for ease a metal ribcage. A Cyberwolf is an upgrade for a Fenrisian
of painting, and holds a power axe in the ather. Waolf Pack, or up to four may accompany an Iron Priest.

WOLF GUARD WITH  ULRIK THE SLAYER
WOLF CLAWS

NIAL STORMCALLER

Mentor to the heroes of the Space This classic Njal Stormcaller miniature
of wolf claws, his face distorted by Wolves, Ulrik the Slayer is the oldest allows you to field the mighty psyker in
a howling battles and wisest of the Wolf Priests. his runic armour.

NIAL STORMCALLER €z
Prodict code: 93800101033
Sculpted by fes Coodn.

1550, 13007 140k, 0, 4961
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IRON PRIEST RUNE PRIEST LUKAS THE TRICKSTER

Iron Priests are responsible for the Patent psykers, Rune Priests are A rebellious hero of the Space Wolves,
upkeep of the Chapter’s armaury, bedecked in pelts and talismas, Lukas the Trickster is an upgrade to a
war smiths of great import. adding to their air of mystery. Blood Claws pack

SPACEWOLVIS IRON PRIST €12 SPACE WOIVES EUNE FRIST  £12

P o 03

Prosiuct code: 99800101037
G

Sceod by es Good

RAGNAR BLACKMANE BIORN THE FELL-HANDED
LCrinELiiNECAsT]

BIORN THE FELLHANDID  £30
Prociuct code: 9810101036
Scupied by s

Goodhwin

The youngest of the Wolf Lords, Ragnar The muost venerable and eldest of the Space Wolves, Bjorn once
Blackmane has long been amongst the most fought amongst the retinue of Leman Russ during the Horus
popular of Space Wolves characters both for Heresy before his internment into a Dreadnought.

this classic miniature and his heroic saga.

FORTHE FULL SPACE WOLVES RANGE VISIT THE WEBSITE:

NEW RELEASES
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There is a wide range
of Tyranid miniatures
exclusively available to \E
order from our website and

order points. Shown on this

page is just a selection.

Aliving artillery piece
that hurls explosive

Spore Mines at the foe,
the Biovore provides the
Tyranids with long-ranged
heavy firepower.

TYRANID BIOVORE a2
Froniuct code: 99000106010

by Mark Hlsrison.
1550 12080 50 30, 608

DERTHLERAPER 4

Deathleaper is the most
infamous and ruthlessly
fficient Lictor, an
n-beast that excels
in infiltrating to the very
heart of the enemy army
and sowing terror and
death amongst the foe.
This unique Tyranid
bioform is now available
in Citadel Finecast.

DEATHLEAPER CEEY
Prodiuct code: 9981010601 1
Sculpted by Mark Hamon

a1, 5 v e, 7554

BONESWORDS 2
!
M
ﬂ'\

M 3

> 1)

o ’;

The Tyranid Boneswords and Lashwhip & Bonesword
packs include three pairs of either weapon combination
made in resin. These two packs are perfect for upgrading

broods of Tyranid Warriors, which have the option to
wield either combination of weapon.

LASHWHIP & BONESWORDS

TYRANID €2

TYRANID LASHWHIF & o
BONESWORDS PACK

Sculptes by Mark Harrison,
1550, 120k 150k, 20, 65

st i
S by Mk Hri
L e i, s

FOR THE FULL TYRANID RANGE VISIT OUR WEBSITE:
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Sculptor Aly Marrison explains why he’s
so happy ta see his Chaos Hellcannon
released in Citadel Finecast:

Aly: | had championed the switch
| to making miniatures in resin for a
long time, so there were few people
happier than me when we first
intreduced Citadel Finecast last year.
| The lightweight nature of resin removed
| the handling and painting problems
| of what were once really heavy metal
| models. Not only that, but Super Glue
bonds resin particularly well, so it
makes the more complicated kits that
much easier to assemble.
The Chaos Hellcannon is just such
a kit that benefits enormously from its
release in Citadel Finecast, from the
ease of its assembly to the crisp details
on the skulls that form its barrel.

The Chaos Hellcannon is a terrifying bound Daemon
utilised by the Warriors of Chaos as artillery. The barrel
of the cannon is lined with skulls, and culminates in a
daemonic maw from which fiery blasts are belched forth
The posséssed war machine is loaded by three Chaos
Dwarf crew, each carrying an assortment of tools with
ather equipment hanging from their belts.

The Hellcannon is tethered to the ground by four thick
chains. Additional skull piles help to decorate the model’s
large base, which can also comfortably fit the three crew.

Aly Mosrisan.
46 W50k 4t V50t 1756

You can advance order the Chaos Hellcannon from
Saturday 10th March.

NEW RELEASES
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This month sees the addition

sw glues to the Citadel
.. These glues has been
m:lxpmm ally to suit
ry modelling need, from
affixing small details to your
miniatures to assembling large
components such as those
found in scenery or tank kits
:Ip you identify which
glue will
for each of your modelling
s, we've included a handy
reference guide below:

e most appropriate

CTTATET

08
1\\°‘l.
atg

CITADEL SUPER GLUE - THIN £4.10

CITADEL PLASTIC GLUE - THIN £4.10
FProuet code: 017 9999018

Product code:

THIN

| Plastic Glue Thin contains an application nozzle,
making it incredibly accurate to use. The thin
consistency of the glue means it dries incredibly
quickly, making it great for assembling smaller
components and adding details.

s Use of

lastic infantry and cavalry models.

PLASTIC GLUE

Super Glue Thin incorporates a brush applicator
attached to the underside of the lid, ensuring
the ease and accuracy of its use. Be sure to clean
up your models with the Clean-up Kit to avoid
clogging up the brush’s bristles with flash.

SUPER GLUE

+ Use on: Citadel Finecast or metal infantry and
cavalry models, or small Forge World kits.

18 WHITE DWARF

= Don’t use on: Citadel Finecast or metal models.

CTTADEL FLASTIC GLUE THICK £4.10

SUPER GLUE

WI7Rgx Sgete
G wartanes

CITADEL SUPER GLUE-THICK. £4.10
99219999016 Product code:

THICK

Plastic Glue Thick uses a much denser compound
that dries at a slower rate. This makes gluing larger
areas much easier to achieve, as the glue will not
dry before you can apply it to all the necessary
areas and fit them together.

= Use on: Plastic tanks, monsters or scenery.
* Don’t use on: Citadel Finecast or metal models.

Super Glue Thick is the perfect glue for assrmblmg
large models, where its thicker consistency will
hold larger components in place and even help to
fill any gaps that might be left when the pieces are
fitted together.

* Use on: Any large Citadel Finecast, metal or
sizable resin kits from Forge World.




GLUETHIN PLASTIC GLUE THICK
long application nozzle Plastic Glue Thick is perfs
g, tog ven sma by large components such as those
| found in the Arcane Ruins k

ting together.

B e
SUPER GLUE THICK

‘On larger Citadel Finecast models

embled with Super Glue. s denser consistency
As the model is small, afix its 2 s lue Thick can help to fill in
ith Super Glue Thin. “d=b| y the two halves.

HOBBY ESSENTIALS: CITADEL GLUE 19



3LACK LIBRARY

LDS OF WARHAMMER AND WARHAMMER 40,000 TO LIFE

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.

DIRECT EXCLUSIVES

Did you see the Space Wolf carving

his way thro unt

swarm on nonth’s

White Dw e main
hic novel

Lone \\n\\l 5 h\ Dan Abnett. This

ty tome is only available direct
m. This lavish
A4 book features the brutal

blacklil

m
battle a massive Ork invasis
a day’s work for the Sons of Russ.
This graphic novel is on sale now
and is just one of dozens of Black
Librar ct Exclusive products.
For the full range, check out:

blacklibrary.com/exclusive-products

Iren Warrlors
B 978,

£7.99 Knight of the
1S8M: 978-1




as a bountiful one
beginnings of a new army), and
B armies are all assembled, painted and
for battle. But as tl w Spring season dawns, now is the time to let
your armies expand and flourish into a fully fledged fighting force.
To give you plenty of help and advice this Easter, our dedicated staff
will, as always, be an hand to share some tips and guidance when planning
how to expand your armies. They'll be running loads of modelling and

&6Now is the time to let your
armies expand into a fully
fledged fighting force.yy

nting activities to help you raise your armies in no time and, to cap it all
fi, at their regular gaming sessions you will be able to learn new battlefield
actics and strategies to help you take your fledgling force and become a

i e warlord at the head of an immense horde!

o find out exactly what will be gc
your local Hobby Ce

with the

down to

i on this Easte
tre today and ask them about thei
and check online at games-workshop.com.

Ea

activities,

Last year’s Games Day was a
magnificent show, packed to the
rafters with participation games,
thousands of Golden Demon entries
and, for the first time ever, the UK
Armies on Parade display.

This year we're doing it all over
again on 23rd September, bigger and
better than before, crammed full
with even more fanlasllrdnspl.\ys, yet

kets

go on sale on 7th April, and are on
general release from 26th May.

This year's Games Day miniature,
pictured above, is non-other than
the iconic Blood Angels Space
Marine Captain from the front cover
of 2nd edition Warhammer 40,000.

www.games-workshop.com

(fiaos CommanpmenT & Hanp or CoRRUPTION

Two new adventures for Warhammer
40,000 Roleplay bring a host of engaging
challenges! Hand of Corruption is a
campaign in three acts for Black Crusade.
Presented in one comprehensive volume,
i takes a small band of Heretics
ng depths of the Screaming
Vortex to a windswept Imperial penal world.
M hile, the Chaos Ci is
an exciting adventure for Dark Heresy. The
final chapter in the Apostasy Gambit trilogy
{also playable as a standalone adventure),
this epic story pits a small band of Acolytes
against an ancient and powerful threat.

www.fantasyflightgames.com

NEWS
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Fleets encounter.
painting insights
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HIVE FLEET BEHEMOTH 745.M41

Though madest in
size compared 1o the
invasions that would
follow, Hive Fle
Behemoth hrought
and dismay 1o hundreds
of star systems. There
was no subtlety to
Behemoth's approach, no
sense of stralegic genius.
It merely ploughed
through the galaxy

devouring everything in
its path with a rapacious
hunger that would
pass into legend. Later
Hive Fleets would be
more caulious, picki
off minor worlds and
conserving valuable
biomass for a concerted
assaull on more
formidable foes.
Behemoth showed no
such behaviour. Whilst
Behemoth’s charge
wmng\u untold woe, its
juggernaut onslaught
expended more biomass
than it could replace.

Zoa mhmpc
Tom Winstone: The

Pyrovore
Darren Latham: [ v
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_wnm‘mxmsn TYRANIDS
HIVE FLEET KRAKEN 990.M41

\ ) F Venomthrope
| | ! Anja Wettergren: | painted this
L Venomthrope to look more mature.

This is insinuated by the colour
Glrga le scheme, using darker, ruddy tones
D ,?' rather than brighter colours.

been

P

as
d to a higher
with

ntion pa

B By early 990.M41, Hi
Fleet Kraken had already
sunk its alien tendrils
into the galaxy. Where
Hive Fleel Behemoth
was a single massive
wave that advanced and
fought as one, Kraken
was actually a se
of smaller fleets that
moved to attack many
worlds simultaneously,
compounding the
Imperium’s difficulty in
opposing and destroying
the Hive Flee
overnight, e ect
were silenced. The
handiuls ¢ i
that had fled before Hive
Fleet Kraken's advance
were thrown hundreds of
light years off course by
the resulting turbulence
in the Warp. Only
several months after the

-

el S(1TYOM 10 YIUNOAIA

did their accounts start
to reach the wider
Imperium; tales of skies
turned black by clouds
of wind-blown poison
spares and of hulking,
monsters stalking ruined
landscapes. Fleet
Kraken had finally
arrived and the galaxy
was surely doomed,

DEVOURER OF WORLDS 25



HIVE FLEET LEVIATHAN 997.M41

At the clase of the
41st Mrlll‘nlmml the
last an

Hi

this new fleet, Leviathan,
ed these teaching
ment of all

the galaxy from a new
direction. Where the
majority of other Hi
Fleets ta date had pierced
the intergalactic void
upon the Eastern Fringe,
viathan had initially
skirted the galactic
and then struck
upwards right through
the

au
Imperium learnt of the
new Tyranid att

v
advanced far by the time

Id be mustered
ta oppose it, and the
Shadow in the Warp that
heralded its coming had
orphaned thousands

d

communication. As time
went on, the tally of
\mt or destroyed worlds
grow, leading
lhc Imperium to take

26 WHITE DWARF




T}’r:md Warrior %
This warrior is armed h
with dual boneswords.
Noie the tk red tont: 00
the blades and how the
hting helps to
hape

yra nt Guard
jeil Green: Tyrant Guard have
mare armoured plates than
most Tyranid creatures, so the
red on the claws is important to
give contras

— et ([ THOM 10 ¥94N0AId

Tcrrnagam
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HIVE FLEET JORMUNGANDR

PHIL KELLY'S TYRANIDS

it to get
it (the pl.
hink blot
) stands in stark
int
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HIVE FLEET OUROBOROS
KEITH ROBERTSON'S TYRANIDS

ranid collection

e first pain
hed

rmy has had
, and I'm hoy
additic
N

S TERES e o
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A SPLIMEi ﬁyﬂ THYDRA

RANIDS :

| i
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TYRANIDS

As well as the new Tyranid miniatures released this month, there are many other
great models in the Tyranid range. We've displayed a selection of those available in
stores on this page, but to view the full range, including bitz packs, go online.

TYRANID ZOANTHROPE
This clam

Zoanthrop
harbour inc

CODEX: TYRANIDS

Codex: Tyranids is a 96-page book
that is the consummate guide to the
Tyranid menace, including full rules
and bestiary for every unit in the army
An extensive background for the army
is also included, alongside an "Eavy
Metal showcase of fantastically painted

Tyranid miniatu and a stunning array

of artwork throt

TYRANID PYROVORE

This squat Tyranid organism can project
a blazing gout of flame. The Tyranid
Pyrovore f
deadly c

ox includes one of these
sres in resin,

k contains a Citadel Finecast r
lender bio-organism evolved to
dible psychic potential that it unleashes

in battle to blast its victims asund

50, €20.75, 1

Otki, 190skr/nkr, 150rmb
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Reported Sightings

of the Swarmlord
P
The Swarmlord leads
the final assault against
Tyran Primus and
Thandros as Hive Fleet
Behemoth continues
its insatiable advance.
The Tyranids are finally
destroyed at Macragge
through the valour,
determination and
heroic sacrifice of
many Ultramarines,
but not before the
Swarmlord lands
Marneus Calgas
near fatal blow in
personal combat
during the battle for
Cold Steel Ridge

899.M41

Despite a vicious
counter-attack from
Saim Hann Craitworld,
a splinter fleet from
Hive Fleet Gorgon
consumes the Maiden
Waorld of Marshanna
after the Swarmlord’s
psychic screams shred
the minds of Farseer
Iriass and her entire
Seer Council

997.M41

During the assault
on the Chaos citadel
of Terrorfane, the

Daemon Prince
Khalathrac butchers
several Tyrant

Guard before being
unceremoniously
decapitated by

the Swarmlord

WHITE DWARF

HERALD OF THE

GREAT DEVOURE

Codex: Tyranids author Robin Cruddace presents the latest
sightings and reported whereabouts of the terrifying alien

menace known to Mankind as the Swarmlord.

mongst the billions of creatures
created by the Hive Mind, there
axists one as old as the Tyranid race

itself. This creature is the very pinna
of the Hive Tyrant bioform, the ultimate
conduit through which the Hive Mind’s
will is enforced. This creature is to a Hive
Tyrant what a Hive Tyrant is to a Termagant
It is a monster of nightmare that has preyed
on empires and averseen the extinction of
civilisations. It is a destroyer of worlds and
its names are legion. To the Imperium of
Man, the latest to face this ancient predator,
it is the Swarmlord, and it represents the
greatest Tyranid threat to the galaxy

Since the First Tyrannic Wars, the
Swarmlord has carved a bloody path of
carnage across the galaxy. It appears that
the Swarmlord’s link with the Hive Mind

is 50 strong as to transcend the physical

Duel at Ichar IV 993.M41

Marneus Calgar, having narrowly
escaped death at the hands of the
Swarmlord during their confrontation
on Macragge, was to face the beast
again on the blood-soaked fields of
Ichar IV. Accompanied by Veterans
from the First Tyrannic War, Calgar
led a daring Drop Pod assault

that cut the head of the Tyranid’s
synaptic control, a battle that ended
with the Chapter Master slaying

the Swarmlord in single combat.
wnhmn the Swarmlord to counter
Calgar’s brilliant military strateg

i Ye
g the Ultramarines proceeded to
E |
-

surround the remaining xenos
swarms piecemeal, culting them
down with lined volleys of
bolter fire and cleansing them from
the surface of Ichar IV. However, the
Space Marines’ viclory comes too
late to save the planet itself, for the
Tyranids have already reduced it to a
smoking charnel house of death and
destruction. Perhaps worse for the
Imperium, the Hive Mind re-ahsarbs
the Swarmlord's consciousness and,
having learned from its defeat, its
next n‘mnrnnlmn hall be even

ning and dangerous than

re

limitations separating the different Hive
Fleets. If the Swarmlord perishes on the
battlefield, the Hive Mind re-absorbs its
consciousness through the synaptic web.
The Swarmlord is therefore deathless, and
can be re-grown to face the enemy again,
returning each time stronger than before.
The reincarnation of the Swarmlord
appears to be a stress-induced response
by the Hive Fleets, one triggered when its
prey cannot be defeated throu
and biological adaption alone. Indeed,
the Swarmlord was created with the
express purpose of oul ing the enemy
and developing new strategies. To this
end, the Swarmlord possesses a glimmer
of autonomy, more so than any other
Tyranid. The Swarmlord combines its own
resourcefulness with tactical knowledge
accumulated through aeons of bloodshed

physical







With the Tervigon and Tyrannofex kit now unleashed upon the world, we turned to
the Studio’s leading Adeptus Biologis, Codex: Tyranids author Robin Cruddace, for
some guidance on using these beasts on the battlefields of the 41st Millennium.

Don't just take Robin's
word for how good these
new monsters are - at the
end of this article, we've
included an extract of the
rules and background for

(nm'x T\lamds
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Robin: 1f | had the dubious honour of
fighting for the Imperial Guard in the
future, then the opponent I'd fear m
than any other would have to be the
Tyranids. Facing swarms of alien critters as
they came scuttling or flying towards your
battlelines would be terrifying and it’s not
just the smaller gribblies you'd have to face.
Striding through the sea of Gaunts and the
swirling carpet of Rippers come the hulking
beasts, great organisms covered in muscle
and chitinous armour pl sporting

- limbs or living bio-we:

However, Tyranids are special
specimen, no matter how large or small,
is bred for a specific purpose in the Hive
Mind’s insatiable quest to scour the
Of these creatures, the Carnifex is perhag
the most infamaus and adaptable, an
aggressive tank-hunter that can rip apart

flesh, bone, metal and plascrete with a
sweep of its claws. Then there are creatures
even larger, monsters tha ige the gap
between Carnifex and the truly massive
bio-titans. These creatures have been
designated the Tervigon and Tyrannofex
respectively and, like, everything else in
Tyranid force have speciiic batlefield
The Tyrannofex is an al tank
destroyer, a living weapon platform capable
of being armed with the most pow
and longest-ranged weapons conceived
by the Hive Mind, whilst the Tervigon is
a brood progenitor, able to rapidly spawn
Termagants directly onto the battlefield
Both monstrous creatures excel within
their roles and over the coming pages I'll
be taking a closer look at how you, in the
guise of the Hive Mind, can maximise their
use on the battlefield.




TYRANNOFEX WEAPONRY
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The Tyrannofex exists purely for destruction and, as such, can
be armed with a devastating array of bio-weaponry.

nce a Tyrannofex is deployed in
battle then its use is far from subtle
fire at the enemy’s high-end assets,

whil keeping it at ar's length from the

opposing forces, is a good mantra to follow.

The key to maximising your minimum
-point investment is in how you arm
your creature and then prioritise targets to
wit the weapon load outs

The Tyrannofex is highly customisable
with a choice of eight different bio-
weapons to choose from - one of three
primary weapons, a choice of thorax
ns and one of two dorsal weapons.
‘s start with the big guns (or should
uns?). Its default weapon, the

25|

to the imagination. The key point
s Strength 6 template
great torrent up to 12" forward. This gives
ita decent range, allowing you to hit lots
of heavily armoured infantry or flush out
enemy embedded in cover from afar.

The rupture cannon is an unashamed
ank or anti-bastion weapon. With a
of 48" and a Strength of 10, no other

Tyranid gun can fire further and pack a
stronger punch. If you're expecting to face
lots of heavily armoured foes or a high tank
quota then the rupture cannon is a must.
The third main weapon option is the

fleshborer hive. With only a range of 12"
and Strength 4 you may at first wonder
why the fleshborer hive is a viable option
until you realise it’s Assault 20. The hive is
the ultimate anti-infantry weapon that will
work just as well against the 15 Imperial
Guard as it does against 5 Terminators —
the sheer amount of living ammunition in
the air means that even heavily armoured
models will fail some saves

The thorax swarm then provides an
al secondary weapon system, especially

getting too close. You

hree choices here; all are template
weapons, each with different properties
Electrashock grubs are a good high
Strength all-rounder. Desiccator larvae
excel at slaying infantry, but are ineffective
against tanks and high armour saves, while
shreddershard beetles are low Strength but
rending, so potentially very destructive,

TYRANIDS

Custom Killers

The Slayer of Hordes
nofex with acid
spray, desiccator |
and cluster spines,

250 pe

Not only does this
Tyrannofex use baseline
and free weapon swaps
1o keep the points to a
reasonable 250, it is akso
a full on horde killer with
two template weapons
and even a Strength 5
Large Blast option with
the cluster spines.

Tank Quaker
fex witl

ruplure
lectroshack

295 points

While it’s possible to
broaden a Tyrannofex’s
scope by miving weapon
types, this beast is an
impenitent vehicle buster.
Regeneration with a 2+
armour save will ke oop
the monster alive, and
therefore shooting.

HORRORS OF THE HIVE FLEETS
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TERVIGON TACTICS

The massive and bloated form of a Tervigon continually spawns Termagants onto

the battlefield, swamping the enemy w

Ty by
Managing Minions
ATervigon can only
spawn Termagants that
you have models for,

50 it's always a good

idea to have 15 or so

spare f every Tev
in your army. There
" humlpul\\ullkl start
spawning from th
urn, Instead you could

e
models where you need
them and there may well
have been Termagant
casualties to increase
your stockpile.

4

s
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Tervigon may lack the awesome
r\\,hlml,.wln\\ln«.n > Ty
he firepower of 3 nofex, bu

ctical possibilities :
t that keeps on giving Being able to
te additional Troop choices mid-
game is a massive boon and one unique to
the Tyranids

Before we talk about the Tervigon's
many children, let's look at the mother
itself. As a Monstrous Creature it is not
the best fighter, although 6 Wounds and
a Toughness of 6 should keep it in the
game for a while — just keep a wary eye
on enemy squads toting plasma and melta
guns. It even has some firepower with the
option of stinger salvoes or cluster spines
Howe: it's the Tervigon’s other abilities
that make the beast so desirable. It is a
synapse creature and a psyker to boat, its
powers all geared to bolstering the abilities
of the broods. Then, of course, there's the
Tervigon's place in the army list. You
can take one as a HQ, or, you may
have a Tervigon as a Troops choi
for every Termagant brood taken in you
army. Just let that sink in for a second:

sa

Monstrous Creature that is a Troops choice,

which can then create additional Traops

h fast, scuttling Tyranid life-forms.

during the game. Placing a Terv

e it all but impossibl

20N ON an

apture, especially as it
continues to spawn Troops.

Don't hold the Tervigon back, advance
onta ohjectives or simply harass the enemy
While it will not claim a massive tally
of enemy casualties directly, its control
over Termagants is absolute. The Brood
Progenitor rule means that any Termagants
within 6" gain Counter-attack rule can use
the Tervigon’s Leadership of 10. The same
1lso allows the brood to share the
s of any biomorphs the Tervigon
has. So giving the beast adrenal glands will
award all Termagants with Furious Cha
not forgetting they can also Counter-att

suddenly you have a growing force that
can control a whole flank on its own.

The Termagants” abilities can
bolstered with the Tervigon's cor
psychic talent. Purchasing one or both of
the additional psychic powers is a must.

for occupying objectives. However
are still en route to an objective, then
Onslaught will allow your Termagants to
run and shoot their fleshborers.




SAMPLE
ARMY LIST

Tom Hutchings: My Tyranid army is about
overwhelming the enemy with lots of
My opponent may take out one
o of my beasts, but by the time |
close with him there will still be plenty of
Tyranids left to wreak havoc. It's for this
reason | rarely (with one notable exception
deploy anything in reserve; the more
there is on the table, the less chance my
opponent will have to concentrate his fi
Let’s start with the synapse creatures. |
include plenty - for the principles already
stated — and to make sure | remain in
control of my units. My Hive Tyrant is fast
and extremely “hitty”, able to take on all
but dedicated close combat squads. My
her HQ is a Tervigon — another synapse
creature, and with the Dominion psychic
power, it will be able to exert its influence
over 18", I've also given it Catalyst as this

awesome power will make any Termagants
close by extra hard. The additional Tervigon
nestled in the Troops section is there to
take advantage of the Hive Tyrant’s Hive
Commander rule. This allows a single unit
of Troops to Outflank. While the Tervigon
come on the flank as a lone Troops

L it will grow into multiple broods,
making for an ideal flank attack, or for

ng out-of-the-way objectives.

Also in the Troops section, I've
included some Tyranid Warriors for more
synapse and supporting weapon fire. The
Termagants and Hormagaunts add a bit of
mass to the force (and allow me to get my
extra Tervigon in), whilst the Genestealers
give the army combat effectiveness. Finally,
the Trygon Prime is deployed right at the
start, to both intimidate my foe and give me
yet anather synapse boost

HQ

comn

Tervij

2Z

T[OOPS

Tyranid Warriors

3 Tyranid Warriors
with deathspitters and
toxin sacs.

22 Terr

Hive Tyrant

Hive Tyrant with hive
nander, wings, Leech
Essence and Paroxysm

Tervigon
Tervigon with Catal,

255 points

gon
Tervigon with Catalyst

5 points

Hive Guard Brood
2 Hive Guard

100 points

Zoanthrope Brood
anthropes

0 points

120 points

Termagant Brood

110 points

Hormagaunt Brood
28 Hormagaunts with
toxin sacs

224 points

Genestealer Brood
9 Genesteale
Broodlord

scything talons

Trygon
Upg

Total

174 po

Hn\'y Suppun

B
praded to Trygon Prime.

240 points

1748 points
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TERVIGON

The Tervigon is a massive creature, with a towering spined
carapace that shields a swollen abdomen. The Tervigon
relies on all three pairs of limbs for support. However,
should the need arise, the giant beast can shift a greater
proportion of its weight onto its rear legs, allowing it to
scythe its claws back and forth in crushing arcs. Nor should
the Tervigon be underestimated at range - its carapace
conceals banks of cluster spines that can be fired at a
considerable distance.

Yet no matter how fearsome its weapory, the Tervigon's
true threat lies within. Each Tervigon is a living incubator
beneath whose lumpen carapace dozens upon dozens of
Termagants slumber in a state of near-life. The Tervigon
can spawn its dormant broods at will, jolting their razor
minds into wakefulness. 5o it is that a foe engaging a
Tervigon will find itself assailed by waves of skittering
Termagants. The only way for a cool-headed enemy
commander to end the horror is to have his troops
concentrate all their firepower on the Tervigon - if the
ponderous beast is slain, the resulting symbiotic backlash
inevitably kills its young.

When a Hive Fleet travels through space, Tervigons do not
slumber in a dormant state like other Tyranid creatures.
Instead, they roam the ship’s cavernous innards. Should

a Tervigon detect intruders, it can spawn an army of
frenzied Termagants to repulse the foe whilst using its
potent synaptic link to awaken additional warriors.

42 WHITE DWARF

WS BS S T W I A Ld Sv
| Tervigen 3 3 56 6 1 3 10 3+

Unit Type: Monstrous Creature.

Weapons and Biomorphs: Bonded Exoskeleton,
Stinger Salvo, Claws and Teeth.

Special Rules: Synapse Creature, Psyker,
Shadow in the Warp.

Spawn Termagants: A Tervigon can spawn Termagants in
the Tyranid Movement phase before it has moved - even
if is locked in assault. If it does so, roll 3D6. Place a new
unit of Termagants such that no model is more than 6°
from the Tervigon - the size of the unit is equal to the
total rolled. Models in this new unit cannot be placed in
impassable terrain, or within 1" of enemy models. If you
cannot place some of the models due to enemy proximity,
impassable terrain or simply because you have run out of
models, the excess is destroyed. The spawned unit may
then move, shoot and assault normally. A unit spawned
by a Tervigon is identical in every way to a Termagant unit
chosen from the Troops section of the force crganisation
chart, and is treated as such for all scenario special rules.
Models in a spawned unit have no biomorphs and always
carry fleshborers.

If any double is rolled when determining the size of a
spawned unit, the Tervigen has temporarily exhausted its
supply of larvae - the unit is created as normal, but the
Tervigon may not attempt to spawn further units for the
rest of the game.

Brood Progenitor: All units of Termagants, spawned or
otherwise, within 6" of a Tervigon can use the Tervigon’s
Leadership for any tests they are required to make. They
also gain the benefits of the Tervigon's toxin sacs and
adrenal glands (if it has any). In addition, all Termagant
units within 6" of the Tervigon have the Counter-attack
special rule.

Should a Tervigon be slain, every Termagant brood,
spawned or otherwise, within 6" immediately suffers 3D6
Strength 3, AP - hits

Psychic Powers: Dominion.

Dominion: The Tervigon uses its prodigious psychic
strength to channel and amplify the will of the Hive Mind.

This psychic power is used at the beginning of your

turn, before any Instinctive Behaviour tests are rolled. If
successful, the Tervigon's synapse range is increased to 18"
until the beginning of the next friendly turn.




TYRANNOFEX

There can be little doubt that the massive Tyrannofex
exists purely for destruction - it is a monster created for
the most gruelling of battlegrounds. Clad in a dozen
layers of ablative chitinous armour and supported by
three pairs of massive legs, it is as unyielding as any war
engine constructed of steel or born of more conventional
technology.

The Tyrannofex has the armour and fortitude of a living
battle fortress and its weaponry eclipses that of its

foes” most powerful battle tanks in both quantity and
devastative potential. Cluster spine launchers nestling
between thick chitinous plates provide the Tyrannofex
with a formidable anti-infantry weapon. Worse, its body
houses several breeding chambers. Here, the Tyrannofex
nurtures all manner of ferocious organisms that it can
unleash onto any enemy foolish enough to come too
close. The Tyrannofex’s main weapon, however, is a
massive cannon fused with its torso, the largest and

most destructive of any Tyranid weapons to be carried by
anything smaller than a bio-titan. The precise nature of
this weapon is different from creature to creature. Each
represents a particular pinnacle of Tyranid bio-weaponry
and is as efficient as it is unearthly in its design.

Given its massive bulk, the Tyrannofex is a ponderous
beast and is prone to being overwhelmed if engaged
ina protracted melee, should the enemy wish to brave
its formidable short-range weaponry. However, such an
obvious weakness has not gone unnoticed by the Hive
ind. Should the Tyrannofex find itself under threat,
it emits a stress pheromone. This attracts other Tyranid
bioforms, ensuring that the Tyrannofex will not have
o combat a foe in close quarters without the aid of
creatures more suited to deing so. Once the upstart
attackers have been stomped flat by the Tyrannofex,
diced by a flurry of Hormagaunt claws or shredded by
Termagants' fleshborer fire, the Tyrannofex can return
to its primary goal - blasting the enemy asunder with its
fearsome bio-weaponry
WS BS S T W I A Ld Sv
Tyrannofex 3 3 6 6 613 8 2+

Unit Type: Monstrous Creature.

Weapons and Biomorphs: Armoured Shell, Stinger
Salvo, Thorax Swarm (with electroshock grubs),
Claws and Teeth.

Rupture Cannon: Each time the rupture cannon fires,

two different cannonball-sized projectiles are launched

n quick succession. The first is a bloated tick that

bursts upon impact, showering the target in a thick

aily substance. The second is a seedpod with a virtually
impenetrable shell. As the seed smashes into the target, it
iscoated in the viscous remains of the tick. The seemingly
inert fluids dissolve the toughened shell in a fraction of a
second resulting in a massive implosion powerful enough
to wrench armoured vehicles inside out.

Range  Strength AP
8" 10 4

Type
Assault 2

Acid Spray: This weapon stores huge reservoirs of caustic
digestive fluids used to break down organic matter at

a horrifying rate. This acrid concoction is sprayed over
the Tyranids’ victims, melting through body-armour
with shocking ease and reducing its victims to shapeless
gobbets of liquefied flesh.

Range  Strength AP Type
Template* 6 4 Assault 1

Fleshborer

ive: The fleshborer hive is a seething colony
for the very same borer beetles found in a Termagant’s
fleshborer. The fanged creatures stored in the bloated sacs
of the hive lay thousands of eggs that hatch and mature
at an astonishing rate within the cavernous chambers of
the brood nest. Indeed, the fleshborer hive must eject

the beetles at regular intervals to prevent the Tyrannofex
from bursting apart from the creatures birthed within it.

Range

Strength
12" 4

AP Type
5 Assault 20

Special Rules: instinctive Behaviour - Lurk, Fearless.




WARHAMMER
© 40,000

vonsror | ERY IGON

It’s unclear whether or not Steve Bowerman was compelled to paint a Tervigon b \
a psychic command from the Hive Mind, but he has done so nonetheless.. Qver t*:é
next few pages, he shows'us exactly how he pamted it. What:a helpful chaﬁ
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TYRANIDS

Weapons of Choice
| Remember that there is an exhaustive selection of Citadel tools and
| hobby supplies to help you assemble and base your miniatures, from
Plastic Cutters and Hobby Knives to a range of glues and the
Warhammer 40,000 Basing Kit.

PAINTING THE RED FLES!

Ifind that it's best to paint the flesh and exoskeleton of a After building the seven sub-assemblies, use Chaos
nid model first. The carapace and other details are, for Black Spray to undercoat them in readiness for painting,

e most part, layered on top of these areas, affording you To speed up the initial process and lay on a smooth coat, |
greater access with a paint brush, so it’s good to get this suggest using the Citadel Spray Gun to apply the first two
ge out of the way before you move on. stages, as you'll be painting over the other areas later.

it | OHSYMHOM DONLLNIVA
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THE INCUBATION SACS

However, if you wish to paint your Tervigon as one
belonging to a different Hive Fleet, particularly those of
Kraken or Leviathan, you may need to use a darker skin
tone, as it will better complement the lighter flesh tones of
those particular Hive Fleets.

By painting the main body separately to the legs, the
Tervigon's incubation sacs can be reached with a paintbrush
far more easily. The fleshy skin tone works nicely as a
contrast to the rest of the model, so | deliberately chose a
pale colour scheme.

-~ =
Other Hive Fleets

You can apply the
iiques for painting
, chitin and claws to
other Hive Fleets - just
swap the colours listed
here for the colours you
wish to use, but use the
same lechnique.

teviath,
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breed of Tyranid sports a chitinous carapace that

ts spine, tail and head. In the case of most Hive

fleets, the carapace itself is painted black, then feathered a
ticular colour dependi i

sis

T

nly the case

€&

WARHAMMER
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first thing to do is apply a basecoat of Chaos Black. Make
sure you pick out the underside of the carapace where it
overhangs. To feather, apply a line of paint on the edge of
the carapace, rinse out your brush, then use it to stroke the
paint inwards to create a streaked blend.

e v b i

TYRANIDS

YT otef

PAINTING THE CLUSTER SPINES

To paint the cluster spines atop the Tevigon’s carapace,
pick out the spines themselves with Chaos Black. Now
feather them with Codex Grey before washing with
Badab Black. Feather with Fortress Grey for a final
highlight. Use a 1:1 mix of Goblin Green and water to
fill the recesses around the spines. The watery mix will
pool in the depressions and produce a nice effect as it
gradually dries. If you want a stronger colour, you can
easily re-apply this mix when it has dried until you're
happy with the green effect.

PAINTING WORKSHOP: TERVIGON

et JOHSMYOM DNILNIVA



SCYTHING TALONS AND TOXIN SACS

48

These two methods can be applied throughout your army, especially on rending claws (such as Genestealers) and hooves. In
the latter case, use the same colours as for the scything talons but adopt the feathering tec s describec

2 ¢

AINTING THE FACE

To finish off the model’s face, paint the teeth and slavering
tongue as described on the right. After completing these

stages,
them with Gryphonne Sepia. When dry, layer the «
Golden Yellow, then add a highlight of Sunburst Yel

WHITE DWARF
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ainting the body
> to fully assemble the
and glue it to its base. Remember
to use Super Glue Thick to affix these
painted sub-assemblies together, as Plastic
Glue works best on components before you
apply any paint

I 'glued some rocks from the
Warhammer 40,000 Basing Kit to help
provide some texture and break up the
odel’s large base, though you should feel
e to hase your model in any way you
oose. Having painted the base, | decided
apply a few shiny areas to the model
2 some Gloss sh to reinforce
> sliminess of the Tervigon. | coated
e model’s tor and eyes with Gloss
Varnish, but then made a 3:1 mix of Devlan
Mud and Gloss Varnish to create a special
wash. | applied this mixture to some of the
esses and joints to create a more sinister,
ien look.
Well, now that I've shawn you how to
t your Tervigon, it's time you painted
est of your Tyranid amy. Simply use the
same techniques on all your other models!

. JOH SYOM ONILNIVA
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[N-STORE THIS MONTH

From the depths of space between galaxies, the Tyranids come; a horrific race of
alien creatures whose only goal is to consume all that lies before them. Only the
mighty Space Wolves, the Sons of Russ, stand in their path,

Fresh from the Spawning Pools

Constantly evolving, the Tyranids manifest new horrors
each day, the largest and most ferocious of these being
the gargantuan Tervigon, Tyrannofex and Hive Tyrant, and
the creature known only as the Swarmlord. Speak to the
staff at your local store about how you can add these new
organisms to your existing Tyranid hive fleets,

The Great Devourer

| The swarms of organisms in a hive fleet easily number

| into the billions and each shares a single need to feed
Mastery over the Hive Mind is to wield terrifying power
on the battlefield. Fortunately your local Hobby Centre is
the place to go for advice about building a hive fleet and
how to deploy them in the name of the Great Devourer!

pamesworkshap.com

For Russ and the All Father

The Space Wolves are almast as feral as the Tyranids
themselves, albeit tempered by a fierce loyalty to the
God Emperor. Riding on enormous Thunderwolves and
accompanied to battle by Fenrisian Wolf Packs, they bring
swift and bloody retribution to the enemies of Mankind.
Find out in store how you can add these fearsome new
units to your Space Walves army

Begin your Saga Today

The Space Wolves are an ancient and proud Chapter
Their history is filled with the legends and sagas of great
heroes and mighty warriors, the greatest of whom are
alive to Ik to your local staff and find out how you
can start a new army of Space Wolves.

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER J
www.games-workshop.com F§

B 5 S




WARHAMMER

40,000

A (OMPANY OF WOLVES

The Space Wolves Chapter is made of twelve Great Companies. In this article we
feature two of the best known - those of Logan Grimnar and Ragnar Blackmane -
as well as present new background from Phil Kelly about a lesser-known Wolf Lord.

THE GRAND ANNVLVS

The Grand Annulus of the Space Wolves can be found at the centreof  for the Wolf Lords and their Wolf Guard to he cated within the irea

the Hallof the Great Wolf at the top of the Fung, Iis a representation ~ * of the hall thus indicated by their ‘name-stone’, 'ﬂ.:u:mn! device,
of the organisation ofthe Space Wobes Chapter. Each outer scgmeat - hearing thesign of the Wolf That Stulks Between Stas,indicates the
isa scpanatcly carved stone slab inscribed with the sigil and runcs of tion of Great Walf. This ston is rofated to show which of the

B i) cureently holds that honoured rank.

the Wolf Lord it represents. During feasts in the hall, it is customary

The Great Wolfs Bran Reckmaw’s . -Erk Kiakendoom's . " ik Morkis.+ Gannar Red Moon's Logan Grimnar Harald Deathwolts
Greal Company  Great Company. - Great Company ~ Great Company ~ Great Company  (prior to becoming ~ Great Company
Creat Wolf) @
The 13th name-
stohe marks Great.. |
Companies lostto |
|

i S Al EAMBEMBIS’ ki Drigongaza's fRagnar Blackmane’s Sven Bloodigwls Aﬁlrlfnmh}oul‘\ Leman Russ and
Great Company © Great Company  Greot Company . Great Company  Greal Company reat Company - the Emperor.
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The Great Company
of Logan Grimnar is
fanatically loyal to their
charismatic and cunning
leader. Each warrior

is extremely proud of
his link to the supreme
lord of the Chapter, and
canstantly vies with his
peers for the Old Wolf's
favour. Logan Grimnar
firmly believes that a
battle can he carrig

SANTOM 40 ANVIWO)

B!
place at the right time,
and hence competition
for a place in his Wolf
Guard is extremely
tough. After all, what

ould not
fior the glory
alunwd- the

WOLF GUARD
TERMINATOR
Tom Wmsh)ns m a member

modN woul ci le n Jots of
action sa | painted on plenty of

scuffs and bartie damage
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RACNAR

BEACKMANE’S COMPAN

b . e " 2

The Great Company of Ragnar
Blackmane is second only to
Logan Grimnar’s, hoasting

2 W
and led by perhaps the most
talented Wolf Lord of all.
Though Blackmane is sl
son

has yet ta eam the wisdom
Grimnar, his sheer ferocity
is legend. It is usually Ragnar
who wins the yearly duelling
contests that are fought between
Lords atop the e
point of the Fang. Ragnar
Blackmane's Great Company
frequently has the honour of
leading the Space Wolves'
vasions, and rightly
arale at which
Ragnar and his warriors excel
~ his packs are the undisputed
masters of the Drop Pod assaults
known as the Claws of Russ.
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SAGA OF HARALD DEATHWOLF

Inspired by the new Wolf Lord on Thunderwolf, Phil Kelly has uncovered fragments
of the heroic saga of one of the lesser-known leaders of the Space Wolves, Harald
Deathwolf, and explains how he uses him in games.

Harald Deathwolf has
taken the symbol of

the Ravening Jaw. The
Ravening Jaw symbolises
the Wolftime, the end of
when Morkai
sun and

t will shroud

will eat t
eternal nij
the stars.

Harald himself rides
to battle upan the great
grey wol, Icetoath. Itis
said that Harald's
are so sharp he can smell
the fear of his prey from
several leagues distance.
His Greal Company goes
to war accompanied by
a host of lupine beasts,
be they flesh and blood,
cybernetic construct or
even the spirits of loyal
companians.
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TOOTH

ned on high

rs of the traitor’s frost axe

an Grimnar tasked Harald
Deathwolf with the execution of the noted
traitor Svane Vulibad, a rogue Wolf Lord
who had become so disillusioned with the
grinding workings of the Imperium that

he had turned to Chaos. Deathwolf and
his company uncovered Vultbad in the
star system of Cliedes, eventually tracking

his elusive quarry to the storm-wracked
moon of Gallimius. Deathwolf rode his
Thunderwaoli through the planet’s ferrite

dust storms at the head of a small strike
force of Wolf Scouts. The vis
bad that Deathwolf had to track his quarry
purely by scent, but he later claimed the

stink of r;
strong it w

ty was so

nd treachery was so

Wk sw
child's f
ks of stalking, the hunting
party cornered Vulfbad atop a dust-crov
mountain just as he was about to comple

a summoning ritual that would have seen
Vulfbad’s armies thronged with Daemons.
fought like a madman

lies had been slain, badly

1 Harald's Thunc ilf in the

but he was ultimately outmatched.
d brought his axe round to deliver
the deathblow g struck

led all that
remained of Vulibad was his frost . a
shard of which now juts from the cybernetic
jaw of Harald's Thunderwolf. The beast has
been named Icetooth ever since.

lay to follow

ed
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SPA(E WOLVES

BANE OF
GREENSKIN FOES§
Ia the wadna of kensus.

Deathwolf did

Only halting his bl
there was no Ork
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hot flesh of man
1 the plight of his kin
He smote the beasts in 1 single night

In 892.M41 Harald Deathwolf - in his
fierce champion of the Tide
heard tell of a migration
hed his old

The Tide Hounds

omes and huntin
ation was too large, the Ice Trolls too
sus. On the verge of berserk rage,
Deathwolf made an unsanctioned return
his mortal roots during the middle of the

trophy to this day

un to devour the

THE WOLVES OF HE
m,:m Kraken's Egg hatched
sts of the Sea of Surs spilled out
Hmld.\%]\cs.smeh il i the air
In the Halls of Russ battle was joined.

LWINT

In early M399.M41, the 50-foot long,
leath “Kraken's Egg’ that sat
in the Trophy Hall of the Fang
split open i
of tentacled weapon-beasts. It was Harald
Deathwolf's Fenrisian Wolves that smelt
their acrid stench first, and their howling
was such that the Wolf Lord himself went to
investigate. Together with Canis Wolfborn
and a warband of Battle-Brothers he had
gathered on his way to the Trophy Hall,
Harald took his wolves into the slime-
slicked galleries and messily butchered the
foul things one aiter another. It was a hard-
fought victory, however, and none of the
combatants escaped without the circular
scars of the kraken-spawns’ tentacles
somewhere upon their body

skinne
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G (HARACTER
The Space Wolves positively ooze
personality. Just look at the Wolf Lord
e warrior barb.
ith a brawler’s nose and a mousta,
t would make a walrus jealous. Models
aracterful as this one simply demand
aname and a backstory, or as the Space
Wolves would call it, a s:
agas are a great way to ascribe
aracter to your heroes over and above
wargear he carries into battle. Not
y do they give you a flavourful rules
enefit, they even give your leader a
special mission. The Saga of the Wolfkin,
for instance (an obvious choice for our
farald) gives all Fenrisian Wolves in
me army Initiative 5 and Leadership
h it is his duty to see that some of
them survive.

Of course, it's entirely up to you how
you make these models your own, what
names you give them, and what mighty
deeds you attribute to them. You'll find you
t out Of your games
of mental effc

g Y R e P

SINTOM 40 ANVIWOD ¥V

lerwolf is a
et some serious

Lord on a Thu
true ng machine. You
stat boosts fror hairy steed (+1 to

y that's
your Wolf Lord
arly if you want him

d (u-u
into the fight nice and
nd your opponent v
thing he can to stop that
m happening. Because of this I've always
urrounded my Wolf Lord with Fenrisian
Wolves as ablative armour. Sometimes |
accompany the boss with a small posse
of Thunderwolf Cavalry as well, a couple
of whom carry storm shields so they have
a good chance of surviving any anti-tank

e pointed t Once the Wolf Lord
gets into the fray he can lay about himself
with no less than seven Strength 6 frost axe
attacks that always hit on a 3+ because of
his wolftooth necklace, and his Toughness 5
and 3+ nerable save give » him serious
defensive clout. | must say | love the idea
of a double-hard pack of lupine war-beasts
hammering down the flank while the rest
of my army suppresses the foe long enough
for the party to start!

the clincher. You ne
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SPACE WOLVES

The Space Wolves range boasts an expansive selection of multi-part plastic kits and
Citadel Finecast miniatures that are available to buy now in store and from the
website. If you seek to earn your own saga, consider the recommendations below.
CODEX: SPACE WOLVES

The essentia 1l guide to the Sons
i e

is the ide:
ny Space Wolves collector. The
> Codex includes a full
army list and bestiary section
for each unit entry, as well as
details of the special characters,
i les and
equipment utilised by the Space
Wolves when they take to war

49900,

WARHAMMER
]

CANIS WOLFBORN
» set includes the mighty Canis Walfborn
al Wolf € who allows
Fenrisian Walves to be taken as Troops choices

Canis is af

et st puspases ol Procct conects mty vy, Prodcts sokd uopited and s
o, e s e P e e 5 s



SPACE WOLVES PACK
The Space Wolves Pack multi-
gihice wouves part plastic box set forms the
um.r;\us ; mainstay of any Space Wolves

wolves

4 OF L08SS army, allowing you to build
EseACuLLS squads of 10 Blood Claws, Grey
Hunters, or even Wolf Guard,
ariety
ant weapon options.

o 06
e wouve

SPACE WOLVES
WOLF GUARD TERMINATORS

This multi-part plastic kit enables you
to make five elite Wolf ¢
Terminator armour. If you i
Grimnar, you can take them as T roops.

STORMCALLER
most senior of the
Walves” er ic order
une Priests, Njal Stormcaller
Is his enemies with bolts of
ing and freezing blizards
This resin miniature depicts Njal
ler wearim, tof

¢ armour.

LOGAN GRIMNAR

The Chapter Master of the Space Wolves,

FORTHE FULL SPACE WOLVES RANGE VISIT THE WEBSITE:

o oy ey o Pl COTLCH 8 R G,
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PAINTING
WORKSHOP

FLNARRE T

THUN DERWOLF (AVALRY

LISTEN WHILE
YOV PAINT

Whilst you're busy
painting your Space
Wolves, why not immerse
yourselves even more in
the 415t Millennium wi
a Black Library audio
drama. Thunder from
Fenris is an apt choice, an
exciting Space Wolf audio
drama by Black Library
’ ck K

download from:

AR
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Steve Bowerman returns to bring his formidable painting skills

to bear on the new Thunderwolf

, painting three mighty

Wolf Guard riding their monstrous mounts.

Steve: sight of a power-armoured Space
Marine riding a fearsome wolf into battle
is an extraordinary one. No wonder they
have never been officially documented
by outsiders, and remain little more than
a hushed rumour to all but those within
the Space Wolves Chapter. Such a great
concept and plastic kit deserve your full
attention when it comes to preparing them
for the battlefield

As tempting as it is to fully assemble
d glue together each model before

painting, I'd highly recommend keeping the

rider and mount as separate sub-assemblies
for now. Simply build your Thunderwolf
and then add the corresponding rider

legs, temporarily sticking them down with
adhesive putty. You can then assemble the
rest of the rider using the torso and arm
options in any combination you like. |
placed the riders so they interacted with
their mounts as much as possible. A few of
the left arm options allow you to have the
rider grip the beast’s fur. A small peg on the
top of the ball joint on the waist is there to

guide the positioning of the torso, allowing
you to get the correct angle and turn the
Wolf Guard place so he’s griping the fur.
Alternatively, you can snip off the peg to
get maximum use of the ball joint and
place the torso in a more extreme angle if
you wish. Although you can potentially get
some dramatic positioning doing this, I'd
sound a note of caution as you don’t want
your Space Wolf to look like he's about to
fall off of his mount! When | was happy
with the assembly, | removed the rider and
temporarily stuck him onto a flying base,
so | could easily hold the model while
painting. The reason we're keeping rider
and mount apart for now is that both use
very different styles. The Thunderwolves
themselves are painted up with lots of

the paintbrush pick
up alld that textured detail on the fur, while
the rider requires much smoother effects

~ largely layering and edge highlighting.
Once you've mastered these techniques
they can then be replicated across the rest
of your Space Wolves collection.

% Y



POWER ARMOVR

for the Wolf Guard's power armour, I've simply
used the technique that we normally use to paint
power armour — a solid basecoat followed by

sh into the recesses and a couple of edge

ht. The shoulder pad colours follow a

few heraldic rules as described in Codex: Space
Wolves. The le d was painted yellow, to
denote Wolf Guard markings and | painted the
right red. These techniques can all be applied to
the rest of your Space Wolves with ease, whether
batch painting or painting individual models.

POWER ARMOVR

PAINTING WORKSHOP: THUNDERWOLF CAVALRY 63




LF FUR AND PELT!

olves are not pack creatures,
sut hulking monsters that each carve out
vn territory. As such | wanted each
to look individual and so painted it a
nt colour. You can, of course, do the
r simply choose one of the methods
your Thunderwolves, or even

» schemes. The choice is yours.
What's more, these fur tones can be

vy other hairy creatures in
tion. Most obviously for Space

collectors are the Fenrisian

s, but et the wolf

selts and fur ornaments that often
es. W

v
hniques below all
between the
parts of the hody
isable with the
 tail and
The bionics on
icked out using
same techniques for gold and silver
detailed on the following page
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FINISHING DETAILS

GOLD DETAILING

SILVER METALLICS

FACES AND SKIN

@@@@

PACK MARKINGS
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APPLYING ICONS WITH TRANSFERS

The Space Wolves transfer sheet has a multitude of icons.
You can use these in their whole form, or combine them
with a bit of frechand (paint can be readily applied over
transfers) to create even more Space Wolf symbols,
including the Great Company icons not already on the

1 wanted my Thunderwolves to be part of Harald
Deathwolf’s Great Company, which is why | painted the
left shoulder pad red.

PAINTING WORKSHOP: THUNDERWOLF CAVALRY 67

ke Boee S crll e Sitaes s SRR T v



Jervis Johnson,
dashing gentleman
explorer, has spent
the past year jetting
around the world

to various Games
Days and talking to
you lot. Here’s what
you've been wanting
to know!

was lucky enough to attend three Games
Days last year - UK Games Day in
Birmingham, Spanish Games Day in

Madrid, and Italian Games Day in Modena

and | always enjoy going to Games Day
The main reason | enjoy it so much, is that
there is nothing quite like going to a C

our hobby is re;
reconnects

Day to remind me wh.
all about. It grounds
me to my hobby roots.

The other thing | love about atten
Games Days is that while we all come frc
incredibly diverse cultures, the hobbyists
I meet are enthusiastic about th
th same passions. This
means we can quickly establish a rapport
vd can chat away about our habby

And this finally leads to the theme for
this month’s Standard Bearer, which is that
I've found that no matter where | go, or
how many Games Days | attend, | ofte
asked very similar questions. | thought it
would be worthwhile using Standard Bearer
to showcase the more common questions
I'm asked, and give my answers. After all
| can only speak to a few dozen people at
every show, and there mus
of you wondering the same thi

vd share

be many more
gs.

Q. What are you working on?
A. This is probably the most common
question I'm asked, and also the most
son for this is that
things that won't
ses — sometimes a year
or more in the future. Over that time the
he project are likely to change
and | usually don’t know for sure exactly
when it will be coming out anyway. So,
rather than build up false expectations
about what we're working on and when
will be coming out, 1 usually say somethin;
along the lines of ‘Oh, I'm workin,
on a number of really exciting

fetails of

check the pages of White

projects
Dwarf and out e to find ou
ut them closer to the time they
released.” It's a bit of a cop-out, | know

but bitter experience has taught me that it's
much better than saying something is going
10 happen and later having to explain why

webs|

it didn’t

Q. When will there be a new book for
my army?

A. And this is probably the second most
common question | get asked. Once
again, it’s ficult question to answer
specifica easons I've just
discussed. However, in this case | ¢
reassure the questioner that yes, there will
be new models and suppor I for
their army - | just can't say when. We're
committed to supporting all of the armies
that are currently available for our games,
and although there ca arge
ween releases, this is only because
o make sure that when the

es come out they are as splendid as it
is possible to make them. This means tha

if you have a favourite army, and it hasn't
models for a while, you can
we're working away behind
the scenes, trying out ideas and coming up
with new concepts. Sometimes this process
takes a few months, and sometimes it can
#o on for years. Once we're happy th
everything is pe the project will
agreen
suitable fanfare.

sometimes

In-n-mm\ tha

Q. What is your favourite army?
is is always a difficult question
to answer, because as a designer
relationship with an army is very differ
to that of a player, Over the years I've

worked on just about every army we make
and in every case, w | was working or
my, it was my favourite. To be honest
1 of the creative people | work with are
the s: o be able to fal
love with whatever it is we're working on,

as othenwise we simply wouldn't be able to
produce material that is of suificiently high
quality for Games Warkshop 1o bring out.

So right at the moment my favourite army is
the Ogres, while Mat Ward is very fond of

the Necrons. In a few months, fickle cc
that we are, our affections will have been
transferred lo a new army

the

we ha in

ne way

Q. How do 1 get to be a games de
and work at the Studio?

A. Well, first of all you shoul
on the pages of White Dwarf or our website
for the Studio jobs

ner

keep an eye

sionally come
2n you need to
bborn and
work with

but

occ

up, and apply for them, T
be

nted, work hard, be st
icky! All of the people |
1 the Studio are incredibly talented




ill all tell you that sheer talent is
simply not enough. First of al need to
work hard to practice your skills, and be
to keep on working hard to improve
I've been told that learning a ne:
s 10% ability and 90% practice, and
seem around about right to me. As a
games designer, you will need to be able
play all of our games,
of them, and be able t ativ
too. In addition to the ability to actually
do the job, however, you will also need

ey

you

rite rules for all

write ¢

y

Q. How do you playtest the rules?

A. The process is quite simple really.
When a new set of rules or a new 3
list is written, the first playtest games
all be done by the Games Development
team. These early tests are mainly about
making sure that the rules ‘feel” right
other words, that they emulate the ga
background well, and bring the a
life on the tabletop. Once we're hag
with this aspect of the rules, we call in a
group of players knows as our ‘external

¢€¢The thing I love about attending Games Days is that
while we all come from diverse cultures, hobbyists
are enthusiastic about the same things. 99

stubbornly pursue it, come hell or high
And lastly, you need 1o be lucky:

ften, getting a job in the Studio
smes down to being in the right place at
e right time. | know that's why I'm here!

Q. How do you decide what t
A. As I've alread
ng out new models ar

mer e plan to
ipdated army
s, However, we
don't have a strict schedule that decides
at order we do things in. We've found
t's far more important to wait until
is an enthusiastic group of design
ho really want to work on a project and
have some great ideas about what we could
do. So, while we might put out the word
we did something f

oks for all of our arm

we have a really good set of ideas. Until
en, we'll just keep on brainstorming ideas
il inspiration strikes!

playtesters’. These are experienced players
d veterans of the tournament
t, and they help us make sure that
iles are as loophole free as we car
make them, and that the points in any army
- correct. Meanwhile the ga
wvelopers carry on testing the rules,
making corrections as needed based on the
games being playe ack we
receive. The process I, ywhere from
three months to well over depending
on the complexity of the project

many harden

ith that | will k ther

An ve you for an
menth. As ever, please write f you
have any thoughts or questions about
Standard Bearer. Even better, come over

and talk to me in person at one of our
Games Days. There really is nothing | like
better than ¢ 3 the hobby, and you'll
be helping me rge my hobby batteries
at the same tim:

ec

Write to Jervis at

Jervis Johnson

G

Willow Road
Nottingham
NG7 2WS
United Kingdom

STANDARD BEARER
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STRATEGY BATTLE GAME

AMBUSH AT AMON SUL

Having evaded the pursuing Nazgil at Bree, Aragorn and the four intrepid Hobbits
seek refuge amid the ruins of Weathertop. Andy Hall and Tom Hutchings j
story to refight the action as the Ringwraiths launch their ambush by moonlight.

te the r 1 te
[ORDIHRINGS
FREE PEOPLES

k at Weath
extract shown opposite
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Ina desperate bid to reach Rivendell, Aragorn leads Frode, Sam, Merry and Pippin into the barren wilderness. They are
pursued by those who hunt the ring - the dreaded Ringwraiths. On the ancient hill known as Weathertop, the Hobbits are

attacked by four Ringwraiths and the Witch King himseif.

Aragorn, accompanied by Frodo, Sam, Merry and Pippin, has
decided to make camp here for the night, so as to have a
better view of their surroundings. As darkness closes in, the
tompany make a fire to fight off the chill. Whilst Aragorn
searches the slopes for more firewood, the enemy has spotted
the campfire and approaches the makeshift camp unseen.

The battle that follows is as much a battle of wills as of blades
- can Frodo and his companions withstand the might of five
dreaded Nazg@l?

PARTICIPANTS - GOOD

This scenario features Aragorn - Strider, Frodo Baggins,
Samwise Gamgee, Meriadoc Brandybuck and Peregrin Took,
all found in the Fellowship army list.

PARTICIPANTS - EVIL

©n the Evil side there are four unnamed Ringwraiths and
the Witch-king, all from the Mordor army list (Mordor
sourcebook) with the minimum amounts of Might,
Fate. All the Ringwraiths are on foot, having left their mounts
at the foot of the hill some distance away.

LAYOUT
The game is played on a 48"/112cm x 48"/112cm table. The
summit of Weathertop is represented by a raised circular
plateau whose top is approximately 12"/28cm in diameter.
The edge of this plateau is demarcated by ruined foundations
forming a broken circle around the top of the

The ruins comprise a mix of apen ground, walls low enough
to jump over, and higher walls that are impassable. This lies

in the centre of the playing area. The area around represents
the lower slopes of the hill - but to be practical, a flat table
surface will do fine. In the centre of the ruined circle is a camp
fire. This can be represented in any convenient way - a piece
of cotton wool will serve for fire smoke.

STARTING POSITIONS

The Good side starts off with the Hobbits within the ruined
dircle, Aragorn must be placed within 6*/14cm of the
northern board edge. Once the Good side has set up, the Evil
side sets up at least 18*/42cm away from the Ruins as shown
on the map.

INITIAL PRIORITY
The Good player has priority in the first turn, but note, they
cannot act until they spot the enemy (see Special Rules).

OBJECTIVES

The Evil side wins if they can kill Frodo or there are no Good
maodels in the Ruins at the start of any turn. The Good side
wins if there are no Evil models within the Ruins at the

start of any turn once five turns have passed. If there are no
models at all in the circle at the start of any turn after five
turns, and assuming that Frodo still lives, the game finishes
and the result is a draw.

SPECIAL RULES

Spotting the Shadows. The Good side cannot act until they
have sensed the presence of the approaching enemy. This

is established by rolling a dice at the start of each turn. On
the roll of a 1, 2 or 3 the Evil models have not been detected
and the Good side may do nothing that turn - the Evil side
can move as normal. On the roll of a 4, 5 or 6 the Good side
has realised what is happening and both sides can act. Once
both sides are active, roll for priority as normal. Although the
Good side will probably detect the enemy long beforehand,
they will automatically do so if there are enemy models
within 6"/14cm of the circle’s edge at the start of any turn or
if the Evil side has already attempted to shoot or use magical
powers in the previous turn.

The Force of Good. Amon Sil was once a great fortress of
good. Any Evil model in the circle at the start of its move must
test its Courage in the same way as if it were broken.

The Campfire. No model may pass through the fire. Any Good
model that is next to the fire can take a flaming brand - this
takes half of the model’s move. A brand counts as a hand
weapon - such as a sword or club. The player must indicate
to his opponent which models have brands — mark it on your
record sheet to help you remember. If a model with a brand
wins a combat but does not slay his enemy, he can force the
foe to retreat by a further full move. As the model will have
already been beaten back 1°/2cm as a result of the combat,
this will place the model out of charge reach in the next turn.
The Goed player may choose net to use the brand.

48712
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Ringeaiths deploy 18°42cm from the Fuins
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THEY ARE COMING...

ndy kicked off proceedings by
setting up the Hobbits surrounding
the campfire and deploying Aragom
to the north of the ruined watchtower. Tom
responded by placing the Witch-king and
three other Ringwraiths in a semi-circle to
the south. But he positioned one Ringwraith
in the north-east, preparing to engage
Aragorn with magic as soon as possible
ndy began the game by rolling to
see if Aragorn or the Habbits had spotted
the approaching Nazgdl. Passing his roll
with a 4, Andy immediately sent Aragorn
racing southwards as the Hobbits snatched
up flaming brands from the campfire
Tom's Nazgill advanced on the ruined
watchtower, but his Ringwraith in the north
cast Sap Will on Aragom, though the son of
Arathorn resisted the magical attack
Tom won priority in Turn 2, but he
failed in his attempt to cast Sap Will this
time round as his five Nazgdl continued 1o
close on the Hobbits in the centre. Andy
wasted no time moving Aragorn further
south, but could do little else this turn.
Having regained priority, Aragorn
nally reached the outer ruins of the
watchtower and clambered onto the higher
ground, much to the relief of the Hobbits.
A frustrated Tom had to make three more

A SHOT IN THE DARK

Andy's decision to throw stones at the approaching
Ringwraiths with his Hobbits seemed a little ambilious
atfirst - even though the plucky young Hobbits would
rength 1 attack would
require a 6 followed by another 6 1o overcome their
enormous Defence value of 8. Hitting the Witch

only need a 3+ to hit them, the S

attempits to successiully cast Sap Will on
Aragorn with his Ringwraiths as they closed
to within 12%, though this too was resisted.
But the breakthrough came when the
Witch-king and Tom’s remaining Nazgal
permanently reduced Aragorn’s Courage
by 1 point apiece with Drain Courage. In
doing so, Tom cunningly sought to hamper
Aragorn’s ch. ng a Terror test to
charge his Ringwraiths.

In Turn 4, Evil regained the priority,
though Tom passed the Courage tests
required for his models standing within
the watchtower’s sacred ground. The
Ringwraiths continued their magical
assaults, reducing Aragorn’s Courage to
a paltry 1 with a series of spells as they
advanced on the hapless Hobbits. Andy
could do little in respanse, failing his Terror
test with Aragorn and stooping for stones
with his Hobbits in a desperate bid to drive
off Tom's Ringwraiths. It may have seemed
a touch overambitious at first, but Andy’s
fortunes were about to change dramatically
in the Shoot phase... (see below)

Reeling from the loss of such a crucial
Hero last turn, Tom won priority anc
resolved to make the most of the situation.
His Ringwraiths cast Compel on Sam to
dr

es of pass

e him back before drawing Froda into

king by throwing a stone!

with the stane thrown by Sam, Andy rolled a 5 to
wound. Feeling lucky, Andy used Sam'’s only Might point,
meaning he would also only need a 5+ on his second
roll. Moments later the dice clattered down, scemingly
in slow motion, to reveal a 5 - Sam had slain the Witch-

TURNS I-8

Magical Powers

Pawerful Heroes such as
Aragorn are formidable
opponents to face in
battle, but Ringwraiths
have access to a selection
of magical powers w
which to confound
them. Spells of a more
subtle nature, su:h as
Dr. 1

of
overlooked, but in :ln-
right circumstances, can
still win you the game.
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TEGY BAT

STUCK ON THE SIDELINES
t'ul |hcdulnmalm spell, Drain Courage, on
t this point in the
¢ the Nazgils’

, Tom had
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BACK TO THE SHADOW!rugrns s

NEWFOUND COURAGE

Andy co

many of their opportuni

| test (though

Andy: The Lord of the
Rings play
experienced than |
have noted that this
scenario is especially
hard to win as the
Good player. And for
the first half of the
game | simply couldn’t
see how | was going
to claim victory. After all, Tom had done an
especially good job of magically attacking
Aragorn to the point where his Courage was
all but spent and | needed to roll a 10 or
more to get him to charge the Ringwraiths

But while Strider was paralysed, the
Hobbits stepped up. With burning brands in
hand, they went fearlessly into combat and
won every single Fight they were involve
with. Finally, Strider, no doubt encouraged
and/or shamed by the Hobbits’ redoubtable
performance, joined the fray and five of the
Nine were despatched. The thing | learnec
here is Hobbits are actually quite plucky i
a Fight, especially when used in pairs.

And, of course, let's not forget Sam
taking out the Witch-king with a well flung
stone ~ that certainly drew a few harsh
words from Tom in the Dark Tongue!

s more

ued to win priority, and with no Might
points to call heroic actions, the Ringwraiths were losing
es to cast spells. To make
matters worse, in Turn 9, Aragorn finally passed a Terror
cost him 3 Might points to do so!) and
charged a Ringwraith. After some deft swordplay, he

Ringwraiths remainin

one Ringwr:

Tom: Bah! My fiendish
masterplan has been
undone! To be fair, |
thought the first half of
the game went pretty
well, despite failing

to cast a few of my
earlier spells. Reducing
Aragorn’s Cours
proved 1o be highly
effective, neutralising him out of much of
the game.

The turning point of the game was
without doubt the moment that Sam felled
the Witch-king with a stone. A stone!
Such an i nious defeat for Sauron’s
mightiest servant. All the more gallin
that he still had eight Will points rema
and | had been keeping him back to
SUppOrt my mha er Ringwraiths with spells
once the fi 5

As soon as my Ri
combat with the Hobbits, everything
seemed to go drastically downhill. I lost
all six of their fights over the course of two
turns, despite having the higher Fight value
in each combat. In fact, during the one
combat | did win against Pippin later on, |
failed to wound the little blighter.

was

ning

struck his opponent down, leaving Tom with only two

Tom’s doom was sealed in the last few turns, with
Pippin fighting and draining the last Will point
h, before Aragorn once more found his
courage, charging and slaying the last of their number.

rom

The Rematch
Having thoroughly
enjoyed playing the
scenario, Andy and Tom
decided to swap sides
and have another go.

the first game, would the
rematch go differently?
Apparently not. In
fact, Andy’s inability to
successfully cast
ant spells with the
| and thus hamper
Aragorn's deadly combat
potential saw the game
ded by Turn 6! Tom
even managed to call
a heroic combat
Aragorn to banish two
Ringwraiths in the same
turn, though it cost him
all his Might points to do
so. Ultimately, it seemed
that fortune smiled on
the Ringhearer once
gain as Sauran's greatest
servants were defeate
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Refight the Attack at Weathertop
If you want to refight the battle report at home and see whether you can do any

better than Andy and Tom, the following Citadel Finecast box sets contain all the
miniatures you'll need.

Fellowship of the Ring
The Fellowship of the Rin
heroes of the Free Peoy
destroy the One Ri

are the nine brave
s that set forth to
Ring, comprised of some of the

mpions of each race and available
n this Citadel Finecast resin box set

Citadel Finecast resin.

FOR THE FULL THE LORD OF THE RINGS RANGE VISIT OUR WEBSITE:

WIWW.GAMES-WORKSHOP.COM
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In this month’s penultimate instalment of the Warhammer Civil War Expansion we
take a look at Elves in their many forms, as well as the chivalrous Brelonmans We

start though, with the Scions of the Dark Guds = Daemons‘ - o | L N Y3 i 7
- -

k Mountai wn into the
ed
ourse, daemons do not h
poly on internecine war. Hi:
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Roll once on this table if you are fighting a Civil War between two Daemons of Chaos armies.

S

Chaos Enervated: The tides of Chaos ebb, leaving the Daemons weakened. All Daemonic Aura ward saves
are reduced by 1.

The Hidden Library: Within this section of the Impossible Fortress even the air is thick with sorcerous
knowledge. When setting up the terrain, use D3 Arcane Ruins and D3 Wizard's Towers in addition to the
other terrain you normally deploy. Finally, all Wizards are Loremasters of their chosen spell lore.

The Plains of Blood: This battle is fought deep in Khome's domain. When setting up the terrain for the battle,
set up D3 Towers of Blood in addition to the other terrain you normally deploy. For the duration of this battle,
any Wizard who rolls any double as part of their casting roll suffers a miscast. Furthermore, any Wizard who
suffers a miscast loses D3 magic levels and gains both the Hatred and Frenzy special rule:

The Carnival of Excess Begins: Slaanesh has decreed this day to be a glorious celebration of his magnificence
All Keepers of Secrets, Heralds of Slaanesh, Daemonettes, Seekers and Fiends have +2 Movement.

2 the mortal world, propelling him and his minions

Let Pestilence Bloom! Father Nurgle’s plagues are ravag
Plaguebearers, Nurglings and Beasts of

to ever preater power. All Great Unclean Ones, Heralds of Nury
Nurgle have +1 Toughness
Ang

on th

nt Enmity: The two sides have harboured numerous grudges against each other for millennia. Roll twice
s table, re-rolling any further ralls of 7 or any duplicate rolls.

Skulls for the Skull Throne! Khorne has risen to supremacy. All Bloodthirsters, Heralds of Khorne
Bloodletters, Bloodcrushers and Daemon Princes with the Mark of Khorne have +1 Attac

All Hail the Changer of Ways! Several of Tzeentch's plans have come to fruition at once. All Lords of Change,
Heralds of Tzeentch, Pink Horrors, Screamers and Flamers have +1 ward save.

Deep in the Garden of Nurgle: This battle takes place amidst the festering forests surrounding Nurgle’s manse.
When setting up the terrain for the battle, set up D3 pieces of forest terrain and D3 swamps in addition to

the other terrain you normally deploy. All forests (not just the extra ones) use the rules for Venom Thickets.

All swamps are dangerous terrain for all models. Whenever a model is removed through a failed dangerous
terrain test, roll a D6 — on a score of 4 or more, the daemonic flora within the terrain feature attacks all units
at least partially within the terrain feature, inflicting 2D6 Strength 4 hits on each

The Circles of Seduction: The fight has spilled over into Slaanesh’s domain, and the Dark Prince is quick to
empower any combatant if it increases his chances of ensnaring them. Any character can re-roll a single D6
per phase, but keep a tally of how many re-rolls each character has made in total. At the end of every turn,
nominate each character that has claimed at least 3 re-rolls and roll Db equal to the number of re-rolls that
character has made. If the result contains three or more 6s, Slaanesh whisks the character away to his palace
~ remove the model as a casualty. Roll for every applicable model before continuing to the next turn,

A Realm in Flux: The chaotic landscape never stays the same way for long. Roll again on this table, re-rolling
any further results of 12. Ignore any additional terrain placement given in the result, but the remaining rules
are used for the first game turn. At the start of the next game turn, roll again on this table, re-rolling results of
12 - terrain placement instructions aside, these rules are used for the rest of this game turn (they replace any
rules previously generated from this table). Follow this procedure at the start of each new game turn
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| 2 The Dragons Awake: The caverns deep

Roll ance on this table if you are fighting a Civil War between two High Eif armies

n the Dragon Spine Mountains blaze with unnatur . Dragons.
now wake with hearts full of fury, to fulfil pacts made in ages past. All Dragons add D3 to all thelr statistics
(to a maximum of 10, roll for each statistic separately) for the duration of this game,

3 The Rise of Nobility: Political intrigue and treachery are an art form in the courts of Ulthuan, but rarely does
such manipulation spread to open warfare. When it does, there is a chance to settle grudges and display
prowess. Any Lord or Hero (including it's mount) who slays an enemy Lord or Hero scores an additional 100
victory points for his side.

4 The Glittering Host: Regiments of Spearmen, Sea Guard or Archers that are destrayed or flee the table will
return at full strength (minus any magic banners and characters that had joined them) as reinforcements next
turn. They may enter play during the Remaining Moves sub-phase of their controlling player’s turn, entering
the battlefield from anywhere on their own table edge.

5 The Lion’s Roar: Chrace has raised its banners to the cause, using hidden pathways to reach the battlefield
ahead of their foes. Regiments of White Lions and White Lion Chariots gain the Vanguard special Rule.

! This insult cannot be

6 Traitors: The enemy are Dark Elves, masquerading as your own kin you're sure of
borne. Slay them all. All High EIf madels gain the Frenzy special rule.

7 Ancient Enmity: The two sides have harboured numerous grudges against each other for centuries. Roll twice
on this table, re-rolling any further rolls of 7 or any duplicate rolls.

8 The Fires of Asuryan. The phoenix, symbol of Asuryan, casts its ruddy fire glow upon the battlefield. All
Flaming Attacks add +2 to their Strength value, as do the Phoenix Guard.

9 Arcane Aid: The Sapheric hosts have joined the war, lending their magical prowess to the battlefield. All
Wizards an the battlefield increase their level by 2 (hoth in terms of the number of spells they know, and
the bonus to casting and dispel attempts). Whenever a miscast is rolled, roll twice - your opponent chooses
which result applies.

10 Immortal Intrigue: Now is the chance to right wrongs and settle grudges that have simmered and festered for
an age. Any challenge that is issued may not be refused — the challenger may even declare a specific enemy
model who must answer it.

11 Magic of the Annulii: The magical power that swirls around the Annulii Mountains has made the monsters
and magical beasts of Ulthuan even more formidable than usual. All mounts and monsters in the force are
swollen with magical power. Increase their Weapon Skill, Strength and Attacks by 1 each. Furthermore,
improve their ward save by +1.

12 The Legacy of Aenarion: The time of legends has come, and heroes on the battlefield have taken on the
visage and aspect of Aenarion. There is no doubt the gods of Ulthuan are watching whatever transpires here,
the victors will be blessed; the losers cursed for generations. Each player secretly notes one of their Lords or
Heroes. That model has become imbued with the spirit of Aenarion. The chosen model receives +3 1o his
Weapon Skill, Ballistic Skill, Strength, Toughness, Wounds, Initiative and Attacks for the duration of the battle
{to a maximum of 10). However, he must pass a Leadership at the start of each of his turns or automatically
succumb to the curse of Aenarion and die.
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Rall once on this table if

e

w

-
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ou are fighting a Civil War between two armies of Dark Elves.

Master of Paisons: A third party has convinced both sides that their poisons will give them the edge needed
to triumph. All weapons (close combat, shooting sical) have the Poisaned special rule

nd m3

Beastmaster’s Pride: The two sides have both been hoasting that their beastmasters have the most fearsome
creatures in all of Naggaroth. All Dark Pegasi, War Hydras, Manticore and Black Dragons in both armies have
+1 Strength and +1 Toughness. In addition, both sides score double the normal number of victory points for
any of these units in the opposing army that are destroyed or have fled the table. If taken as a mount, it is only
the creature’s victory points that are doubled, not its ride

Blood Frenzy: Both sides have captured enemy scouts and fed them to their Cold Ones. All Cold Ones in

both armies lose the Stupidity rule for this battle and gain the Frenzy special rule.

Harpy Spyre: The battle is being fought in the hunting grounds of a Harpy nest and they are circling above
waiting for the right moment to strike. At the end of each phase, roll a D6 for each unit that has suffered 5 or
more casualties in that phase. The unit suffers a number of Strength 3 hits equal to the D6 result

The Black Forest: The battle is taking place in the blood-soaked Black Forest. When setting up the terrain for
the battle, set up D3 pieces of forest terrain in addition to the other terrain you normally deploy. All forests
{not just the extra ones) use the rules for Blood Forests.

Ancient Enmity: The two sides have harboured numerous grudges ag
on this table, re-rolling any further rolls of 7 or any duplicate rolls

zainst each other for centuries. Roll twice
Assassination: Both sides have baited the other into open conflict in the hope of assassinating their opposing
neral. Both sides must add a Dark EIf Assassin to their army list (with equipment and gifts up to the normal
limit). This extra Assassin costs no points and awards no victory points. A side automatically wins if their
assassin kills the opposing side’s General. Should the two Assassins perform this task in the same phase then
the game is a draw.

Altar of Khaine: Place a piece of terrain in the centre of the battlefield to represent the Altar of Khaine. All
units within 6" of this terrain piece have the Devastating Charge special rule. In addition any Khainite unit
within 6" of this terrain piece also has the Unbreakable special rule. Finally, the side with a non-fleeing unit
that is closest to the Altar of Khaine at the end of the battle receives 250 bonus victory paints.

All models

For the Glory of Khaine: Both sides’ Disciples of Khaine wish to prove their worth over their rival
with the Khainite special rule from both sides gain the Devastating C| special rule.

The True Power of Darkness: Desperate to wreak carnage, the Sorceresses have chosen a battlefield littered
with arcane ruins, they are prepared to go to any length to win this battle. The Power of Darkness spell adds
D6+1 power dice rather than D3+1. However, if a 1 is rolled the Wizard that cast it immediately suffers a
Wound with no saves of any kind allowed. In addition when setting up the terrain for the battle, set up D3
Wizards Towers and D3 Arcane Ruins in addition to the other terrain you normally deploy.

Blood Feud: Both sides are prepared to win no matter the costs. They have drafted in extra warriors and called
back their scouts from other missions. Units of Dark EIf Warriors, Dark EIf Crosshowmen, Dark Riders or
Harpies that are destroyed or flee the table return at full strength as reinforcements in their next turn. They
may enter play anywhere on their own table edge.
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|
12 In Praise of Loec: Enchantments have been woven that imbue the Wardancer’s skill. All Elves (not Forest
its, mounts or other creatures) have the Shadow Dances of Loec special rule for the duration of the battle.
|
L I

Rolf once on this table if you are fighting a Civil War between two Wood EIf armies

Contest of Archery: This battle has been convened as a competition between the two sides’ most skilled
archers, and enchantments of swiftness have been cast that they might truly show their skill. Each player
twrn has two Shooting phases, rather than one. Only models armed with longbows can shoot in the second
Shooting phase each turn.

The Depths of Winter: This battle occurs during the winter, where the tree spirits of Athel Loren are at their
lowest ebb. All units of Dryads and Tree-kin, as well as Treemen, Treeman Ancients and Branchwraiths are
slumbering at the start of the game, and cannot move, shoot, cast spells or, in fact, do anything at all until

woken. At the start of each of your turns, roll a D6 for each slumbering unit - if the score is equal to or le
than the twrn number, the unit immediately wakes up and acts normally for the rest of the game — otherwis
continues to slumber. A slumbering unit automatically wakes up when it is the target of a shooting attack, the
target of an enemy spell or a charge is successfully completed against it.

War in the Wildwood: This battle is fought in a troubled and twisted part of Athel Loren, where the

Forest Spirits have grown cruel. Units of Dryads and Tree-kin, as well as Treemen, Treeman Ancients and
Branchwraiths cannot benefit from the Hold Your Ground! o Inspiring Presence special rules. In addition, all
forests on the board are automatically Wild Woods - there is no need to roll.

Ferocious Spites: The battle has disturbed several nests of spites, who hungrily descend upon traceries of
magic. Whenever a casting roll contains one or more doubles, both the target unit and the caster's unit suifer
D6 hits resolved at a Strength equal to the double. If more than one double is rolled, use the highest

The Primal Path: This battle has been convened to settle whether Spellweavers from the Court of Orion or the
Court of Ariel should have dominance in council. Randomly choose one player. All Wizards in that player’s
army must use the Lore of Beasts instead of their normal lore. His opponent’s Wizards must all use the Lore of
Life instead of their normal lore.

st each other for centuries. Roll twice

Ancient Enmity: The two sides have harboured numerous grudges a
on this table, re-rolling any further rolls of 7 or any duplicate rolls

Hunter’s Contesl: The two sides have brought their greatest hunters together to determine who is fiercest and
fastest amongst them. All Wild Riders, Glade Riders, Wood EIf Scouts and characters from either the Wild
Rider, Scout or Alter kindreds have +1 Weapon Skill, +1 Ballistic Skill and +1 Movement

Lest the Dead Shall Wake: Wizards on both sides are careful not to use their full sorcery, lest the stray magic
arouses the restless dead entombed nearby. Wizards cannot use boosted spells for the duration of this battle.
Pyre of the Greene King: The two sides are fighting for the honour of carrying Orion’s ashes to Ariel's keeping.
Place a coin-sized marker in the centre of the hoard. At the end of the game, the side with the most models
within 6" of the marker, claims the ashes and wins the battle, regardless of the normal victory conditions.

The Height of Summer: The madness of Orion’s hunt is at its peak, and none can resist its call. All units in
both armies have the Frenzy special rule. Units that already have Frenzy (or subsequently gain it from another
source) gain +2 Attacks instead of +1, and automatically fail any Leadership tests caused by Frenzy.
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A note on Bretonnian Civil Wars:
Before the game begins, but after both armies are deployed the
players must hide a dice under their palm - if they wish to pray
for the Blessing of the Lady, the dice must show a 6. If they do
not wish ta pray, it must show a 1. The dice are then revealed.
Ii bath players wish to pray, they both get the Blessing and then
the game continues as normal (roll to see who goes first). If
both players do not wish to pray, neither army gets the Blessing
and then the game continues as normal (roll to see who goe
first). If one of them wishes to pray and the other does not, the
praying army gets the Blessing and the other does not get the
Blessing, but gets to choose whether to go first or second.

Roll once on this table if you are fighting a Civil War between two armies of Bretonnians.

2 The Lady's Favour: Would the Lady truly show favour over her loyal sons? The first time a unit is called to
make a saving throw due to the Blessing of the Lady, take a Leadership test. If passed, mark that unit out - all
of its saves that are made thanks to the Blessing are improved by +1 for the duration of the battle.

w

Purebreds: Bretonnian warhorses are mighty beasts one and all. On this day, however, they seem that much

the greater. All Warhorses, Pegasi and Royal Pegasi receive +1 Strength.

4 AToken of my Esteem: A kerchief, scarf or garter tied to the lance or buckles of a knight's armour can have
miraculous effects. Each player may choose a single magic item from the Blessed Heirlooms of Bretonnia
to bestow upon a Hero or Lord in their force. This item may not take the model outside of his normal
allowances. If this model is slain by another character, that character automatically gains the item.

5 The True King: Pretenders to the throne are, sadly, all too common. The Battle Standard proves the Lord's right
to rule... If the Paladin carrying the Battle Standard is slain, every unit in the army must take a Panic test.

6 A Duel to the Death: Before the battle, a hero from each army is chosen to represent the cause in a fearsome
duel to the death. Before the game starts, each player must nominate a Lord or Hero from their force. These
start the battle in base contact with one anather (place them in the centre of the battlefield or as close to it as
passible) and will fight in the ensuing Close Combat phase. No other models may interfere in this duel and
both models are unbreakable. Once one model is slain, the survivor causes Terror for the rest of the battle.

7 Ancient Enmity: The two sides have harboured numerous grudges against each other for decades. Roll twice
on this table, re-rolling any further rolls of 7 or any duplicate rolls,

8  Unbending Valour. Eve ht is determined to carve out a legendary reputation. Every time a character
slays an enemy in a challenge, quickly work out the paints cost of the protagonists. If the winner was also |
the cheaper model, his army scores +100 victory points. In games where victory points are not used, comfort
yourself with the knowledge that taverns across the realm will resound to the story, nonetheless.

9  The Peasants are Revolting: Having forgotten their loyalty, and their true places, the peasants are refusing to
listen to their betters. Units with the Peasant’s Duty may no longer use the Leadership of nearby knights. They
do, however, gain the Frenzy and Stubborn special rules

10 The Damsel’s Glory: Magic flows through the realm, imbuing Damsels and Prophetesses with power. When a
Damsel or Prophetess casts a spell, roll as usual but add an additional D6 to the result. This extra D6 must be
added, whether it is wanted or not and may cause the spell to be miscast in the usual manner.

11 The Lances of Heroes: The blood of Gilles le Breton flows strongly in his sons today! All rolls of 1 to wound
made by charging knights (of any stripe) must be re-rollec. |
12 The Grail: Whether it be real or false, the Grail lies upon the field of battle. Place a marker representing the l
suspected Grail in the centre of the battlefield. Any unit of Knights Errant, Knights of the Realm or Questing |

Knights (as well as Paladins or Bretonnian Lords) that moves into base contact with the marker must end its
move and attempt to sup from the Grail. First, the unit takes a Leadership test. If failed, it gains the Stupidity
special rule for the duration of the game. If it passes, the unit exchanges any previous vow for the Grail Vow. | |
Only one unit may sup from the Grail each turn. If an enemy unit is currently in contact with the grail, it must |

be destroyed or routed before another unit may attempt to sup. |
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The Citadel Hall of
Fame is a collection of
the finest miniatures
in the world,
nominated by the
eople who know
best: the artists,
figure painters and
designers themselves.

o

N A

Joe: I'm nominating the Empire Battle
Wizards plastic kit into the Hall of Fame for
many reasons. From a practical perspective,
Brian Nelson, the kit's designer, has
crammed the frame full of flavourful parts,
allowing you to create two complete Battle
Wizards and hint at their allegiance to five
of the eight magic olleges.

However, looking at the kit from a more
subjective view and what really propels it
into the Hall of Fame for me is the perfect
salance between sculpted detail and free
space. I'm unashamedly a painter first and
foremost, and so appraise each praject on
how | can paint it up. In my opinion, an
under-detailed miniature runs the risk of
looking boring, while an overly sculpted
one can prevent you from putting your own
stamp on the miniature. The Empire Battle
Wizards are a perfect balance. You have the
long flowing robes on the figures that will
take any colour or design you wish to paint
as well as a great choice of accoutrements,
allowing you to further tailor the models.
This gives you a massive variety and the

EMPIRE BATTLE WIZARDS

NOMINATED BY JOE TOMASZEWSKI

s been painted
colours. N
vith the
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no reason why any two Wizards assembled
and painted from this kit need ever be the
same. All which fits in very well with

the background of the Wizards themselves,
who are generally meant to be distinctive
eccentrics and mysterious beings anyway.
And if you're busy working on an Empire
army, then what better way to take a break
from painting lots of uniformed ranks and
arge regiments than a brightly coloured
and characterful Wizard?

Another reason the kit is worthy of
nomination is that the models you can
create lend themselves to painting at any
matter what the skill of the pair
great example: they look
fine with a basecoat and wash that will
freely flow freely into the recesses; or you
can paint a more involved blended lay
or even a complex freehand design replete
with glowing rune:

v - both in

- kit and the painting
opportunities it affords — that I'm inducting
the Battle Wizards into the Hall of Fame.

ards th no
specific leaum;-: to any pa!fl(ﬂ’ar lore.
re added to simply hint
and should be used in

want was for it to become prescriptive, for
instance the Bright Wizard does not have
10 hold the flaming staff. It is totally up to
the hobbyist, and I think that has been the
case u:ruugham the kit’s life. Saying that,
there is clearly a gap for the more rugged
and “outdoorsy !

and Grey - and so 1d

sculpting them at some point in the future.




Wizards Challenge

Way back in July 2009, we challenged the Eavy Metal team to paint
up a Wizard from every College of Magic. As you would expect the

Battle Wizard kit formed a prominent part of the contest, even for the
heavily converted Amber, Jade and Grey Wizard models.

Cold Wizard by Joe Tomaszewski Celestial Wizard (and contest

winner) by Darren Latham

Amber Wizard by Keith Robertson Bright Wizard by Anja Wettergren Amethyst Wizard by Martin Foolitt
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SLAYER SWORD GALLERY

As the 2012 Golden Demon season draws near we take a look back at last year’s
Slayer Sword winners from across the globe and marvel at the models which

took the most coveted prize in miniature painting.

The Slayer Sword
The ultimate painting
trophy is the Slayer

imes Days are held around the
waorld and no matter which one you
attend, every event is a celebration

of aur hobby. It's where you can come

Y 7 Sword Onlya few together with fellow hobhbyists to play
Y worlhy painting games, meet the designers, see the Armies
champions have held

on Parade and get your hands on the latest
kits and Games Day exclusives. But Games
Day is even more than that, for it also plays
host to the Golden Demon - the most
prestigious miniatures painting competition
in the world.
Every year we are genuinely

surprised by the quality of the entrants
and the skills demonstrated on the

| thisblade aloit to

I thunderous applause
at the close of every
Games Day. It is an
exclusive club, but
ane that grows as new
painters arc awarded
the sword

models. What's even more impressive is
how the standard increases year-on-year
Just as we suspect a benchmark might have
been reached and that there is no way this
year's models can be better than the last,

a whole new tranche of Golden Demon
entrants arrives to blow our socks off!

Over the following pages we showcase
the latest batch of Slayer Sword winners
from the 2011 Games Days. All the
miniatures are masterful works of painting
and modelling. This year has to represent
the high watermark; however, as that is
what we always think, we’ll no doubt be
wrong again in 2012

% ‘Warhammer Single Miniature

Angelo travelled from Italy to

take part in the UK Golden

Deman and compele against some

af the world's best figure painters.

The Necromancer that won him

e Slayer Sword was just one of

his Golden Demon entries, but

what drew him to paint this model

in particular? ‘I noticed it was a

popular choice throughout this

year's competition and 1 think

that’s because it's a fantastic and

distinctive miniature and yet there is

so much you can still do as a painter.

It’s a great canvas for you to display

your techniques on,’ explains Angel
Many Golden Demon

competitors spend months on one

project, so it’s galling to know that

this model only took him three days.

“That was painting from dawn until

dusk, though,’ says Angelo, ‘and, yes,

I'do have a very patient girlfriend.’
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Matt Cexwish
Diorama

SLAYER SWORD GALLERY B5




Matteo Murelli
Warhammer Monster
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Rémy Tremblay
Diorama
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Vincent Hudon
Warhammer 40,000 Vehicle
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: Rubén Martinez
Duel

Golden Demon 2012

This year's Golden Demon will be taking
place in seven different countries — Spain,
USA, Germany, Australia, UK, Italy

and France. If you'd like to have a go at
winning a Golden Demon statuette, or
even holding the Slayer Sword aloft, then
visit games-workshop.com for full details
on the categories and how to enter.

SLAYER SWORD GALLERY




VAMPIRE COUNTS GALLERY

One thing we noticed when looking through last year’s Golden Demon winners
was just how many Vampire Counts models there were, so we though we'd put
together a showcase of some of the best.

Sebastian Archer
Gold in Wi
Single Minia

Jesse Rockwood Mike Anderson
Silver in Warhammer Silver in the
Single Miniature Open Category
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Mirko Cavalloni
Gold in Warhammer Single Miniature

Andrea Ottolini
Gold in Warhammer Regiment

n




On the next page, four intrepid hobbyists start new armies for The Lord of the Rings
Strategy Battle Game. If you're inspired to do the same, here is a selection of the
products that will help you get started in the hobby.

Plastic Box Sets
There are loads of pl
Lord ¢

FOR THE FULL THE LORD OF THE RINGS RANGE VISIT THE WEBSITE:

[ ] I | ]
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le of Four Gamers: The Lord of the
Rings edition kicks off this month,
o our newer readers to whom

name might not mean anything, A
mers follows the painting
and battlefield successes of a group
gamers as they start a new army. Over
he next few months, each gamer will be
Hnum to gradually build and paint
ies whilst competing against one
other both on and off the battlefield

n a series of friendly contests (Or so we
ould have them think - Ed). These will
range from a round-robin gaming league
o a two-or . Good versus Evil battle
report. Our gamers will be judged on their
performance in each challenge and given

nts accordingly. At the end of the series,
the gamer with the most points accrued will

de I\’ ed [hs-n\[ all winner and e full
ars 10 come
I| month, you will be offered a
ringsice seat to witness the fast, fun and
furious story of our four gamers as events
unfold. This is a window into the lives
of fellow hobbyists — what sort of army
y collect, how quickly they paint and
how well they play. Watch as each army
expands with new additions and see how it
periorms on the battlefield.

We chose four enthusiastic staff from
around Games Workshop's head office in
Nottingham who would be willing to lay
their reputations on the line and start a new
army of their choice for The Lord of the
Rings. Each gamer had their own individual
reasons for taking up the challenge as they
will explain over the next few pages. Our
oy crew consists of: White Dwarf's
ident The Lord of the Rings expert
Simon Grant; hobby hero and Warhammer
World Events guru Nick Bayton; the web
team’s aficionado of all things Middle-earth,
Dominic Murray; and budding evil genius
Dan Harden who writes Games Workshop's
What's New Today blog on the website

FOUR GAMERS

It's back! One of White Dwarf’s most popular series returns at last. Having covered
Warhammer and Warhammer 40,000 in years gone past, it’s now the turn of
The Lord of the Rings. This month sees four new intrepid gamers begin their tale...

The first month'’s challenge sees each of
our gamers aiming to paint two warbands
to start off their army (see the box out
below for the full details). Next month, we
will set them the task of expanding their
collection into a 500 point army list and
playing their first game with it. Who will
live up to the challenge, and will anyone
fall by the wayside in ignominy? Only time
will tell...

ATale of Four Gamers also lends
itself to other possibilities. Have you ever
wanted to start a new army, but need a little
maotivation from friends or peers? Perhaps
you simply prefer to rise to the challengg
and respond better to painting deadlines? If
you think you're up to the challenge, why
not join in at home? Using the release day
of each month’s Wi

> Dwarf as your own
deadline, grab some like-minded gaming
buddies, pick an army you'd like to start
adding to each month and away you go!

But for now, this is the tale of our four
gamers, so without further delay, we’ll hand
over to them to introduce themselves and
show us how they got on

MONTH ONE CHALLENGE:

Joining in at Home
1i you want to join in
ATale of Four Gamers
at home, it couldn’t be
easier, We will print the
rules for each month's
challenge every issue
s0 you can work out
your score to compare
how you got on against
your mates and our own
plucky foursome.
Remember that the
What's New Today blog
team are always after
some greal pictures of
miniatures to show off on
the website. If you fancy
having a go at your own
ATale of Four Gamers:
The Lord of the Rings,
send in your photos to
the address below:
whatsnewtoday @
games-workshop.co.uk

Paint two complete warbands selected from a single army list featured

in one of the sourcebooks. This must include:

« Your army leader.

* A minimum number of six models in each warband.

Points will be awarded as follows:

* Fach Hero painted on time:

* Each minimum Warband painted on time:

+1 point
+1 point

« If your Warband includes 12 infantry models or 6 cavalry models,

(must still be painted on time):

Maximum points on offer this month:

+1 point

6 points
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THEODEN’S ROYAL HOST

A self-confessed ‘hobby butterfly’, Dom Murray flitters from
painting project to project. Quite how we persuaded him to
dedicate several months of his hobby time towards this series
we're still unsure, but he seems to be taking it seriously so far.

Dom: To be honest, it's all about the
models. Whenever | choose a new army

I always defer to what miniatures excite
me, which is the reason | went for Rohan.
The range of miniatures is excellent, and
they contain some fantastic Heroes and
Warriors. The other major cantributing
the movie trilogy. The siege of

s Deep is a great set-piece and the
charge of the Rohirrim at the Battle of

the Pelennor Fields is awesome. There's
something majestic about so many
cavalrymen charging at the enemy, and if |
could replicate a fraction of that imagery I'd
be a very happy wargamer indeed.

So back to the army. The new warbands
rules provide a really simple framework for
choosing an army. Clearly, Théoden will
be my leader, ably protected by his Royal
Guard. Under him will be a selection of
captains, starting with Erkenbrand and
his Red Shields. In subsequent months I'll
be adding more warbands to build a true
muster of Rohan.

The new warband rules also gave me
the opportunity to add some diversity to
my army. | enjoy adding some character
10 a force and, as Rohan is a very regional
army, there’s scope to paint each warband
to reflect the Hero that leads it. This will
also make a pleasant change to my Gondor
army, which is pretty much silver and black
I've always struggled when painting
armies. | get distracted, have brainwaves
haliway through, or find other miniatures
that suddenly hold more appeal. But when |
realised | had to get an army finished or risk
public shame | decided to do something
about it. So, here's some advice for any
painter of tion to myself:

similar dispe

Have a Plan
Sit down and work out what the army will
consist of, be it an army list or wish list

Stick to the Plan
Not as stupid as it sounds. Simply prioritise
what order to paint in, and then paint it.




A Tale of Four Gamers L@P i LI\C:

Get the Pa-nl in lhe Right Places
le nake good ¢
Put on Background Music I,
Or listen to a Bl

“There’s something majestic
about so many cavalrymen
charging at the enemy.”

von't get distracted.

Paint a Test Model
T I ensu

MONTH | SCORE:

2 Heroes + 1 full warband

me the opportuni
the mu:
\\[ ling Iwri:-‘

might just be goo
a madel not to paint
Decisions, dec
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ISENGARD UNLEASHED

Having claimed the top spot at Warhammer World’s Parade
Day in 2011, Nick Bayton has been planning ways to retain his
title this year. The new Uruk-hai army he has just started seems
to be the perfect solution to his dilemma.

Nick: I have long had an affinity for the
mighty Uruk-hai and already own a
substantial host of Sarum

However, these

1's finest (see
s were all Uruk

some Scouts for a whil
10 join A Tale of Four ¢
nicely with my t a new host for
That, and I'm

than | am a gamer,
but as much as painting is my favourite part
by, that v stop me from try
to make an army that’s at least reasonably
competitive - there are still points up for
grabs for winning your aiter all!

Simon and | have clashed at games of

of the ho

The Lord of the Rings countless times over
ward
ouroid abletop rivalry a
shape. | confess that my recorc

in battle isn't the best, but I'm st
confident. As fate would have it, one of
the few s | have beaten him was at a

Heroes of Middle-earth tournament, so
in when it matters. Okay, | admit
shed my army to pieces but the
ded \w fore In could claim enougf

a win ar cI m
him up abou

From th
Day at Warh
for the Armies on Parade final has been at
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the forefront of my mind. At Games Day

UK last year, my favourite Armies on Parade
ries all had the same things in common
they were themed armies that were not

y painted well and looked cool, but

lly matched their surroundings

My idea is to recreate a diorama of the
Jruk-hai’s ambush of the Fellowship of the
Ring at Amon Hen. The Uruk-hai Scouts

will be making off with Merry and Pippin
pursued by the Three Hunters, with Baromir
dying and Lurtz’s arrows embedded in his
chest. The entire army will therefore be
made up of Uruk-hai Scouts.

One of the first things | noticed about
how armies are selected — now consisting
of multiple warbands led by Heroes — is
how each warband is so much more
distinctive. The consistency of each
warband depends on the Heroes that lead
them. This is particularly evident in the case
of Heroes such as Mauhdr, as he allows you
to upgrade some of your Uruk-hai Scouts to
rs, who have an increased 8%/20cm
e that how you theme your

ch warband from each other
is now more important than ever, In my
army, Mauhir and his Marauders all wear
nour to represent their role as

the other hand, share their captain’s tanned
leathers and daubed symbol of the White
Hand on their faces and helmets. This
allowed me to make my warbands ea:
identifiable, despite them sharing many of
the same models.

As much as armies for The Lord of
the Rings now consist of any number of
different warbands, it's important that
you represent their individual themes and

heraldry without the army as a whole
looking disjointed. The method | employed
to avoid this problem to highlight every
colour throughout the whale army with
Kommando Khaki, even on the bases. This
helped me to achieve a unified overall look
to the army without having to sacrifice my
choice of colour palette to distinguish the
different warbands.

My plan over the next few month
include Uglik at the head of a dozen Feral
Uruk-hai, who | like to think of as “Scout
Berserkers’, and Vrask{ leading a warband
of Uruk-hai Scouts armed with Orc Bows.
Looks like I'd better get painting.

s is to

MONTH | SCORE:

2 Heroes + 2 full warbands

tones beneath dark
leathers or full plate
armour. As much as |

was happy with how my
models looked, | chose
1o paint their bases

h light colours as a
contrast, even applying

a light dryhrush of Skull
White as a final highlight.
This helped to bring some
brighter colours to what
would otherwise be quite
dark models.
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BOROMIR’S TOWER GUARD

Simon has kicked off his new army by painting a large
collection of infantry selected from the Minas Tirith army list
in the Kingdoms of Men sourcebook. No one was surprised to
see his favourite Hero, Boromir, at the head of the army.

“A Knight

of the White
Tower will

fit my army’s
theme of
Boromir’s elite.”
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Simon: Me? Miss out on the opport
paint a new army for The Lord of
and play a bunch of games
« \mmv‘ I tried my own I|.|mi
Four Gamers with some friends
d Warhammer 40,
the White Dwai
It strange actually being one
of the “Four Gamers’ directly involved this
time around, and such a responsibility
When | was asked which army | wanted
to start, there was no doubt in my mind.
I've owned a Gondor army since the rel
of the Return of the King many years ago,
and it was the first army that | properly
collected for The Lord of the Rings. But
fielding the noble defenders of Minas Tirith
in last month’s battle report inspired me to
revisit my aging army and give them the
time and love they deserved. Unlike
in the battle report, Imm-\er I won't have
to make do without my beloved Boromir.
One of my favourite scenes from the
Return of the Kin
featured in the exten
reminiscing the hai
forces of Mordor :I

NMarhamme

yesterye:

is amir’s flashback
o version of the film,
bught victory over the
t attacked Os
s brave defenders
ed and, though
it wasn’t until Boromir
the head of elite reinforcements

as finally
nal Gondor
1 mind, and
this time around will be no exceptic
Boromir will therefore be my army |
supported by a small cadre of some of
Gondor’s finest soldiery. Faramir and
Rangers will enter the picture as the army
expands in the coming months.

With my army leader sorted, | needed to
pu k another Hero for my second warband,
ed to
I wanted his
\\‘!llnn(\ 1o consist mmn-\\- of Ran
For that to be the case, | needed a
full warband of 12 Warriors w
to adhere to the by
could include Faramir
herefore had to \nm elsewhere for the
moment. Anyone who re. » Storming of
Harlond battle report in last month’s issue
will know how well my Knight of the White
Tower perfo , even beheading a Grea
Beast of Gorgoroth in a single combat. As
if that wasn't enough of a reason to include
one, a Knight of the Whit
also fit my army’s theme of Boromir's
reinforcements from Minas Tirith. Perf

Boromir’s choice of warband was easy
As the commander of Gondor’s armies,
it made sense to have him lead the finest

10!

limit In fore |

4 his warband.




soldiers of Minas Tirith, namely the Citadel
Guard. Despite my Knight of the White
Tower commanding a senior position
within the Tower Guard, | didn’t want to go
too overboard on elite models, so | opted
to have him lead some Warriors of Minas
Tirith instead. As mentioned earlier, | had to
make a point of not equipping any of them
with bows, so went for a 50/50 split of
models armed with swords and spears

As my army was themed around a battle

liath, | wanted
propriate bases.

foug nid the ruins of Osg
ive my models some apy
to make tiles to represent the
brk of the paved streets in
iath. Using thin sheets of plasticard
a Hobby Knife, | cut out hunc
tile sections and glued them to the bases
before trimming them to fit. | painted each
base to match the white stone used in the
Nimenérean architecture so prevalent
throughout the realm of Gondor. After this
stage, | applied static grass in between
some of the tiles to hint at the age-worn

worn ston

and unkempt nature of Osgl
in ruins, after all

Having painted so much for this
month’s challenge, a quick tot-up of my
burgeoning army’s points value (445 to
be precise), reveals that | won't need to
add much next month to bump it up to
the 500-point target. However, | still plan
on painting Faramir and 12 Rangers next
month and perhaps even more besides. As
much as I'm a massive fan of using named
Heroes in games of The Lord of the Rings,
it's always nice to have a regular Captain
or two in your collection as they're better
suited to smaller games. If | can, I'll paint
up a Captain and some more Warriors of
Minas Tirith (with a banner and war homn),
Tune in next month to see how | get on.

liath. It is a city

MONTH [ SCORE:
2 Heroes + 2 full warbands
painted on time
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THE IRON FIST OF THE ORC

By Sauron’s command, Dan Harden has been building an army
worthy of Mordor. Well, he’s been trying anyway. Refurbishing
his house has apparently drawn much of Dan’s attention away
from this worthy task, but we’'ll let him make his own excuses.

- =
Dan: When | was first invited to partake in Middle-earth — Mordor. After all, there is no
ATale of Four Gamers, | was initially quite war without Mordor!
unsure whether to join in - I've never been I knew that | wanted a powerful named

to paint to deadlines, nor do | often character to lead my army, but rather than
ngwraith, | chose one of their
ts instead — Gothmaog, the
an of Minas Morgul. In my mind he
truly represents the rank and file of Mordor

one
paint armies, preferring to stick to character opt for
models and one-off conversions. But then favour
Simon mentioned who was taking

and the deal was sealed — having w

with both Nick and Simon in the past, he’s not a powerful Ringwraith, but an
and currently with Dom, this seemed like Orc, albeit a really ugly one, even by
a great opportunity to catch up with old Orcish standards. | also find the Orc with
acquaintances and have a bit of fun. the skull strapped to his head massively

As the last to join the group, | found amusing (the one who shouts ‘Catapt
that my favourite army — the Fortress of very enthusiastically), and right from the
Isengard, had already been claimed by start | knew he would make an appearance
Nick, who was already painting Uruk-hai at in my army at some point, possibly even
an alarmingly fast rate. With Simon taking with a catapult in tow.

Gondor and Dom fielding Rohan, there was So, where to start? Well Gothmog
only one logical choice left to take commanded the Orc hordes during the
the last of the big four, and some War of the Ring, but he was also involved
would say the greatest army in in the assault on Osgiliath the year before
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nts, the first w C
il for Gothmog (He s s i i “This seemed
d), where he masterminded E 3
nly thwarted by the |2 Gothmog ¢ like a great
i your home ha ori ting i
our horme b prioc opportunity
to catch up
with old

acquaintances.”

NEXT MONTH:

il The stakes are raised
them 4

n for

marches to war!

Rl e MONTH I SCORE: 6
£ ' 2 Heroes + 1 warband.
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CHRISTIAN BYRNE'S OGRE ARMY

s a consummate painter who's had numerous
Dwarf over the last few years.,

nting up my Empir
a new project and the
g bi

project, but it quickly morphed into a full-blow
arade as soon a ot hold of a Re 1|muf| .\ul
to plan m ratch so | d

a u:l ur
ge o incorpora
s m:ll bann accordingly
ntar il and \n of rust on
| flash of blue
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