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The Necron Tomb Worlds have unleashed their denizens once
more. Silent Canoptek guardians, huge stalking walkers and
infamous characters all join the Necron ranks this month.



NEW RELEL
TRIARCH STALKER

Often found in the vanguard of a Necron assault, Triarch Stalkers are scuttling
weapons platforms that use their advanced targeting relays to ensure the death of
even the toughest foe. This multi-part plastic kit builds one such machine.

5 WHITE DWARF
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TOMB BLADES

The eyes and ears of a Necron Overlord, squadrons of Tomb Blades can often be
found roving ahead of the main army, scouting and ambushing the enemy at every
turn. The Tomb Blades kit contains three of these heavily armed assault craft.
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CANOPTEK WRAITHS

Utilising phase shifter technology, Canoptek Wraiths are able to ghost in and out of
reality, making them swift and silent hunters on the battlefield. The multi-part plastic

Canoptek Wraiths kit includes three of these intangible Necron machines.

10 WHITE DWARF



CITADEL

CaLBAN
Green

NEW RELEASES 11



NEW | ANED
CANOPTEK SPYDER

Whilst their Necron masters lay dormant, the responsibility of maintaining the
Tomb Worlds fell to the automated Canoptek Spyders and their repair teams of
nanoscarabs. This Canoptek Spyder kit includes one of these machines.

representil ts fabricator

NECRON CANOFTEK SPYDER  £20
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NEW B

There are a number of resin upgrade packs available from the Games
Workshop website, enabling you to modify existing kits to make new units 5
or wargear nplinns. Here are two examples, but check online for more. \)

DESTROYER LORD UPGRADE PACK
’ /N secrow oestmovs 10w

UPGRADE PACK

lenching

HEAVY DESTROYER UPGRADE PACK

UPGRADE PACK

NECRON HEAVY DESTROYER

555 :
W/ -m:_
THESE TWO UPGRADE PACKS ARE EXCLUSIVELY AVAILABLE TO ORDER FROM

GAMES-WORKSHOP.COM
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EMPIRE BATTALION

The lands and city states of the Empire would have long since fallen to darkness were
it not for the brave standing armies of state troops and the valiant Knightly Orders
that defend their sovereignty from the countless perils both within and without.

n be assembled as either Spearmen, Swordsmen or
- option to build Handgunners

osshowmen),

Ha 10 12
n artillery piece
i eight Empire Kr

collection of Sigmar's heirs.

n or a Mortar) with three crew, and a deadly cadre

hts, this box set is a great purchase to start or further reinforce your

! FIND OUTHOWTO PAINT

L STATE TROOPS ON PAGE 47. |
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Citadel Finecast is Games Workshop’s premium range of highly detailed resin
miniatures. Some new examples are displayed below, but more and more models are
released in Citadel Finecast each month, so check online to keep up to date.

NEMESOR ZAHNDREKH VARGARD OBYRON

CITADEL FINEC Vargard Obyron is Zahndrekh's
stoic and loyal bodyguard, VARGARD OBYRON £9.50
and his grim, determined pose ; ode: 996001106013
beautifully reflects this aspect of
his demeanour, Obyron stands in a

s G 1AL A menacing, i

commanding his hands firmly ¢
ILLUMINOR S
T lel Finecast made
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d carapace
ue mechanical
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ed. Unlike
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grasping
nd walks on

ets
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GHOSTLY INTERVENTION

Of all the legends of the Imperium one of the strar
is that of the Legion of the Damned. Most bizarre
of all are the many corroborated accounts of these

upon it
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This month sees the release of a huge number of Space Marine miniatures
in beautifully detailed Citadel Finecast resin. Some of them are displayed <
below, but there are many more to see, so check online for the full range. \)

LEGION OF THE DAMNED SQUAD /TN utonornn

DA D
‘ wr \} s nioks

CHIEF LIBRARIAN | | DAMNED DAMNED
i TIGURIUS | | LEGIONNAIREWITH LEGIONNAIRE WITH
23 | | MULTI-MELTA HEAVY FLAMER

DAMNED LEGIONNAIRE £9.50 DAMNED LEGIONSAIRE £9.50
WITH MULTIMELTA WITH HEAVY FLAMER

CITADEL FINECAST

CITADEL FINECAST

Fis

-. ._-Fllﬂ THE FULL SPACE MARINE RANGE VISIT GAMES-WORKSHOP.COM
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THE BLACK LIBRARY

BRINGING THE WORLDS 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
1o go to read exclusive extracts, interviews with the authors and
sneak-peeks of forthcoming releases. The website is also the
only place to get limited edition copies of novels and an ever-
growing range of digital downloads.

www.blacklibrary.com

LISTEN WHILE YOU PRINT

The clash of steel, the roar of
gunfire and the agonised screams
of the wounded - what could be a
better soundirack when painting?
ur range of audio dramas let
you immerse yourself in the thril
battle while preparing your arm
for war. Featuring voice acto
sound effects and an atmospheric
soundtrack, they provide an
unmissable i

ased this month. If you're
painting an Ultramarines
army, there could be no better
accompaniment.

There's a wide range to choose
from, and you can download them
all from blacklibrary.com, or pick
up the latest releases on CD in your
local Hobby Centre.

THIS MONTH:

—

ARCHITECT

GRAHAM McN OF FATE

€789

£B.99

£7.99
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BLA CKeLIB RARY

WEEKENDER

THE BIGGEST BLACK LIBRARY EVENT EVER

Held at the lavish Nottingham Belfry hotel, this two day
science fiction and fantasy spectacular is the ultimate
weekend getaway for any fan of the Warhammer or
Warhammer 40,000 universes.

Meet Dan Abnett, James Swallow, Aaron Dembski-Bowden,
. Chris Wraight and many more...

AT THE EVENT...

Exclusive products, including: Plus tons of activities, including:

* Ahardback novella * Book signings with

+ Two chapbooks every author

* ASpace Marine Battles * Dozens of seminars
audio drama, with a + Evening entertainment
collectable cover including quizzes,

competitions and more...

To FIND OUT MORE AND TO
ORDER YOUR TICKET VISIT:
WWW.BLACKI.IBRARY.COM/WEEKENDER

E Join us at the Black Library Weekender Facebook page: http://www.facebook.com/BLWeekender
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attributing the
fantastic cover art of
March’s White Dwarf
to Kev Walker rather
than Karl. Whilst we
normally take every
effort to make sure
our issues are error
free, we suspect that
the Shadow in the
‘Warp cast by the Hive
Fleet clouded our
editor’s mind.



THE ULTIMATE BATTLE
OF ULTIMATE DESTINY
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Games Day T-shirt.yy

h week the results ir

vour Hobby Centre will be posted

gress as the campaign

on the store’s

Fragments of Power is the second
Battle Pack in the Bloodquest Cycle
for Warhammer: Invasion - the
Card Game! As the Empire and
other forces of Order oppose the
servants of Chaos, the greenskin
hordes and the cruel Dark Elves,
mighty visionaries undertake quests
to recover mighty artifacts, hoping
their power might turn the tide of
battle. This 60-card pack introduces
new units, attachments and tactics
that provide powerful benefits to
your army. New nobles, warriors,
priests and crealures arrive lo fill
your ranks, and quests become
more varied than ever. Rise to
dominance over the Old World!










NECRONS B kil
NECRONS OF THE NIHILAKH DYNAS

Chris Peach has already painted a sizable
Necron army belonging to the Nihilakh
Dynasty. Here, he explains why he decided
to bolster this army and how he painted it.

spect of the Necrons, and

of Necrons

| knew | had
that are now

many different options 2
ty of variety to the overall

n
Canoplek Wraiths (1
a different weapon
» many new miniatures (o

make balefi
ed par




it g

ntry phalanxes it accompanies.

Because it is suc
el in o

echniques u:

he techniques 1o

TECHNIQU

With some of the

as the Ghost Ark), it
1ssemblies befc

as a set

provide the
The next stag
with the Cit

was to apply a basecoat of Leadbelcher

el Spray Gun




NECRON METALS

1 SILVER

P wash*

Runefang Steel
Detail Brush

2 GOLD

Agrax Earthshade
Wash Brush

'S
Gehenna's Gold

Standard Brush
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POWER CELLS & ARMOUR Ty T

3 POWER CELLS 4 TURQUOISE ARMOUR if

Skink Blue

i v L4y
Moot Green Tyrant Skull

[ Detail Brush 4 Medium Drybrush

Tyrant Skull

White Scar Waywatcher Green

i Fine Deai rush W Wash rush §

Lamenters Yellow

Medium Drybrush

! SNOUDIN
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ﬂ HOW TO PAINT CIT

NIHILAKH DYNASTY PAINTING GUIDE

With 145 new paints to choose from, it is important to make sure that you get your hands
on the right colours for the job at hand. Displayed below is a convenient reference chart
and checklist of every Citadel paint Chris used to paint his Necron Army Project.

EXERGY SIVIR Gown TURQUOISE

Remembe
modelling
more Army Projects and even a DVD that gives you a painters eye view
of each painting technique being performed first hand.
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ARISE AND CONQUER! '

| The Necron Tomb Worlds are reawakening, preparing to once again sweep across
the galaxy bringing more destruction than ever before. With greater strength and
numbers than ever before, the Necrons stand ready to re-conquer the galaxy...

IN-STORE THIS MONTH

Battle Amongst the Stars

sided w Nec 1

these new mode
transform it into a fo

at War
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www.games-workshop.com




In this article, Simon Grant and Codex: Necrons author Mat Ward introduce this
month’s emergent additions to the Necron legions. Honoured Phaerons, heed well
these words of wisdom, for they will serve you well.

e With their unyieldin,
WARHAMMER ind unparalleled r
/40,000,
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Reapy, A, Fige!

Mat Ward: The Triarch Stalke wastic. Its quantum e targeting array.
shielding lends it greater durability than the walkers of Simply pick the ene at you're most scared of,
other races and wit choice of weaponry, it’s able hit it with T then annihilate it with the

1o engage enemy ry and armour with equal case. rest of you

TOMEB WORLDS UNLEASHED 33



1£ THEM DowN

Mat: When it comes down 1o a unit with a 3+ as any player thal regularly fights against Tyranids (and
invulnerable save, 2 Waunds apicce and the Fearle: r ng claws) knows,

special rule, one 1 v

Canoptek Wraiths a e the J nids so often suffer
holding up the enemy. And er the i ault. And if you've equipped your
have 4 Rending s with whip coils as well, youll be laughing.
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Hit 'Em Harp,
Hit 'em Fast!
Mat: Tomb Blades
are really shooty

and, with plenty of
upgrades lo choose
from, can be heavily
customised to perform
a number of diffe
battlefield roles. V
their basic Toughness

wlooms |
them the
Stealth special rule)

nd shield vanes
(for a 3+ armour
save) will make them
surprisingly hard

to kill, though this
increased durability
comes at a
double the points in
fact. But your basic
20-point Tomb Blades
still pack a heavier
punch than a Necron
Immortal yet also
benefit from increased
manoeuvrability. And
you can always do
worse than make them
Ballistic Skill 5 for a
measly 5 points too!

TOMB WORLDS UNLEASHED

15



AASTER OF THE
MACHINES

: As well as being a
ry poweriul Cryptek
is own right,
llluminor Szeras
comes with the

added advantage of

| hugely enhanc
| the effectiveness of
| asingle squad
Necron Warri
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ndrekh is a capable _Obyron is the fightiest character in the Ne

s in his ability to ent e capable of slau the best that the
t counter hose can throw at you, and ¢ hasal
of the foe, ruining your enemy’s hest-laid plans. to make sure he can get where the
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' The Necron range is replete with a huge selection of mu part plastic kits and fi.nAej?yA
~ detailed Citadel Finecast resin miniatures. Many of these units have been displayed
3 below and feature a variety of the diﬁerentfmit and v;'eapon options. \

~
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Citadel Water Effects is the weapon of choice for creating
realistic ponds, puddles, gore-spattered sacrificial pits and
a variety of other scenery projects, as explained below.

The Basics
Citadel Water Eifects is a thick, viscous flui
a solid layer with a beautiful, clear
and scenery, allowing you to create realistic looking water. | hmz over its uses extend beyond
(I that of merely representing the liquid within a pool, river or lake. With a bit of ima

! Wiater Effects can be used lo create realistic wet mud, toxic spills, ireshly spilled bl
‘\\\EREFFH’;I\ even glass, to name but a few such examples

5. flu §20mIE

Citadcl War

et L1550

Drying Time
| Water Effects does take
along time to cure and
you will need it o be
completely dry to avoid
any irreparable damage
caused by finger prints I you
and the like. The drying | appropriate :
time can be anythingup | herbs | 1, 10 skeletons or bodies beneath the sur the wa
1o eight hours. As such, the previous is dry, then add a thin film of Water Effects to create
itis often best to leave the bits will stick 10, This will stop them from moving when you ach
a project overnight to
give it the best chance ta
dry before applying the
next layer the following
day. However, be sure to
aflat plain so
es with a nice
level surface.
1f you are attempting
make a deeper water
ature, you should

d it up over several
thin layers, making sure
each stage is completely
dry before starting the
ry impartant

o

hicker

Advanced Uses
ish to make a deeper water feature, such as a large swamp or pit, you

each layer of Water Effects, ranging from spi

kling

ails betwe

Wmlu Effects no
than 2-3mm, or ¢l

your ;m.,nu may
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h
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NT CITADEL MINIATURES

CITADEL MINIATURES
PAINTING GUIDE

Last month, the helpful chaps from the Hobby Team showed us how to use the new Citadel
paint range to achieve a great look on a selection of armour, skin and robes using a variety
of different methods. The second half of this handy guide is presented here.

1 April's issue, we unveiled the new Citadel paint a variely of ways, combining them to achieve a multitude
range ~ 145 specially formulated paints — alongside of effects using different techniques. However, these are
our detailed painting guide, How to Paint Citadel only example colour schemes, so you should feel free to

nainters, Chris Peach, experiment and come up with your own style and preferred
Duncan Rhodes and Steve Be an, have produced a synthesis of paints. The colour matrix illustrated on pages
number of painting guides s some suggestions as 243 last issue will help to get you started.

to how 1o use the new paints 1o great effect on a selection To find oul mare about the painting techniques used
iatures. Last month, we featured the first in the quick reference guides, take a look at How to Paint

of these painting guides, so be sure 1o grab a copy if Citadel Miniatures. The book also features eight Arm
missed out. Over the next few pages, we've displayed Projects, each a complete army painting guide. Last month,
les showcasing how to paint details we presented a new Army Project - Steve Be

Miniatures. Our dedicated army

ne armour and Imperial Guard Space Wolves army - whilst Chris Peach’s Necron Army
ardmen skin and rotting Undead flesh, Project can be found on page 24 of this issue. K
These guides demonstrate how you can use the paints in eyes peeled on future issues for more to come

HOw TO PAINT

CITADEL MlNIATUITES ’ﬂ“«“«“[{“q‘\ﬁ“(ﬂf‘\ﬁ“ﬁ“{r@\fﬁ\ﬁ\@‘f[M“E\*

© v is explaine = & = s -
in intimate detai k, with the | B i "

able assistance of high quality close- I

up photos and a 90-minute DVD th E

depict each technig ed
followi

great standard.

QUICK REFERENCE GUIDE

Attached to every picture demonstrating a painting technique, _.
will see our quick reference guide. The top part of the reference guide
points out the Citadel paint, wash or glaze in use, while the bottom Mephiston Red

refers to the specific type of Citadel Paintbrush that is being utilised -
the small band of colour on the left of the brush name is colour coded
to match the ends of the brushes in your Citadel Brush collection.

B Basecoat Brush




CADIAN SHOCK TROOPER - CADIAN FLAK ARMOUR

=

Castellan Green Nuln Oil A Loren t i
Basecoat Brush I Standard Brush »

KABALITE V\’!\RRIOR- KABALITE ARMOUR

XV-88 . Agrax Earthshade ‘ N
; #

s
Tau Light Ochre #
Standard Brush »

Incubi Darkness .
h

- Kabalite Green .
Detail Brush o |

5t Green
Detail Brush

= g
Ungor Flesh

[ T

Sybarite Green
Fine Detail Brush

Q
=
—
@]
=
4
-
3
E
=8
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BLOOD ANGEL - RED POWER ARMOUR

Mephiston Red Carroburg Crimson a Evil Sunz Scarlet
v Standard Brush o

DIRE AVENGER - BLUE AS l‘}_(l ARMOUR

P
g
-

¥

GLADE GUARD - (]R[l-.NiLO'ILH

Ogryn Camo

’ Detail Brush g

STUNLVINIW T3a VLD INTVE OFMOH T

Death World Forest

Athonian Camoshade . Elysian Green
B Basecoat Brush 4

Standard Brush




RINGWRAITH - DIRTY BLACK ROBES

Chaos Black Spray Skavenblight Dinge : Starmvermin Fur

Standard Brush Detail Brush
DARK REAPER - BLACK ASPECT {\llMOUR

Chaos Black Spray

DARK ANGEL - DARK GREEN POWER ARMOUR
PAwash |

Caliban Green
Standard Brush

Wash Brush

Terminatus Stone

" Medium Drybrush

STNIVINIW TIAVLID INTVd O1 MOH

Thunderhawk Blue
[ Detail Brush

L7

4 [EE

Moot Green

| Detail Brush



- CRYPT GHOUL R(.)iIIN(; FLESH

URUK-HAI SCOUT -

4
|

=

A(homan Camoshade ' Straken Green
4 Standard Brush

Castellan Green
Basecoat Brush

RFD&[SII

Doombull Brown
Standard Brush

Nurgling Green

[ Detail Brush

Tuskgor Fur
Detail Brush

Slecl Legion Drab Seraphim Sepia ‘ﬂ_ Tallarn Sand
Basecoat Brush mm_ v Standard Brush

|
Karak Stone

Delail Brush

STANLYINIW TIAVLID L




HORROR OF TZEENTCH - PINK DAEMON FLESH

Screamer Pink .

SAURUS WARRIOR - LIZARDMEN FLESH

Stegadon Scale Green Coelia Greenshade
Wash Brush

DAEMONETTE OF SLAANESH - PURPLE DAEMON FLESH

Pink Horror i ~ Emperors Children
Standard Brush ! Detail Brush

Wash

olet

Daemonette Hide
Basecoat Brush

L Standard Brush

WTIAVLID INTVd OL MOH |
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THE EMPIRE B

COLOURS OF THE EMPIRE

The Empire is formed of more than a dozen different provinces and city-states. Each realm
has a standing army, their uniforms proudly bearing the colours of their homeland. In this
article, Chris Peach shows us how to paint the many different colours of the Empire.

a5 if it were a wholly

any refer to the Empin
unified
1 cor
sxtremely indey

s" traditions,

SONNNNNTY

STAGES 5-12
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and last i
» paint an ¢




B thE emrire ST o 7

ALTDORF - RED & BLUE

m.

Wash




o R e oy

AVERLAND YELLOW G BLACK

ellow and black - use the guide to painting
kl-l\l r Nulr

Averland Sunset Yriel ellow

| TR [ ST

HOCHLAND GREEN G RED

he colours of a Ho re vd bright red. The red on the model
\l\\\\l ni

Flash Gitz Yellow

[ Detail Brush

MIDDENHEIM BLUEGWHITE

m Mic H \h .udm ally wear blue and white. Us

e guide shoy
white. Th \hl\lul\( urs on the shield use || Talz

=

Kantor Blue ¢ ral ade Hoe A
n " Detall Brush 0

THE EMPIRE |




B rHE EmPIRE

MIDDENLAND - BLUE

Similar in tones to Middenheim, state
blue can be painted using the same

from Middenland wear blue and blue-grey. The
1s for the Middenheim Swordsman.,

NORDLAND BLUE & YELLOW

d on the uniform of No cl\ml )
n for

painted using the s
( aledor Sky Teclis Blue Lolllum Blue
Basecoat Brush Standard Brush

NULN - BLACK

Abaddon Black awnstone Huln 0il
Basecoat Brush

e AT B




THE EMPIRE B

OSTERMARK —~ PURPLE & YELLOW

ttired in purple and yellc arriors from Ostermark are a distinctive sight. The
e same as used for A

Brightly

Celestra Grey Ulthuan Grey White Scar

Basecoat Brush Standard Brush

REIKLAND - CREAM

Perhaps as a statement of its status as wealthie:
Reikland is a bright, clean cream, often with lav

©ost poweriul province, the uniform of
ed sashes and plumage.

Rakarth Flesh Seraphim Sepia g Pallid Wych Flesh

usecut s QU s O Stard Brusn

M;




STIRLAND GREEN &6 TAN

standing army is a rustic-looking tan and g The technique for
here, whilst the green is shown earlier for Hochland

| 2 [

Seraphim Sepia

| e
TALABECLAND — RED & YELLOW

ellow was

Basecoat Brush

becland. The method for pa
is used as a spot colour for other provinces

Bright yellow and red are the colours of
shown earlier, whilst the bright red belo

_ ' X
TALABHEIM RED 6 WHITE

abheim wear red and white, either in halves or quarters. The red shown
arker than that shown above, The white is as for Ostland

o
hu low is




o THE EMPIRE «!

WISSENLAND — GREY &6 WHITE

The southernmast province, Wissenland, use
sometimes offset with brighter red detailing. Th

and whites as part of its uniform,
te is from Ostland, the red Talabecland.

Mechanicus Standard Grey Nuln Ol Dawnstone
[l Basecoat Brush a Stat sh

VelirnivddR THE EMPIRE

Warhammer: The Empire is the
definitive guide to the background of
Sigmar’s heirs,

WARHAMMER: THE EMPIRE

A 96-page, full-calour hardback book that introduces
the most powerful nation of the Old World - the

Empire — including full rules, extensive background
and bestiary entries
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I 0 the heart of the Reikwald Forest there lurk many Imn\ and fearsome creatures. However, there also dwell beasts of 2 more noble hniug: that
d i i

Kaights, for these great hea
Unlike more mundanely mousted keights, who rely on bresking the foe with l!\clrlmmd’valg"\ Demigryph Kn.,‘wmmf the cnemyin
protracted assaults where the steength and cnduranc it fearsome mounts becomes decisive. Demugeyphs are well suited to the savage and
bloody nature of war, with their claws and razor-sharp beaks cutting a bloody swathe through their fo
§ handful of Demigryphs in their stables, yet there are some orders whose

3

. Few Knightly Orders have more thina. 1%

tire brotherhaods can take 1o war upon these monstrous beasts.
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Knights of Taal S Fury

The Knights of Tual's Fury are devotcd (numm of Tua. the noble god of nature and wild places. They are not in the true sense knights
templar. for there arc no formal temples or churches of Teal. Nevertheless. the Kaights of Taal's Fory are dedicated to opposing all creatures
of Chaos, whose very existence is an affront to nature. The order values Demigeyphs above all mouats, believing them ta be Taal's sengeance
made manifest, and cvery knight is expected to senture into the wilderness and capture one of these ferocious heasts before they carn their
spurs. Many prospective knights do not return from the forest wilds.
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Though they were founded during the Vampire Wars, the Knights of the Vengeful Sun were a relatively unhzard of order for several centurics.
Tt seas doring the Battle for Ghoul Pass. when 2 small cadre of the order’s Demigryph Knights single-handedly broke the back of an Orc &

Goblin army, that they truly made 2 name for themsclves. Following their cpic victory. the order’s Grand Master declared that all his knights

should take 1o war upon such beasts. They arc. as + result. s comparatively small order. for few koights survive their first encounter with 1 wild
Demigryph. but thase wha do are amongst the finest knights in the Empire.
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NIGHT OF ATHOUSAND
ARCANE DUELS

Welcome to the first in a new (and highly irregular) series of articles: the Tome of
ages, vou'll find a hefty expansion to your games of Storm of
e detail will probably vary quite a bit from one Tome of Battle to another,
ea is to provide all you maniacal soreerers with plenty of fresh ideas with
which to contest your wars of wizardr: or example, in th Thousand
Arcane Duels, vou'll find new Cataclysm spells and a new mpire players
will also be overjoyed to find Grand Battle Prayers ¢ s that boost the
effectiveness of Warrior Priests and Witeh Hunters.

“The Colleges of Magic Whilst you can play the Night of a Th

sand A

ial rules, that’s only part of the pictu

¢ Dueks as 2 bespoke scenario with a large amoun

have taken leave of their

. Fach Tome of Battle will add new rules and

we do not put an tactical opportunities to your games of Storm of Magic, and you and your oppenent should feel free to
end to this they will raze pick and choose which rules to use. If Storm of Magic can be compared to a toy box, then the Tomes
Altdorf to the ground.” of Battle are filling it with new toys. You can play with them all, but you don’t have to — it’s up to you.
— Grand Theogonist Helmgart
P — Anyway, that's enough wittering — on with the action!
The Wheel of Magic oot bife - Windof Gy,
he Wikeel of Ma ;

.,u

- Wind of Hyg
1 o Puyy - noprig e

getorcot it
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Every cight years representatives of the Colleges of Magic in
Altdarf meet to decide which of them will reign as the Supreme
Patriarch. This takes the form of a fierce contest of magic in

\ which gladiator wizards battle to defeat their rivais. During one
| such contest, the rivalries between the Colleges of Magic turned

into outright siolence and o storm of magic was unleashed that
brought Altdorf to the brink of ennihilation.

During the year 2415, the resentment and mistrust that existed
between the different Orders of Magic reached breaking paint.
Indeed, the Emperor of the time — the incompetent Dieter IV —
purposefully stoked the fires of paranoia and jealousy between
the orders, finding the petty squabbles between wizards to be a
most entertaining pastime. So it was that when the octannual
contest of magic commenced, hundreds of wizards took up their
staffs to setele scores with those they belicved had given insule
against them. With so many challengers, the contests were not
confined to the Hall of Ducls alone, and as tempers flared many
Battle Wizards sought to gain an adeantage by fighting from
fulerums of poter within their College grounds. Nor was arcane
battle limited to duels between different Orders. Indeed, through
a cunning coup the Patriarch of the Light Order was usurped
and imprisoned within a crystal labyrinth by High Luminary
Horz — later known os the White Pretender — who assumed the
title of Patriarch for himself. Drunk on power Horz thirsted

Jfor the means to chailenge Supreme Patriarch Alric and in his
desperation he broke into the vaults beneath the Hall of Duels
and opened the Book of Valans to glean the secrets of undiiuted
magic. In an instant his sanity was shattered, and a raging storm
of magic broke above Altdorf

Sorcery rained from the sky. Eidritch bolts of power scoured
Jurrous through Altdorf and pillars of liquid balefire wreaked
havoc across the Colleges of Magic. Belieoing they were under
attack from their rioals, the Orders of Magic responded with
ecery scrap of lore at their disposal. Spells, artefacts and war
machines that had not seen use in a generation were brought to
bear and soon the skies were alight with fireballs, lightning bolts
and multi-coloured flashes of light. No longer was this a test

of skill, but an all out war of magic. Whole quorters of Altdorf
burned as the firc-wreathed Bright Wizards hurled sheets of
flame and Lumtinarks of Hysh sent beams of searing light
lancing across the city. As if rebelling against the conflagration,
the Jade College itself seemed to come to life, trees reaching

out to strangle any rival wizard who dared approach. Amber

Wizards descended upan the Celestial College’s towering spires
from atop Griffons even as their earth-bound kin shackled
creatures from the depths of the Drakwald to their will and
assaulted the Azure Gates from below. The Astromancers
fought back with the fury of the heavens, smiting beast, monster
and wizard alike with raging tempests and hurtling meteorites.

As the night drew on, the Colleges became coer more desperate.
Gold Wizards transmuted entire streets into silver, using gilded
cabblestanes to bribe mercenaries and brigands to fight for
them. The Knights of Judgment, who owed oaths of allegionce
to the Grey Order, rade forth at the behest o,f their Patriarch,
the arcane sigils branded in their armour ing them

into aatars of smoke and shadow. Albrecht Hauptman of the
Amethyst Order coen summoned forth Undead spectres to fight
his foes, but many within his Order labelied him a Necromancer,
and as the College was enguifed with infighting, wraiths and
ghosts ran amolk in the streets, feeding on the souls of Altdorf's
cowering populace.

Viktor Helmgart, the Grand Theoganist, knew that unless

this madness was stopped soon, there would be nothing left

of Altdorf to save. Taking matters into his own hands, he
gathered every able-bodied soldier he could and marched upon
the Hall of Dueis. Helmgart sundered the great arcane doors

to the hall with a single blow of his warhammer and as the
Theogonist and his warriors poured into the hall they saw Horz,
gibbering insanely s ofl eight Winds of Magic danced betwoeen
his fingertips. The first soldiers to move forward to apprehend
Harz were engulfed in a corona of magic as the White Wizard
unleashed the full spectrum of magic against them. Every second
that passed left a score more of Helimgart's soldiers dead and
only when Helmgart stepped before the wizord and, summoning
every ounce of his faith, uttered a single word of justice in the
booming voice of Sigmar himself, was Horz's magical onslought
halted. The White Pretender was taken aback for a split second,
and in that pause a foud crack resounded throughout the Hall
of Ducls and Horz slumped to the ground as a Witch Hunter's
enchanted buliet blew out the back of his head.

Avast pillar of magic erupted forth from Horx's corpse that
tore through the roof of the Hall of Duels before separating
and engulfing the fulcrums of power on which the duelling
FPatriarchs stood. Mast were slain outright, their bodies torn
asunder under the maelstrom. Only Alric and the imprisoned
Fatriarch of the Light Order survived the magical backlash, and
under the scrupulous gaze of the Grand Theogonist they set
about rebuilding the Colleges of Magic, introducing safequards
to prevent the cataclysmic events of the Night of a Thousand
Arcane Duels from ever happening again.
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THE ARMIES
Each player chooses his force using the army

list from a Warhammer army book.

equal points value agreed before 1

addition, cach player can spend an extr

of that value o

in on Scrolls of Binding, Pacts

are unique ©

rm of Magic — this is sometimes re

to as the Monsters and Magic allowance, In

addition, the following limitations apply
Mythic Art
In a stand: an take a

masimum of one Mythic Artefac

In

ake a maximum of two

grand army you

Mythic Artefa

Pacts

An army or grand army can take a single Pact.

Empire Brighe Wizand

Scrolls of Binding

In a standard army you can take a maximum of

two of eac

vou

can t
of Bindi

THE GAUNTLET OF SORCERY

Dire chance has caused many Arcane Fulerums to appear in close
Will the wizards ally to deny victory to their hated foes, or
will they merely fight amongst themselves?

THE BATTLEFIELD

This scenario is played on a 6" x 6" board (or, put

another w

of nine Realm of

; a square mad
Battle sections). Next, you'll need to place eight
Arcane Fulerums, as shown on the scenario
map, to represent the endpoints of the Wheel

ke

centre of the board as the hub’.

of Magic's

hen place a ninth Arcane

Fulerum

When this has been done,

 battlefield
ilebook

as described in the Warham;

DEPLOYMEN

Now, roll off to see w

ch player picks the half

of the t

a w in. The player places
4 Wizard (or Runesmith or Run
i n his half. His opponent then does

rd) on cach

the other half. If either player has
Wizards to oceupy the fulerums in

his table half, he must choose which to occupy.

T'he remainder of the armies are then deployed
using the rules for a

nating roll

eployme

off again to see who starts. Units can be placed

anywhere on th

able as long as all models are

Side A
Deployment Zose

! Deployment Zone

To represent

importance of ¢

b

4 nse a more inpo:

of terrain as the

Side B




completely within 12" of their board edge, or 6"
of an Arcane Fulcrum occupied by a friendly
Wizard. Any units that cannot be placed enter
play following the rules for reinforcements,

arriving during the first turn in which ther

sufficient

pace. Unit veas

reinforcements can do so from any board edge.

FIRSTTURN

Roll off after deployment to see which player

takes the first turn. The plaver that finished

deploying his army first adds + 1 to the roll

GAME LENGTH

The battle will last for six game turns, or until a

time limit agreed by the players is reached

VICTORY CONDITIONS
At the end of the game, the player who controls

Arc:

ne Fulcrums wins the battle!

the mo

Howeve

hub’ Arcane Fulerum cous

ss three Arcane Fulerums for the purposes
of deterntining victory — so if your opponent

s the hub, you'll need at least three other

alance it out!

Arcane Fulcrums to

If both players control the same number of

fulcrums, use victory points to break the tic.

SCENARIO SPECIAL RULES
Magical Flux, Arcane Fulerums, Wild
Magic, Cantrips, Cataclysm Spells.

NEW SCENARIO SPECIAL RULES

Grand Battle Prayers.

More than Tvo Players

his scenario lends itself beautifully to an

8-player game — though you'll need

accordingly. 750 to 1000

the points per side

paints per sideline.

erisa good

you choose ta do this, each player starts the

me in possession of a single Arcane Fulerum,
ploysa W

randomly determine who gets w

and d rd on it. You can either

hich Arcane

Fulcrum, or agree amongst yourselves.

Fach player's army can only be deployed

thin 6" of that player's Arcane Fule

m.

Any units that cannot be placed are brought

on

reinforcements during the player’s first
Maoveme

phase, and enter the battlefield via
the board edge closest to the player’s fulerum

Victory conditions are unchanged.

Of course, Warhammer’s not primarily designed
for multi-player

) you may well have

situations arise whe) ur fellow

e you and y
sorcerers will have to adapt the rules. The most

common oceasions can be found below:

Turn Sequence

To determi

ne which player goes first,

everyone chooses a different Wind of Magic.

Then, spin the spinner. The player who chase
the Wind of Magic that the spinner comes

10 rest on goes first, with pl

¥ proceeding
round the Wheel of Magi

clockwise ric

Phase
e Winds of Magic are rolled, all

the power dice go to the player whose

n it

is, with the dispel dice shared out as equally
as possible between the other players. If the
dispel dice cannot be shared out equally,
randomly determine (one dice at a time) who

gets the excess dice.

* When you cast a spell, your opponents
must decide as a group wha from amongst
their Wizards will attempt the dispel. Your
opponents can also share dispel dice at any
point, so they'll have to decide which players
will contribute dice to the attempt and how
You'll probably

find that some of your opponents won't want

many they will contribut

p your spells from being cast, as it'll

weaken another of their enemies!

* The Lizardmen spell The Grear 1.

doesn’t affect all enemy pl funits. Instead,

you must choose one of your opponents — the

spell then affects that player and his units.

Close Combat Phase
* During the Close Combat pk

se, only units

belonging to the player whose turn it is and

all units that are p

t of the same combat

(even if they're not fighting a unit belonging
1o the player whase turn it is) may fight

= If units bel

are involved in the same close combat, work
out combat result for each. The side with the

highest score wins, the others lose and suffer

the normal consequences for losir

combat. A unit is only Steadfast if it has more

ranks than all enemy units in the comt




The librari contain many rare and exotie

s. Within these

of the Colleges of Mag
tomes and grimoires, jealously hidden from their riv:

books are some of the most powerful spells ever cast.

Sorcerous Bran:
rules for Myth

are Talismans and they follow the normal

Artefacts, with the f

er or monster i y a single

brand (even though are not characters cannot

mally ta

plan your spellcasti
intend to take

pells from onc of the Battle M
B Sorcerous Brand of Ghur
cost. Note that this Sorcerous Brand of Hysh
ing given a Mythic Artefact Sorcerous Brand of Chamon

r Sorcerous Brand of Gh
| Sorcerous Brand of Azy
Sorcerous Brand of Ulgu
Soreerous Brand of Shyish

Sorcerous Brand of Agshy ........ccuueeeeeee. 10 point:
. 10 point:
verssnees 10 poine
. 10 point:
. 10 point
. 10 point:
. 10 point:
. 10 point
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THE LORE OF FIRE

Raze
Presence. Living firc bursts forth from the i
L

and ruin.

Caston 15+
id's hands,

y constiming the targer wntil there is wathiug lofe but ashes

Raze is a direct damage spell with a range of 48" The
target suffers 306 Strength 4 hits. Once this da
and enemy) with a Brand

nage has
been resolved, all models (friendl

of Ghyran within 12" of the target, or the caster, suffer 2D6
Strength 4 hits.

————— e
Myrmidia’s Wrath

Presence. T
scarlet-coloured flames

Caston 15+

ard thrasts his hands up into the skies and

shoat aut of the grannd beneath his foes feet o

burw all that they to
Miyrmidia’s Wrath is 2 direct damage spell with a range of
model in the target
least partially under

30". Centre the small round templa

e over

unit - it then scatters D6". All models a

ffer a Strength 4 hit. All models with a Brand of

the template
Shyish or a Brand of Ghur within 12" of the target, or the caster,

s To Wound with

receive a + 1 bon

shooting and close combat
attacks until the start of the caster’s next Magic phase.

Embodiment of Aqshy Caston 15+
Equilibrium. Clasping close a flame-wreathed key, the wizard >
dvases the powwer of Agshy into himself, ]

Entbadiment of Agshy is an augment spell that targets either the 18
ter, or 4 friendly model with a Brand of Aqshy within 247
Whilst the spell is in effect, the target is transmogrified into an |
Enbadiment of Agshy — his profile is replaced by the one given

below, although his troop type remains unchanged:

M WS B S T W I A Ld

8 3 5 5 5 5 5 5 10

SPECIAL RULES: Breath Weapon (Strength 4),
Flaming Attacks, Unstable.

Whilst Embodiment of Agshy remains in effect, the 1
a

s Inspiring Presence or Hold your Ground! rule.

cast spells, wargear or magic items, and nor can other

madels us

Enibodiment of Agshiy ends if the model is reduced to 0 Wounds
(there is no other way the spell can end). When Ensbodiment of
shy ends, the target reverts to its original profile (including
the number of Wounds it had left when the spell was cast).

THE LORE OF BEASTS

Taal's Fury Caston 10+
Presence. Witk a guttural and primal shont, the wizard calls
dowm the sorath of the <wild, insbuing his allies woith the fisrious anger
of Taal himself

Taal's Fury is

unit gains the

an augment spell with a range of 24" The target
al rules until the start
1l models with
12" of the target,
ial rule until the start of the

enzy and Hatred spe

phase. In addition,
F Hysh withi,

of the caster’s ne:
a Brand of Aqsh

or the caster, g

n the

caster’s next Magic pl

Caston 15+

 consuming thase who are

Consume Strength

Presence.

¢ SErONgest Sui

neerely stroug,

Comsume Strengeh is an augment spell with a range of 24" The

Strength and +2 Toughness u

start of the caster

(friendly and e

target, or the caster, suffer -1 Strength and -1 Toughness until
A Ih:_smn of the caster's next Magic phase.

next Magic phase.
) with a Brand of Azyr within 12" of the

;
£

Embodiment of Ghur Caston 15+
E

brium. With a snarl, the wizard embraces the beast within %03

b of Ghur is an cither the
ter; or a friendly model with a Brand of Ghur within 24",
Whilst the spell is in effect, the target is transmogrified into

spell that target

an
1

Embodiment of Ghur — his profile is replaced by the one gi

M WS BS § T I A Ld
B, 3 6. 8 E 5 L6 10 ‘

SPECIAL RULES: Frenzy, Devastating Charge, Unstable. '

Whilst Enmbodiment of Glrar remains in effect, the target cannot
cast spell;

Annot use any wargear or magic items, and nor

can ather models use its Inspiring Presence or Hold your

Ground! special rules (if it has them). Embodiment of Ghur ends
automatically if the model is reduced to 0 Wounds (there is no
other way the spell can end). When Fwmbadinrent of Ghur ends,

the target reverts to its original profile (including the number of: J
‘Wounds it had rema

ings when the spell was cas).

=




THE LORE OF LIGHT

Caston 15+

Emhodim:m of Hysh Caston 153+

, making

Fiysh is an augment spell
with a Brand of

Whilst the \\LH is in effect

the target”
one given below, althoug

¢ is replaced by the
his traop type remains unchanged:

M WS BS § T W 1
suffera

A Ld
g i il 3 3 3 8
the start X

G s 10

SPECIAL RULES: Always Strikes Last, Unstable.
8 Shallya s Blmma Whilst-Evbadiment of Hy
. Presence. -

cast spells, cannot use

Ny Wi

can other models use its Inspiring Presence or Hold ye
(if it has them). Enbodimen

del is reduced to 0 We

Ground! sy

Wounds it had remaining when the spell wa




THE LORE OF METAL

- Justice Caston 20+

 Presence. Beams of golden energy strip the enemy of their wards.

" Justice is both an augment and a hex spell. The augment
targets every friendly unit within 12"; the hex targets every

enemy unit within 1 ote the highest enemy armour save
and the lowest friendly armour save. Until the start of the

caster’s next Magic phase, all enemy units have their armour
save changed to the value of the lowest friendly armour save,
and vice versa. Thes
for any reason (or negated) whilst the spell lasts. In addition, all
models (friendly and enemy) with a Brand of Shyish within 12"

of any target, or the caster, suffer D6 hits.

&
Verena's Bargain Caston 25+
Presence, Enchantment turns weakness to greater strength.
Remains in play. Verena's Bargain is an augment spell with
arange of 24". For the du n of the spell the target uni
Weapon Skill, Ballistic Skill, Strength or Toughness (y
choose) is reduced by D3 (to a minimum of 1), In addition, for
the duration of the spell, the target unit’'s Weapon Skill, Ballistic
Skill, Strength or Toughness (you choose) is increased by D3
(roll again) - all models with a Brand of Hysh or a Brand of
Ghyran within 12" of the target or the caster immediately gain a

rmour saves cannot be further modified

s

point of the target’s increased characteristic for the dura

Embodiment of Chamon
Equilibrium. The wizard trangforms himself ints a magnificent 1
golden statue, with blades for hands and river-armonred plates

Sfor flesh.

Embocdiment of Chamon is an augment spell that targets either
the caster, or a friendly model with a Brand of Chamon within
24". Whilst the spell is in effect, the target is transmogrified into

an Embadiment of Chamon — his profile is replaced by the one l

given below, although his troop type remains unchanged

M WS BS § T W I A Id
5 4 4+ 6 6 5 3 5 10

SPECIAL RULES: Armour Picrcing, Scaly Skin
(4+), Unstable.

Whilst Essbodiment of Chamon remains in effect, the target
cannot cast spells, cannot use any
models use its Lnspiring Presence or Hold your
Ground! special rules (if it has them). Embodiment of Chaman

rgear or magic items, and

ends automatically if the model is reduced to 0 Wounds (there
is no other way the spell can end). When Esmbadinent of Chamon
get reverts to its original profile (including the
number of Wounds that it had remaining when the spell

ends, the t
was cast).

THE LORE OF LIFE

Quagmirk’s Embrace Caston 10+
| Presence. 7ie batlefield grows sodden, drawing dovwon the Wind of
Ghyran and dampening flames as they burst into life.

ibrace is an

Caston ]5+

ugers become tharns, his skin guarl

Embodiment of Ghyran
hquxllb um. e wizard s
e,

Remains in play. Quagnirk spell that
targets the whole battlefield. For the duration of Quagmink's
Ensbrace, all spells from the Lore of Life have +3 to cast. In
addition, for the duration of the spell, all spells from the Lore of
Fire, all models with a Brand of Aqshy and all other attacks with
the Flaming Attacks special rule, suffer a -5 penalty to Strength

(to a minimum of 1).

Rhya's Bounty Caston 10+

Presence, The wizard blesses his allies with armanr, farmed from

wwrithing vines and cregpers,

Rhya's Bounty is an augment spell with a range of 24", The

target unit immediately gains +4 Toughness until the start

of the caster’s next Magic phase. All models with a Brand of

Chamon or a Brand of Azyr within 12" of the target, or the

caster, immediately gain +2 Toughness until the start of the
\caster's next Magic phase.

w is an spell that targets either
the caster or a friendly model with a Brand of Ghyran within
24". Whilst the spell is in effect, the target’s profile is replaced

by the one below, although his troop type remains unchanged:

M WS BS § T W I A Ld
(o5 o S ey S Gy IR S JKE 7 SN ;

SPECIAL RULES: Flammable, Regeneration, Unstahle,

Whilst Embodiment of Ghyran remains in effect, the target

cannot cast spells, cannot use any wargear or magic items, and

nor can other models use its Inspiring Presence or Hold your
Ground! special rules (if it has them). Embodiment of Glyran

ends automatically if the model is reduced to 0 Wounds (there

no other way the spell can end). When Embodiment of Ghyran
ends, the target reverts to its original profile (including the j
umber of Wounds i had remsaining when the spell was cast) .




Caston 10+

\ ' Manann's Herald

Presence.

 in play on units
of G

caster, end immediately.

ent spells curre

era

an or a Bran

THE LORE OF HEAVENS

Caston 15+

akes on th

Embodiment of Azyr

Equilibrium. 7%

Whilst the spell is in

one given below, althou;

M WS BS § T W 1 A Ld
12 4 4 4 4 5 6 5 10

SPECIAL RULES: Always Strikes First,
Armour Saves”, le

*Arinou

Whilst £

spells, cant

fold yc
is reduce
spell ends). When

1o its o

models use
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Gloom Caston 10+
b/ Presence. An implacable shadis volls acrass the fatrlefield,
[ thuwarting vision and valour both.
in play. Glsom is a hex spell that targets the whole
ttacks
» Hit are

Remai

battlefield. For the duration of Glaom, all shooting
suffera -1 To Hir penalty (attacks that do not roll
unaffected). In addition, models cannot benefit from the Hold

Your Ground and Inspiring Presence rules. Furthermore, all
models with a Brand of Hysh (and all units that contain at
least one model with a Brand of Hysh) suffer a -2 penalty to
Leadership for the duration of the spell

Ranald's Mischicl Caston 15+

Presence. With the aid of a small sitvered mivvos, the wizard
s his ailies woith the abiligy of his foes.

Ranald’s Mischicf is an augment spell with a range of 24",
Unil the start of the caster’s next Magic phase, two of the
target’s characteristics are changed to match these of
unit within

n enemy
24" of the caster (you choose which enemy unit). To
find out which characteristics are changed, roll a D6 twice and

consult the following table (if you get a duplicate, re-roll):

1 Weapon Skill 4 Toughness
2 Ballistic Ski 5 Initiative
3 Strength 6 Leadership

a single characteristic changed to match that of o
nemy unit — roll once on the table to find out which. !P\

In either case, if the enem

unit has two or more characteristic %
values, always use the lowest

Embodiment of Ulgu Cast on 15+
quilibrium, The coizard flickers i and out of the material world.
Emboddiment of Ulgu is an augment spell that targe

ither the
caster, or a friendly model with a Brand of Ulgu within 24",
Whil in effect, the target’s profile is replaced by the
one given below, although his troop type remains unchanged:

the spell

M WS BS § T W I A Id
10 & a3 8 5§ e

SPECIAL RULES:

hereal, Unstable.

Whilst Enbudiment of Ulgn remains in effect, the target cannot
ny wargear or magic items, and nor can other

cast spells, use
models use its Inspiring Presence or Hold your Ground! rules.
Embadiment of Ulge ends if the model is reduced to 0 Wou
(there is no other
Ulgn ends, the target reverts to its original profile (including the

ds

ay the spell can end). When Embodiment of

number of Wounds it had remaining when the spell was cast).

Caston 10+

fidness is no trivial thing

Mental D:cny

Presence. Fira

ard, a curse of for

Mental Decay is a hex spell that targets a single enemy Wizard
thin 24" (even a model inside a unit). Both the caster and the
target roll 26 and add their Leadership values. If the caster’s

score is less than or equal to the target’s, nothing happens. If
the caster’s score is higher, the target loses a single Wizard level

(randomly determine a spell to be lost as

result) and the caster
adds D3 dice to the power pool. In addition, all models with a
Brand of Cha

single Strength 4 hit, with no armour saves allowed

v

Morr's Peace Cast on 20+

Presence. Death holds no foar for thase with ane foot in it kingddom,

Morr’s Peace is an augment spell with a range of 24",

target is Unbreakable until the start of the caster’s next Magic

‘phase. In addition, until the start of the caster’s next Magic

phase, all modelswith a Brand of Ulgu or a Brand of Agshy
awithin 12" of the target or the caster are Immune to Psychology.

mon within 12" of the target or the caster suffer a

‘he

THE LORE OF DEATH 3

Embodiment of Shyish Caston 154

Equilibrium. Tie wizard becomes death incarnate.

1 augment spell that targets either the 3
dly model with a Brand of Shyish within 24",
Whilst the spell is in effect, the target’s profile is replaced by the

caster, or a f
one given below, although his troop type remains unchanged:

W I A Id

M WS BS § T
3 L 5 5 10

10 4 4 3
SPECIALRULES: Killing Blow; Poisoned Attacks, Unstable.

Wi

cast spells, cannot use

t Embodinent of Shyish remains in effect, the target cannot

ny wargear or magic items, and nor can
other models use its Inspiring Presence or Hold your Ground!

special rules, Embudiment of Shyish ends if the model is reduced
to 0 Wounds (there is no other way the spell can end). When
Embodiment of Shyish ends, the target reverts to its original
profile (including the number of Wounds it had remain

when the spell was cast). =




CRAND BATTLE PRAYERS

Bcund Spcll (Powcr Level 15)
Pri

When a storm of magic rages, the power of the gods

Wnrd of Vcngcancc

makes his hatred

cons of unshakeable resoly

become l|
their chosen gods whose every utters
the fortunes of battle.

Word of Resolve

Presence. 17

Hymn cflushc:
Equilibrium .1 2

O AR S RS v Y s



No Witch Hunter dares be caught u
breaking storm of magic. Indeed, m
a carefully prepared stash of holy rel
and trinkets with which they can g

ares by
ny hold safe
» artefacts
advantage

athers worth more ths
Imperial treasur:
for desperate measures...

o A
| D33 Witch Hunter Relic
'\ 11 Sheen of Truesilver
| Applied properly, tracsitver can break the bindings that
|
|

n the contents of the entire
Nonetheless, desperate times call

€]

22

trammel a monster’s will,
At the end of any Close Combat phase in which a Bound
Monster suffers one or more unsaved wounds from the

Witch Hunter’s close combat at:
enemy Wizard. That Wizard mu:

pass a Toughness test
for cach such wound inflicted, and loses a Wound (with no

saves of 23

kind allowed) for each test failed.

Von Mecklenburg’s Enchanted Shot

These arcane bullets burst inta stwiriing energy when in the
presence of an Arcane Fiderum,

The Witch Hunter’s shooting attacks automatically
wound Wizards occupying Arcane Fulerums.,

31

13 The Powders of Thrice-damned Ossk

The Witch Flunter can cast these pooders on the air when a
wizard’s plans go awry, transformiug misfortane ta disaster
One use only. The Witch Hunter can use the Powders of
Thrice-damned Ossk immediately when an enemy Wizard
on an Arcane Fulcrum miscasts. The caster must roll twice

R ——

WITCH HUNTER RELICS

If you are using Witch Hunter Relics in you
Hunter in your army can have a single reli

counts
acquired in his carcer, it’s in
table helow

counting the first dice as ‘tens’ and the secon

refer to the table below to see wha

me, any Witch

t your Monsters and M

the relic represent

a singular item that the Witch Huni

sossible to plan for it will be. At the

rt of the

spells, r 1233 on the

i
by

her,
Then

relic your Witch Hunter has.

¢ mean roll two D3 er the

ne

15 ‘units’”

e s

Blessed Silver Hammer
Few unnatural creatures endure lang in the presence of thi€
Any Wizard with the Undead,
Daemon special rule who suc
within 12" of a Witch Hunter with this relic immediately
suffers a Wound on a D6 roll of & 4+ with no armour

n Undead of
ssfully casts a spell whilst

The Fang of Orska

The Kraken Orska vuled the seas for many hundreds of yeat§m

even now Ats remains fold power over other beasts.

Any Bound Monster attempting to strike blows against
the Witch Hunter must first pass a Leadership test or
forfeit any attacks directed against the Witch Hunter.

Arabyan Windglass

By shattering the windglass, the Witch Hunter can upset the
proper cowrse of the Winds of Magic

One use only. The Witch Hunter can use the Arabyan
Windglass immediately after your opponent has spun the
spinner for Magical Flux. If he does so, your opponent
must re-spin the spinner

RN

on the Arcane Fulcrum Miscast table, and the Witch
Hunter can choose which result is used.

a2

Religuary of Lector Ostranald

This bone shard absorbs harmfid sorcerics, leaving potential
victims anscathed.

Each time the V

—

33

h Hunter’s unit suffers unsaved

wounds from a spell, the first D6 unsaved wounds are
absorbed by the Reliquary and have no effect (unsaved
wounds with the Multiple Wounds special rule still only
count as one).

Sanctified Shard of Lichebone
Ancient Necromancers can bypass the wast stringent protections 1
— as can thase who bear their remains. it
Ward saves granted by Arcane Fulcrums cannot be taken |
against the Witch Hunter's close combat attacks. .‘f
R SO |

Balestone Orb

The presence of a balestone arb is anmay

1w, rather than patenty i
but can disrups minor magics. 4
Enemy Wizards within 24" of the Witch Hunter suffera iy
-5 penalty to cast when attempting to cast Cantrips. v

o e ke



Don’t let Jervis
Johnson’s mild-
mannered nature
fool you - go and
ask him a simple
question and before
you know it you've /

aereed topaintan @ © Aim for success, not perfection.
army for him... Fear always lurks behind
perfectionism.




in certain situations,
leading to one of two
autcomes: both players
compromise o risk have
a row ov thing

o
by the result should that
siluation ever arise again.

thing you

ve both thing

ve c|1-u it

A good compromise is like a good piece of music.
Everyone can recognise it.99

President Barack Obama

i hal i whas riilis

Games Workshop
Willow Road
Nottingham
NG7 2ZWS

United Kij

udom
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In this article, Mat Ward introduces a map-based campaign-that sees a huge Necron
fleet hailing from theNihilakh,dynasty launching an invasien of the vitis-ravaged”
: P|a?etgﬂm¥¥,}'lqn;;ﬁv/ilh I\[igl_ﬂ(!_?-f thte ma
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e & WARHAMMER
> 40,000,

SURRENDER AND DIE!

he Necrons have let
the game: Game: 1
futies for the campaign fell to myself

the legendary D:
suitable meld of h
creative eccentricity
you to d

particular

drews - a

wtless, icy log)

cide who el mlmdu d \\Im h in t

tance)

THE CAMPAIGN MAP

Dave and | knew we wanted to create a
map-based campaign. We didn’t want t
map itsel 0 steal facus from the battles
E r give the players context for the
games they were going to play. In the end
we decided to r -pm:ln. he continent of
Tanrak Prime using tiles from Planetary
ires, and elected to also use the
mn v lnmm.mlu with a campaigs
round las wo weeks each, We did,
howeves a few tweaks.

MAP OF
TANRAK PRIME a
i

THE INVASION ROUND

Rather than have players claim tiles at the
start of the
nin the Impe
round of g
tiles fell to the Necron advance. In this first
raund, the Farces of the Imperium would
therefore not be able to capture tiles

but would be fighting solely to maintain

il As Dave and | decided that the
invaders would have the advantage of
surprise, we granted them a +3 bonus to
the dice roll when atter :mpting o caplure
locations at the end of the first round

s the disadvantage of having no
adjacent tiles). After the initial invasion,
»uld proceed using the normal
anetary Empires rules.

VICTORY CONDITIONS

The other main change we'd be making
would be to the campaign’s victory

rons could seize hali
If the Forces of the
it for three months
then victory would go

um’s hands. The first

contr

of the tiles, they'd wi
Imperium could hold
tms),

(6 campaig
to Mankinc

WHAT'S IN THIS ARTICLE?
We wanted 1o tell the tale of our can
through a mixture of battle reports and muml
summaries, but also included some of the

s we devised along with various other
new rules we made up so you can use them
your own If you just want to skip to the
good stufi, here’s where it all is:

scenari

Campaign Rules P76-77
Battle Reports pa1, 8:
Scenarios P8O, 84 and 8;
Forces

Datasheets

ame, all of Tanrak Prime would

Ve made our map u.~inp,
the plasti
Planetary Empires b
set. We also mcﬂ the
campaign rules included
initas the b

own camp

Antar’s Spire refines
and processes much
of Tanrak’s off-
warld exports.

Skyreach Spaccport
Skyreach is Tanrak
i

G Ruins of Gorvath

When Waaagh!

Snags ded
upon Tanrak, it was
the sprawling hive
cily of Gorvath that

war-torn i
Ork-infested ruins.

Okamx Gate
'lln stean
tories ol 13
city have desola
the land for

hundreds of miles in
any direction.

o Dusthold Spaccport

solated and ¢
Dusthold Spacepe
is still serviceable
if a commander is
prepared to make
use of il.

THE BATTLE FOR TANRAK
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THE PLAYERS
The campaign had
a hardened core of
Warlords including l((-vm

Space Wolves and
Chris Peach and his
Necrons. There was also
many players who dipped
in and out for a game or
two, taking on the role
of a mercenary player

or showing up to play

a doubles game with

one of the core plays
Having a wide pool of
players helps keep the
campaign’s momentum.

s

INJURY TABLE
A Warlord needs to roll on this table at the end of any game
in which he is removed as a casualty. Unless otherwise
be sufiered once, with dupl

results being re-rofled. 1 an injury is mallficd ~ such as by
aculous Recovery result on the Glory Table - it no
longer counts toward the total number of times the injury has
been suffered.

206 Result

2 Crippled: Roll twice more on the
result, re-rolling results of 2 or 12. A model ¢
this result any number of times.

able and apply the
suffer

Blind in One Eye. The models Ballistic Skill is reduced

by 1 to-a minimum of 1).

4 Night Blindness. Whilst the Night Fighting rules are in
play, this model’s Weapon Skill and Ballistic Skill are
(hut cannot be reduced further).

5 Shattered Arm. The model suffers a -1 penalty to his

Attacks characteristic to-a minimum of 1. A model can

suffer this result twice, rather than ance.

6 Shattered Leg. The model moves 2 loss than normal
(this applics 1 all kinds of movement, including
consolidation and assault moves, but not including
disembarkation).

7 DeepWound. The model suffers a -1 penalty to his
Wounds characteristic to a minimum of 1. A model can
| suffer this result twice, rather than once.

8 Battle Madness. The model gains the Furious Charg

1 Fearless special rules, but loses the Independ
Character special rule Gf he has i,

9 Head Wound. The model’s Weapon Skill and Ballistic
Skill suffer a -1 penalty 1o a minimum of |

10 Weakened. The model sufiers

Strength characte

11 Doomed. The model must re-roll all saving

12 Rise from Defeat: Immediately roll on the Glory t

re-rolling a result of 2, and apply that result inst

-1 penalty to his

tic to a minimum of 1

throws of 6.

hle,
ad of

76 WHITE DWARF

hen a campaign kicks off in the

Design Studio, everyone wants

a piece of the action. Sadly
campaigns that have too many players
tend to collapse under their own weight
or fizzle out as dastardly real life
Fists, Simon Grant ,‘,.d combatants away to shopping, irening
h looking after children and all those things a bit more personal to the players. Unlike

I understand happen to other people.
Therefore, Dave and | decided to base the could pick and choose for each battle,
campaign around a core group of eight
gamers — four Necron players and four
Forces of the Imperium players. Others
could drop in and out during the campaign, parin a player's Warlord “died", he'd in
acting as mercenaries or fleeting allies.
First, and most important, e,
needed to have an army! The
of the army was less important, as the
campaign would allow for different sizes of chance of receiving a bonus in the shape of
games — indeed, unless the players proved a characteristic boost or an extra rule.

1o be incredibly sporting, some of the
battles might see o
detail that ¢
however, was that each player als
an HQ choice (their Warlord) to repre:

side outnumbered.
zlnnh-xi

uldn’t be ov

teals the their presence on the battlefield. Dave felt

that this would make the upcoming struggle
the rest of the players” armies, which they
their Warlord's wargear and options would

hvll\ml To push the Warlord idea even
er, we added in Injury and Glory

ct just suffer some kind of ghastly wound

h player that would leave him in less than tip-top

condition. On the other hand, if a Warlord
ed a suitably heroic feat, he'd have a

GLURY TABLE

aWarlord manages to cau

an enemy Warlord, Independent Charact

Creature, and the wounded model is later removed as a

casualty, he rolls on the Glory tabl,
e

atleast 1 unsaved Wound on
ar Monstrous

he end of the game.
ies, glories are nat persistent, but anly last for a
. This is as it should be - war might be eternal,

but glory is fleeting...

Result
Unseen Retribution. I
table, re-rolling a result of 12,
instead of a

ediately roll on the Injury
nd apply that result

Fated. In the next hattle, your Warlord re-roll failed

saving throws of 1

Implacable. In the next battle, your Warlord has the
Eternal Warrior and Stubborn special ¢
Master Marksman. In the next battle, your Warlord
receives 2 +D3 bonus 1o his Ballistic Skill

Master of Blades. In the next battle, your Warlord
receives 2 +D3 bonus 1o his Weapan Skill
Miraculous Recovery. Choose one Injury currently
troubling your Warlord. That injury is nullified and na
e has any effect. If your Warlord has no injur
re-rall

s result

Voice of Command. In the next battle, all iriendly
within 12" of your Warlord can use his Leadership
in place of their own. If their L
or higher than the Warlord's,
Leadership tests

Dread Reputation. In the next battle, all enemy units
that wish 1o Launch an assault at the Warlord (or his
unit) must pass a Leadership test or foricit
this turn. Units composed entirely of models with the
Fearless or And They Shall Know No Fear special rule
automatically pass this test
Strength of Ages. In the next bat
ceceives a +1 bonus 1o his Strength

Hour of Bloodshed. In the next battle, your Warlord
receives a + 1 bonus 1o his Attacks characteristic

Lord of Battle. In the next game, vour Warlord receives
a +D73 bonus to his Weapon Skill, Ballistic Skill and
Attacks (roll separately for each

adership is the same
n they re-roll failed

heir assault

your Warlord




A playe
rol \\ a Do it

FOR NOW

IHI—R\I-\()[ H\\Hl

points value in
t this was all a devio

ac
first and foremaost

TRAZYNTHEI
Bid Threshold 20
The Archeovist of Sole
has come 1o Tanrak

NEMESOR ZAHNDREKH
Bid Threshold 22

ILLUMINOR SZE
Bid Threshuld 12
Szeras is IrIIr ued by certain
i aracte
of Tanrak’s inhabitant
y it es prisoners 1o

Basillius - he’ll help anyone continue his ‘experiments” and
who might | position to knows that war offers ample
id him in his search. opportunity to acquire th

RAS

le
ispekh, who he judges to
be a cackling maniac with no

real sense of b However,
he does owe him a substantial
favour, so has come to Tanr;
that debt.

search

stics

Cursed Reliu,

Mat says: Zahndrekh's
ability to bestow or strip a
variety of rules can often
prove pivatal. I
Iychguard with Hit and
Run or Heavy Destroyers
with I.ml« Hunters. Then
imagine
without Counte
and so on...

Mat says: Trazyn mig Mat says: All of the s
be a little untrusiworthy characters available to
off the battlefield, but the Necron players have
on it he's absolutely the potential to change

reliable - mot ony is he the course of the battie

hard to kill (thanks to his but S7eras s probaby the
habit of taking value - is ability to
Necrons), but his ability upgrade 2 unit of Necron
to capture objectives is a Warriors or Immartals is
game winner! well worth bidding for!

wer ather

players Warlord

n should be

Obyron can always be
close by. The Vargard sees the
ding dynasty as a
and intends to gather as
much information about them
befare the war concludes.

Our players

My consider
bidding for Obyron
alongside Zahndrekh, hut
if their budgets won’t
streteh, the Vargard's well
worth considering for his
combat potential the can
conceivably manage 10
Attacks in a single round?)

THE BATTLE FOR TANRAK
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BRING ME THE HEAD OF TRAZYN THE INFINITE

66 These tiresome humans have no sense of perspective. Until | liberated this trinket they weren't using it. and
didn't cven know they had it. Wounded pride is such a foolish causc to dic for. 99

- Trazyn the Infinitc (to himself)

s thievery ha

roused the
who has
the Lord of S
r much

shrouds

his current base u|u||\ ations prevents so
sle a solutior

» bodies

4 to more devious
., He

is Trazyn forc

res as the er Iraw clc

ate hosts he h 15 10 hand, but does not

wher into either. Insteac
facec ndru
n of v st destroy

We foug

s mission betwes rmies

hin
0 slot.

I
of Battle board

OBJECTIVES
Trazyn’s ve the batile

sy him for his tr

is 10 surv his opponents

Fists out

FIRSTTURN

s Necre utomatically have the first tur

Trazyn

WHITE DWARF

L‘.

SCENARIO

GAME LENGTH

end:
my is compl

or on

VIC 'I()R\ (_(J\])I'[](!\\

*ry enemy unit

he Necro

the most victary points at the end of

SPECIAL RULES

e Ruins of Ge

Weapons ¢
Snagra. Roll |\)h at the t

ver's turn. O
battlefield su
the end of the turn

Whao is the Real Trazyn? Th an't tell the v

it of the game
azyn is the

CAMPAIGN SPECIAL RUL i
\!rulu n Body, Wounded Pride
ill su

he'll ¢

vis battle,
to Tanrak for a v

over the co

for the next




TRAZYN'S LASTSTAND BATTLE REPORT

As a Space Marine Chapter renowned for their zeal and uncompromising nature, the
Imperial Fists needed little encouragement to rid Tanrak of the meddlesome Trazyn.
Thus was the enigmatic archeovist hunted by Kevin Chin’s wrathful Space Marines.

A >

ecently been serving h: did have a few moments where fortune
Spyder was

he heat ray of the Triarch
me for the war machine
erate the Dreadnought advancing

had me
with Chris Pe
leadership of Phaeron Krispekh, so

the

s army ur

TURN 3 KEY:
tracks down
and kills the first
copy of Trazyn with
his Master of the
Forge, crushing

its skull with a
servo-arm.

Falling just short
‘ of assault ran

it was decided that Chris would be

responsibility of protec

ge it in assault. Meanwhile, his
nearby Lychguard bested Kevin's Assault
rators, thou re a second

After an opponent-f
the Necrons, Kevin waste

rial Fists w
in sped
cal Squads

\ suspiciously deployed! furdh K
a large phalanx of Immortals. He was
tly) confident that the two Trazyns he
ledl so far were copies, so needed to
rdd model to be sure. But through

in cover. This bold but cunnii
Chris’ forces back in th
ere cover w
Chris’ forces, assailed on all sides, took

s !
Stalker's heat ray.

15 more sparse

3 The secand T
a real beating over the w turns and fetermination, sacrifice and no small { g
is torn apart by a
wen finish off one amount of luck, Chris’ few remaining units Dreadaought
Masler of ible to hold off the Imperial Fists just

F h Chris had nough to secure a win by a single
thus far been ky for the most part hs throw

B the

s 1o stall

their advance on the
third Trazyn.
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SPACE WOLVES UNLEASHED BATTLE REPORT

Sigvald Dmth;.,ranlcr was on the warpath as Simon Grant’s Space Wolves engaged
the Necron armies of Andrew Kenrick and Simon Adams in a couple of early games,
pitting his ruthless fury against the cold logic of Krispekh’s lieutenants.

ew Kenrick's Ne army’s combined firepower to devastating
1 twin
assault with his Canoptek Spyders and
Wraiths, whose whip coils ¢ :
C .u.‘p. k Spyders to finish oif
d befare they could even retaliate.
waounced the arrival of
sranter and his mighty Woli Guard |

verlord

E IT ROES WORTHY

FASACA

n" Space Wolves v

in action once 2
w days lal

st the

mon Adams. After

d eves we
mdall Wyrdstorm, Rune Priest to De

r's Great Company, sent f veterans in a second Drop Pod. Moments stealing the initiative,
he Space Wolves' § ater, the Annihilation Al victim the Space Waolves were
ow orbil, 1o the lascannons of the Space Wolves quickly gain the

upper hand, compounded
by the Necrons’ poor

tle.
a Drop
next to Andrew’s

attempted 1o
first turn on

Grey Hunters’ Razorback
destroyed by i

g off
firepower, Simon
ulg[,“. on t
fell 1o the fury of

esor Symotek and

close combat, the
Necrons were
plasma fire, even as they fled from the
rom the skies al victorious Space Wolves!
ly forced to retr

With his army

a
with his Triarch Stalker's
a the squad with his Drahvek

WHITE DWARF



z
z




. ASSAULT AT ANTAR'S SPIRE SCENARIO

&6 Strike directly at your adversary only when a formal declaration has been made.
Victory without honour is worth nothing. 99

- Excerpt from the Necron codes of battle

rules that Mankind
alone a suitable
s of civilised
wersee the

ged ina counc

wside the very walls of the command
at the Necrons seck to destroy.
st heroes of Tanrak repel

FIRSTTURN

mission between two armies 0 The Necrons automatically h.

our
heir
could spend Th same turns have been completed,
its. The Necron or one army is completely destre

ME LENGTH

e ends after si

T fer only on HOQ and Elites un
was chosen normally (1

stion before the

Forces of

BATTLEF IILT)

ion is protecte

S + invulnerable sa
\\n command |

lords is fo per model. Close comba
» disruption fields automatically inflic
hits on buildings on an armour penetration

penetrating hits on buildings on a 6,

v (its just br
e for those Warlords w

DP PLOYME T

CAMPAIGN SPECIAL RULES
Broken Comms:

} bonus.

WHITE DWARF
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CANOPTEKKILLING FIELDS BATTLE REPORT

The Necrons were attacking in force, and only the might of the Imperial Warlords I
and their honour guards stood between the vengeful Phaeron and his goal. Could
Krispekh behead the Imperial command structure in a single blow?

itterly dreadiul Shooting phase, only
or a single Necron Warrior! By

n Antar's Spire pr
t.and bloody e
on army arrived in
numbers and the me

TURN 2 KEY:
e Canoplek
Wraiths tear through

allied defences.

The Grey Knights
fi
o

the firepower of the
% Necron Destroyers,
A t he

as destroyed

couldn have pre



responded. "Very well,
h

son | shouldn’t
be updted of our progress?
The chamberlain had
served the Phazron too
long o fll into quite so
obvious a snare. Actually
your eminence, | beli
that Margaay Odobakh was
about to report, but the
grandzur of your entrance
ook him by surprisc.
Odobakh's eyes flarcd
angrily but the Margny
e was trapped.

urgers? the F
intoned with mes
Ode

" He reached forth
1o the glowing holo-map
Heavy resistance has

ily? quericd
<k, his voice growing

wear, whilst my grand 3 ;
design crumbles through : ! w0 few cheers of
tence and i vic howl 1uishe
ur inability
As things
firmly




ASHES AND DEATH

APOCALYPSE
SCENARIO

66 Build the gates: call the legions through. This world shall yet be ours. 99

E n incursions. So it is that, in the
depths of the ash wastes, 4 1sion force has

that is, unti

unnoticed

ARMIES
We fought this mission between
points. Each player had to bring

o armies of 4000
his Warlord

board, witk

he teleport aray in

the centre (we used Fc Warld's Necron Pylon|
OBJECTIVES
The Nex

it is more than 12
I es of the Imperium can
up to 12" on from any board edge. However, the
ve 1o bid for their amount of set-up time
1, and whao goes firsl.

2 deploy anywi
>s. The Fe

this determines who sets up f

FIRSTTURN

The side tf

bids the least set-up time goes first.

GTH

- Phacron Krispekh

their location disrupts vital systems for hundreds of leagues
in every direction. Shortly after and Speeders
confirm the pres ortation array
amidst the ash-fields. With such a device at
the Necrons can effortlessly call in vast n
reinforcements, If Tanrak is to have any chance of survival,
the teleport array must be destroyed.

assive tel

VICTORY CONDITIONS

If the Forces of the Imperium can destroy the teleport

w or destroy the Necror my before the ga

they win. Otherwise, the Necrons win

SPECIAL RULES

Teleport Array: The teleport aray is
12 vehicle with six structure points. It
by quantum shielding, and also has six sub:
(these are tre 1 as AV13 Void Shields

mic shields

Necron Reinforcements: Any Necron reserves must either
Deep Strike or arrive through the array. Units that

Deep Strike must arrive | e teleport 4
e them in base contact y; they ¢
then move as if it had just entered from a board ed,

there is no room for the unit, it can’t be placed and must
wait for a space to clear,

all Necron armies in 1
their battles with +
applicd before any bonuses from other sources

5% 1o their points value. This bonus is

1E BATTLE FOR TANRAK




TRIARCH LAWBRINGER PHALANK

he Triaret
vears to see the

Praetorians have fought for untold millions of
t the ancient Necrontyr faws do not fade

from This noble goal is not without its obstacl
but I these s the arrogant anarchy of
lesser races, who cast aside the Praetorians” teachings
whenever it suits them. Worse, these primitives sometimes
actively disrupt the cause of Necron unification, making

dishonaurable war upon their ancient masters simply
because they do not have the discipline of mind to p
their species” proper place.

Such rebellion can sometimes be thwarted by forthright,
means - the execution of a primitive rabbi
v comi lanx of Triarch

At other times,

POINTS: 50 + MODELS

Praetorians are few, and lesser races br vermin.
At other 1
with the work at hand
sach the ancient v
An apotheosis orb is similar in
orb, but vastly superior in form
if it can be valued at all, can
systems” worth o
iployed sp: m-wh lest they b

trusted
oh Judicator will

potheosis orb,

1es, even other Necrons ¢

ction

be cou

o peridious inferiors,

or the scheming of Necron Lards. Whilst the apotheosis
: nearby Praetorians can use its energy to
infuse with fresh sifience

Triarch Pr: armal

shattering the hase control parn

nestles, can the foe have any hope of victory

TRIARCH STALKER

Formation:
1 Triarch Stalker

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

Apotheosis Orb: Al the start of each game turn, roll

a D3 - this is the number of energy pumlsllmuhv
apotheosis orb has available this turn. Any energy poir
that are not immediately used are lost - they cannot be
carried over from turn 10 tur

Energy points can be expended to give the following
effects - make a note of which you are using this turn:

Power Flare: For ¢

ch encrgy point expended on the

s

1-3 Triarch Practorian phalanses

Power Flare, the Triarch Stalker’s weapon gains +1
Strength until the end of the game turn. If this would
cause the weapon's Strength ta rise above 10, it instead
gains the Destroyer type.

Reassembler Field: For each energy point expended on
the Reassembler Field, all Triarch Praetorian units within
6" of the Triarch Stalker have +1 1o their Reanimation
Protocols rolls until the end of the game turn (a roll of 1
always fails)

Sub-atomic Shield: For each energy point expended on
the Sub-atomic Shield, the Triarch Stalker gains a sub-
atomic shield (treated as an AV13 Void Shield) until the |
end of the game turn.




GHOST STRIDER PHALANK POINTS: 100 + MODELS

ainst the Ghost Arks. Should such an
the abnegation protocols seize control of
5 and hurl it spiralling into the path of the shot. This

encounter is inevitably fatal for the
ut preserves the much more val
enemy’s wrath.

The moveme:

\rks enjoy a further

ny a

i
breach tf :
his command to bypass any foes that sta
Th d i

anywhere ¢

E&&&%& 24823 fA3AAR

ry programming an

host Strik

phalanx strike w

33834 HERRAR

£

s
g
&

1 Ghost must be d

phalanxes

 phalanxes

Special Rules: receives a +1 bonus to the armour value it receives for
Strike Force: All units in the strike force must be quantum shielding for each other Chost Ark within 3"
deployed within 6" of the command Ghost Ark or, if (this can potentially take front and side armour values
coming on from reserve, must enter the table within & up to 15). To benefit from this bonus, both Ghost Arks

of the command Ghost Ark’s point of entry must be from the same strike force, and still have active

quantum shielding.

Abnegation Protocols: Whenever one of the strike

force’s Ghost Arks suffers a hit, roll a Db, On ascore of — Walker in the Ether: Whilst the command vehicle

2+, choose a Tomb Blade from one of the strike force’s  alive, the Ghost Strider phalanx can journey through a
units, and resolve the hit against that model, rather than  pocket dimension instead of moving normally. If this is
the Ghaost Ark. This rule has no effect against hits caused  done, the entire strike force is removed from the tabletop
by blast or template weapons (of any size). and immediately Deep Strikes back onto the battlefield.

| This ability cannot be used if Necron Warrior units are
Quantum Zone: Any Ghost Ark in the strike force not embarked on the phalanx’s Ghost Arks.
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ASHES AND DEATH: THE BATTLE UNFOLDS

The military might of the Forces of the Imperium and Eldar alliance was tested to
its limit when confronted with the full strength of the invading Nihilakh army. As
Necrons poured through the teleport array, the allies prepared to strike.

TURN 2KEY:
Having deployed far
beyond the

of Imperial

the Ghost Stri

Phalanx relocate

into the heart of the

raging battle.

The large unit of
| Innnorml\ led by

‘ beams of gauss fire.

The Avatar forges
a ruinous path
wards the

The Necrons use
their Subvert
Machine strategic
asset to control
temporarily the

e
o Assault Terminators

are gradually cut
down by the deadly
weaponry of the

Lychguard and
Trazyn the I

@ In the east, the
Space Wolves battle
their way through
qumk Wraiths,
e

e his Catacomb
Command Barge,
Krispekh behe.

three Grey Hunters
with his warscyl
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BATTLE
REPORT

v the Necrons 1o
1 array

cron invasion
of Tanrak is far from over.
Keep your ey
future issues
blog, where we
you informed o
further develop

THE BATTLE FOR TANRAK



| Forge Wertd |

Counted mightiest amongst the military power
of the Imperium are the ines of the
Adeptus Titanicus, the Titan Legions. Smallest
and fastest of these towering behemoths are the \
mﬁiﬁn&:xﬁm _w'"' ooy The imperial Eagle and the Crux Titanicus

| www.forgeworld.co.uk — S i

Y

The Tian Crew on Foot, sold separately, %
el
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A TALE OF

FOUR GAMERS

In the final instalment of our fly-on-the-wall series, our gamers
have been busy painting and fighting (on the tabletop) in a bid
to be crowned A Tale of Four Gamers Series Champion.

B all th must come to an
end and our Tale of Four Gamer
series is no exception. Over the last

armies for The Lord of
v Battle Game and taker
g steps on the battlefield
Each mont bee
competing sther in a variety

halle

25 points as possit

ssiest month so f
1 with paintin
their collection, incr
700-point army, 2
player, Good v attle to bring the
series to a suitably climactic en
For their centrepieces, S
decided to paint a vignette i
of the Rings range (shown
Nick and Dan took the opportunity to bulk

w

g part in a multi

vd Dom
The Lord
pposite), whilst

MONTH THREE - THE FINAL CHALLENGE

out their armies with a new monster (s

second month rt

completi N sjects on time,
to the final

rowned the

s0 it would be

decide who would

For thase of you that have heen joining
in at home, competing with your friends
and keeping up with each month’s
challenges, you now have the chance

to be crowned as your own series
champion. But if you've been going it
alone, you can simply compare your
score with our motley foursome instead.
Either way, why not send in your photos

Waorkshop's What's New Today bl
whatsnewtoday# games-worksh

Paint a centrepiece for your collection. For example:

+ A large monster.

+ A powerful named Hera (must be over 100 points).

+ An appropriate diorama (a selection of

tes are exclusively available online).

Expand your force to a fully painted 700 point army including:

* An army list.

* Any unnamed Heroes to be given appropriate names.

* Your army centrey

Arrange and play a multi-player Points Match game, includ
gaming group that is taking part in the Tale of Four Gamers challenge.

Points will be awarded as follows:
+ Centrepicce painted on time
+ 700 point army painted on t
* Victory in battle:

* A draw in battle
+ Aloss in battle:

Maximum points on offer this month:

94 WHITE DWARF

e (where relevant).

everyone in y

+3 points
+1 point

10 points

Often mistaken for an

nl is actually a
enuine scion of Gondor.

-

N

Behind his deranged
i Harden is a
willing sycoph:
Dark Lord Sauron.

A.\ sl L
1 Dom Murray grew a
beard, he would look just

Rider of Rohan. 1t's
a shame he hasn't, really.

Despite (or ¢
of) his unhi

Nick Bayton g
mark of Saruman himself

5 the




A Tale of Four Gamers |ORD:

STRATEGY BATTLE

o)

ME

Legolas, so | included
a madel of him as well
(standing further ba

finish it off
As soon as | finished

ATALE OF FOUR GAMERS

RINGS'




Uruks of the
White Hand
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A Tale of Four Gamers IQ ERI S

TR TE"‘ BATTLE GAME

The Defenders
cy of Osgiliath

ATALE OF FOUR GAMERS



R The Decisive Battle...

| All four players ed with the
! painted armie
ailable

Bringing Down the Beast
Mauhir's Marauders moved towards the centre in a bid to
his Citadel € i stranded on the extreme flank. However, the warband was
all but annihilated over the next few turns by the arrows
hlades the Warriors of Minas Tirith, leaving the Great Beast of Gorgoroth
horribly exposed. Swift to take advantage of the opportunity, Borc i hi
elite soldiery into combat with the m y and with the
Knight of the White Tower, felled the beast with a flurry ¢

vicious blows.

tic creature’s de

Simon: Well 11
perfect conclusion
months ¢

Lot

eeded to break
r y

my and w

g at the
As much as getti
Il have

of Helm’s Deey

can be justifia
probat
mind, so look out for

v updates in the

FINAL SERIES SCORE:

© painted + a win

FINAL SERIES SCORE

700 points & centrepiece painted + a win 700 points & centrepi
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A Tale of Four Gamers [ORD#RINGS" -

carnage to both sides

th its pass

More crucially, however, there was now a
e Mordor lines and the
tadel Guard

suifer as a r moments later as
Denethor’s his way through the
Mord b his quarry

the valiant Rohan cav
ncreclible pressure from
wred and the two

i Heroic Moves

the Black «

Gotl
Trolls. Dom’s car

and not a fe 10ing his way
rom Nick
n Erkenb (]

tenacity, kept tt
Good battleline in one piece just lo
¢ 1 for Simon's elite infantry to r

reak the Evil

ecover
Knight of the V

sht mir to the brink
A Wa s Goth mpaged

the centre to assail Thé
hilst Hurtz anc

s flank. mir interv

bodyy

Nick: Gaaah! Pipped to the |
at the very t

fantastic g
1A Tale

Uruks wes ight
{ up until they started to run away
that is! But | loved seeing my new
v action; he certainly caused
the Heroes of Rohan and Gondor

iy M,

and | might yet

nspired |
ced a force we
Uruks to add to my

FINAL SERIES SCORE:

700 points & centrepiece painted + a loss

id true and he soon

The Glory of King Théoden

n Throughout the battle, the King of Rohan had led his n
skill and g

Mordor battleline time and time

his life, however, as an enraged Gothmog carved his way thre

i with consummate
ding his Royal Guard into the thick of the
Imost cost him
oden's

t courage, bravely le

strike the king a doz

2 bratal blows. But Théade:
it back. With the help of twa Rangers, despe

avenge the razing of Osgiliath, King Théaden cut the Orc general down.

Dan: | was cheated | tell’s ya
cheated! Everything was going to
plan, the forces of

Isengard w

Mordor and
befc

sweeping a

them and sor

1o seize defed
victory. Okay,

nd Nick,

rolled more 1s than |

as g racle we did as we
Simon’s tactics and Dom’s fearlessness in the f
overwhelmir

odds really won tf
There was one point during t
viul Nick’s ¢

i this

box of Orcs to the day wh
Every step of the
ncouraging each other
ing them in return
odels bet

v have 280(
v single one of them
erb, from the lowliest Ore o
I'm alreadly |

ints of

shiiest hero.
it to add to my army next!

FINAL SERIES SCORE:

700 points & centrepiece painted + a loss
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A hardened veteran of the Hobby Team, Chad Mierzwa has been
 there, seen it and modelled it all. Over the next few pages, he tells
us how he created two sets of hazardous death world terrain.

as a natural w
of their toxicity.




over from the noxious
flora. | specifically . - 0 a gaming
avoided usir } ) I painted the
stumps and brol
[} s of the tr
t brown shades
¢ were rotting.
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FROZEN LAVA

I bast ted 1l
bubbling core of the
Moonscape craters

with Stegadon Scale
Green before layering
il k Green and
Temple Guard Blue
To finish the efiect, |
added a light dusting
of Skull White Spray
from high above.

shattered aquila
symbaol first as this
would make it easier
to weather the stone
al the same time (and
with the same colours)




cic
from the Skyshield
Landing Pad wer

ic stems of Flying
ses. | carefully
he
with a Hobby Knife !
lo creale an uneve 1 op. This method
can be rej ed for a
thic
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