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This month is a very special occasion 
indeed, as the most iconic faction in 
Warhammer 40,000 gets reinforced with a 
host of new miniatures and a brand-new 
(and jaw-droppingly big) Codex. The Space 
Marines go to war once more, and now more 
than ever there is cause for the heretic and 
alien alike to fear their unstoppable wrath. 

The excitement in the White Dwarf team 
on seeing the new miniatures has been 
palpable; Matt, our chief Space Marines 
fanatic, almost fainted at the sight of the 
terrific new Centurion warsuits (and you 
can see just how deadly they are in the 
Battle Report), while the new Tactical 
squad kit ensnared the rest of the team 's 
hobby desire with its sheer amount of 
options. It's also completely compatible 
with the new Sternguard and Vanguard 
Veterans kits - themselves reason enough 
to start collecting a Space Marine army­
and can be combined with existing kits 

, 
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and upgrade sprues to allow for an almost 
infinite variety of different builds. The 
ramifications for Space Marine collectors 
are enormous, and we've started exploring 
them with a Tactical squad-based Kit 
Bash that shows the versatility of the 
kit. Andrew also explores the history 
of power armour over on page 90 so 
you can pinpoint exactly what all those 
different bits of armour in the box are. 

Along with two new dedicated anti-air 
tanks in the Stalker and Hunter (debate 
has raged in the office over preferences 
to each), and some stunning new plastic 
characters, September is nothing less than 
a month of explosive hobby excitement. 
For enemies of the Imperium, nothing will 
ever be the same again . The Angels of 
Death have returned; all hail the Emperor! 





SPACE 

C URIO 
ST TOR S I I I 

A Centurion Devastator Squad 
combines thick ablative armour with 
an arsenal of heavy weapons. Any 
foe who earns their ire must hope 
to withstand a torrent of firepower 
able to reduce battle tanks to slag. 
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There are certain missions that require the 
Space Marines to bring exceptional levels of 
firepower to bear. such as besieging enemy 
fortifi cations or bringing the destructive 
fury of a battle tank into confined spaces. 
Such duties require select battle-brothers 
from the Devastator Company to don 
Centurion warsuits and arm themselves 
with the heaviest of weapons. 

This kit contains three plastic Centurions 
armed with either heavy bolters. lascannons 
or a grav-cannon attached to the underside 
of a pair of mechanised gauntlets. while 
the chest houses either a hurricane bolter 
or missile launcher - a potent cocktail of 
weaponry. The thick armour plates of the 
warsuit that protect the Space Marine 
pilot can absorb tremendous levels of 
damage. while formidable servos propel 
the warsuit forwards and aim the heavy 
weapon systems with ease. This makes the 
Centurions a deadly combination of size. 

fortitude and unstinting fire power. AT 

Within the chest armour 
of a Centurion Devastator 
warsuit is a second 
weapon system - either 
hurricane bolters or a 
missile launcher. 
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1 The icon set on the 
left shoulder plate is 
known as the Centurion 
honour. 

2 An Omniscope 
enables the squad 
Sergeant to target 
multiple foes. 

3 Grav-cannons crush 
heavy armour with ease. 

4 You can see the 
pilot's legs. between the 
servos and cables. 

5 A grav-amp multiplies 
a grav-cannon'$ power. 

6 Heavy bolters are the 
standard weapon of the 
Centurion Devastators. 
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CE TU 0 
ASSA LT S UAD 
When an enemy stronghold must be 
assaulted head on, a Space Marine 
Chapter will turn to the Centurion 
Assault squads, whose siege drills 
can pulverise rockcrete, steel and the 
flesh of the foe with equal contempt. 
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Asse mbled from t he ranks o f the Chapter's 
foremost close combat experts, Centurion 
Assault squads are sole ly focused on 
closing with the enemy and destroying 
them face-to-face. Shrugging off storms of 
enemy fi re , the Centurions do not stop until 
they can grind the enemy into mulch with 
the ir siege drills, monstrous close combat 
weapons capab le of chewing through 
bunker wa lls and xe nos fl esh with horrifying 
ease. Add iti onally, each siege drill has 
either a flamer or melta gun attached to 
it for fire support, along with a hurri cane 
bolter or an ironclad assault launcher built 
into the chest. 

An interesting detail on the wa rsuits is that 
it is possible to see the power armoured 
legs of the Space Marine piloting the suit 
if you look at the back. Nestled within the 
cabling and servos that power th e warsuit 
there is an 'ordinary' su it of armour, and that 
helps reinforce the story behind the suits­
that they are donned by specia lists when 
the mission requires them. AT 

Centurion Assault squads 
are armed with siege 
drills to reduce armour to 
mulch. Each siege drill 
also boasts an underslung 
special weapon. 
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1 The Sergeant is 
marked out by his bionic 
eye. 

2 An Assault Centurion 
with frag launchers 
mounted into its chest 
armour. 

3 This siege drill has a 
meltagun mounted on it. 

4 The powerplant bears 
the machine cog of the 
Adeptus Mechanicus. 

5 There are three 
distinct Centurion honour 
badges in the kit. 

6 The siege drills can 
be fitted with flamers. 
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TACTICAL S UA 
Tactical squads are the flexible 
core of a Space Marine Chapter. 
ten-man units of Space Marines 
armed and trained to tackle every 
battlefield situation . Where the 
battle is fiercest . Tactical squads 
advance. sweeping all before 
them in a hail of bolter fire . 
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The Codex Astartes is a treati se on th e 
• 

o rganisation, deployment and tactics of the 
• 

Space Marin e Chapters. Penned by Roboute 
Guilliman, i?rim arch of the Ultramarin es, 
th e Codex Astartes govern s all aspects of a 
Space Marin e Chapte r. The Space Marin e 
Tactical squad is at th e very heart of this 
meth odo logy of Adeptus Astartes warfare, 
te n Space Marines - comprising a Sergeant 
and nine battl e b rothers - armed with a 
variety of weap ons that enable th em to 
turn th eir hand to any co mbat situati on. 
For 10,000 years Tactical squads have 
won co untless victori es for the Imperium , 
triumphing over foes of every stripe -
often many times more numerous - with 
disciplin e, precision and tactica l superiority. 

This position as the mainstay of a Space 
Marin e army gives th e Tactica l squad a 
unique position within th e Space Marine 
range - it 's the single unit th at Space 
Marin e collectors will spend the most time 
assembling and painting. No Space Marine 
co llecti on is co mplete without at least a 
few Tacti cal squad s within it. That is a 

1 The Tactical squad 
contains 16 different 
heads. including three 
Mk6 Corvus helmets. 

-

1 2 

3 4 

5 6 

2 his head wears 
an osmotic gill complete 
with enhanced rebreather 
for high-risk tasks such as 
using a flamer. 

3 The set also 
includes a Mk8 Errant 
armour chestplate. The 
wearer can still be 
equipped with a helmet 
as normal. 

4 This Mk7 Aquila 
helmet has a row of 
service studs set into its 
brow. 

S The set contains a 
variety of shoulder pads. 
several of which have 
additional sculpted details 
- the transfer shown here 
is also included in the kit. 

6 This backpack has 
a small relic recessed into 
it. 

7 Tactical Marines 
hold a breach against an 
encroaching horde 
of Genestealers. 
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6 7 6 There are a number 
of different way to arm 

, the squad Sergeant, 
including this power fist 
and grav pistol, .. 

7 " .And this combi· 
weapon, which can be 
assembled as either a 
flamer, melta, grav or 
plasma weapon. 

8 The kit enables a 
wide variety of poses, 
such as this Space 
Marine pointing out a 
target to his brothers. 

8 9 9 This arm pose holds 
the bolter up at aim. 

10 The grav·gun is a 
new weapon added to the 
Tactical squad for the first 
time. 

11 The banner has a 
sculpted border, scroll 
and a circle on which to 
use a Chapter transfer. 

12 The Tactical squad 
contains four special 
weapons. including this 
plasma gun, a flamer, a 
melta gun and grav gun. 

10 

11 

12 
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Even among Space Marines, the 
Sternguard are an elite brotherhood 
- veterans whose experience battling 
against the multifarious enemies of 
Mankind, paired with their access to 
the best weapons from the Chapter 
armoury, means that few can ever 
hope to survive their wrath. 
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As members of a given Chapter's 1st 
Company. the Sternguard are kitted out 
with their choice of weapons and wargear. 
This new multi-part plastic kit replaces the 
older Citadel Finecast models. and enables 
you to build five Sternguard veterans. 
The focus on these models is certainly on 
versatility and the kit contains a mind­
boggling 108 parts - that 's enough bits to 
arm your models to the teeth and still have 
a mountain of spares to use elsewhere 
in your collection. An exhaustive list of 
all the parts would be very long. but the 
kit boasts 13 heads. five custom bolters. 
eight combi weapons, a power fist, a power 
sword . . . in short a massive catalogue of 
guns, pou ches, ico ns and accessories. 

Aside from the surfeit of weapons, what 
sets these apart from other Space Marines 
is the honour markings and iconography 
they wear - Crux Terminatus badges 
denote their 1st Company status while 
the gilded bolt shells of the marksman 's 
honour or the Imperial laurel bear 

testament to their combat prowess. AT 

1 The elite Sternguard 
Veterans unleash a fusillade of 
fire power against the T yranids. 

2 

3 4 

s 6 

, 

2 This arm resting on 
the hilt of the power 
sword is a favourite 
option in the White Dwart 
bunker. 

3 The squad heavy 
flamer is fuelled from this 
backpack with an in-built 
promethium canister. 

4 All of the shoulder 
pads in the kit have 
honour markings and 
heraldry sculpted onto 
them. 

S There are 13 heads in 
the Sternguard Veteran 
squad. including five 
different bare heads. 

6 This backpack is 
marked with a modified 
Imperial laurel and Iron 
Skull - like all the 
backpacks in the set. it is 
unique. There are also 
plenty of optional extras. 
like the ammo and 
grenades strapped to this 
model's back. 



Vanguard Veterans are the elite 
warriors from a Chapter's 1st 
Company that excel at c1ose­
quarters fighting. On the battlefield 
they launch daring offensives into 
the heart of the opposing force, 
cutting off the head of the enemy 
army with a single precision blow. 
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The Vangua rd Veterans' trademark tactic 
on the battlefie ld is to use their speed 
as a weapon, arriv ing'at the right place 
at the right time right where the fighting 
is thickest ; something that is rea lly 
embodied in the sense of movement in 
the min iatures. The Vanguard Veterans 
are running forwards at fu ll pe lt, hurling 
themselves into t he enemy lines. 

Each one o f the five p lastic miniatures in 
thi s box ca n be assembled as a bespoke 
hero in hi s own right, for th e frame is 
absolutely jammed with individuali sed 
componen ts, from five d iffe rent designs 
of jump pack to personal heraldry on the 
armour, along wit h 16 unique shou lder 
pads and e ight heads. As a squad , 
Vanguard Veterans can be armed with 
a huge combinat ion of close-combat 
weapons, and the kit delivers in th is 
regard too, with four sets of lightn ing 
cl aws, fou r pai rs of thunder hammers and 
storm shie lds, a grav p istol, a power axe 
and a re li c b lade for t he Sergeant. AK 

• 

1 

, 

3 

4 

2 

5 

1 Each of the jump 
packs is individually 
decorated, Ihe most 
elaborate of which bears 
a huge aquila - ideal for 
the squad's Sergeant. 

2·3 Vanguard 
Veterans can be armed 
wilh a huge combination 
of close-combat 
weapons, and the kit 
rea lly caters for this 
customisabil ity with 
lightning claws, thunder 
hammers, relic blades and 
more. 

4·5 One fantastic 
detail found in the kit is 
that the bolt pistols and 
chainswords are designed 
as pairs. Each pair is 
elaborately inscribed with 
matching ornate designs 
so as to make a set. 

6 Raven Guard 
Vanguard Veterans plunge 
headlong into the heart of 
the Red Corsair army. 
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The Stalker is a vital part of the 
Space Marine's armoury - a rapid­
firing anti-aircraft platform able to 
track and destroy multiple aerial 
targets at once. unsubtle but 
devastating, it fills the skies with 
hundreds of rounds of ammunition 
from its Icarus stormcannon array. 



The Stalker is a heavily modified version 
of the ubiquitous Rhino chassis. While this 
multi-part plastic kit sits no lower than 
the Rhino, it appears to hug the ground 
more closely due to its wider, more heavily 
armoured body, giving it the appearance 
of a fortified bunker. The front glacis of 
the tank has been reinforced to deflect 
incoming fire, while the flanks have been 
enhanced with additional armour and 
four hydraulic stabilisers on each side to 
anchor it to the ground when it fires its 
main gun - the icarus stormcannon array. 

The icarus stormcannon array is made up of 
two independently traversing turrets each 
containing a triple-barrelled cannon and a 
nest of targeters. A large radar dish sits in 
the middle, scanning the skies for incoming 
aircraft, while behind it the ammo feeds 
can be seen disappearing into the body of 
the tank from where they feed thousands 
of bullets into the voracious gun batteries 

mounted atop the Stalker's chassis. DH 

• 

2 

3 

1 The Icarus 
stormcannon array tracks 
multiple Eldar aircraft at 
once. 

2 An Icarus 
stormcannon. One of the 
distinctive features of the 
Icarus stormcannon array 
is its ability to track and 
fire at two separate 
targets - the weapons 
can be swivelled and 
aimed freely of one 
another. 

3 The Stalker is 
equipped with a powertul 
radar detailed with an 
array of aerials and 
antennae. 
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The Stalker is a heavily modified version 
of the ubiquitous Rhino chassis. While this 
multi-part plastic kit sits no lower than 
the Rhino, it appears to hug the ground 
more closely due to its wider, more heavily 
armoured body, giving it the appearance 
of a fortified bunker. The front glacis of 
the tank has been reinforced to deflect 
incoming fire, while the flanks have been 
enhanced with additional armour and 
four hydraulic stabilisers on each side to 
anchor it to the ground when it fires its 
main gun - the icarus stormcannon array. 

The icarus stormcannon array is made up of 
two independently traversing turrets each 
containing a triple-barrelled cannon and a 
nest of targeters. A large radar dish sits in 
the middle, scanning the skies for incoming 
aircraft, while behind it the ammo feeds 
can be seen disappearing into the body of 
the tank from where they feed thousands 
of bullets into the voracious gun batteries 

mounted atop the Stalker's chassis. DH 
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1 The Icarus 
stormcannon array tracks 
multiple Eldar aircraft at 
once. 

2 An Icarus 
stormcannon. One of the 
distinctive features of the 
Icarus stormcannon array 
is its ability to track and 
fire at two separate 
targets - the weapons 
can be swivelled and 
aimed freely of one 
another. 

3 The Stalker is 
equipped with a powertul 
radar detailed with an 
array of aerials and 
antennae. 
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HU 
The Hunter is the sister tank to the 
Stalker, a dedicated anti-aircraft 
tank. It is designed to engage 
enemy flyers at range and smash 
them from the sky with a salvo of 
warheads, each one guided by the 
interred remains of a Chapter serf. 



, 
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The name Hunter is perfectly apt fo r 
thi s new Sp ace Marin e tank. Its low. 
wide silhouette gives the impress ion 
th at it is hunke red d own tracking its 
quarry. its stabiliser legs giv ing it the 
look o f a crouched spide r waiting t o 
pounce on an un suspecting prey. 

Because it co mes from th e sa me multi~ 
part pl astic kit as th e Stalke r. the Hunte r 
shares many of the sa me chassis design 
features, such as th e extra arm our panels, 
th e reinfo rced front pl ate and the stabiliser 
peto ns alo ng the flanks. Its main armament 
is entirely different th ough as. instead o f 
th e ica ru s stormcannon array. the Hunte r 
mounts a formidable skysp ea r missile 
launcher - a huge piece o f high-tech military 
hardwa re . Its boxy. exhaust -ri ven cowling 
pl ays host t o a sho rt. wide-maw gun barrel . 
while be neath it a rack o f servitor-guided 
anti-aircraft wa rh ead s wa it t o be load ed into 
it. A bank o f senso rs. cogitators. targeters 
and antennae is mounted next to th e 
missile launcher from where they ca n search 
the skies fo r inco ming ene my aircraft. OH 

2 

3 

1 The Hunter prepares 
to launch a skyspear 
missile at a swooping 
Heldrake. 

2 Heavy-duty pistons 
are fired into the ground 
to provide maximum 
stabil ity when the Hunter 
sets up to fire. 

3 The skyspear missile 
launcher is fully posable. 
and can be elevated and 
rotated at wil l. Note the 
racks of missiles ready to 
be loaded into the 
launcher as it fires. 
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C PIAl 
Space Marine Captains are the greatest 
tacticians and warriors within the Chapter, 
forged by the crucible of war into the most 
battle-hardened and skilled fighters in 
the Impe riu m. Each Captain commands 
a Company of 100 Space Marines, which 
he leads into battle from the front, setting 
an examp le of valour and prowess for hi s 
wa rrio rs to follow. 

As the victors of count less battles, and 
the lords of entire Battle Compan ies, 
Space Marine Captains have access to the 
finest wargear and armour - and this new 
plastic mode l certai nly shows that, with 
the high gorget of a suit of rare Mk8 power 
armour protecting his neck from attack, 
and the combi-grav weapon clutched in 
his off hand . There's a really strong sense 
of direction to the model, with the wind 
buffeting hi s cloak and banner in the same 

direction as he is pointing his sword. AT 

2 

, 

3 1 The Captain's suit 
of armour is covered in 
all manner of ornate 
details, as befits such 
a great hero. 

2 The Captain's 
torso is replete with 
honor~ics, from the 
braiding on his chest to 
the scroll work on his 
combi-grav. 

3 The Captain's 
backpack is decorated 
with the Crux T erminatus 
symbol. 

4 The miniature is 
mounted on a scenic 
base, littered with skulls 
and spent ammo casings. 

5 The frame 
includes the option of a 
bare head with bionic eye 
or helmeted head with a 
transverse crest. 
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C PIAl 
Space Marine Captains are the greatest 
tacticians and warriors within the Chapter, 
forged by the crucible of war into the most 
battle-hardened and skilled fighters in 
the Impe riu m. Each Captain commands 
a Company of 100 Space Marines, whi ch 
he leads into battle from the front, setting 
an examp le of valour and prowess for hi s 
warriors to follow. 

As the victors of countless battles, and 
the lords of entire Battle Compan ies, 
Space Marine Captains have access to the 
finest wargear and armour - and this new 
plastic mode l certai nly shows that, with 
the high gorget of a suit of rare Mk8 power 
armour protecting his neck from attack, 
and the combi-grav weapon clutched in 
his off hand . There's a really strong sense 
of direction to the model, with the wind 
buffeting hi s cloak and banner in the same 

direction as he is pointing his sword. AT 
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1 The Captain's suit 
of armour is covered in 
all manner of ornate 
details, as befits such 
a great hero. 

2 The Captain's 
torso is replete with 
honor~ics, from the 
braiding on his chest to 
the scroll work on his 
combi-grav. 

3 The Captain's 
backpack is decorated 
with the Crux T erminatus 
symbol. 

4 The miniature is 
mounted on a scenic 
base, littered with skulls 
and spent ammo casings. 

5 The frame 
includes the option of a 
bare head with bionic eye 
or helmeted head with a 
transverse crest. 
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Librarians are exceptional individ uals. 
able to channel the power of the warp 
into devastating psychic abil ities. Some 
can pulverise a man wi th a simple gesture 
or transform themse lves into a whi rlwind 
of destruction, while others are subtle r, 
protect ing their battle-brothers wit h fo rce 
fi elds or shroud ing them in darkness . 

This plastic Librarian mi niature has been 
sculpted as if midway through cast ing 
a devastating psychic attack, his brow 
furrowed in concentration and his force 
staff t hrust forward at the enemy. His 
taba rd billows forward too, dragging 
with it purity seals, ro lls of parchment 

• 

and bund les of keys - the trappings of a 
veteran Librarian . A creepy b io-mechan ica l 
cherub noats behind his shou lder - a grim 
paradigm of humanity's dark futu re. DH 

2 

5 

• 

3 

6 

1 The librarian's 
face is fantastically 
expressive, fixed in a 
determined grimace 
beneath his psychic hood. 

2 The librarian's 
staff is adorned with all 
manner of tiny details, 
from mundane grenades 
and holsters to occult 
keys and tomes. 

3 The force staff is 
topped with a horned 
skull and decorated with 
lightning bolts - both 
symbols of the librarians. 

4 The horned skull 
device 
is repeated across 
the miniature. 

5·6 The sinister· 
looking cyber-cherub 
hovers above the 
librarian's shoulder pad, 
cunningly held aloft by the 
scrolls affixed to its waist. 
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REC SI M 
COMMA D S DAD 
Command squads are assigned to 
protect members of the Chapter 
hierarchy whose duty takes them 
into the deadliest places. To spur 
on their fellow Battle Brothers, 
Chaplains fight at the very heart 
of the action, and thus those 
chosen as a Chaplain 's protectors 
must be utterly steadfast . 



2 

s 

The Reclusiam Command squad consists 
of a Space Marine Chaplain, a five-man 
Command Squad and a Razorback infantry 
fighting veh.icle, providing a great addition 
to your Space Marine army. Chaplains are 
the spiritual leaders o f the Chapter; they 
uphold the traditions of their Chapter 
and are notorious for theipfiery rhetoric, 
as well as leading the Space Marines 
around them in abjurati on of the foe . 

The Chaplain is a brand-new plasti c 
miniature, sculpted in such a way that he 
succinctly captures the character of his 
office. Small details, such as the curved 
indents in his chestplate, resemble arches 
and evoke the sepulchral imagery of the 
Reclusiam, the innermost sanctum of a 
Space Marine Chapter. Alongside this 
are mo re visible reminders o f his duty to 
preside over his brethren - the model 
has the traditi onal skull- faced helm 
that marks him out as the embodiment 
of death and the Emperor's justice on 
the batt lefi e ld, while the long-handled 
Crozius Arcanum is hi s badge of office, 

held aloft to ra ll y hi s battle-bro thers. AT 

3 

• 

1 

, 

4 1 Space Marine 
Chaplains bring the 
righteous fury of the 
Emperor to the battlefield, 
inspiring their battle 
brothers in the midst of 
combat. 

2 The Chaplain's 
arched shoulder trim is 
detailed with an ossuary, 
its bones shaped in a 
winged skull. 

3 The Chaplain's 
armour is especially 
ornate, with architectural 
flourishes, such as the 
arches and honour 
markings, lending to its 
gothic appearance. 

4 A Crozius Arcanum is 
the Chaplain's symbol 
of office. 

S The Chaplain also has 
the option for this bare 
head with bionic eye. 

6 Note the reliquary 
containing a sacred bone 
hanging from the 
Chaplain's backpack . 
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SPACE MA 
Codex: Space Marines is the 
definitive guide to the Adeptus 
Astartes, the super-human soldiers 
that are the elite of the Imperium's 
armies. This huge, 176-page volume 
is packed with exciting background, 
evocative art and beautiful showcase 
photography designed to inspire . 
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It's immediately obvious when you get hold 
of Codex, Space Marines that this is no 
ordinary Codex, at 176 pages, it 's the largest 
Codex we've ever done. It feels it too, as it's 
absolutely packed with page after page of 
glorious background, art and photography 
devoted to the most iconic of Warhammer 
40,000 armies. It really is the definitive 
guide to the Space Marines. 

Each of the First Founding Codex Chapters 
gets a (no pun intended) chapter of its 
own, headed by a beautiful full- co lour 
i llustration. Each of these sections details 
the history of the Chapter, including a 
timeline of recent battles fought and won. 
There are some great additions to these 
sections too, from a pictoral guide to the 
various marks of armour employed by the 
Iron Hands to the history of some of the 
boltguns in the Sa lamanders' armoury. The 
most famous of the Successor Chapters -
the Crimson Fists and the Black Templars­
get their own sections too. 

• 

5 

• 7 57 

1 The books details both 
the physiology of a Space 
Marine, and the constituent 
elements of his power 
armour. 

2 The bestiary is packed 
with background for all the 
units in the army. 

3 The book has a 
glorious showcase of 
painted Space Marine 
heroes. 

4 The army list 
contains everything you 
need to use them in your 
games. 

5 The Ultramarines go 
to war bolstered with a 
Centurion Assault squad. 
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I've been a fan of Space Marines for nearly 
two decades now and like to think that I 
have a fairly good grasp of their history. yet 
the background section is more exciting for 
me than ever before. full of new stories and 
battles. as well as a fresh take on existing 
background. Every chapter held something 
new for me to discover, from the Iron 
Council of the Iron Hands to the fact that 
Vulkan continued to lead the Salamanders 
for millennia after the Horus Heresy. 

One of my favourite parts of the Codex 
is how this background permeates the 
whole of the book. not just its own section. 
Everything. from the showcase to the rules 
in the bestiary to the design elements on 
each of the pages manages to embody the 
distinctiveness and individual character of 
each of the Chapters - and their successors 
- without making the book seem disjointed . 
It all feels as though it belongs as part of a 
coherent whole. 

Perhaps the best place to illustrate what I 
mean is by way of the Space Marine's 

• • 

Chapter Tactics special rule. the exact 
effects of which vary depending on your 
Chapter. So. Imperial Fists can lay down a 
curtain of withering firepower, whereas the 
Iron Hands are super resilient thanks to 
their predilection for bioni cs . for example. 
So it is that the rules are inspired by the 
background. as well as allowing you to 
reflect how an army fights in the stories on 
the battlefield. 

I believe that Codex, Space Marines is not 
only the best iteration of the Space Marine 
Codex to date. it's the best Warhammer 
40,000 Codex. The art is glorious, the stories 
exciting and every turn of the page offers 
something new and inspiring wherever 
you look. It's got me wanting to paint more 

Salamanders, that's for sure. AK 

1 Codex: Space 
Marines contains page 
after page of sumptuous 
photography showing the 
Adeptus Astartes at war. 
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1 This map details the disposition of 
the Space Marine Chapters across the 
galaxy, 

2 The background section is replete 
with little details, such as in·depth 
histories of the Salamanders' prized 
boltguns, 

3 Each of the main Chapters is 
featured in the showcase section, 
along with many successor Chapters. 

4 Raymond Swanland's fantastic 
cover. 

"Everything, from the 
showcase to the rules 
to the design elements 
on each of the pages, 
embody the character 
of the Chapters." 



, 
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SPACE 
• 

• 

STRI.HEFORCE 
• 

A single Sp ace Marine is worth many 2 
ordinary men. so rather than fighting in 
large numbers Space Marines operate 
as swift strikeforces. dispatched on the 
most dangerous of operations. against the 
deadliest of foes. These strikeforces vary in 
composition. assembled by a commander 
to suit the mission. 

The Space Marine Strike force is the ideal 
way to start a new collection of Space 
Marines. It contains a Space Marine 
Commander. Command squad. two Tacti ca l 
squads. an Assault squad. a Scout squad 
with sniper rifles. a Drop Pod. a Venerable 
Dreadnought and a Razorback. With the 
purchase of a Space Marine Strikeforce a 
hobbyist has the makings of a sizable army 
right from the offset. And even if you have 
a Space Marine collection already. this box 
set will provide a welcome supply drop 
for your army. bolstering existing units and 

adding reinforcements to your collection. AK 

• 

• 

• 

1 The Strikeforce box 
contains two of the new 
Tactical squads and much 
more besides. 

• • 

2 One of the Tactical 
squads can be mounted 
in a Drop Pod. allowing it 
to strike into the heart of 
the enemy lines . 
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SPACE 

LlMITE EDITIO . ' 

C • 

• 
Seven distinct limited editiofl ve rsions 
o f Cod ex, Sp ace M arin es are be ing 
re leased , Six o f them sp ort stunning art 
o f First Fo unding Chapters o n th e ir front 
covers and th ese editions co me inside 
a transp are nt dust jacket th at displays 
th e Cod ex, Sp ace M arin es logo, Th e 
seventh limited editio n is a ce le bratio n 
o f Successor Chapte rs and features art 
of the Bl ack Templars o n the cover and 
a full· colo ur dust jacket showcasing art 
o f a Crimson Fist s Space Marin e. The re's 
o nly 500 copi es o f each of th ese limited 
editi ons avail able and th ey all co me with 

a numbered e ndpap er. D on't d e lay! JB 

III 2 

ill S 

ill 7 

• 

• 3 

• 

ill 8 1 Iron Hands limited 
edition cover art . 

2 Imperial Fists limited 
edition cover art. 

3 Ultramarines limited 
edition cover art . 

4 Raven Guard limited 
edition cover art. 

S Salamanders limited 
edition cover art . 

6 White Scars limited 
edition cover art. 

7 The dust jacket of the 
Second Founding limited 
edition Codex: Space 
Marines. 

8 The cover of the 
Second Founding limited 
edition Codex: Space 
Marines. 
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MER 40,000 APOCALYPSE 

lO E: 0 M OS 
The original Damnos incident was a 
catastrophic clash between the ancient 
malice of the Necrons and the Imperial 
might of the Ultra marines. 25 years 
later, Marneus Calgar himself seeks 
to retake the planet; this Apocalypse 
expansion details both of these epic 
confrontations . 
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The frozen mining world o f Damnos was 5 
he ld by humanity fo r te n tho usand years, 
until the legions o f undy ing Necrons that 
slept be neath its surface awake ned and 
slaughte red th e verm in that had infested 
the ir hom e. 

Wa r Zone: Damnos - the fi rst exp ansion 
to Wa rhamme r 40,000 : Apocalypse - t e ll s 
the story of the Necro ns' ri se to power and 
th eir bitte r cl ash with the Ultramarines o n 
not one but two separate occas ions. With 
rul es for Damnos terrain, new Unnatural 
Disaste rs, Strategic Assets, Missions and 
Fin est Ho urs Ino t to me nt ion pl enty o f new 
Datasheets including the Skyre ign Hunte r 
Squad ron and Doom Scythe Deathbringer 
Flight), this fu ll·colo ur hardback b ook is 
an essential resource for those wishing to 
re·create e pic battles from a fascinating 
chapter in the histo ry o f the Warhammer 

40,000 unive rse. dB 

• 

2 
Sl'AClM. ... ISES 

lAND RArDER S PEARHEAD 

4 

1 The entire 
background to both 
Damnos conflicts is laid 
bare in fascinating detail. 

2·3 There are 22 new 
datasheets covering new 
formations and Super­
heavy vehices. 

4 The epic clashes 
between the Necrons and 
the Ultra marines are 
gorgeously photographed 
us ing Studio miniatures; 
there's also a pu ll-out 
gatefold section. 

5 The cover of War 
Zone: Damnos. 
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LlUES 
By Nick Kyme, hardback, 320 pages 

After Isstvan V, the Salamanders are 
a shattered Legion, but hope might 
not be lost, 

I don't think it's much of a spoiler to tell you 
the premise of the main plot of Nick Kyme's 
new Horus Heresy noveL after the betrayal 
on Isstvan V, Vulkan is not slain by Horus' 
forces but is instead captured by Konrad 
Curze , As I've written in these pages before, 
I'm a big fan of Kyme's Warhammer 40,000 
Tome of Fire series, so I was eagerly looking 
forward to reading his first Horus Heresy 
novel. 

There are several plotlines at work in Vulkan 
Lives, and Kyme expertly interweaves them 
together. I found myself swiftly drawn into 
each separate narrative, The first, that of 
Vulkan's survival and perhaps secondary to 

the main events, concerns what happens to 
the Primarch after his capture, 

The second narative concerns Vulkan 's 
sons, scattered survivors that escaped the 
massacre on Isstvan V, despairing at the 
loss of their Primarch and hunted by the 
Word Bearers on the planet of Traoris, This 
story is really the meat of the novel. and it's 
fantastic, thrilling stuff, Kyme has created 
a great group of characters here drawn 
from not just the Salamanders but also the 
Raven Guard and Iron Hands too, led by 
Pyre Captain Numeon, who still believes his 
Primarch survives and resists his brothers' 
desire to throw their lives away in pursuit of 
vengeance. 

Finally, the third thread follows a team of 
archaeologists as they excavate a relic from 
a sinister ruin, a relic sought by both sides 
that might change the course of the Heresy, 
Although at first seemingly unconnected to 
the novel's other strands, this plot provides 
some real thrills - no matter how tough 
and hard-bitten your team might be, when 
its Space Marines hunting you down it's a 
terrifying prospect, something Kyme really 
conveys. 

Throughout the book we're treated to a 
series of flashbacks as Vulkan dreams 
during his captivity, remembering his 
childhood, the uneasy - almost hostile­
alliance between the Salamanders and the 
Night Lords during the Great Crusade, the 
horrors unleashed upon Isstvan V itself, and 
more besides, These flashbacks serve the 
story well, complementing the main events 
by providing contrast or illumination; but 
they are not entirely reliable, for Vulkan 's 
dreams may not all be his own .. , 

Vulkan Lives is a triumph; an exciting, long­
awaited tale revealing what becomes of 

Vulkan for the first time, A. 
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SPACE IBUS • 

Edited by Christian Dunn. 880 pages 

This enormous omnibus draws 
together more than 30 tales about 
Space Marines both fair and foul. 

• 

This massive doorstop of a book gathers 
short stories from three separate 
collections. uniting tales of Space Marines 
and Chaos Space Marines in visceral 
accounts of bloody combat and heroism. 

With 32 tales. as well as the welcome bonus 
of three comic strips at the back. Space 
Marines, Tile Omnibus has a lot to take in . 
Depending on what you look for in a tale 
about the Space Marines. your mileage 
may vary with this book. but part of the 
charm is that there is such a broad sweep 
of stories. themes and concepts that. as 
long as you find well-written tales about 
the superhuman defenders (or enemies) of 
Mankind enjoyable. then there will surely 
be something to suit your palette in this 
jumbo-sized book. 

• 

These books and audio 
dramas are available in 
English language only. 

'One Hate' stands out as one of my 
favourites in the book. telling the story of 
Crimson Fists in the wake of the Rynn 's 
World disaster. A squad finds itself in a war 
zone. where they must weigh the Chapter's 
nagging resources against the duty of a 
Space Marine to fight the Emperor's foes. 
Aaron Dembski-Bowden. the author of this 
one. does a fine job of capturing a Chaplain 
who is clearly torn between duty and 
honour, survival at all costs weighed against 
protecting the Emperor's subjects. It's a 
good story, with a twist in the tail I never 
saw coming. 

Andy Smillie's story, Torturer's Thirst', 
is a bloody affair depicting the awkward 
relationship between the Flesh Tearers 
and their Imperial Guard allies, and the 
unshakeable resolve of a Chaplain who 
leads the Death Company in battle. Smillie 
writes very strong, believable fight scenes, 
and this story draws on the full spectrum 
of that talent, from artillery bombardments 
in the midst of a pitched battle to bare­
knuckled strangulation. This one is well 
worth a read . 

The Skull Harvest' by Graham McNeill 
deals with Chaos Space Marines as two 
of the most notorious villains in the Dark 
Millennium meet. In this gritty tale, where 
honour is non-existent and the strong must 
stand alone, Honsou of the Iron Warriors 
comes face to face with Huron Blackheart. 
The staggering scale of Huron 's power, even 
in exile within the Maelstrom, is beautifully 
described as Honsou seeks reinforce ments 
for his vendetta against the Ultramarines 
from the Tyrant of Badab. 

Weighing in at 880 pages, this represents 
many happy hours of reading - the perfect 

volume to keep on the bedside table. AT 

ALSO 

By Darius Hinks . 
paperback. 416 pages 

Gemmell Award-winning 
author Darius Hinks 
returns this month with 
another tale about Drion. 
the King in the Woods. In 
Orion: Tears of Isha the 
realm of Athel Loren is 
menaced by the Daemons 
of Chaos. The Wood Elves 
must seek a new host for 
the forest king to inhabit 
before their realm is 
overrun. 

FURTHER 

If reading short stories is 
your thing. Black Library 
have plenty to choose 
from. Hammer and Bofter 
volumes I and 11 each 
compile swathes of 
stories for both 
Warhammer and 
Warhammer 40.000 in 
one place. 

Also. Black Library release 
new e-shorts every week 
that can be read on your 
preferred device (iPad. 
Kindle and so ani. Keep 
an eye on their website 
for the latest releases at: 
blacklibrary.com 
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ALSO ILABLE 
PRIESTS OF 
By Graham McNeil1. 
paperback. 416 pages 

PRIESTS OF 

Priests of Mars is the first 
book in Graham McNeill's 
trilogy about an Adeptus 
Mechanicus Explorator 
fleet that has set out on a 
quest to find lost 
knowledge beyond the 
stars. Featuring Titans, 
Space Marines and. of 
course, the Skitarii armies 
of the Mechanicus. it is 
an action· packed 
adventure novel that sets 
the scene perfectly for the 
second book in the series. 
Lords of Mars. 

• 

OF 
By Graham McNei/!. hwdback. 320 pages 

• • . . ' 

Beyond the known galaxy the 

Adeptus Mechanicus search for the 

Breath of the Gods. 

Graham M cNeill conti nues his epic saga 
about the Ad eptus Mechanicus in Lords of 
M ars, the direct sequel to Priests of M ars. It's 
worth noting that if you haven't read Priests 
of M ars then getting into this novel will be 
diffi cult - the re are a lot o f characters and 
t rying to figure out who they are and what 
th eir motivati ons are is v irtually imposs ible 
without it. Th at as ide, the read is incredible . 
The battle scenes are epic and give you 
a real sense of v io lence and d estru ction -
especially when th e Titans of Legio Sirius 
get involved . In between th e scenes o f 
wa rfare and total pl anetary d estruction 
yo u gain seve ral valuable insights into 
th e Ad eptus Mechanicus, incl uding a very 
po ignant conve rsation between Archmagos 
Kotov and his 'ally' Ga latea, where they 
d iscuss what being human rea lly means. 
Graphi c action, intriguing philosophies 
and many exce lle nt characte rs - what more 
could you ask for? OH 

DEATH OF InTEGRITY 
By Guy Ha/ey, paperback. 416 pages 

- I S!'A C f. Mt.RINt BATTlES' -

DEATH OF 

GUY HALEY 

The Blood Drinkers and Novamarines 

Chapters must unite to destroy a 

deadly Space Hulk. 

Deatl! of Integrity is th e Imperial d esignati on 
ass igned to a gargantuan Space Hulk 
drifting towards th e Ultima Segmentum. 
Aboard th is monst rous conglomerati on of 
wrecked space battl eships, asteroids and 
sp ace stations is a horde of Genestea lers. 
The d eni zens of th e Deatl! of Integrity have 
wreaked havoc on th e systems the Sp ace 
Hulk has p assed th ro ugh, and so th e Blood 
Drinkers and Novamarin es Chapters un ite 
to eliminate the threat . All is not as it first 
seems, however, and ri valri es and agendas 
manifest th at will th row the who le op erati on 
into jeopardy. 

Haley's writing explores more than just 
cleansing a sp ace-born e abominati on, as it 
also focuses on th e interactions b etween 
two noble Chapte rs of Space Marin es . In 
thi s, th e b ook rea lly shines - th e secti on 
whe re th eir fo rces meet face to face fo r 
the fi rst time is a brilliant example of rich, 

enticing storyte lling. AT 
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Games Workshop has a constantly expanding range of digital content available for you to 
download from the App store to your iPad. Below is just a selection of what's available; check out 
the Digital products page at www.games-workshop.com for more. 

rp1• Available on the 

~ iBookstore 

Digital products. including 
White Dwart. are only 
available in Engl ish. Apple 
Newsstand and the 
iBookstore are available in 
the App Store. 

If you 've ever wa nted to kn ow more about 
th e weap ons of th e 4 1st Millennium, th en 
th e Munitorum se ries is for you. Each one 
describes a diffe rent piece of wargear, 
including background and rul es . 

ASTARTES 
Each Index Astartes arti cle focuses on a 
diffe rent aspect of th e Space Marines, 
fro m th eir units to th e ir vehicles and more 
besides. in greater d etail th an ever before 

OF THE DARK 
Warhammer 40,000 is home to brave heroes 
and dark villain s, and each o f th e Warlo rds 
of the Dark Mill ennium articles describes 
the legends of one of them. 

EK: 
The new Space Marine Cod ex is released in 
digital format thi s month , co ntaining all th e 
fantastic background, art , photography and 
rul es as th e print version, as well as 3600 

showcases. interactive ga lleries 
and more. 

E: 
Alongside the print release, War Zone, 
Damnos is also avail abl e as a digital 
down load th is month too. 

ALTAR OF WAR: SPACE 11 
Altar of War features new missions based on 
th e battl efie ld tactics of diffe rent armi es ­
thi s month sees the re lease of a second set 
of missions fo r the Space Marines. To find 
out more about Altar of War, make sure you 
read Jervis' column. 

And that's not all - far from it - for there are 
even more digital products released every 
week. Check the Games Workshop website to 
find out more. 
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Forge World makes highly detailed resin models, upgrade packs, large-scale kits and books for 
Warhammer and Warhilmmer 40,000. Each month they have lots of exciting new releases - here's 
a look at some of their most recent additions. 

GLAIUE 
Glaives are super-heavy battle tanks 
designed to support the Space Marine 
Legions in battle. Built upon the same 
chassis as the Space Marine Fellblade. 
the Legion Glaive replaces the accelerator 
cannon of a Fellblade with a larger version 
of the Martian volkite weapons. a volkite 
carronade. This massive heat ray is powered 
by the Glaive's on-board atomantic reactor 
and a single shot from the volkite carronade 
can lay waste to whole swathes of enemy 
infantry. causing them to burst into flames 
and piles of ash. 

The Glaive boasts a pair of twin-linked 
lascannons on each side and a twin-linked 
heavy bolter nestled in an armoured 
housing in the front. The centrepiece of 
the tank. however. is clearly the main gun. 
which has all the shared stylings of the 
volkite calivers carried by Space Marine 
Legionnaires. The large round turret is 
detailed with all the power coils and 
armoured cabling required to charge the 
monstrous volkite carronade. which gives 
the Glaive a very distinct appearance from 

its sister tank. the Legion Fellblade. AT 
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APOCALYPSE • 

Forge Worl d is renowned fo r the massive 
• 

war machioes that it makes, from Titans to 
Tyranid Gargantuan Creatures or Super­
heavy battle tanks. Imperial Armour 
Ap ocalypse is the defin itive guide to using 
all o f t hese, and many more besi des, in 
your Apocalypse games. Containing more 
than 75 updated unit profiles and 16 
Wa rhammer 40,000 Apoca lyp se Fo rmati ons. 
thi s meaty hardback book gives you a 
se ri ous re load for your Apocalypse games. 

Imperia l Armour Apocalypse also contains 
War Zone : Vraks, which d eta ils the b lood y 
wa rs fo llowing the rogue Cardinal Xap han's 
conquest o f Vraks. This War Zone contains 
new background , Apocalyp se missions and 
a slew of material unique to this vicious 

theatre o f war. AT 

"". eM IS u: '*"_ 
--

SPACE MARINES 

--. -- - . 
- --

-

SERPEnT PRIEST 
Severa l of th e Space Marine Legions are 
known to have conta ined warrio r lodges, 
secret societies where mysticism and rituals 
were practi ced . The most fa mous of these 
were found within the Sons of Horus Legion, 
whe re th e Pri ests o f th e Serpent Lodge 
inducted many of th ei r leaders into the ir 
myste ri ous lore . 

The Lodge Priest has a sinewy physique 
that bears th e hallmarks o f mutation, with 
horns sp routing from his head. The re is a 
serpentine quali ty to hi s long thin limbs, 
and the teeth that jut from b etween his lips. 
This mode l is an event exclusive miniature 
and ca n only be pu rchased at events that 
Fo rge World attend , such as Games Days 

and Open Days. AT 

2 

3 1 Within Imperial 
Armour Apocalypse you 
will find swathes of 
updated unit profiles. such 
as the rules for using the 
Fellblade Super-heavy tank 
in your Apocalypse games. 

2 The cover of Imperial 
Armour Apocalypse shows 
a force of crimson­
armoured Chaos war 
machines advancing 
through the blazing ruins of 
an Imperial city. 

3 The Davinite Serpent 
Lodge Priest is armed with 
an archaic flamer and a 
cursed dagger. known as 
an anathame. 
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Fulgrim the Illuminator 
leaps gracefully across 
the corpse-filled 
battleground of Isstvan V. 
with his feather trimmed 
cloak fl owing behind him. 

• 

This month Forge World unleashes 
the latest model in their Horus Heresy 
Character Series, Fulgrim the Illuminator. 
As the Primarch of the Emperor's Children. 
Fulgrim was a shining example of perfection 
throughout the Great Crusade. and his 
Legion. alone among all the Adeptus 
Astartes. was granted the right to wear the 
Emperor's aquila upon their armour and 
bear his title as their own. 

This cherished status made Fulgrim 's 
subsequent betrayal especially bitter. He 

was among the first to betray the Emperor. 
corrupted by the whispered promises of 
Slaanesh and the honeyed words of Horus. 
At Isstvan V Fulgrim took to the field against 
the loyalists sent by the Emperor to quell 
Horus' rebellion. and there matched his 
skills against those he once called brother. 

Fulgrim the Illuminator has been sculpted 
with exacting attention to the character 
described in the Horus Heresy novels­
especially the novel Ful~rim. by Graham 
McNeil1. In his raised fist he grasps the hilt 
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3 

of-the silver blade of Laer. This is a curious 
• 

weapon with shifting patterns on the 
fullering of the blade that seem to have 
the shape ,of a warping flame. A closer 
inspection of the sword reveals that it is 
subtly fashioned in the shape of the sigil 

• 

of the Dark Prin ce Slaanesh. The gems 
embedded in the blade look altogether too 
much like eyes. • 

The model depicts Fulgrim in battle on 
the killing fields of Isstvan V. Dead Space 
Marines are piled around him, and a 
banner of the Emperor's Children Legion 
lies shattered on the rocks at his feet. The 
model contains a thrilling sense of motion. 
as the Phoeni cian is practically gliding 
across the battlefield. skipping over the 

2 

4 

broken rocks with balleti c grace. This sense 
of movement is continued with the feather­
trimmed cloak that billows behind him as 
he moves, and echoed by the streaming 
'Oath parchments and even his mane of 
brilliant white hair. 

Fulgrim the Illuminator co mes with an 
impressive scenic base that is piled high 
with shattered rocks, broken wargear and 
skulls, as well as the corpses of three dead 
Space Marines. Nestled within the scenic 
base is a smaller 40mm base that you can 
detach to use when you play games. making 
the model both an attractive display model, 
and a practical miniature to use in your 

Horus Heresy games. AT 

1 Amid the 
elaborate ornamentation 
of his suit of armour, a 
pair of sheathed knives 
serve as a reminder that 
Fulgrim is first and 
foremost a stone cold 
killer. 

2 The large display 
base has three dead 
Space Marines heaped 
upon it. as well as piles of 
lost and broken wargear 
and battlefield detritus. 

3 Framed by the 
incredibly detailed 
chestplate (including the 
numerals of his Legion) 
and the shoulder guards 
of his splendid armour. 
Fulgrim's face is a work of 
art. Simon Egan has 
managed to make the 
IIluminator's face both 
haughty and noble. The 
furrowed brow and the 
individually identifiable 
teeth are especially 
. . 
Impressive. 

4 Concealed within 
the large display base is a 
smaller gaming base that 
you can remove and use 
on the tabletop in your 
Horus Heresy battles. 
Even this functional 
gaming piece is amazingly 
detailed. with a fallen 
banner of the III Legion 
beside the Primarch's 
feet. 

Head on over to 
www.forgeworld.co.uk for 
prices, release 
dates and details on how 
to order. 
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AMES DAY EKCL 
As well as the chance to meet the 
sculptors and designers behind Citadel 
miniatures, model makers from Forge 
World and authors from Black Library 
and quiz them all about their latest work, 
you'll also be able to get your hands 
on exclusive products that are only 
available to buy on the day, including 
this year's Games Day miniature, 
the famous Estalian explorer Marco 
Colombo, and access to the the complete 
range of Games Workshop products. 

IES 
The final of Armies on Parade takes 
place at Games Day, providing beautifully 
painted miniatures and scenery displayed 
on glorious boards. Visitors are given the 
chance to vote on their favourite display, 
with Gold , Silver and Bronze medals up 
for grabs. But to be in with a chance of 
displaying your own Armies on Parade at 
Games Day, you'll need to win the Parade 
Day at your local Hobby Centre first! 

Jimmy Graham's Armies on Parade winner from 
Games Day UK 2012. 

Golden Demon is the world's biggest 
painting competition, held at each 
of the Games Days around the world 
and featuring some of the world's best 
painted miniatures. Taking part in 
the contest is the highlight of many a 
painter's calendar, and the chance to view 
all the entrants arrayed in the display 
cabinets ensures that it's a highlight of 
many a hobbyist's Games Day too. 

Karol Rudyk won the coveted Slayer Sword from 
Golden Demon UK last year. 



, 

When he's not using the 
power of Chaos to mutate 
more Ogres for his horde, 
Owen can be found at the 
Gobstyks Gaming Club in 
Lincoln, where his army 
makes for an impressive 
sight on the battlefield. 

, 

Army of the Month is our feature that showcases lovingly painted 
armies, the kind of collections that have been assembled and 
crafted through years of hard work and dedication, Marching to 
war this month is this colourful Ogre army painted by Owen Patten. 
Every miniature in Owen's collection has been mutated by the • 
warping power of Chaos, from the lowliest Ogre to the mightiest 
monster. You could (and we did) spend hours looking at all the 
models, trying to figure out where all the parts come from, Read 
on to find out what Owen has to say about his Chaos Ogres. 

• 



, 
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Oweno I've always liked the brutal look of 1 
the Ogres, but I knew early on that I wanted 
to do something different with them, I love 
converting miniatures and the idea of an 
Ogre army that had turned to Chaos was 
very appealing -I could indulge my love 
of converting as I collected my new army, 

Giving my Ogres a story really helped 
bring my ideas together. I imagined that 
they were on ce mercenaries fighting 
alongside the Empire army of Ostermark 
when a Chaos invasion swept down from 
the north, Only a few men survived the 
devastation and when they returned 
with reinforcements they assumed that 
the Ogres had either fled or perished 
in the fighting, Far from it. Having seen 
the raw power of Chaos, the Tyrant led 
his Ogres north to see what the Chaos 
Gods had to offer his warband , 

Over time the Ogres mutated and the taint 
of Chaos spread throughout the army, Each 
of my main units has been 'chosen ' by a 
different Chaos God, which gave me the 

1 The Firebelly, 2 The Slaaneshi 
Zor'ead Warpscorched, Ogres were converted 
represents the Chaos God us ing Daemonette claws 
Tzeentch in Owen's army. and spines from the 

Chaos Spawn kit. 
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1 The Tyrant. T errog 
Throatsplitter. is a Forge 
World Chaos Ogre 
miniature. He joins an 
imposing unit of lronguts 
dedicated to Khorne. 

2 "Each of my 
Mournfang Cavalry is 
heavily converted and 
represents a different 
Chaos God." explains 
Owen. "The Nurgle mount 
is made from a 
Jabberslythe. the 
Tzeentch one is a 
Cockatrice and the blood­
covered Slaaneshi one 
started life as a spare tail 
from a Trygon. They were 
great fun to convert and 
paint." 
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opportunity to convert all the miniatures 2 
to a unique theme. My Slaughtermaster, 
Boregob the Bloated, is dedicated to 
Nurgle and accompanies a plague-ridden 
unit o f Ogres into battle. The Battle 
Standard Beare r, Gristleatt Smiles licer, and 
his regiment have been chosen by Slaanesh 
and many of them sport claws, tentacles 
and, in the case of the unit champion, 
a snake-like tail conve rted from the 
Cockatrice . With a large number of models 
built, I decided to enter them into last 
year's Armies on Parade competition, and 
built a display boa rd that featured them 
smashing their way through an Empire town . 
You ca n see some o f the defenders - men 
of Ostermark, their former allies - hanging 
from banners throughout my army. 

I have continued to add new units to 
my horde such as the Dragon Ogres 
(which I use in Storm o f Magic battles) 
and my new favourite unit, my heavily 
mutated Mournfang Cava lry. I'm thinking 
of continuing the Chaos theme with my 

next army too: Daemons of Chaos. OH 

1 The Scraplauncher is 
pulled into battle by one of 
the mutants that normally 
carries the Chaos Warshrine. 
The other mutant has been 
turned into a Maneater 
tainted by Nurgle. 

2 "I converted both of 
my Iron blasters to make 
them look significantly 
different to each other. One 
has the chassis of a 
Plagueclaw Catapult, while 
the other has been 
converted to look as though 
it has just fired. The muzzle 
blast has been made using 
clump foliage with assorted 
scrap rammed into it, 
including a warhammer." 

3 "My two 
Thundertusks are the 
centrepieces of my army," 
says Owen. "I converted 
one of them using the tusks 
that come on the lronblaster 
to give it an older, more 
battle-worn feel." 
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In his column this month, venerable 
games designer lervis Johnson sheds 
some light on how he comes up with 
rules for new Citadel miniatures 
that make them fun and evocative 
to play with during a game. 

I've recently been doing quite a lot of 
work on the Altar of War mission books 
that are available for the iPad. For those 
of you that haven't come across these 
yet, they are small sets of Warhammer 
40,000 missions, themed around the way 
particular arm ies fight. So Altar of War: 
Space Marines has six missions that reflect 
the type of battles that Space Marines are 
often called upon to fight, such as being 
used as an elite assault force to spearhead 
an attack, or landing behind the enemy 
front line to launch a surpri se attack. 

As long-time readers will know, I love this 
kind of thing, much preferring to have a 
wide variety of game scenarios to choose 
from . I find it makes games much more 
varied and provides a greater challenge 
because I have to try out new tactics in 
order to win. However, that isn 't what this 
month's column is about. You see , one of 
the things that every Altar of War mission 
includes are some specia l rules to be used 
with the mission, which reflects its unique 
nature and background. For example, the 

Space Marine surprise attack mission has 
special rules representing the fact that the 
Space Marines are landing from orbit, and 
that their enemy is fighting on their home 
ground. As I've been writing special rules 
for new Altar of War missions, it's made 
me think about what works as a rule and 
what does not, and that in turn has made 
me realise that, although what I do most 
days is invent rules, I rarely talk about 
the process in my co lumns. So, I thought I 
would talk about how I come up with the 
special rules in our Altar of War missions. 

Before I get started proper on this, I 
should explain one more thing, which is 
that rules wri ting, like any other set of 
ski lls, is an evolutionary thing; you learn 
by doing, and seeing what works wel l. 
Over time, the exact criteria I use when 
writ ing my rules has grown and changed 
slightly, and although the basic principles 
remain much the same, I now place greater 
importance of certain aspects than I might 
have done in the past. So, what follows 
represents a snapshot of my thinking on 
the subject at the present time. With that 
caveat out of the way, here are the three 
things I consider when I write a rule: 

I . It needs to be evocalive. By this I mean 
it needs to reflect the background, not 
be written as a rule for its own sake . 

2. It needs to be 'Uti . By this I mean it 
needs to add to the enjoyment of the 
game, not be something mundane. 

3. It needs to be clear. And by this I 
mean its mechanical effects need to 
be straightforward to understand . 

I'll drill into those three things a little more 
below, but before I do, it's important to 
point out that they ca n often be in conflict 
with each other. It's easy to come up with a 
clear rule, for example , but much harder to 
create a clear rule that's fun and evocative. 
On the other hand, it's easy to come up 
with a rule that evokes the background, 
but doing so in a way that's fun and clear 
can be challenging. Over the years I've 
placed more emphasis on one or other 
of these aspects, but my feeling now is 
that all three are equa lly important, and 
that the trick is to balance them with each 
other. This requires some compromises, 
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• but for me at least. having to work wi thi n 
constra ints like this is what makes my 
job so much fun: it's like a series of little 
puzzl,:s I have to solve. and I love puzzles! 

HA rule needs to be fun. 
By this I mean it needs 
to add to the enjoyment 
of the game, not be 
something mundane." 
The place that I start with any rules is 
the background. or when writing rules fo r 
a Citade l miniature. with the miniature 
itse lf. Doing this wi ll usually give me a 
little shortlist of things that I would like 
any associated rules to renect - or, in 
other words. things I can evoke. When I 
started out. I wou ld have stopped there 
and written rules for all of the things on my 
short list. but over time I have learnt that 
doing so can create rules that lack clarity 
and are not all that much fu n to use. so 
now I use my shortlist as a starting point. 

So these days. my next step is to go through 
my shortlist and pick out t hings that will be 
fun to use in a game. This is where things 
start getting interesting. There are usually a 
few ideas that. while being evocative. don 't 
really pack enough punch to warrant writing 
a rule for. For example. wh ile the fact that 
a model uses bat-like sonar in order see 
things is fascinating. it isn't the kind of thing 
that generates fun rules. Th is leads to my 
second criteria . which is that it is better to 
have a few really fun ru les. than lots of little 
minor ones . One otherth ing I have learnt to 
watch for are what I ca ll 'gotcha' rules: these 
are rules that stop your opponent from 
doing someth ing fun. like denying them 
the use of a special ability o r a cool tactic. 
Although such things are often justifiable 
in terms of the background. they are the 
very antithesis of fun in a game. as they 
tend to stop one p layer doing something 
they have been looking forward to. In such 
circumstances I will first try to see if I can 
turn the rule on its head. so that instead of 
stopping the opponent doing something. 
it allows you to do something as well. 

At thi s stage my shortlist will have been 
narrowed down to a handful of things I'd 
li ke to write rules for. The next step is 

to actually write the rule itself. Now. • 
on the face of it. it wou ld seem that 
writing a clear rule for something fun 
and evocative shou ld be quite easy. 

• but years of experience has taught me 
that it is anything but. In a nutshell. 
something that seems crysta l clear to 
you can prove annoyingly opaque when 
it gets out into the rea l world. I have 
learnt to watch for rules where the idea 
is a simp le one, but the rule required for 
it is very long. and if the rule requires 
a long list of caveats at the end. Overly 
long rul es are almost invariably a sign 
of a mechanic that does not sit well 
with the core game mechanics, so if a 
ru le requires a lengthy explanation I 
almost always end up going back to the 
drawing board and see if I can achieve 
the same effect in a different way. If a 
rule requires more than one caveat I will 
look at it askance. and see if I ca n come 
up with something more straightforward . 
At the end of this process. I shou ld 
have generated a small set of evocative 
and fun ru les that are clear and easy to 
use. Well . that's the theory anyway! 

And on that note I will leave you for 
th is month. as I am fast running out of 
space. I wi ll return to this subject again 
next month. where I wi ll show you how 
these princip les work in practise. 

Jervis Johnson is a 30 year veteran of games 
development and has had a hand in the design of most of 
our classic games. 
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Among the shattered ruins of Defence Bastion Seraphax, the Black Templars battle against the 
Death Guard and their Chaos Daemon allies in a bid to recover the remains of a fallen Imperial 
hero - will the body of Marshal Armante be delivered or defiled? 

Adam , There's no bigger fan of Space 
Marines in the White Dwarf team than Matt 
and he was only too eager to volunteer his 
services for this month 's battle report­
offering his Imperial Fists, Ultramarines and 
Black Templars armies as potential 
candidates, With so much choice on offer, 
we let him pick, and he went straight for his 
favourite of all Warhammer 40,000 armies, 
the Black Templars, For an opponent we 
considered the multifarious xenos armies 
around the office, but in the end Andrew 
and I claimed the honours with an unholy 
Chaos alliance, 

, 

Matt even has a fallen Black Templars 
model in his collection, so we decided to 
use it as the centrepiece in the Relic 
scenario, and the beginnings of a story 
began to form on the tabletop", The world 
of Arthas has been overrun by the legions of 
Nurgle, and but for the Black Templars it 
would be lost already, A stubborn crusade 
force remains, unwilling to yield the site of a 
terrible battle to their foes until they 
recover the remains of Marshal Armante. As 
both forces converge upon the 
bloodstained ground, victory will be won by 
he who claims the Marshal 's body, 

The Black T emplars of the 
Lastrati Crusade prepare 
to scour the Death Guard 
and their infernal allies 
from Defence Bastion 
Seraphax, 
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Matt is a veteran of 
scores of battle reports. 
almost all of which have 
been fought using a 
Space Marine force of 
one stripe or another. 

Matt's Centurion 
Devastator squad boasts 
the most firepower in his 
army. He's hoping they'lI 
be able to blast Andrew's 
army apart. 

• 

• 
• • 

• 
• 

The launch of new Space Marines kits is 
"Iways an exciting time for me and doubly 

• 
so when I get to add all the new stuff to the 
collection of my favourite Chapter, the Black 
Templars. If you've been following This 
Month in White Dwarf over the past few 
months you can 't have failed to notice that 
I've been slowly adding extra units and 
tanks, which has culminated this month with 
the addition of the new Sternguard, 
Centurions and Hunter. 

Over the 15 years I've been collecting Black 
Templars the core of my army hasn 't really 
changed . My 15-strong Crusader squad 
accompanied by the Emperor's Champion 
and mounted in a Land Raider Crusader has 
vanquished many a heretic over the years. 

Having played both Andrew and Adam 's 
Nurgle forces quite recently I know of their 
lack of long-ranged firepower, so I plan to 
create a firebase to hammer them from afar. 
In the White Dwarf bunker there 's been 
quite a lot of discussion as to how deadly 
the Centurion Devastators gray-cannons 
are, given that they roll to Wound against a 
target's armour save; this has led to some 
impromptu practice dice rolling (particularly 
from lesl pitting them against different 
types of units. It's time to put the theory 
into practice, however. so I've painted a unit 
of three. Alongside them I've also got two 
Crusader squads armed with bolters and 
heavy weapons as well my fire support 
Dreadnought. 

• 
Andrew always takes his Heldrake so it 
would be stupid of me not to take at least 
one Stalker or Hunter. After a bit of 
deliberation I've opted for the Hunter. Even 
if you miss there 's a good chance you 'll hit 
your target in a subsequent turn thanks to 
its homing missile. Plus the huge launcher 
looks amazing. 

Since Death from the Skies came out I've 
been using a Stormraven in all my games. 
usually deploying my Assault Terminators 
and a Dreadnought into the heart of my 
opponent's lines. For this game I'm going to 
try something a little different by putting 
my freshly painted Sternguard in it instead. 
I should be able to drop these off where 
they are most needed, their special 
ammunition enabling them to take on a 
range of different targets. Of course the risk 
is that I fluff my reserve rolls and they turn 
up too late. 

Lastly, I've taken my Assault Marines led by 
a Chaplain to help out in any assaults or to 
head off anything trying to get through to 
my firebase. 

The plan for the game is simple: shoot 
anything that gets too close to the objective 
and then hopefully snatch it later on with 
one of my Crusader squads. 

I'm very keen to see how the new gray 
weapons get on; I figure they will be most 
effective against anything in power armour 
(or Terminator armour for that matter), 
which means I' ll just have to use my 
plethora of flamers and the Sternguard's 
special ammunition against the Daemons. 
As for what I'm most worried about, I know I 
will be up against at least one Daemon 
Prince but I don 't have any really powerful 
characters to take them on . I'm also afraid of 
the Heldrake, as it' ll get a turn to cause 
havoc upon my Black Templars before I can 
deal with it. 

• 
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Andrew and Adam have 
teamed up a few times 
now - although more 
often than not they take a 
beating, 

Andrew has not only 
borrowed Adam's Chaos 
Daemons as part of his 
all ied detachment, he's 
also borrowed Adam to 
lead them into battle, 

• 

THE TI 
• 

Andrew, It's always a pleasure playing a 
game against Matt - he's probably my most 
regular opponent, and we always have a 
great, game, He does usually beat me, 
however; a state of affairs that I've long ago 
reconciled myself to, 

Whenever I muster my Death Guard, it 's 
always around the same reliable core, 
a Daemon Prince. a unit of Terminators, a 
unit of Possessed, at least one unit of 
Plague Marines and a large unit of 14 Chaos 
Space Marines, all upgraded with the Mark 
of Nurgle. The Daemon Prince, Terminators 
and Possessed hit incredibly hard so will 
make for the centre of Matt's army, while the 
Plague Marines and Chaos Space Marines 
form a fairly intractable fire base to hold 
any objectives, As well as being 
thematically appropriate to the scions of 
decay, the Mark of Nurgle makes everything 
that little bit tougher. 

I' ll almost always take a Daemon Prince in a 
game (I have such fun rampaging around 
the battlefield with the Fly Lord, it must be 
said), but my second HQ choice is always 
that little bit harderto make as I love all the 
characters in my collection, In the end I 
settled on my Chaos Lord, Malek Vos, He's 
fairly hard in a fight. especially with the 
Murder Sword, which should give him the 
edge against any of Matt's 

• 

characters - even the Emperor's Champion. 
But the real reason he's in the army is that 
he makes all my Plague Marines into 
Troops, and because of that I'm throwing 
another unit of Plague Marines in along with 
him, 

One thing the army lacks is much in the way 
of anti-tank weaponry, so I've added in a 
Helbrute with a multi-melta, as well as a 
scattering of meltaguns, power fists and 
chainfists wherever I can squeeze them in 
too, The Heldrake should help in this 
regard too - his normal targets are big, 
bunched-up units of power-armoured 
troops, but he's killed close to half a dozen 
Dreadnoughts in his time too, I'm hoping 
he'll be able to repeat that trick again 
against one of Matt's Dreadnoughts today, 

Adam , It's always a joy to unleash my 
Daemons, and Andrew and I have had quite 
a lot of fun teaming up recently with my 
Nurgle Daemons and his Death Guard army, 
I'm not saying we make for a super effective 
combination, but it's a really characterful 
alliance, and we reckon we can give Matt a 
run for his money. 

For my part in the force, I' ll be taking a 
pared-down version of my larger Chaos 
Daemon army - with my Herald of Nurgle, 
Festerguts, along with two units of 
Plaguebearers, One of these will deploy 
with Festerguts, who gives them the Feel 
No Pain ability (making them very durable) 
and the other will quietly wait in the Warp 
along with the Slathertoads - my unit of 
Beasts of Nurgle, Thanks to the 
Plaguebearers' Instrument of Chaos, if they 
arrive by reserve, the Slathertoads will 
immediately be available too, Finally, I'm 
including Sourbile's Flystrike, six Plague 
Drones, which are the baddest killers in my 
army, My plan with these is to get stuck in 
quickly, while the rest of my army advances 
on the objective, 

If we can get to the objective first, I'm fairly 
sure we can hold onto it with all our tough, 
resilient troops, The question is whether 
we'll be able to survive the counter-attack, 
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ARI o SET-
Adam , Since we knew we were playing the 
Relic mission, we set aJ:>out creating a 
battlefield that would give us a fun and 
challenging game. Matt and Andrew began 
to create Defence Bastion ;;eraphax (A). 
with a mixture of blasted and ,scarred 
buildings and craters and the remnants of 
an Imperial Defence Network. We placed 
the shattered aquila from the Honoured 
Imperium scenery kit. in the middle of the 
board with Matt's fallen Black Templar upon 
it (B) - with plenty of fortified terrain 
around it. We rolled for deployment areas. 
scoring Vanguard Strike. and Matt earned 
the privilege of deploying first. 

Matt centred his army around the Skyshield 
landing pad at the north of the battlefield 
(C). with two Crusader squads and a 

• • 

...... ----- -

• 

• 

Dreadnought holding it. The Centurion 
Devastator squad and Hunter held his right 

• 
flank. while the Land Raider and Assault 
squad guarded the other (D). For our part. 
Andrew and I deployed our army as far 
forwards as possible. leaving only a 24" 
dead zone between us and the Black 
Templars. After a little squabbling. we 
realised we should have put my Daemons 
front and centre so they were closer to the 
objective and able to absorb firepower. but 
the mistake was ours. and we had deployed 
in a big line-abreast formation . 

Whichever side had possession of the slain 
Black Templar objective at the end of the 
game would score 3 Victory Points. with 
bonus points for First Blood. Linebreaker 
and Slay the Warlord. 

• 
• • 

• 
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2 

• 

1 The corpse of 
Marshal Armante is the 
primary objective for the 
game. 

2 Matt's reserves; 
the Sternguard and 
Dreadnought are both 
deployed in the 
Storm raven Gunship_ 

• 
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Where the Black Templars unleash a storm of firepower, 
into which the Chaos horde advances. 

Matt, My pl an o f action was very much to 
play t he long game in thi s battle, so in my 
first Movement phase , I on ly ad vanced 
enough to improve my position and bring 
my big guns to bea r. This meant bringing 
th e Centu rion Devastator squad into range 
of Andrew's nea rest Plague Marin e squad 
and driv ing my Land Raider Cru sad er 
forwards a litt le, prov id ing some mobile 
cove r for my Assa ult squad. 

The shoot ing from t he Cent urions was 
everything I had hoped for, as they scythed 
down six Plague Marines in a single vo lley. 
My Land Raider whittled away a few Chaos 
Cultists with its hurri cane bolters and, more 
important ly, lent its fi re to the Crusader 
squad with the missile launcher and my 
Dreadnought to blow Andrew's hulking 
Helbrute to kingdom come. Not a bad 
opening salvo, all things considere d - Adam 
and And rew were ce rtainl y p aying attention 
now. 

And rew, I've been listening to Matt b anging 
on about how good his Centurions are all 
wee k now, b ut hadn 't really put much stock 
in it up t ill now. But th eir grav-cannons just 
chewed up a who le squad in one volley­
ouch! And i f they' re that nasty against 
power armour, I dread to thin k what they' re 
going to d o when they fire at my Chaos 
Term inators - To Wound rolls on a 2+, wi th 
re- ro lls th anks to t he grav-am ps, is just 
going to wipe me out. As a result I kept my 
Term inators as far away from the Centurions 
as possib le, moving through the ruin s in an 
attempt to flank Matt's force - or to prevent 
his Assault Marines from d oing the sam e to 
us. 

Our eyes remained on the p ri ze, however, 
so we cont inued to p lough forwa rds toward s 
the ob ject ive, hoping to provid e Matt with 
too many targets to choose from. The 
Cultists even reached the aquila after 
running, although I had li tt le confidence 
that they'd b e t here b y th e end of Matt's 
next turn . Various run moves across the 
b oard kept our shooting to a m inimum. 

, 

1 

• 

2 

3 

1 Squad Ignatius 
advance down the hill and 
open fire on Purgatory 
Squad. Their grav· 
cannons easily crush six 
of the traitors with the 
mass of their own armour. 

2 The Deathshroud 
advance ioto the ruins 
with their l ord, Malek Vas 
- hoping to flank the land 
Raider and Assault Squad. 

3 The Misbegotten 
stream forward and 
jubilantly clamber onto 
the sullied Imperial eagle, 
hoping to lay claim to the 
corpse of Marshal 
Armante. 
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4 4 The Festering 
Brothers and Sourbile's 
Flystrike realise they 
probably should have 
started closer to the 
objective. While the 
Festering Brothers begin 
the long, shameful 
shamble towards it, the 
Flystrike take a different 
route, soaring over the 
Wall of Martyrs to 
approach the Crusaders. 
Note also, the sole 
survivor of Purgatory 
Squad, wisely hiding 
behind the rotting horde 
of Plaguebearers. 

5 At the end of the 
first turn, the battlefield 
shows the objective 
within the grasp of the 
Chaos Cultists. You can 
also see Andrew's 
Possessed and Chaos 

5 Terminators hoping 
to ambush Matt's 
Black Templars if they 
rush forwards. 

, 
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Matt In their turn, Adam and Andrew only 
• 

managed to kill a single Assault Marine, so 
even though my Storm raven. containing the 
rest of my reserves, d.idn't arrive this turn, I 
was still feeling buoyed up as I launched . 
my main offensive . lronstorm surged 
forwards and disgorged my massive 
Crusader squad, complete'with the 
Emperor's Champion, while Chaplain 
Ferdinand and the Assault squad leapt up 
beside them. In a blistering salvo I 
slaughtered all but two of the Cultists on 
the objective, leaving the survivors to nee 
like cowards while lronstorm unleashed a 
wall of bolter and assault cannon shells into 
Andrew's 14-strong unit of Chaos Space 
Marines, killing five. The Land Raider 
Crusader was bolstered by the Centurion 
Devastator squad, who once again pulped 
five more heretics. Other shots came in from 

1 

• 

my Dreadnought and Crusader squads, 2 
nibbling away at the Chaos Space Marines, 
but the main event now was the charge as 
the Emperor's Champion led Crusader 
squad Volkard against the Possessed, 
wiping them out. 

Andrewo After that turn I was leh wincing 
once more - Matt was picking my army 
apart squad by squad. Luckily all of our 
reserves arrived this turn . 

I had a counter-attack planned this turn, 
opening up with the Chaos Terminators 
against the tightly packed Crusader squad, 
a combination of flamers and heavy flamers 
killing five. The Chaos Lord, Terminators 
and Daemon Prince then charged the 
Crusader squad - possibly overkill, but I 
needed them dead. The Chaos Lord killed 3 
the Emperor's Champion - the target of his 
Murder Sword - in a challenge, but the 
Chaos Gods deemed it an Unworthy 
Offering, while the Daemon Prince killed six 
Black Templars and the Terminators 
finished the unit off. 

In the centre of the board the Heldrake hit 
most of the Assault squad with its 
baleflamer, killing seven but still leaving 
three and the Chaplain alive. The Plague 
Drones tried to take out the Hunter - which 
had moved between them and the 
Centurions - but could only take off a single 
Hull Point. 

• 

1 As the Land Raider 
Crusader,lronstorm, 
disgorges Crusader Squad 
Volkard, Chaplain 
Ferdinand and his Assault 
squad sweep the Cultists 
from the objective. 

2 Squad Volkard and 
the Emperor's Champion 
take on the Poxridden as 
Andrew's Daemon Prince 
looks on. The Emperor's 
Champion easily slays the 
Possessed Champion with 
a single sweep of his Black 
Sword. 

3 Much to the 
chagrin of the 
Misbegotten, Assault 
Squad Konrad has two 
flamers, spelling their 
certain doom . 
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, 

6 With Matt using 
the Hunter as mobile 
cover for the Centurions, 
Sourbile's Flystrike attack 
it instead - only causing a 
single glancing hit. 

7 Malek Vas faces 
off against the Emperor's 
Champion, slaying him 
with the Murder Sword . 

8 At the end of Turn 
2, the battlefield is looking 
far messier. Note the 
mischievous Slathertoads 
clambering about on the 
Skyshield Landing Pad. 
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• 

I GAME • 

Where the B/ack Temp/ars press their attack, and fire 
o 

rains from the skies. 

Matt Well. the fight was really on now - but 
thankfully my reinforcements had arrived. 
with the Stormraven deliverln,g the 
Sternguard and Dreadnought. I pulled the 
Hunter back up the hill now that the 
Heldrake was in play, and unleashed a 
skyspear missile at it. This shot answered a 
lot of questions we had about how good the 
Hunter was, as it blasted the Heldrake to 
pieces in a single shot. bringing the 
wreckage crashing down to kill two 
Plaguebearers and a Plague Marine. 

Elsewhere the bloody work continued, as 

1 

• 

the Centurions wiped out all of Andrew's 
Terminators. I also killed a couple of Adam 's 2 
Plague Drones with fire from the Sternguard, 
Crusader squad and newly arrived 
Dreadnought. Finally, my Assault Marines 
took on the Plague Drones in combat, which 
proved to be a mistake. Though they took 
two Wounds, they wiped out my Assault 
Marines, Chaplain and all. The Dreadnought 
charged the Slathertoads on the landing 
pad, at the very least tying them down for 
the rest of the game. 

In their third turn, Adam and Andrew finally 
dealt with my Centurions, killing two with 
concentrated firepower, causing the survivor 
to flee. The Plague Drones still managed to 
charge him, killing him in the fourth turn. 

Andrewo So, we finally managed to deal with 
the Centurions, although after three turns of 
shooting Matt didn 't really need a fourth 
with them . In Turn 4 the Sternguard picked 
up where the Centurions left off, wiping out 
the Maggotkin . The Crusader squads 
targeted the Festering Brothers, and killed 
a few too. 

Our own turn was less impressive. My 
Daemon Prince merely stunned the Land 
Raider with his Smash attack and (in a show 
of poor dice rolling that was frustratingly 
consistent) the Plague Drones failed to 
charge the Sternguard. 

• 

1 Dorn's Fury soars 
onto the battlefield to 
deliver reinforcements to 
the Black Ternpla,s arrny. 
Matt risks the Skies of 
Fury to deploy his rnodels 
in the turn it arrives, but 
he suffers no ill effects. 

2 Once again the 
Centurion Devastator 
squad show their mettle, 
this time turning their ire 
towards Andrew's 
T errninator squad. The 
sound of armour 
compacting under intense 
gravity heralds all five of 
thern being crushed to 
death. 
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5 6 

7 

9 

, 

5 The Plague Drones hurl 
death's heads at the Centurion 
squad which, combined with 
bolter fire from their allies, 
manages to kill two. The 
remaining Centurion fails his 
Leadership test and flees. 

6 The Flystrike catch up 
with the last Centurion beside 
the Skyshield Landing Pad, and 
proceed to beat him to death. 

7 In Turn3,Adam 
attempts to charge the 
Sternguard with the 
Maggotkin, but falls woefully 
short on his charge roll. As a 
result, the Sternguard and 
Dreadnought annihilate the 
Maggotkin in a storm of 
dragonfire rounds and heavy 
flamers. 

8 The sole survivor of the 
Quarantined clambers onto the 
shattered Aquila, attempting to 
claim the corpse of Marshal 
Armante - but Matt's Crusader 
squads have other ideas. 

9 Atthe end of Turn 4 the 
Black T emplars remain strong, 
with a fire base on the 
Skyshield Landing Pad and the 
counter-attack force in the 
Sternguard and Dreadnought 
by the Wall of Martyrs. 

• • 
.&. 
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Where the forces of Chaos make their final play for the 
objective, and the baffle is won and lost. 

Matt, The game was drawing to a close, and 
a quick ta lly of Victory points showed I was 
behind - so I sent out Crusader Squad 
Fried rich to try and get close enough to the 
objective, although I had left it so late that 
the game would need to run into six or 
seven turns. The rest of my turn was spent 
pouring fire into the Plaguebearers (killing 
fi ve), and wiping And rew's Aspiring 
Champion off the objective . I also wounded 
the Daemon Prince that was battering my 
Land Raider. 

Adam and Andrew's turn was pretty short. 

1 

, 

The Plague Drones and Chaos Lord charged 2 
Squad Friedrich (so much for them making 
it to the object i ve). and Malek Vos not only 
won his chall enge against the Sword 
Brothe r, but ascended to Daemonhood -
recoveri ng his lost wounds and dooming my 
Crusader squad . 

Andrew, That's the second game in a row 
that I've ro ll ed Dark Apotheos is on the 
Chaos Boon tab le. Malek Vos - my Warlord 
- had been one Wound away from handing 
Matt a v ictory point, but I felt confident that 
as a Daemon Prince he'd likely survive to 
the end of the game. 

At the start of Matt's sixth turn, we were 
wi nn ing 2-1 , and Matt was faced with 
something of a dilemma. His Sternguard 
we re a nun move away from our deployment 3 
zo ne, so could claim a victory point for 
Linebreaker if they ro lled well enough, but 
my Plague Marines were closing in on the 
ob jective, wh ich really would seal the 
victory for us. In the end he opted to shoot 
everything - Sternguard combi-gravs and all 
- at Perdition Squad, but I got lucky with my 
Feel No Pain rolls and three survived. 

Matt needn't have worried about finishing 
them off, however, as I ro lled a 2 for their 
difficult terrain roll , so they failed to reach 
the ob jective anyway! The new Daemon 
Prince fini shed off the Crusader squad, and 
with that the game ended. 

, 

1 Malek Vas 
thunders into the 
Crusader Squad, where 
he is challenged by Sword 
Brother Friednch - the 
Chaos Lord kills him in a 
gory display of strength ... 

2 ... And is 
rewarded by the Dark 
Gods with his ascension 
to Daemonhood - as 
Andrew rolls 66 on the 
Chaos Boon Table, Malek 
Vas becomes a mighty 
Daemon Prince. 

3 Turn after turn the 
Sternguard hammer the 
Chaos forces with their 
specialised munitions. 
using dragonfire bolts to 
pepper the shrouded 
Plaguebearers. 
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• 

4 After several 
rounds oflhe Fly Lord 
ineffectually swatting at 
the Land Raider. 
lronstorm mows the 
Daemon Prince down with 
a concentrated burst from 
its hurricane bolters. 

5 With his followers 
shot to bits by the 
Sternguard. Festerguts 
decides enough is enough 
and turns around to 
charge them - ending up 
in a massive brawl. 

6 At the end of the 
game. the objective lies 
unclaimed. and both sides 
are terribly bloodied. 
While the Black T emplars 
appear to hold the field. 
have they won 7 
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The battlefield is a wasteland of corpses and craters. 
What were the highlights for our players' • 

Our three participants 
have had a chance to 
shake hands, get a cup of 
tea and survey the 
carnage from their game. 

, 

Andrew, Well, I for one learned that you've 
got to hit the Centurion Devastator squad 
early in the game - they slaughtered one of 
my units every turn until we got to grips 
with them . 

Matt, I thought you might say that, which is 
why next time I p lay, I'll be taking more of 
them. I want a unit of six, all with grav· 
cannons and missile launchers . It's possible 
that the Centurions were actually too 
effective, in a way. I got so carried away 
crushing all the Chaos Space Marines, I 
didn 't really advance on the objectives. 
Imagine what a mess they will make of other 
armies too, Crisis Battlesuits, a Riptide or 
Eldar Wra ith knight? The possibil it ies are 
end less. 

Adam , It was certainly interesting watching 
them lay waste to everything in armour, but 
I didn 't have any armour, so I wasn't undu ly 
worried . My Dark Ange ls, on the other hand, 
would be abjectly terrified of them . But my 
Daemons suffered most from the 
Sternguard and their various ammunition 
types. 

Andrew, I think, although they were 
undeniably effective, Matt used the 
Sternguard in the wrong place. If they had 

• 

gone for the centre of the battlefield 
instead of the nank, you could have wiped 
the Chaos Space Marines out com pletely. 

Adam , It's easy for you to say that ... they 
killed all of my Plaguebearers. Nurgle isn't 
happy with them, there's going to be a 
reckoning some time soon . 

Matt I was worried about the Plague 
Drones, and I think the Sternguard proved 
to be an antidote to them . 

Andrew, The Hunter proved its worth in the 
game too - and before the game we were 
really interested to see what it would do. 
It's limited to one, very specific function 
- and it carried it out really well , killing my 
Heldrake with a single shot. but once it had 
done that, it didn't really have much effect 
on the battle. 

Matt I agree. If I know my opponent is 
taking a flyer as dangerous as a Heldrake or 
Stormraven, taking a Hunter is logica l. But 
there are a lot of situations where it would 
be preferable to have a Predator 
Annihilator, which could have engaged 
ground targets too. 

Adam, What was interesting is that, even 
though it was your first outing with the new 
Space Marines, the game was a very close 
run thing. What do you think was the 
deciding factor, Matt? 

Matt My firebase, really. While it 
complete ly prevented you guys from 
getting to the objective, keeping it 
stationary stopped me from seizing the 
objective for myself. Looking back, I might 
have been better off holding back the Land 
Raider Crusader and Assault squad unti l I 
had worn down yourforce a little more .. . 
but I hadn 't realised how much I could have 
relied on the Centurion Devastator squad. 
Knowing then what I know now, I'd have 
pummelled the Chaos Space Marines for 
another turn and then swept the centre 
clear on Turn 3 or 4.1 
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A trio of pundits comment on the game: Space Marine Codex author Robin Cruddace, Chaos 
" 

Space Marines author phil Kelly and White Dwarf Editor Jes Bickham. 

Robin is not only the author 
of Codex: Space Marines, 
but also the owner of a 
rather sizable army of 
Howling Griffons Space 
Marines too. 

Jes listened to much of 
the combatant's pre­
game banter and was 
eager to see how things 
turned out . .. 

, 

Wh,en the bolter shells are flying, it's easy to 
forget about the objective. I suspect there 
was an element of this during the game; 
Matt, busy blowing apart every Chaos unit, 
seemed to forget to advance towards the 
relic before it was too late. While it's easy to 
put this down to an error on Matt's part, I 
think Adam and Andrew engineered the 
situation. By running up to the relic on Turn 
1, th e Chaos players took the initiative. Matt 
then constantly had to eliminate whichever 
Chaos units were about to secure the reli c 
- a job he could achieve best by standing 
still and scouring the foe with obscene 
amounts of firepower. 

As Matt notes in his army introduction, we 
did a lot of fun pre-game dice rolling to 
theorise just how good some of the new 
Space Marines are . .. and the Centurions 
certainly didn 't disappoint ! They're 
fantastic models, super-tough in the game, 
and grav-cannons are a terrific bit of kit; in 
short order they'll be rightly feared the 
universe over by well-armoured troops. 
They've certainly got all my Tyranid 
Monstrous Creatures looking over their 
shoulders in concern. Matt used them to 
terrific effect, crumpling power-armoured 
traitors leh, right and centre. 

By always positioning their units to threaten 
the reli c, the Chaos players did a subtle job 
of pinning the Black Templars until it was 
too late. I'm loathe to praise any servant of 
the Dark Gods, but Andrew and Adam 
played a clever game, leaving Matt with a 
tough choice to make in the last turn of the 
game: run with hi s Sternguard and perhaps 
earn a draw, or shoot at the Plague Marines 
who had a chance of grabbing the relic and 
securing a major victory. In the end Matt 
made an all-or-nothing decision, a fitting 
choice for any Space Marine, but alas the 
Dice Gods cared not and the day belonged 
to Chaos. 

Beyond that, the game was a massacre for 
both sides and victory was very nearly in 
Matt's grasp; the only minatures leh on the 
table on the Chaos side at the end of the 
game were three Plague Marines, a Daemon 
Prince, three Plague Toads and two Plague 
Drones. As Matt himself notes, his firebase 
was at once his biggest asset and most 
serious drawback. But no matter, for this 
was a terrific battle to witness, and proves 
that the Space Marines are a mightier foe 
than ever to the enemies of the Emperor. 
May heretics and aliens everywhere quake 
in fear! 

-



• 

1 

2 

Back in April , Glenn anc;l Erik attended the Warhammer Throne of Skulls 
hobby event at Warhammer World, where they rounded up some of the 
finest painted miniatures to show off in this special Parade Ground . 

• 
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4 5 1 The bones on lan 
Matthewson's 
T errorgheist have been 
painted a gleaming white. 
The subtle blue shading 
makes them stand out 
strongly, and gives them 

. 
an eene appearance. 

2 Vampire Counts 
T errorgheist, painted by 
lan Matthewson. 

3 Forge World Great 
Unclean One, painted by 
Colin Vial!. 

4 Vampire Counts 
VVght Lord, painted by 
Doug Cameron. 

5 Vampire Counts 
Necromancer, painted by 
Ooug Cameron. 

, 



2 3 

1 Forge World 
Nurgle Bile Trolls 
regiment. painted by Colin 
Viall. 

2 Converted 
Daemons of Chaos Herald 
of Nurgle. painted by Colin 
Viall. 

3 Orcs and Goblins 
Orc Big Boss with Battle 
Standard. painted by 
Mark Wildman. 
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2 1 Ores and Goblins 
Savage Ores Mob, 
painted by Gareth 
Hamilton. 

2 Dark Elf Shades 
diorama, painted by Dan 
Seymour. 

, 



2 1 Converted Dark Elf 
Chariots. painted by 
Dan Seymour 

2 Dark Elf Cold One 
Knights. painted by Dan 
Seymour 
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2 3 

1 Converted 
Goblin Wolf Chariot, 
painted by 
Gareth Hamilton. 

2 Wurrzag da 
Great Green Prophet, 
painted by 
Mark Wildman. 

3 Classic Vampire 
Counts Necromancer, 
painted by Ooug 
Cameron. 



1 

2 

3 

1 Orcs and Goblins 
Savage Orc Boys. painted 
by Mark Wildman. 

2 Converted 
Vampire Counts 
Hexwraiths. painted by 
lan Matthewson. 

3 Vampire Counts 
Skeleton Warriors. 
painted by 
lan Matthewson. 
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CILITY 
This month Battleground examines the snow-bound Adeptus Mechanicus 
research facility made for Apocalypse War Zone: Damnos. Chris Peach, the 
board's creator, explains it all. 

Damnos is a world locked in perpetual winter. 
Thi ck sheets of ice coat its surface and frigid 
winds'blow shifting dunes of snow across 
the flat, lifeless landscape. Chris Peach, 
one of the Design Studio's army painters, 
volunteered to create this frozen battlefield 
upon which the forces of the Imperium and 
Necrons do battle. 

"The story behind this board is that it is 
an Adeptus Mechanicus research station, 
abandoned when the Imperium was ousted 
from Damnos 25 years previously, " Chris says. 
"The idea of a heavily industrialised facility, 
shattered by war in the past, and then left 
alone in the snow and ice for two and a half 
decades was very appealing." 
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"My first mission with this terrain set was 1 
• 

to detail and paint the Realm of Battle 
Gameboards, which actually was fairly 

• 

simple once I decided on a method," Chris 
explains. "First I paved over the flat areas 
with Modular Movement Trays to represent 
the actual surface of Damnos. Phil Kelly 
- the author of War Zone : Damnos - and I 
had a fun conversation about how beneath 
the millennia-thick layers of snow and ice 
lies an ancient Necron pl anet. The snow 
scheme on th e b oa rd was simply two coats 
of spray paint, the first of Chaos Black and 
the second of Skull White. 

"The terrain is made from Citadel kits, 
with an emphasis on the Manufactorum 
buildings from the Citi es of Death range, 
giving everything a robust, industrial 
appearance," Chris says. "I wanted the 
research station to look like a complete 
unified complex, so I built plenty of 
separate elements such as a watch towe r, a 
defence line and pumping station and then 
ti ed them together by ensuring they shared 
co mmon elements and co lours. 

1 This watch post was 
made from pieces from the 
Manufactorum building, with 
elements of the Aegis 
Defence Line for the 
crenellations. The antennae 
array is not glued into place, 
but instead can be removed 
and swapped with any of the 
other parts in the scenery set 
with the same fitting. 

2 Chris made this 
pumping station in reaction to 
the idea that the Adeptus 
Mechanicus has bored into 
the ancient core of the world 
as a source of power. "I like 
the idea that, before it was 
damaged, this pumping 
station was bringing up warm 
water, promethium or perhaps 
something stranger from 
beneath the surface," he 
explained. "It was probably 
exactly this kind of foolish 
meddling that awoke the 
Necrons in the first place." 
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1 

2 

1 "Damaged 
bunkers show the 
wreckage from the first 
war on Damnos 25 years 
ago," says Chris. 
"I cut into it with a Hobby 
Saw and used part of a 
Moonscape crater to 
cover over the gaps with 
an earthy rockslide 
effect" 

2 "I used more 
Moonscape craters to 
create breaches in the 
Wall of Martyrs," says 
Chris. "Having some really 
big areas of battle 
damage helps the scenery 
to tell a strong story. I 
also painted plenty of 
barrels and crates from 
the Battlefield 
Accessories kit These, 
along with lots of detritus 
and offcuts make the 
battlefield look like it is a 
real thing, rather than 
merely a lifeless surtace." 
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"Because I wanted the whole board to look 
• 

really badly damaged by the first Damnos 
• 

war, I used a Hobby Saw and Plastic Cutters 
on the vari.ous buildings, which I then 
detailed using the off cuts as wreckage: 
as well as spare bits and pieces from the 
kits I had been using. That's what gives the 
model the sense of det.itus. The mounds of 
dirt in the corners of the building are made 
from Green Stuff modelled into a messy 
pile and then painted with Citadel Texture 
paints. 

"On the subject of painting, I wanted the 
buildings to stand out brightly on the snow, 
and also connect to the traditional red 
metal of the Adeptus Mechanicus," Chris 

• 

says. "So I used a lot of Mephiston Red 
and a Citadel Spray Gun to basecoat all 
of the red areas at the same time. I ended 
up doing a couple of coats for really good 
<coverage and then, when dry, I used a big 
brush (like you would for walls or doors) to 
drybrush it all with Leadbelcher and then, 
weirdly, Pallid Wych Flesh, which tied the 
red in really nicely with the stark white 

snow." AT 

IMth their Commissar 
spurring them on from the 
roof of a bunker, the 
Cadian Shock Troopers 
face another wave of 
Necron attackers . 
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SCULPTED BY ALEK 

White Dwart's Photo 
Editor, Glenn has a keen 
eye for great models, and 
can talk about them all 
day long 

• 

ALY & . 
BY GLEnn 

• 
Glenn. Since it was released back in March 
2011. 1 have spent many, many hours using 
the Arachnarok Spider in photographs, both 
for White Dwarf and also books published 
by the Studio. Almost everyone is at least 
a little bit unnerved (if not downright 
terrified) by spiders, and within the context 
of Warhammer it doesn't get bigger than 
an Arachnarok. It's the Warhammer take 
on a massive spider, so as well as being 
absolutely horrific, it has a comic charm to it 
too; old-school Forest Goblins are grinning 
viciously down from its wicker-work howdah. 

2 

Looking at the model from the point of 
view of a photographer, there is plenty 
to see - whatever angle you show it from, 
there is always something going on. The 
spider's underbelly is writhing with tiny 
little spiders which appear to be crawling 
out of crevices and cavities. I have to give 
a nod to the Forest Goblins too, they 
are really delightful models full of evil 
charm. Their size gives the Arachnarok 
context. in terms of its shee r bulk, and 
they demonstrate the two key facets of 
goblins; maliciousness and cheeriness. In 
my opinion, this is a model for the ages. 

1 "My favourite addition to the model is the withered remnant of 
the Dwart webbed up beneath the howdah. This is a tribute to Borri 
Graniteskin, a Dragon Slayer I sculpted for the Battle for Skull Pass 
boxed game. It's what happens when you don't get rescued." 

2 "The gnarled trees around the Arachnarok's feet are a good 
example of why I like the model so much. Spider webs, a trapped 
Goblin, skeletal remains, tiny spiders and even toadstools. Pertect 
Warhammer madness." , 

- Aly Morrison - Glenn More 
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1 

2 

Aly: I completely agree with Glenn. That 
might sound arrogant con sidering I worked 
on the model , but in my defence, I believe 
it is the exceptional work put into the 
model by Alex Hedstrom that makes 
it so good. The original concept came 
from leremy Vetock, who had somehow 
purloined a huge prototype model of a 
Spider Rider from the old Battle for Skull 
Pass boxed game, and crewed it with Night 
Goblins. (You can see it in the Introduction 
section of the Warhammer rulebook.) That 
madcap idea set our minds to wandering, 
and eventually the Arachnarok was born. 

3 

Alex sculpted the Arachnarok Spider, 
and made the basic shape and pose 
of all the Forest Goblins too, while I 
designed the howdah and then detailed 
the Goblin crew Alex had made. It was a 
very enjoyable collaboration process, and 
we were jo ined by Colin Grayson, who 
did the detailing on the Goblin Shaman. 
My favourite aspect of the mode) is the 
malevolence of the Spider's face. lust 
looking at the shape of the eyes and 
mouth, it is immediately arachnid in nature, 
but also strangely, vulgarly, human too. 
Alex really did a disgustingly good job .• 

1 "The complete 
Arachnarok Spider is the 
result of a team effort. The 
four-eyed Shaman at the front 
is actually the handiwork of 
Citadel designer Colin 
Grayson." - Aly Morrison 

2 The theme of smaller 
spiders nesting within the 
Arachnarok Spider is evident 
when you examine the 
underside of the creature, 
with tiny spiderlings emerging 
from disturbing orifices. 

3 "A feature of the 
Arachnarok Spider kit I like is 
the versatility of the Goblins 
on the howdah. There's lot's 
of variety and it's all cheerfully 
chaotic ." - Glenn More 

Aly is a wily old veteran of 
the Design Studio, and has 
sculpted more models than 
we've had hot dinners. 



,. 
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"They shall be of iron will and steel sinew. 
In great armour I shall clad them and with 
the mightiest weapons they will be armed. 
"They are my bulwark against the Terror. 
They are the Defenders of Humanity. They 
are my Space Marines and they shall know no 

. fear." 

- The Emperor 
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• 

• 
• 

Andrew Kenrick explores the history of the Space . 
Marines'iconic armour. 

• 

Jes Goodwin has been 
responsible for the design 
of the Space Marines over 
the past three decades, 
while Danen latham, Nic 
Ho and Ed Cottrell sculpted 
many of the latest kits. 

The Space Marine is the most recognisable 
image from Warhammer 40,000. It's such an 
iconic figure that there 's even a statue.of 
one standing outside the front of Games 
Workshop's headquarters in Nottingham. 
Much of this stature is down to the Space 
Marine's distinctive si lhouette, and it owes 
this entirely to the look of its trademark 
wargear- its suit of power armour. 

To find out more about the origins and 
design of power armour I sat down with 
les Goodwin and his sketchbook. les is the 
authority when it co mes to Space Marines, 
having designed more than anyone else. 
"Whenever we've designed a new Space 
Marine, we've always kept the same design 
keys. One of these is that the silhouette has 
to stay the same, so that you can instantly 
recognise that it is a Space Marine," says 
les when I sat down to talk about the iconic 
look of their armour. 

There is not just one type of power armour, 
but eight distinct marks. "The first Space 
Marine plastics - the RTBO I kit, released 
in 1988 - are what we now know as Mk6s, 
although of course they weren't ca lled Mk6s 
back in those days; they were just Space 
Marines, " says les. "I then drew a bunch of 
designs for what would eventuall y become 
the Mk7 armour, which had a breastplate 
instead of exposed tubes, knee pads 
instead of solid greaves, and a new helmet 
based on a shortened Mk6 helmet, " les 
explains. 

"We decided that it wou ld be cool if 
these were one mark of armour, and the 
RTBO I s were a previous mark, which led 
to me and lohn Blanche designing some 
other marks of armour too to explain why 
there was a difference between Mk6 and 
Mk7, " continues les. "Each mark of armour 
developed its own littl e narrative. The 

A Crimson Fists Combat 
squad holds a bridge 
against a mob of 
ferocious Ork Nobz. 
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ones with the fixed helmets - the Mk2 
and 3 - became early marks, and we 
characterised those as being used for close 
combat and boarding actions because of 
the fixed nature of them. I remember the 
Mk5 was the one that overheated a lot­
hence all the external cabling - while the 
Mkl was an attempt to do an ancestral suit 
of power armour. It has such an odd helmet, 
but there are some people who really love 
it. Finally I sculpted the Mk8 with the high 
gorget, which was my way of exploring 
where I'd take power armour after the Mk7. " 

Fast forward to 1997 and the release of 
Warhammer 40,000 3rd edition and, along 
with it, a new multi-part plastic Tactical 
squad designed by les. "If you look at those 
plastics, you'll see they're not all Mk7s. 
There's a mixture of Mk7 and Mk6 legs, a 
couple of Mk6 helmets on there, " says les. 
"For the first time there was a mixture of 
different plastic components available, 
because the idea was that you could have 
a bit from here, and a bit from there, and 
a bit from the next one. as itwere. and it 
makes the Space Marine a little bit more 
interesting to build and paint 

And it means that if you want to make your 
Space Marines all wearing one type of 
armour, or a bit more eclectic. you 've got 
more choice. And it's about giving people 
choice." 

Choice is definitely something that the 
Space Marine range has in spades, even 
more so with the release of a brand-new 
plastic Tactical squad this month, along with 
Sternguard Veterans and Vanguard Veterans 
in plastic for the first time. 1 caught up with 
Nic Ho, Ed Cottrell and Darren Latham to 
find out more about how they got to grips 
with sculpting miniatures with such a long 
pedigree . 

"The Tactical squad kit is the bedrock of 
all our Space Marine ranges. We tried to 
cover as many things as we could so it 
offers something to both new collectors as 
well as hobbyists with an existing Space 
Marine collection. And with 179 parts on 
the frame. you can create a huge amount of 
configurations," says Nic. 

A White Scars Tactical 
squad forms a bulwark 
against the Necrons. 

Collecting Armour 

The classic sculpts of 
older-mark power 
armour that Jes talks 
about are still available, 
collected together in 
Citadel Finecast as part 
of the Armour through 
the Ages set Many of 
the new kits contain 
different-marked 
components too, from 
the Mark 4 legs 
included in the Tactical 
squad to the Mark 6 
backpacks in the 
Sternguard Veterans 
kit, all of which allow 
hobbyists the chance 
to add different marks 
to their own collection. 
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Master Artificers 

A Chapter's power 
armour is maintainted 
by highly skilled 
craftsmen called 
Artificers. These 
artisans not only carry 
out repairs on the 
armour but also 
decorate it, engraving 
armour with honour 
badges and other 
marks of distinction. 
Veteran Space Marines 
wear armour covered 
in such honorifics, 
making each one a 
truly bespoke piece in 
its own right. Some 
Space Marine heroes 
even wear complete 
suits of customised 
armour, each 
component 
individualised and 
decorated by a master 
Artificer. Such suits of 
Artificer armour are 
considered great relics 
of the Chapter. 

"There are a load of options, as we're giving 
• 

people stuff they've never had before, 
• 

such as grav weaponry," adds Ed. "You've 
got different armour marks on the kit too, 
including three different designs of Mk6 
helmet, and a Mk6 torso. We want to cater 
for different people's tastes, but you can 
also build the kit so they're all wearing Mk7 
instead of Mk6. There's even a Mk4 pair of 
legs in there, with the square knee guards. 
It just adds to the flavour. " 

"This kind of thing is really cool, it really 
just enriches the flavour and background 
of the Space Marines even more. So we 
included them in the other kits too - with 
the Sternguard and Vanguard frames, you 
can make a complete Mk4 set of armour," 
says Darren. "All these marks of armour are 
something that Space Marine collectors 
really value." 

"It 's part of what power armour is, " 
continues Ed. "It's ancient, handed-down 
armour, and you want to feel like the Space 
Marines have been in battle for so long that 
their armour gets added to and 

mixed up. So if you want to build that really 
cool, varied squad, you need that mixture of 
armour marks on the frame." 

Darren expands on this theme. "It was 
important to get across the fact that each 
Space Marine is a hero hundreds of years 
old and a veteran of countless campaigns; 
his armour has been handed down from a 
Space Marine before him, so his armour's 
not the same as his battle-brother next to 
him. Some bits will be older than others; 
the helmet might not match the torso, which 
might not match the greaves, and so on . 
It's about each Space Marine being a hero 
and looking different in his own right. Even 
on the Tactical squad frame, you've got ten 
separate guys." 

"Which is why there are ten completely 
different helmets, ten completely different 
torsos, " agrees Ed. "There's maybe one 
backpack and one boltgun that are the 
same. The rest are all different. It was 
important to us to make sure they're all 
different, each model unique - a character 

in his own right. " AK 
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• 
• 

The new Tactical squad kM/8s components taken from 
several different marks of armour. 

1 This squad wears 
. , 

power armour compnslng 
components from a 
mixture of different marks. 
From left to right: this 
armour has Mk4 legs, a 
Mk7 torso and a Mk6 
helmet; this Space Marine 
wears mostly Mk7 
armour, but he has 

a studded Mk6 shoulder 
pad; this Space Marine is 
the opposite, wearing a 
suit of Mk6 armour with 
Mk7 shoulder pads; this is 
a complete suit of Mk7 
power armour; finally, this 
Space Marine has a Mk8 
torso as part of his 
armour. 

• 

• 
• 

2 Space Marine 
Sergeants often have 
older marks incorporated 
into their power armour, 
reflecting their veteran 
status. This Salamanders 
Sergeant has a suit of 

. , . 
armour comprising a pair 
of Mk6 legs Inote the 
solid greavesl. and a Mk8 

3 

torso las evidenced by 
the raised gorget and 
enclosed cabling) . The 
Space Marine to his right 
also wears an older mark 
of Mk6 armour, albeit a 
suit that has been 
coupled with a Mk7 
helmet and shoulder 
pads. 

3 This Raven Guard 
rather aptly has a Mk6 
Corvus helmet - a 
common mark of armour 
amongst the Chapter ­
but a Mk4 set of legs 
Inote the distinctive 
square knee pads) and 
a Mk7 torso and shoulder 
pads. 
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• 

• 
• 

There are eight distinct typ~s of power armour, 
commonly referred to as marks. 

• 

• 

An Armoured Legacy 

The Space Marines are 
ever a pragmatic force, 
prepared to adapt and 
change their wargear to 
suit the needs of their 
mission. Over millennia 
of use, each suit of 
power armour has 
become unique as 
components are 
modified or replaced 
with spares salvaged 
from other suits of 
armour. Few Chapters 
use complete suits of 
the older marks of 
power armour, and 
even suits of the more 
commonplace marks of 
armour - such as the 
Mk7 - ohen comprise 
parts taken from older 
marks of power armour. 

MARK 1: A 
Dubbed Thunder armour because of the 
thunder and lightning emblem on its 
chest, this precursor to power armour was 
worn not by the Space Marines but by the 
Thunder Warriors during the unification 
of Terra. It 's not truly power armour, as it 's 
neither fully enclosed nor airtight. 

MARK 3: IROn 
Mk3 power armour was a modified, heavier 
version of Crusade armour, designed for 
combat in the close confines of enemy 
spaceships. It has rigid armour plates on the 
torso and legs, making it Significantly more 
resilient, but was fartoo clumsy to gain 
widespread use. 

MARK 2: A 
The first true mark of power armour, 
Crusade armour was constru cted in the 
factories of Mars to equip the new legions of 
Space Marines for the Great Crusade. Mk2 
armour is fully enclosed, comprising hoop­
shaped plates to increase the armour's 
nexibility. 

MARK 4: R 
Mk4 armour was meant to be a more 
advanced replacement for the early marks 
of armour, incorporating technical secrets 
gleaned from newly conquered worlds. 
It remains the pinnacle of power armour 
design. One important innovation was the 
helmet that moves with the wearer's head. 
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MARK 5: HERESY 
The issue of Mk4 armour was only half 
complete at the time of the Heresy, and so 
Mk5 armour was designed as a stop-gap. 
It used earlier power armour components 
alongside a helmet that was a spin-off 
from the Terminator program, and studded 
plates to reinforce the armour. 

MARK 7: 

MARK 6: AR 
Mk6 armour, nicknamed Corvus armour for its distinctive beak-like 
helmet, was a longer-term replacement for the Mk5. It has a clean 
appearance, with most of its power cables housed beneath thicker, 
single-piece armour plates, most notably the solid, flared greaves. 
The studded left pad provides additional protection while a Space 
Marine fires his weapon, and became an honorific associated with 
the Terran campaign. 

In the final days of the Horus Heresy, a new mark of armour entered 
production, fulfilling the Space Marines' needs for a long-term, 
durable suit of power armour. The Mk7 has a stub-nosed helmet, 
rounded kneepads instead of solid greaves and a large and a bulky 
chest plate to protect power cables. The fact that the Mk7 armour 
continues to be used by the Space Marines ten thousand years 
later is a testament to its design. 
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Jon Flindall has spent so 
long painting his Nurgle 
Daemons that he's 
starting to see rusty 
metal, brown slime and 
weeping sores in his 
sleep. 

1 Jon did an 
impressive job converting 
Festus the leechlord into 
a Herald of Nurgle -
here's a look at the 
unpainted model. 

2 The massive 
Nurgle Plague Hulk 
towers over Jon's Herald 
of Nurgle. 

2 

• 

Jon's time of painting pus IS drawing to a close, but he's 
confident of a pestilent finish. 

Ion seems very calm when you talk to him 
about his Armies on Parade display right 
now. Ahe r an industrious month , he has 
painted his Plague Hulk and finished the 
work on a pair of Heralds o f Nurg)e. 

"I've had a pretty productive month 
painting my Heralds of Nurgle, " Ion says. 
"They are designed to match the rest of my 
Plaguebearers, obviously, but I've taken the 
level o f detail in my painting up a notch o r 
two, " 

It's the penultimate month for our 
War Diary participants and they 
have all been hard at work, With 
time running out to complete their 
displays for the Parade Day, we 
check in to see how our hobbyists 
are getting along, 

"With all the units in my army done, my next 
big hurdle is the display board itself," he 
says. " I've been spending quite a lot of time 
working on the design of my board - that's 
not to say I have completed it, far from it (in 
truth I've barely started). but I have some 
so lid ideas of exactly what I want to do with 
it. I actua lly spent a long time this weekend 
experimenting with the Warhammer Siege 
Tower, using all the parts to work out how I 
ca n turn it into the sa ils of a p lague-ridden 
windmill. " 
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InSATIABLE IYIAW • 
Carl's Ogres continue to multiply, with the arrival of some 
man-eating mercenaries. 

"Last month I didn 't get everythin g I wanted 
to done," says Carl , when he hands ove r a 
box o f Ogres. "So thi s m" nth I've caught up 
by fin ishing m y regiment o f Ogres, and also 
completing four Ogre Maneaters . I've had a 

-lot of fun p ainting the m, th ey've fired up m y 
motivati on even more . Now, all that remains 
is t o build the display boa rd - currently my 
garage is covered in glue, sand and scenery 
kits. " 

• 

Carl Daftarn has corne 
back fighting, adding 
plenty more Ogres to his 
army and even getting a 
head start on his display 
board for next month. 
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Oan Harden is still 
painting like a man 
possessed, filling the role 
of painter, converter and, 
most recently, town 
planner for his display 
board. 

EUEn 
Oan has been streaking ahead on his Armies on Parade 
'entry - we think he '/I be first to fimsh. 

• 

Something that is very "bvious when you 
talk to Dan about his Armies on Parade 
display is that he's given a lot of thought not 
just to the models, but also to the stories 
ana background behind them. 

"With Ostermark bordering Sylvania there 
is a strong theme in my force of battling 
against the undead, " Dan said. "With that 
in mind, I have converted my own Altar of 
Morr to bring the peace of true death to 
the armies of the Vampire Counts. In my 
mind this is pushed along by hordes of 
dishevelled Flagellants known as the Bone 

• • 

Sifters, whose sacred duty it is to separate 
all the bones of the dead to prevent 
them rising again as Skeletons. I've nearly 
completed a regiment of 20 of these 
models, and I'm really enjoying it. " 

"I've also started work on my display 
board, " Dan adds. "Having chosen where all 
the units and buildings will go, I've started 
painting everything. So far I've done the 
outhouse and the smaller building, and 
they took me an evening, so it shouldn't 
take too long to complete. It will require a 
lot of snow effects though. " 

This converted War Altar 
of Morr is made from a 
Garden of Morr and 
Screaming Bell, ridden by 
a converted Arch­
Confessor Kyrinov. 
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l Oan's Empire 
Greatswords. Each 
regiment in the army has 
a different pattern on its 
uniform; these are 
quartered, while the 
Handgunners are halved 
top and bottom and the 
Pistoli.rs are halved 
side-ta-side. 

2 Dan's Empire 
village and display board 
- you can just see where 
he has marked out the 
locations of the units and 
where they will stand. 

~"W"- •• C 
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Chris Bilewicz has been 
firing on all cylinders this 
month, painting up lots of 
new models for his 
undead horde. There's no 
stopping him now. 

1 Chris's Mourngul 
ravages a horse in an 
effort to satiate its 
desperate appetite. 

2 The last couple of 
months have yielded 
some impressive results 
for Chris's Vampire 
Counts army - this isn't 
even everything he's 
painted so far. 

2 

OF DEATH 
Painting new models for his collection has given Chris the 
chance to paint some glistening gore. 

"Th e most enjoyabl e th'ing I have d o ne this 
month was p ainting the Mo urngul ," Chris 
says , when we coll ected his mod els. "It's a 
fantastic miniature full o f gothic ho rror, and 
painting it was reall y good fun. The bl ood y 
d rool hanging fro m his mouth and claws was 
d o ne by glu ing bri stles fro m a toothbrush 
on with super glue. Once they were d ry, 
I built up layers o f PVA glue to make 
th em look like stringy d ropl et s, and th en 
painted them with Khorne Red , fo ll owed 
by Wazd akka Red and a shad e o f Carroburg 
Crim son. The gliste ning e ffect is a mix o f 
Bloodlette r and Gloss Varn ish to make it 
look really sticky and unpleasant. " 

In additio n to pa inting hi s Mourngul , Chris 
has also added a new regiment o f Skeleto n 
Warri ors, a Wight King Battl e Standard 
Beare r and a Black Coach. Altho ugh th e re's 
no sign o f hi s board yet , i t's hard to d eny 
th at Chris has pa inted a heroic amount o f 
Undead mod e ls so far. 

1 
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WAY OF • 
The machinations of the Tau Empire roll forward. as the 
Fire Caste gain std! more reinforcements. 

Dominic's red and ye llow Tau Empire army 
continues to grow at a pleasing pace this 
month, and he has added five new Fire 
Warriors. a Crisis Battlesuit team and a 
Piranha to its ranks. Unlike the rest of our 

'merry band in War Diary, Dominic already 
had his display board assembled in the first 
month, so all he has left to do is paint it up. 
"No problem, " says Dominic. "I'm hoping to 
add more models too." 

Oominic Murray has been 
hard at work on his Tau 
Empire army. pulling out 
all the stops to complete 
no less than three units 
for his display this month. 
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HER ES f. THE Im ERIUm 

Kit Bash is our feature where we 
showcase models that have been 
converted and customised to fire your 
imagination for projects of your own. 
This month we put the new Space 
Marine kits through their paces with 
amazing results . 

TACTICAL SQUAD CAIUS. 
Glenn More 

• 

OF 

The new Space Marine kits presented 
Glenn with a chance to experim ent with hi s 
Ultramarines arm y. Glenn is really keen on 
customising each of his Tactica l Marines, 
using as many purity sea ls, honour badges 
and so on as possible to make each look 
like a d istinct ind ividual with a st rong goth ic 
image . His Veteran Sergeants are even 
more ornate ly decorated , and in th e past 
Glenn has t ypically built them using parts 
salvaged from th e Space Marin e Captain 
and Command squad box sets - so he 
was keen to plunder parts from the new 
Vanguard , Stern guard and Tactical squad 
sets to make a new Veteran Sergeant that 

looks like an elite wa rrior with unfettered 
access to the very fin est wa rgear. 

Something Glenn has rea lly enjoyed about 
th e new kits, especiall y the Sternguard box 
set, is that th ere are so many spares th at 
you can spread different weap ons, he lmets 
and wargear across multiple squads in 
th e army without denuding th e original 
squad of weap ons. This Tact ical squad , for 
example , has borrowed seve ral guns from 
th e Sternguard kit (wh ich includes more 
th an 20 guns to arm the five Space Marines 
in the unit). 

Glenn's Tactical squad is 
taken from the 
Ultra marines 3rd 
Company, 'the Scourge of 
the Xenos' . Glenn takes 
pride in making them look 
like battle-scarred 
warriors. Each of the 
models has a base littered 
with detritus, including 
off-cuts of T anglewire and 
resin scenic elements 
taken from Citadel basing 
kits. 
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6 

1 • The Veteran Sergeant 2 
has a holster on his belt. 
He wears a Sternguard 
backpack, complete with 
a Crux Terminatus badge 
hanging from the vent. 

2 Glenn cut away the 
right hand from a 
Sternguard combi-grav to 
give the weapon to his 
Sergeant. 

• -_._-

7 

3 

4 

5 

3 Glenn used the parts 
in the Tactical squad kit to 
build this complete set of 
Mk4 armour. 

4 This plasma cannon 
and servo skull are spares 
from the Space Marine 
Devastator squad. 

5 A spare bolterfrom 
the Sternguard set. paired 
with plenty of purity seals 
and ammo pouches. 

6 Glenn clips all of the 
purity seals from his kits, 
and uses them to detail 
almost every model. 

7 The relic on this 
model is a spare part from 
the Grey Knights kit. 
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sons OF 2 

Kelth RobarlSOn 
Keith has definitely used a light touch 
when it has come to converting these 
two squads of Space Mari nes. A close 
inspection reveals that he has mixed parts 
between the Tactical squad, Sternguard 
and Vanguard Veteran squads, as well as 
a few bits and p ieces from his extensive 
co llection l includ ing the Space Wolves and 
Grey Knights ranges). 

The real skill of conversions such as those 
Keith demonstrates here is that it's actually 3 
quite hard to spot what he has changed 
on the models - a tribute both to the 
interchangeability between the various 
Space Marine kits, and Ke ith 's abil ity to 
make sympathetic poses and weapon 
configurations. We especially liked t he way 
that he swapped out the head from a Space 
Wolves frost axe to give one of his Vanguard 
Veterans a meaty-looking executioner's axe, 
and the use of Sternguard shoulder pads to 
make hi s Tactica l squad look more ornate . 

1 Keith's Vanguard 
Veterans, the Blades of 
Orar, have a mixture of 
weapons given to them, 
taken from the Space 
Marine Assault squad, 
Command squad, Space 
Wolves Pack and even 
the Grey Knights box set. 

2 This veteran has a 
two-handed power axe, a 
conversion using the arms 
and haft from the Space 
Wolves Pack Ithe one 
holding the frost axe) and 
the head from the axe 
found in the Vanguard 
Veterans set. 

3 Keith has armed 
this model with a 
chainsword from the 
Space Marine Assault 
squad and a power fist 
from the Space Wolves 
Pack. Cunning posing, 
with opposite arm and leg 
thrown fOlwards, creates 
a very natural sense of 
forward motion. 
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1 

2 3 1 The Tactical squad 
has a subtle mix of 
weapons and parts, 
primarily taken from the 
Sternguard kit. 

2 This Tactical 
Marine has a bolter and 
shoulder pad taken from 
the Sternguard kit - note 
how Tactical squad arms 
fit seamlessly across the 
two sets. 

3-4 Two more 
Sternguard bolters added 
to Tactical Marines - with 
its wealth of spare 

4 5 weapons, this is a popular 
kit for sourcing conversion 
parts. 

5 Keith didn't need 
to use his heavy flamer 
for his Sternguard squad, 
so he happily gave it to 
this Tactical squad 
instead - note also the 
ornate shoulder pad on 
the Space Marine's right. 
Conversions such as this 
highlight the 
interchangeability of the 
new Space Marine kits. 
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ASTRAL CLAWS 
MarM Bedford 

• 

As the owner of a large Astral Claws army, 
Mark was really excited to get his paws on 
the new Space Marine kits and try his hand 
at some conversions_ With a Tactical squad 
and Vanguard squad in hand, and access to 
parts from elsewhere in his Space Marines 
collection, he set off to build two new 
squads for his army. 

These two squads demonstrate how 
only a few subtle conversions, such as 
swapping weapons, chest plates, heads 
and accessories between kits, can garner 
excellent results. In particular, Mark has 
paid a great deal of attention to the poses 
of these models, which can be clearly seen 
in the way that wrists have been connected 
to arms - subtle variations in angle make 
for some really dynamic poses, showing 
that you can get great results without 
complicated conversions. In particular 
the Vanguard Veteran driving his thunder 
hammer down is a fine example of this. 

2 

1 Mark's new squad 2 This Vanguard Veteran has been posed to be 
of Vanguard Veterans, 
the Tigers of Badab. 

bringing his thunder hammer crashing down - Mark has 
used the open hand from the Tactical Squad kit to 
create the sense that he is offsetting his weight with his 
left hand. 
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3 

4 5 3 Mark's Astral 
Claws Tactical Squad, the 
Tyrant's Hand. 

4 The Tactica l 
Squad Sergeant has been 
given the double-bladed 
power axe from the 
Vanguard Veterans kit. 

5 This Tactical 
Marine is reloading his 
bolter, with the surplus 
magazine clipped away 
from its housing. Mounted 
on his backpack there is a 
skull-topped icon, from 
the Imperial Bastion kit. 
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SPACE 
The Studio team tend to paint th eir Space 
Marin es with solid arm our panels fo llowed 
by sharp edge highli ghts. Thi s can be 
time consuming. though;the technique 
kn own as d rybrushin - while a little tri cky 
to initially get the hang of - is capable 
of much quicker results. and th e entire 
Citadel Dry paints ra nge has been speciall y 
formulated for it. (A lthough Layer paints 
can of course be used fo r d rybrushing too .) 

We had a chat to hobby guru Dave Andrews 
to find out how he d rybru shed hi s Space 
Marin es. "Don't use too much paint. never 
wash your brush and be as quick as you 
can," expl ains Dave. "I te nd to use a Large 
Drybru sh - th is is a ro ugh technique so you 
need a brush with tough bristles to handle 
th e job. I start by getting a small amount of 
paint on th e brush and th en wipe most of 
it off on a paper towe l so that the bristl es 
are bare ly coated in paint. 1 never was h my 
bru shes between laye rs e ither - a brush 
needs to be bone dry for d rybrushing and 
washing it will slow down the p rocess ." 

3 

Paint Splatter contains a wealth 
of handy painting tips and ideas 
to inspire your own hobby. From 
techniques we've been using this 
month to the colour schemes 
used on Studio miniatures seen 
throughout the magazine, there's 
painting advice for everyone. 

5 

6 

Oave brushed most at the pain, onto a paper ~owe l. 

YOl. car see how 11 "le pawtls let: on the bns(les 
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SPACE TA 
Drybru shing is th e perfect technique 
for painting Space Marine tanks and, 
unsurprisingly, Dave had some useful tips' 
for painting them too. "The bigger the 
model, the bigger the bru~h, " says Dave, 

TanM Armour • 
• 

Weathering 

3 
t ,..... -." . ..~ . 
. ''l'" ~,"i", '" 
T, J 
\. . . , : 

'. ~-. ... 
• . " : ' ...,.... "";,~,~~"",,,-

Orybrush: Balthasar Gold S 
Medium Drybrush ,. 

, 
fetching the large Scenery Painting Brush. 
"It works just as well on tanks as it does 
on b.uildings and allows you to build up 
your colours quickly and lightly as long as 
you don 't load it with too much paint. " 

• o 
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Having seen Dave's speedy drybrushing 
technique, and curious to find more ways to 
paint Space Marines, Dan had a chat with 
the Studio Hobby Team to find out more 
about the traditional way of painting Space 
Marines - fine edge highlighting . 

• 
Duncan Rhodes, one of the Hobby Team's 
painters, had a few useful words of advice 
concerning painting. "We all want to paint 
like the 'Eavy Metal team," comments 
Duncan, "but often skill, experience, time 
and determination can stop us from getting 
there. My advice is to stop at the stage that 
you feel comfortable with rather than trying 
to paint to a level that you 're not confident 
at." Using Duncan 's logic, we came up with 
the following stages for painting Space 
Marines using one of the new Centurion 
miniatures. If you paint a Space Marine's 
armour up to Stage 3, it will look great on 
the tabletop. If you feel confident. why not 
try edge highlighting the armour panels to 
Stage 4,5 or 6? 

On the subject of edge highlighting, use the 
edge of the brush to highlight ratherthan 
the tip (as seen in Stage 4). Gently dragging 
the side of the brush across the edge of the 
armour is much easier than trying to paint 
a really straight line with the point. And 
remember, always paint towards yourself 
- it 's much easier to drag a paintbrush 
toward you than it is to push one away. 

• 
• • • 
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CEnlO • 

• 

The details on th e Centurion we re 

• 
painted in the traditional co lours of th e 
Ultramarines - go ld , snver and black. 
These colour schemes can be used to paint 
any Ultramarin e miniature, The head 

• 
GOld BlacK' 

• 
was attached to a small metal rod and 
painted separately, making it easie r to 
paint the coll ar of the arm our. Super 
glue was th en used to stick it in once the 
rest of th e miniature was co mple te . 

Sliver SKin 

• 0 

to our 

Throughout Paint Splatter 
we refer to six different 
techniques: Basecoat. 
Wash. Layer. Drybrush, 
Glaze and Basing. You can 
find more information 
about using these 
techniques in How to 
Paint Citadel Miniatures. 
along with many more 
helpful painting tips and 
tricks. 
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Wbi le we were painting the Ultramarines 
for this month 's issue we decided to try 
out a little battle daljlage and weathering 
on them - it adds to the realism of the 
miniatures i lnd ties th.e models to their 

Eve Lenses Muzzle Burn 
• 

• 

• 

Glaze: Lamenters Yellow 
c". 

Standard Brush 

Layer: 'Ardcoat 

Standard Brush 

• 

bases. These stages were all painted after 
all the other details on the miniatures 
were finished. with th e weathering on 
the legs being painted at the same time 
(and in the same colours) as the bases . 

• 

Bailie Damage Weathering 

• 

• 
• 

lI's all In the eves 
Dan: When I was younger 
I noticed that I could paint 
the right eye or helmet 
lens of a model. but the 
left one often looked 
messy. Because I'm 
right~handed (and 
therefore painted from left 
to right). I could paint the 
right eye but found the 
left a little tricky. The 
solution was to turn the 
model upside down to 
paint the left eye - a 
simple but useful tip. 
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HUTS H 
Matt has been painting Black Templars 
for over a decade and ded icated White -
Dwarf readers will remember see ing his 
first bl ack and white army in White Dwarf 
248. Matt has since painted a new Black 

• 
BlacM ArmOur While 1Ielall 

Layer: Ulthuan Grey 
Fine Detail Brush 

Layer: White Scar 
Fine Detail Brush 

• 

• 

• 

• Templars army. th e colour scheme fo r 
which you can find here. Matt's co lour 
scheme could also be used for Iron Hands. 
Raven Guard or any other army th at uses 
bl ack and white as the ir main co lours. 

Slone Shoulder Pads 

Layer: Ulthuan Grey 
Fine Detail Brush 

• 

Power Fields 
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SPACE E CHAPTERS 
• 

There are a thousand Space Marine 
Chapters fighting thrO,ughout th e galaxy, 
each wi th th ei r own colours and herald ry, ' 
With th e he lp o f th e Studi o Hobby Team, 
we came up with stage-by-stage guides fo r 

• 
While Scars Salamanders 

Basecoat: Ulthuan Grey 

Basecoat Brush __ 

Layer: Ulthuan Grey 
Standard Brush 

• painting four of th e most famous Chapters , 
A useful tip when paint ing bright colours 
(especially yellow) is to use a white 
undercoat and apply two thin layers 
of paint to get a smooth basecoat , 

Crimson Flsls Imperial FlslS 

Layer: Yriel Yellow 
Detai l Brush 

, 

• 
• 

More aboul pain ling 
Space Marines 

If you're looking for more 
tips on painting Space 
Marines then check out 
the Hobby Team's Digital 
painting guides, There are 
two available to download 
for your iPad, one for 
Ultra marines and the 
other for White Scars and 
Iron Hands, How to Paint 
Citadel Miniatures also 
features a 1 O-page guide 
on painting the Aurora 
Chapter, plus a very 
useful guide to applying 
transfers. 

, 



, 
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• 

, 

, 

• 

This month Jeremy talks about 
what he thinks makes a great 
Warhammer 40,000 gamer, And if 
it convinces one win-at-all-costs 
guy to lighten up, or inspires one 
laggard to finish basecoating his 
army, he'll declare it a victory, 

At a recent event I was asked if I had 
any advice on how a person could get 
better at Warhammer 40,000, This is not 
an un common query: it comes up in 
shops, at club events, tournaments and 
Games Days, I once proposed a booth 
that said 'Gaming Advice - Beat Any 
Opponent Guaranteed' for such events, 
imagining it would be pretty popular, but 
no one listens to my ideas, Perhaps this is 
because I also suggested a booth where 
we challenged all corners to space hopper 
races (those outside the UK will probably 
have to look up 'space hopper' to envision 
the nature of the proposed carnage), 

Most people that ask this question are 
aher tactical tips, such as concentrate 
your firepower upon a single target or 
use your deployment to set up units to 
mutually support each other, By asking 
the questioner about his own army and 
whom he plays against, the advice can be 
further improved. For instance, if someone 
can't beat their friend 's Orks, they'll want 

greenskin-busting tips, like try counter­
attacking big mobs with namers to slow 
them down. However, on this particular 
day I answered the question he actually 
asked, not the one he probably meant to 
ask, To me, getting better at Warhammer 
40,000 is lots of things, certainly not just 
about beating an opponent. In my opinion, 
here is what I think anyone needs to do 
to get better at Warhammer 40,000, 

First off, I am a terrain nut, I really can't say 
it often enough, but great battlefields make 
for great battles, So, you want to get better 
at 40K, create a killer gaming table for me to 
play on! I want new and evocative terrain, 
scenery that captures the spirit of the war­
torn future and places it on the tabletop, 
To truly excite, the scenery has to beckon 
to be played on, What I mean by this is a 
gut feeling when you see the terrain; you 
can imagine your models moving over 
it, taking cover behind it, and battling 
amongst it. You immediately espy areas 
that can give your troops an advantage-
I can place my tank there for clear firing 
lanes, or move my jump troops over here to 
surprise the foe. Likewise you see danger 
spots, like clear zones or dense patches of 
cover where enemies will gravitate. I think 
battlefield set up is probably similar to how 
a film director plans sets for action scenes. 
Climactic fights just look better when they 
take place somewhere dramatic - foes 
dueling on high-spanning gantries or an 
epic showdown on the edge of a waterfall. 

Getting better at Warhammer 40,000 means 
your army has to be pretty inspiring, For 
me, facing a well-painted force is a huge 
part of an enjoyable game, It would be 
great if everyone could paint with the skill 
of 'Eavy Metal, but that is an impossible 
dream -like me using all my super glue 
before it dries out. However, just because 
my brushwork is achievable by mortals 
doesn 't mean my armies don 't look great on 
the battlefield, From across the tabletop, a 
neat base coat and painted bases will serve 
anyone admirably, Simple shading and 
highlighting techniques can take you much 
further. But seriously, if you want to impress 
your opponent as a good 40K player, paint 
your army! Extra touches like characterful 
conversion will only make your force more 
inspiring to play against. I'll play games 
against half-finished models, but there is 
somethingegregious about ,being shot by 
models that haven 't got their arms glued on, 





Operation: Maximus 
Sometimes it is suicide to attack fortified 
positions with hundreds of thousands of 
men and tanks. In these situations small 

Grab this opportunity to take your hobby to the 
next level as we bring 'Eavy Metal to the class room. 
Our painting experts will show you some of the 
techniques they use to paint Citadel miniatures, 
such as you've seen on the website, in White 
Dwarf and on the packaging of our products. The 
Masterclasses include demonstrations. one to 
one assistance and we provide everything you 
need on the day. This event is recommended for 
experienced miniatures painters, and you need to 
be 16+ to attend. 

30th November & 
1st December 

BROTH 

elite teams of specialists are all that stands 
between glorious victory and crushing 

Operation: Maximus is your opportunity to 
create and take control of a unique team of 
crack specialists and sow destruction through 
the heart of the enemy. 

Battle Brothers is here once again! This is 
your opportunity to join forces with your 
ally and carve a path of destruction across 
the Warhammer 40,000 universe. Unleash 
your combined army against those of your 
enemies and reap the rewards that go with 
such bloodshed. 
Carnage, victory and a great weekend are all 
yours for the taking at this Battle Brothers 
event. 

14th December 7th-8th December 
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There's always something exciting going on around Games Workshop HO, whether it's 
the latest developments in the Design Studio, Black Library authors stopping by for 
interviews or Forge World's most recent creations, We take a peek behind the curtain . 

• -
White Dwarf It's not all work in the White Dwarf 
bunker - this month we've been painting Space 
Marines and playing games in our hobby room , 

The Design Studi o, We get to grips with the brand­
new Codex, Space Marines, looking at what's in 
the book and ogling at the fantastic new artwork, 

The Design Studi o, We speak to the designers of the 
new Space Marine kits to get the lowdown on the 
Space Marine Stalker and Hunter and the Centurions, 

Forge World , in Forge World's glorious resin mines 
wonders are afoot, with new Horus Heresy characters, 
a tank and a mighty new tome nearing completion. 



nO~CK ... -.;:- 12:31 2 % ~ 

2 

3 

• 

MonTH In • 

• 

Space Marines have definitely 
been the flavour of the month in 
the White Dwarf bunker this issue, 
and there is plenty of power armour 
on show as the possibilities of the 
new Tactical squad came clear. We 
also enjoyed some great games. 

• 

• 

1 

BATTLES IH THE BUHHER 
Our hobby room was the site of several 
explosive games over the course of 
the month. as les took on all corners 
with the Tau Kill Team that he painted 
last issue. and Matt took on Adam 
and Andrew in our battle report . 

in the wake of the Battle Report game. 
Adam and Andrew put aside their 
temporary all iance to and went to war in a 
battle to win the favour of the Chaos gods. 
Both players fielded their entire armies 
on a battlefield that was soon covered in 
mounds of slain Cultists. Plague Zombies 
and the ectoplasmic remains of Daemons. 

The battle was finally won by Adam 
who ground the Death Guard down 
with withering salvoes of Tzeentchian 
psychic powers and suicida l charges 
with his Daemonic hordes. His victory 
complete. Adam has declared himself 
the King in the Warp. and vows to lead 
another incursion, just as soon as he's 
added a Greater Daemon ortwo. 

1 During the battle 
report Andrew and Adam 
set aside the simmering 
rivalries of all Chaos 
worshippers to battle the 
scions of the Imperium. 

2 Butthe next day 
war broke out as they 
vied for supremacy -
Malek Vas was pulled 
down by a horde of 
Khorne Bloodletters ... 

3 .. . And Pustulent 
Fury was torn to shreds 
by a shoal of warp-riding 
Screamers of T zeentch. 
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Beth Beynon-Hughes 

September has been a sad 
month for us as Beth is 
leaving the hallowed halls 
of White Dwarf for 
pastures new; there's 
been a lot of manfully 
wiping away tears and 
muttering "I've just got 
something in my eye" 
from the rest of the team, 
Beth assures us she'll be 
staying in touch and 
keeping up with her hobby 
though, so we expect to 
see regular pictures of 
Lizardmen in the in box. 

Glenn More 

In a rare month off from 
spending all his spare time 
at gaming events, Glenn 
has instead focussed his 
efforts on adding some 
new Ultra marines to his 
collectio n, "Everyone 
knows that the 
Ultra marines are the 
best," he says, "All the 
other Space Marines cry 
themselves to sleep at 
night, wishing they were 
half as good as the sons of 
Macragge," That's fighting 
talk right there, 

, 

• 

• 
-

Jes Bickharn 

Taking a break from 
Tyranids, Jes has just been 
finishing up his Tau Kill 
Team, which he's 
expanding to 750 points so 
he and Dan can enter a 
Battle Brothers event 
together, and bring the 
joyous news of the Greater 
Good to one and all. After 
that, he's itching to get his 
hands on the new Space 
Marine Tactical squad, but 
he needs to decide on a 
Chapter. ''I'm so indecisive," 
he said, indecisively, 

Erik Niernz 

Smitten and bitten by the 
Space Marines bug, Erik's 
put his Orks on hold to 
paint up some Iron Hands, 
revealing a hitherto 
unsuspected penchant for 
robotic limbs, All of this 
explains why we found 
him carefully painting one 
of his arms with a pot of 
Leadbelcher and a Large 
Orybrush early one 
morning in the White 
Dwarf hobby room, "The 
flesh is weak," he trilled 
unconvincingly. 

E WHITE D 

Dan Harden 

It's reckoned that Dan's 
fascination with Empire 
moustaches is because he 
can't grow one himself­
an insult that he loudly 
refutes. However, when 
he's not growing his own 
mutton chops, he's 
painting the last 20 Empire 
Spearmen for his entry 
into this year's Armies on 
Parade, After that he plans 
to have a snooze and 
possibly paint some Orks 
for the upcoming office 

, 

campaign. 

Kris Shield 

Not satisfied with only 
having two hobby projects 
on the go at once, Kris has 
been painting a Skink High 
Priest alongside his Ogres 
and Chaos Space Marines 
this month, "It's the frill of 
feathers that drew me to 
the model," said Kris, 
waving the diminutive 
Lizardman for emphasis, 
'The decorative jewellery 
lures you in, but the 
smooth scaly skin is what 
brings you back for more," 

Matt Hutson 

A new Space Marine 
release month for Mr 
Matthew Hutson is like 
four Christmases and 
seven birthdays coming at 
once. "But not my 
fourteenth birthday," he 
says, "as Johnny Boggs 
and I had a fight over 
which Space Marine 
Chapter was the best. It's 
the Imperial Fists, of 
course," he added, waving 
his fists threateningly in 
case of disagreement. 

Adarn Troke 

Adam rediscovered his 
love for his Chaos 
Daemons army this month, 
and especially the Nurgle­
based ones, "They're just 
brilliant," he explained, 
"but having said that, I'd 
forgotten how slow they 
are," It seems he has a 
love-hate relationship with 
them: anyone who's 
witnessed him using them 
on the table top has heard 
Adam both cheering them 
on and begging them to 
"hurry up," 

• 
• • 

Andrew Kenrick 

Mr Kenrick's work 
continues apace on the 
Death Guard warband of 
Malek Vas, who had a 
good showing in this 
month's Battle Report. He 
also had a good showing 
in the game above against 
Adam, rolling not two, not 
four, but an unbelievable 
three Dark Apotheosis 
results for his Gift of 
Mutation - which of 
course he had to discard, 
"Life is so unfair 
sometimes," he mooned. 

Of course, there's a 
tenth member of the 
White Dwarf team that 
we haven't mentioned 
here land no, we don't 
mean the White Dwarf 
himself, Grombrindall 
and that's you, the 
reader! We're always 
on the look out for 
great painted 
miniatures and armies, 
so if you think your 
models are good 
enough to feature in 
the pages of our 
illustrious magazine, 
send photos of them 
, 

In: 
team@ . 
whitedwarf,co,uk 
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THIS monTH In 

The new Space Marines re lease has had 
the White Dwarf team paint ing power 
armoured superhumans (or th ings to 
battle aga inst theml all month long. Whi le 

• 
Ada m has immediate ly added some of 
the new Sternguard to his Dark Ange ls 
arm y. Matt has been bu lking out his 
Black Temp lars army wit h as many of th e 
new re leases as he ca n. Eri k has got in 
on the act with a b rand-new Iron Hands 
Tactica l squad, wh ile Beth has looked on 
wit h disda in at t he lackeys of t he Golden 
Throne, and painted up a unit of Scourges 
for her bu rgeoning Dark Eldar army. 

R 
• 

2 

• • • 

1 8eth's Scourges 
each have a different 
effect on their wings, 
from these elaborate 
feathers to veiny skin and 
more. 

2 With all the Space 
Marine fervour in the 
bunker, Jes has remained 
stoically loyal to the Hive 
Mind, adding the finishing 
touches to the Swarm 
Lord for his army: Hive 
Fleet Eumenides 

3 Erik decided that 
he liked the Iron Hands 
enough to paint this 
squad. He has combined 
the new Tactical squad 
with the Iron Hands 
Upgrade Pack. 
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5 

6 

• 

• 

- -

4 One thing Adam 
did this month was 
embark on choosing a 
new colour scheme for 
his next Space Marine 
army. The three 
candidates are: Crimson 
Fists. Celestial lions and 
Minotaurs. 

5 Adam also 
kitbashed some 
Sternguard with the Dark 
Angels spares from his 
bits box to make these 
Company Veterans. 

6 Meanwhile. Matt 
added a new squad of 
Vanguard Veterans to his 
collection. using shoulder 
pads from the Black 
T emplars Chapter 
Upgrade box to mark out 
their iconography. 

• 
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1 

2 

• 

1 A Stalker stands 
ready to unleash a 
righteous fusillade of 
skyward bullets to destroy 
the Heldrake. 

2 An Iron Hands 
Hunter locks onto a 
distant Necron Night 
Scythe. preparing to 
unleash a skyspear 
missile to track it down . 

• 
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THIS MO 

Dave Thomas threw 
himself into the breach to 
tackle the heavy hitters of 
this month's new releases 
- the Centurion warsuits. 

A Centurion Assault 
squad wades into 
where the fighting is 
thickest - in this case 
against Ork Meganobz, 

THE DESID 
Andrew sat down with Dave Thomas to find out more , 
about the new Centurion miniatures. 

And rew: So, what can you tell me 
about the Centurion warsuit? 

• 
Dave: It's not a suit of armour. It's a 
battlesuit - there 's a Space Marine in 
power armour in there piloting it, They're 
at the heavier end of the wargear the Space 
Marines field, able to literally carve through 
stockades, tanks, whatever gets in their way, 

Andrew: How do the Centurions fit in 
with the rest of the Space Marines? 

Dave: They fit between the Terminator 
and the Dreadnought in size - as well 
as conceptually, I wanted to avoid just 
making a bigger Terminator, but I wanted 
to suggest that there was an element 
of family design there - the helmet, 
for example, is a mix of the Mark 7 
helmet and the Terminator helmet. 

• 
• 

Andrew: Was it a challenge, designing 
something new for such a well-developed 
range as the Space Marines? 

Dave: The Space Marine range is such a 
well bedded-in design that you've got to 
stick to the general shapes, They've got to 
look like Space Marines, after all. It makes 
it at once easier and harder. On the one 
hand, all your shapes and design basi cs 
are there; but on the other hand you've 
got to avoid what we've done before, 

Andrew: We've seen a Space Marine 
battlesuit before, of course: the 
Grey Knight's Dreadknight, 

Dave: I'd be stupid not to take some of 
the design cues from that. The pistons at 
the back, the stabilisers on the feet, the 
bracing down the legs are all inspired by 
it, But it's not just the Dreadknight that 
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• 

inspired parts of it the power plant on 
the back is from the Dreadnought. which 
is a component shared by the Land 
Raider too. It gives it a resonance, ties 
the range all in, makes it more coherent. 

Andrew, I really like how it looks 
like it might actually work. 

Dave, I tried very hard to make it look 
believable. I paid great attention to the 
fact there is a guy on the inside - it's one 
of the things that made it for me. Because 
of the height of the suit. the pilot's knees 
would actually be behind the thighs. so I 
came up with the idea of a floating knee. 
a mechanical device that sits on top of the 
pilot's power armour and then a series of 
braces are attached to that. You need to 
consider these things or else the miniature 
lacks a ce rtain resonan ce . It doesn 't 
actually work, of course, but you've got 
to make sure there 's a certain amount of 
attention paid to the plausibility to it. It 
needs to look as though it could work. And 
if you're not doing that, you're bypassing 
afundamental part of it, you're missing 
an intrinsic point of interest for people . 

• 

Imperial technology's sense of realism 
is a hook for many collectors. 

And that's part of the intrinsi c appeal 
of Space Marines - they might be 
superhumans, but they're still men. I 
personally like things with faces - painting 
and sculpting - which is why I made 
sure there are options without helmets. 
It makes them instantly familiar. 

Andrew, One last question, 
where are the pilot's arms? 

Dave : I knew someone would ask me 
that, but I have actually thought it all 
through ! They're crossed over his chest 
in the front, behind that big torso-plate 
and the secondary weapons. And the pilot 
actually steps into the suit from behind . 
The top section hinges up - you can see 
the harness that straps him in - and the 
back of the suit opens up to allow access. 

At least, that's how it works in my head. AK 

A Centurion Devastator 
squad prepares to lay 
waste to the Orks with 
heavy bolters and a 
grav-cannon; an all-new 
weapon for the Space 
Marines that works 
against enemy armour. 

• 
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THIS MO 

Having read the litanies of 
faith and covered himself 
in purity seals, Robin 
Cruddace was more than 
ready to tackle the new 
Codex: Space Marines. 

1 "The Ultra marines 
are the epitome of what it 
means to be a Space 
Marine." says Robin. 
"They are the Chapter 
that holds the Imperium 
together in the wake of 
the Horus Heresy and it 
was their Primarch that 
wrote the Codex Astartes. 
I wanted to remind people 
that without the 
Ultra marines the 
Imperium may not even 
exist. " 

2 There are 30 
Successor Chapters 
mentioned in the Codex. 
from the noble Sons of 
Orar to the mysterious 
Mentors. 

2 

THE DESIO 
• 

c ASTARIES 
Robin led the Codex: Space Mannes project It turned 
out to be a lot bigger than anyone expected ... 

Robin Cruddace: O f all th e m od els th at we 
p roduce. th e Sp ace M arin es are th e most 
inst antly recognisable and . in many ways. 
th e iconi c miniatures o f Games Workshop . 
Writing th e Cod ex for th em was a great 
respo nsibility. but also o ne o f the most 
exci ting challenges in my ca reer so far. 

From th e o utset I wanted to emphasise 
th e fact th at the majority o f Sp ace M arin e 
Chapte rs fo llow the Cod ex Astartes - the 
d octrinal text s th at d ict at e th e governing 
of a Sp ace Marin e Chapte r - pretty rigidl y. 
Some. like th e Ultram arin es. are ultra­
purit ans and fo ll ow th e Cod ex to th e le tter. 
whil e oth ers. such as the fanati ca l Black 
Templars. combine the ir own be li e fs with 
th ese hall owed t eachings. Howeve r. th ey 
are all fundam entall y Space M arines and I 
wanted t o convey that feeling o f a un it ed 
b ro th erhood th roughout th e Cod ex. 

I was also keen t o m ention th e indiv idual 
Space M arin e Chapters in more d et ail. 
While th ey m ay all be Sp ace M arin es. each 
Chapte r is d e fin ed b y th eir idiosyncras ies. 

',0' [~ ~ .... ..... ""' .... _ .... _-
-_ ........ . . "'f'" .... ,', ... -.... ~" +--

-~.----." ..... ;, ....... - .. ---~ ........... -.... ...... - ..... ., .. ". . ............ _-
c, ' ...... "" .. ,'_CL ' ", __ .......... "'" _ -. _ ..... -""""'''"­......... <--,---

B LACK C ONSULS 
, .. ""', "---- '-" ..... -. ;, .... .... ,. .. , ' : ............... .--... ~ ........ - .. -....... ,.,..,_ .... --_ ... :;; .... ::: ... :":""":~(. .. !:--~:-

__ c-_ .. " .,.",,,' .,_ 
...... + .. " ... , ....... . '". .... ---_ ...... * . ...... , ...... .... .' -.~ ....... *--- ................. .... . ,_ ...... _ ..... -.""_ ... ---
"' .......... 1 , • • __ ""'_ .... "-' __ '.'U_"' " i , __ _ 
M i ..... _, 

-......,--

1 

-
DOOM LECION 

-
£'\cLE WARRIORS -­............ ---... , ' "'::~.::"'" . -_ .... _.t .. '''''I ,_,< , ..... 
__ .. _. i , _ _ ..... _-.. _C ', ........ .... ,,_ .. -
~~--
110WU~CClIlfTO~S 

i ! 

• 
• 

I SI LI'flI SKU LLS 

a -:::."."":.."':: 
, '--­-.-

1 
... ...-. _ ... o..on-........................ ................ -
_ .. il , '''',_" .. ,,-....... '~---...... -..... -

~c_,. __ ) i" 

-; "'-""---
I'!t\ETORS OfORPHUlS 

~-
I Jbi\ ~~ ... '-2J .... _ 

_ .... M ... . """_ ....... 
I ~e;::=.-: ..... -. ... _-....... 

.......... _ 0.- .... -..... -.~.,. 
• MOlmfAC."TORS 

a~---.-
I' ;-:;. :. • .' 

.....- .... i . ...... ..... ..-..... .. 
Inn. .... -'·', ... 
M"! .. _ ...... ......._ ........... ..., ... _---. 

1"'''-
11 tv.WKLOROS n.., .... 

~­--... ..;, ...... 
I i • .... i 

1
_ ......... _· --- ... -_"""' ... I " .. _ 

... _w __ 
~---I 

..... ..---.... -

., ..... i .... ' ..... ' 

-.~ 

-

... _ ....... -



nO~CK .•. -.;:- 12:32 2 % ~ 

thQse little foibles that make them 
different from their brothers. The Raven • 
Guard, for example, exemplify the traits 
of stealth and patience, while the White 
Scars epitomise the mme feral lineage 
of many Space Marines. A suitable 
metaphor would be to describe the Space 
Marine Chapters as differeJlt flavours of 
the same food - they are, at their base 
ingredients, the same, but the flavour 
defines them. For this reason, all six of the 
First Founding Chapters that follow the 
Codex Astartes have their own chapter (a 
Chapter chapter) in the Codex, complete 
with original artwork and new background. 
I also included two other Chapters, the 
Crimson Fists and the Black Templars, 
as examples of a co nventional Successor 
Chapter in the case of the former and a less­
conventional one in the form of the latter. 

It's probably worth talking more about 
the Black Templars, as collectors of the 
galaxy's most zealous Chapter may feel 
disappointed that they no longer have their 
own Codex. Let me reassure you that you're 
not missing out. In fact, you gain more than 
you lose as not only do you get to enjoy the 
rich tapestry of background that comes in 
Codex, Space Marines, but you still have 
your own chapter full of background on 
top of that. You also have access to more 
units than ever before and you're the only 
Chapter that can take Crusader Squads 
(with Land Raiders as dedicated transports) 
and the Emperor's Champion. If anything, 
life is much sweeter for the merger. 

To make collecting different Chapters an 
even more rewarding experience, each of 
the First Founding Chapters and the Black 
Templars have access to unique Chapter 
Tactics to represent their parti cular style of 
warfare. Imperial Fists are siege specialists 
and tank hunters, while Salamanders have 
an affinity for flame-based weaponry. I'm 
hoping that this richness of background, 
combined with the Chapter-specific rules, 
will encourage hobbyists to co llect a 
specific Chapter rather than just a generic 
Space Marine army. It should be a source 
of pride to say'l collect Ultramarines' 

rather than '1 collect the blue ones'. DH 

• 

• 

• 

4 3 Like many of the 
characters in the Codex, 
Chaplain Grimaldus has a 
new. full-colour illustration 
next to his unit entry. 

4 "I had great fun 
poring over the new 
miniatures and 
categorising all their 
honour markings," 
comment Robin. "It was 
details like these that 
really appealed to me 
when I first started 
collecting Space Marines 
and I wanted to include all 
of them in the book 
somewhere." 
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THIS MO 

Kevin Chin is part of the 
talented team of artists in 
the Design Studio who 
illustrate all of our books 
and Codexes, He's also an 
avid, highly skilled 
hobbyist to boot 

This amazing picture of The 
Ul tra mari nes and Imperial 
Fists fi ghting against the 
Iron Warriors was inspired 
by the background, 
something Kevin tries hard 
to bring to life in his 
pictures. 

• 

THE DESID 

Striding forth from his sanctuary of paintbrushes, Kevin 
spoke to us about art in the new Codex. 

"Painting Space Marines is a joy, " Kevin 
• 

says, ",he n asked about his involvement 
in the new b oo k, "I've been capti vated 
by th eir imagery since I saw the Cod ex, 
Bl ack Templars cove r that ca me out 
around 2005 , It was weird and wo nde rful , 
with d eadly p ower-armoured knights, 
strange reliquaries and so much e lse 
going on, Since th en I've been reall y into 
Space M arin es - I ad ore th eir imagery 
and background , and how th ese two 
e lements combine to t e ll rea lly amazing 
stories, I spend a lot o f time reading the 
Cod exes and Black Library nove ls, and I 
honestly d on 't think I'll eve r get tired o f 
illustrating th eir expl oits in our books 

"As a t eam of arti st s, we work cl osely 
whe n a new p roject first starts, With Space 
Marin es we discussed th e things that we 
wanted to show, drawing on th e ri ch 

• 
• • 

background and image ry t o fuel our 
imaginatio ns, " Kevin adds, "In that 
way, we're kind o f like a sp ecial e ffect s 
d ep artm ent for th e Wa rh ammer 40,000 
uni verse , We show yo u what it looks 
like whe n a Chaos Sp ace Marin e gets 
punched in the face by a power fi st 
o r an Ork gets shot by a bo lte r. 

"Wh en I start work on a new illustrati on, 
I rea lly like it t o ho me in on a particular 
asp ect o f the background, " Kevin says , 
"Th e picture o f th e Imperial Fi st s and 
Ultramarines fighting against th e Iron 
Wa rri ors is a good example o f th at. At 
th e end o f th e Horus Heresy there was 
a famo us b attle b etween th e Imperial 
Fists and Iron Wa rriors known as the Iron 
Cage, a rea ll y bitter grudge match th at 
could have wiped th em b oth out - but th e 
Ultramarines arri ved at the last minute and 
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• 
2 

won the battle for the Imperial Fists, 
driving the traitors away. This picture is 
my interpretation of what a rematch wou ld 
look like in the 4 1 st Millennium - with two 
mighty Imperia l heroes, Marneus Ca lgar 
and Lysander, leading from the front , It's 
a feud thousands of years in the making, 
and it touches on my favourite story from 
the background of Warhammer 40,000, 

"When we are planning our illustrations, 
we work with the Codex authors to ensure 
that the images we are creating help to 
flesh out the universe more fully, " Kevin 
adds, "An examp le of this is the picture 
I did of the Salamanders fighting against 
the Orks for the Salamanders section of 
the Codex, Probably the most famous 
battle in their recent history is the 3rd War 
for Armageddon, where the Salamanders 
risked everything to protect refugees 
and citizens, standing nobly in the path 
of the Orks, So, I made sure they were all 
in heroic poses, fighting hard against the 
greenskins, Lots of fire helps to reinforce 
not on ly their warcry, but also their love 

of flamers and melta weapons," AT 

2 "I've enjoyed 
reading the Black Library 
novels about the 
Salamanders," Kevin 
says, mentioning this 
illustration, "They really 
rely a lot on the purifying 
power of their flamers to 
win battles, so the 
battlefield is ablaze as 
they make their stand 
against the Orks, their 
Captain wielding a blazing 
power sword against the 
Ork Warboss," 

3 "I really like this 
Iron Hand vignette by Alex 
Boyd," Kevin says, "Each 
of these character pieces 
tells us something about 
the Chapter, and this 
picture melds the 
traditional image of a 
Space Marine with creepy 
psuedo-skeletal bionic 
limbs," 
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1 

• 
• 

• 

, 

SV B 
Work is underway on the second instalment 
in Forge World 's Ho rus He resy series o f 
books, this one entitl ed Massacre, Forge 
World 's master o f heret ica l writings, 
Alan Bligh, was more than happy to 
expl ain it "Book 11 te ll s th e story of 
th e build up to, and op ening stages 
of, the Isstvan V D rop site Massacre, 

• 

':' 

The Forge World studio is always a hive 

• 
of activity as fantastic new resin kits swell 
the ranks of collections everywhere, This 
month their collective eye has been keenly 
on the Horus Heresy, with a new book and 
several new models nearing completion, 

It is the fraught and te rribl e tale o f th e 
treasonous attack on the loyali st Legions 
sent to bring Horus to account, and will 
contain load s of additional Space Marine 
units to use in yo ur Cru sade arm y lists. 
as well as full , exp anded background 
for th e Iron Hands, Word Bearers, 
Sa lamanders and Night Lords Legions," 

2 

1 The origins, 
history, traditions and 
battle honours of four 
Space Marine Legions are 
described in detail. 

2 As ever, beautiful 
full colour artwork depicts 
the warriors and wargear 
of the Horus Heresy, 

I 

---­_. 
" _.-- " , -.-~~" - ----~::-::.:....=,~~: =-:::-=----- - -e-
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3 

5 

• 
ER 
It is ironic th at Erebus, First Chaplain o f 
th e Word Bearers, was so in strum ental 

• 

• 

in bringing ab out th e betraya l o f th e 
Empero r, given his Legion's form er 
ve neration o f th e maste r o f mankind. Edgar 

• 

• 

5 komorowski has captureq the pawn o f 
th e Dark God s in eye·wate ring d etail. 

"Th e Horus Heresy nove ls t e ll us quite 
a lot about Erebus," Ed gar says , "and I 
have incorporated as much as possible. 
so fans recognise th e characte r they 
alread y know. Ere bus is d escribed as 
having se lect parts o f the Book o f Largar 
tattooed onto his skull , and I have 
sculpted tin y script t o represent thi s." 

3 Erebus' shoulder 
pad bears a burning skull. 
Tiny runic script is carved 
into the armoured plate. 

4 Erebus. First 
Chaplain of the Word 
Bearers Legion - one of 
the masterminds behind 
the Horus Heresy. 

4 

• 

6 

PH 
A loyal ally t o th e Primarch o f th e Word 
Bearers' Legion, even before Lorgar's 
d iscovery by the Empero r, Kor Ph aeron 
joined hi s lord in the Great Crusad e. In th e 
Haru s Heresy. KOf Ph aeron is commander 
of the Wo rd Beare rs I st Company . 

With Erebus complete, Edgar has th rown 
himse lf straight into sculpting Kor Ph aeron. 
Even tho ugh it 's onl y the ea rl y stages o f 
sculpting, Ed gar is enjoying his subject. 
"Kof Ph aeron isn't a Space Marin e in 
th e usual sense," Edgar says . "So I'm 
sculpting a man too o ld to be an Adeptus 
Astartes , mad e more than mo rtal thro ugh 
gene·forging and bi oni c implants." 

5 Kor Phaeron so far 
- it's early days for Edgar's 
work on this model. So far. 
he has a basic suit of 
Terminator armour and 
lightning claws. Expect 
much, much more detail 
when it's finished. 

6 Kor Phaeron's face 
looks old and wizened. 
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much flesh can a 
gorge on? 

gorges on 
'tit it's gone." 

tongue~twister 
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