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And so, as Warhammer: Archaon is
rclcaﬁcd. Khorme's mightiest champion
rises to drown the Old World in blood. His
name is Skarr Bloodwrath, and this
fabulous plastic character (our first to
come on two sprues!) makes the perfect
terrifying leader for a frenzied pack of
Wrathmongers or Skullreapers,

With the advent of Warhammer: Archaon,
anything is possible in Warhammer - you
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can make the army you want without
restrictions. As such, we take a good long
look at making Armies of the End Times on
page 12, and celebrate the joys of story-
led campaign gaming on page 18.

And we'd love to know what you think of
Warhammer: Archaon. Why not write in to
us at team@whitedwarf.co.uk and let us
know your thoughts on the incredible
events in this most epic of books.
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Chosen by Khorne when he was just a whelp, Skarr Bloodwrath has carved a path of red
ruin ever since. So long as he continues to slay in the Blood God's name, Khorne will never
let Skarr die, creating a never-ending cycle of violence and bloodshed.

As warlord of the Skaramor tribes, Skarr
was content to fight for all eternity in the
Chaos Wastes, challenging the champions
of rival gods and butchering them in
Khorne's name. Yet as the armies of the
Everchosen marched south, Skarr saw fit to
join them in search of more exacting foes.

As a favoured servant of Khome, it's no
surprise that Skarr is a beast of a man, his
muscular body a hideous fusion of mortal
and daemonic flesh, His vivid crimson skin
is ripped and stretched, while his legs
have taken on the appearance of a cloven-
hoofed Daemaon, a sure sign of Khorne's
favour. So hugely mutated has Skarr
become that his armour can no longer
contain him; his greaves and breastplate
have fallen away completely, his shoulder
armour held an by worn leather straps. He
still wears his horned helm, though there
is also an optional bare head, his face
ritually scarred, in this plastic hero kit

" In each hand Skarr wields a Bloodstorm
Blade, an axe so huge a man would
struggle to lift just one of them. The head
of each axe features the screaming face of

- - the Daemon bound within it, their unholy
- energy fuelling Skarr's already prodigious
strength. Attached to the haft of each

- blade is a lenathy chain-flail capped with a
skull. In battle, Skarr swings these flails

.. about him, bludgeoning his foes to death
~ with the weighted ends or dragging them
close and garotting them with the razor-
edsed chains.

Turn to page 26 to read the full rules for Skarr
~ Bloodwrath and lo see our tactical tips on using
 this Bloodthirsty warrior
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BLOOD TIDE OF KHORNE

When blood is spilt and skulls reaped, the barrier between worlds becomes thin, allowing
Khorne’s daemonic minions to spill into the mortal realm. As the End Times draw to their
bloody conclusion, Khorne’s battle-hungry Daemons are in the ascendancy.

(Can't get enough Knome?
Find wour appetite whattzsa by
the Blood Tide? Well, why not
turr over the page for a haost
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" your budding army of the
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BLOOD TIDE OF KHORNE

_15 MINIATURES

e

Put simply, if you're looking to start a
Daemon army to join in the carnage of the
End Times, then this is the box for you.
This all-plastic, great-value box includes
four Khorne Daemon units with a variety of
options and upgrades.

The regiment of 10 Bloodletters comes
with options for a musician, a champian
and a standard bearer, as do the three

Bloodcrushers of Khomne. The heads and
_arms can even be changed between the

two kits giving you even more variety, -

The set alsa includes a Blood Throne of
Khorne, a Herald of Khome perched
menacingly on top. Should you feel the
need for some firepower to complement
your daemonic tide, the Blood Throne can
also be built as a Skull Cannon of Khorme,
a spectacularly gory weapon that hurls the
skulls of dead foes at the enemy. The set
is completed by a Daemaon Prince with a

* choice of three heads, three huge Daemon

weapons, optional armour plates, a choice
“of tabards and a pair of wings to make sure
he gets into combat first. #

>



KHARN: EATER OF WORLDS

WARHAMMER
A0,

/ .-
Feo ANTHORY REYNOLDS | o

CHOSEN OF KHORNE

Rival warlords vie for the right to
lead an invasion of the Imperium.
Between them stands Kharn.

REYNOLDS

ANTHON

With the Horus Heresy over, the
warriors of the World Eaters look
to Kharn for leadership.

Following the events on Terra and the
death of Horus, the World Eaters sink ever-
deeper into depravity, Tortured by the
Butcher's Nails (and darker things
besides), they must fight without cease to
stop the pain inside their heads. Their
only salvation is Kham, but he lies in a
coma, half-dead following the siege of the
Emperor's Palace.

Anthony Reynolds has, once again, hit the
MNail on the head with this novel. It's
certainly not the never-ending kill-fest you
were probably expecting (though it's
certainly up there as ane of the most
violent Black Library books), but a
thought-provoking emotional roller coaster
that sees the warriers of the X1l Legion
slowly accept their fate. 2

The politics and machinations of the
sundered World Eaters Legion are not
subtle, for their only purpose is to ravage
the galaxy in the name of the Blood Ged.
Yet there are those within their scattered
number who crave power. In Chosen of
Khorne we witness the seething rivalry of
two warlords, Brond and Tarugar, as they
vie to lead the Blood Crusade. Between
them stands Khamn, an old ally-of Brend
and the only warrior able to challenge the
incredible might of Tarugar and his
manstrous champions.

The story that unfolds is told through
engaging voice acting and narration,
largely from the perspective of a fourth
observer, and Khém's psychotic episodes.
These are both excellent and disturbing, a
frightening insight into the mind of the
Betrayer. Reissued to coincide with Khidrr:
Eater of Worlds, also out this week, if you
missed this before, treat yourself now. 8

By Amihony Reynalds
Hardbach | 224 pages
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BLOOD FOR THE BLOOD GOD!

As the world descends into anarchy and carnage, the armies of the Everchosen march ever
onward, intent on slaughter. At the vanguard of his invasion march the legions of Khorne,
every warrior a blood-crazed maniac. Sounds like the perfect army for the End Times.

armid and armo
the End 1

6 WHITEDWARF

With access to a huge range of plastic kits,
creating an army dedicated to Khomne has
never been simpler. If the Bloodthirsters
released a couple of weeks ago whetted
your appetite for carnage or the Blood
Tide on the previous page took your fancy,
why not start a new Daemon army? A few
boxes of Bloodletters, a regiment of
Blooderushers and some Flesh Hounds
and you've got the core of a new force.
Add in a couple of support units such as a
Skull Cannon or a Soul Grinder and you're
well on your way to a daemonic legion,

Alternatively, why not create a mortal army
of Khorme? Most Warriors of Chaos units
can have (or already have] the Mark of
Khorne, including Warriors, Knights,
Chariots, Marauders, Warshrines, Chosen
and, of course, Skullcrushers, Add in
Skullreapers, Wrathmongers and the new
character Skarr Bloodwrath and you've got

a world-conguering army at your fingertips.

But what if vou can't decide between
mortals and Daemons? Well, why not
choose both and chuck in a few Beastmen
while you're at it. Warhammer: Archaon
gives you the opportunity to field the
Grand Legion of the Everchosen, an
all-encompassing army list that gives you
mare options than ever befare, especially
if you're a devoted follower of the Blood
God. Imagine fielding an army of Khornate
Warriors, baying Bestigor (who can now
have the Mark of Khome| and Skullreapers
led into battle by Skarr Bloodwrath and
backed up by endless legions of
Bloodletters. Or perhaps vou'd prefer to
ride into battle, an army of Skullcrushers
and Bloodcrushers supported by Skull
Cannons of Khorne, Charials and Chaos
Knights, Flesh Hounds baving at their
heels. You can check out the full Chaos
range online at:

www.games-workshop.com/warnammer/hhorne




IMPERIAL ARMOUR

The Siege of Vraks is one of the
most bloody and harrowing wars
in the history of the Imperium.
Read the full tale here in this new
edition of a Forge World classic.

In 812.M41 the Imperial world of Vraks fell
to the forces of Chaos. Though seemingly
unremarkable, Vraks played host to one of
the largest weapon and ammunition stores
in the Segmentum Obscurus: it could not
fall to the archenemy. The result was a
gruelling war that lasted 18 years.

This new edition of the Siege of Vraks
combines the epic background of the
previous editions into one glorious
2858-page book, complete with full-colour
artwork, graphics and maps, plus detailed
illustrations explaining the regimental
markings, heraldry, battle honours and
camouflage schemes of the protagonists.

Most of the fighting on Vraks is carried out
by the Death Korps of Krieg and renegade
cultists, Comprehensive, up-to-date army
lists for bath of these forces appear here,
including new Warlord Traits, upgrades
and wargear. Qur favourite addition is the
Demagogue Devaotions, which feature the
Ordnance Tyrant and Shock Legion
Taskmaster. A worthy addition to any
Warhammer 40,000 library. @
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FORGE WORLD

Forge World make highly-detailed resin models, large-scale kits and books for Warhammer,
Warhammer 40,000 and the Horus Heresy. This week's releases include the Deredeo class
Dreadnought and a Castellax Battle-automata with a new and deadly form of weapon.

DEREDEO DREADNOUGHT

As the Horus Heresy tore the newly-
created Imperium apart, more and more
Dreadnoughts began to appear on the
battlefields of the 31st Millennium. Among
them were the Deredeo class
Dreadnoughts, designed to provide
long-range firepower and anti-aircraft
support for the Legiones Astartes.

Based on the Contemptor design, the
Deredeo is shorter and squatter than its
cousin, providing a more stable platform
for its many weapons. Its armoured
greaves are stockier, its feet splayed out
sideways for stability while its torso has
been compacted to give the Deredeo a
lower profile on the battlefield. Its
armoured torso even incorporates a pair of
heavy flamers should an enemy unit get
too close.

The Deredeo shown here is armed with an
Anvilus autocannen battery and an Aiclos
‘missile launcher, both of which are
available separately, along with many
other Dreadnought weapons and upgrades
from www forgeworld.co.uk. @

1 The Deredeo
AULDLANNONS FEqUIre &
vast amowt of
amsmunition, hence the

2 & pair of heswy flamers
=it beneath the hull.

3 The Dreadnought’s feet
have the ‘splayed cross’
design farmiliar froen
Dreadnaoughts of the 41zt
Millenniurm,
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CASTELLANX BATTLE-AUTOMATA WITH DARKFIRE CANNON

The Castellax Battle-automata is a
sophisticated combat unit developed by
the Legio Cybernetica during the Great
Crusade. Primarily designed for siege
warfare and lightning assaults, they were
also fielded in grinding battles where high
rates of attrition were expected, leaving
the Legiones Astartes to engage in
dynamic warfare elsewhere. As the events
of the Horus Heresy unfolded, entire
Legios of Battle-automata joined the
forces of the Warmaster, silently obeying
the orders of their heretical Archmagos.

A Castellax Battle-automata stands three
times the height of a man, its adamantium
body built to survive the rigours of
ceaseless war. Much like the Contemptor
Dreadnoughts of the Legiones Astartes, a
Castellax's armoured shell is protected by
highly-sophisticated atomantic shielding,
making them extremely hard to kill.

Though normally armed with a bolt
cannon, this Castellax has been upgraded
to carry a darkfire cannon. These extremely
rare and unusual weapons are larger
versions of the photon thrusters carried by
Thallaxii of the Ordo Reductor, their
operation and manufacture a closely-
guarded secret. Believed to be of alien
origin (though nothing has ever been
proved), the darkfire cannon is a long
lance-like weapon that fires needle-thin
beams of dark energy that can pierce even
the thickest armour with ease,

This resin kit also comes with a pair of
shock chargers — grappling claws that
deliver an electrostatic shock to anything
within their grasp — and a choice of four
gauntlet-mounted auxiliary weapons: two
bolters and two flamers. $

1 The dargfire cannon, sited 3 The kit comes with four

on a pedestal mount over gauntlat-mountad
the shoulder, serves &3 wieapons: iwh bolters
an anti-tans Weagan. and bwg Famars.

2 The Castellax Battle- 4 While the prociple rafeof
automata is poveersd by & Cashallax with a darkfire
A comgiex reactor corg Cannor is to function &5
that pumps elecincaky- an ant-tank sapportunit,
charged vitas fluids flamers hais keep enemy
arcund its body. horaes at pay. © = ;
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CHADS SPACE MARINE GHOSEN

As long as there's been Warhammer
40,000, there's been Chaos Space Marines.
These twisted parodies of the Emperor's
finest warriors have evolved considerably
since their first appearance back in 1987,
vet in many ways haven't changed a bit.
The Chaos Space Marine Chosen are a
prime example of this dichotomy.

When the Chaos Space Marines were
re-envisioned back in 2012, the designers
came up with a chart {colloquially named
the Sliding Scale of Heresy] to help define
how each Chaos Space Marine would look,
At one end were the Renegades, new
devotees, mentally and spiritually sullied
but physically untainted. At the other were
those warriors whose dedication had seen
them been blessed (or cursed) by Chaos
to such an extent that a painful and
irrevocable change was just round the
carmer: Daemonhood or Spawndom. The
Chosen had to fall somewhere on that

 EE—

scale - stranger, darker, weirder than other
Chaos Space Marines, but not as mutated
as Chaos Space Marines Possessed.

The end result was a unit of Chaos Space
Marines whose look combines modern
model-making technology with almost 30
vears of Warp-tainted imagery, a style that
would influence other kits in the future
including the Chaos Space Marine Raplors
and the Skull Cannon of Khorne. Look
carefully and you'll see the unfathomable
mutations of the late 1980s, the re-
imagined power armour of the 1930s, the
baroque armour trim, heavy gauntlets and
increased bulk of the 2000s and the
dynamic poses, daemonic faces and fleshy
cabling of the last few years. Each model
personifies the corrupting nature of Chaos,
showing the process in action rather than
the end result. It's horrifying to see how far
they've fallen, but terrifying to know how
much further they've still got to go. @

o WHTEDWARF - 11
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ARMIES OF THE END TIMES

The Warhammer world is consumed by warfare, but what side do you stand on? Do your
armies fight alongside Archaon, bringing death and destruction to the world, or do they
stand beside Men, Elves, Dwarfs and the Undead? Now's your time to choose.

f NOVEL IDEA

Each End Times book has an
FCComzanyng rovel,
providing &l more exciting
hackgraund stories and wisas
around which to theme you
arry. The Retum af Nagash,
for exampln tedls the tale not
of the Great Necromancer
but af his servarts Arkhan
ar< Mannfrad — both brilliant
inspiration for an Urdead
army, Mige of the Homed Rat
iz egually evacative, dehving
into e i:nar;kgruund af he
Skaven, Night Gobling and
[heiarts, So what &= you
waiding fer? Fick up a povel
ard get inspirsd!
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As you've probably realised by now,

1ﬂnu'.:.".rt'u?ammer is never going to be the same
again. The world is, quite literally, being
torn apart and the most desperate of
alliances are being made to ensure the
survival of individuals, select groups and
even entire races.

So what does this mean for our finely-
crafted and beautifully-painted armies?
Much. as it so happens, because a world of
infinite possibilities and exciting
opportunities have opened up to us. The
big news is that army restrictions are
thrown out of the window in Warhammer:

Archaon, enabling you to build the army of
your dreams. Want to paint an entire army
of Empire Knightly Orders? You got it.
Mavbe you've always wanted to own a clan
of marauding Giants? Or perhaps an army
of Wizards? Or even an entire Dwarl
artillery train? There are no limits on what
you can create, save your own imagination,

Of course, it's one thing to cram as many
Organ Guns onto a hill as possible, and
another thing entirely to create an exciting,
compelling reason to field them, That's
what this article’s all about: to give you a
few ideas on how to build your own army



of the End Times that will look cool, be
exciting to fight battles with and have an
excellent story behind it. Over the next
few pages you'll see four example armies
for the End Times, some created using
new army lists, others based around
scenarios, campaigns or colour schemes.

The five books of the End Times — Nagash,
Glottkin, Khaine, Thanquol and Archaon

— are great places to look for inspiration.
Alongside the aforementioned army list
changes in Archaon, the five books also
present an epic, over-arching story that's
so packed full of illustrations, battles and
campaigns you'd be hard-pressed not to
feel inspired to start a new army or add to
an existing one. Here's a quick look at what
you can find in the other four books:

Magash introduces the Undead Legion,
enabling fans of all things skeletal to
combine Vampire Counts and Tomb Kings
into one Undead force. The book also
includes the Lore of Undeath, allowing
Wizards of any race to raise the dead.
Sounds like time to paint some Skeletons!

AN ARMY OF HEROES

At some point, most of us have wondered
what it would be like to field an entire
army of heroes in a game of Warhammer,
pitting them heroically against a vast
enemy horde or, perhaps, against an
equally elite army of enemy heroes, Well,
now we can! The army list restrictions
have heen entirely removed in
Warhammer: Archaon, enabling you to
field a whole army made up only of Lords
and Heroes should vou wish to. Indeed,
the fourth narrative scenario in the book,
The Blood Hunt Unleashed, has anly 11
models on the good side. Admittedly,
they are same of the most powerful
warriors of all time, but they are up
against an entire army of Daemons. Of
course, this is just one example of what
you can achieve. You could, for example,
field an army made up only of the Dwarl
heroes that fought at Karaz-a-Karak, (
why not build an entire army of shostly
Elf Phoenix Kings like the anes that
appeared on the Isle of the Dead.

Glottkin adds new rules for summoning
Daemons — a great way to add a few units
to your Warriors of Chaos army. It also
presents rules for fighting in cities, a
brilliant premise for a new army. Imagine
painting an Empire force to defend
Marienburg or the army of Putrid
Blightkings that lay siege to Brass Keep.

Khaine includes three Elven army lists that
show the race in an entirely new light.
Again, the scenarios in the book are
excellent inspiration for a new army, as are
the orders of battle and vignettes that
accompany them. The alliance of Wood
Elves and High Elves led by Alarielle in
the Battle of Withelan is just waiting to be
built and painted.

Thanquol presents the Lords of Battle
campaign system, a great excuse to create
a new army or add to an existing one.
Imagine creating an army based on Queek
Headtaker as he attempts to kick the
Dwarfs out of the City of Pillars. Or perhaps
you'd rather command an army of Goblins
led by Skarsnik.

ORDERS OF BATTLE

tach Eng Times book
contains several ‘arders of
catte’ detailing the heroes,
ragimants and war machings
that fpught in each major
enganemsant, These orders af
battle are @ superd basiz for
an somy, a5 nol anly 3%
many of the colour schemss,
insigniz and charactars all
las out ready for you to use,
but there are also specifit
battles in gach boak that you
can recreste with them, You
cauld, for example, build an
army around the defenders of
[a'abheim led oy Geners!
Rebran Graizs, whila your
opponent cauld fisld the
Dasmankin that lay siege 10
the city. Or peraps you'd
rather figld the Host of Khairg
led oy Tyrion, or the Grand
Legion of the Everchosen
commanded by the Lond of
the End Times himself, and
which ncludes marzals,
beasts, [aemons and
Skaven,
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KA'BANDHA'S LEGION

Ka'Bandha's Legion of Blood is an army of
violence and slaughter dedicated to
Khome, the Blood God. The army is made
up of units and heroes from three army
books — Daemons of Chaos, Warriors of
Chaos and Beastmen — and brought
together using the rules for a Grand Legion
of the Everchosen as presented in
Warhammer: Archaon. While the rules
allow you to field a Chaos army without
restriction, this army has been
deliberately limited to the followers of
Khorne. The core of the army is the
Battlescroll for Ka'Bandha's Blood Hunt
{which appears in several scenarios in the
book) with additional Khornate units taken
from the Grand Legion army list.

Creating an army around a central theme is
a greal way to establish a strong narrative
and make an exciting story-driven force.
Consider, perhaps, a Sigmarite crusade,
Cueen Khalida's legions from Lybaras or
Krog-Gar's defenders of Itza. The choices
really are endless.

DEFENDERS OF AVERHEIM

The Defenders of Averheim is a great
example of an army created around a
specific battle, in this case the defence of
the last major city of the Empire as
presented in the One Last Charge
narrative scenario in Warhammer: Archaon,

The scenarios in the End Times books are
all based en battles mentioned in the
storics. Here, the bedraggled armies of the
Empire and Bretonnia unite for one last
battle against the forces of Chaos. Of
course, this scenario is just one of 50
presented across the five books, all of
which are excellent inspiration for an army
of the End Times. You could even create
an army based around several scenarios.
Using the Lords of Battle campaign system
presented in Warhammer Thanguol you
could, for example, build an army around
Louen Leoncoeur and fight your way from
the Bretonnian Civil War right up to the
siege of Altdorf, then march the survivors
{sadly not Louen) on to Averheim to fight
alongside the Men of the Empire.
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PRINGES OF ULTHUAN
Frince Althras

High Eif Prince an Griffon
Frince Calion of Lothen
igh Eif Prince

Frince Ralon of Lothem
High EIf Princa

THE SEA GUARD
The Waveblades
Lothern Sea Guard
Cloudzoarar
Lothern Skycuttss
The Shorarnners
liranac Chariots

ANanm 5 s
Solt Throwers
THE ASRAI

he Deepwood Defenders
Widwond Rangers
"he Eldritch Lance

Sisters of the Tharm

OUTGASTS OF GHROND

The Bleadwrack Kindrad
Ureadspears

The Soulsplintass
Darkshards

The City &

Bleakswiards
he Derkdweller

War Hydra

THE WARLORDS
Grirgar Ironhide
[ncamate of Beasts
quigszuasher
O Shaman

DA DRGS

Da Irmmartulz

Black Urcs

Gazlak’s Pighoye
Zavage Orc Boarboyz
Da Bfusking

Savage Orcs
Markagorkz

Bear Charicts

DA DORES
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DA BIGBUNS
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Gizat
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Annwea Giant
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THE SURVIVORS OF ULTHUAN

In Warhammer: Khaine, the Elves finally
put aside their differences (sort of] and
stand together. This army includes High
Elves, Dark Elves and Wood Elves, allied
together as a Host of the Eternity King.

The Eternity King army list is a great
opportunity to create an army of all your
favourite Elves. It's also your chance to try
out a new colour scheme for the three
races. In this army the High Elves were
formerly from Lothern, retaining their blue
and white colour scheme with hints of
pastel green on banners and seaweed
pennants. The Dark Elves have been
painted in a sympathetic turquoise colour
scheme to match them, including the War
Hydra, which has a dark blue and green
colour scheme. The Wood Elves have also
adopted a bluer palette, particularly the
Sisters of the Thorn whose Steeds of Isha
have blue manes. The same idea could be
applied to any army. How about an allied
Empire and Dwarf army in black and red,
or an ethereal Undead host?

GRIMGOR’S BEAST-WAAAGH!

Grimgor Ironhide is arguably the most
powerful Orc Warlord of all time. As the
End Times come to their bloody
conclusion, Grimgor becomes the
Incarnate of Beasts, drawing like-minded
greenskins and monsters to his banner.
This is Grimgor's Beast-Waaagh!

Grimgor's army makes full use of the rules
presented in Warhammer: Archaon,
including only the most powerful and
violent warriors Grimgor can get his hands
on. No weedy gobbos, no regular greenies,
no cowardly artillery, just loads of Black
Orcs (Grimgors Immortulz), Savage Orcs,
heavily-armed Ogres and a host of
monsters in the form of a Thundertusk, a
Stonehorn, Mournfang Cavalry and a
couple of Giants. An army of unbridled
violence fit for the Incarnate of Beasts! Mot
only is it a characterful force, centred
around Grimgor's background, its alsoa
fun army to play games with and one that
offers plenty of painting options and

conversion opportunities. &







0N THE CAMPAIGN TRAIL

Got a Warhammer army? Got the five books of the End Times? Not sure what to do next?
You need to fight for the survival or destruction of the world, that's what. Arm your troops,
ready your war machines and brief your captains, because your army's going on campaign.
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If you're a regular reader of White Dwarf,
you'll recall that way back in issue 23 we
talked about campaigns and what they
mean for your games. A lot has changed
since then. Nagash has retumed, Archaon
has marched on the Empire, Karl Franz
had died and subsequently been rebom
and something unspeakable has
happened to Lustria and Ulthuan {and
Khemri, the Empire and Bretonnia, come
to think of it). The End Times have shaken
the Warhammer world to its foundations.

So what better time to kick off a
Warhammer campaign! For those of you
new to the term, a campaign is a series of
battles linked by a story. The story could
be based around a particular race, a region
of land, a noble hero and his army, an evil
villain and his marauding horde, a piece of
literature from a Black Library novel, a
battle mentioned in an army book or
countless other sources of inspiration. This
article is all about exploring that
inspiration while giving you a few ideas on
how to create your own campaign set
during the End Times.

As we mentioned in the Armies of the End
Times article earlier in the issue, the five
books of the End Times are a great place
to look for inspiration. Each of them

contains an incredible story full of violence

and bloodshed, plus a host of narrative
scenarios — 30 in total across the five
books — many of which can be linked
together to form a campaign. If you know
enough people with enough armies you
could, conceivably, fight your way from La
Maisontaal to the End of All Things.

The best way to fight a Warhammer
campaign is to use the Lords of Battle
system presented in Warhammer:
Thanquol — perfect for anyone new to the
campaign scene and equally handy for
seasoned crusaders. There's even a
campaign laid out in the same book — the
encouragingly named (if you're a Skaven
player] Doom of Belegar, which serves as a
great example of how the system works.
There's a second campaign in Warhammer:
Archaon, linking the seven battles that
take place at Middenheim into one epic,
final confrontation.

FOLLOWING A LEGEND
Alrnosl evary hero or villain in
\iarhammer appesrs in the
End Tirmes stardine in some
way of anather, be it i the
packground, a Black Library
nave! or in the scenarios
prasentad in the backs. You
could easzily base your
campaign o0 the trials ang
tribeations of 2uch a hang,
fallowing them from their-fGirst

battlz, rght up 1o the end of
3l things. Arknan the Black’s
cAmpagn acioss Sretonnia,

into Sylvania, or to Kherm
znd ther back o Syhardaisa
Qreat exam
could be mi
campaign. & !
Exalted of Sigmar would
miass For ograat story,
follewing him from his firs:
battle a; Hefiangen, through
battles along the Aunc
Bastion ar right «g to the
ziaqa of Middenheir: where
B he faces off agsnst Archann.
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GREATING A CAMPAIGN
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» But what if you want to fight a series of
battles using Elves, Lizardmen, or High
Elves? Simple — use the Lords of Battle
template to design your own campaign,
You could, for example, use it to create a
campaign that contains all 19 scenarios in
Warhammer: Nagash, pitting the might of
your Undead Legion against various foes,
from Bretonnians and Men of the Empire
to Skaven and Elves. Each battle could
affect the next, a loss leaving your forces
depleted, while a victory could see you
acquiring new magic items or additional
troops (read; resurrected enemies) for
vour next fight. Combined with scenario
special rules and campaign stratagems
imore on these below), some of your
battles may prove tougher than you expect
and you'll have to use all your tactical nous
and best-trained dice to seize victory.

To the left is an example of a campaign
created using the Lords of Battle template
based on the battle for Altdorf, Each battle
links to the next, with consequences for
winning or losing each of them. Though it
only includes three scenarios, you could
easily expand the campaizgn to include
other battles taking place around Altdorf,
such as Kurt Helborg's defence of the
northern gate, or the battle between the
Undead and the Glottkin at the west gate.
Or you could focus on a hero and follow
their story, such as Louen Leoncoeur's
desperate ride across the mountains to aid
the Empire, culminating in these three
battles. His story is beautifully described
in the novel The Fall of Altdorf and could
easily be adapted into several scenarios.

You'll notice that some of the battles in
our example mention strategic
characteristics and stratagems, two new
rules introduced in the Lords of Battle
campaign system in Warhammer:
Thanquol. These are a really fun way to get
into the character of yvour campaigning
army and, indeed, the head of your
general, Imagine playing as a devious
Skaven Warlord or a military-minded
Saurus Oldblocd. The Saurus would likely
outmanoeuvre his furry foe in each battle,
but the Skaven Warlord would almost
certainly use some form of sneaky
_deception (most likely involving Clan

¥
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Eshin) to even the score. Alternatively,
why not base your strategic characteristics
on yourself. You are, after all, the general
of your army. Here in the White Dwarf
bunker, planning seems to be in
abundance for our generals. Guile, less so.
Read into that what you will.

The most important factor in any campaign
is that evervone has fun. A one-sided
campaign will likely prove unexciting for
all concerned, so it's important that all
players get a say in how it progresses,
especially if it's a linear story like the one
to the left. After all, vou want to reach the
end knowing you still have a chance of
winning, even if it's a really slim one.
Campaigns are also a great opportunity for
multi-player battles. Up to six players
could take part in our example to the left:
three Chaos generals and one each for the
Ermpire, Bretonnians and the Undead. Not
only is this a great way to pool resources,
enabling you to play larger battles, it's also
a great social event. You can also blame
someone else if their faction doesn't pull
their weight, which is always handy. And

once you reach the end of your campaign?
Swap sides {and maybe even armies) and
play it again. You might even enjoy being
the bad guys (or good guys) for a change.

Ultimately, a successful campaign is also a
great catalyst for further modelling,
painting and gaming projects. If you're a
regular reader of White Dwarf and
Warhammer: Visions, you'll almost
certainly have seen Rich Packer's Empire
army, which has been on campaign in one
torm ar another for over 20 years, every
unit decorated with banners, pennants,
wreaths, icons and — cough — loot from their
many battles. Lavishing attention like this
on a collection is a great way of recording
vour army's history through its campaigns.
You could even build new hero models to
represent those that were injured in battle
{pee legs are a suspiciously common
injury...), or even promote unit champions
to characters for their heroic deeds, As is
always the case, the only limit is your own
imagination. 50 what are you waiting for?
You've got a crusade to run and a world to
save. Or destroy. ®

story-bs
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IHE CLASH OF HEROES

The culmination of Warhammer: Archaon is an epic confrontation between the Incarnate
Host and the champions of the Dark Gods, led by the Everchosen. Inspired by the action,
we decided to recreate our favourite duels on the tabletop.

UNLEASHING CHADS
Warhammar: Archzon
features 12 namslive
scenarios thet enable vou to
fight out the evants described
in the stary 1and the acher
tnd limes books have even
marel, Lising these isan
amaz g way of bringing the
flanaur of the End Times sght
onto your tablesop - & you
reed to dois come togather
with your gamirg trierds and
et all the miadels vou nesd
ircong place. Take Scerario
12, T1a Eng of Al Trings, for
instarce. This pulse-pounding
mrizzion teatures seven of the
Incamatas of Magic, probably
thig mightiest farce of all
firmiz, all in one place.
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There's no doubt that Warhammer:
Archaon features the most epic, world-
shattering battles ever seen in the Old
World {or anywhere else in the
Warhammer world, for that matter) as the
mightiest heroes clash to determine the
fate of the world, These awesome duels
are the stuff of legend made manifest,
towering heroes crossing blades in the
direst of circumstances.

Over the years we've all developed
favourites (and least favourites] from
amongst the heroes and villains of the

Warhammer world and dreamed of match-

ups we've always wanted to see, ;
Warhammer: Archaon delivers many of

these — in particular, the battle between
Grimgor Ironhide as the Incarnate of
Beasts and Archaon, the Everchosen, at
the culmination of the book. This bout has
become one of the most talked about
subijects in the White Dwarf bunker (you
only have to read the breathtaking
accounts in the book, or in Lord of the End
Times by Josh Reynolds, to see why).

In fact, all the enthusiastic re-tellings and
discussions led us to clear the decks, raid
our miniatures collections and try fighting
out these confrontations for ourselves. And
isn't that what brilliant stories such as
these apocalyptic battles in the End Times
are all about?



CARADRVAN, INCARNATE OF FIRE VERSUS KA'BANDHA

At the Battle of Ulric's Bones, Ka'Bandha of
the Third Host of Khorne clashes with the
Incarnate of Agshy, in the form of
Caradryan riding upon the flaming Phoenix
Ashtari, Using a Wrath of Khome
Bloodthirster to represent Ka'Bandha from
the story, the stage was set.

Our battle began with Caradryan and his
flaming mount leading the Bloodthirster
on a merry dance. With the power of Fire
Magic coursing through his veins, the
Elven lord hurled spell after spell at the
Greater Daemaon. Fireballs washed over
the Bloodthirster's hide without leaving a
mark and the Fulminating Flame Cage with
which he sought to entrap Ka'Bandha
barely matched the burning rage within
the Bloodthirster's soul, Khome's
protective power warding away any serious
harm or injury.

Even so, Ashtari's swift wings kept the
Daemon Ka'Bandha at bay for a time as
Caradryan drew heavily on the Winds of

Magic, always evading the Daemon who
sought only to charge at the fiery duo and
bludgeon them to death. Eventually,
however, Caradryan realised that he would
not win this duel through magic alone, so
instead raised his glittering halberd high
and ordered his faithful steed to charge.
Their impact was brutal, a flaming
meteorite that staggered the Bloodthirster
as Caradryan rained down blows with the
Phoenix Blade. Even with bloody rents
torn in his flesh, Ka'Bandha fought back
undeterred, a thunderous series of blows
from his wrathaxe and bloodflail breaking
bones and tearing wings. After only a
single exchange, EIf and Daemon were
closer to death than any had expected.

Yet, again and again they clashed, the
agility of the EIf and lethal brutality of the
Bloodthirster apparently evenly matched.
In the end, the deadlock was won by the
Phoenix Blade, Caradryan’s magical
halberd, with which he beheaded
Ka'Bandha in a spray of crimson gore.

THROO®E VERSUS ARKHAN
In Lovd of the End Timas by
Josh Reynolds we get a
resafution ta the finzl battle
betwezerArkhar the Black
and Throgg the Trall King that
is hinted at ir Warrammer;
(it's @ must-read
So, Tor ore of our
batthos, we pitted the Tro
King agamst the Martarch of
Sacrament,

n sgite of Arknan's
mpressive magical power, e
strugglec apenst Throgg and

bis band of Tealls, wha

trampled thair way through
everything Arshan could
surnmssa 1o stand in their

pati. until Taragg &
semashed info Ark
desiccated pody with tha
enoemaus s1one hammer he
, before vomiting all
over hir with & comosi
strzam of stomzch acid.
Arknan was nearly dead
|weell, mare dead) - but nat
aut, howeysr, Drawing on the
Winds of Magic ha healed
the injures he had suflerad
before touchag Thragg with
tna Hend of Dust. A close-run

hing indead
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TYRION VERSUS
MANKFAED

Fitting these twa against
gach other might seem
surpising lor not, depending
anwhat you knowl, but the
res1Els were amazng. Tyrian,
Incarnate of Light. spurred
Malhandir towards the
Martarch of Night, who
summoned rank weon rank of
Unizaad warriors to protect
him. Vidawemaker in hand,
Tyriger smashad his way
through the legions of
Skeletons, Zombigs and even
a Terrargheist {meny of which
simphy aeed, Ganished oy the
incredible pawer of the aura
of Hysh surrounding the EIf
befare e finally got to grips
with Mannfred.

Fester than the Vampee could
resact, Tyrion struck him oves
and over again, hacking
chunks out of the dread
soyseal in his fury. Maanfred
raad gamaely, and wounded
Tyrion with Gheisivor, the
Sward af LUaholy Power, in
return. He even managed to
blight Tyrion with a salvn of
dax curses, butin the end
Tyrion plunged Sunfang into
the Varmpire and burned him
to 3 chsp.

SIGUALD THE MAGNIFIGENT VERSUS KRELL, MORTARCH OF DESPAIR

As the final battle in Warhammer: Archaon
looms, the preening Geld Prince of
Slaanesh is charged by his master with
holding the Overlook of Middenheim
against the advancing Host of Death,
There, amid the barrows, he comes to
blows with Krell, one of Nagash's
Mortarchs. What follows is an epic duel
fought to a bloody conclusion, perhaps the
bitterest duel in the entire book.

For our game we placed them on a narrow
walkway facing one another, and the
arrogant Geld Prince wasted no time in
hurling himself at the stoic figure of Krell.
Undeterred by the horrifying nature of the
Wight King-turned-Mortarch, Sigvald
hacked, stabbed and sliced with his
enchanted sabre, Silverslash. As a Chaos
Lord, blessed mightily by his patron,
Slaanesh, Sigvald was already a mighty
warrior, but with Silverslash in hand he
rained strikes upon the Mortarch, hacking
deeply into the Wight Lord's enchanted
armour. As the magic of Sigvald's sword
met the ancient curses laid upon Krell's

THE WRATH OF SIGMAR

Archaon and Grimgor's clash proved so
swift (no spoilers here - see opposite]
that we decided to give the Lard of the
End Times a rematch. We didn't have to
look far — the heir of Sigmar himself was
on hand for the challenge of a lifetime,

Evervone gathered around as we
watched to see if anyone could stop the
Everchosen — and Karl Franz did so in
heroic fashion. Weathering Archaon's
barrage of magical powers (thanks to the
protective gualities of the Silver Seal,
which deflected almost everything
Archaon could throw against the
Emperor), Karl Franz and Deathclaw
crashed into Archaon and the daemon-
steed Dorghar. In a shared instant the
Slayer of Kings and Ghal Maraz, the Skull
Splitter, came crashing down. Ultimately,
the Dwarl magic in the Hammer of Sigmar

i proved too much for even the
Everchosen and he was instantly slain,
his armour obliterated.
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Armour of the Barrows, there was an
explosion of eldritch energy. As the
blinding magical light faded, Sigvald
looked at his silvered blade in horror and
realised the enchantments laid upon its
gleaming length had been broken by an
entirely more ancient spell.

That moment proved a turning point in the
battle as Krell, badly wounded but utterly
implacable, pressed his advantage, each
swing of his axe leaving notches in
Silverslash’s blade or hurling Sigvald from
his feet. The once-champion of Khorne
had last none of his fury or skill and, as
Sigvald mourned the loss of his weapon,
Krell wounded him = we imagined him
scarring Sigvald's beautiful face, just as in
Warhammer: Archaon. In the book this
injury throws Sigvald into a berserk frenzy
and our game reflected this as the
wounded Sigvald, his magical weapon
destroyed by the corrupting power of
Krell's armour, simply leapt onto the
Mortarch and pummelled him to death
with his. bare hands!




GRIMGOR IRONHIDE VERSUS ARCHAON THE EVERGHOSEN

For most of the White Dwarf team, the
main event in Warhammer: Archaon is
when the Incarnate Host manages (through
a mixture of cunning and ego) to get
Grimgor Ironhide, the Incarnate of Beasts,
along with his Immortulz, into combat
against Archaon and the Swords of Chaos
— a clash they reason is their best chance
to end Archaon’s madness lorever!

In our game we simply pitted Grimgor and
a sizeable regiment of Black Orcs against
Archaon and his Chaos Knights — and sent
them against each other in a manly duel to
the death. No magic, no duplicity, just two
of the Warhammer World's most notorious
warbands in mortal combat. It began as
bloodily as we could have hoped. The
Immortulz smashed into the Swords of
Chaos with a deafening clamour of iron on
steel, axes and swords meeting in a welter
of bloodshed. At the centre of the
maelstrom Grimgor and Archaon traded
blows, locked in a duel that could only
end in death. Grimgor, armed with the
magical axe Gitsnik, was the faster and he

rained blows on the Everchosen, notching
the cursed plates of the Armour of Morkar
but causing no lasting injury. In reply, the
Everchosen plunged the Slayer of Kings
deep into Grimgor's flesh. Eager to please
their boss, the Immortulz rallied against
the superior skill of the Swords of Chaos
and simply slaughtered them with their
choppas, pulling riders from saddles and
stomping them into bloody paste.

&s his riders died around him, Archaon
realised he would need to deal with the
upstart Orc quickly, and so he unleashed
the Daemon U'zuhl to control his magical
blade. Even Grimgor's blood-forged
armour was little protection against this
onslaught as Archaon's sword struck out
indiscriminately, slaking its thirst on both
the Everchosen and the Incarnate of
Beasts. Unfortunately for Grimeor, Gitsnilk
could not match the Slayer of Kings, and
slowly he found himself beaten down.
Even as the Immortulz finished off the
Swords of Chaos, the Everchosen slew
Grimgor. As one, they turned and fled, @

SPREADING THE CARNAGE
W really anjoved trying out
tha scenarias from the tnd
Times becks and pitting the
neroes s3ainst each other,
resfineingy o Fvourile
maments. We'rz alsa
nerested to hear about the
garnes youve been plaving

lava you recrestes any of
the great Eng Times
sranarios? Bow rave your
awn battles
drap 15 a
about your epic encounters
and tarlling battes? Dven
better, send us a picture ar
twwn 50 wee can share in the
grandews of the greatest
batsles of our tene.

Ag ever send any errails
cwhitedwar.co.uk




\ SKARR
'BLOODWRATH

Skarr Bloodwrath is a ferocious Chaos Lord, his life dedicated to the spilling of blood and
the acquisition of skulls for Khorne. Here we take a closer look at his rules and offer a few
tactical suggestions on how to use him in your battles.

CHARGE!

(ne thing you'll always
want to do with Skar
Bloadwrath is charge.
He pets [3 Impact Hits
far making a successtul
charge, so he'll likely
have blood on nis
hands (and hoofs)
hefore he even swings
his axes. Secondly, he's
a tollowar of Khorne, so
it's hig raison d'etre. If
ha doesn't charge he'll
anger the Blood God
and no one wans that.

Khorne's followers are not known far their
subtlety or guile and Skarr Bloodwrath is
no exception. A frenzied, unstoppable
warrior, Skarr has been blessed by Khorne,
the Blood God's rune burnt into his chest.
While being Frenzied is a great ability to
have in close combat, it does make Skarr
less controllable and, perhaps, not the
wisest choice for an army commander. He's
far more concerned with hacking things
apart than commanding his troops
effectively (unless it involves charging
headlong at the enemy). Fortunately, the
rules presented in Warhammer: Archaon
allow you to take as many Lords and
Heroes as vou like in an army, so you can

have the resl of your force led by a more
tactically aware general while Skarr and his
followers {more on them later] get down to
the important business of reaping skulls.

A= one of Khorne's favoured warriors, Skarr
is carefully watched by his patron. Khorne
cares not from whence the blood flows, nor
where the skulls that surround him come
from and Skarr can deliver plenty of both
by pulverising a unit of unsuspecting
infantry, Alone he'd cause serious carnage,
but he'd probably lose the combat
eventually, which is neither heroic nor
exciting. Where Skarr really excels isin a
challenge fighting a worthy adversary.

SKARR BLOODWRATH

M WS BS s T
Skarr Bloodwrath 4 8 3 5 5

Skarr Bloodwrath is a Lords choice which can be included in a
Warriors of Chaos, Legions of Chaos or Grand Legion of Lhe
Everchosen army.

EQUIPMENT:
* Chaos armour

MAGIC ITEMS:

Bloodstorm Blades: Magic weapon. Paired weapons,
Attacks made with the Bloodstorm Blades are
resolved at +2 Strength in the first round of close
combat. Furthermore, the Bloodstorm Blades grant
the wielder the Impact Hits (D3) special rule.

SPECIAL RULES:
Eve of the Gods, Immune to Psychology, Magic
Resistance (1), Mark of Khorne,

S . et g gt e e e e

300 POINTS

w 1 A Ld
3 T 3 8

Troop Type
Infantry (Special Character)

Eloodborm: Keep a count of the number of times Skarr
Bloodwrath kills an oppanent in a challenge or kills a
monster — this is referred to as the Blood Tally. If he is
removed as a casualty as a result of anything other
than Spawndom or Dark Apotheosis, mark his position
with a counter {a small coin is ideal). At the end of the
turn, roll a Dé and add the current total of the Blood
Tally. If the result is 1-3, remove the counter from play
— this rule has no further effect. If the result is 4+, Skarr
is reborn: place Skarr anywhere within 6” of the centre
of the counter and at least 1” away from any unit and
impassable terrain, then reset the Blood Tally to 0. If it
is not possible to place Skarr, remove the counter
instead, and Skarr is not reborn. Skarr returns to play
with D3 Wounds, and suffers no bonuses or penalties
incurred from his former existence. For example, if
Skarr was fleeing or affected by an augment or hex
spell at the time of his death, the reborn model will
not be. Howevet, any bonuses or penalties conferred
as a result of Skarr rolling on the Eye of the Gods table
do remain in effect,

- e e R
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There's not one, natl two, but three reasons
for this:

1. Skarr carries the Bloodstorm Blades, a
pair of daemonic axes with hefty flails
attached to them. Against most Heroes,
and even some Lords, Skarr will strike first
in combat, his prodigious Strength
augmented by this whirling maelstrom of
blades. Most foes will struggle to survive
such a ferocious onslaught, netting Skarr a
worthy kill.

2. Khorne's got his eye on Skarr. If he kills a
Champion, you get to roll on the Eve of the
Gods chart, making him even better,
Sounds like a good reason for a fight!

3. Khorne isn't keen on his favoured
servants dying and Skarr's Bloodborn rule
means he has a good chance of returning
to the fray even after he's been killed.
Butchering an enemy characterin a
challenge makes it even likelier he’ll zet
back up to continue his reign of
bloodshed. Viclence begets violence.

Of course, getting Skarr into a place where
he can issue a challenge is not always
easy, as the enemy will almost certainly
want to stay out of his way. Put him on his
own and he'll almost certainly get shol
thow rude!). Skullreapers and
Wrathmongers would both make excellent
bodyzuards for Skarr: they all come from
the Skaramor tribe, of which Skarr is the
leader, and they all have the Mark of

Khome, making them almost unstoppable.

As mentioned earlier, neither Skarr nor his
followers are particularly subtle and lack
any form of ranged weapons, so steaming
them up the centre of the battlefield to
hammer into the enemy lines is not only a
logical tactic, but a worthy one in Khorne's
eyes. While the Skullreapers or
Wrathmongers set about chopping, and
bludgeoning the enemy down into hunks
of meat and bone, Skarr can issue a
challenge to the unit champion (or, more
heroic, an enemy Lord) and utterly
pulverise them. He can then dispatch
another character the following turn if, of
course, there are any left standing. .. &

FRENZW!

Frenzied warriors are
raving lunatics but,
shoula the enemy beat
them in combat, they
will losa their Frenzy
and, cansequantly, their
axtra attack. To ensure
this doesn't happen,
make sure you take
enough Skullreapers ar
Wrathmangers in
skarr’s unit to win the
combat by kills alene.
10 should ke enough.
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Join us for a round-up of the week as we share comment, opinion and trivia on all the latest
releases, plus other fun tidbits that have cropped up in the White Dwarf bunker. This week
we look at (among other things) warbands, Chaos worshippers and a big pile of scrap.

THE DAEMONIC LORD OF KHORNE

the 51
lezst that of
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28 WHITEDWARE

THE SAGA OF SKARR BLOODWRATH

Few of Khorne's mortal servants have
brought as much satisfaction to the Lord of
Skulls as the daemonic champion knewn
as Skarr Bloodwrath. He made his first kill
when he was still a child, barely able to
heft an axe, and by the time he slew the
chieftain of the Skaramor tribe and
claimed leadership for himself he had
already butchered more men than most
seasoned warriors. Such an act earmed the
immediate approbation of the Blood God,
revelling in the sight of a whelp stood,
gory axe dripping, over the body of his far
greater rival. In that instant, Kharne
branded his rune forever upon Skarr's
heart — an act both agenising and glorious,

In the long vears since, Skarr has earned
ever more favours from his patron, the
greatest of which is his ability to defy
death. Many times Bloodwrath has found
himself reaping skulls upon the
battlefield, only to be slain in an
underhanded way — and while Khome
cares not from whence the blood flows, he
will not be deprived of his champion in an
unworthy manner, Because of this, Khomne
has restored Skarr to life over and over
again, raising him from death to claim
meore skulls and shed more blood. Each
time Skarr is resurrected, his appearance
becomes more daemonic as the Blood
God shapes him in his own image.




HALL OF FAME EXTRA: KRANON THE RELENTLESS

Mo mention of the Chaos Space Marines
Chosen in Dark Vengeance would be
complete without acknowledging the
Master of the Crimson Slaughter, Kranon
the Relentless. In him you can see the
story behind the Crimson Slaughter (the
former Crimson Sabres) brought to life -
his armour writhes with the ghostly energy
that emanates from within and the
ceramite battle plate of his power armour
has warped and twisted into a fearful new
form [check out the shrieking face pushing
its way out of his breastplate). His wargear
is corrupted in unwholesome ways, too,
with the plasma pistol taking on an organic
- or daemonic — appearance and sprouting
a cluster of insidious, questing eyeballs.

Kranon is the perfect expression of how far
a heroic Space Marine can fall, his inner
corruption mirrored by the mutating power
of Chaos and his once-noble countenance
twisted into a thing of horror,

THE SLIDING SCALE OF HERESY

In Hall of Fame this month we mentioned
the (metaphorical) measure which shows
how far a Chaos Space Marine has fallen
into the grip of Chaos. At the shallow end
of the scale are those traitors who have
recently turned on the Imperium. Not yet
blessed by the Dark Gods, mutation has
not set in; they are taking their first,
tenta steps on the pathway to
damnation. On the other end are the
Possessed — devotees to the Chaos gods
whose ascension to Daemonhood is all
but complete. With so much
interchangeability between the kits, vou
have the choice to place your own
warband anywhere on the scale you wish!
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WEAPON OF THE WEEK:
STALKER PATTERN BOLTGUN

The Stalker pattern boltgun is a variant of
the standard sidearm of the Adeptus

GODEX:
APOCRYPHA
EXTRA

Holes from i worlds Astartes, famously used by Sergeant Torias

ol Warnammer. This Telion of the Ultramarines. The weapon is

week: warbands. specially modified and calibrated to serve
as a designated marksman's rifle, and is

DA IMMORTULZ commonly loaded with silenced stalker

Grimgar Ironkade is ahveys : =
accomueanied into battle by 2 bolt rounds for covert missions or kraken

regimant of Black Orcs whe | penetrator rounds for killing heavily-

Eiff' nearly as tough 0 | armoured targets. It is said of Telion in

dangerous 25 ha is. Known ¢ ] i

az the Imiforils. they hiv particular that a single shot from his
Stalker pattern bolteun has the power to

follzwved their boss through
thicx and thin, batding at bis end entire wars.

side sincs he stumiled out of
tha Blasted Wastes and
began his quest o prove
himself the best fighter alive.
These are, without & doubt,
the hardest, most dangarous
Qrcs alve - and at Grimgar's
side they march wowards
glary in the End Times.

THE 3WORDSE OF CHADS
The sworn quardizns of the
Everchosen, the Swards of
Chaos are a retinue of Chaos
Kninhts whose faarsome
raputation has reached every
corner of the warld, Each of
the Swords would readily
secrifice himself for Archaan,
in the knowlesge that their
o serves the will of the
[Dark Gods themssalves. A
charge from the Swards of
Cheos is 50 devastating that
gntre grmies have osen
broien beneath the irn-zhod
hooves of their steeds.

GOLGFAG'S DGRES

A sanowned marcensry
campary of ravenaus Ogre
Maneatars, Goiglag's crew
hawz a reputation for selling
thesr ervicas 10 the highest
bidezs, even if that reans
changing sioes well after the
battle is underway 2nd
paymants hava a'ready been
made. Such benavour could
stand in the way of Golgfzg's
Ogrezs paaing worthwhile
emgavmant, excapt for two
inescapable facts. First, they
are o unavoisably dargeraus
that it iz ahways better to
have them o your sidz thar
against you. Secoadly, they
are almost always on the
wirning side — and thus
nobody ives to spread
mmgers af thair
untrusoworthy nature,
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BIT OF THE WEEK: SCRAP PILE

If you are looking for a massive pile of
discarded junk including notched swords,
rusting cannon balls, battered armour
plates, pillaged banner tops and
unwanted wargear, then look no further!
The scrap pile found in the Ogre
Scraplauncher kit is the perfect
conglomeration of miscellaneous junk, as
salvaged by real life Gnoblars.

This is a brilliant bit for dioramas when
you need a heap of battlefield plunder.

r favourite parts are the pressure valve
[it's fun to imagine there's a Steam Tank
somewhere about to explode} and the
half-hidden blunderbuss.

THE BATTLE OF BLOOD AND PUS

In addition to the End Times duels we
plaved this week, we also pitted the
followers of Nurgle and Khome against
each other, with a vicious skirmish
between Gutrot Spume, leading a
regiment of Putrid Blightkings, and Skarr
Bloodwrath in command of the
Skullreapers. The fight was a nail biting
duel as daemonic weapons crashed into
putrescent flesh, but for all their fury the
worshippers of Khorne struggled to fight
through the billowing clouds of flies and
stench surrounding the Blightkings. After a
gruelling melee, round one went to Nurgle

— but Skarr wants a rematch at the head of
_a regiment of Wrathmongers,



DON'T THEY RUN OUT?
Hello Grombrindal. I've been reading
End Times stories and it accurred to me
that the followers of Chaos spend quite a
lot of time slaughtering each other,
especially the Khorne worshippers. How
come they don’t just run out of men?

- Jeff ‘Old World Logistics’ Samuels

blessea warmar o use tm
axes of such sive :-...__*-1- g
GROMBRINDAL SAYS e
The warriors of Chaos are in many ways THE BLOOD 'ﬂil.l!". ;
3 ; Krome raally appreciates
their own worst enemy. In Warhammer: Shan's effits or $ig
Archaon you'll see how the Skaramor battlafia‘d and will bring him
basically kill their way into command of barck to lfe, just.as long as
: e Skarr fights hard enough
the Chaos hordes. It's not an efficient way someching hie oreves by
to run an army, from a man-power point killing snamy hemas.

of view, but they seem happy with it. mu““‘ﬂﬂ"m

MNow, no right-minded Dwarf can really HEPnnr
comprehend that mindset (we fight to

The White Dwarf is a font of hobby protect our kin), but for the lunatics who suanﬂ
knowledge, a metaphorical repository fight for the Dark Gods, sometimes the

| of useful facts. If you have a question act of killing isn't just the means, it's also Blﬂﬂﬂ“’“ﬂ‘“
about Warhammer 40,000 or the end. As for why they don't run out of REOULAR LEOS
Warhammer, need a bit of painting warriors? Well, they have an incredible Euer ﬁmmk’f"ﬁﬁf?
advice or you're after a few tactical tips, amount to start with, Curse them. fi [P e SWW
dmp us a line: team@whitedwarf.co. uk - Grombrindal

READER’S MODEL OF THE WEEK

Tomas Pekar is a regular contributor to the If you've painted a miniature that you
pages of White Dwarf, this week wowing us think is worthy of a place in White Dwarf
with a quintet of Kroot warriors, just part of  then why not send a picture to:

his ever-growing Tau Empire army from the

Fal'shia Sept. Their green and cream team@whitedwarf.co.uk
colour scheme fits the colours of the sept
wotld perfectly, too. A coincidence, If it's something we can use, we'll be sure

perhaps? Or has their skin changed colour to get in touch.
with adaptive camouflage?




WHITE DWARF’'S REGIMENTS OF RENOWN

claimed victory for the Tyranids in its first appearance.
been locked in a bitter st The May ubbed the Murderer from the Deep,
of the Tau Empire's D¥ya pt on the Eastern i :neath a gunline of entrenched Fire

Fringe. As the Fir te frantically adjust their tactics : :
in an effort to hold back ious Tyranids, the ; ire 5
Hive Mind has turned its inexorable will towards died before a Crisis Team was able to drive the beast
overcoming the orderly battle li d disciplinec away, but that is of little consclation to the Tau.

fire drills of the Tau Empire. Tt attempt to Although they won the battle, the Fire caste are

turn the tide in the gruelling conflic

Mawloc to the battlefield. a move whi
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ISSUE 60 ON SALE:

* DROWN THE GALAHY...
e ...IN THE BLOOD OF ALL WHO VET LIVE!

* EXCLUSIVE WARHAMIMER 40,000 DATASHEETS

AVAILABLE EVERY SATURDAY IN GW STORES
WHITE DWARF DIGITAL AUAILABLE AT BLACKLIBRARY.COM

ALSO AVAILABLE FROM THE CREATORS OF WHITE DWARF..

WARHAMMER : VISI[INS

Warhammer: Visions is the
monthly magazine from the
creators of White Dwarf, a 236-
page visual feast of the best
Citadel miniatures in the world,
ranging from the latest releases to
Golden Demon entries and much,
much more besides.

WARHAMMER :VISIONS
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