CHAPTER APPROVED:
KROOT MERCENARIES

WD265 FEBRUARY 2002
$4.99 US - 57.50 CDN

: |
CETTUT TS

(" WWW.GAMES-WORKSHOP.COM  * 4

e LIPS




e e

SIRTRTAY

To coincide with the release of
the fabulous Dragon Prince
maodels, this month Anthony
Reynolds takes a look at the
mighty Dragon Princes of
Caledor, chronicling the history
of these proud warriors who
once rode the skies atop the
most majestic creatures

ever known...

valedor is a sparsely populated,
(_;'..'nlu;;lniq_' region in the west of
Ulthuan that has been the homeland of
the grear dragons for thousands of
vears. In ancient days, when the Elves
were at the height of their power,
before the great split amongst the Elven
race and even before the great wars
against Chaos, Caledor was the
mightiest of all kingdoms of Ulthuan.
Many of the early Phocnix Kings came
from Caledor and enjoyed great power
and influence, reigning unopposed for
almost four thousand vears = for who
could stand against the fury and power
of the Dragon Riders of Caledor?

Far beneath the smoking mountains of
the Dragon Spine Mountains, the
dragons made their cavernous lairs. In
those times, dragons were a common
sight over Caledor, and there was food
aplenty to sustain their pnpnl:!linn.
Larger, more powerful and more
intelligent than the dragons of today
the Caledorian dragons enjoyed
absolute supremacy of the skies. Their
breath could melt the hardest metals,
their claws could crush stone, and
some of the mightiest of their number
were versed in the magic arts. The
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THE DRAGON
PRINCES

The rise and decline of the Dragon Princes of Caledor

dragons were the strength behind the
line of Caledor

It was the legendary Caledor
Dragontamer who first earned the
respect of the great wyrms. The most
powerful Elven Mage of the time,
Caledor traveled up into the dangerous
sulphurous mountains alone. He was
gone for many days, and most feared
that he had departed this world unto
the next. Over a week later, a dragon of
€Normous proportions was seen in the
skies, and the Elves cowered before . It
wias Indraugnir, the most powertul and
oldest of the dragons, and on its back
rode the weary Caledor. Tales difter
about what ocourred on the unstable
volcanic mountainside. Many believe
that Caledor bound the dragon to his
will with his powerful magical arts and
his natural affinity with the creatures
(Others maintain that Caledor traveled
1o Vaul the Maker, the Elven god of
smithing, and entreated him to create a
magical metallic harness which he used
o tame the ferocious creature

The more conventional view that is
favored by modern scholars is that
Caledor matched his strength against
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that of Indraugnir. Their meeting was
said to have been an intense
confrontation of wills, and in the end
neither was able to overcome the other
It is said that Indraugnir was impressed
with the considerable spirit of the
mighty Elven mage, and that Caledor
respected the dragon’s noble heart
With mutual respect, the two agreed o
aid each other in times of trial

Caledor's descendants named the
desolate I::I:'||_|=-|_':_Ii‘.lr._' Caledor in honor of
their mighty forebear. Under Caledor's
instructions, immense granite fortresses
were built into the mountains, and the
nobles who lived there dwelt in close
contact with the dragons of the region,
the alliance benefiting both races.
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Thus the line of the Dragon Princes was
born, and Elf and dragon existed
alongside cach other in mutual respect.
Together, they rode the hot thermal air
currents thrown up by the volcanic
landscape. Though there were but few
Dragon Princes, riding atop their
fearsome dragon steeds, they were
unmatched amongst all Elves in the arts
of war. The line of Caledor gained great
political power, for none of the other
Elven regions dared challenge them.
These first Dragon Princes swere not
only mighty warriors but also powerful
mages, and they would descend on
their enemies from the clouds with fire,
magic and lance. None could stand
before them

[t was a time of danger and strife in the
lands of Ulthuan, for the powers of
Chaos were sweeping over the lands in
a nightmarish horde, destroyving all in
their path. The powers of the Old Ones
that kept the forces of Chaos at bay had
faltered, and an uncontrolled mass of
magical energy flowed over the world,
Daemons following closcly in its wake
In this major conflict, almaost four
thousand five hundred years before the

"

coming of Sigmar, thousands of Elves
lost their lives, and Ulthuan was a place
of terror. The realm of Caledor was the
only part of Ulthuan to successfully
stand against the Daemons, chiefly
thanks to the Dragon Princes,

The legendary Aenarion, wiclding more
power than any mortal being in known
history, journcyed to Caledor and met
with the Dragon Princes. With these
mighty warriors at his side, Aenarion set
out to rid Ulthuan of the Chaotic
presence. The Elves flocked to his
banner, hope filling their heavy hearts.
Leading the armies of Ulthuan, the
Diragon Princes rode at the forefront of
every battle, descending on the
creatures of Chaos with fury, and a time
of intense conflict began. It soon
became clear to Caledor that no matter
how great a warrior Aenagion was, he
could not stop the sickening tide of
Chaos, and something drastic

had to be done. or the

Elves would slowly

be overwhelmed

and eradicated

completely,
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Caledor put into motion a terribly
dangerous and risky plan that would
cripple the forces of Chaos. Aenarion
and Caledor argued for days and nights
over this decision although, in his heart,
Aenarion knew that this fight against the
dread forces of Chaos was a bartle that
he could not hope o win. Evenrually
overcome by despair and hatred,
Aenarion drew the Sword of Khaine
from its altar, where it had lain
embedded since the world itself was
created. Forged by the god Vaul for the
death god Khaela Mensha Khaine, the
blade was the most deadly weapon in
existence and could not be wielded by
mortals. Capable of slaying daemons
and gods alike, Aenarion became an
unstoppable figure of death as he
wiclded it, but, though he slew many
foes, still he could not stop the
inevitable wave of Chaos
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Caledor gathered around him the
greatest and most powerful of all the
mages of Ulthuan and journeyed to the
Isle of the Dead to begin their desperate
ritual. For days and nights they chanted,
the greatest convocation of magic ever
secn. The greater gods of Chaos
directed their minions towards the
small isle, and the nether-creatures
launched an intense auwack on the spell-
shields erected to protect the chanting
mages. Many Elves fell under the brurtal
assault, their minds faved, but the most
powerful continued their dire work.
Acnarion moved to defend the isle, and
the armies of Ulthuan traveled with
him. The sun was darkened, so great
were the numbers of dragons that filled
the skies, and EIf and Daemon fought
and died on the banks of the Isle. As the
daempns were slain, their bodies faded
into nothingness, disappearing from

_ this plane of existence; the Elven bodics

littered the Inner Sea, to sink to the sea
floor, and their corpses were washed
ashore for weeks to come.

As the spell, the likes of which has
never been seen again, began to take
effect, the seas began to rage violently
and the skies were ripped asunder by
great lightning shows that danced
across the heavens. The minions of
Chaos flew into a frenzy, frantically
struggling to resist the Elven magic that
threatened their very existence. Energy
pulsed through the earth and the sky,
and the Elves felt a terrible sensation as
the power ripped through their souls.
An immense cloud of twisting energy
appeared in the sky, swirling with
increasing velocity. Like a giant, inverted
tornado, it began to suck the magical
energy from the air itself. The carth was
torn apart under the immense pressure,
and trees and rocks were sent hurtling
into the spinning maelstrom in the sky.

In those terrible moments, the world
lost both the god-like Aenarion and
Caledor Dragontamer. In finishing the
powerful banishing spell, Caledor had
sacrificed himself Daemons began to
wither and blink out of existence as the
magic sustaining them was sucked away
to the extreme north and south poles of
the world. Simultaneously, the Isle of
the Dead itself faded from view. The
mages' terrible sacrifice to repel the
powers of the daemons had resulted in
them being trapped in a loop, out of
time with the rest of the world. Here,
for eternity, they would relive their last
moments in the great battle against
Chaos. It was to be the end of the great
tmes of magic amongst the Elves.

With the passing of these rwo great
heroes, the Elves were further
disheartened when it was learned that
Aenarion's wife, the Everqueen, had
been slain by the servants of the

Dark Gods. The forces of Chaos were

routed, but the Elves were leaderless.
Eventually, Bel Shanaar was chosen to
take the throne over Aenarion’s son
Malekith, and a time of exploration and
rebuilding began. This was not o last,
however, for the evil-hearted Malekith
began his plotting, culminating in the
death of the Phoenix King at his

own hands.

Following Bel Shanaar's death came the
time that was o be known as the Reign
of Caledor. With the power of the
Dragons at their backs, the nobles of
Caledor were the natural choice for the
leaders of Ulthuan, and they were well
respected as fearsome warriors and
proud racticians.

Early in Tethlis the Slayer’s reign as
Phoenix King, the dragons had started
to become increasingly scarce. The
eldest of the dragons were the first to
disappear, and it was soon discovered
that they were in a deep sleep beneath
the mountains of Caledor. Towards the
end of Tethlis's reign, the dragons had
become so rare that there were barely
enough for the Dragon Princes to ride
into barttle, and those that did remain
were voung and inexperienced

There has been much speculation on
the reasons behind the dragons’ great
sleep, though no one has ever come up
with a definitive answer. One possibility
relates to the reduction of magical
energy pervading the air in the years
following Caledor Dragontamer's
magical vortex. Some believe that their
sleep patterns are directly related to the
temperature of Caledor itself, for it is
said that Caledor as it stands today is
much cooler than it used o be.
Whatever the case, these days the sight
of a dragon over Caledor, once so
commaon, is a particularly rare sight.

In times of dire need, the Dragon
Princes journey into the halls of the
sleeping creatures and attempt 1o wake
the great beasts. More often than not
this ends in disappointment. When a
dragon does wake, it is usually one of
the younger creatures, and will
generally return to its lair o sleep
within a marter of weeks.

While the majority of the Dragon
Princes in these later times may never
ride the great dragons, their armor and
equipment bears testimony to their

great traditions, Their splendid dﬂgﬂn -

headed helmers are casily _
and their entire armament is de: “:
s0 as 1o resemble the great fi
that are an integral part of the Drag

i e’ IR of all the . TR usly again:
Princes’ history. Froudest the hm-:[ o his people. Imrik is the pride of

people of Ulthuan, they form a
distinctive and powerful element of the
High EIf armies. Although they are
nowhere near as devastating as they
were in times long past, the Dragon
Princes, mounted on swilt-moving Elven
steeds, are still some of the most skilled

and brave warriors within all
of Ulthuan.

The Dragon Princes await the day when
the dragons will wake from their slecp
and once again crowd the skies, It is
said that the Loremasters have foreseen
a time of darkness 1o come, a time
when a dark tide will flow across the
world once again. In this great time of
need, their prophecies say that the
dragons will rise, and that the Dragon
Princes will once again lead the armies
of Ulthuan against the hordes of evil.
The people of Caledor believe that
Imrik, the mighty descendant of
Caledor Dragontamer, will be the one
who will fight at the forefront of this
epic battle, that it will be he who will
awaken the great creatures, and that the
great dragons will follow him just as
they did his ancestor some four
thousand years earlier.

DRAGON PRINCE IMRIK,

LORD OF DRAGONS

Prince Imrik is the last direct
descendant of the great Caledor
Dragontamer, and in him is
concentrated all the power and nobility
of the great house of Caledor. His
proud bearing and unmatched battle
prowess harkens back to the ancient
times when the Dragon Princes were at
the height of their power. Imrik has
walked the ancient halls and the
mountains of Caledor for centuries on
end, mourning the decline of his
heritage. He is one of the few Dragon
Princes who is still able to wake the
sleeping dragons from the caverns
beneath the mountains. However, even
he can only stir a few of the majestic
creatures from their slumber at any
time, and he attempts this only in times
of great need - for each time a dragon
is roused, it is harder to wake it again
once it falls back into its dreams. The
mighty firedrakes recognize the spirit of
Caledor living within Imrik and hold a
deep respect for him. The dragon
Minaithnir has a particularly strong
bond with the prince and is the only
dragon who will wake from his shamber
whenever Imrik calls. upon the
back of this mighty and :

creature, lm:ﬂr. descends on his hﬂ

ple, he fights
st any whn threaten his

his homeland, representing the ideal
combination of strength and nobility o
the scantered people of Caledor, yet
they mourn that he is the last of that
proud bloodline and fear the day that
he is taken from them.
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Led by Imrik, the High Elves charge their bated kindred, the Dark Elves.
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he wce-cold wind whipped at Imnik's hair,

which [lowed owt in a contorting sr_:-l-.‘l-:n
wave behind ham Tl'.r-::-ugl'. gaps in the clouds
beneath, he could see the movement of armics
far below. tiny figures arrayed on the blighted
carth, obscured shghtly by the lashing rain that
r.h.lun:d down on the j:|.i:|r'.:~ The 5|:||.r|.|n-‘.g fanks al
his comrades could be seen, their bright armor
contrasting markedly with the dirk lamdscape
.'".1n'.'|n3 1E:in~:t them were the black-armored
forms of the hated Druchis, the dark kin of the
”l;.;i."l Elves. Imrik thought that from his vanfage
point they looked like 3 vicious horde of
scuttling insects, crawling menacingly over
1||.|.' Erﬂllﬂd

A d:cF- r:ll'l'l't'-]ml!; sousded [rom withia the chest
of lmrnk's prowd mount. the ancient grey-timged
dragon Minanthoir. The Dragon Prince. soul
banded o the |n:|l.1||'1'l1.' creature, imstantly became
wary, his sharp eyes gazing over the clouds that
billowed around him. Spying a dark shape
through the gloom. Imrik narrowed his eyes, his
I!|:|:'I1'|. |'.]|::|1l.'h|.r|.H_. W-:i. a *\.n‘ll. almiost
imperceptible whisper, Imrik directed the dragon
upwards. Beating his mighty wings. the dragon
soared higher into the air. entering another layer
l'.lf d.l:ll'li! L'Il::ll.l.d. P.Ihhl.l'l.!_ |h“:II.I.HI'I 1]|.|: Lﬂ]d
blankness, dragon ‘and rider came out suddenly
imta bright sunshi

Fa

The pair rose straight mto the air, flying
towards the sun. Abruptly. the dragon twrned
plr.:q.cl.ullv. m:'rr-l:mim: tail L-:Iillr.F‘_ majestically. For
a fraction of a second the powerful beast hung
motionless in mid-air, before plunging
dowpwards ||_|:ki1'|H his wings hack HEhﬂ\'_
:"I.Ti.n.nl]l.nlr Fl]u:n:m:h:d mia the -.|::-||:!-. |:l|'.r-.1|n:,,=
through them with tremendons velocity

Diirectly below the diving creature wis an
immense dark shape. As one, Minaithnir and
Ilmnk screamed a I.h.ﬂ]l:l'lﬂl.'. their crics
JDd:Ih[IrI.H.IJIh]LIbIC. In shock. the gleaming black
dragon bemeath them rolled to the side
desperately, almost throwing its rider from the
ornate saddle. A roaring burst of flame erupted
fram Minasthniss 3u|||:l. r-:r||i11ﬂ aver the black
creature’s scaled torso, which blistered wader the
furnace-like heat. Imrik's glowing lince descended
towards the Dark EN rider. 3 menacing figure
I:EI:]IJhI:d 10 h]l.l’.la Fl.lll:d dAFTRIEET TI'II: [Jlrk ]"‘H
twisted in the saddle away from the lance,
swinging his shield up to knock the weapon
asade. With a deft rofation of his wnst, Imrik
{htﬂ“{d !Ilh JLITL [I:I“'Ird!'i 1][: {cpier I'I!. thi: HE'IiI:.Id
The Elnwm:ﬁ WElpon p'.ml:]'l.:d straght through
the emblizoned shield. tearing through the metal
and sinking decply mnto the Dark Elf's shoulder
The lance tip tore throwgh the dark armor,
pushing through the Druchii Highbora's flesh
and smashing out the other side. The Dark Elf
howled in F-.:i:'u. his grey cyes ]':urnln_g coldly
with hatred within bis coclosed helm

The two dragonss clashed in mid-air, Misaithnir
scofing great gOuWges in his [oes side with
vicious cliws Iis cry echocd through the
heavens, and of smapped i3 ]lup,c pws ai the
Drragon Prince's steed. The dragons and riders
began tumbling towards the earth. picking wp
!P-:l:d as the |:r|.h.n|g__|-\::‘|. combatapts -Irnm]cd
Releasing his grip on his lance, lmrik, drew hus
sword in a swift movement, striking towards
the Dark Elf rider. With the lamce still

N

'-.\ \{: ) . H‘_‘a ;

"-'IZI:F'l'r embedded in his shoulder, the H|.|.I,|'.|:1-:|'rr.
parried Imrik's artacks with cossiderable skill as
they tumbled ever closer to the ground The
IETNETRCESE WY TENS 'I-I.Ih!'ll:d al I:I{h n1|'|.|.'r '“'Jl]'l |'.up|r
talosed cliws and 51ruggl:|:| o lach oate the
others meck with their. pws

As the ground raced up to meet them. the two
dt:gum kicked away from cach other, and then
descent halted. As they pulled sway. Imrik deftly
graibbed his lance with his left hand, wrenching
it from the Dark Elf's body as the two drgons
'|C'|'!-.il:.l1-::1 The Dark Eli igr-.l:l:-:l kax teeth 1E:in'-:l:
the pan They swung low over the battlelicld,
turning sharply 1o face cach other

Crimson blood dripped from wiciows wousds,
mingling with the rain and E.:IIiqu upon the
armics of Elves below. Imnk glanced down,
seeing hundreds of fices turned wpwards to
witness the mighty duel above their heads
Billowing green smoke drfted from the black
dz:gu:n'h tlired postrils as ot glared i hatred at
its rival With 1 tremesdous bellow, the two
dragons once agaim raced through the darkened

iky towards each other

As the creatures seared, Imnk locked his gae
onto the blick dragon's eyes. whispering into the
creature’s twisted, evil mind As the mighn
beasis closed on cach other, a2 look of fear
suddenly passed owver the bluck dragon's eyes, and
it {linched away from the gaze of the Dragon
Pantr -|. hat -||g|1l movement was r.-muﬁh o
Jﬂ‘:"l.i.ll'l'h:r [EIC Dt:l\. ['I[ '!Ii:r .ind. |IL||'|'H
sdvantage of the opportunsty, Minaithmir

surged forwards

With a shouwt, Imnk plunged his glowing lance
d::_l: imio the seck of the Black dragoa
Writhing in the air uncontrollibly, it began
I:|'1'rn|1ir|3 s hesd Irom side to side Poisopous
green smoke sccped from the wousd, apd 2
horrsd gurgling sound erupted from the fatally
wounded beast The dngon's rider looked around
in terror, With an I::I.FI]FI"EI.'.'E ]’!-C.I1i|13 of wings.
Minartbar F-ua]lc:l off from the crippled dragon,
which had already ]:cg_uh to fall

Imrik watched the dark shape plummet towards

the F;r-:n.lnd. ||.|.|.r||.|.nH towards the ranks ol

Dark Elves surging over the plans below.

Raising his horn to his lips. Imrik blew a

strong, tinEu.I::r mote that sounded ower the

FIII.I:H.‘\., choed |.'|'|.' |1IC -Cl'll:l:h uf 1|'||.1uil.11d5 nf
his kimsmen Amid & great burst of flame,
Imrik directed Misaithnir into 3 dive
towards his hated brethren on
the ground.
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(Imperial Calendar -2749 10 .2 t*_!ilﬁl]
~Grandson of the grear Caledor
~  Dragontamer, the Dragon Prince lnu—lk
- was chosen 1o wear the Phoenix Crown
_'- Wil thc passing of Bel Shanaar of
] - Upon his crowming, Imrik t
{:: name of Caledor the First, wh
become known as the Conqumzw g
Was a great King and a mighry wan
He took power :iur{ng 4 time of™

ashhlehtha

spells enacte .mgnrm.mt'r
and the othe jrm ha:ih;lﬂmhtd
the daemons e the Hqﬂms a0s, In

T * his delusions, ch_h!‘;-llc‘)'ﬁt[‘tﬁ'.u
' the daesmons “E'EE-HTﬂ act 5 him. 4ind
- that with thisie aicl b’ coul @i Last l,:_lh:'

ol of the Ciowrn. /e

5 p |
alekith's black so .-
gt the skills of the Mages s
. against him, and the
~ gleefully as the binding spells
slowly torn down. Ar the last
Caledor Dragontamer and the of
mages on the Isle of the Dead

into reality, sending their power ﬂirnﬂlg' ‘

into Nagarythe, before beirg -m-:i:pd
back into their torturous existende.
b Malekith's sorcery was blunted, a
' realm of Nagarythe ri pped apart
earthquakes and tidal waves. As h
& Was rent into pieces, the Witch Ki
used his magic 1o keep his greart CII!JI'_'E.
alloar, creating the mighry Black Arks.
and seuling in the lands of Naggarorh
o the wesr,

For the next century, Caledor led the
ple of Ulthuan against Malekith,
battling him on the seas and on the
northernmost parts of Ulthuan, 1t was
Caledor who had the foresight 1o begin
the construction of the great fortress.
Bates in the north, and he contifidied 1o

th: his -l:‘i'll'tl:ull]l' sustained camw'r

- J -

= B !
o e T T 1 & T =
g r- P s

‘!.'_.;.-,_ )

t nvcmh:lmmu
. His shi become

he trade routes; | n 3
opening up for the I’irst time Since the
sundering. I-‘r:rr 4 time', things fent well,
with the HI'I:'l*ﬂ[{_HIiEg.lmth i}EJng
pushed back by the now well:
established Elven navy. It wasn't long,
however, before the terrible conflict of
the War of the Beatd began, which was
1o prove disastrous for both peoples,
The Dragon Princes once again fough

at the Wead of the Elven armies. and
many-heroes perished in this wasteful

warsine of these was the LDragons
2% Pringess hm:i?ﬁh’i Eave her life 1o
“Hefentlithe I-'hm:nu:%ng 'I‘ll‘ihﬂﬂ'} o B #m,
P treachely, Evenmualhd ¢ aledor A
Wil fell in singlefcombar with .tfﬁi:_
o, E.w_rgl_:_h:l']'l_l;' l_.hm’t“lg.@:; i ledor been
A Mook the i"hrie_,r_u-; L‘.nﬁr'n JWT.MI‘ 3 a_muh may have
the Elves”, rmnﬁnr.c “i:‘;iha‘l\f p of the Dark Elves
phn Pupg oo ithout the ferocious 3
mcmm Thie Dvars still hold . cregiures Hjﬁj;hﬁ could not "
H‘t-l::rem:t Crown, deep within the exploit 'ﬁﬂ-

muunmim:lur- hresle

Tethlis - The Slay

Phoenix King Vi

1-304

(Imperial Calendaf -996 to -692)
The noble blood e Dragon Princes

Tethlis the Slayer,
‘mighty and

fore he came 1o
ady acted as the
of Ulthuan during
ssOr Caradryel

Mowed in the veins
and as such he was
respecied warrior.

the throne, he had
general of the armi
the reign of his
the Peacemaker,

Tethlis was a single-minded and
dI:tﬂ'hln:d individual who was fully

}
= :'. R . }.. _|
ey o _ '# * : T e e L

=-p

i quﬂn'i turned

v }Ff’DCd down wlthc-u mercy.

. Others hold that he tried o draw the

focused on punishing his evil-hearted
Dark Elf brethren who had slain so
miany of his kin. He fought the most
sustained war againse Naggaroth that
the Witch King had ever expericnced,
determined o end his rule once and

fur all The High ElHt,andmg army -
swelled o unseen level o
and, wlth his @:ﬂﬂl mind, - 5ol

I:ﬁ-c the Dark Elves . .
was as ruthless and cold as
Uf was. and his qualities of

died as armows 0
1s darkencd the skies,
;']Jli;der Tethlis's cool generalship the
male a secure foothold on
ﬂ'b?;hc:#ﬁm the rest of the army
s kand safely. the High Elves soon
Wn tofurn the banle inftheir favor,

hm:l Mﬁbﬂ:ﬂr

into a-wholesale slaughter
ol thousands f.'E'l]:lrE Elves

victory quickly enough. e B
Within*tlays of this victory, Tethlis -
himself was dead; rumors abound of
how he died, and many believe that an -~
assassin’s poisoned blades killed him.

wr
Sword of Khaine and was cut down by ur:
his own bodyguard, for the Elves long
remember the doom that 8]
befell Aenarion,

With most of the dragons having
entered their long sleep, the power of
Caledor and the Diragon Princes ks
diminished. and so it was thar Te g, &%
was the last of the Caledorian -
P'I:ﬂrni'.l: Kings. .
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TEGLIS, HIGH LOREMASTER OF
THE WHITE TOWER

ASSEMBLING THE MODEL

For easy access to the model, the
staff arm was attached to a flying
stand and painted separately. Both
parts of the model were then given an
undercoat with Chaos Black spray
before using thinned down

Chaos Black paint to go over any
areas the spray had missed

PAINTING THE MODEL
Fortress Grey was used as a
basecoat to paint the robe. Increasing

E ,‘} amounts of
ol

Skull White were
added to this,
finishing the
highlights with Skull
The m of the robe was painted with
Codex Grey, adding a small amount of
Skull White for
a single

White on its own.
highlight stage.

The blue cloak was painted with a
basecoat of Regal Blue. Enchanted
Blue was
added to this in
equal amounts
for the first
highlight stage
This was
followed by
adding Ilce Blue
tor the final
highlights. The
entire robe was
then given a
wash with

Blue Ink.

The silver sections of the model — on
the sword, helm, dagger and staff -
were painted with a Chainmail

basecoat. This was then given a wash
with a thinned down mix of Black Ink
and Blye Ink. A second layer of
Chainmail was then painted on before
highlighting with Mithril Silver.

The gold sections of the model were
aainted with a basecoat of Tin Bitz
followed by a highlight of Shining
Gold. These sections
were then given a
wash with thinned
down Brown Ink. A
second layer of
Shining Gold was
then applied and final
highlights were made
using Mithril Silver.

Teclis® skin was painted with a
basecoal of Dwarf Flesh. This was

then given a wash

' with thinned down

Bestial Brown,
followed by a second
layer of Dwarf Flash.
Highlights were
painted with EIf Flesh,
finishing by adding a
small amount of Skull
' White to EIf Flesh.

FINE DETAIL

The wooden staff was
painted with a basecoat
of Snakebite Leather. The
first highlight stage was

! Bubonic Brown followed
by adding Bleached
Bone to this for
successive highlights.

A basecoat of Dark Flesh was used to
paint the boots, with a small amount
of Bleached Bone added to this for the
highlight stages.

FINISHING TOUGHES

The book on the staff was painted
with Bestial Brown. The pages were
painted with a basecoat of Scorched
Brown with Bleached Bone added to
this for successive h highlight stages.
The runes on the book
were taken from the
High Elves Armies book
and stand for life

and death.

The runes on the hem of the robe
were first painted with Chaos Black
and then
painted
Skull
White,
leaving a
thin outline
of black
showing

The decoration on the white section of
the robes was painted using a
basecoat of Chaos Black. Skull White
was then applied, leaving a small
outline of black before Red Gore was
painted over the white. Fiery Orange
was then added to this for successive
highlights,
finishing this
| process with
Fiery Orange
on its own.

Gemstones Painting

High Elf models are often
decorated with precious gems and
jewels, especially champions and
special character models. Here is
the method that the 'Eavy Metal
team use to paint them.

From a Chaos Black
undercoat, paint 3/4
of the gem Red Gore.

Paint half your
gemstone Blood Red

Paint a crescent
moon of Fiery Orange
in the bottom corner
of your gem stone.

Paint a small stripa of
Skull White in the
black area of the gem
to create the illusion
of light catching

tne gem.

| A simple alternative
for painting gems Is
to apply several
coats of Hed Ink over
a white basecoat.

Another alternative is
to paint the gem red
and add a white spot
to the top of the gem
as a highlight.
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Continuing on from last
month’s War of the Beard
article, Anthony Reynolds brings
us the second installment. The
awesomely powerful War of
Vengeance Dwarf army list
allows you to recreate the

{ heroic battles of this time.

[ n the mists of tme, belore the rise
IU-I Man, a tragic war was fought
between the Dwarfs and the Elves,
rovo powerful races at the pinnacle of
their strength. This was a time of
legendary acts and powerful magic,
and countless heroes rose and fell
owver the course of the War of the
Beartl, known amongst the Dwarfs as
the War of Vengeance. Set against the
| backdrop of this epic conflict, the
Dwarf legend Brok Stonefist and the
| masterful Elven Lord Salendor fought
cach other numerous times during
| this bitter war, each one refusing o
back down from the other. Thousands
of years later, in these days of decline
for both the Dwarfs and the High
Elves, they would be regarded as two
of the mighticst warriors in the known
wiorld, but in their own time there
were many legendary individuals just
as powerful as they were. Thousands
of lives were lost in the brutal and
uncompromising clashes berween
Brok and Salendor, and they are
remembered by their descendants
with fierce pride.

—— e
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THE WAR OF
THE BEARD

Part II: The Dwarfs’ War of Vengeance

Brok Stoncfist of Karak Azgul was a
mighty warrior, ancient even at the
time of the War of the Beard. He had
led his clansmen to countless victories
carly in the tragic conflict and became
much hated and feared by the Elves
who fought his armies. Brok rose to
his position from humble beginnings,
spending several decades as a
MESSCNZEr, UNNINE Communications
along the ancient tunnels connecting
the various Dwarf holds that in times
of old were still in use. He knew the
tunnel layouts like no other living
Dwarl and seemed to have a mental
map of everywhere he had traveled. As
his beard grew longer and decade
upon decade rolled past, he was
sought out by many Thanes and Lords
to lead mining expeditions into
unknown territory and soon became
renowned for his subterranean
navigational skills

When the war broke out against the
Elves of Ulthuan, Brok was called
upon to guide forces from Karak
Azgul beneath the plains and attack
the Elves from behind their lines. On
one such mission, Elven arrows struck
down the Thane leading the army, and
Elven cavalry encircled the Dwarfs,
who then formed a defensive shield

I8 - FEERUARY Z002

wall. Seizing the initiative, Brok
screamed a warcry and stormed out of
the shield wall. Without thinking, the
Drwart warriors leapt after him, a
counter-attack that shocked the Elves
who were hacked down before they
could react. With Brok at the
forefront, the Dwarfs managed o
punch their way through the EIf line
and make a fighting retreat back 1o
their tunnels. Once there, the Dwarfs
looked to Brok for leadership, and
reluctantly he accepted. That night
Brok led the sorely depleted Dwartf
force through mnnels that had not
been in use for hundreds of vears and
directed the miners to excavate to the
surface. The tunnels came up in an
undetended area, and Brok led the
Dwarfs on a savage surprise attack
against the same EIf army they had
fought earlier that day, crushing

them completely

From that day forth, Brok was greatly
respected by those who followed him
He was given the honorary title of
Ungdrin Ankor Rik, Lord of the
Tunnels, and over the next hundred
VCars became one of the most
accomplished of all the Dwarf
generals in the War of Vengeance. He
led the Dwarfs of Karak Azgul to
countless victories and earned a
fearsome reputation amongst the
Elves. They named him Arhain-tosaith,
which translates roughly as ‘the
shadowy one of the earth’




e e

[t was only when Brok Stonefhist Baced
the armics of Lord Salendor of Tor
Achare, who would become his
ultimate nemesis, that he was ever
matched on the field of battle.

Salendor was a yvoung and brilliant E1f

Lord who led his troops with a
mastery far beyond his youth, having
heen alive barely two centuries. The
young Salendor was a calculating
tactician and a skillful master of the
blade. who was also versed in the

WAR OF THE BEARD PT.2 - 13

magic arts. His cool demeanor and
quick strategic mind served him well
against Brok, and the two quickly
became fierce rivals, Whenever the
armies of Karak Azgul appcarcd
behind the forces of Salendor he
managed to counter the attack, and
every ploy Brok attempted was
efficiently responded to by the young
Elf. At the Baule of Blind River, Brok
attempted to undermine the. ground

?f
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beneath the feet of Salendor’s army
that was marching through the night
Rumored to have been gifted with
mystical prescience, Salendor realized
the ruse at the last moment. He sent a
troop of Ellyrian Reavers galloping
over the traps and the ground
collapsed behind them as they raced
through the night. When the




dust-covered Dwarfs launched their
attack from the subterranean tunnels,
they found the Elves waiting for them
with spear and bow:

Owver the next hundred years, Brok
and Salendor clashed numerous times
in the midst of bitter combat, and the
meeting of these two mighty heroes
was always an epic confrontation thart
could last hours on end. Neither foe
could overcome the other, and neither
backed down an inch in these
contests. Brok was as strong as the
mountains themselves, and it is said
that no Elf ever moved as swiftly as
Salendor, as if he knew every move
that his foe was about to make even
before his enemy did. The pair sought
cach other out in battle whenever
possible, hacking their way through
countless enemies to face each other
in single combat.

It was in the great battle of Athel
Maraya that the pair had their final
confrontation. Several Dwarf armies,
including a strike force led by Brok,
besicged the doomed EIf city. Miners
guided by Brok tunneled bencath the
fair city walls, undermining them and
causing several wall sections to
collapse, creating breaches that the
Dwarfs marched through. Dragons
circled the elegant towers, descending
in devastating atmtack runs through the

city streets, incinerating hundreds of
Dwarfs who were cooked inside their
red-hgt armor. Brok and his battle-
scasoned troops came to the surface
in the middle of the city, striking with
brilliant timing to coincide with the
fall of the walls, and confusion filled
the streets. The Dwarfs fought fiercely
for every inch of ground they gained,
sultering horrendous casualties from
archers within the towering buildings,
dragon-tire and desperate EIf militia
who were fighting to protect their
own homes and familics.

Dwarfs bearing torches and Aaming
brands lit fires, which combincd with
the dragon-fire, resulted in a rapidly
spreading inferno, turning the city
into a deadly furnace. Both sides of
the battle were forced to abandon the
city or face being engulfed within it.
Just as these fires took hold of the
center of the city, Brok came face to
face with Salendor for the final time.
As the city burned down around
them, the two warriors weaved a
deadly dance of sword and axe,

ignoring the entreaties of their
comrades to flee the city. Elegant
bridges toppled and delicate rowers
collapsed, raining a fiery shower of
debris around the heads of the
combatants, but still they fought on,
ignoring all bur the movements of
their foe. Eventually, the Dwarfs and
Elves were forced to flee the intense
heat, leaving the two heroes battling
until the city was completely engulfed.

Thus the two rivals are remembered,
neither willing to back down from the
fight, and the laming city falling
around them until they were
consumed. Amongst the Elves, it is
said that even after death, the two
rivals continue to wage their war,
battling each other through the
millennia as ghostly shades. Amongst
the Dwarfs of Karak Azgul, Brok is
revered as the pinnacle of
Dwarhishness, personifving the
stubborn fighting spirit of his people.
Both will live on in memory as two of
the most brave and uncompromising
warriors of their people.

If you bave read this story and now want to recreate the battles of

Brok Stonefist and Lord Salendor of Tor Achare, then you are in for a treat.
We all thought the story of these two adversaries was so inspiring that we
bave decided to include the rules for them in White Dwarf 260.

Games Development bave been put to work and are now frantically writing!
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WAR OF THE BEARD

DWARF ARMY LIST

This army has been created so that

you can recreate the War of the Beard,

a tragic time of epic battle berween
two proud races at the htight of
their power. It was a time of mighty
heroes, powerful magic and epic

confrontations. This army may only be
chosen when fighting an army chosen

from the High EIf War of the Beard
army list, featured in last month's

White Dwarf — these armies would be

far too lethal to play against a
regular army!

CHOOSING CHARACTERS

Army Value Maximum  Maximum
Characrers Lords

= 2000 -4 |
2000-2999 0.5 Upw2
S, (i35, ) -7 Upio3

each + LMD +2 + 1
CHOOSING TROOPS

Army Value Core - Special © Rarc*

< 2 (M) 1+ -5

2,000:2999 2+ 0-6 -

3, 0000-3,999 24 0-7 -
£000-4999 4+ 08 R
cach = 10k +1 +1-1 -
* Mote: Mo rare choioss may be chosen ina

[raarf War of the Beard Army

DWARF WAR OF THE BEARD SPECIAL RULES

War of Vengeance Dwarfs bate
all Elves

No model may take Dwarf
handguns or pistols. No cannons
may be used.

Dwarf Rangers and Hammerers
may not be chosen.

Each Runesmith and Runelord in
the army gives the Dwarl player an
extra two Dispel dice in the enemy
Magic phase rather than one.

A single unit of Longbeards and a
single unit of Ironbreakers may be
chosen as Core choices. In
addition, any number may be
chosen as Special as normal.

Any unit of Longbeards that has
the Army General within it will act
as his bodyguard and become
stubborn (see page 85 of the
Warhammer rulechook).

Dwarf Lords may take up to

150 points of runic items chosen
from the Weapons, Armor and
Talisman lists.

Runelords may take up 1o

175 points of runic items chosen
from the Weapons, Armor and
Talisman lists.

Daemon Slayers may take up to
125 points of runic items chosen
from the Weapons list.

-

Thanes and Engineers may take up
to 75 points worth of runic items
chosen from the Weapons, Armor
and Talisman lists.

Runesmiths may take up to

100 points worth of runic items
chosen from the Weapons, Armor
and Talisman lists.

Dragon Slayers may take up to
75 points worth of runic items
chosen from the Weapons list.

Champions in units of Longbeards
and Ironbreakers may take up to
25 points worth of runic items
chosen from the Weapons and
Armor lists.

Dwarf Warriors and Miners may
take a runic standard worth up to
50 points.

Longbeards and Ironbreakers may
take a runic standard worth up to
75 points.

In addition to their normal runes,
all Anvils of Doom come with
either the Rune of Doom (see

page 51 of the Dwarf Armies book)
OR the Rune of Reflection and cost
235 points. If a double 1 is rolled
when attempting to cast the Rune
of Doom, the Dwarf Magic phase
ends immediately and all
remaining dice are discarded, no
other adverse effects occur.

"y
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DWARF RUNES
SPECIAL RULES

The Dwarfs of old knew many secrets
that have since been lost, and the
Runesmiths had a mastery of their art
that is almost unfathomable. The
following rules can only be used for War
of the Beard games.

MASTER RUNES

Several of the Master Runes were able to
be crafted by many more Runesmiths in
the times of the War of Beard than in
later times, and so are more commaon.
The following Master Runes do not
count as Master Runes in a War of the
Beard army, and so more than one of
each may be taken in a single arnyy.
Remember that the other usual rules for
Rune Items (see the Rule of the Runes,
p.19 of the Dwarf Armies book) apply
as normal.

Weapon Runes:
+ Master Rune of
skalf Blackhammer
¢ Master Bune of Alaric the Mad
*  Master Rune of Breaking

Armor Bunes:
*  Master Rune of Stecl
»  Master Rune of Gromril

Runic Talismans:

*  Master Rune of Balance {one dice
may be removed from the enemy’s
magic pool per Rune of Balance)

*  Master Rune of Spite

A High Elf mage confronts a Dwarf Anvil of Doom.

takes a Strength 4 automatic hit. If the
Wizard is still alive, the spell is cast
a5 normal.

RUNIC TALISMANS

RUNE OF SPELL-HATING
Runelords = One use only

The art of creating this difficult rune
bas been lost in time, although at the
time of the War of Vengeance, the most
powerful Runesmiths were familiar
with its intricacies. It is capable of
shutting down even the most powerful
af sorceries.

This rune may only be plaved once per
battle, and will stop enemy magic
instantly. The rune may be plaved wo
automatically dispel one enemy spell -
there is no need to roll. This rune is
even able to dispel a spell cast with
Irresistible Force.

50 Points

ANVIL OF DOOM

RUNIC POWER

RUNE OF REFLECTION

Casting value: 8+

With a mighty blow, the Runelord
strikes the anvil with a resounding
crack. Power arcs across the battlefield,
strilking towards an enemy wizard, who
suddenly loses control of bis powers

This spell can be cast on any enemy
Wizard within line of sight. One
randomly determined spell of the
Wizard's is automatically cast on the
Wizard himself and the unit he is with (if
appropriate). If the Wizard casts Drain
Magic on himself, it will be cast at Level
2. If Vaul's Unmaking is cast on the umnit,
the Dwarf player may choose which item
is nullified.

RUNIC STANDARDS
MASTER RUNE OF VENGEANCE
B0 Points

This ancient rune focuses the Duwarys’
innate batred of magic into a
devastating punishment against any
who dare to use it against them. Fven

NEW OFTION FOR

before the Mage manages to draw the DWARF LORDS

magical energy needed to cast bis spell, THRONE OF POWER 65 Points
fightning bolis feap from the sky, Instead of fichting on foot @ Dwarf Lord
dancing towards bim with a may choose to be carried to battle atop

devastating crack of light. one of the grear Thrones of Power.

Themmncnt‘mwerlsﬂlrhdhyfuur
rans, which gives the Dwart
ur normal WS35, 54

When a spell is targeted against a unit

with the Master Rune of Vengeance, but
before the effects of the spell are
worked out, the Dwarf player may:
choose to use the rune against th
casting Wizard. For each Power dll:e hat -
the Wizard has used to cast the spell, IH:“

‘l'hr_- Throne has Magic Resistance {2}

Naote: For those cunning players oul
there, NO you may NOT take any of
the Albion magical items in a War of
the Beard army — they baven't been

Sfound yet! Also, we bave found that
games with War of the Beard lists
waork best when they are at least
300K paints in size. This allows you

and your opponent to select lots of
characters, elite regimenis and special
magic items, giving rmuch more of an
epic feel to the battle.

-
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, cold wind, Morgrim snarled up

K.

Mnj‘gr:m tl:,.;irlum. the Elfdoam, =I|:|:l|:||:l:|

u:;: oo the '|.a|:rHc. iy ok “:5- |'uIJ
studded boots sosnded sharply in the silemce
of the cold, crisp air. Unconsciously stroking
his full beard, he gazed over the cdge of the
F'::|P|:r |.|'||:-c:-|.|.|,5||'. the s|-::-w|l.' dl':li[l.ll.u ;|.r_||_'||:|s
he could mst make out ey I'|,_.:ur-:5. on the
plans far below. His cold, grey eyes marrowed.
ind he felt the slow-burning rage mside hum
flare. The news had arrived that morning that
th: High King's son, the proud warrior Snorri
Halthind. had been sliim: cut down
dishosorably by the blick-hedrted Elven King
Caledor. Snorri was Morgnim's young cousin,
and the pair had fowght and feasted at cach
other's side oa many occasions. Tomorrow,
Morgrnm and his stalwart kin would face the
treacherous Elves on the plains and crush them
|,:.:1-rr]'|.' -||'||:1.' woild march r:]:ml-:as-l._}- lhr-:-ugh
the might, descending alomg the twisting
mountain paths through the darkoess. their

desire for vEngeance F'J'Hhinﬁ them ever omwards.

lurning, the proud Dwarf Lord surveved his
kinsmen a8 they marched down through the
deepening chasm. some fifty feet from has
position. [he steady beat of hard boots on
stopc and deecp resounding ‘h*“['-h-ﬂ. echioed up
towards him 15 dirkeess slowly descended
Smiling grimly to hamsell, Morgrim stepped
off the rock. sinking up to his knees in the
snow that had begun 1o fall Lgain, and b:&;n
o work his way back to join hus comrades

A dufcnins roar suddenly echoed up from
behind him. and :"'.fnryr'.nl swung afoumd,
pu]]:np‘ the heavy, runc-encrusted axe Irom his
back. Stinding looking over the cliffSfage: the
hellish noise got louder wotil. with a
tremendons burst of air an immense hIHt et
drl.s_nn scrcamed Up over the p:rnﬂpl-l:l_wﬁ
[EIR S:p.l:lnl:mg his EYES J.ﬂ.li.ll’l: Il'h.h‘lils*

_ I TERSE
createre as it shot mto the Eﬁﬁ'hud. An
armored figure rode wpon the back of the
proud creature and. seeing Morgrim below.
gestured towards him with ap ornate lance, The
dragon twisted cllortlessly through the ar,
coiling lithely overhead to face the lone Dwarl

Iy F!qmm:l:d from: the sky, dropping throwghgs*
k.

the falling snow towyrds Morgrime immense

tlons poised 1o strike and the Dragon Prince ‘

hince aimed squarely ar hus chest.

=
R

A florry of crossbow bolts streaked through
the air towards the diving cresture, "L'-"':hﬂ'-ﬂ-ﬂ.
harmlessl§ off its gleaming blue scales. Huge.
slinted eyes filled with intelligence and cuaning
were locked on the Dwarl Lord As it seared.
it reared wp so as to pass over the Dwarl, and
scveral black-shafied bolts punched into s
soft underbelly. It screeched. more in shock
than actwal pain. and weered to the left. The
skillful Dragon Prince compensated for this
sudden movement, {hin!,mg the lh!]: of his
lance, and struck owt at Morgrim as the dragon
swept overhead

Holding his double-headed axe tightly in
steady hands, HI.'ITEr'iIrI slashed 11 across hes
body with astounding swiftness, shattering the
lamce ‘that descended towards him. Runcs on the
axe-halt lefi a glowing trail of light through
the air, With 2 .Iighlnips follow-up maove,
Margrim whipped the axe over his head,
cotting o deep gowge alosg the dragons hind
leg as it rolled through the air above him

Although he could hear the shouts of his
comfades, who were running heavily through
the snow to reach him, the grim Dwarl knew
Tl'itfr' would mot arrive in time to ad him. The
dragon rose it the air, twrnng gracefully
before descending towards him once more
Pulling vp sharply qust before the Dwarl Lord,
the creature opeped 113 mouth wede, s pw
m‘l:rE!.tI:I:IdII'I.H and 115 chest thuud:nH_ with &
sharp intake of air. A burst of roaring flame
billowed out of the serpentine maw. rolling
over Morgrim. Steam rose in 2 great hissing
cloud a5 snow and e melied weder the
furnace. but the grim {:!_ur: remained
untouched Flames gushed around him
harmlessly as ancient runcs on his armor and

helmet glowed hri.a]'ul:l:,.-.

Frustrated. the dragon Jurched towards the
Dwarf with a savage roar. cyes lilled with
malevolence. Snow and ice
remained untouched by
the beat in & Fﬂ[ﬂl

circle around

L .HLFL

Morgrim, who let out a rour of hus own,
raising his axe high above his head. The
cqu.Ban ||,|.|13f.'-:‘| fn'r'lr.:rdﬁ. ils l'll:ld dllllﬂ.ﬁ aut o
smap at the lone figure. Morgrim swung his
axe in a powerful arc. impacting with the side
of the blue dngnl's head just as o came mio
range. cutting r!::;u]_-.- imto the tough, scaled
skin and hattering the dragon to the side
Lesning forwards in his saddle, the Elven rider
slished his sword towards the Dwarf, but the
attack was smashed aside with a disdanful swat
of the axe Leaping forwards, Morgrim siruck 2
thunderous blow with the ancient rune weapon
into the drgos's neck. The decorative blade bt
decp into the sinuous creature, nearly scverning
its head

The dragon jerked backwards with a gergling
screech, dark blood pattering imto the perfectly
white saow. It crashed down inio the gr-:lund.
1|1r:~:h|.r|.g wildly in s death throes. The
.DI:.I#IZIEI Prince tried fnnh-n.”fr to free homself
of the haraess holding him to the saddle. but
before he could mamage the buckles, the dragoa
rolled over the :r!p'l: of the precapice iu:ﬂ a5 il
fell. the EIf looked up and locked eyes with
Motgrim. Behind the ormate helmet. Morgnm
could sce pale grey cyes lilled with fear, and
the next moment the [laling par |:|:|=.:|:'|:-|:Jr|:l:|
frodm view, Fll.l.l'll.l.'ll.f‘[l.l:l.! down info the cloods

The Dwarl stood locking over the drop, has
eves cold. As his kinsmen arrived breathless ai
has m.-:{r. IIH.".' ﬂ.l.fl:d al theie ]_ufd il fevErcnt
silepce. Eventually he tormed to fice them
“Tomorrow,” he sid in 2 gravelly vouce
“Tomorrow, the ficld of batile wnll be swash
with El blood We will take 2 heavy toll to
make them pay for thewr treacheries

Without another word Morgnm turned,
shnu]dtjlut{ his bloody axe and began 'd.'a.ll(:ltlg

=
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THE FALL OF MIRAG

Interpreted and penned by Scribe Alessio Cavatore.
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_Two days later, when Prince Lorenzo reached the cefused. With the few loyal soldiers he had left be =
ruins of Miragliano at the head of his army. all rushed in hot pursuit of the Skaven army that,
that was left standing of the once proud city were {oaded with looted
., the scarred ruins of the citadel There the Prince retreating back towar
" found the head of Bernardo da Noli on 2 pike in Prince and his followers reac
front of the citadel's gate. No bodies were rearguard on the outskirts of the marshes and.
recovered, only a few charred bones. and of the although severely outnumbered, charged them.
i young Prince Giuliano no trace Was found. It 15 Nobody could stand against the crazed Prince - the
' said that, mad with gricf. Prince Lorenzo wept tears Skaven routed and were cut down mercilessly. but
i -of blood, cursing the silent skies. the main Skaven army had already disappeared into

. " The mercenarics which constituted most of his the marshes.

" army Jbandoned him, sccing that therc was nothing Without stopping: Prince Lorenzo advanced into the
. feft that the Prince could pay them with. The Blighted Marshes calling the pame of his lost son.
. contingents of the other cities of the Alliance. The pcmmhl mists that covef those accursed
- gerrificd by what they had seen. made their way swamps closed behind him like a heavy curtain.
pack home 1o defend their own territorics. They marking the exit of the House of Miragliano from
offered succor 1o the desperate Prince. but he the stage of Tilean history.
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The Skaven have once again risen

from the tunnels of the
Under-Empire and now threaten

to overrun the world. Prepare for
the rule of the Horned Rat... 5 .
A sneak peek at the forthcoming Skaven book

Clan Moulder Packmasters and Rat (gres Clan Pestilens Plague Monk

i he vile and malevolent Skaven Black-clad Assassins of Clan Eshin slink deadly war beasts to unleash upon

! gnaw through the roots of the through the sewers and enforce the their foes. These are the four greater
Old World like a maliggdnt cancer rule ofthe Council of Thirtcen with clans that arg available o the Warlord
Their Under-Empire s eads cver ; Crr T i'__‘ i --ﬂ_ bid Plaguc clans. for alke ...

g capital v magical pestilenccs and f

- -

lie: hiclde

SO L

| ourward from ([SESPTS
| ancient evil, Skavcogl
hordes of vicious rats)
waiting to bring the final
upon the unsuspectin

|
Powerful GrefSeers are the prophets

of the -l Rat and agents of the

l.'Znu,p:(i'L _

tough the ancient and evil

T e o e

: : 3 s F the Skaven race,
Skaven society is don I the

f oy . Jn o L .
structurgsfclans, with J Varlord destruction with their k edge ¢ | 1@ their ultin ate
Ii.'|;il'l#p the b K ; ! nd magic. Foul | THASLED: ; =T ,..-::' -‘?:"- il
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Grrey Seer Thanguol

he Skaven Armics book is soon to

be unleashed, o the untold
delight of many a Skaven Warlord and
Grey Seer. Included will be
background and rules that will allow
vou to field the rat hordes in
Warhammer games.

The book brings new machinations
from the foundrics of Clan Skryre,
such as the recently created
Warp-lightning Cannon which
unleashes its unnatural warpstone-
powered lightning upon the oe. Also
recently created is the Ratling Gun
Crewed by a team of two, this is a
multi-barreled, rapid firing weapon
which can support the Clanrats in a
similar way to the dreaded Warpfire
Thrower tcams

There is new Skaven magic as well,
with spells like Plague and Death

Frenzy. Appropriately Skaven cast with
Irresistible Force on a roll of 13

Notable changes to the Skaven army
are that Clanrats make up the bulk of
the force, and this governs the
number of more specialized units
available to you. Night Runners and
Tunnel Runners are new units for
Clan Eshin

The new metal miniatures to be
released include a magnificent
Screaming Bell, Rat Ogres, Assassins,
Stormvermin, Ratling Guns,

Gutter Runners and chittering

Rat Swarms

Thanguol returns to destroy anyone
who gets in his way and is assisted
his bodyguard Boneripper, whose
remains were recovered by Clan Eshin
assassins and reanimated by the
sorcerous magic of Clan Skryre

e =

At 3 glmcl: Th.l.m!uuf saw that most of
the Dwarfish uwnits had formed up in
squarcs ready to resist the two-pronged
Skaven attack. The initial Skaven rush had
reached the Dwarfish line. It had broken

inst it like the sea crashing down on 2
rock. but the Stormvermin. at least, were
still fighting As more Clanrats ind Slives
poured into the mélée, slowly the weight
of numbers was starting to tell Even as he
watched, one closely packed Dwarl wait
started to break wp, ind the mélée became
close and general Under such
circumstances, the number of
Skaven wis 1 considerable :d'l'in'l!igt.

Thanquol saw one Dwarl warrior bludgeon
~a Stormvermin with his hammer, only to
be leapt on from behind by a Skavenslave
While the Dwarl Irmiuﬂj tried to
dislodge his clinging foe. he was dragged
down like 2 deer surrounded by housds by

the rat-man’s fellows. As he disappeared
under the pile of Skaven bodies, he
managed 1 last blow with his hammer,
smashing a Clinrat's skull and sending
blood and fragments of brain everywhere.
Thanquol felt no pity for the dead Skaven
He would ghdly make such a trade for 2
Dwarf life. There were always plenty more
stupsd warriors where those had come
from. Thanquol keew that out of all

Ehwmmlfhmmhwm

Thasquol wtched happily 8 Jiaiptees
blaze flung from a warpfire lh'm,
lmmmd:dmiufﬂnrh in

their armor, ca ﬂlmhu.nﬁ

reducing them E.ﬂsm skeletons ud:ih
to wind-blown dust within mere heartbeats.
He was considering rewarding the weapon
team when they themsclves vanished i an
CROrMOUS green firchall, killed h‘f their
own malfunctioning weapon. Still. thought

Thanquol, at least they served the greater
purposc... his purpose.
Slowly but surely. across the whale
bartleficld the tide was turming n favor of
the Skaven The Dwarfs were well-
disciplined and brave i their foolish way,
but they had been caught unprepared.
Many of them were wnarmored and
equipped only with the hammers they had
been using 1o work with They were
inflicting incredible casualtics on the
Skaven, but these were meaningless.
Thanquol did not care if they slaughtered
his entire force. just so long as the
Dwarfs were all dead by the end of the
evening. So far, he congratulated himself
heartily, things were going yust exactly as
he plinned

Excerpt from Daemonslayer

by William King E
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Waamer arhammer

look at the

Wianer gne chronicles

background and
game mechanics,
frequently stolen
from in-progress

Presented by Gav Thorpe

I bave scoured the globe for this month's delighis and bave unearthed a
legendary mercendry general from across the World Pond. Marc Mann is,
to put it bluntly, mad about Dogs of War, and this is the first of several
dt"ﬂ":]ﬂ]:'m‘:mﬁ articles be bas written which we bope to feature in this magazine

here at the Studio.

It 1[5{':_ acts DOGS OF WAR
oty SPECIAL CHARACTERS

Warhammer Plil‘Fl‘:I!'E Hackground information for these characters can be found in the old Dogs of
: War book. The Dogs of War army list and Regiments of Renown can be found
who have pmductd in WD250 & 1. in the Warbammer Annual 2002 or on the Games Worksbop
ins ier-. WE". website fuwr gamesworkshop, com warbammerworid warbammerjdogsofwar). Al the
moment, these rules may only be used with permission of vour opponent, bt
thuughi—nut and flease try them oul and give us your feedback so that perbaps this might
i:!l:'l.'-itjllg additions change in the future. A Dogs of War army may take the following characters.

to the game. MYDAS THE MEAN

'F.IF JERrd D b1 WS BS 5 T W [ A Ld

a good item for 2 t 2 R
'Ir'I.I:H-Ei:.-.Hmur B U o o, T
Chronicles then I i 1 B

e - L Pt :
R R S e

Hrrite fo:

i ‘ a8
Gty Thorpe Horse R 3 : 3 4 | 3 I i

{Warbammer
Chrovicles)
Games Workshop, Weapons: Hand weapon
Willone Rogel, Lewton Armor: Shield, heavy armor

o I iy 5 2W A .
Nt tinglaim, N W SPECIAL RULES

Any rules queries, elc, The pay chest: The pay chest is taken into battle so that Paymaster Mydas can keep
will be shredded for an eve on its whereabouts. Sheikh Yadosh, a wealthy Arabian moneylender who has
Searen bedding, so accompanicd Mydas since his days in Sarosa, is given the task of keeping the pay
sengd them to the chest secure during battle. Placed on a light carriage ridden by Sheikh Yadosh, the
Roolzhoyz al Games pay chest inspires acts of heroism and bravery amongst mercenaries, hoping thar
Waorkshop Mail Order. by such acts they will be paid a bonus. The pay chest counts as a charior in all
and not 1o respects, with the following exception. When the pay chest charges into combat, it
inflicts only D3 impact hits. In addition, any friendly units within 6° of the pay chest
may re-roll any failed Psychology tests. The pay chest has an armor save of 5+

Points: 320

Wearhgrmmriner

Chronicles

The pay chest may act as a separate unit from Mydas and his bodyguard on
the batleticld

Mydas's Bodyguards: This bodyguard, made up of hand-picked galley slaves from
pirate men-ofwar, always accompanics Mydas the Mean These bodyguards were
freed from their former masters by a very generous portion of gold, and they are
all deeply grateful for their freedom and are ferociously loyal to the Paymaster. All
of these men are very large, muscular, bronzed and hardened by years of labor as
carsmen in a man-ofwar. The following rules apply

The bodvguards must be at least 9 models strong, not including Mydas and Sheikh
Yadosh. The points cost for the first @ models are included in the points cost above.
Yo i ailid Lt 15 more models ar 11 |'_||_|i||.l:~. for each additional muodel.

I'he Bodyguards are equipped with heavy armor, halberds, and hand weapons.
'he Bodyguards have a Standard Bearer and a Musician

[he entire B ..;[-.-:,_|||.|.|r..| unit is stecbborn as long a Pavinaster Myilas is alive

Mo other character in the army may join Mydas's Bodyguards

When setting up, deploy Mydas and his Bodyguards at the same time a5 the
other characters




il il

N R e .

.

MAGIC ITEMS

Treasure Map

Mydas has drawn a map to all of his hidden pay chests on the back of
parchment inscribed with a number of Liz
parchment contains a trust spell, which EMPOWETs
those who would otherwise do him in. The
baitle; roll a D6 1o determine the effect.

One friendly unit chosen at the start of the bartle has 2 + 1 to hit in close
combat for the rest of the bartle

The Crest of Mydas

A priest of Myrmidia forged the runes on the Crest of

Mydas. Mydas the Mean mounted this item onto the

lock of his pay hest as a good luck charm. When
he goes into battle his weapons and those of
his men glow with a dull golden light. To
represent this, every anack from this
unit counts as magical, thus

a picce of
ardmen glyphs on the reverse side. The
the holder to be trusted by
map has different effects for each

1-2  Mydas’s Bodyguards add +1 to their combart resclution

3-4 Any friendly unit may use Mydas's Paymaster Banle Standard ability up
ter 18" from Mydas instead of the normal 12°,

50

Mydas the Mean counts as both a Hero
and a Special choice. If you choose to
field Mydas the Mean in your arrmy, be is
the army's Paymaster. He must be fielded
exactly as presented bere and no exira
equifnment or magic ftems can be bought
Jor b,

ST TR L o

% able 1o wound ethereal
creatures and so on o
e — s
LUCREZZIA BELLADONNA
M wWs s 5 T W | A Ld
Lucrezzia Belladonna 4 3 3 3 4 3 3 1

Poimts: 380
Weapons: Sword and stiletto dagger.
Mount: Barded warhorse

SPECIAL RULES

Master Sorceress: Lucrezzia Belladonna is one of the most powerful sorceresses
in Tilea. She is a Level 4 Wizard and may choose either the lore of Shadow
or Death.

Stunning Beauty: Lucrezzia Belladonna's beauty has an amazing effect on the
buman mercenaries in the army. To represent this, any human unit within 8 of
her automatically rally - they stop flecing and rally as soon as they are within 8"
This alfects fleeing troops during the opponcni’s turn, as well. This does

not affect
any troops that are immune o psychology

Expert Poisoner: Lucrezzia Belladonna is rumored o be

paisons. No one has ever lived to tell if this true or

poisonous skill, use the following rules:
Lucrezzia's Kiss: She has been known to kiss the

her champion. To represent this, any one
Blow due 1o the potency of the

an expert at preparing
not. To represent this

weapons of a hero who she takes as
character or unit Champion gains Killing
poson in her lipstick.

Stiletto dagger: All of Lucrezzia’s attacks are Poisoned Armacks. She
stiletto dagger which counts as an additional hand weapon

Potion of Pavona: At the beginning of the battle, Lucrezzia may give the potion to any
one character, unit Champion, or ke it herself. Roll a D6 and if vou roll 2+ choose
that number of that model's characteristics o improve by +1. For example, You roll a
4 and you choose to improve the model's WS, T. W and 1. You cannot apply this
bonus 10 the model's Leadership and cannot increase a characteristic by more than
one. If you roll a 1, the model loses one wound: if this kills the model then it counts
as a casualty for all purposes

alzo carmies a

Phial of Poison: Lucrezzia hires an ‘agent’ prior to every battle. This agent will sneak
nto the enemy camp and atempt o poison the enemy leaders. To represent this, roll
a D6 at the beginning of the barttle for each enemy character. A roll of 4+

means that the character has been poisoned and stars '
the battle with one Wound less than normal,

T R

Lucrezzia Belladonna can be taken as a
Lord choice, but she will use up one af
yerir Hero choices as well, She must be
fielded exactly as presented beve and no
extra equipnnent or magic items can be
bowught for ber

—
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i / Each of these famous Mercenary

generals will always lead their

Mercenary army. Only one of these
beroes may be flelded in a single army.

Borgio the Besieger can be taken as a
Lord choice, bt be will use up one of
your Hero choices as well. He must be
Sielded exactly as presented bere and no
extra equipment or magic items can be
bought for bim. He must be the army’s
Greneral if taken.

BORGIO THE BESIEGER -
MERCHANT PRINCE OF MIRAGCLIANO

M Was  BS 5 T W 1 A Ld
Borgio the Besicger 4 [ 5 i i 3 5 4 9

Poinis: 250
Weapons: Mace of Might. lance.

Armor: Armor of Brazen Bromee, shield

Mount: Barded warhorse.

SPECIAL RULES it

Difficult to Slay: Borgio the Besicger has an almost unnatural ability 1o withstand
pain and injury. If he is reduced o zero wounds, then do not remove the model,
but Lay it on its side and leave it in place. At the end of the phase, roll a D6, On a
1-3, he is removed as a casualty as normal. On a roll of 4 or more, he stands back
up again with a single Wound remaining,. ;
Beloved General: Borgio the Besicger was beloved by his men, and the people of
Miragliano. To represent this, any friendly unit within 18" may test on Borgio®s
Leadership. This rule replaces the normal rules for Generals found in the :
Warhammer milchbook (page 102).

Magic Banner: Borgio the Besieger is the Merchant Prince of Miragliano, and
because of this one unit of Pikemen or Heavy Cavalry may carry a 50 point Magic
Standard. This rule does not apply to Regiments of Benown

MAGIC ITEMS

Mace of Might
Borgio made this weapon out of a cannon ball that hit him square in the chest, yer

did not kill him. From that point on it has become his good luck charm. If Borgio
rolls a 6 to hit with this weapon, that hit will be at Strength 10,

o e

Armor of Brazen Bronze d
This counts as a suit of heavy armor that also conveys a Ward save of 5+, g

Monsirous Mask Helm

1 (rhazalk Khan can be tabken as g Lord

{ choice, but be will use up one of your
Hero choices as well. He must be felded
exactly as presented bere and no extra
f_'tﬂi'i]'}.l;ﬂl"ﬂf or magic items can be
bowght for bim. He must be the army's
Crerreral if faken,

WARHAMME

This Helm causcs feqr. :
GHAZAK KHAN - TERROR OF THE EAST ;
M W5 BS 5 T W I A Ld :!|

Ghazak Khan 4 T (3] i A 3 i 4 ]

Podnits: 350 (Ghazak Khan 305 pts, Warghan 45 pis)
Weapons: The Red Scimitar and a bow
Armor: Heavy armor and a shield

Mount: Ghazak Khan rides the giamt wolf, Warghan.

SPECIAL RULES

Warghan: Warghan is a monstrous woll that Ghazak Khan uscs as a mount.
Warghan causes fear, has thick fur giving it a 44 armor save, and counts as a
MONSIFOUS MOUnE.

War Cry of the Steppes: When Ghazak Khan charges, he lets out a mighty war cry
that freezes the hearts of his enemies. To represent this, any unit that he charges
will not be able to stand and fire or flec as a Charge response. This does not affect
a unit that is immune to psychology

Quell Animosity: Ghazak Khan is such a fierce general that even the most unruly
Greenskin thinks twice about acting up when he is close by, Any [riendly Orc or
Gioblin unit within 6" of Ghazak, so long as he is not flecing, may re-roll a failed
Animosity test.

MAGIC ITEMS

The Red Scimitar
This sword has a -3 save modifier and any model wounded by it loses D3 wounds
rather than just one.

Daemonhead Helmet

A powerful wind demon is magically bound 1o defend the wearer of this helmet if

he is ever wounded. To represent this, once Ghazak Khan has lost a wound, he =
gains a 4+ Ward save and Magic Resistance (1) for the remainder of the bautle.

1
3 e
- ki SRR e o e
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LORENZO LUPO -
MERCHANT PRINCE OF LUCCINI

M W5 Bh 5 r W | A L

Lorenzo Lupda 4 6 5 4 4 3 L £
Points: 3040
Weapons: Sword of Lucan

Armor: Heavy armor, Shield of Myrmidia

SPECIAL RULES

Fight.‘-i on Foot: Loremnzo is a Viery CCCEninc man, in that he |'lr1.'|-'.'F'1 L8] “:i.'.hl. O BCeOE
in the style of his ancestors. He always takes his place at the front ranks of his
pik{:n“'n.nr leads his soldiers on his men-ofsar, This is very inspiring to his men,
and they are eager o fight for and defend their Merchant Prince. To represent this
when Lorenzo is in the front rank of any infantry regiment (including Regiments
of Renown) he adds +1 1o the combat resolution for that unit. If, for any reason
he leaves the front rank, they lose that bonus

Mighty Athlete: Lorenzo follows many of the classical athletic pursuits that his
ancestors practiced, and as a result he is a very well-built, muscular man.
He regularty rows acnoss the Tilean Sca, wrestles the mightiest opponents or runs
from one end of his princedom to the other. To represent this, roll a DO o
determine which pursuit he has been following prior to joining the army

(5 Pursuit Effect

1-2 Running +1 Toughness
3-4 Wresiling + 1 Artack
56 Howing 41 Srength

Magic Banner: Lorenzo Lupo is the Merchant Prince of Luccini, and because of

this one unit of Pikemen or Heavy Cavalry may carry a 30 point Magic Standard
This rule does not apply 0 Begiments of Renown

MAGIC ITEMS

The Sword of Lucan
This sword has the ability to ignore armior saves

Shicld of Myrmidia

This shield has a 6+ armor save which is combined with other armor as normal
In addition, every enemy model in base-to-base contact with Lorenzo loses
one Atrack

Ring of Luccina

This is a bound spell with Power Level 5. This spell requires no power 1o cast; all
the power needed is in the ring itsell. When cast, all fleeing friendly troops within
B" of Lorenzo will rally automarically.

Lorenzo Lupo can be taken as a Lovd
choice, bul be will use up one of your
Hero chodces as well. He must be fielded
exactly as presenited bere and no extra
eqripment or magic items can be bought
for bim. He must be the grmy's General
if teikeent

e
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For this month’s battle
report we introduce the
all new High Elves as they
attempt to stave off an
attack by the necrotic
minions of the Lahmian
Vampire Counts...

The High Elves have had a make-over.
Not only in terms of rules and a

fantastic new army book (not enough
beards and runes for my liking
though. . - cd) but also the host of
splendid new miniatures which we've
released alongside it. And, as tradition
demands, we wanted to show how
they performed where it mattered

on the ficld of battle.

This month’s battle report is
straightforward yvet with a

subtle rwist, ..

We decided to keep the scenario

——

mongst us. and alrcady they march

rough the eptrance of the pass. The El

: who addressed the prince was dressed
in 3 white fur cloak, a trophy of the hunt he

¥ had once p-r:riﬂrmzl:l 15 his rite of passage

3 Prince Acthis nodded im acknowledgement
+ before turning 1o face 3 mage who stood by
. ‘ih.li side
- .'-lhn.m:s. my beother, you have proved

wrsell = 2 wise mage OB OBf VOYIge abroad
How do the winds of mag blow this
b wocful day?”

' Some arcane symbols as he did so.

BBy all accounts, good brother., they should
favor ws. for the winds of Ulthuan bless

our kindred ™
. “Cood” the White Lion warrior spoke out.

Nord of Prince Acthis Flimchearer's position
¥ was duc He stood before a prince and

\ddressed him s his equal. instead of keceling

s custom dictated. But the prince keew the

White Lions 1o be loyal fighters and was not

ibout to chastise him for his igporance "My

scouts report that the force 15 fed by vampurcs.

We will peed all thie advantage we can get if
e arc 1o stop the march of these

unhaoly creatunes”

. 4The mage raised his hand. his fingers forming

’il'hi: watrior did not show the courtesy that a

Prince Acthiss force had bees marching back

through Chrace towards Caledor after uxquths

of war when the band of White Lions, fierce
& and loyal husters from the mountains, Iudl
. halied thear passage The leader of the White
r Liops had saformed the prince abaut lI_1.|E
Undead horde marching without opposition
ards Tor Acharc, the capital of Chrace.
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simple and thus chose the trusty is none other than Mark “The Count’
Pitched Bartle. The armies would each Raynor. Mark carned his
be chosen to a 2,500 points limit, All nickname, not just on account of his
very straightforward, until we reveal looks, but because he regularly wiclds |
the players. The Undead will be

an Undead army. With this year's Dark |
Shadows campaign he started o
collect a High EIf army and did very
well with i,

commanded by Alessio Cavatore.
Alessio has been Games Workshop
Warhammer stalf champion rwice,
and, as well as working in the
Warhammer Games Development
team, he wrote the Vampire Counts
hook. You don't get better credentials
than that!

S0, the scene is set for a classic clash
between good and evil. Will Mark's
new army win through or will the
indomitable Alessio sce off the sons
of Ulthuan?

I'he ‘twist” is that the High EIf player Read on and we'll see. ..

;-.-:__:-. 1'*.E.-'. 5 -r' :-h-.‘:ﬁ_. L -

who had once guided his people

wis truly awe-inspirang

"We must not let them pass” Wit!:. 1.]1:5:
words he leapt from the rock and joined

the tanks of the Phoenix Guard He kpew
irom the courage that they had shown on
Albion that his tﬂ-l'ﬂ;"“u{:‘h'lln the death
to protect their isle '. '_ *

“We must stop them catering the city at all
costs. With the main forces of Tor Achare
fighting the Dark EIf iavasion. the Undead
could overrin the defenses of the town with
case” The leader of the Whate Lions [inished
before rejoimng his warriors

The Prince sappressed his indignation a1 this
\ncouth warfiors ignorance of his rask. The
White Lions were bodyguards to the Phocnix
King himself, and he doubted that they held
much respect for 2 mere Prince. It would be
something he would address after the battle:
pow was 4 fime o unite his force. Standing on
2 small rocky outerop. he trped 1o face the
army. His troops were weary and tired of
battle. For many months they had waged war
on Albion, and now they were cager fo retuin _:
home viclorious 1o fepoEn with ther Joved opsf.

“My fricads. | know in youf hearts that
you long to returm 10 yOUR familics. "I"
fought well o that dread isle but u-:lnl' ;
1 must ask you-once agam 1o go =
to war. He surveyed the
ranks of his soldiers
They stood in perfect,
motioaless formations. a fesu

discipline from decades

“Op Albion we fought o
dark forces that were pi

conquer that miprmi h ;
land. MNow wit I,IJET {

our home The citizg !
Tor Achare meed o .'-
ssistance, and Hj
canmot fail #

in ouf dut].-._ f

P

of the il
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He rised s huge Sworll
high. the s bt of ! !*:
Prince in his cal

of armar.




— WARHAMMER BATTLE REPORT - THE DEFENSE OF CHRACE

THE WARHOST OF PRINCE AETHIS

CHARACTERS

LORD: Prince Acthis (125), hand weapon,
great weapon (6) Pure of Heart,

Sword Master (40), Armor of the Gods (35),
Guardian Phoenix (23). 231 pis
*Commands the unit of Phoenix Guard.

HERO: Commander Battle Standard Bearer
Acncran (95), hand weapon,

heavy armor (4), Battle Banner (80). 179 pts
*Assigned to the unit of Phoenix Guard.

HEROQ: Mage Daramas (93), hand weapon,
extra level (33), Ring of Fury (30),

Dispel Scroll (20). 180 pts

HERO: Mage Amankhann (9%), hand weapon,
extra level (35), Jewel of Dusk (15),
Silver Wand (10), Dispel Scroll (20). 175 pts
CORE
8 Silver Helms (152), hand weapon, lance,
barded Elven steeds, heavy armor (+16),
shields (+ 16), Standard Bearer (14),
Champion (14), Musician (7).

219 pts

10 Archers (120), hand weapon & longbow.
120 pts

0
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16 Spearman (176),

hand weapon, spear, light armor, shield,
Standard Bearer (12), Champion (12),
Musician (6). 206 pis

SPECIAL

8 Dragon Princes (20H),

hand weapon, lance, Dragon Armor, shiclds,
Standard Bearer (18), Drakemaster (18)

with a Sword of Might (15) and an Enchanted
Shield(10), Musician (9),

Banner of Arcane Protection (40). 318 pis

2 Tiranoc Chariots, hand weapons, spears
and bows. 170 pis
RARE

19 Phoenix Guard (285). hand weapon,
halberd, heavy armor, Standard Bearer (14),
Keeper of the Flame (14) with a

Blessed Tome (25), Musician (7),

Banner of Sorcery (50). 395 pis

19 White Lions (247), hand weapon,
great axes, light armor, Lion Cloak,
Standard Bearer (14), Guardian (14),
Musician (7), Lion Standard (253).

TOTAL

307 pis
2,500 pts
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COUNTESS ISABELLE'S ENTOURAGL

CHARACTERS

LORD: Countess Isabelle (205),

hand weapon, extra level (35),

Seduction (55), Transfix (20),

Gem of Blood (25). 340 pis
*Commands the unit of Skeleton warriors

HERO: Thrall Nicolette (80), hand weapon,
Domination (€40), qu!.lﬁt’ 1. 130 pts
*Assigned to the unit of Skeleton warriors

HERO: Necromancer Taediosus {(65). hand
weapon, extra level (35), Dispel Scroll {25),
Dispel Scroll (25). 150 pts

HERO: Wight Battle Standard Bearer
Ulfius (83), heavy armor (4),

Wer Banner (25).

*(Commands the unit of Grave Guard

CORE

23 Skeletons (184), hand weapon & shield,
light armor (+46), Standard Bearer (10),
Skeleton Captain (10), Musician (5). 255 pts

114 pts

3 Bat Swarms 180 pts

E 6 Dire Wolves (60), Doom Wolf (10). 70 pts

O

SPECIAL

25 Grave Guard (300), shields (+25),

Standard Bearer (12), Crypt Keeper (12),

Musician (6), Banner of the Barrows (45).
400 pts

10 Black Knights (230), hand weapon,
lance, heavy armor, shield, nightmares,
barding (+20), Standard Bearer (16),
Hell Knight (16), Musician (8),

Banner of Doom (50). 340 pts
2 Spirit Hosts 130 pis
5 Fell Bais 100 pis
RARE

1 Banshee 90 pis
Black Coach 200 pis
TOTAL 2,499 pts
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The High Elves line up in a disciplined formation to meet |

Mark: Knowing that I wouldn't be in
range for a charge, 1 positioned my
troops so that I would be able o
charge next turn, and with a litte
estimating I ensured that Alessio
wouldn't be able to charge me! To
reinforce this plan, 1 pushed my
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HIGH ELF TURN 1

Mages ahead of the rest of my barttle
line. Now, with a little luck, I could
begin to reduce the size of some of
those nasty units of Undead with my
High EIf magic. My first Mage called
forth the arcane might of High Magic
ntent on bringing the Fury of Kbaine

-
e Eiriddecidd

upon the Fell Bats = but | promptly
rolled a double one for a Miscast and
ended the Magic Phase, So much for
the arcane might = 1 hoped that that
was the last and only one. Poor
shooting and no combat - a pretry
unconvincing start!




- J | T gy
4 & o

Alessio: | was really disappointed
when the Elves’ General murned out to
be the Prince with Leadership 10. 1
would definitely have preferred a
Leadership B Mage!

-

UNDEAD TURN 1 _

Mark winning the roll o

go first robbed me of the

initiative, but thankfully

he decided o advance

slowly and his Shooting T —
phase was quite poor. My

troops advanced as quickly

as possible towards the Elves on

the left, resolved o destroy them

and then face the ones on my

right. My Black Knights put
themselves in range of the

Silver Helms and Chariot,

tempting them to charge. 1 was
confident that their Toughness

of 4 and 2+ Armor save was

enough to take the charge of

the Elves, exposing them to ,.""
my counter-charge. And, ol F
course, there is always the

chance of somebody failing

their Fear test, s0 that

only one of the

units charges. ..

On the right my Dire Wolves
moved out of the charge reach of
the Chariot and Dragon Princes,
but still kept threatening them

The Necromancer hid in the
wood, having no spells that
required line of sight, The magic
phase was a disaster, as my
Countess rolled a Miscast and
suffered a Wound!

e

The Hiph Fif archers prefarre o o rifegedi o degdly valley of mulzsile fire fnlo e Pl T Ee -'.llu;.: Fall Henfs

= T 5 e ———
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Mark: Alessio pushing his
unit of Black Knights
forwards was too
tempting for me - [ just
had to charge them. In
went both my Silver
Helms and a Chariot

[

" HIGH ELF TURN 2

{1 passed the Fear tests successfully)
and, providing I did enough damage
with my impact hits, [ would smash
through them and straight into the
Black Coach.

This time | was confident that my
Magic phase would prove a lot better
than the last one, (well, it wasn't
exactly difficult!) First, those Fell Bats
needed to be quickly eradicated, and
a Fury of Kbaine was directed into
their midst. Alas, Alessio promptly
produced his first Dispel Scroll. Not to
worry, he couldn’t have that many ol
them, and I had a lot more to come. A
Flames of the Phoenix targeted
against his Skeleton unit could be very
nasty at this point, reducing the

e ol effectiveness of his

A Vampire Lord's
‘skeletal

The impact of the cavalry fails to break through the strong defenses of the Black Knighis.

Alessio with his pool of Dispel dice,
leaving him open to the rest of my
magic with no dice left. | cast Fortune
s Fickle upon his Necromancer. With
a triple six rolled (where was it when
I was casting Flames of the Phoenix?)
any doubles that his Necromancer
might roll would result in a Miscast;
this might force him to use his Count
instead, and she wasn't doing too well
with her magic at the moment. Last,
but by no means least, | incited the
power of the Ring of Fury, directing
another bound Fury of Kbaine at the
Fell Bats. However, causing only four
wounds meant that my archery would
need to be on target if I had any hope
of getting rid of them. It wasn't meant
to be, however, as my Archers only
managed one more wound. This left
me at a disadvantage on the left flank
with the Fell Bats capable of charging
any of my units and characters,

The combat against the Black Knights
didn’t go my way either, with only
four hits and one casualty from the
impact hits. With little else from the
rest of my men, this meant that the
Black Knights were going nowhere.
The only thing I could do now was
take a charge from the Black Coach
and hope for the best

=
il n. C S
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Alessio: The enemy had fallen into
my trap! | immediately declared a
charge with both the Skeletons and
the Black Coach against the High EIf
cavalry. The Banshee, afraid of the
Phoenix Guard and the White Lions,
also charged in, just to get out of the
way. The Dire Wolves decided o
charge the Chariot, but Mark cleverly

fled, leaving my “‘dogs’ right in front of

the Dragon Princes. .. uh-oh!

The Fell Bats also charged the Wizard
that had killed some of them in the
Magic phase. Eliminating this Wizard
was vital, because he had two

Fury of Kbaine spells, and 1 was really

B e e e .

UNDEAD TURN 2

afraid of what he could do in the next
Magic phase! The dastardly fellow
cscaped death by flecing out of reach
of my vengeful bats! “I'll get him next
mrn!” [ thought.

Good news in the Magic phase, as the
Necromancer managed to heal the
Countess back to her full quota of
wounds, but in the Shooting phase
the Banshee let me down badly.

The Chariot failed its Domination test
against my handmaiden, so that the
two Elves and the two horses stood
there admiring the lovely Vampire
who attacked them and caused them

)7 O

Sidabdid gl

Froeres "
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rwo wounds! Unsurprisingly, the
Silver Helms and Chariot were
defeated and fled. 1 decided not to
pursue, so that 1 was still out of range
of the infantry waiting behind them.
The Banshee, unfortunately, was oo
close to the Phoenix Guard and
decided to pursue into them, rather
than be charged in the next murn (this
would have been bad, allowing the
enemy o overrun into my Black
Coach"). The Banshee was sure to die,
s0 | decided to try and take the enemy
Barttle Standard Bearer with me (after
all, he only has Toughness 3 and a 5+
Armor save!).
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Mark: Overwhelmed in combat, it
wasn't a surprise to see the Silver
Helms and Chariot flee from the
onslaught. With my Silver Helms unit
below 25% of their initial number,
there was no chance of rallying, and
the first of my strongest units fled
from the table. Luckily, all of the other
units and characters that had fled last
turn managed to rally.

For my charges, the only one [ had
was with the Dragon Princes into the
Dire Wolves. Everything clse was
either rallying, in combat, or just out
of range. | left the Spearmen where
they were, allowing them o receive a
charge if necessary. | wasn't worried
about this as they would be fighting in
three ranks. The Mage at the rear of
Alessio's army, however, was
becoming much more useful, steadily
slowing Alessio’s main units down to
a crawl and creating a little congestion
on that far flank.

With all the movement finished, it was
time for the Magic phase, but before
any dice had been rolled, the Banner
of Arcane Protection in the Dragon
Princes unit came into play. Any
Undead model in base contact with
the bearer's unit at the beginning of
the Magic phase automatically takes a
wound. With Dire Wolves having no
Armor saves, all six of them crumbled
into the ground, and that was before |

e

The Mage prepares to unleash a deadly spell to protect bimself from the attack of the Fell Bais

rolled any dice! Next came the High
Magic onslaught. Seeing the rear of
the Skeleton unit, my first Mage cast
Flames of the Phoenix into its midst,
but Alessio produced another Dispel
Scroll. After flecing the Fell Bats last
rurn, my other Mage decided it was
time for retribution and unleashed
another Fury of Kbaine at the
creatures flving towards him. This,
too, was quickly dispelled from
Alessio's Dispel dice pool, leaving me
to successfully cast Fortune is Fickle at

The doarmmed Hre Wolves are charged by e ol e
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his Countess. Finally, a bound Fury of
Kbhaire was targeted at the Fell Bats,
and with a generous cleven hits and
five wounds, the remaining bats were
fried to a crisp in mid-air

After shooting at the Bat Swarms for a
couple of wounds, it was time for
combat, and, after the nuisance of the
Banshee disappeared from the
battlefield, I decided 1o hold with my
Phoenix Guard and prepare for the
next trn..




The High Elves perform a tactical withdrawal

Alessio: That damned wizard! 1 was of the Phoenix Guard.

now really afraid of the High Magic How frustrating!

!amagt '[hil[."il.';!.:i- being thrown at me My Bat Swarm advanced

in cach Magic phase. 1 charged the between the lethal Dragon
Black Coach and the Knights against Princes and the White Lions,
the Spearmen and Chariot, but the with the intention of slowing
cowardly Elves decided to flee once both units down and

more, leaving my units right in front threatening the archers and

Mark's q,-r:-u_lffq'.l'q'lrr thert bis High Efves will rally:

the accursed Mage (if only his Ring of
Fury would run out of power!). The
other Mage was a nuisance, as well,
slowing down the advance of the
Grave Guard and Spirit Host. [ very
much regretted my mistake of wasting
my Banshee in the fight. It would have
been better to keep her among my
units to tackle annoying things such
as the wizard right behind my line. My
Magic phase was easily neutralized by
the Elves, and the turn was over.

e
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" HIGH ELF TURN 4

S

Mark: At last the Undead were
beginning to lose the strength of their
solid barttle line. With the Black Coach
out in the open, the Phoenix Guard
charged into its front and prepared to
destroy it. The White Lions were also
hoping for a chance to hack at it with
their great axes, but although the Lion
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Standard protected them from the
terror that the Black Coach emanated,
the distance was just too great and
they failed their charge. Yet again,
rallving flecing troops was su cessful,
and the High Elf Mage continued to
be a thorn in Alessio’s side by
mancuvering around the back of

his troops

The Magic phase began with

Flames of the Phoenix cast into the
Skeleton unit, which was dispelled
again but left Alessio with no more
Dispel dice. A poor result of two
wounds from my mage's Fury of
Khaine spell was a disappointment,
but it was more than made up for by
the Ring of Fury. With ten hits and
cight wounds berween the two spells,
the Bat Swarms were severely
damaged before my Archers ensured
that they were wiped out. With the
potency of magic weapons that | had
within my Phoenix Guard, I knew that
I should be more than a match lor the
Black Coach. Unfortunately, my dice
rolling was abysmal and 1 failed to
cause any wounds. In return, the
Wraith sliced into my Battle Standard
Bearer, and, with the wound that had
been inflicted on him earlier by the
Banshee, he dropped to the ground.
The combat wasn't going quite as |
had hopcd



= —— e i

UNDEAD TURN 4

Alessio: Strength 7! Whar?! An EIf
with Strength 7?7 That was an evil
combination that Mark had pulled (his
Ell Lord had a greatsword and the
Armor af the Gods), and my Black
Coach was very much in trouble. Also,
the Magic phase was unbelicvable. 1
was losing one big unit per turn
under the terrible combo “Fury of
Kbaine — Flames of the Phoenix -
Fury of Kbaine'. Help!

Out of sheer panic, | charged the

Phoenix Guard with my Knights and

realized my mistake too late. Most of

my unit was in the Guard'’s front arc

and so | had to charge them in the

front, where the presence of the bulky

Black Coach meant that only one of

the Knights was able to make contact Alessio and Mark are transfixed by the beauty of the Labmitan Vampire

with the enemy. That was not good, |

not at all. combat with one question in mind: my Black Knights, as well. The only
would my Coach survive against the good result | had from the fight was

My infantry was advancing too slowly BIf Prince? ;
to turn the flank of the Elves, because A Fence the demise of the EIf Battle 5[3'“1"{.‘1'

of that annoying second enemy No, it wouldn't, was the merciless bearer, so it had not been all in v
Wizard right behind them. If only I'd answer. The Prince cut the Coach in “ap least. Now, with the Phocni
kept my Banshee! two (Strength 7 hits and Chariots do ing my Skeletons, the deg

not mix well...), scoring a huge "-1 about 1o happes iy

Nothing happened again in the Magic :
number of wounds that, combined 5 prepare

phase, and | went on to the close ¥

with the ranks of the Elves, sorted out - i i '

Prince Actlis prepeares foodestroy the Black Coach
—

= e i

= - EEE e ——— SR T m—
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HIGH ELF TURN 5

Mark: Alessio's desperate tactic of
charging what he could into the
Phoenix Guard was to prove, it
seemed, a costly mistake. This time
the Prince had not failed me and
dispatched the Black Coach with a
colossal Strength 7 hit, cleaving it in
rwo. This result in Alessio’s turn
provided me with a clear charge
into the Skeleton unit with the
Phoenix Guard, the Spearmen and the
Chariot oblivious to the fear that

it caused.

The Fury of Kbaine that my Mage was
casting twice per urn was obviously
beginning to cause Alessio some
discomfort, and both attempts were
dispelled by him. The Flames of the
Phoenix, however, was given free
reign to cause fiery death within the
Grave Guard unit, inflicting five
casualtics and removing one of

their ranks.

A Chariot smashes fnto the ranks of the Skeletons, shattering bone beneath il

cursed with the Gem of Blood, one of remained with a sufficient number to
With my Archers unable o target the wounds rebounding and being handle the extra casualties, and [
anything, the Combat phase began inflicted upon him. Although 1 had braced myself for yet another charge
with a challenge issued by the won the combat, the Skeletons from the Undead.
Countess. The Elven Prince boldly
strode forward to accept the challenge
and slay the mistress in mortal
combat. Even though the Countess
and her handmaiden tried numerous
times to beguile and seduce the ranks
of Elven warriors, each time they
resisted and persisted in antacking the
Undead horde.

The Tiranoc Chariot impacted with a
huge five hits, all five causing
casualties upon the Skeletons, but
little more damage was inflicted by
the remainder of my units’ attacks. In
the challenge, the Prince inflicted two
wounds upon the Lahmian, only to be

The Lhwricr Courtless cavtrnod charm (he roble ng-ﬂ.l J'-f.lr Prince

e
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Alessio: My Vampire-led Skeletons
had held splendidly against the three
Elven units that had charged them.
Now, finally, my Grave Guard and
Spirit Host made it into the fray.

The Chariot was annihilated by the
Spirit Host and Wights, but my
Vampires did not fare too well this
time. The Elves once more passed all
their Leadership tests against their
seductive powers, seemingly immune
to the charm of my two

beautiful Vampiresses.

The Handmaiden managed to kill a
few Spearmen before being skewered,
and during the challenge between the
Generals my Countess wounded the
Prince, bringing him down to his last
wound just before the EIf drove his
sword right through her heart.

Mark: My last turn started well, with
the Phoenix Guard rallying. 1
positioned my troops so that they
would be able to face the charge of
the Grave Guard. With little to dispel
my magic, I succeeded in burning
maore of the Grave Guard with the
Flames of the Phoenix and finally
destroyed the Spirit Host with an
irresistible Fury of Kbaine.

B

nce Acthis strveyed the battlefield Apart
from the corpses of bats and lh.: odd
i crumbling to dust there was lienle

1 to suggest that an cnemy had been
= Shere at all The bodics of his fallen warriors
; were enough to convinie him that he wasnt
* imagining the horrors that he had witpessed

-
e By
EReN
=

Two of his warriors approsched hum. Between

them 1|'|‘,1p' dn.wd the form of 2 withered old
man. His face was withdrawn and the skin

sunken 18 to his bones. r"l.mll-!:l.d hi.lllﬂ-k he
wore amulets carved with ancicod evil a].-mlmlp

- r_ My Lotd, we found this ome cowering within

e

e 2 nearhy forest. What would you have us .:Iu
with him? . .'|' o~

struggled in vamm 1o feee humst 1
screaming for mercy, O e

Prince Acthas stared at the old man who bt

UNDEAD TURN 5

dispatching her. Still, the combat
resolution was in my favor, and both
Elven units broke and fled.
Unfortunately, my Skeletons couldn't
catch the Phoenix Guard and Prince

(Damn! So many points out of reach!),

but the Grave Guard wiped out the
Spearmen. The test for the death of
my General was fine, and only the
Spirit Host suffered a few wounds.

Unsure as to whether or not bis
spirit bosts could charge the
Chariot, Alessio uses a cunningly
simple yvet effective method to
deterniine that the Spivit Hosts
could indeed charge the rear of the
Chariot (a piece of paper folded
creating a 45° charge arc template).

GAME TURN 6

The combined charge of the
Dragon Princes and a Chariot was
more than enough to see off the last
of the Skeletons. The game was pretty
much over for Alessio by now, but
with spiteful malice he charged the
remaining Grave Guard into the White
Lions and managed to kill the front
rank and run them down after they
failed their Break test. With the Prince
T G T T T

“Free me! You don't know what you do My
powers are vast and the gods 1 serve will
strike you down unless you release me now.

He snarled spitting in defiance at the
Elven Prince

Agldur instructed his warriors to rclease th
accromancer. As they did so he brought his
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being Pure of Heart, the Phoenix
Guard ignored their Panic test and all
that was left was for the Wights to
retreat to their barrows. Their only
consolation was that that the banners
of the White Lions and the Spearmen
would lie with the myriad of other
treasures no doubt contained within
these ancient, cerie tombs

B

blade down and severed the eval m:gi.{uu's

head from his body.

“The dead will rest in peace on Ulthuan

tonight” He whispered as he turned !.:I: help

his warriors in their grim tisk ol bug
T .."-":?"'. i
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TO THE VICTOR, THE SPOILS!

Mark: Alessio definitely plays with an
Undead army very differently o mysell,
and this kept me very much on my toes.
Even with all the planning that 1 LH1|.'LII1_.'
do before a game, playing against an
army that yvou are familiar with can
sOmMetimes spring a surprise on you
when vou play against an opponent that
you aren't familiar with

Looking back, fleeing from the enemy is
considered a bit of a risk and can
sometimes be very detrimental. With the
high Leadership that 1 had from my
eneral, however, this didn't really
cause me oo much of a worry, and 1
knew that [ had a good chance of
rallving on the next turn. Besides, on
several occasions it was definitely better
o mun drawing the Undead into an
awkward position rather than “putting
vour neck on the chopping block' as the
saAying goes

Positioning my Mage around the back of
the Vampire Count’s main battle line
was another good tactic that paid off
well, creating a big problem for the
Undead, slowing down their movement
to a meagre 4°. This allowed me the
time o get rid of the fast attacking units
before the rest of the Undead army
could arrive - the main plan that Alessio
was apparently going to employ.

My domination in the Magic phase was a
definite advantage. Knowing the
considerable damage that High Elves can
achieve from their magic can often be
very daunting to an opponent and can
tip the scales in your favor. One thing
that I will always remember rom this
game, though, is 1o make sure thar 1
don't give away the SUrprise from some
nasty magical item. My Army Standard
Bearer carrying the Battle Banner was
meant 1o provide me with a

considerable difference in the combart
resolution, but blurting out its details o
Alessio before even starting combat
{even if I was gloating at the time) cost
me dearly. Alessio ook advantage of this
information (who can blame him?) and
concentrated all of the Black Coach’'s
attacks against him, killing him and
allowing his Black Coach o survive
another turn. Fighting Alessio was an
interesting experience, and we had a lot
of tun playing this game

Alessio: What went wrong? My main
mistake, | believe, was not sending the
Banshee after the Wizard on my extreme
left. That caused the Spirit Host and,
more importantly, the Grave Guard o
enter the fray with at least a turn of
delay, and that proved fatal. Charging
my Knights into the front of the Phoenix
Guard led by that awesome Sfrength 7
Prince was another bad blunger. Of one
thing I'nj sure: the
n ignec 1 play

A HARD LESSON

against High Elves I'll take a couple
more Dispel Scrolls!

Mark played well, except for his first
charge against my Black Knights, which
was a bit risky. In particular I have to say
that he did really well by slowing mc
down with his Wizard and especially by
choosing to flee against several of my
charges. That is a risky tactic, but it paid
off well and allowed him to get some
pood charges in return. 1 really felt thar
the Undead’s inability to react to charges
is a very serious handicap (see, for

example, my Dire Wolves charged by

the Dragon Princes!). The biggest

advantage of the Undead, fear,
wias reduced by Mark

getting his Leadership 10 General and,
again, his ‘skill’ in not failing a single
fear, terror or Seduction test throughout
the game. On many occasions he rolled
9 or 10, and he thanked the fact that his
troops were within 12" of the Prince.

Finally, Mark created some really devilish
combinations of magic items, and the
High EIf army is the best at that,
receiving powerful magical artifacts at a
discount price. He decided not o go for
the classic missile-heavy army that 1 was
expecting and came up with an army
that was extremely powerful in the
Magic phase as well as hard-hitting in
close combat. His Prince was a real
combat monster, proving too hard even
for a Vampire Countess!

The game was fun anyway and, even if
the forces of Ulthuan trumphed this
time, we'll be back. One day we wall get
our revenge!

VICTORY POINTS
2,335
: 1,312

—— e ——



Welcome to
Septimus Prime, an
Imperial city that was
created by the Pittsburgh lron Legion
Miniature Gaming Club. We decided to
create our city as Codex Battlezone
Cityfight was about to be released
Then the White Dwarf staff asked me
to chronicle our massive undertaking
for you alll So here is the story of how
we built a city in only three weeks...

| had always wanted to do a massive
ruined city board. | love the concept of
urban warfare and many of the
greatest stories in the Warhammer
40K universe tell of embattled
defenders fighting in a war-tom
cityscape. With Cityfight, we now had
great new rules and ideas to go along
with out plans

| wasn't sure where to begin with
building a city board. The group and |

T R e T AR PRI TL Y L E Sl BRI R i e

GH IRON LEGION

AMING CLUB

Ihere is only Miniature Gaming...

gluing foam to board the best choice is
Liquid Nails. It forms a strong bond
and is really easy to work with for a
project like this.

| spent a Sunday afterncon and
avening cutting the foam into 1 foot
sguares and gluing them to the board.
| made all but 4 of the 32 squares
plain. For the other 4, | cut a 6 inch
channel into them for a river. Now that
the base was built, it was time to call
in the troops!

| knew that the city board would be the
perfect chance to unite our club under
its first major terrain project. We have
run a number of different campaigns,
leagues and other events, but we
hadn't worked on something like this
before. So it was decided that for the
next few weeks we would postpone
regular gaming and use our weekly

’Eff Hall is an avid gamer who moonlights as a Production manager for a Pittsburgh area publishing
company. Back in the day (as we old-timers offen say) Jeff started as an Outrider, joined our staff for a
faw years, and then left to get married. But like the proverbial bad penny he's back, this fime telling
everybody about his gaming club and its date with a ruined city...

for us. Qur club had never had the
chance to explore this part of the
hobby. A few members had only been
involved with miniatures and the
Games Workshop hobby for a

few months!

Thea first step in any project 15
planning. Without some solid planning
a project like this can die before it
even begins. We looked at the 6 feet
by 4 feet expanse in front of us and
planned out where to go from there.
We knew we needed a few tall
buildings to take advantage of the

Handy Tip: Sometimes the board will warp and

wanted something modular for variety,
pull away slightly away from the foam. Liquid

and we also had to make sure the
board was portable (for running games
at conventions, local stores, Rogue
Trader Tournaments, etc. - more on
that later), because space was al a
premium. We also had 1o make sure
this didn't completely overrun the
games room (and anger the all-
powerful wite!).

The great article in WD 261 by JB and
Tracy Coulter about their modular city

Hails takes a good 24+ hours to fully dry, 5o
place a stack of books on top of the foam, just
to make sure it doesn't wanp.

A grieal foundation for an awasorms

Cityfight tabla!

shooting rules for models over 8
inches in height. We also wanted a
centerpiece or two to oooh and aaaah
over. For that we settled on two
buildings - an Imperial apartment
building and what we call the

Tank Factory.

gaming night (Wednesdays) for the
building (or destruction, really) of
Septimus Prime.

Gathering up the group to undertake
this project was a perfect opportunity

board lit the final fire under me to get
started. The project started out as my
own, and once | had laid the
groundwork then | would coerce - |
mean ask - the rest of the club

tor help.

Like the Coulters | decided that taking
foam and mounting it to some
hardboard was the best way to go. |

| went with a 1" foam and mounted it on
! a 5/8" hardboard for support. When

Here we see young Billy “Tha Animal Hallarm

applying soma Liguid MNals ghue onto the
hardiboand iile

We split the duties on the first night we
gathered. Half of us worked on the full-
blown buildings while the other half
built rubble piles, wrecked vehicles

and other smaller scenic bits.

There are a variety of different ways
you can approach buildings. There
have been many great articles in
White Dwarf and on the GW Website
detailing how to make buildings (intact
and ruined) over the years, so | won't

T PR R T e L e N R O SN ol r e A P LT

THE PITTSEURGH IRON LEGION - 64 - FEBRUARY 2002



buildings, and
while some were
drybrushing with
the base colar
others were were
taking the
structure and
drybrushing it with
a lighter shade for
a second highlight.
We were able to
finish all the
painting in one
evening! Since it
WAES in my
basement, | spant

get into that here. For the buildings we
made from scratch, we took some
foamcore board and balsa wood and
went at it!

Ancther angle on the building front is
using pre-made constructions. A
number of hobby shops and gaming
stores carry resin and foam buildings
from a variety of companies. | had
quite a few of these inexpensive resin
buildings on hand, so we decided that
most of the city would be made from
them. We also calculated that one
complete building kit could make two
ruined ones, further expanding

OUr resources.

Drybrushing a nuined

Painting Tip: When drybrushing a flat
building to perieciion.

surface make sure there is very little paint
on your brush and brush In one direction

Handy Tip: Always check your scale when
making buildings for use in Warhammer
40,000. Place a variety of different models

at the windows to make sure the floors and
openings are at the correct height.

After cutting the buildings into bombed
out husks with crumbling floors we
then glued them together with super
glue. Then we took some styrene
sheets (also available at your local
hobby shop or art store) and added
floors for the models to stand on. For
bridges over the river board we
ventured to the local hobby shop to
peruse their frain supplies. We found a
great O scale bridge that was fairly
inexpensive. This bridge would easily
be big encugh for almost any tank to
cross (except a Land Raider). We also
found a great bridge for infantry for
only a few dollars. Always remember
to scour your local hobby and craft
stores when building terrain. You can
find lots of great bargains on things to
turn into scenery!

For our rubble piles and debris around
the city we took lots of spare foam,
aquarium rocks, sprues and other
odds and ends and heaped them onto
small styrene bases. These made
perfect piles of debris. We decided to
make them different heights to offer
different levels of cover. Some were
large enough for a tank to hide behind
for hull down! You can really let your
imagination go wild when making
rubble. | had a spare Chimera kit
available, so | took one of the track
sides and floor and added that to a
pile of rubble. This made for a great
wrecked vehicle!

We spent one and a half of our
planned three nights on building ruins
and structures. We then started on the

THE PITTSBUREH IRDON LEBION

final step of the to
project: painting. brush strokes.
Once again we

divided the duties of painting the
boards. A few of the participants would
would take the foundation squares and
paint them black. | took many of the
buildings outside and primed them
with Black Citadel Primer

CAUTION!: if you are going to prime any of
your buildings with a spray primer for
speed, make sure they are nol constructed

of foam. Spray primers will dissolve blue
and pink Insulation boards and
other styrofoams.

We found that most of the base
squares needed two coats of paint.
We sped up the process with a hair
dryer so we could paint as much as
possible in one evening. We did
manage to get almost everything
primed on the very first night

of painting

When we met again the following
week it was time to finish the city. That
meant it was time for drybrushing and
highlighting the
buildings. We had
decided that we
wanted the city to be
done in shades of
grey. We purchased
some large cans of
dark grey paint at a
local home
improvemeant store
(surprisingly cheap!)
and began
drybrushing all the
tiles and buildings.

With a large number
of people working on
a project like this, it i1s
bast to work in an
assembly line fashion
We did this for the

remove the appearance of any

a few more days
adding some other
touches to the
buildings like
painting the roofs and finishing a few
other buildings to add to the city.

This was a fantastic project for our

club. We were each able to bring our
own unigue ideas and talents to the
table, and the end result is quite
spectacular. And now we have an
awesome new gaming board to use
for our games of 40K

When gathering a group to work on
something like this there are a number
of good (and sometimes bad) results. It
builds a sense of camaraderie within
the group. It also lets you have a faw
nights of good old fashioned trash
talking to get you more excited about
playing on the board! It can also be bad
if you are depending on any one
member of the group to be there and
they get called away for work, family,
etc. Make sure that everything is evenly

Putting on details like billboards and propaganda posters can really
make your buildings stand oul.
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spread out and that you don't have o
rely too much on any one person.
Make it truly a group affort!

MNow that the board was complete, it
was time to game! Our club runs
leagues for both Warhammer and
Warhammer 40,000. We had planned
a 40K league to start in late October,
so it was a perfect time for the city!

.ﬂ*‘

Just one of the many ways the ruined city of Seplimus Prime could be

laid out on the labhe!

When the Iron Legion runs a league
for any game, we start with an
increasing point system. For this 40K
league, we would be starting with 750
points for three weeks, then moving on
to 900 points, then to 1200, and so on
up to a final three weeks at 1500. We
have found that structuring a system
like this gives everyone a number of
opportunities. For instance, a few of

the group have decided to start new
armies. Working with small points
gives those people time to paint their
armies as the league progresses.

We are quite lucky to have a great
group of gamers in our club. Mot only
is everyone involved dedicated to the
hobby, we also have a lot of
experience and talent to draw upon.
Within the club’s ranks we have two
former GW employees, two Outriders,
one 13 time Golden

Demon award
winning painter, as
well as other highly
skilled painters,
modelers and
hobbyists, Not

too shabby!

The Pittsburgh Iron
Legion Miniature
Gaming Club has
e been together for
| f nearly a decade in
one form or another
It started out as a
group of friends in
college gaming in my
apartment and has grown to an
organization that runs Rogue Trader
Tournaments, Gaming Days, Store
Demaos, and helps out at local
conventions.

So far we have run two Rogue Trager
Tournaments, and as | write this, our
third is just a week away. We have
tapped into a great area of gaming

S

As we move into the coming new, year
the PIL is planning on moving ta'the =
next level. We are planning a saries ¢
Gaming Days for hobby enthusiasts
from around the area to come and
participate in a day of Warhammer,
Warhammer 40K, Mordheim,
Battlefleet Gothic, Warmaster,
and more! :
Our club will be open to all players thal®
are interasted, and we will do our best = :
to find new opponents, friends and g
rivals for all members. We hope 10 S86 NI
you at one of our events! Just drop' s "8
a line at

ironlegion @theinfiniverse.com

for details of what we have going on!

aming clubs are a fantastic way to
get invelved im the Games
Workshop hobby on a regular basis!
lots of them host painting and
conversion clinics and, of course,
gaming mights, leagues and

tournaments. Very soon. our Rogue

Trader department will have an entire
range of support material to send out
10 gaming clubs who are looking to get
more involved. Keep your eyes peeled
in future isswes of White Dwarl for
more info!

29 g
L

*
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Here we sea some of the cora members of the Pittsburgh lron Lagion Miniature Gaming Club in action on their new tablel
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Here is a guick and fairly simple pair of Tau
Terrain projects for you to have a go at; a

small Tau Outpost and a Kroot Encampment.

Nick Davis, master of the Cardboard City and
far too many other terrain projects, guides
us through the modeling process.

With my new and slowly growing Tau
army taking shape, | turned my
attention to my collection of scenary.
With every new army that | start | like to
make a couple of pieces of themed
terrain for them to fight over.

Looking around for ideas, the image of
a small Tau Outpost based on the
Imperial Firebase came to mind. | also
figured that these structures would be
prefty common, and littered all over
their Empire, especially on the
frontier worlds.

From this one Terrain piece | could
pasily continue in many different
directions - perhaps a Kroot

Encampment nearby (fealured over the

ik
From 2 collection of

cardboard tubes, plistic pots
und filler, to 2 complete
fumcteonal Lan € ]L;.I:F-.rhl.

v
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TARAU TERRAIN

MMAKING A TRU OUTPRPOST & KROOT CARP

next pages) or a Battlesuit Repair Rig
or Hanger? If you take this idea and run
with it, you could build a huge Tau
complex with a runway, landing pads,
hangers and barracks all based around
the humble beginnings of our
Tau Outpost.

If you take a look at the Coulters’
amazing Tau terrain table, (WD267 &
WD262, or on the web at www.games-
workshop.com - Ed), you cannot help
but be inspired. But that is enough
ideas for now, let's have a look at how
to build this simple terrain project.

To make the Tau OQutpost you'll need
the following materials

* Foamcore board or thick cardboard

« Cardboard tube

= A Plastic tub - a flower pot or plastic
fruit bowl is perfect

+ Lightweight spackling compound

* Plastic tubing

* Thin cardboard

« Masking tape.

* Assorted flying stands and bases

You may find the following tools useful,
as well: a craft knife, heavy bladed
utility knife, white glue, steel ruler and a
saw. Before you go any further |
suggest you read through these
instructions first, then take your time in
building this terrain piece and you'll end
up with a Tau Outpost of your own.

Okay, lets make our Outpost!

4 The forward clements of the main
Tau army take wp position in the
U||1_.'m'=1. Thiz terrain pueCE mses
several easy I_Jhd l\.']'lE-iF'!] iTSms in

il8 COBSTIUCTion,

Have 2 rummage through your bits
booc, stuff like railway girders, large
flat picces of cardboard, bases, mode |
fences and even plastic frame from
your model kits are perfect for adding
detail to your own Taw Ourpost.

You don't have to limst the t]ulpl.rbl
fo |'J'i-| :q.illl.nt: in the cosner of the
battlefield You could build sveral of
these complexes and lisk them
together using cardboard tube to form
an impressive defensive line. O just
use it a5 an obyective to Light over i a
Take & Hold mission. Give the
Uulpml in active part in vour bartles
and have fusl




MAKING R

TAU OUTPOST - STAGE BY STARAGE

T

STAGE DNE: First off, cut your cardboard tube to the length you would like the
observation tower to be. Try to make sure when you are cutting the tube down
that it's 90 degrees to the tube. This makes lining the tube up with the main
structure easier.

The observation tower is going to be attached to the main structure, 5o cul oul
a section of the cardboard tube. It doesn't matter if the section you cut out

STAGE TWO: riow its time to add the floor to the observation tower. Using the
inside of the tube as a template, draw a circle onto some foamcore or
corrugated cardboard and cut it out. Before you glue the floor into place, do a
dry run using a Tau Warrior. You want to make sure your miniature's upper body
can be seen over the top of the wall. Once your satisfied with the position of
your floor, glue it into place with white glue.

If you're like me you have cut your section out of the observation tower a little
too deep, and it doesn't fit flush against the main structure. Glue a couple of
pieces of foamcore or cardboard (measured to fit the gap) to either side of the

doesn't guite fit the main struciure, as we can patch that up later on.

tower 1o make the fit against the main structure more flush.

e

STAGE THREE: rvow onto the main structure of the Tau Outpost. The first thing
we need to build is the landing pad on top of the structure. Use the top of your
plastic tub as a template. Draw a circle onto foamcore or corrugated cardboard
and then cut it out. Mow cut the circle up into three parts using the Tau symbaol
as a guide, and glue it into place.

The archway door is a simple semi-circle with a thin piece of card for the
doorway. | used masking tape to block off the side of the arch and to smooth
the edges of our doorway

To detail the main structure | glued on pipe washers for viewporls - you can
quite easily use round bases or even flying bases to represent the same thing.
Finally, the Tau symbol on the side of the structure was made out of a thin

STAGE FOUR: row it's time to glue your Tau Outpost together. Using white
glue, stick the cbservation tower 1o the main structure. Use masking tape 1o
cover any unsightly gaps.

Glue the entire Tau Outpost onto a base of hardboard if you can. This adas to
the sturdiness of the scenery plece

Now, if you want to, you can add exira detail to your Tau Outpost, like pieces
of plastic piping to the observation tower. The additional bunker wall in front of
the main entrance was made from the section cut from the Observation tower.

If you can, | suggest you add some additional texture to your observation tower
with a light coating of spackling (filler), this helps fill the tell tale cardboard tube
lines. For a final touch flock the Qutpost base and undercoat the entire
structure with black paint

FINISHING OFF: The Tau make all their buildings seem seamless. To aid this
illusion | initially spray painted the Outpost with Dark Angels Green, then with a
lighter coat of Camo Green. This gives a cleaner look to the paint than
drybrushing the entire piece of lerrain.

| then went back over with a paintbrush, painting in the view ports, dome and
the panels on the tower black. Then | vamished these areas; | figured that
these areas would either be solar panels, plexiglass or another type of alien
building mateanal

To finish off | drybrushed the base with Codex Grey for the entrance way and
Goblin Green for the grass. | drybrushed in Snakebite Leather, followed by a
layer of Bubonic Brown and then Bleached Bone to add some mud 1o the
grassy areas. With the mud added, the Terrain piece was finished

cardboard circle cut up to represent the Tau Fire Warrior symbaol.
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The Kroot Encampment is our second
Tau Terrain guide. As | mentioned in the
Tau Outpost article, this is one of those
off-shoot ideas from the first project. |
couldn't really do a Tau Outpost without
having a Kroot encampment nearby.
Plus, | plan to have a large Kroot
presence in my Tau army, so this would
look cool on the tabletop.

Although | am sure the Kroot prefer to
lurk in trees and other hiding places,
there are times where this 15 not
possible. Now | think the Kroot have a
very heavy Native American look to
them, sort of an Apache/Mohican
theme. So | figured being nomadic, as
well, they would either carry or be
supplied with tents by the Tau.

Rather than attermpt to make up some
tents from scratch | plundered an old
tent building template for Digganob (a
supplement to Gorkamorka) that was
used for the Mutant nomads. You can
download the tent PDF's template from
the Games Workshop Website at
http://www.games-workshop.com

Okay, lets have a look at how to build a
small Kroot encampment. To make the
Kroot Encampment you'll need the
following materials:

* Thin cardboard - like cereal box card

» Lightweight spackling compound

* Flock or sand

» Hardboard, cardboard, foamcore or
even plasti-card for basing.

You may find the following tools useful,

as well: a craft knife and a steel ruler.
Before you go any further | suggest you
read through the stage by stage below
first, then take your time in building this
terrain piece.,

Remember the two terrain projects |
have presented here are really intended
as a guide. Also, you don't have to use
these tent templates just for your Kroot.
How about an Imperial Guard camp?
Or an Research Station? Also feel free
to substitute materials or paint as you
see fit.

That's all for now, I'm off to add to my
ever so slowly growing Tau army...
Have fun and keep checking the
Games Workshop website for more
upcoming terrain projects.

MAKING A KROOT ENCAMPMENT - STARGE BY STRGE

STABGE ONE: Frint out the templates for the tents, Then glue or pin the template to a
sheet of thin cardboard. Using the solid lines on the template as a guide cut out the
tent using your modeling knife and steel ruler. Be sure to cut out the holes for the tabs
on the tents on the internal wall (small triangle bit).

Mow it's time to score the dotted lines to create the folds for your tent. Using your steel
ruler as a guide, apply light pressure as you run the modeling knife down the dotted
line a couple of times. What you need to do is cut half-way through the cardsheet. This
creates a score, or fold, and makes shaping the lents a little easier,

MNow fold the tent together, making sure all the folds work and bend the correct way. If
you have trouble folding any part of the tent's structure, just go back over it with your
modeling knife, lightly re-scoring the fold,

STAGE TWO: use the white glue to stick your tent together. Glue the main tent
structure by putting glue on the tab and folding the tent

MNext glue the internal wall (the triangle bit) into place - it is placed a quarter of the way
into the main tent structure. You may have 1o hold the internal wall and tent structure
together for a couple of minutes as the glue dries. Finally, glue the doorway into place
and put the tent to one side to dry.

When complete, your tent should look similar to the picture on the right. Repeat the
process for the rest of your tents. | strongly suggest you base the tents on a piece of
card, as they are a little more fragile than normal buildings. For my bases | used plasti-
card, but corrugated cardboard, foamcore or thick card would work just as well. Before
you finish off your tents by painting them, add a little flock to the bases.

FINISHING OFF: riow it's time to paint your tents. When | came 1o this stage |
hit a little problem. | wasn't sure what color to paint the tents should | go for a
patch-work, sewn logether pattern? Or an off white color? After a lot of thought
and a little check on the internet (an invaluable resource) | decided on a dark
brown leathery look

To give the encampment the look | wanted | added some little pieces of detail -
glyphs. These glyphs were E

drawn freehand right onto the s !
e .

ball pen. ‘:;7-
J\ f} ;f {%\

| found geometric patterns like
A A collection of sketched ghyphs | used on my Kroot reats

checks and dags work very
well. Opposite are some of the
skelched practice glyphs that |
used on the side of Kroot tents.
You will notice | also went for
basic interpretations of Kroot warriors, hounds and their weapons.

To finish off, | drybrushed the base with Goblin Green for the grass. For worn down
muddy areas, like around the tent entrances, | drybrushed in Snakebite Leather,
followed by a layer of Bubonic Brown and then Bleached Bone. With this final touch
added, the tents were finished.

L
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GW Mol\O0

or.."Ask Dirty Steve!”

Dear Dirty Steve,

I've watched my mom play Warhammer
40K for a couple months now, and I've
started to collect my own Tyranid army. |
love your magazine, but I've noticed in
the magazine you don't have many
scenery details for a deserted planet
infested by Tyranids. Could you possibly
have a magazine with some infested
planet scenery?

Thanks,
lan Graham

Wow! Your maom plays! That's really coal!
All my mom does is needlepoint and play
tennis.... Tvranid infested planet SCenery,
eh? Well, it'’s supposed to be basically just
a barren rock, right? No life. So 1y
making grevish or brownish rock
formations and mavbe some ruined
outpost buildings. How about a dried Hp
lake or spring? That'd be cool. Just let
your imagination run wild with the mos
desolate environment vou can think of
And take some pictures of it! I'd love to
see them!

Dear Dirty Steve,

I'was wondering if you had any news of
Codex: Necrons. | love the models, but |
have resisted playing them because they
have virtually no history or background
(and many consider this an affront to all
things GW -- going as far as branding
Necron Commanders as “General
Cheesy”...). Every other army has an
interesting  background, theme, and
storyline except these mechanized
miscreants. Perhaps they could be g
renegade subsect of the Adeptus
Mechanicus who have prolonged their
search for knowledge via robotic bodijes,
Perhaps they could be an ancient race of
servitor beings who rose up and destroyed

Write me ai: Games Workshop, Atin:

Have a question about
when new armies are
coming out? Need some
advice about painting
or modeling? This is
the place for
your inquiries
and opinions!
Write or email me at
the addresses below!

This awesome Kroot
dlraing was sent in by
Cergined Todrrrameni
veteran feresiy Dale

Spectacudar!

their masters, continuing a saAvage war
based on ancient misguided orders,
Perhaps they are evil cyborgs who
sometimes wear syntha-skin to appear
lively like Al Gore....

I represent a group of individuals who
love the Necron models but want a cool
background before we invest in the army.
I've been a Games Workshop fanatic since
the 80s, and this is the only army I've ever
hesitated to play. Could you tell us a little
about their background to set our minds at
ease? Just a teaser could help.

Suddenly Seeking Necrons

San Antonio, Texas

Want to send a letter to the Mailbox?

I can’t use them if vou forget!
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Dirty Steve's Mailbox, 672] Baymeadow
Or, send me some email at WhiteD@ games- workshop.com, but remember 1o give

Here's a teaser for you...think Lovecraft.
Ancient gods, supremely sinister. These
guys are gonna be big, bad and outia
control!  VERY creepy guvs! Though
maybe not quite as creepy as Al
Gore... ®shudder®

See you next month!

—

-~ Sodon’t even iy it, meester!

Drive, Glen Burnie, MD 21060,
me permission 1o print your emails.



The insidious threat of the Genestealer has spread like a plague
across the galaxy, infecting thousands of worlds with the taint of the
Tyranid race. Often the precursor to a major invasion, the
extermination of these highly dangerous aliens wherever they are
found is of utmost importance to the Imperium.

Physical Characteristics

As the first of the Tyranid organisms
known to have been encountered by
the Imperium, there 15 more
documented information on the
Genestealers’ nature than any other
species populating the grotesque
armies of the hive fleets. The majornty
of Genestealers encountered thus far
have exhibited similar behavioral
patterns and near identical physioclogy
However, certain specimens have
been found to have evolutionary
biomorphs, showing categorically that
Genestealers do not conform to a strict
bioclogical template. One of their most
disturbing traits, that which gave rise
to their name, is the ability to
assimilate the genetic pattern of their
host species

Genestealers, like virtually all Tyranid
organisms, are characterized by their
six limbs and resilient carapace. They
are bipedal, able to move with
lightning speed on their reverse-
jointed, clawed lower limbs. The upper
sats of limbs are distinctly different, the
foremost pair ending in razor-sharp
claws capable of slicing through
even Tactical Dreadnought armor (ref
MGP.Macragge. 1stComp.qv). Their
secondary limbs are typically shaped
ke gnarled hands, allowing the
Genestealer to manipulate objects,
climb and even operate simple
devices such as touch-panels. The
number of digits differs depending on
the parent organism. Despite their
dextarity, these secondary limbs are
stil more than capable of ripping a
imb from its socket. The thickly-
muscled tail appears to be vestigal
although could aid the balance and
agility shown by all variations of
the specias

The color of the Genestealer varies
depending on its parent hive fleet
specimens having been reported
ranging from bone-white 1o jet black
Perhaps the most successful strain of
Genestealers is typified by a blue-
indigo coloration. This strain has been
eancountared on numerous SsSpace
hulks and is possibly specifically

nomadic; bio-engineered purely to
infact new hosis
A Genastealar s nean 5

characteristically bulbous and houses

a disproportionately large brain for
such a single-minded creature. I1s
jaws are lined with viciously sharp
teath, all designed for rpping and
tearing; like other Tyranias they only
have incisors, not molars

Within its maw is its reproductive
apparatus, the owvipostor, through
which the Genestealer implants its
seed into a host. This takes the form of
a thick, flexible proboscis that ends in
a diamond-hard tip able to break
through bone with relative ease. The
throat of the Genestealer 15 thick with
muscle allowing 1t to shoot the
ovipostor from its mouth with
incredible force and speed

Their carapace, along with the density
of their internal skeleton
thickens with  body

Genestealer whose host was Orkoid
will typically be tougher than one bomn
of Eldar gene-stock. Underneath this
s the fibrous muscular sheath that can
be compared to standard flak armor in
terms of durability. These layers
provide a considerable degree of
protection; combined with their
naturally tough physique it is possible
for a Genestealer to charge headlong
through a volley of lasgun fire and
survive. As with other Tyranid
organisms, they typically have an
open circulatory  sysiem with
haemolymph flooding the intercellular
spaces. [his system Is host IC
unnumbered phage cells, believed by
the Magos Biologis of New Hallefuss
research facility to be digestive
systems. These allow them to feed on
the nutrient-rich end product of a
Tyranid invasion. Closer investigation
shows the phage cells to have a dual
purpose, acting in a manner similar
to fibrinogens Iin the human
bloodstream and clotting the liguids
that seep from any wounds
that the Genestealer has suffered
(ref. MBfI277 .anticoagulant.hellfire.qv)

typically
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Another physiclogical anomaly thal
Genestealers display Is the redunaant
respiratory and circulatory sysiems
inherited from their host. Furthermore
they exhibit wvestigia digestive
systems. Some specimens even have
complete stomachs, although these
are superfluous given the efficiancy of

the phage cell. These expandgable
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systems allow the Genestealer to
sustain considerable non-lathal
damage and still function. It is widely
known by Imperial forces that those
coming into conflict with Genestealers
should direct their fire towards the
thorax and abdomen of the beasts, as
even with several extremities
missing they are still highly
dangerous opponents.

Thanks to the capture of live Tyranid
specimens by the Draco Legion of the
Adeptus Astartes, it is known that
(aenestealers are able to feel pain and
react adversely to i1ts application,
gither becoming incredibly aggressive
or cowed into temporary submission.
Genestealers have a tremendous
tolerance for cold, allowing them to
survive In deep space, hidden within
the bowels of the space hulks they
typically infest. They are even able 1o
survive In a vacuum for a short space
of time. To truly exploit the space
detritus it inhabits, a Genestealer has
graat longevity and also the ability to
endure long periods  without
nourishment. A Genestealer can also
anter a torpid state at will, lowering its
metabolic rate dramatically. Therefore,
they are able to survive long periods of
inactivity and hardship until new pray
enters their lair.

Home World

Due to the fact that the Genestealers
were the first of the Tyranid organisms
to be encountered, it was widely
believed that the site of their discovery,
the moons of Ymgarl, was their home
world. The initial description of the
Genestealer, by Sergeant Justus
Miale, describes the creature as
having six limbs, two of which
culminated in clawed arms,
aggressive and bipedal. The Ymgarl
creature had a leng muscular tail and
a tough sinuous body. Its face was a
mass of sensitive feelars and tendrils
surrounding a circular mouth filled with
inward-pointing teseth, although the
ovipostor is practically identical.

An  extensive post-exterminatus
archaeology on the now Dbarren
surface of Ymagarl has revealed fossils
of the Csith, a large leech-like
organism that could well have been
the preferred host for the Ymgarl
Genestealer, thus explaining the
differences in physiology.

Originally, Genastealars were thought
to be indigenous lifeforms and,
although the aliens were deadly they
wara believed o pose no real threat to

the Imperium. Hence no active
xenocidgl campaign was undertaken
at the time. However, it has since been
ascertained that this is not the case.
Genestealers were found in a number
of distant locations in practically every

Segmentum over the following
centuries, Iincluding aboard an
increasing number of drifting

space hulks

shortly after this discovery, Hive Fleet
HBehemoth invaded from the galactic
south-east, Entire armies of
Genestealers were seen in the midst
of the Tyranid forces at the Battle of
Macragge, attacking in unstoppable
waves, time and time again
overwhelming even the most well-
defended locations with their speed
and unwavering ferocity.

A vigorous Investigation by the

Inquisition, commissioned by Inquisitor
Kryptmann, subsequently discovered
that the Genestealer is a vanguard
organism; the precursor to a full-scale
Tyranid attack. This explained their

presence aboard the space hulks,
immense agglomerations of debris
and wrecked craft that float
ponderously through the warp,
pericdically reappearing in real space
Most space hulks are empty, lifeless
shells. However, a significant number
have been found to contain rare and
archaic machinery, or relics from the
Dark Age of Technology. Such a prize
Is without price, and no amount of risk
IS unjustified in its retrieval. As a result,
Explorators, treasure hunters and
pioneers have been known to board a
space hulk in the hope of uncovering
such devices. Unfortunately they often
uncover nests of Genestealers, which
proceed to impregnate them before
allowing them to return to civilized
worlds. In this manner the Genestealer
spreads the Tyranid infection across
the galaxy.

Combat Capabilities

(enestealers do not rely purely on
their deadly speed and vicious, ripping
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claws to defeat their enemies. They
are possessed of considerable
intelligence, comparable to that of
Lupus Fenrisii, and are able to
coordinate stealthy attacks and setl
traps when hunting their prey. It is
postulated that they convey
information telepathically, since no
other form of communication has been
observed thus far. This ‘brood
intelligence’ is thought to be akin to the
gestalt consciousness of the Hive
Mind, only on a far smaller scale. The
Genestealer brood can therefore act
as an autonomous unit, able to
function light years away from the
synapse control of the larger
Tyranid creatures.

Much of the Imperium's information on
the combat abilities of the Genestealer
has been supplied by the
1st Company of the Blood Angels
They have performed numerous
expeditions into the depths of space
hulks such as Spawn of Execration,
Charybdis, Immeasurable Halred,
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Sin of Damnation and Harbinger of
Despair. Decorated with the Blood
Star after his success in leading
missions into the heart of two of the
aforementioned  hulks, Captain
Lorenzo of the Blood Angels has filed
comprehensive reports on the tactics
used by these aliens and the lethal
threat they pose.

The Genestealer will not hibernate
until it is absolutely familiar with its
surroundings, including in-depth
knowledge of the ventilation systems,
sewars and other crawlways that
surround the space hulk's corridors. In
this way they can surround and
ambusgh their prey, whose knowledge
of the spaceship’'s labyrinthine
passageways is often woefully
inadequate. This allows them to close
incredibly rapidly, denying their foe the
opportunity to cut them down with
ranged weaponry. Once the
Genestealer is in close combat, i
utilizes its clawed forelimbs to np apart
its opponents. The three claws on

each forelimb are incredibly sharp and
diamond-hard, able to slice through
bulkheads and cut through the thickest
armor. Combined with the awesome
strength afforded by the efficiency of
the Genestealer's musculature, 1t s
quite feasible for a Genestealer to rip
its way through the side of a Chimera
to get to the troops inside. The
survivors of a Genestealer attack are
inevitably heavily armed, forewarned
and well-trained, or a host carrying
purestrain seed.

Although the characteristic claws of
the Genestealer are its primary
weaapons, certain variations in the
xenomorph’s form have been reported
across the galaxy. Long, stabbing
talons occasionally replace the
Genestealer's secondary limbs, and
several specimens have been found
on Ork-infested hulks with thicker
carapaces. In 234921.M41, a
Ganestealer was captured that carried
virulent inorganic poisons and
haemotoxing in sac-like pouches on Is
arms. Another known genus can shoot
thick, barbed strands of sinew into
their victims to keep them from moving
freely as the Genestealer closes in for
the kill. These ‘flesh hooks' are
dispatched from the ribcage by a
sharp intercostal muscle spasm, and
can also aid the xenomorph in
climbing walls and other vertical
surfaces. Presumably these traits are
either inherited in part from the host
species, or bioengineered by the Hive
Mind in its eternal quest for ever more
deadly soldier-organisms

Technology

Genestealers have evolved
specifically to fill a close assault niche.
No specimens have been reported as
possessing any of the biological
weaapon-symbiotes typical of Tyranid
Warriors. As with all of the Hive Mind
species, whal technology they do have
is purely biological, advances such as
the aforementioned flesh hooks more
than compensating for their lack of
conventional eguipment

Threat Index
and Imperial Policy

The Imperium no longer
underestimates the threat posed by
Genestealers, and their extermination
has been given the highest priority.

If a single Genestealer or even an
organism carrying the alien's seed is
allowed to reach an inhabited world,
they can infect ils populace with

L



alarming speed, quickly spreading
genetic corruption and unthinking
devolion to the father organism
(ref. MD346.Coratinorum.int.qv). This
will eventually result a cligue of
hybridized slaves, ranging from a
small coterie to a major rebellion
Once this has attained significant size,
the collective psychic resonations of
the cult's members shine like a beacon
through the warp, attracting the rest of
the hive fleet. In this manner the
Genestealers ensure that their parent
nive 15 guided to areas of plentiful
biomass and abundance of suitable
prey species. Without a populous
planet the cult cannot spread: the
psychic signature of the Genestealers
remains dim, and the hive fleet does
1wt  expend wvaluable energies
journeying to barren or sparsely

populated systems

The efficiency of this approach is
without question, as Genestealers
have Deen encountered across the
length and breadth of the galaxy. The

+++ EXCERPT +++

“Trojan  lupar rescarch  base  hadn't
responded for well over two days and, as
usual, | got the short straw. Me and the
boys got up there as quick as we could
given the circumstances, but 1 reckoned
we were probably too late  Anders’
reports arc wsually tiresomely punctual
So | made sure that we were fully
equipped, and we took cvery weapon we
could lay our hands on

Leaving the shuttle, we tried close range
vox-contact, but still we got nothing
Guardsman Atrai kept telling ws they
were simply  absent withowt leave, the
constant conui or those dimned Csith-
leeches eventually driving them away from
that barren hellbole I'm a linle less
green. 5o I had my lisgun wp and ready
when the first onc came for s

A sinuous. many-limbed  xenomorph,
with a oest of tentacles instead of a face,
sprinted from the shadows. It was hissing,
and it moved so fast that | knew preity
quickly that I only had onc shot. 1 made
it count, luckily. and the thing stumbled
That brought my squad cnough time to
flame it and put it down it stopped
writhing cventually. We bagged it wp._ it
wis larger than 2 man. and six-limbed
like an inscct. It had an cxoskeleton, but

iImperium has long since realized that
the Tdestruction of Genestealer
infestations wherever they are found is
of the greatest importance, as it could
feasibly prevent entire hive fleets from
descending upon a system. Space
nulks are boarded whenever they
appear by squads of Space Marine
lerminators, who will not stop until
they have either eradicated every sign
of Genestealer infection from the craft
or have all perished in the attempt
The High Lords of Terra have issued
an unprecedented eighty-two decrees
ordering the Genestealers' extinction
via the most extreme methods
available to them. In point of fact,
Exterminatus, wheraby all signs of life
are scoured from a planet via the use
of powerful cyclonic torpedoes, is
thought to be the only truly effective
method of dealing with a Genestealer
infestation. The Imperium shows no
hesitation in the use of this apocalyptic
tactic. Even an unconfirmed rumor is
enough to merit an extended

FIRST CONTACT

the rest of it was leathery and moist.
Thin strands of mucous drifted from its
tendril-mouth. It was the uglicst son of
a grox | have cver set eyes on. As we
were cartying it back to the shunle. it
came to lifc again. its claws ripping
through the thin plastic and eviscerating
Guardsman Horast, We dropped it like a
hot stone and fell back. that oaf Culao
hosing it down with so much bumning
promethium that the guys in the Lb
would have found out precious little had
we stopped to scoop wp the remains |
made sure he took point.

The research station was deserted Oaly
in the refectory was there any sign of a
struggle: there was some kind of barricade
over the far door but it had been
smashed apart. We found Sigsman's body
m there He'd hung himsell from the
pipes with his own belt. Some of the
BUys were getting a lintle freaked owt, but
since Gulio had toasted our original
catch, we had po real choice but to move
into  the nerwork of tumncls bencath
the base.

We found Anders down there, just
standing there, stock still He was facing
away from us, pecring down the dark
tunsel. He wasn't responding. 1 span him
round. possibly a little too forcefully.

*

Investigation, but one confirmed
sighting is enough to warrant
Exterminatus. In 345087.M39. the
Salamanders Chapter of the Adeptus
Astartes finally used this method to
cleanse Ymgarl and its moons of any
sign of life, but by then this was just
one world among hundreds that
harbored the alien threat

When a Tyranid invasion is underway;,
the military might of entire
Segmentums is mobilized to repel it in
all-out war. Only with total commitmeant
sacrifice and dedication can Imperial
troops ever hope to stem the tide of a
nive fleet. The Tyranids are so pure of
purpose that they cannot ever be
pargained with, diverted or exploited.
and Genestealers exemplify this.

Social Structure

Amongst such a single-minded race
as the Tyranids, Genestealers have an
unusually complex and advanced
social structure once their infection

His cyes were empty, staring wp at us
with no hiat of recognition, and his face

was  ringed by small discs  of
discolored flesh.

I heard somcthing dropping down behind
us. Pretty much the whole squad had
crowded round to sec what was wrong
with Asders, so the first they knew of
the second xenomorph's amtack was 3
bloodcurdling scream  from Guardsman
Hadio. It was cut off sharply as a three-
cliwed hand burst through his neck.
Gulao turned oaly to get a face full of
tentacles, they whipped arownd his head
and stuck fast. We shot the dama thing
anyway. It kind of shuddered for a sccond
and then fell offi Culio, ichor sceping
from a dozen wounds in its torso, Gulao |
was in shock. but to my astonishment it
hadn't killed him.

I'd had enough, so I ordered the
evacuation. We had owr specimen,
geavinely dead this time, and we had
Anders. Needless 1o say we made all
speed back 1o the shutthke and e
immediately. 1 recommend  further
investigation, despitc  the fact  that
quarantine didn't pick up any contagion in
that last check. | just have this fecling in
my gut.. -

+++ EXCERPT ENDS +++
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has been allowed to spread. At a
fundamental level, a purestrain
Genestealer brood is uncomplicated
by such nuances, with no one alien
having any more importance than
another. Just as a group of biclogical
cells or a swarm of insects, they
function in perfect unison, lacking the
concept of self. However, if a single
Genestealer has successfully
impregnated a target on a populated
world, a bizarre and perverse family
structure grows up around it, ensuring
its safety and ascendancy as the
nexus of the resultant cult.

The Genestealer responsible for the
initial infection implants its egg into a
Human, or indeed any other creature.
The Genestealer's gaze has a
hypnotic effect on its prey, allowing it
to close in and implant an egg beneath
the skin. In fact ‘egg’ is something of a
misnomer; it actually acts more like a
cancer, altering the host's genetic
structure and, in particular, ils
reproductive system. The victim itself
is not subject to any debilitating
effects, actually increasing in strength
and health as the infection takes root.
When the victim mates, its offspring
will be hybrids — part Human, part
Genestealer. The hybrid child does not
consume its parent, as with more
inefficient parasites. One of the
changes wrought by the infection is
the absorption of part of the host
creature’s brain. During this foul
process the parent is shorn of any free
will, reduced to the role of slave to its
unborn child. Once the infant is born,
the parent will go to any length, even
suicide, to protect its offspring. In the
parent's mind, the child is hale and
hearty, a specimen of physical
perfection. In reality, it is a repugnant,
mewling crossbreed, discolored
features twisted into a fanged mask.
This mockery of the family unit is
incredibly disturbing — a message from
the Great Devourer that even ties of
kith and kin will be consumed and
assimilated by the Hive Mind.

The offspring of these unholy unions
then interbreed, flocking together in
the darkness until a sizeable cult
surrounds the purestrain Genestealer
at its center. This patriarchal figure
grows older and larger on the
adulation and support of its cult,
becoming even more grotesque and
developing a level of intelligence
comparable to that of a human. More
and more hybrids are born, with
varying degrees of genetic corruption.
Some could even pass for human,
although they have a marked

tendency toward hairlessness and
heavy bone structure, and their stare
is extremely unsettling. Others may
bear close resemblance to their
torefather, and a rare few are born as
true Genestealers. Needless to say,
the degree of mutation is not an issue
among the cultists; the procreation of
their hideous group overcoming all
feelings of revulsion or propriety.

Many of these hybrids are able o
exercise the human intelligence stolen
from their genestock, learning quickly
how to utilize conventional weaponry
and infiltrating military and political
institutions to further the aims of the
sect. Worshipping their Patriarch as a
god, they stop at nothing in their
corruption of the dominant command
structure. To this end, leaders of the
cult direct their purestrain brood-kin to
impregnate influential figures within
the local authorities and planetary
defense forces. Those implanted
subsequently lose all free will, lying,

#

murdering and blackmailing to further
their power, the better to tear down
organizations from within when their
true masters descend from the stars.

When the cult has grown to significant
size, the psychic beacon that
emanates from the cult's Patriarch
ensures that a hive fleet will finally
descend upon the doomed world. As
the cult comes into range of the Hive
Queen’s psychic control, it becomes
utterly subservient to the Tyranid
invasion, and the underground cult will
explode in bloody and violent
revolution. This uprising is sometimes
contained by the ruling forces, but
usually by the time the Tyranid fleet
arrives, the victim world's defenses
are rife with confusion and
insurrection. The destruction of the
cult is of no consequence to the Hive
Mind, but this devastating preliminary
attack can cripple the world's defenses
even before the first mycetic spore
enters the atmosphere.

| Pts/model | WS BS

Cenestealer Brood **Genofixed spccica**
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» Scything talons (+1A) 6 pis

e Toxin sacs (+15) 6 pls

SPECIAL RULES

raprasent this, Genestaalers
may infiltrate in sCenanos
whara the Infiltrate scenano
special rule is being used. Il
the mission does not allow
units to use the Infiltrate rules
then the Genestealers must
sat up normally with the rest
of the army.

Brood Telepathy
Ganestealars have their own
brood telepathy which allows
tham to function
ndependently without the
influence of the hive mind
Because of this, Genestealer
broods outside the range of
any Synapse creatures do not
use the Instinctive Behawvior
rules and instead take Morale
checks and Pinning tests just

Brood: The brood consists of between & and 12 Genestealers

Bio-weapons: Genestealers have rending claws. Depending on the hosl
species, Genestealers show occasional mutability and the whole brood may be
equipped with up to one bio-weapon or biomorph enhancement chosen from
the following list at the points cost indicated per model.
* Flesh hooks 2 pis

« Extanded carapace (+15ave) 3pis

Infilirate: Genestealers are intelligent and stealthy. They will take advantage of any
opportunity to creep closer 1o thair prey bafore springing ferociously into the attack. To

= [mplant attack 4 pls
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ICHAR IV: THE COMING OF HIVE FLEET KRAKEN

Over two hundred years after Hive Fleet
Behemoth, the mitial mcursion of Trru.ids
into the galaxy, certain members of the
Adeptus Administratum began to question the
pecessity  of maintaiming swch 2 powerful
military presence in the galactic south-cast.
Reports of tcrrorism and  revolution were
cited 25 symptoms of civil unrest due to the
rancor of a populace living in the conditions
of an armed camp. However, the most vocal
of those to cspouse these theories and
reccommend the withdrawal of military
prescnce from the sector were cither from
these same regions or had traveled there mt
some point. Fearing subversion. the Inquisition
ordered an investigation, hﬂf expecting fo
find evidence of hu‘u‘jr. This ]RE.I.JI with a
purge of all who had been in comtact with
the worlds of the castera fringﬁ. with tens
of thousands incarcerated to stop Fns.sil:ll:
infection spreading  Although this met with
success, the |||;|l.i:itiun mmml}r uncovered
the most widely-spread Genestealer infection
to have plagued a civilized world

Ichar IV, the hub of an industrial system
vital to the Imperium, was the first world to
come under the vigilant eye of the Inquisition
Years before, a religions sect, known as the
Brotherhood, had canght the hearts of
hundreds of workers with its promise of the
Emperor's return and a place at his side. The
Brotherhood's charity and mercy became
widely known, and their authemticity scemed
vmmpeachable cven when wader full-scalke
imvestigation the Ecclesrchy. They
appeared to have commendable faith in the

ror, and were I-]ﬁl!hi:l]r El'llllltd the
right to build the Cathedral of True Faith in
the center of Lomas, Ichar TV's capital city.

Shortly after its completion, civil unrest
started to bubble to the surface, and
Brotherhood preachers whipped the populace
into a zealows freazy with word of the
Emperor's immincat armival Rioting broke out
and the Adeptus Arbites were called in to
restore order, but were fired upon from
hidden gun nests in the Cathedral Great
mobs of howling rebels fell upon them and
they were forced back. When the Arbites
requested back-wp from the Planetary Defense
Force, most of them rebelled, reinforcing the
followers of the Brotherhood and plunging
the city and ultimately cvery other om Ichar
IV into civil war. The tendrils of corruption
reached far and decp. and ecach and every
official was assassinated, be 1t by a smipers
rifle or a Genestealer's claws. The
Brotherhood amnounced the new theocratic
government a month before the first of rhe
Inquisition arrived.

Inquisitor Agmar wasted no time in getting
to the root of the problem. correctly
surmising that the rebellion was 2 well-
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orchestrated plot and requesting the assistance
of the Ultramarines chapter from nearby
Mu:umr_ In the interim, }'a,gm.lr led several
raids into the heart of the Brotherhood's
terri as total war raged throughout the
citics. Each ncw expedition wacovercd more
about the truc natwrc of the Brotherhood, and
when Inquisitor Agmar fimally uncovered
F hruud-nul:, I:iiE wWorst mspi-l:iul!
were confirmed.

The next few months saw 2 major Imperial
offensive launched all over Lomas, with the
forces of the Ultramarines d:p]u}'ing might
mto the secthing heart of the Brotherhood's
forces. A strike force of twenty Terminators
was teleported siraight into the mave of the
Cathedral of True Faith. and cut 2 swathe
through the assembled acolytes A coumter-
attack was quickly mounted, all semblince of
Humanity disappearing from the
Brotherhood's forces as a howling tide of
hybrids, degencrates and cultists fought back
with suicidal ir:nI]r. The Terminators were

resolute, however, and d on into the

Ehldui]r Crypts of the cathedral

The rotten heart of the Brotherhood
headquarters was 2 network of dank tunncls,

liisﬂnrshn wave after wave of uming
Genestealers toward the Ultramarines. Scores

were cut down by the Terminators’ weapons,
heavy flamers preventing flank amtacks: the
Ultramarines bad fought this foc in the
confined tunpels of space hulks many times
before The Genestealers numbers seemed
near infinite, and the lerminators fell one

onc until there was barcly a handful lefr
Nevertheless. they pressed on.  cventually

penctrating  through to 3 massive vaulied
chamber with ribbed walls arching far above,
and moist, chitinous pmruh:ru::s j'l.ll.‘i'l:ll
from every surface In it cenmter sat the
bloated, sickening form of the cult’s Patriarch,
the first Genestealer 1o spread the infection
to this blighted world A horde of
monstrositics powred towards the Terminators,
the truc-born of the cult, and battle was
joined. The Librarian of the Ultramarines
squad fought his way to the Patriarch. every
ouance of will forcing him on against
impossible odds. Unable to best the
lightning-fast creatwre in  hand-to-hand
combat, the Librarian commanded his men to
open firc on them both. a maclstrom of
storm bolter shells ricocheting from  the
Librarian’s armor but dm::uil'n% in the
vulnerable arcas of the Pairiarchs swollen
flesh. The Librarian took the opportunity
afforded by the distraction to sly the
Patriarch with his force axe With s death,
the brood was thrown into confusion and
subsequently slaughtered by the Terminators.

w &k & & & & & &

Ichar IV was under Imperial control within
the moath. However, both the Ultramarines
Librarian and the Astropaths of the system
felt the Patriarch’'s death scream  resomate
throughout the warp. and some even claimed
to feel a subtle change, a distant shift in the
poisome corfents of the |Immateriom.

Less than a fortnight later, the full force of
the Great Devouvrer fell wpon the Eastern
Fringes as Hive Fleet Krken begin to

CORSUME r_w:rfthilﬂ m its I:url!_
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Warhammer 40,000 Overfiend Andy
Chambers has been busy overseeing
his underiings’ work an Codex
Necrons recently, but found time this
month to expand the ever-growing
archives of Chapter Approved.

Andy Hoare, one of Games
Development's new boys,
has taken a break from
the all-consuming

horror of the

Necron threat and

turned his attenfion

to the jungle-

dwelling Kroat.

KROOT MERCENARIES by Andy Hoare

"Du [=1s] ] :.:-i:n;r ok ol !und the mcrcemary.
Coasider that ecach one
woarth three to yom: ope more on your sude,
one less on your foe's side. and opnc more

of thoe scum s

worker m voif ofdainde smithies.”

}thﬁ_ml: General Constanting Beaumaont,
2Mst Viscoust of the Argentum IV General Staff

The Kroot are expert jungle-fighters
and trackers, who can be found
fighting as mercenaries across the
Ultima Segmentum and beyond. The
majority of Kroot warnors fight as
mercenaries in the armies of the Tau.
Their integration into the Tau empire
requires them to provide troops to the
Tau military and, furthermore, attempts
to prohibit them from fighting alongside
the armies of other races.

Kroot evolution depends on their
absorbing the genetic traits of other
races, selectively inheriting the most
desirable. They do this through eating
specific prey animals to ensure that the
next generation take on certain
characteristics of that animal.
Unfortunately, the Tau insistence that
the Kroot fight exclusively for them
would lead to a disastrous stagnation,
as they have absorbed the traits of
most of the creatures from within the
Tau region. To collect as wide a range
of characteristics as possible, they
secretly despatch entire armies of
mercenaries to fight alongside other
races in order to expose themselves to
creatures and environments not found
in Tau space.

The result is that each of these
mercenary bands develops separately
to the mainstream of Kroot society.
When they periodically return to the
Kroot home world of Pech, they bring
with them a wealth of new traits to be
absorbed by the race at large. These
itinerant bands often appear radically
different from the standard Kroot,
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Greetings loyal citizens and welcome to this month's Chapter Approved. This
issue sees Scrivener Hoare bringing us details of a new alien force selling
their mercenary services across the warzones of the galaxy. Adept Hoare Is
currently under ohservation by the Inguisitors of the Ordo Xenos for his
traffic with such creatures, but also brings us details of an addendum to that
mighty tome the Codex Astartes, in the form of a codex revision for

having absorbed all manner of
outlandish genetic data.

KROOT SOCIETY

Kroot society is based on the kindred,
and each mercenary army mirrors this
in its organization. The kindred fulfills
the battlefield role of a squad, but
represents something far more
fundamental. A kindred is an extended
family group that develops together
under the direction of the Shaper, an
individual who is able to guide the
group down a particular evolutionary
path by determining their diet.

Senior Shapers form councils, whose
role is to oversee a group of kindreds,
thus insuring a level of homogeneity
within the species. An individual known
as the Master Shaper, who sits at the
top of this pyramid-shaped
organization and guides it in all
matters, leads each council. Kroot
mercenary armies are led by Master
Shapers who seek the infinite variety of
the galaxy, leading their kindreds into
avery warzone imaginable in an effort
o absorb the abilities of the lifeforms
occupying those war-torn areas.
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Thare are two ways fo use Kroot Mercenaries
in your games of Warhammer 40,000. The
first way is to use a number of Kroot squads
as auxiliaries 10 your main force. In order o
do this you must first have filled all of the
compulsory force selection criteria applicable
to the mission with your main armmy.
Furthermore, you may nol include more Kroot
squads than you have Troops choices in your
own army. For example, in a Standard
Missions game you must fake an HQ and two
Troop choices for your army before filling any
additional force organization slots with Kroot
Mercenanes. In this example, you could
choose any two Kroot Mercenary squads. The
lollowing armies may NOT make use of Krool
Mercanarnies:

Space Marines, Necrons, Sisters of Battie,
Tau, Tyranids

After all compulsary slots have been filled the
following units may be added to your army
from the Kroot Mercenaries list:

0-1 HQ choices

0-1 Elites choices

0-2 Troops choices

0-1 Fast Attack choices
0-1 Heavy Support choices

In games of 2,000+ peints, instead of making
the above additions, a second detachment
may be chosen from the Kroot Mercenary list.

The second way to field Mercenary Kroot is
as an army on their own. If you take this
option you will be rewarded with a highly
individual force tailored to your playing and
modeling styles in a way few armies can
match. Having said this, the Kroot are far and
away better off fighting batiles using the
Jungle Fighting rules. In this respect they
make an excellent adversary for the
Catachan Jungle Fighters and are quite
capable of taking on just about anyone in this
environment. Be wamed, though, if you field
a Kroot Mercenary army in ‘normal’
conditions you will nead quite a lot of troops;
especially if you plan a headiong charge info
Space Marine bolter range!

Strategy Rating: To represent the facl that
the Mercenaries fight when and where
someone else tells them o, they use the
tallowing chart 1o determine Strategy Rating
when fighting on their own:

D& roll Strategy Rating
1-3 1
4-5 2
6 3

Eaters of the Dead: Kroot are extremely
voracious camivoras and will often lat a
defeated enemy escape while they feast on
the flesh of the fallen. Master Shapers and
Shapers, and squads led by them MUST
consolidate, as it is their responsibility 10
ensure that the bodies of the fallen enemy
are not wasted

Fieldcraft: Kroot are naturally adept in
arboreal environments and gain +1 to their
cover save in woods or jungles. Kroot in
woods or jungles do not have 1o make a
difficult terrain test, they can always make a
normal move. If they do not move in the
Movement phase, they may see and shool
through 12" of woods or jungle terrain rather
than the 6" that would normally be the case.

KROOT MERCENARY SPECIAL RULES

S A

Mercaenary Kroot acvance through a rocky vallgy.

Infiltrate: If the squad does not contain a
Krootox, it may infiltrate if the mission permits
. See the Warhammer 40,000 rulebook tor
the Infiltrate scenario special rules.

Kroot Hounds and Krootox: Some squads
may have Kroot Hounds or Krootox attached.
They count as a single unil and must keap
normal coherency. Both Kroot Hounds and
Krootox gain the benefit of the adapiations
and rules of the parent Kroot unit,

KROOT HOUND SPECIAL RULES

Release the Hounds: Whilst the Kroot
themsalves rarely pursue a beaten anamy, the
Kroot Hounds will pursue viciously for a while
bafore returning to their unit. If the enamy fall
back from close combat with a Kroot unit, each
Krool Hound will inflict a single automatic
Strength 4 hit.

KROOTOK SPECIAL RULES

Attached Herd: Kroolox whose parent
Carnivare squad falls back will accompany it.
If the entire Kroot Carnivore squad is wiped
out, the Krootox will disperse and are
removed as casuvalties. Krootox will move
with their parent unit at the same ;
each staying within 2° of a Kroot. i the
combined unit is engaged in close combat
then the Krootox fight as if they were part of
the parent unit.

Note: The Krootax anly has a Toughness of 3
for detarmining whather a weapon is capable
of inflicting an instant kill, s0 weapons of
Strength 6 or higher will kill them outrighl. In
practice the blast will have killed the Kroot
rider, leaving the Krootox to wander off
harmlessly. Remave the model as a casualty.

HYPERACTIVE NYMUNE DRGAN
ADAPTION
Certain  kindreds can purchase the

hyperactive nymune organ adaptation at an
additional points cost. This ability allows the
model to Fleet of Foot. In the shooting phase
you may declare that a model s going 1o run
instead of shoot. Roll a D6, The result is the
distance the unit may move in that shooting
phase. This move is unaffected by dithicult
terrain of any other shooting restrictions.

SIGNATURE EVOLUTIONARY
ADAPTATIONS

If you are fielding an army consisting entirely
of Mercenary Krool, rather than taking them
as mearcenaries for another force, then you
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may purchase a spacial Evolutionary
Adaptation. You may choose a single
Signature Evolutionary Adaptation for your
Mercenary Kroot army. This represents the
specific evolutionary path on which the
Master Shaper has led his band, directing
them to feed on specilic prey in order to gain
the characteristics of the creatures native to
the warzonas in which the band must fight
Choose ona adaptation from the list below
and apply it to every Krool in the army.
Krootox and Kroot Hounds do not banefit
from these signature adaptations.

Bold: By concentrating on hunting prey
known for its courageousness, the squad
adds +1 fo its Leadership characteristic, up to
a maximum of 10.

FPoints cost: +1 per Kroot

Chameleon: Having feasted upon the flesh
of chameleonic reptiles, the band has gained
a limited ability to blend into its surroundings.
All models have a 6+ cover save when

in the open.

Poinls cost: +1 per Kroot

Fast Reflexes: Many creatures rely on thair
fast reactions o avold predators, and this
band has inherited some of this speed. All
models have +1 Inftiative.

Poinls cost: +1 per Kroot

Mocturnal: The band has inherited excellent
night vision and may re-roll the dice 1o
determine how far i can see in a Night
Fighting Mission.

Points cost: +1 per Kroot

Ork Hybrid: Often referred 1o as ‘Green
Kroof', all models increasa their Toughness
by +1. Strength 8 is needed to Instant Kill
miadals with this adapiation.
Points cost: +2 per Kroot

+5 per Shaper & Master Shapar

Sixth Sense: These Krool display an
unnerving ability to predict imminent danger

If targeled by any template, blast or ordnance
blast weapon, models under the lemplate
count as being partially covered — therefore
only hit on a D6 roll of 4+ (including flamer
hits which do not usually allow partial hits)
Points cost: +2 per Kroot

SCEMNARIO SPECIAL RULES

In missions that use the Sentries scenarno
special rule, 8 Kroot warriors with no
Evolutionary Adaptations are used

as the sentries.
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weapons not available to them when fighting alongside the Tau.
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KROOT MERCENARY ARMORY

Krool mercenary armies fight alongside a score of races #eross a thousand war-zones. As payment for their services these Krool often oblain

Shapers and Master Shapers may have up to two single-handed weapons, or one single-handed weapon and one two-handed weapon,
chosen from the list below. You may also pick up to 40 points of extra wargear for each Shaper, and 80 points for the Master Shaper. ltems
markead with an asterisk (*) may be taken only by a Master Shaper and Shaper Council members.

Those weapons not described in this army list may ba found in the Warhammer 40,000 rulebook

TWO-HANDED WEAPONS

B R Rl ki s s o now et 2 pls
Splinter rifle . . . .. ... 2 pis
Shuriken catapult. . . . 2 pls
Shoota. ........... 2 pis
o1 1T P 13 pis
Plasma gun®

Flamer. i . | . |
Storm bolter PR LR e ., .

Eviscerator (a powerfist with SN

SINGLE-HANDED WEAPDNS

Close combal Weapom. .. .. ocevwvnnnsss 1pt

Bolt pistol . .2 pts

Shugga .. ... S e R e e T ST

Splinter pistol . . .1 pts

Shurkenpishod . ............. : . . 2 pis

POWET WOBIDON . . .« v v v om e sss s sansnnonnssns 15 pis

WARGEAR

Mealta bombs ....... e e & pts

TR CTEIBEIN s s - o0 v 6 e e o R e 2 pts

Frag grenades .1 pt

Auspex. .. ... 2 pts
o

TOTEMS

Kroothawk totem® (max one per army, all-Kroot

LAl LA

3 a.ﬁ L L T :
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KROOT MERCENARY WARGEAR

KROOT RIFLE: A basic slug-throwear relying on chemical propellants and the
transfer of kinetic energy, adapted by the Tau o fire a charged pulsa round
supplied by them. The Kroo rifle is fitted with blades near the muzzle and
stock. These are a throwback to early traditional Kroot fighting staves. The
incredible hand spaed that a Kroot possesses due (o its unigue musculaiung
makes these blades effective assaull weapons and Kroot with Kroot rifles
accordingly count as having an additional close combatl weapon. The Krool
rifle is a two-handed weapon, and therefore cannot be combined with
anoiher weapon in close combat.

SPLINTER RIFLE: This two handed weapon is fitted with similar spikes 1o
the Kroot rifle, and when used by the Krool confers an axtra attack in close
combal. The same restrictions reganding the use of additional close combat

weapons apply.
KROOT GUN: The Krool gun is a larger, unwieldy version of the Kroot rifle
ashed to the back of the Krootox and fired in batile by the rider

KROOT HUNTING RIFLE: This is a varnant on the standard Kroot weapon,
and counts as a sniper rifle. The additional closs combal attack grantéd by
the spiked attachments is lost

Weapon Range Sir AP Type MNotes
Kroat rifle 24 4 6 Rapid Fire See above
Krool gun 48" 7 4  Rapid Fire

Krool hunting rilla 36" X 7] Heawvy 1 Sniper rifle

AUSPEX: An auspex is a shor-ranged scannar used 1o datact hidden troops
If enemy infilirators set up within 4D6" of a model with an auspex, then thal
model is allowed to lake a Tree’ shot at them (or sound the alarm in a Raid
scanana). If the model is part of a unit, then the whola sguad may shoot

These shots are taken before the game begins and may cause the
infiltrators to fall back. The normmal shooling reles apply

TOTEMS

KROOTHAWEK TOTEM: A fetish used in ancastor worship cafamonias
providing foresight and wisdom, You may re-roll the dice to detérmine who
gets the first tum of he gamas

VENERATION CHARM: Valuable lools and possessions are often
placed in the case ol the Shaper's ancestors, who he prays will guide
him in their use, A veneration charm must be applied 1o a spacific
waapon camied by the character and counts the weapon as master-
crafted. A master-crafted weapon follows the normal rules, excepl that
you may re-roll one failed To Hit roll per tum for an aftack made by the
master-crafted weapon. Note thal you may not master-craft grenades.

MAREK OF THE FAMDRED CHILD: The ancestors have clearly marked
this character as baund for graat things. The characier gams a 4+
Invulnarable save -

SUREFOOT CHARM: This charm often takes the form of a wind-chime
or cluster of small bells adoming the Shaper's rifle barral. The sound
made by the charm, although unncticeable to other races, allows the
Shaper's kindred to follow his lead when stalking the enemy. The
characier and any squad he joins may roll two dice and pick the highest
when rolling to Fleet of Foot using the hyper actve nymung ongan
adaplation, picking the highest resuli to determine the distance moved

BLOOD OF THE STALKER: Some kindreds daub themsahwas with the
bBleod of local predators before battle. This has the effect of avgmeanting
their already prodigious ambush skills, In missions where the Kroot can
infiltrate, the character and his kindred may deploy DE" closer to the
gnemy than indicated in the scanario sel-up insinuctions. For example
in a Becon mission, infiltrators may set-up anywhara cutsida of 187 from
the anamy. The Blood of the Stalker allows the unit to deploy anywhere
ouiside of 12° 1o 17" from the enemy, depending on the roll

N e T T T
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HEADQUARTERS _"
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Points WS BS S T W I A Ld Sv
Master Shaper 38 4 3 4 3 3 4 3 10 5+
Kroot Hound 6 4 0 4 3 1 £ 2 B 6+

Equipment: Kroot rifle. He may replace this with, or choose additional items from, the Armory.
Options: The Master Shaper may be accompanied by up 1o 2 Krootl Hounds.

Independent Character: The Master Shaper is an independent character and follows all af the
independent character special rules as given in the Warhammer 40,000 rulebook.

Evolutionary Adaptations: The nymune organ regulates the Kroot metabolism, and the Shapers
often manipulate this in order to boost the energy levels of the warriors. The Master Shaper may
receive the hyperactive nymune organ adaplation at +5 points. This allows him to use the Fleat of
Foot rules.

If he is not accompanied by Kroot Hounds and has not taken the hyperactive nymune organ
adaptation, he may be given wings at +15 points. See the Vulture Kindred entry for details of
this adaptation

Minor Psyker Abilities

One of the roles of the Master Shaper within Krool society is to provide a focus for the
practice of ancestor worship. Those individuals with a particular gift may gain the blessings
of their long-departed predecessors and manifest shamanistic powers.

If both players agree to their use then the Master Shaper may purchase Minor Psyker
Powers, paying for them from his wargear allowance. Details of these powers can be found
in Chapter Approved, page 94, White Dwarf 257.

n'1=““.“"EIL--n-qqqqq..------------------------an'nlmm
MODEL
Points WS BS S T W 1 A Ld Sv
Shaper 3o 3 3 4 3 3 3 3 9 5+
Kroot Hound 6 4 0 4 3 1 4 2 8 B+

Squad: The Council consists of 3 to 5 Shapers.

Equipment: Kroot rifle. The Council members may replace their rifles with, or take additional
itams from, the Armory.

Options: Two Kroot Hounds may be taken for each Shaper.
Evolutionary Adaptations: All Council members must receive the same adaptations.

The Council Members may receive the Hyperactive nymune organ adaptation at +4 points per
member, allowing them 1o use the Fleet of Foot rules. The Kroot Hounds receive this adaption
for free,

It the Council are not given the hyperactive nymune organ and are not accompanied by Krool
Hounds they may be given wings at +10 points per member. See the Vulture Kindred entry for
details of this adaptation.

HEADHUNTERKINDRED ..................ccvvviiinnnnn 10 POINTS PER MODEL
Points WS BS S T W I A Ld Sv
Kroot 10 4 3 4 3 1 3 1 B B+
Shaper +21 4 3 4 3 3 3 3 B G+

Squad: The kindred numbers 10-20 Kroot.

Equipment: Kroot rifle.

Options: The entire kindred may be equipped with frag grenades at the cost of +1 point
par model.

Character: One Krool must be upgraded to a Shaper at an additional cost of +21 pts. Some
Shapers carry weaponry gifted by their employers and may choose additional equipment from
the Armory.

Evolutionary Adaptations: Having fed upon the most poisonous of creatures, these Kroot may
choose to attack with either their basic strength or with their special poison attack. If they choose
lo use their poison attack, then they may make a single attack (even if they assault) that will
always wound on a 4+ (armor saves are allowed as normal).

The entire squad may receive the hyparactive nymune organ adaptation at +2 points per member.
This allows them to use the Fleet of Foot rules. All squad members must receive the adaptation,
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| A Master Shaper rules overa §
| mercenary band. He
negotiates contracts with

| employers, leads his warriors
in battle and directs their evolutionary |
devalopment, He will often be armed ]
with the most valuable eqguipment i
avalabie, barfered or looted from the
many warzonas his band has sened in
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| A Shaper Council sits below
| the Master Shaper in the
chain of command within a
mercenary band. Each
Council member is responsible for a
number of kindreds, coordinating their
evolution with the other members of the
band to obtain the desired mix of skills
and abilittes. The Council can be a
fearsome adversary as, like the Master
Shaper, they have access lo a wida
range of weapons and eguipment.
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Thasea Kroof are the result of
| their predecessors feeding
upan e most porsonous
creatures they could hunt
They are capable of spitting a highly
cofrosive acid at close range, buming
the axposed Resh of thelr foes and
causing horrific infuries
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HERVY SUPPORT

Some bands have access o
the Kroot hunting rifle; a
varnant of the standard Kroof
——— rifle adapted to fire longer
range and more precise ammurition.
These weapons are offen fielded by
small squads who can provide covering
fire for their fellow Kroot as they
advance across the baltlefiald.

Krootox Harders lead thair

charges into battle, laying

down a devasfating volley of
—~ fire from the
Kroot guns
mounted on
the Kroolox's
back. They are
also brutal
close combat
opponents
who most
enemy Iropps
will avoid at
all cosits.

Being native lo a world largely
covered in forests and
jungles, the Kroof have
leamed the value of luring
their foes into a weli-prepared trap.
They will often st up these stake-filled
pits well in advance of a battle and
draw their enamy towards them using a
specifically selected ‘bait’ squad

O-THUNTER KINDRED. ........ccoeiiiiiiierernnnnnnas 8 POINTS PER MODEL
Points WS BS S T W | A Ld Sv
Kroat B TS TR TR T e o R T 1Y
Shaper 421 TTEEE SRR S Tl B SR T

Squad: The kindred numbers 5-10 Kroot.
Equipment: Kroot hunting rifle

Character: One Kroot must be upgraded to a Shaper at an additional cost of + 21 pts. Some
Shapers carry weaponry gifted by their employers and may choose additional equipment from
the Armaory.

KROOTOXKHERD...............cccvvvvvvnnennnnnnnsannaa.. B POINTS PER MODEL
Points WS BS S T W I A Ld Sv
Kroaot B 4 3 4 3 1 3 1 8 6+
Shaper +21 4 3 4 3 3 3 3 B B+
Krootox 50 i 3 & 3(5) 3 3 3 ] [

Squad: The herd numbers 10-20 Kroot and must contain at least half as many Kroolox as thare
ara Kroot, up 1o a maximum of one Krootox for every Kroal,

Equipment: Kroot rifle. Krootox are armed with a Kroot gun.

Character: One Krool must be upgraded 1o a Shaper at an additional cost of + 21 pts. Some
Shapers camy weaponry gifted by their employers and may choose additional equipment from
the Armaory.

W""mlllllllll-l-l-l-l-iiiiiiiiiil IIIIIIIII Illllllliiiiﬁ"mmm
Str AP
Punji Pit 4 G

Set Up: Punji traps are set up using the special rulés that can be found on page 21 of Codax
Catachans. Batween 1 and 5 traps may be set up as a single Heavy Support choice.

lgnore Cover Saves: Punji traps ignore cover Saves.

Pinning: Any unit that suffers one or more casualties from a punji trap must test for pinning.
Special rules: Punji traps are generally a small pit containing sharp stakes and covered with
foliage. Place the small Blast marker over the model that triggerad the trap 50 that the hola in the
marker is over the model, Any models fully under the Blast marker are hit automatically, and any
partially under are hit on a 4+

A Kroot Mercenary warband assists the Imperial Guard in staving off an Eldar assault.
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REF: TarraOrdXen/B30TA0322.
ALUTHOR: Aide Secondus to the
Bureau of External Threat Evaluation
and Analysis, Genetor Qullon.
TITLE: Kroot tinerants - initial data gathering.
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warriors are large brutes with green skin and

loud weapons.

pronouncad, thickset jaws. The warriors of
the band refer to themselves as Lucu's Ladz
and fight primarily for teeth and with large,

Report logged 367997.M41

Ingquisitor Chan.

The “Seven Wings Coalition® has roamed thase
reglons north of Utramar for the past three
decades. In this period these mearcenary Kroot

*‘“; hawve been reported as having taken part ln over
F il two dozen major campaigns. By my best astimate,
S the band’'s Master Shaper, one Jiynko Chagrill,
» :F::",' leads close to two thousand warriors. My sources
3 _!;" have observed that after the Coalition's
f; e invohwament in the Chthonian Wars, in which they
-- & 1 fought for three blistering seasons in the vitrified
o groves of Hades IX, the entire force had gained the
L ability to fight effectively in termperatures far
I higher than any Imperial soldier short of a Space
| l‘ 2 Marine could hope to match, | recommend further
] investigation and reguest ald In allaying this
1

potential threat before it grows out of hand.

Report logged 897958.M41
Extract from Segmentum Command
operational rolls, Ensign <purged>

877.M41 — Dictator Class Crulser Manifest Destiny

extendad long-range patrol sweep of the
Hangman's Yold reglon, Ultima'Segmentum. Seven
months into mission, ship's long=srange scanners
detected residual comm-traces of allen origin.
Cruiser's Master of Auguries divined the source of
the signal as the fourth world of system classified
KWVD348, ;

Site investigated — a amall group of Kroot appear
to have been stranded on the world. Somehow, a
Dark Eldar raiding force had discovered thair
presence and assaulted the aliens with typical
arrogance, cartain that the primitive treatop
settlerment would make an easy target.

Evidence suggests that the pirates were drawn
into the densely wooded areas surrounding the

Report logged 487998.M41
Genetor Lukus Anzion.

| have determined that the DNA of every Kroot
kindred contains a certaln amount of Orkold

village, whare they ware ambushad piecemaal and
completely annihilated.

Addendum: This same Kroot band was later

identifled fighting alongside human plrates and,

less than twenty years after their absorption of

material. However, Master Shaper Lucu Trosk has

evidently taken every opportunity to hire his

the Dark Eldar DiMA, seemed to have inhertted all

mercenary band to emplovers fighting against

Orks. His intention can only be to absor as much

dark kin.

of their genetic make-up as possible. All Trosk's

the speed, viciousness and capacity for wanton
cruelty that ils characteristic of the Eldar's

TI:IE KHJD" ﬂ!ap:r I'.'.d. J:LI.! l:.llld!'[d

flicking
as he tasted the air. His heightened
senses picked up the presence of the
Gaunts before he actmally saw them
skulking through the undergrowth up
ahead. At his unspoken command the
Kroot warriors sunk into
the puogle foliage, their
h:ﬂ. :}'ﬂ “:Eir'i.lﬂg
their foe with
Intense CUriosity.

through the dense undergrowth. his rongue
in and out of his beaked mouth

A series of clicks and whistles in the
Kroot tongue indicated the warriors’ desire
to get to grips with this new enemy, to
feast of irs flesh and add its strengths 1o
their own

Regarding the vicious claws and agile
limbs, the Shaper felt the urge to attack,
to consume, to please the ancestors and
take as his own those predatory traits he
witched stalking towards him beneath the
dl.'l'k 'i'lll]E].t {iﬂﬂF}'.

As the Gaunts drew nearer, his whipping
tongue savored the pheromone messages
permeating the humid jungle air: the lust
to survive, the drive to consume and
integrate. Something in the scent made the
Shaper pause. The warriors behind him
were becoming
umpatient and

the enemy

WErc E’Eﬂjﬂs t].l:l-!-ll:l. Hj._EI'I P.hti]l'd. 'I]IHIEE
from behind told him his kindred was
almost beyond the pomnt where he could
control their carmivorous appetites and
with an angry series of warbling clicks he
silenced the impaticot warriors, He needed
more time to consider the meanings 1n
the encmy's musky scent.

In 2 moment of instinctive insight, the
Shaper sensed what wis wrong with the
encmy's scent; they. too, were predators
who survived by consuming their foes. by
taking within themselves the traits of
those they defested so that successive
generations could survive and prosper in
an ultimately hostile world. Something in
this was wrong, Eam:‘thing about thizs foe
made it imperative that their spirits must
not be allowed to mingle with those of
the Kroot,

Lacking the time to fully explan hs
terrible realization, the Shaper saw the
aliens were too close and had no option
but to order the attack. He qust hoped he
could exert enough control over hus kin
to suppress their carnivorous instincts..
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MODELING KROOT MERCENARIES

KRDOT TRACKER

The idea for a mounted Kroot came
from a suggestion by Verms on the
Warhammer 40,000 Games
Development forum on the Games
Workshop website, and it sounded so
good | just had to try it. Half an hour
later and the conversion had turned
out really well, so | worked up the
army list entry and there you go -
democracy in action!

The conversion is really quite simple.
You will need one of the plastic Cold
Ones, a Krootox head, a Kroot
Carnivore from the boxed set and
some green stuff. Clip off the Cold
One's front legs to show the
creature’s avian ancesliry, and
remove the head, replacing it with the
Krootox head.

You'll need to fill the gaps around the
neck and shoulders with some green
stuff, and you might like to try
modeling the scales. Next, make a
simple saddle using a rectangle of
green stuff. The rider only needs a
little conversion to make him sit
properly on his mount = | just cut the
left leg at the hip and repositioned it
slightly back. | used a modeling knife
to round off the soles of the rider’s
feet, as these will be visible when
he's sitting atop the beast. The
remainder of the conversion is simply
a matter of assembling the rider and
loading him up for a long scouting
mission using the excellent
accessories on the Kroot Carnivore
frame. Remember to clip off the
spikes on the rifle to indicate that the
rider is armed with a hunting rifle.

VULTURE KRDOTY

This is a really simple conversion.
Gently bend the model's legs so it
appears to be either swooping down
or about to launch itself into the air;
either way try to keep the pose as
dynamic as possible. The wings are
from the Harpy from the Dark ENf
range and just nead to be mounted
on the back at an angle consistent
with the movement suggested by the
positioning of the legs.

Sergeant Hastor's squad advanced at a
tortuously slow pace
through the dense,
insect-ridden forest

o D

. undergrowth. Why

i regument
R0

-

founded on an arid mining world would
be posted here, the sergeant didn’t dare
ponder; far be it for the non-
commissioned ranks to fathom the
workings of the Departmento Munitorum.

From further down the trail came a
sudden outburst of angry shouts, soon
tl.LrninE to ternfied screams.

Hastor ordered his squad forward.
hearing the rest of the platoon on esther
side charging headlong towards the
sounds of battle The last scream dicd as
Hastor and his squad broke
1I'u1:|ugh the line of bushes into
a wide, sunbathed cluriun. The
entire squad came to a
/shocked halt as the guardsmen
took in the scene before them.

Strewn about the ground were the
bodies of the rebels. Crouched owver
© each body was a tall. savage alien,

amd tl:r:‘l,r seemed to be.

Someonc vomited Hastor leveled his

lasgun at the nearest alien, and his squad
followed his unspoken order, nine lasguns |
cach acquiring a target. ]

The nearest alien turped its blood-flecked
face towards the scrgeant, fixing ns
pl':da.ll:lr}r giic om him for what scemed
an age. Finally it issued a long, sibilant
hiss that in any language could only be
considered 2 warning,

Hastor stumbled back, his sqmd riising
their Weapons. .

“Hold your firel” The captain came 1
striding into the clearing. his command
group spreading out and forcing the
horrified Emrdsmu to lower their
Weapons.

“They're on our sidel”
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For some time now we've been hearing grumblings regarding the mysterious battle-brothers of

opinions on Codex Dark Angels, it seemed that of all the third edition lists this was the one which players felt was most in need of

some revision. There were two main areas we kept hearing about: points values and the intractable rule. So after some head-

scratching in Games Development | set about drawing up a set of modifications that would sort out
Angels back where they deserve to be (they are after all, the first of

an official modification to Codex Dark Angels. All rules not mentioned here remain exactly as presented in the codex. Thanks to

Shadowguard and the Bolter and Chainsword forum for their feedback on these changes.

Deathwing: Deathwing Terminalors ane
reduced in cost to
47 pis each.

Dark Angels Armory: The following
itemns may be used by models wearing
Terminator armor — Book of Salvation
Standard of Devastafion, Standard of
Fortitude, Standard of Retribution,
Sword of Secrets (the Sword of Secrels
i5 the most well-known example of Dark
Angels artificer weaponry, other swords
of diferent names but identical game
effects are also available to Dark
Angels Grand Masters),

The Lion Helm: The Lion Helm is a
unigue and revered item. You may only
include one in your army.

Characters wearing Terminator
Armor: To equip a hero, Librarian or
Chaplain with Terminator armor costs
+10 pts, rather than 25 pts. This doas
not include waapons,

Master of the Deathwing: Disregard
the entry under the Dark Angels Hero
saction. Any independant character may
be equipped with Terminator armor. All
HQ characters in an

all-Deathwing army must wear
Terminator armor and may be
accompanied by a Daeathwing
Command Squad. Any HQ character
wearing Terminator armor may lead an
all-Deathwing army

Deathwing Command Squad: The
veterans of the Deathwing have access
to finely crafted suits of Terminator
armor that hark back to the earliest
days of the Imperium. These suits are
capable of being fitted with specialist
equipment not available to Terminators
ol other Chapters. An Apothecary may
choose a narthecium and/er reductor, a
Techmarine may choose a servo-arm
and/or signum and a Standard Bearer
may choose any of the Dark Angels
standards, even though these items are
not marked with an asterisk. They may
take other choices from the armory, but
these must be marked with an asterigk
as normal. Deathwing Command
Squads may only be fielded in an all-
Deathwing army.

Ravenwing Command Squadron: The
Master of the Ravenwing may be
accompanied by a Ravenwing Land
Speeder Squadron if ha is mounted on
a Land Speeder, or a Ravenwing Bike
Squadron if he is mounted on a bike.
Havenwing Land Speeder Command
Squadrons may not take Apothecaries,
Techmarines or Standard Bearers: they
are effectively a normal squadron acting
as an honor guard. Ravenwing Bike
Squadrons may take character
upgrades as normal.

Ravenwing: Ravenwing Land
Speedars are reduced in cost to 55
points each. The Ravenwing Land
Speeder may replace its heavy bolter
with a multi-melta at +15 pts. The
Ravenwing Land Speeder may also ba
hitted with an assault cannon at an
additional cost of +25 pis

Ravenwing bikers are reduced in cost
to 40 pis each.

Ravenwing Attack Bikes are reduced in
cost to 70 pts each if equipped with a
multi-melta, or 55 pts each if equipped
with a heavy bolter.

Battle Company Squadrons: In
addition to the Ravenwing being
equipped to employ bikes and Land
Speeders, the sixth company can call
upcn brethren trained to ride Space
Marine bikes into battle. and the
seventh company has access to Space
Marines trained in the wse of

Land Speeders.

A Dark Angels force may choose Bike
Squadrons, Aftack Bike Squadrons,
Land Speeders, Land Speader
Tornados and Land Speeder Typhoons
from Codax Space Marines for the cost
specified thera. These vehicles may not
Jink’ and do not re-roll difficult terrain
tests, as they are not members of the
Ravenwing (and therefore wear dark
graen livery rather than the black of the
Ravenwing). They may not ba used in
an all-Ravenwing army.

Note: Land Speeder Typhoons are not
fielded in all-Ravenwing forces.
Ravenwing pattern Land Speeders are
optimized for long-distance
reconnaissance operations: the added

weighl and power requirements of the
T}“DhDDH weapon system would
compromise the vehicle's effectiveness
in this role,

Tactical Squad: The Dark Angels are
the oldest Space Marine chapter, and
a5 such have access o many ancient
and revered weapons. A Dark Angels
Tactical squad may replace its
lagcannon with a plasma cannon for no
exira points cost.

Dark Angels Librarian: Dark Angels
Librarians may have either the psychic
power Smite OR Weaken Resolve.

The Dark Angels Librarian is reduced in
cost 1o 80 pts

Intractable: This special rule applies to
all Dark Angels with the excepfion of
the Deathwing, who are already
Stubbom, and members of the
Havenwing. Intractable models that fail
a Morale check as a result of taking
25% casualties in the enemy Shooting
phase will not fall back as per the
normal Morale rules. Instead, they will
not be able to move in their next
Movement phase. or assault in their
next Assault phase, but may fire as per
the normal shooting rules. All other
Morale checks are taken in accordance
with the rules given in the Warhammer
40,000 rulebook. A unit that fails its
Morale check as a result of the enemy
shooting at it while it performs a
Sweeping Advance will fall back using
the normal Fall Back rules.

MNote: These Intractable rules
completely replace those given in
Codex Dark Angels.
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volume of Index Astartes and the o F n EAT "
squad incorporating the lethal

WARHMAMMER' 4
Codex: Dark Anpels update, we've
INaSIa CAnRON and 2 now The fantastic new Dark Angels miniatures.

In conjunction with the first
made a new Dark Angels Tactical
Veteran Sergeant.

Dark Angels Tactical squad with the new Veleran Sergeant and plasma cannon
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S"E“m Hezckiah threw himself flat in
the shelter of a crater, hearing the nine
brethren of his squad do the same in instant
later. Las-fire seared the air mere imches
ibove his head and raised small clouds of
dust as it impacted on the shattered concrete
crater edge

Hezekuh's tactical display. superimposed
over his vision by the machine spirmt
nhabiting his armor, demanded his attention
with a blinking icon. New orders. The squad
wak 1o n:-:‘t:":-lm.' I!]l.rl:l: klll:llr'li:!:fﬁ. s} Ihn:
south to relieve an Imperial Guard platoos
that had been flanked and was now pinmed
in a deadly crossfire amongst the rins of
the warchouse district

The sergeant communicated the pew
objective to his s-:||.un:| and waved them ome
at & time owver the crater nm and across
the street to the shelter of a
hu.rrl.l:d--::lh[ |..|:|!|n|.1 Ru.i.i.

e o

In the scant seconds that Hezekiah was ou
in the open and exposed to enemy fire, he
took i the scene shesd The horizon was am
inlermo against which the great manufactories
of Seraph Prime stood n stark silhouctie
He knew that they had 1o pass through
those skeletal roins, and he knew that the
route was the favorite hunting ground of the
rebels” smipers and ambush uaits.

Hezckiah and his squad were now moving
parallel to the front lines. tracing the
shifting a0 mans land The squid moved
with the strength of purpose of Space
Muarines of the Dark Angels Chapter. They
made uwse of available cover. but would not
scuttle and cower hike the lesser Imperial
Guardsmen whose failing war the Dark
Angels had come to sertle Seraph
o *, Prime wis too important to fall
L W' into the hands of the alicn-
. inspired rebellion, and Hezekiah
had vowed mot to waste 1 single
drop of Dark Angels blood reclaiming
the world for its weak lordlings: if any
blood were to be spilt, it would be in the
pame of the Gnd—I':mp:rnr of Mankind and
his first-born son, Lion El]onson

Less than a kilometer from the obpective, a
single shot rang out as the squad crossed
five meters of open ground. Brother Mathaa

had been hat
in the chest pust
below the meckline.
Hezekiah and his brothers
leapt for cover, anger rising i the
sergeant’s throat as he realized that
the aim of the shot wis no
coincidence: the sn.-iF-:r had
deliberately and I]'.Il]jl'iﬂ-llﬁl}'
destroyed the
Space Marine’s progenoid glind,
the source of the geme—seed on
which the [wture of the
Chapter relied.

Replaying the list three seconds of
footage from his armor’s vid- log
Hezekiah caught the

bricfest muzzle flare
amidst the shadows of a
blasted fourth story
window in a

building

must ahead He knew that the assassin would
move immedutely after making the kill. not
wishing to attract return fire by risking a
sccond shot from the same location
Hezckiah ordered his squad forward: they
would cut off the smipers escape route at
the base of the building before he had time

fo sct up :[Elr -I-I}EI”:I':]' E-hlZI'T.

Ricing down a side alley, the squad came 1o
a dead end Hezckiash had po time to breach
the wall with krak grenades, and instead
carried on with his run, shouldering through
the rockrete wall with the streagth possessed
only of an Imperul Space Marine As the
wall disintegrated, he crashed on through
and took in the scene before him: the smiper
had obviously hoped to draw the squad into
an ambush, but had not counted om them
taking the route that they had Five meters
before Hezekish stood 3 ragged mob of
rebels, lasguns covering the strect outside
the street Hezekiah and his squad would
have taken in pursuit of the assassin had
they mot chosen the more direct approach
Hezekish dropped onto one knee, swinging
his plisma pistol forward as he did so. His
brother Space Marines appeared behind him
as he pulled the trigger. and six bolters
fired at the exact instant as his pistol filled
the room with its plisma-fueled glire The
rebels simply disintegrated 1o a2 red haze that
lingered in the air and coated the walls
with 3 damp. scarlet patina

"Strgunl Hezekish? A voice called out
from 1 barricaded rwin fwrther down the

street.  Lhank the Emperor you're here”

Hezckiah and his squad worked their way
carcfully towards the Imperial Guard

ition, scanning the surrounding buildings
for signs of more enemy smipers. As they
reached the barricade. 3 young licutenanmt
stepped forward, his awe at the sight of the
Space Murines competing with his reliel at
their presence.

“I'm Licutenant Kasima of the Seraph 3drd
Abhuman Auxillia These are my charges
Kasima indicated 2 growp of brutish Ogryns.
Exch trooper wore on its shoulder the
Aquilis Imperialis: the symbol of the eagle
by which 2 billion Humas warriors lived
and died.

Hezekiah removed his helmet and spat on
the dusty ground before the
quivering licutenant

“Brother Muathia did not give his L 1o 2
coward's bullet to save these.. abominations.”
The sergeant’s face contorted in hatred as he
r:Eird:d the muffy abhuman Iroopers
“They are no better than the scum rebels”

H‘““F-mg his back on the beleaguered

position. Sergeant Hezckiah addressed
his squad

“Brothers, we are leaving.
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Space Marine Chaplains are the spiritual leaders of the Adeptus Astartes.
They-accompany their brother Space Marines into battle, chanting liturgies
and exhorting them to great feats of bravery. They are terrifying and sinister
figures, garbed in black ceramite power armor, and wearing their death’s head
masks. Ferocious and devoted, they are inspirational Space Marines who are
found wherever the fighting is thickest. They lead their brethren from the fore,
and perceive battle as the highest form of worship in the galaxy. The
Chaplains rejoice in the slaughter of their enemies, rendering praise to the
Emperor and to the founder of their Chapter as they fight.

Chaplains and the Ecclesiarchy

Rejoice! Let the glory of battle envelop
us! Let our enemies fear us, for we are
fhe Emparor's wrath!”

r [ .
[ 2maia
. i .
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For over ten thousand years the
Ecclesiarchy has been a powerful
organization within the Impenum. [he
imperial Cult preached by the
Ecclesiarchy, also known as the
Mimistorum, has become the sole
official religion within the Imperium, and
it wields tremendous power. Iis
influence is enormous, and the
tollowers of the Ministorum are zealous
and unwavering in their belief and faith.
Ihe Ecclesiarchy Is notonously
xenophobic and aggressive towards
any perceived taint within Humanity.
Any deviancy from the teachings of tha
Imperial Cult is dealt with harshly
Persecutions are frequent throughout
the Imperium as the Ecclesiarchy
attempts to maintain its powerful
position, stamping out any cults
and religions that could threaten
its authority

The Cults of the Space Marines were
ormed long before the Ecclesiarchy
became a powerful force within the
Impernum, and they hold to their beliefs
stubbornly, disdaining the fanatical
ravings of the Ministorum. Their
ideology features fundamental
theological differences from the
teachings of the Ecclesiarchy. The
main point of contention between the
Space Marines and the Ecclesiarchy
occurs in how they percewve the
Emperor. To the Ecclesiarchy, the
Emperor is a god, the most divine
being, the Savior of Mankind and its
eternal guardian. The Space Marines
revere the Emperor as a brilliant,
inspired man, but a man nonathealess.
This forms a major schism between the
Wo organizations

Some amongst the Ecclesiarchy see
the Space Marines as dangerous
heretical deviants, and cerainly Wars
of Faith have been fought for tar less
However, the Space Marines are
unfailingly loyal to the Emperor, even if
they do not recognize his divinity. At the
same time, the Space Marines are 10

be revered for they share aspecis of
their genetic structure with the Emperor
himself. An uneasy truce has
developed between the Adepius
Astartes and the Ministorum, though
QCCasiona disputes shatter this

wany pedce.

The Chaplains of the Space Marine
Chapters are gifted with their sacred
Rosarius by the Ecclesiarchy in
recognition of the link between the two
organizations, though this iz ittke more
than a symbolic gesture of peace
balween them. Most commonly, this
powerful protective amulet is waorn
around the neck in the form of an
ormate cross, anda it 1s sometimes
referred to as their ‘soul armor
capable of protecting them even from a
direct hit by a lascannon

Codex Roles within the Chapter

"Al battre's end, speak the Liturgy in a
clear voice. Respect the bravery of the
fiving. Give the Rite of Passage lo the
fallen. Honor the battle gear of the
dead. To do all this with reverence
even when exhausted Dy Dallle and

' T J —~F
weary from the field, is the dufy of the

£

Chaplain. It is his burden and
his satisfaction
werrogator-Cha 5ig

space Marine Chaplains are important
figures within the Chapter, and they are
well respected by their brother Marines
Ihey have a strong bond with the other
members of the Chapter, featuring
heavily within the daly lives of the
Space Marines from an early stage
I'ney are one of the first faces
encountered when new recruits join the
Chapter as neophytes, and it is the
Chaplains who preside over their
indoctrination. The Chaplains teach
them of the Chapter's cult beliefs and
direct them in memonzing the vanous
hymnals and Iiturgies that they are
required to know. Though notoriously
strict and fiery individuals, they are also
renowned for their sense of dulty and
responsibility for their brother Marines
ey nght with inspired passion and
belief, ever walchful f
of their comrades

or the well-being
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The Chaplains are the spiritual leaders
of their brethren and guide the Space
Marines in the oaths of loyalty swom to
the Chapter. Praise is rendered to the
Emperor and the Primarch for the
inception and existence of the Adeptus
Astartes, although the way each is
perceived varies from Chapter to
Chapter. The Emperor is recognized as
their founder and the savior of
Humanity but is most often regarded as
an awe-inspiring man by the Adeptus
Astartes. Some Chapters worship their
Primarch as a god or demi-god, while
others praise them as superior, yet
mortal beings, mighty heroes from an
age long past.

The central shrine where prayer and
worship is conducted is called the
Reclusium, and it lies within the
Chapter’s fortress monastery. It is a

Chapies Approved. Access Level: B sevesiv-three

place of particular cultural and spiritual
reverence. This most holy place
contains ancient artifacts and relics of
particular significance, often holding
fragments of the Primarch’s armor, as
well as the battle gear of heroic figures
from the Chapter's history. Company
and Chapter standards hang from its
hallowed walls. The Chaplains lead
their sermons within the vast
Reclusium, rousing the Space Marines
with thair passionate exhortations. The
battle barges and strike craft of the
Chapter's fleet also hold towering
cathedrals within their armored halls,
enabling Space Marines to confirm
their devotions when far from the
Chapter's Fortress Monastery. Indeed
the majority of the Chapter is often
scattered across the galaxy, fighting in
campaigns that may last hundreds of
years. However, the Chaplains preach

Chaplain Devotional Death-Masks

Woll Proest Ulrik the Slayer
pate: Wolf Helm of Russ

5

Awto-gesctive shoulds F'.I.:'l'\-\. wrth
I'.:I:;r.':.r. Badge of Ofiice = Deark’s Hed

Ultramurines Chapliis Brscins

Hiood Angels Chaplin Lemaries
Couurdian of the Lost
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'|-_.|11F|il'- Novecr's Salomender manthe

Chaplan Borrofi of the Aurors Chapeer

Thought for the day; Cleanse the Emperors enemics with righteousaess and 7ead

a very practical minded form of
worship, and the presence of a formal
chapel is not always necessary. The
Chaplains accompany their battle
brothers in their crusades, guiding them
spiritually wherever they may be. They
lead them in prayer and ritual, whether
it be within the Reclusium, aboard a
strike craft or in the midst of battle itself.

Devotional Armor

The archaic and ornate armor that the
Chaplains wear may be hundreds, if
not thousands of years old. They are
revered pieces of equipment, and are
perceived as mobile shrines in
themselves. The black armor s
frequently decorated with an array of
ancient tokens and embellishments,
often in the form of purity seals,
devotional pendants and such. These

Space Murise Chaplams apd cquipment M41

Crogins Arcanem - Stafl of Office
Mote Space Walves variani
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Index Astartes First Founding: Chaplains

sigils come in a range of forms, often
appearing as winged skulls, the
Imperial Eagle or other Chapter
oriented symbols of dedication. The
face plate of the Chaplain's helmet
commonly resembles a death's head
skull, inspiring fear in the enemy, as
well as respect and devotion In
their comrades.

Part of the formal regalia that the
Chaplain carries is his staff of office, the
potent Crozius Arcanum. This arcane
and most holy of items is used in official
ceramonies and worship, and is often
topped with an Imperial eagle or
winged skull. The staff is carried to war
by the Chaplain, reflecting the ritual
importance of battle to the Space
Marines. The Crozius incorporates a
powerful energy field, enabling it to
punch through all forms of armor with
ease, smiting the Chaplain’s anemies
in bright bursts of energy and faith.

Glorious battle is seen as the highest
farm of worship for the Chaplains. Their
primary role is as inspiring, spiritual
warriors, and they are chosen from
amongst the most fiery and devoted of
opace Marines. They lead thair

brothers from the fore, chanting the
iturgies of battle while they slay their
foes, exhorting their fellow Space
Marines to greater feats of arms in the
name of the Chapter and the Emperor.

They encourage their battle-brothers to
relive.the glories of the Emperor, each
warrior aspiring to the miraculous feats
their founding father was capable of.

Chapter Variations

Acknowledge death as it approaches,
but do not succumb to its touch, for
your purpase is great...”

Chaplain Hamius

Blood Angals Chapler

Chaplains are the purveyors of the
Chapter's cult, ensuring its continuation
and survival within the Space Marine
ranks, The Codex Astaries dictates the
role that the Chaplains play within the
Space Marine Chapter, as epitomized
by the steadfast Ultramarines Chapter.
However, the cult beliefs have been in
existence for over ten thousand years,
and over this time the varous Chapters
have branched apart, each respective
cult following their own path with their
own unique Dbelief system. As a
consequence, the roles that the
Chaplains play will often vary between
the different Chapters.

The Interrogator-Chaplains of the
enigmatic and secretive Dark Angels
Chapter are a sinister variation from the
traditional Codex. The are driven solely
by the pursuit and reclamation of their
damned brethren, the Fallen. The

Chapter is fanatically consumed with
the finding of these heretics, and those
who are captured are handed over o
the Interrogator-Chaplains. Hidden
within the depths of the Dark Angels
fortress monastery, known as the
Tower of Angels, these menacing
space Marines undertake their gnsly
duty as they attempt to draw a
confession from the lips of the Fallen.
The Interrogator-Chaplains give a quick
death to those rare few who repent,
and lingering torment 1o those who do
not. For each of the Fallen who
confesses his sins, the Interrogator-
Chaplain may add a single black pearl
to his sacred Rosarius. The most
successful of all the Dark Angels
Interrogator-Chaplains was the great
Master Molocia, who died after three
hundred years of service 1o his
Chapter. Throughout his illustrious
career, he secured ten black pearls for
his Rosarius, an achievement
unmatched within the Dark
Angels' ranks.

The role of the Chaplain within the lron
Hands Chapter is fulfilled to an extent
by the Iron-Fathars, who also carry out
the role of elite Techmarines. Their
beliefs have altered over the millennia
50 that they hold a paricular reverence
for the mechanical, and this has
seeped into their cult beliefs. The Iron-
Fathers are rumored to spend a time of
apprenticeship on Mars, home planet of
the mysterious Adeptus Machanicus.
There are those within the Ecclesiarchy
who see the Iron Hands as corrupted,
for they appear to wvenerate the
Machine God more than the Emperor
himself. The mutual distrust between
the Iron Hands and the Ministorum has
erupted into bloodshed on several
occasions and, not surprisingly, the
Ecclesiarchy refuses lo gift the Chapter
with the sacred Rosarius.

The Chaplains of the tragically flawed
Blood Angels are the guardians of the
Chapter, constantly vigilant for the first
signs of the Black Hage amongst their
battle-brothers. The Black Rage afflicts
some members of the Blood Angels
before a battle, their minds becoming
unhinged as they relive the moment of
their Primarch's death. On the eve of
battle, the Chaplains move amongst
the Space Marines as they are
engaged in their prayers and
devotions. They chant the Moripatris,
the Mass of Doom, and carefully check
for the first signs of the terrible curse.
Those who succumb to the affliction are
removed from their brethren to become
a par of the Death Company. Thay ara
led into battle by the Chaplain himself,




and their madness and frenzy lends
them supernuman strength and powers

of resilience. They tear into the anemy

without hesitation, shrugging off
wounds that would make evan their
hardened battle-brothers fall. They
would rather seek deaath in battle than
risk succumbing to the even more
debilitating catastrophe of the Hed
Ihirst. Dark rumors can be heard that

those who fall 1o such depths are kept
Tower of Amareo on the Blood
Angels’ home planet of Baal. Here they
are said to exist for all time, howling for
the liwving blood that they crave. The
Chaplains are said to administer o
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these degenerates, although what
actually becomes of the iwisted
creaturgs 15 a secret Know only to the

tlood Angels Chaplains themselves

The Wolf Priests of the ferocious Space
Wolves Chapter fulfill the dual role of
both Chaplain and Apothecary of
Codex  Chapters They adorn

themselves In wolf totems, and often
wear an intimidating wolt skull helm
gver their heads. They minister to both
the physical and spiritual well-being of
their wolf-brethren, and they are fully
rasponsible for the indoctnnation and
recruitment of young ‘Blood Claws
from amongst the fierce, nomadic sea-
faring people of their icy home world
Fenris. They can often be seen from
afar, watching from a high vantage

point as the native warriors battle each
other. They pick suitable candidates
from amongst those who aisplay
particular promise and bravery

The beliefs of the Space Wolves
Chapter more closely resemble those
of the hardy, feral tribes than those of
strictly Codex Chapters. They hold

great respect for personal bravery and
greal deeds but have little regard for
nherited power. They do not venerate
the Emperor as a dJadwvine beaing,
although t not particularly unusual
amongst the Adeptus Astartes. The
Emperor is revered as the only
to ever have bested their Pfl'"'lf‘-lh.-l'l. the
headstrong Leman Huss, in hand-to-
hand combat. They have little more
than contempt for the Ecclesiarchy
although the Wolf Priests will often
wear the sacred Rosarnus. However
their Hosanus 1s altered to represent a
olf totem rather than an Ecclesiastic
When they call on the Emperor
and their Primarch in battle, it is not s0
much to seek their aid, but rather to cal
their attention so as to witness persona
deeds and accomplishments.
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WOLF PRIEST ULRIC THE SLAYER

Ulric is an ancicat and revered [igure, held in swe by his [cllow Space Wolves. As

,.- a young Blood Cliw, full of uorcstraimed fury. he fought in the First War for

=" Armageddon where be carned a fearsome reputation. He engaged the enemy on the

ash wastes of that tortured pliset as part of the Grest Company of Wolf Lord Kruger.

Despite his relative lack of experience. be fought with astonishing skill and savagery. In onc conflict

he dispatched three traitorous World Ester Space Marines. earning the dubiows homor of the respect

of the corrupied Legion, who praise martial skill above all else. Ulric has recrmited many Space

Wolves who have gosc on to become mighty warnors. Greatest of these are Logan Grimaar, the

current Great Woll, ind the impetwous and tactically brilliast, i wnorthodox. young
Ragnir Blickmane

ULTRAMARINES CHAPLAIN CASSIUS

Cassius is the oldest living Space Marine within the faithful a0d walorous
| o/ Uliramarines Chapter. Approaching four hundred years old, he fought by the side
Sl of the currest Grand Master of the Ultramarines, Marncus Calgar, as they fought

off the Tyranid Hive Flect Behemoth He is heavily scarred. his skin weathered and
beathery. and his hair pure white. Despite his age. he [ights with inspired passion and ferocity, and
Jeads the warriors of the Ultramarines into battle against the ememics of the lmperium stll His
age has tempered his batile skills with grest wisdom, and his counsel is well respecied amongst
his brethren. He has a particular hatred for Tyranids, 1o whom he has lost so many batile brothers
He leads daring attacks against them whenever possible, totlly feardess of the towering
monstrosities. and mspiring his companioas fo remarkable feats of bravery.

2

SALAMANDERS CHAPLAIN XAVIER

Chlp]lil Xavier was sad 10 cpitamize the Salamander ideal more :umpll:‘td'lp than

/| amy other Space Marine in the loag history of the proud Chapier. A great upholder

=" of the Promethcan Cault, he encouraged dedicated acts of endurance and belicl. and nt

is said that he slew with his bare hands ome of the ancient, monstrous salamanders native

to his home world of Nocturne Xavier could spur his batile brothers to great acts of [oriiiude |

apd resilicnce, and 5 B sud that when he led them, the Salamanders mever fell back before am

enemy. He was killed whilst leading 2 beroic counter-artack against the twisted members of a Dark

Eldar riding force that had rovaged numerous setilements across the puogle-world of Drykeena

Mortally wounded and picreed by countless blades, he fought on. stubboraly h:fl.l.'llig to fall Ouly

once all his foes were vanquished. their bodies pilled a.rnnd him, did he let his gn:ms wounds

overcome him His body was returned to MNocturne by his brethren, and his mame is spokes
with reverence

Ty

ASMODAL MASTER INTERROGATOR-CHAPLAIN
OF THE DARK ANCELS CHAFTER

) The laterrogator-Chaplains are specialists i their wicious {icld. but nome is more

“mee™" ydept than the sinister Asmodii Such is his fearful reputation that the enemy would
rither die than fall into his hands. Rumors of the horrific tortures he can inflict abound. and it
i smid that he can keep his victims alive for weeks on end as he subjects them to increasingly |
agonizing torment. He is single-minded in his devotion to this dire responsibility, and he makes
use of the horrific Blades of Resson to encourage the Fallen to repent their sins. The Blades are
ciched with libyrinthine newral-wires which cause usbelievable pain to the nerve fibers they sever.
Though they cauwsc intense pain and anguish, their effects are pot fanal, and so the torture may
continue virtually indefinitely, until the subgect is both physically snd mentally broken. and willing

to confess his foml crimes

=, BLOOD ANGELS CHAPLAIN LEMARTES, CUARDIAN OF THE LOST

;-_-7_ = Chaplain Lemartes is a particularly stromg-willed figure within the batile-hungry
¥ '.-,.- Blood Angels Chapter, leading into batthe those of his damned brothers who have
=" succumbed to the Blick Rage Lemaries is himscl affected by the tragic curse.

although through supreme strength of will he is able 1o have some costrol over its fury.

The anthority he commands is matched only by Commander Dante himself, and such is his respect

amonagst his brethren that he is able. with 3 word, to restrain the blood-frenzicd natwre of cven

those wnder the influence of the Black Fury. Equipped with his terrilying death mask. he 5 a

fearful figure of doom. a sightmare 10 behold as he charges into combat, unleashing the full fury

j of his harely contamed rage
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lass crunched wnderfoot as lnquisitor

Lichtenstein stepped imfo the dimly lit
interior ol the h"._l'.ll'l'l h:l'.l:iil'.s [ust miotes
danced in the stagpamt ar. glittering in
slatted shafts of moonlight streaming
through the broken boards natled across the
windows. It had once been the Treasury
;_"I_.||!,1||_'|‘!,5|, home of the Office of ]IIIP-"-"JI
Outlays, but was now little more than a
burnt-out shell During the riots. hundreds
of mutants had rampaged through its
columned halls, burning, looting and

murdering the Imperal Pursers within

& “..

————

L

N o ' :

-‘u_

Lichtenstein s eyes scanncd the ‘\-_.“"JI-': belore
him, alert for anv Sign ol muatand
scavengérs. He had no desire 1o be i this
place any longer than was necessary. [has
close 1o the mutant ghetto in the north of
K ari= ['_-::'_;\-h.l]-:':.'l wis not 2 healthy |:'|Jl-' o
be for 2 purcblood human He could smell
the acrid smoke of the

fires and fancied that he could hear the

|_.;|'.i:t1n.'~':- cooking

low hum of mutant voices. Yes, the sooner
he was |'||:|'.|: h-:r:, the better ‘:.-r;'l-l:l‘\-'li!"
drifted alongside him. fresh spikes of
blessed silver piercing hus cold flesh where
Lichtenstein had strengthened the
':.:'I:n‘lé.gr].'llrll'.l.' hll'.l-lll'IE'."\- uFl-.ln

the diemonhost.

.".I_.i'|r (9] [ = ..JIIJCd Kiﬁ:i:'. 15 1'.-:r:."
hissed Ghaustos

"Where™
Ahead. In the chamber beyond.”

Lichtenstein nodded and moved as
silently as he could through the
."J'.'.'I:d. 'r'E'E'“l"'Jlr. fll':ll:.l to
avord patches ol broken glass
and cracked markle tiles The
MESsIgE to meet Kessel
thiz Blickened roum had
COIMmE 1":3-':':[11]1' (1]
hiis p:rn-:-ml vox
caster, and how the
vencrahle ]|-.|]L||-;1nr
had known how to
key mnto if wis just
one ol the t|'||r.:,e.~
Lichtenstein wanted
ap answer o

Do vou really
think Kessel will
qust hapd Dimitr
over to you!
asked Ghaustos.

| believe so. |
sensed no duplicity
i his words. Its
mofe 3 question of
what he wants
in return

ENCOUNTER | FEERUARY 2002

"Why even bother then! 5ur:n Yol Can

find another machine—priest i

“Possibly, but 1 know Dimatri, | can
control him. and his 'r-i:l-.-‘ul.!.td_p;‘l: of the
Moctis Labyrinthus 1s irreplaceable. Besides,
| don't have time to find amother
trustworthy tech-priest. of therc 15 such a
thing. before Gryx expires. Chirurgeon
Monque cannot keep hum alive indefinately.

Lichtcnstein snatched his antique stub pastol
from its worn lcather holster as a figore
i

eimerged Ilrom a wide archway hefore them

silhouctted 1m the |||:|:|:|:.1_!!_|‘|I:

You will have no need of your weapon,
Jr“.qun~-.1.1r Lichtenstein, said the fLHu:t

“Koessel!

The f::,gu.':r nodded, bt Lichtenstcin did
pot lower has weapon, instead I:|‘|'|L'.I'|.E:-Ln:¢
back the hammer and umang at

Boessel 5 face

|:|'.._" e Oone feisSon why | '.-h.iJI.b]dII.1 st
shoot you right now.”

Kessel chuckled "You won't shoot me
"No?

Mo, not while | have something you want
]

N My PosSsScssion

How do | even know Dimutni 8 still
ilive? | watched that diemonhost of yours
haoil the blood in his vemns. For all | know
he 15 dead”

Kessel shook his head before coptinuing
“Yes. Loa Gorg used rather more foree
than | would have preferred in subduing
the :".-133‘._1_-_ but vou know full well that oo
pricst of the Omnissuh would put himself
1n |1'|-:|_'|a| -'!_.;an.'r without 1 memory
retricval faculty im action.

Lichtenstein felaxed s fraction He had
hoped that Dimitn would hive some lorm
of internal cogitator. He lowered hus pistol.
casing the hammer down, and holstcred

the weapon

"Very well, if Dimutri is alive, prove it

1D ME.

Kessel snapped hus fingers and called.
“Logan, bring him in

Lichtenstein felt the floor wibrate as
something heavy rumbled nto sight from
the same archway Kessel had emerged
from Lichtenstein saw the Skitarii warrior
that Dimitri himscli had taken out in thewr
recent battle roll forward. His legs were
gooe, tepliced with what looked like the
track wnit of a2 Prictornan battle scrvato



:'tl'.'

The skin around his face and arms was
blickenced and blistered where chemacal
fire had scorched it and his face was
twisted 1 hatred Magos Dimitri marched
beside him, his movements awkward. He
mlghi I]I\'I EIIT'lrj.'I"Ed I]IH: wullnliiug at Th:
hands of Kessel's daemonhost, but his body
WS 'Dh\"j.ﬂl.l!].}' I'ﬂ'l'lllE ‘|1'ﬂl]-h|! !III idlm]ﬂg
to the artificial signals it was receiving
from the recovered memory engrams. The
Practorian warrior s massive gun never
drifted from Dimitri's back and
Lichtenstein could sense hus desire to open
fire on the Magos

There was something else. too, other minds
within this building But who they
belonged to, he could not tell Mutants?
Or something worse?

“So what do you want, Kesscl? You
wouldn't have gone to the trouble of
mﬂg.ing ti]]l m:ﬂmg ]j }rul.l dldl]‘ want
something from me.

“True.” agreed, Kessel, "1 do want
something from you. Your help”

"My help? With what?”

“You and | are not so different,
Lichtenstein. We could achie

we to join forces.”

“Why should I agree to such-\\\

an arrangement?”

“Because there are forces at 1:-’1} mg
'nrld who seck 2 terrible and” powerful
weapon known as the Angel, a relie from
1|u: Dark Age of Technology. If it were to
fall into the wrong hands 1t would spell

diabolical creature from 1
planct and the portests all point to a2 time
of coming darkness unrivaled since the
Reign of Blood™

"I have grester concerns than 2 single
world, Kessel What do | care for

%Cephﬂnn‘?'

Bﬁ'ﬂm.xnulmﬂldmu.z rouns

punched through his shoulder and spus
im | it --- Blood spurted from the
n 'simr fell. rolling

elaborately

.-' £
~doom for Karis Cephalon. Already ;.,_---;ﬁ;_::-'
~of the dark powers have released = T
sths of the PR

’quirr{dmpml'[ihﬂh

sprayed the room, blasting chunks from the
pillar and ricocheting from the walls A
stone :I:!jp scored scross Lichtenstein's

I'.I'I.-Etl'[, d!’lﬂ'll]g H.ﬂﬂd_

“Treachery!” he roared

"Yes,” shouted Kessel, "but not of

my duj.ug_"

A sudden quict descended on the chamber
and Lichtenstein heard the ﬂ:l.l!'ﬂ.l.‘l‘}l' roar of
F h.llg! f.ll.lllllb].ld.{ rl!-:Fliﬂ.E o Ij.it E\'EI]

before the voice rang out. he koew who it
would belong to.

“Lichtenstein! Traitor! Come out and face
your qudgement!”

Lichtenstein cursed under hisihreath

Tyrus.. He should have k
||1.-t|1.|isitnr would soon be
nisked a glance around the
Dimitri standing immebile
the chamber, -

“For the Emp:mr 5 _,nEr.. '-.
into cover!

Like an a ‘tI'II'_
behind anothe
m:pwlnf

,.‘ ,f ¢f

!lm.
stairs, was T -""r

" : -|-|--
Dimmll ¥
n rolled fi rdl,ruung
weapon, and a roaring burst of

i

111 § T}rmn wis untroubled: b

gumnllhnlu

the Practorian reeled, hus iupn
the far wall with bullets. :
Wik ,'

Lichtenstein broke from cower, r

intercept

ed through the stonework II}I:

T}rrus shouted oaths of hul}' fire as the
shells broke against his sanctified armor
and 3 howling blast of frozen air engulfed
him. Ghaustos swept forward, concentrating
his powers into a spike of psychic chall
and driving it into Tyrus's chest. But Tyrus
had learned from his previous encounter
with Ghaustos and his armor was inscribed
with ]:m:m:cti\rr. siﬂils that shielded him
II'HI'I.'I. 'I.'I'F'Epl'wﬂﬂd. mlEI-':kL HE FWI.I-HE h]S
pistol fo bear, but the dacmonhost

disappeared within the shadows before he
wﬁﬁm

Mat browght his eviscerator around in

brutal arc, the Erﬂminﬂ weipon aimed at
umitri's neck. A burst of sparks flared as

&V Lichtenstein's flame-wreathed daemonsword

intercepted the blow. The Inquisitor
reversed his slash, the gnawing tecth of hus
blade tearing a deep gash across Malicant’s
EI]E'. TI'IE lﬂhﬂd Il:llﬂt scrl:a.l:m:d Illd
slashed at Lichtenstein. uncaring of the
hurt done to him. Lichtenstein parried the

" blow and spun mside his gnani. hmmcring

his elbow into Malicant’s check and tearing
thl: En]dl:n mask from his face Malicant
his skull cracked open, as Lichtenstein
inved his charge. grabbing Dimitri's

prdhﬁ and hauling him towards the
- windows. Bolt pistol fire blasted chunks
¢ __m the floor beside them.

tein leapt, swinging hus sword and

2 the boards acfoss the nearest

R splnters. [ﬁ- 1followed hum
“crash d'hnl Ih'ﬁﬂdmg i a




Sculpted by Gary Morley, this pair of
twins clad in their figure-hugging
suits look the emhodiment of
lethality. We asked Chris Smart how
he approached painting the sisters,
giving them such a unigue look.

ASSEMBLING THE MDDELS

After cutting and filing smooth the flash
lines, the pieces were put together on a
dry run assembly. The models were then
glued, filling any gaps with green stuff.
The only parts 1o be pinned were the
sword and the daggers. Severina was
sprayed with a Chaos Black undercoat.
Sevora was sprayed with a Skull White
undercoat. Watered down paints of the
appropriate color were used o paint
over any areas where the undercoal
spray had not caught.

PAINTING THE MODELS
SEVERINA

Sevarina was then painted with a slightly
watered down Chaos Black, as the
undercoat spray can
often be a slightly
different tone of black
A small amount of
Bleached Bone was
then added to Chaos
Black for a subtle
highlight stage.

The red corset, mask, elbow pads and
straps were painted with a basecoat mix
of equal quantities of Scab Red and Red
Ink. These sections were then
highlighted with Red Gore followed by
Blood Red. A very small amount of

Skull White was applied to the tip of the
corset for the last highlight stage. An
equal parts mix of
Black, Brown and
Red Ink, which had
been greatly watered
down, was used to
give the red sactions
a wash

SEVORA

Two parts Blood Red to one part Red
Ink was used to paint the red bodysuit
sections. This mix
was applied in a few
layers before shading
the creases and folds
with a mix of Hed and
Brown Ink.

Sevora's corset,
mask, elbow pads
and siraps were
painted with a
basecoat of Chaos
Black. A small amount
of Bleached Bone
was then added to
Chaos Black tor a
subtle highlight stage.

FINE DETAIL

A basecoat of Boltgun Metal was used
to paint the silver metallic sections. This
was given an initial highlight of
Chainmail followed by Mithnl
Silver. To finish, a glaze of
thinned Black Ink was

then appheq.

N

| To paint the gold

metallic sections
a basecoat of
Shining Gold
was painted on.
These parts were
then given a
wash with Brown
Ink followed by a
highlight of
Shining Gold and
Burnished Gold,
mixed togeather in
equal quantities.

‘EAVY METAL

MASTERCLASS

FINISHING TOUCHES

The small sections of flesh wisible in the
various slits on the rubbar were pamnted

with a
i
‘ '

basecoat of
Dwarf Flesh
followed by a
highlight of
Elf Flesh.,
The sword and daggers were then given
a bloodied appearance with a mix of
Red and Brown Ink painted in streaks
along the length of the blade. This was
then highlighted with Red Ink.

The lips were
painted with
Elf Flesh,
which was
then given a
thinned Red
Ink glaze

The entire model was then given a
spray of clear vamish. Once this had
dried, gloss vamish was painted by
hand onto all of the rubber and latex
effect areas.

After gluing on some metal components
from a bitz box, a layer of sand was
stuck down to the bases with PVA. This
was then given a basecoat of Bestial
Brown followed by a drybrush mix of
Bubonic Brown and Bleached Bone.
Bleached Bone was used for the final
drybrush before the metal parls were
given a basecoat of Boltgun Metal. A
wash of equal parts Black and Brown
Ink were then applied and, to finish off
some static grass was glued to

the base.
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THE PARAELIX

CONFIGURATION

An Inquisitor battle report by Graham McNeill,

come to this month's battle

report, the continuing exploits of
Inquisitor Lich T,ﬂn:.[un an __1 115 obsessive
hunt for the Librarium Hereticus

weller Beneath

Lichtenstein was

owing on from The D

Dwart 257)

Fal

r'd A "~
LVWhite

able to question the Daemon Prince
Pharaa gueotla for information
regarding T“:‘ whereabouts of this

collection of blas Fil""l“l."ll‘.. knowledge
declared Index Expurgatorious by the
Ageptus Mechanicus ._Jw g his bour

daemonhaost to sift the lies from t

Thl: M'ﬂf cchoed with weirdly

distorted sounds and. even through his
fevered antighpation. Inquisitor Lichtenstein
felt s was the place. there cot
#ﬂt it; the reek of

He could feel. the')

of l:hﬂ: Iﬂl:l.tllﬂ from the F;ru]:ﬂ
Configuration even from here. They were
gileway to the Librarium

and it took an effort of

into a run towards the

of this datkened plice
He must’ be t: others must surely
have been drawn 'bere as well Ower 2
thousand fcct ]!ﬂ.‘-l-u'lf grovnd., Lithteastcin's
warrior band advanfed cautiously through the
dimly lit passageways of the Paraclix
complex. Who had tonstructed this place. *
and why here? Thefe were questions he felt
sure he would know the answers to soon
enough Gryxishambled along behind him.
while Dimitri took a different route. ready
to cover their advance with bolt pistol fire
Lichtenstein was concerned that the Magos
would not bemp 1o the task. having only
recently récovered from the injuries he'd
suffered ithe onfrontation with Tyrus's
warband. The Magos had also replaced a
portion of hs damaged skull with a
cybernetic mpﬁm_ speeding his journcy to
almost -tnn'Ip]H:: Mcchanization. Chansibs™
stood next to the Inquisitor. the icy, chill
of his proximityl penctrating Lichtenstein’s
heavy robes.

The Daemon Prisce Pharas gueotls had oY
spoken of this place as 2 portal through the
warp. thowgh it had oaly voluntecred this
information after Lichtenstein had won the
battle of wills with the aid of

his daemonhost.

will mot
umpl:

Gav Thorpe and Phil Kelly.

,i..l.-[_: 'H. .-|l-|'!-.||.:-J':|_ I,l.\_"_‘"';".l.'" -
fulfill his quest, a search that

for more than

Daemon P
£l out to
has consumed him
twenty years, made him many ene
and cost him much of his sanity.

MIES,

Inquisitor Kessel's band of heroes,
commanded by none ather than
Isitor's creator, Gav Thorpe, wou
oppose Lichtenstein. If anyone could
give Phil a run for his money, it would
be Gav. Kessel, like Lichtenstein, is also
a radical, though he knows full well the
dangers of trusting the words of a

Ingu d

=] ] | [ —
peast from the

depths

W,

¥ I..._

+ -

4

foreseen the danger in what
Lichtenstein is attempting and will stop
at nothing to prevent him from
achieving his goals. For games of
nquisitor, we ve taken the narrative
approach, telling the game as a story
rather than the usual turn-by-turn
sequence of Warhammer 40,000 battle
reports. 5o buckle up, and get ready t
descend into the madness of a Chaos
infested temple buried deep beneath
the surface of Karis Cephalon

A,

0

he Paraglix Coafiguration is up ahead,”

isscd Ghaustos, the dicmon-thing's woice
thrown back by the disturbing ibgles of the
structures around them Wis that 1 tremor
of excitement in the diemonhost’s voice?
Lichtenstein had the disturbing sense that
events were progressing beyond his mntrui
and that he was being funncled towards
something. He cast a2 suspicious
towards Ghaustos. Could he trush

the cresture?

You are tuui,l-lli:a'u_m open it?"
pressed Lichicnstein '-a‘ Cifen
"Oh yes. smiled the daemonhaost,

Tm sure”
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Gav: 50, once more
Inquisitor Kessel has
to save the world as
we know it from
complete annihilation
at the hands of a
misguided fool. While
Lichtenstein may
have some
worthwhile ideas
about the use of the
powers of Chaos, he certainly doesn't
know when he's gone too far

iy Thone

Kessel and Lichtenstein and their warrior
bands are superficially similar, but actually
there are a couple of profound
differences. For a start, Lichtenstein is

1y T 3 L e i T S N

L T R e il . e T e

LIGHT FROM A DARK FLAME

monomaniacal in his gquest for the
Librarium Hereticus, whereas Kessel 15
older and wiser and dedicates himself to
many duties, Secondly, Lichtenstein has
not really suffered the consequences of
misjudging the power of Chaos first-
hand, whereas Kessel's experiences and
his own physical transformation leave him
in no doubt as to the corrupting influence
he daily fights against.

For me, these subtle distinctions are what
Inquisitor is all about. It's obvious to see
why a loud monodominant like Tyrus
would have a fight with Lichtenstein or
Kessel, but to come up with a scenario
which pits them against each other

requires more thought. Speaking of
which, Graham's done a great job for this
scenario, which | think will give us a well-
paced, action-filled game

My plan is simple: Wait for Lichtenstein to
prove his folly by opening the portal, then
chase him off and close it. While Loa
Corg and Kessel lie in wait for this to
happen, Mechsimus and Logan will
attempt to hold off the rest of
Lichtenstein's band ana give my Inguisitor
and Daemonhost the time they need to
finish the mission.

Again, the much maligned and suspected
Kessel will save a soul from damnation.

Knc.w.l comes from the branch of the
Inquisition known as Radicals. Having
been the victim of a daemonic possession
which left him physically altered, he is
now a dedicated member of the
Chaoticians, precursors to the Xanthite
movement, whose studies into
daesmonology and the warp have earned
him many enemies, but much rare
knowledge. He is one of a number of
Inquisitors drawn to the world of Karis
Cephalon following widespread rumors of
a device called the Angel.

It was the daemon Loa Gorg who
temporarily possessed Kessel, as the
Inquisitor was attempting to create the
daemonhost. Though the ritual was
completed, a part of Loa Gorg's essence
remained within Kessel. This symbiotic
relationship forced Loa Gorg to cooperate
with Kessel, as the Inquisitor's death
would result in the release of this soul-
fragment and the destruction of the
daemon. This state of affairs lasted for

three decades, the daemonic presence
corrupting Kessel more and more, and
would eventually have led to his death
Kessel searched long and hard for a
remedy and finally managed to transter
the presence to a daemonsword, which he
now wields.

Kessel has purged the unclean and
continued his research into Chaos for
nearly two centuries, the daemon-taint
that once threatened his life now
extenaing it as long as he conhinues to
possess the sword. Currently his most
useful servants are the chrono-gladiator
Mechsimus Qilrelius and the ex-Skitarii
Logan Storm.

Oilrelius was dying, his body-clock almost
expired, when he met Kessel. He saved
the Inquisitor from the blades of a Siddith
Assassin, and in return Kessel had his in
built chronometer halted in its countdown
Oilrelius is fanatically loyal to Kessel,
knowing that should he cross the
nquisitor, he would not hesitate in

restarting the death-timer, giving the
chrono-gladiator only days to live

Logan Storm once fought for the Adeptus
Mechanicus in the Skitarii. From the Forge
World of Transix Seven, Storm was part of
a force seconded by Kessel in his battles
against members of the Xenarite sect, who
were attempting to secretly rebuild the
remains of a recovered Eldar Wraithlora.
Storm himself turned on his heretica
Techpriest masters and was pivotal in
Kessel locating their hidden laboratorium
During this fighting, Storm lost his hanag,
and Kessel ordered the Adeptus
Mechanicus to replace it with a bionic, an
operation usually only performed for
officers, Storm Troopers or Space Marines
Magos Phixian followed the letter of the
deal but, rather than replacing the limb
with an expensive artificial hand, simply
implanted Storm's multi-barreled autogun
Since then, both he and Kessel have
shared a degree of enmity for worshippers
of the Machine God
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Phil: Well, misguided
as it may be,
Inquisitor
Lichtenstein's near-
fanatical quest to find
the entrance to the
Librarium Hereticus
seems to be neanng
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S ! its conclusion. His
Phil Kalby bizarre collection of

weirdos and warriors
have fought tooth and nail to get this far
in their guest for knowledge, but the
sheer drive and arrogance of Lichtenstein
looks like it could plunge them and
anyone insane enough to try and stop
them into the depths of hell. With that
kind of plot line and the fantastic scenery
put together over the last few months by
White Dwarf's Paul Rudge, we could
hardly fail to have a real roller-coaster of
d RE”'I{-!.

Cav's warband was similar to my own,
and although Kessel shares the kemel of
Lichtenstein's philosophy (to turn Chaos
against itself) he seems to lack the
conviction to follow it through. What
Kessel theorizes about, Lichtenstein does.
Unfortunately, he seems to be pursuing
his goal with all the delicacy of a bull in a
china shop, and Kessel has decided to
stop him before he goes too far. Fair
enough; a rogue Inquisitor hell-bent on
grasping the dark heart of Chaos itself
and giving it a good hard squeeze is a
dangerous liability to the Imperium.

Gav plays like he wrote the book on
Inquisitor (oh hang on, he did) and,
although we've not clashed swords
hefore, | knew | was in for a memorable
game. We were both more interested in
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INTO THE DARKNESS

getting a cinematic and dramatic game
than ‘winning’, and with Graham as the
Gamesmaster, the resultant story was sure
to be dark, brooding and gothic with the
occasional moment of light relief. Just
how we like it, in fact.

Since Rowland and | duked it out in

The Dweller Beneath, my warband has
undergone a few changes. Magos Dimitr,
the Adeptus Mechanicus, has reworked
himself with yet more bionics since the
beating he took last battle, and seeks to
eventually remove all traces of his
withered body barring his brain. Ghaustos
the Daemonhost has weakened a little,
the bonds between the physical shell and
the daemon inhabiting it eroding with
every passing day. Lichtenstein has
learned much from his experiences,
including the ability to banish a daemon
back into the warp, and is now
accompanied by a medical servo-skull that
cauterizes and seals wounds even as
Lichtenstein fights.

My plan of action was fairly simple; get
Lichtenstein and Chaustos into the center
of the temple by any means necessary,
use Dimitri to give them covering fire and
Gryx to tear into anyone who comes too
close. Once my Inquisitor and his
daemanic charge are inside the temple
and manage to tear open the obelisk at its

heart, well, I'd just have to play it by ear,
but if | know Graham | could be in for a
nasty surprise. Nevertheless, if Gryx and
Dimitri manage to distract or take down
enough of Kessel's warband, Lichtenstein
should have a good shot at achieving his
objective. Casualties along the way are
inevitable, though it's actually quite
difficult to kill an Inquisitor character
outright (aside from grievous head
wounds, you have to inflict over their
Toughness value in damage before they
permanently bite the dust), and | always
relish the modeling opportunities that
truly agonizing damage results force you
to incorporate.

So bring it on, | thought. If Tyrus and his
henchmen couldn’t stop my Inquisitor In
his search for the vulnerable underside of
Chaos itself, | was more than willing to pit
him against Kessel's heroes face-to-face.
There was much to be learned from the
object of Lichtenstein's mission; a chaos-
saturated obelisk at the center of an
ancient temple.

Besides, | thought, what's the worst that
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KARIS ﬂEFHIlIlII

Following the titanic release of energies
n the m u intainous region surrounding
the Taberna Ostium mine workings, a
mighty earthquake ripped the skin of
the planet apart and utt L"-.-' destroyed
the abandoned forge mine. The loss of
the mine was bad enough, but there
was worse yet to come

Buried far beneath the surface of the
world, locked away "-f]'n rh-: eyes of
man for nine millennia, crumbling
uardian portal has L-Lr:" revealed to
I"r'- ight of day. Ten thousand years
ago, a tear in tl—;_: fabric of reality was
plugged by one of the Emperor's
Inquisitors with the Paraelix
Configuration, an obelisk inscribed with
powerful runes and incantations to
ward against Chaos. It was enclosed
within a temple of precise geomantic
architecture designed to dissipate the
Chaos energy it contained. As the
miliennia ::;;I‘*"r'-f: however, the warding
sigils slowly faded in |'_II'_'|""|."" and dark
energies from the warp began leeching
through from the immaterium
saturating the obelisk with the essepce
of Chaos. This taint has stretched
upwards through the soil and rocks,
spreading T'- evil on the wind and

exuding a diabolical attraction to those
miarly tammted
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Inquisitor Lichtenstein has come to
Karis Cephalon, partly in response to
the mystical convergences -aathrrm--

around the planet, but more specif fically

in search of the Librarium Hereticus
Drawn by dreams and portents and the
words of a heretic abbot from
selethoth, Lichtenstein discovered the
resting place of a sleeping daemon that
nad been bound to the bedrock of the
planet. The daemon, Pharaa’gueotla
told Lichtenstein that the power
contained within the Paraelix
Configuration would unlock the Warp
gateway that led to the Librarium he so
desperately sought

Lichtenstein was then drawn towards a
pulsing locus of power once hidden
deep below the planet's surface. The
earthquake near the Taberna Ostium
forge mine had exposed an ancient
temple containing the obelisk

Pharaa gueotla named the Paraelix
Configuration, and Lichtenstein sensed
that it was indeed saturated with
power. He believes Ghaustos can break
the energies contained in the temple's
unholy icon to effect his entry into the
Librarium Hereticus before his enemies

destroy the temple

Inquisitor Kessel has also come to Karis
Cephalon, but he is in search of the

Angel, an ancient weapon of

unim ﬁ:{.nnnlr'- power that he
believes is hidden somewhere
on the planet. In the course
of his search, he discovered
the temple below the

mountains and the terrible danger it
represents. He knows that ¢ f--k power
has impregnated the very walls of the
temple with vast amounts of Chaos
energy and believes that the temple
has, in effect, become a huge, charged
battery of daemonic energy. If such
power were to be unleashed, it could
tear apart the already fragile fabric of
realspace. Kessel knows that he must
safely discharge the built-up energy
pack into the Immaterium. To allow
such a powerful reservoir of Chaos
energy to remain intact is unthinkahle

lo effect this latter plan, he believes
that his daemonhost Loa Gorg and his
daemon sword (containing a soul-
tfragment of the creature) can be used
10 seal the rift in realspace. By allowing
Lichtenstein to first open the portal,
Kessel believes he can then seal it by
plunging his sword into the ruptured
chaos obelisk at the temple's heart
using Loa Gorg's connection to the
warp to re-knit the fabric of reality and
seal the tear forever

SPECIAL RULES

Lue to the stygian darkness and silence of
the twisting underground tunnels in the
complex, all Awareness tests based on
hearing are at +20%, while those
nvolving vision are at -20%. Also, since
Lichtenstein's warband were advancir g
INto an unknown arena, | decided that
they could not move faster than a wall
until they became aware of Kessel's
warband

For more details of the special rules
created for this battle report visit the
Ingquisitor website

www, games-workshop.com/inquisitor
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with what looked like an autogun
implanted where his arm should have
peen. Behind and above him he could
hear Dimitri's heavy steps and made to
shout a warning but, as a two meter
tongue of fire blasted from the muzzle
of the man's gun, he knew it was
wasted breath

Dimitri caught sight of Logan Storm a
fraction of a second too late. The
enormous weapon sprayed a hail of
projectiles towards him, but his vector
trajectory assessors computed that a
full 90% would miss and the
probability of lethal wounding was less
than 2.3%. Three shots impacted on
his refractor field, the energy shield
robbing them of their kinetic energy.
Those that penetrated the shield
ricocheted from his metallic
components, and his shoulder-mounted
bolt pistol followed the targeting
information relayed via the MIU,
zeroing in on his attacker, Dimitri
adjusted his aim a fraction to
compensate for the range and fired a
shot with a pulse of thought. The
explosive bolt took Logan in the belly
and knocked him to the ground. Dimitri
marched implacably forward, the bolt
pistol mimicking every movement of
his head

he roaring of Mechsimus's

chainswords powering up echoed
through the complex and, hearing the
weapons’ activation, Lichtenstein
turned to Gryx and shouted
‘Angellus!”, triggering the injection of
a multitude of combat stimms and
withdrawing the enforced docility of
the pacifier helm. Gryx shuddered as

Showdown. Logan squares off against Dimikr

the drugs pumped through his system,
flooding his limbs with unnatural speed
and strength. The muscles on his thighs
swelled and the servitor warrior
sprinted into the darkness, his every
thought enslaved to the imperative to
kill. Lichtenstein and Ghaustos followed
the demented warrior, advancing more
cautiously in the wake of Gryx's berserk
charge. The Inquisitor could see a
portion of the temple wall and a door
that must surely lead within. Dimitri
appeared to have the autogun-armed
man pinned down and, deciding that
he could wait no longer, Lichtenstein
burst from cover, sprinting towards

the temple

Keshel watched Mechsimus power up
his weapons and knew that there
must be enemies near. From this
vantage point he could see the chrono-
gladiator sprinting around the temple’s
circumference. Lichtenstein must be
close, and he could not wait any longer.
He didn't have time to go back down,
50 Kessel sprinted towards the edge of
the structure he stood upon and
launched himself through the air,
landing deftly on the upper walkway
around the temple. There was an
entrance to his left and, this close to
the Paraelix Configuration, his warp
sight allowed him to see wisps of
ghostly energy leaking through the
arcane metal of the door

Gryx splits off from the group as his combat drugs kick in

e W TR R s P i DR P T R - T e R T e wmmeHMMam |

THE PARAELIX CONFIGURATION - )07 - FEERUARY ZD0Z

B L e U L e e b el 1 i T

T

I

SR

£ r

S

B L LRe e o B L i S 3 b Yot NI o T TUSS o 1 Yod DU S WP A A



ogan pushed himself to his knees as
er round tore a gouge in
the concrete beside him. The
daemonhost of the enemy Inquisitor
o i t ards the

1 calmly advanced, hining up
an._.r_h.:-r shot. Gritting his teeth against
the pain, Logan rolled behind the cover
offered by a nearby roof tank. He
ripped the sleeve from his tunic and
hastily plugged the bloody hole in his
belly. It wasn't pretty, but it would do
for now.

seeing the rooftop gunman roll out of

sight, Lichtenstein p aused by the lever

control for the lift. The controls looked ”

as though they had been designed for : ngan suddenly realizes the folly of sheltering behind a promethium tank

beings larger than humans,
all his strength to drag the
The clatter of "r'|i|I:‘:r'||"|ir_'1-l:_';-||'.| C

-::..-:’[ -:h:'l:'th:. ur r.hl.' V
would be inside the t
completing his life's work. Brief
wondered what he could achi

’[M‘I'nL f al 1 heightene -1 his
-.lr!F'H"'.‘_". .:||I.-.|
at what
Jitor warrior had d 1%

pund of an iron bolt drawing
¥ -:'l|ln:_‘111-'|||r
tore around the corner of the tr'r"|r||E
rrn.;lllf, g.l_'t“,|r|,_1 his eyes on the prey. A
an, similar in dress to his master
stood by a door on a higher level but,
more importantly, there was
leading towards him. Gryx leapt
gh the air, his power claw
; ing through th'—' metal of the rung
and hammerin A 1
building's fabric.
on the ladde r, Ie
up to his target. So focused was Gryx
gl that he didn't n ;

£

cCrear r||' gcC Hrnm
||r|| IZJr-"- hurl#rj hi
IIIJII'H., a dise

came ..1t |"|r1| a.garn

Ir'u a lull between shots, ;
out from his cover and 1ed fire on
the advancing Magos, filling the area
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£ Dlades of Mechsimus
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Oryx falls Beneath t

before him with hot lead. The autogun
bucked madly on his arm, spraying
shots in all directions. Unfortunately,
very few of those directions were
towards Dimitri. The one shot that was
on target impacted on the Magos's
breacher arm and was unable to halt
his advance. Analyzing the pollutant
content of the air through his olfactory
assayers, Dimitri calculated a 78.4%
probability that the tank the inaccurate
gunner was using as cover contained
promethium, a volatile chemical used in
the fuel cells of flamer weapons. A
thought pulse fired a shell through the
tank's side, and a thick, viscous liquid
began pouring out. The stink of it
caused his probability cogitators to
revise their estimate of the likelihood of
promethium to 99.8% . As much as his
atrophied emotions allowed him to,
Dimitri relished the look of panic on
Logan Storm’s face, as his pistol ejected
the spent casing and loaded another

Gr-,rx rolled clear of another attack of
the chrono-gladiator's slashing
chainswords, fat orange sparks flaring
from the blades' impact with the floor.
He pushed himself to his knees,
deflecting another blow with his metal
claw, but was unable to parry the
reverse stroke. The chainsword slashed
open his face, the whirring teeth
ripping open his skull, finally tearing
clear as it struck the steel of his neck
brace. Blood poured from the gaping
wound in Gryx's head, but the servitor
warrior still struggled to nise, swaying
aside as another blow chopped past his
chest. But Gryx was blinded by blood
and couldn’t avoid the final blow that
hacked into his leg. The roaring
chainblade sawed through the meat
and bone of Gryx's leg, severing it
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completely, and the servitor warrior
collapsed in a bloody pile, the shock
and pain overloading even Gryx's
formidable powers of endurance

Aechsimus howled in triumph over the
defeated body of his foe, blood from
the whirring blades spraying the walls
of the temple.

he grime and rust covered doors to

the elevator groaned open, the
screech of buckled metal painful to the
ears. Lichtenstein and Ghaustos ducked
inside, the Inquisitor holstering his
stubber and unsheathing the combat
shotgun from its shoulder scabbard. He
checked the load and racked the slide,
ready for whatever might await them
at the top. The elevator shuddered
upwards, ancient mechanisms hauling
the lift carriage towards the culmination
of his quest. Lichtenstein could feel the
daemonhost beside him drawing
psychic energy into his body and again,
a tiny flare of suspicion went off in
Lichtenstein's head. He could hear the
crack of bolter fire from outside and
presumed that Dimitri was still duelling
with the rooftop gunman. He slowed
his breathing, raising the shotgun to his
shoulder as the lift doors began to
judder open

n-:.rU-':b from the temple, Logan
watched with terrified relief as the
Magos's bolt round passed through the
promethium tank but miraculously
failed to ignite the chemicals. He wasn't
taking any chances, however, and
rolled towards the edge of the platform
as the spreading pool of fuel engulfed
him, soaking him in its choking
pungency. He glanced back towards the
Magos, whose merciless advance had
carried him to within almost point blank

range. The muzzle flared as it firea
Logan hurled himself from the roof,
arms flailing, and hit the ground hard,
breaking his shoulder and cracking his
skull against the concrete. Lights
flashed before his eyes, and he rolled
onto his back in time to see the
promethium ignite. A huge orange
fireball mushroomed from the tank,
liquid tendrils of burning fuel pouring
over the edge of the roof. They licked
down the side of the building in a
flaming torrent towards him. He tried
to push himself to his feet, but his head
pounded and his vision swum crazily.
The flames leapt and his promethium
saturated body caught light. Within
seconds he was ablaze from head to
toe. He tried to scream, but drew

superheated air into his lungs, searing
them with toxic fumes. He stumbled
from the lake of buming fuel and
collapsed, slipping Into unconsciousSness
as the flames consumed him
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frame with its war
thundered his

Lichte r|1t~|r' Before K out
a warning, Lichtenstein lashed out with
his indomitable will and slammed Loa
c through the door. Unable to
. :hr'ﬂ at Lir'hiPr-=tE|r. Kessel

5 sup .-n..-rtmg chains

The obelisk swung in a low arc, but
Lichtenstein dived forwards, rolling to
his feet as his med skull was smacked
into the wall behind by the Chaos
monolith. Its servos s

whirred, but the skull shrugged off the
impact and returned to its

side. Kessel advanced and his fiery

drew his own
sword, its blade similarly wreathed in
unnatural flames. He r"'nml*ﬂrl the
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the warrior’s sk
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p Se en r.'r,:_
-|'|1r"|hr'r caused it to blz
crimson fire. Lichtenstein realized they
were men of common purpose, but he
would not be denied this final victory.
He thrust his blade at his |.ppr|r unt 5

ocating the
ze with

was pdrrln:d, a .|;ghr.r||r|_g, quu.l-. r||:'.'LT_
stabbing at his groin. Lichtenstein

1 duel as Clhags

|.I tl|f' 5.

I am Inguisitor Kessel

newcomer over the ;

from the dis ||-|r|"Er..I.t||'-|':r
obelisk. “You must stop this '
thl-; portal will t';-rir'l,g dire

or _~.|-|._,IJ|-'|'1| ggl

EMman: |'[|r|

“Is that a threat?” hissed Lichtenstein.

"Moot to '.."I"'IJ
this world.

" clarified Kessel, “to
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and Ghaustos's attempts to unmake it
From the corner of his eye, Lichtenstein
saw his enemy’s daemonhost reappear
at the door he h-]d prey hurled it
rr' m, and knew this had to e

tm two |r|q|JI'~I*I rs traded 1 |.EII'I'II'I-

naustos npped i the last ||r ”l*

:-L'.E-Ilsk: .:.-'sp.:.arr.. his outstretched arms

athed in dark matter and his eyes

ing with unholy energy.

erupted from the ne
and Lichtenstein imn
he had been catas
[hl: '-.-..3' no entra

€M, |:'|JI' he knew t|":l’[ t'.‘.-'_u
I-,-. matter of time until the energies
"hr warp overcame the ancient
1 d into the

'[-:'_"'r'||j.1 e's structure. He had no choice
put to attempt to escape. He p'.-lrrir_--j
another blow from this medd|
Inquisitor Kessel, fainting to the hr||'.-
then angling a lighti

lunged, and the two Inquisitors

riposting and dodging in a dis
skill that would have left lesser men
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his strength. Kessel bit down hard. Foul
pus filled his mouth as Ghaustos
screeched, withdrawing the questing
tentacles and retreating. Kessel retched,
spitting out the slug-like piece of
severed tentacle, and rolling aside as
the black miasma spread from the
ruptured obelisk and threatened to
engulf him. He watched as Lichtenstein
smashed the flat of his sword into Loa
Gorg's head then sprinted from the
rapidly degenerating temple, his
daemonhost already ahead of him.
Kessel rose to his knees, feeling the
fabric of reality twisting, the angles of
the temple sliding in and out of true. A
disgusting grainy texture filled the air,
reeking of corruption, and his every
action felt as though he were moving
through thick glue. The darkness at the
heart of the temple was expanding
exponentially, and he knew he didn't
have much time.

Lichtenstein emerged from the temple,
his movements sluggish from the
concentrated psychic energy filling the
complex. Blood leaked from his nose
and he could feel an enormous pressure
building within his head. How could he
have been so blind? As he watched
Chaustos leap effortlessly across to a
nearby structure, Lichtenstein
instinctively understood that there was
no way the Daemon Prince
Pharaa’gueotla could have lied; the
bindings and oaths he had placed upon
it had been too great. The only way he
could have been so badly misled would
be if his daemonhost had allowed him
to be. He flinched, hearing the blast of
a bolt pistol, but saw that the shot
came from Dimitri towards a
bloodstained, chainsaw-wielding
berserker. Behind the roaring warriofr,
Lichtenstein saw the prone form of
Gryx, his leg hanging by gory threads
of muscle tissue, lying in a pool of dark
blood. Dimitri's shot had blown a crater
in the berserker's chest, but he seemed
impervious to pain and charged
towards a pile of crates that led up to
his attacker, the chainswords hacking at
the gantry Dimitri stood upon.

=]

Within the roiling chaos of the
temple, Kessel raised his
daemonsword, fighting against the
soporific effects of warp energy
pouring into the chamber. The
sundered remains of the obelisk were a
ball of utter midnight at the center of
the dark conflagration. He felt tendons
tearing in his muscles as he struggled to
aim his blow. A cry of pain burst from
his lips as he rammed his sword into
the heart of the darkness, the energies

With ane opponent dspatched, Mec

of aeons past flowing through his
sword arm and into the soul-fragment
of Loa Gorg bound within the weapon.
Ethereal winds snatched at him,
howling around his body and lifting
him from the ground. Phantoms born
of the warp passed through him,
seeking to prise his grip loose from the
sword. But Kessel would not let go,
hearing the screech of Loa Gorg behind
him as a huge reservoir of Chaos
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hsimus tums his attention to Demitn

energy earthed through his body. The
daemonhost’s skin split, cracks of light
appearing from within, but together he
and Kessel were able to hold the rent
together, until finally the fabric of
reality reasserted itself with a tortured
scream. Kessel dropped to the floor of
the temple. He still gripped his sword
and stared at the roiling pit in the floor
above which the Paraelix Configuration
had stood. In its place was a smoaoth,

R

Amid the chaos of the temple, Kessel and Loa Gorg attempt to seal the nit
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[MBINISITOR BATTLE REFORT - THE FARAELIX CONFIGURATION

Gav: Fantastic! |
must admit that my
duties for
Warhammer have
somewhat flattened
my Inquisitor
gaming over the last
couple of months,
50 what a way to
get back into it. First
up, a big thanks to Graham for such a
great scenario and running the game
effortlessly. Also, much appreciation to
Phil, whose grasp of the Inquisitor spirit
is total. Between the three of us, | think
that was one of the best Inquisitor
games we've ever had.

Gav Thorpe

All in all, the plan worked pretty well.
There were some nice showdowns —
Logan Storm against Dimitri,
Mechsimus versus Gryx, and of course
that wonderful clash between the two
Inquisitors and their daemonhost allies.

Phil: As far as the
end results go, I'm
not quite sure what
to make of that one,
but my expectations
were far exceeded
by the events of the
game. 50 many
dramatic scenes and
cool set pieces
cropped up that | doubt it would have
been as good if the story was contrived
from the start. Lichtenstein achieved his
goal, only to find that he had been
misled by Pharaa'gueotla (or Ghaustos,
perhaps). Kessel came through
admirably to seal the resultant warp
portal shut once more, saving us from
being dragged screaming into the warp.
We had a duel with flaming swords,
pitched battle on a rickety gantry, a
spreading pool of burning oil, heroic
leaps aplenty, cyber-gladiators ripping
into one another, psychic duels,
screaming daemons, exploding

barrels... what more could two
Inguisitor players ask for?

Phil Keilly

The best aspect of this game, in my
opinion, was that at all times Gav and |
were thinking of cool and innovative
things to do with our characters rather
than just shooting at each other. As a
result, we had Dimitri firing at the tank
Logan Storm was sheltering behind and
then igniting the contents (What did it
contain? Promethium of course! -
Graham), we had Kessel chopping
through the chains holding the obelisk
so that it careened toward Lichtenstein,

T0OO CLOSE FOR COMFORT

For me, the pacing of the game was
perfect. The fighting gathered impetus,
with the Inquisitors’ companions
getting stuck in while the leaders
themselves concentrated on their tasks.
This died down, leaving the duel in the
main chamber at center stage that,
once resolved, led to a tension-building
but quickly resolved endgame.

Although Inquisitor isn't about winning
and losing, | think | came out slightly
on top of that one. True, we both
achieved our objectives, but since it
was impossible for me to complete
mine without Lichtenstein starting his
own nefarious deed, | think that was
acceptable. The only real problem is
poor old Logan Storm. He finished the
game unconscious and his legs
hideously burnt. Considering his
previous career as a member of the
Adeptus Mechanicus Skitarii, | think it
only fitting that Kessel employ the

TOTAL CHAODS

we had Mechsimus attempting to saw
through the bridge that Dimitri was
standing on, and so on. Firng at ammao
crates next to your target can be a lot
more fun than shooting the target
itself, and potentially do more damage.
Besides, as every action movie fan
knows, explosions are great fun, so go
on, blow stuff up! Improvisation for
your character's actions really is the key
to a truly memorable game, and if it's a
cool idea, the GM is that much more
likely to allow you to do it. Poor old
Rudgey will have a fit when he hears
the scale of the property damage the
characters have
wreaked on his
scenery!

All that remains
for my warband is
to count the cost,
and unfortunately
the cost seems to
be high indeed.
Gryx lost a leg,
but that isn't a big
deal, I'll just fish
through the old
bits box and find a
cybernetic
replacement. Sure,
he'll only have
one of his original
limbs, but Gryx is
a servitor-warrior
and wasn't likely
to win any beauty
contests, anyway.

services of the Tech priests to fix up the
brave warrior. I'm thinking of
upgrading him to full Praetorian battle-
servitor status. This will mean
converting him up a bit (or more likely
starting afresh) and giving him either
bionic legs (possibly three or four) or
tracks. I'll be looking through my bits
box then.

As for the campaign, Lichtenstein
slipped away. | think after the scare
he's had meddling with forces he
doesn't fully understand, he may be a
bit more reticent in the future to go
opening random warp portals
Considering the similarities between
Kessel and Lichtenstein, my Inguisitor
may try and track him down to offer
him a deal. Be a friend and calm down
a bit, or become an enemy. If
Lichtenstein knows what's good for him
he'll go for the former!

Maore importantly, Dimitri‘s brains were
so thoroughly cooked by Loa Gorg's
Blood Boil power that he was
effectively dead, all this after catching a
chainsword in the crotch. Not so good.
However, Graham is considering the
chance that Dimitri, being comprised of
around 90% metal and 10% flesh,
downloaded his memory engrams into
his internal hard drive many years ago.
He's already come through suffering an
inferno bolt to the head, and is by far
the most durable member of the
warband. I'm just hoping his autosave
is up to the task...

Gav would like to thank a higher power for his warrior band's success.
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Editorial

Regular readers will have noticed that we're handling our
support of the new The Fellowship of The Ring game a little
differently to how we’'d usually cover our Warhammer or
Warhammer 40,000 games. For a start The Lord of The Rings
pages are upside down at the other énd of the magazine. Also
there's no need for new background matenal as some chap
called Tolkien has already somewhat comered the market in The
Lord of The Rings literature. Not having to produce new fiction
and history has given us a great opportunity to bring you more

painting, modeling and scenery making articles — hurrah!

Where The Lord of The Rings game differs from our other games is that it's based on
a film. This provides all manner of possibilities — not least of which is the chance to
interview some of the movers and shakers of the movies. With our other game
systems we can'l just nip into the Eve of Terror and hold a dictaphone to Abaddon
the Despoiler or hop over to Lustria and have a meaningful discussion with Lord
Mazdamundi as he contemplates the fate of the Warhammer World. However, we
most definitely can track down the actors and creative people who have put together
one of the most amazing fiilms of all ume!

So far, we've been lucky enough to get a little time with Richard Taylor of special
effects wizards Weta Workshop two issues ago and this issue we managed an
exclusive interview with Peter Jackson, director of the trilogy, as he took a break
from working on The Fellowship of The Ring's musical score in London. And if
that's not exciting enough, this issue we will also start with the first of our interviews
with the stars of the films — Sean Astin, who plays Samwise Gamgee, Frodo Baggins’
faithful companion. Future interviews with the likes of Viggo Mortensen (Aragom),
Billy Boyd (Pippin) and one of the project’s core creatives,

John Howe, are planned, so keep your eyes peeled and

we'll see who we can hunt down in the future.

Until next month!

Editor

2. New Releases COnte nes

All of this month®s The Lord of The
Rings new releases,

4. A Stalwart Companion 12. The Bridge at

An i|'|l;l.:'!:"-.'i-q,‘:|.'|-. with Sean .-"u_lln who Khazrad-dim

plays Sam Gamgee in the film Fitends s TR *eartparmy Desrrain d
I ? Kh'lﬁ 3"'[[ QI]EE]] this famous battle.

of the Woods . '

A look at Matt Parkes” stlunmng

dinrama based on the moment Frodo
mets Celeborn and Craladrnel.

18. Painting Masterclass
How our "Eavy Metal team painted
the Balrog.

22. One Man To Bind Them All

An interview with Peter Jackson,
the driving force and director of
the film.
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Gordon Davidson and Brian Nelson
recently met up with 5ean Astin,
the star who plays 5am Gamgee in
the film trilogy. It was a great
opportunity to delve behind the
scenes of the new film...

GI: When did you [irst read Lord of
the Rings and were you a fan before
vou landed the roll of Sam Gamgee?

%A | had never even heard of the books
when I found out from my agent that
Peter Jackson was doing an adaptation. |
said “Lord of the Rings™ and was told,
“Well you know The Hobbit...” 1 saud |
thought 1 might have heard of The
Hobbit and, walking into a bookstore, |
saw shelves and shelves dedicated io
this man J.R.R.Tolkien. My eye
gravitated nght towards an Alan Lee
Hlustrated version in three books, and |
went straight home and read 165 pages
of the Fellowship in one sitting.

Cbviously | was reading 1t with an eye
towards Sam. 1 hired a dialect coach so |
could leamn a standard British accent
with a hittle bat of a Cockney hue to it
(“Alright mate, sure

guv...”")

| prepared the
audiiion and went
1M, WENL On ape.
| came back and
tried reading but

C 1
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STALWART
OMPANION

An interview with the actor Sean Astin

| couldn’t stop thinking about “What if |
gel the part...? What if 1 don’t get the
part...”" S0 I closed the books, put them
down and waited 1o hear

[ was six or seven weeks before [ heard
that they'd called for guotes, which
CYCry actor knows means that YO arG in
the minning tor a part. 1hen Peter
Jackson came to Los Angeles, and | had
to audition more scenes. 1 stll didn't
continue reading the books, and | had to
wait another six to eight weeks before |
finally got the job offer. After that I was
able o go back to the books and read
them, knowing that T didn't have to
worry about getting the part — now [ just
had to worry about understanding

the story!

| read and finished the Fellowship, and
then it was time to go to New Zealand
In the s1x weeks of preparation prior to
filming | went to a bookshop in
Wellington, and they had an even
more extensive Tolkien collection,
and I bought pretty much
everything. I probably spent
5750 buying every adaptation,
because there are all these
different illustrations; there
were CDs, Amencans
reading the Lord of the
Rings trilogy, the BBC
version with lan Holm
plaving Bilbo, the

g h )
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Ralph Bakshi ammated version. John
Howe's paintings, Alan Lee’s paintings
anything I could get my hands on. |
started again from scratch on the Trlogy
and 1 re-read the first book and got a
good 60-T0 pages into Two Towers, B
| wasn't enjoying it, because [ was
reading it the way a soldier would read a
manifesto on how to prepare for battle. It
was imnstructive but not fun

[hen | got the Hobbit out and read it
from cover to cover in maybe four to
five hours. Finally, I had discovered the
poetry of the stories, the beauty of the
stories, the excitement of the stones.
Everyone had said that The Hobbit 15 a
children’s story and that it 1sn’t as
complex as the tnlogy. Maybe that is
true, but to me when they finally had the
battle with Smaug and that great finale
that was filled with so0 much strategy,
political mystery, intngue,
gamesmanship and all of the stuft that
fans of the trilogy know and lowve.

Adter that 1 was able to re-read the
first ook, 1 read the Fellow *-|'|I|" three
times and then The Two Towers and
The Return Of The King. I still haven't
read the Silmanllion and some of the
others, but 1 bought a book of Tolkien's
letters and read them before we started
filming. They were hugely instructive in
understanding the man's project and
what he was aiming for. [ felt like the

Sean Astin ax Sam Gameree.




hooks were a bible that T could connect
with while we were filming. The thing
that struck me about his letters was that
he originally started telling the story to
his son. and then after his son fell asleep
every night, he would go and write new
hits — that's how the Hobbit came about.
I'hen, during the Second World War, his
son was in the army and Tolkien would
write bits and send them to his son, who
would read chapters for the first time
out loud to the men in his regiment over
in Europe. It's pretty brilliant!

In fact Elijah Wood, who plays Frodo
Baggins, had not read much of the
books, though he knew the story and he
had read the Hobbit as a kid. He was
kind of embarrassed about not having
finished the books. People were starting
to gripe at him on the internet, o, and
yet he had read the scripts thoroughly
and knew the key points of the story
well enough that even after 1 had read
the books entirely from the Hobbit
through to Return of the King, I did not
grasp the story as strongly as he did. I'd
come to him with passages in the make-
up trailer and read to him; look at what
Frodo does here, look at what Sam’s
relationship to Frodo is here. ..

I ended up reading the books from cover
to cover a second time — so in total 1
read the Fellowship of the Ring four
times. the entire trilogy twice and The
Hobhit once, but the first chapter of the
Hobbit eight times ‘cause [ kept reading
it to different people. So I think it is fair
to say that | have become a complete
fan of the books.

BN: Lord of the Rings and Tolkien's
other works have an intense fan base
— did you get caught up in that
passion during the filming”

SA: Sam is kind of a no-nonsense
character, and when I was making the
films 1 was kind of a no-nonsense actor.
It was all about actually doing the work
Putting the feet on, putting the cars on,
putting the hair on — getting it right. 1
know what sounds right in my own éar
— and if I didn't hear it the nght way or
it didn't seem right, it would annoy me,
and 1 was not bashful about asserting
myself and telling my bosses what I
thought could be done better. 1 think
that they appreciated that. 1 was
respectful of their talent, artisiry,
accomplishment and all that, but there
was a very honest mentality.

It was also very hard, physically. We
were filming in Rivendell on this set
with an 80 pound wooden loom that
they had built as a center piece. I had
decided that while they were filming a
sequence with Arwen that I was going
to go off with the book and just sit in
this idyllic environment, this kind of
utopian ideal, serene setting with the
waterfalls and everything. The wind was
blowing. and 1 sat down and T opened

Sean Astin chats with miniatures designer Brian Melzon.

the book up... and there was a gust of
wind and this huge loom fell on my head
I felt my chin on my chest and I was
knocked out cold. By the ime I came 1o
there were four men lifting this thing off
of me. The lump on my head was huge!

Then there was the cut that I got on my
foot while we were filming one of the
last scenes of the first film. 1 had to run
into the water, and a bottle or a branch or
something penctrated my prosthetic fool
and sliced my real foot open. | had 1o be
flown to the hospital for stitches.

So at a certain point 1 felt much like Sam
on his journey., concerned with my
physical mortality. and while T could
appreciate being involved in the epic
grandeur of this film, mostly 1 just
wanted to live through it!

1 never really felt pressured by the fans,
but 1 did redouble my efforts to get it
right, and hopefully the work that we did
will stand up to the study of

true believers.

GD: How pleased do you think they
will be? Do vou feel you have achieved
4 hit movie that is going to be popular
to all; which will please both Tolkien
fans and the mass market?

$A: For me, personally, 1 only try to
please myself. It may be very ammogant of
me. but 1 believe that if 1 like it, other
people will like it.

BN: You are vour own harshest critic,
vou mean?

9 A: Well, that is another way of putting
it. but rather than ¢ritiquing my own
work, 1 really want to enjoy it! When |
see the playback of footage of what 1
have done, 1 know if I like it.

There were some things about the film
that T was intensely skeptical of while we
were making it. The Cave Troll, for

example, seemed like this ‘thing" made
with digital technology. That was the
way I thought of it, because I didn't
understand how they were going (o do 1t.
[ knew what my job was as an actor — it
is the same job you have when you are
on stage in the West End. You just
believe, you inhabit a space, you commit
to an idea, and you make sure you find a
way 1o achieve an emotional resonance
with whatever it is that is actually
happening. No, the thing that I was
skeptical about was if the digital creature
would look real. Was I going to believe
i1? But T saw 30 minutes of footage the
other day, and 1 believed!

—

The Cave Troll has emerged for the
moment as my favorite character, along
with Gollum. 1 just love the pathos of
Gollum. .. it is actually something
similar in the Cave Troll that even
though he 1s trying to kill the
Fellowship, he is sympathetic because he
is shackled and there is this kind of look
in his eyes... I don’t even know if
Tolkien emphasized it that much. They
have created this big lumbering monster,
who is stupid but in a sympathetic way,
because you realize that he just doesn’t
understand what he is doing. He's got
these big dopey eyes, and at a certain
point when he has been rendered
immaobile you look at him and you just
think “Ah, this poor creature.” 1
genuinely connected with him.

GD: When they finally kill him

it's fantastic!

SA- 1 know, but I felt sad for him, 100.

He stumbles and falls, and it just broke
my heart.

(;D: Hobbits are well known for their
love of good living. Did you do much
character study?

SA: Mo — while filming the movies |
was never able to enjoy the lifeof a




scene, we d fill it trying to do it better
Un the last day of filming, Randy Cook
who did the d gital crrects for Gollun
and the Cave Troll and stuff. was
actually directing a sequence with me. |
mean Peter Jackson's bigeest feat wasn't
directing the film, it was directing 15
other directors to capiure his vision
There were 2nd unit directors, 3rd uni
directors, model unit directors, insert
unit directors, pick up unit directors
scenic umt directors, and all of them
were marching in step to his ultimate
vision. Anyway, 1 just remember Rands
ook ok '-\-'\-:_!I:H'I_: LD Hlll_'_'l We wWere
filming a fight with Gollum on top of
Mount Doom, and it is basic iy me
doing choreographed moves or my own,
because Gollum is created digitally. We
were on Take 30 or something. and he

ust wanted to keep going and going
Ihere were times when you had to
scream yoursell hoarse or run yourself

3 ] N - S, s |
tired and then g0 | ack amd do 1t all OVEl

i B 1 Y '] 3
again. It was a full-on experience

_ ’ (:I): Tell us about fighting Shelob.
Hobbit the way ‘real” Hobbits do, but | SA: Just the hours — it was not the

did have to get fat — I put on two stone typical twelve hour wm-around you get
with the American Acting Union. That

Medans, Irom the tme they let viou FLO ]

SA: | was so fat by that time and I had
all the stuff that Sam carries — it was

GI: What was the most memorable

el you acted on during filming?

exhaust ne. It was three full davs done

2A: It was a mountain range aptl
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THE FELLOWSHIP OF THE RING

1e Balrog is the higgest release of our
Fellowship of the Ring miniatures in
terms of sheer size. We thought it only
fitting to show you how we painted this
colossal model.

After cleaning up the model by
removing any flash lines and 1'|1r1;-__r them
smooth, the fit of all the parts was tested
before starting to assemble the model.
First, the wings were pinned together
and then pinned to the body. As the
assembled model is quite heavy, it 1s a
goodd idea (o pin it to a base. The
separate components were then glued
into place and any gaps were hilled

with green stuff, A small amount of

shaping the green stuff to resemble
cracked skin was required in some
places. Finally, the model was given an
undercoat spray with Chaos Black,
followed by painting shightly watered-
down Chaos Black over any areas that
the spray had missed

PRINTING THE MODEL

Any seclions
of the model
that were
going to he
painted with a
fiery Name
effect, such as
the sword and
maneg, wereg
now painted Skull White. The recesses
between the cracked skin and on the
wings were also painted with Skull
White. There was inevitably a small
amount of paint overlap, but any
mistakes were rectified at a later stage

GV

PRINTING
MASTERGLASS

The monstrous Balrog
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Painted by Martin Foatint

An equal parts mix of Fiery Orange and
Orange Ink was then painted over the
Skull White, followed by shading with a
slightly watered-down mix of

Fiery Orange and Red Ink. Red Gore
was then added to the mix and applied as
an ink wash to the flames on the swond
and mane. A mix of two parts Golden
Yellow 1o one part Skull White was
painted on to highlight these sections, as
well as the larger cracks in the skin
Skull White was then added to this mix
for successive highlight stages. The

watered-down Yellow Ink. Any areas

wing or scales had o be carefully

repainted with Chaos Black
flames were then given a glaze with a

where the paimt had overlapped onto the

' i




['wo parts Chaos Black to one part

Codex Grey was mixed together. This

was then stippled onto the Meshy areas,

such as the belly and arms.

Codex Grey was then added to the mix
until it was roughly equal parts, and
then this too was stippled on as a
highlight stage. Bleached Bone was
added to this mux for the final stipple
highlights.

FINE DETAIL

The horms were given a basecoat of
equal parts Chaos Black, Bubonic
Brown and Codex Grey, Bubonic Brown
and Bleached Bone were added to the

mix for the first highlight stage,
followed by adding Bleached Bone for
each successive highlight

A -

The Balrog's cracked skin was painted
with a basecoat mix of two parts Chaos
Black to one part Codex Grey. The first
highlight stage was done by adding
Codex Grey to the mix until the two
colors were in roughly equal quantities
Final highlights were made by adding
more Codex Grey until the mix was
now roughly two parts Codex Grey to
one part Chaos Black.

- . e Hrrﬁ_r_l',;‘

FINISHING TOUCHES

A small
amount ol
Codex Cirey
was mixed in
with some
Chaos Black
and painted
onio the tips
and edges of

the claws, Once the mode] had been
varnished, these parts were then given a
few coats of Gloss Varmsh

Sand was glued onto the base with PVA
or white glue and then, once dry, given
a Brown Ink wash. This was drybrushed
with a mix of Snakebite Leather and
Fortress Grey, and then flocked with

slalg ETiss,

'he stones on the base were painted
Chaos Black, and then Skull White was
added and drybrushed on in successive
stages. The handle of the axe was painted
with Scorched Brown, followed by
adding Bestial Brown for the first
highlight stage and then a small amount
of Bleached Bone for the final highlights
[he metal was painted with Boltgun
Metal, then highlighted with Chainmail
and Mithril Silver before applying a
thinned down Brown Ink wash.
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eter Jackson, the highly sought-after
director of the Lord of the Rings film

trilogy, kindly gave our Lord of the Rings
Marketing Manager John Paul Brisigotti a
couple of hours whilst he was working on

the movie soundtrack in London.

John Paul seized this exclusive chance to
ask him a few questions about the process

of making the film..

John Paul Brisigotti: When did vou
decide that you wanted to tackle The
Lord of the Rings as a film project?
Peter Jackson: Well, it wasn't a long
held desire of mine to make The Lord
of the Rings. I'm sure a lot of people
will think that it was an ambition of
mine for twenty years that I finally
got to realize, but that's not true. My
first encounter with The Lord of the
Rings was watching the anmimated film
when it was first released in 1978, 1
saw the movie, and that made me
want to know more — the film was a
little confusing and didn’t have the
whole story so you didn’t quite know
what was going on, but it was still
interesting. [ liked the idea of Frodo
and the Hobbits carrying the ring, and
| wanted to know what the real story

was, s0 I read the book. | was about

15 vears old, and at the time |

G

NE MAN TO
BIND THEM ALL

A world exclusive interview with Peter Jackson

“Wow, [him would make a
really great movie!’, but [ wasn't a
professional film maker back in those
days, so | had no particular thought al
all that | would be making the film. 1

thought,

just thought it would be a great movie

to see when somebody else made it.

As a teenager, | had done some stop
motion animation on Super 8 — | was
a big Ray Harryhausen fan - then,
when I left school, I became a photo
engraver with the local newspaper,
and over the next few years 1 broke
into films. But rather than breaking
into films professionally, 1 ended up
shooting Bad Taste over four years of
weekends. After seven years | was
able to leave my newspaper job and
become a hilm maker. | worked with
Richard Taylor of WETA early on in
Meet the Feebles, and dunng that tme

we always did our own effects — such
as on Braindead and Heavenly
Creatures. Then Jurassic Park came
out, which featured amazing effects,
and I started to think that if I was to
continue to do my own effects, then |
would have to get into CGL We
bought some computers and began
doing our own digital effects for The
Frighteners. It was at that ume in

| 995 that the idea of doing The Lord
of the Rings as a movie was bom.

We were in post-production with

The Frighteners, and I was thinking
about what 1 wanted to do next since
we had established a computer effects
team. Richard Taylor and 1 had
formed WETA, giving us a
considerable resource and | thought
we could finally do a fantasy film, the
kind I loved as a kid, like the Ray
Harrvhausen films. In the hundred
years that films have been made, the
fantasy genre has not been well
served. We talked about developing
an original fantasy film — “like The
Lord of the Rings”. Then we began to
wonder about the nghts to The Lord
of the Rings itself. Since the animated
film, 20 years ago, nothing had
happened. After some phone calls, 1
dizcovered that Saul Zaentz had the
rights = he'd actually preduced the
animated movie, and we were told
that he had been approached by
several film-makers over the vears but
didn’t really have any ambition to
make a live action film. This started a
chain of events which led us to
dealing with Miramax and then onto
New Line. The whole legal process
took about a year and a half to get the
rights before we could begin work on
the films in 1997.

JPB: Obviously yvou've been aware of
The Lord of the Rings since you were
I8, but were vou taken by it, as many
fans are, and read it over and

over again?
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In homor of Peter fackson, Brion Nelson sculpted him i Y Hobhit form Peter s remownied for hardly ever wearing shoes (just fice B bz’

PI: No, [ hadn't read it at all in the
intervening 20 years. | wasn't the sort
of person who would read It every
year, | had just logged it away as a
great book. But now, obviously, 1 ve
read it a million times, back to front

and sidew '.L:'-'*-!

JPB: Were you prepared for The
Lord of the Rings fan base that
already existed, and the passion and
enthusiasm that was out there before
vou started thinking about the
project in 19957

PJ: 1 was aware of it to some extent. |
wasn't part of it, but in the past it had
been a very gquiet group in some
respects because the property hadn 't
been overly merchandised. Dunng
that p-:rin::u]. it wasn't as if you were
surrounded in toy shops with The
Lord of the Rings. It has never been
in the consciousness of the public like
Star Trek or Star Wars has, but it
obviously has a very loyal group ot
readers. Whereas Star Wars and

Star Trek were bom from films and
television and are much more
merchandising focused, in a way,

The Lord of the Rings world 15 more
interesting as it’s based on a fifty
vear-old book, which in itsell is the

wiork of a hfetme. Ii 15 lascinafiing that

one man spent his life developing this
world, and Tolkien himself admitted
that the primary reason o develop
Middle-earth and the stories was
because he was interested in words
and language. After Tolkien wrote
Elvish and designed the language, he
needed to create the world that it was
based in, so it's a very interesting

phenomenon, indeed

JPB: Whao's your faverite character in
the film?

PJ: Well, it's difficult to say, but the
character | relate to the most 15 Bilbo
Baggins. | regard myself as a Hobbit,
and I think that [ have Hobbat traits
like Bilbo — his love of sitting in front
of the fire and having a quiet hife, and
his discomfort at h;:in:.‘ thrust into
adventures is something I can relate to
quite well. There are a lot of great
characters, and | think in terms of the
movie we have made, it 1s Frodo that
most peaple will relate to. He is the
character your heart goes oul to the
quickest, because he’s the one who
gpes on the journey not knowing what
to expect and has to deal with

whatever comes at him

JPB: What about the more heroic
characters, such as Aragorn
and Boromir?

PJ: They are characters thal are more
fun but they are not really us, as they
are far more heroic than ordinary
people tend to be. I'm sure most of us
would regard oursélves as being much

more like Frodo.

JPB: Making The Lord of the Rings
as three films may seem like an
obvious choice considering that is how
the books were written, bul as this
has never been done hefore, and from
what I hear it’s not likely to be done
again, how did you get New Line to
agree to such a big project?

PJ: We knew that there had to be
more than one film right from the
start. We developed two for a while
with Miramax, who were onginally
producing it with us, and we were
never going to do three. Ultimately,
they revised that down to one when
they realized how much two were
going (o cost. The one film was not
even going to be like the first book
but more like the whole of The Lord
of the Rings reduced into one film. 1t
was at this point that we pitched it to
New Line who very guickly embraced
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the idea of three films. Bob Shaye,
the chairman of the company, asked
straight away why we should make
one or two films when it clearly ought
to be three — so he was completely
supportive from day one.

The advantage of three films 15 that
you can do The Lord of the Rings
justice, but it's still not enough time
to develop everything that everybody
loves in the book. Having just
finished the cutting of The Fellowship
of the Ring, we have a movie that is
two hours and 50 minutes long. That
still doesn’t have every character
from The Fellowship of the Ring in it
or every single event, as you would
literally need five or six hours to do
the first book as it was written. It
does, however, allow you to have the
most memorable events and most of
the characters.

The hard part of doing three films is
fairly obvious. It is a lot of work as
you are shooting for fourteen to
fifteen months. It makes you tired,
people get stressed and the logistics
of such a huge organization are
unbelievable. The advantages are
really great, though, because you are
making the first film knowing that
you are also making the second and
the third, and can develop them as

Peter loves 1o film in the amazing fandscape of New Zealand, where he lives.

separate films able to stand on their
own. You know where the story 1s
going to end when you are making the
first film, and it’s mapped out in
advance. Where this will become
more obvious is when people are able
to se¢ all three films together. They
will be able to see the advantages of
doing it in this way instead of jusi
making a film and then making
sequels, as the dynamics are

very different.

JPB: There are people who will not be
awiare of the story when theyv go to see
the film, and the Fact that there is a
huge cliffhanger at the end of each
hook will be a surprise to a lot of
them, especially as they will have to
wait another twelve months for the
next installment. How have you
tackled the problem of tryving to make
cach film a separate experience whilst
keeping people excited between films?

PJ: We have tried to create an ending
to each film that is satisfactory in
itself but will also leave people
wanting to see what happens next. [t's
a very tricky balance. Having a total
clifthanger, a bit like the end of The
Empire Strikes Back where Han Solo
15 encased in carbonite, 15 a hitle
unsatisfying. We don’t want people
walking out at the end not really
feeling fulhilled. We wanted to create

_W

an ending where people feel that they
have seen an ending whilst the story
itself obviously still has places to go.

JPB: What made you want to do the
film in New Zealand?

Pl The principle reason why 18
because I'm based there. 1 live in
New Zealand, and that's where 1 hike
to work as it gives me a lot of
freedom as a family man. I'm like a
Hobbit; I like to stay in the Shire. |
don't want to travel out into the big
bad world, so I consciously look for
movies that I can do locally. If The
Lord of the Rings had been set in the
middle of Rome or on the Venetian
canals, | probably wouldn't have even
thought about doing it. The fact that
The Lord of the Rings is totally about
the environment and unspoiled
landscapes and has exactly the

sort of landscape that we have in
MNew Zealand was part of the reason
why my brain went there. I'm always
thinking about what [ can make
down here. The Lord of the Rings 15
set in a European pre-history, and
New Zealand 15 a form of unspoiled
European landscape. We have a very
similar climate to Europe and similar
vegetation, with a shightly more
rugged landscape; a wild, shghtly
primitive look.




JPB: The logistics of making three
major motion pictures in such a
landscape must have been daunting.

PI: It's like waging a war, really. You
have to move hordes of troops
around, and it’s all about transport
and communications. It's about
logistics — shifting 300 people all
around the island and then finding
them hotel rooms. The good thing
about New Zealand is that it 15 a
civilized country and has its own
road, rail and air networks, and 1t’s
small. That helps a lot because
moving 30 people from one side of
the island to the other can happen
within two hours.

JPB: When vou started out in 1995
you must have had a vision of what
could be done with The Lord of the
Rings. How does that compare now
that vou are nearing completion of
the first film? Has it fulfilled what
you had in your head then, or have
vou ended up going in a completely
different direction?

PJ: It’s been such a long and
developing orgamic process that |
can’t quite remember what was in my
head back m 1995. It's almost
impossible to compare one moment
now to five vears ago because every
day things alter and change, which is
part of the fun of it

Having decided to make the movie, |
sat down with Fran [Walsh] and
Philippa | Bovens], who wrote the
screenplay for the movie, and they
added ideas of their own which 1
never would have thought of. and
then suddenly it took on a life of its
own and went far beyond what 1 was
imagining. I then brought in the
design team and all of Richard
Taylor’s guys: Alan Lee, John Howe
and everyone ¢lse that we had
designing, and they were consistently
coming up with stull which was
much bigger than [ had imagined. I'd
be sitting there imagining what the
Mines of Moria or the Dark Tower
looked like, but when John Howe
showed us his drawing of the Dark
Tower it elevated the 1dea to
somewhere else entirely. You also
have a very exciling stage when the
actors come on board. You can
imagine the way that Gandalf talks
but you don’t have the chance (o hear
that until Sir lan McKellen begins

work, and then that takes yvou into a
totally different direction again. It's
constantly evolving and developing.
My job as the director is to be the final
filter. I try to involve everybody and
encourage ideas and then let the
project evolve and not control it too
much, so | don't inhibit anyone. |
never say to people just do it my way
or just do as you are told, as that
would be the most inhibiting and
tragic thing that could happen on a
project like this. | try to encourage
freeform ideas and good creative
input, and generally steer it towards a
common direction. Only then am | the
final filter, when it comes down to
whether we do A or B.

JPR: Were you aware of Games
Workshop before we got involved in
the project?

PI: Yes [ was. I have never played any
of your games, but I have always been
intrigued, what with my love of Ray
Harryhausen fantasy and all that. In
Wellington, right at the foot of the

stairs that lead to the local cinema is a
Games Workshop store. Trouble is, 1
always go to the movies at night, so
the store is always closed! So for
many years | have stopped to look at
the wonderfully painted figures in

the window.,

JPB: Are you already thinking about
what's next after Lord of the Rings?

PJ: I'm not really thinking too much
about what's next. Having just got the
first film done, I'm interested to see
how we will be cutting the second
and third movies together, having shot
all three back-to-back, and how
people will react to the first film.
What comes after that, who knows?
We probably have another two years
work before the whole project is
complete, and right now that seems
like a long way off.

JPB: Thank you for your time Peter,
and may [ wish vou the hest of luck
for the film from evervhody at
Games Workshop.

Peter rather fancies the life of a Hobbil,
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