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THE ONE 
RULEBOOK 
NEW DEFINITIVE RULEBOOK FOR THE LORD OF THE RINGS GAMEl 

The lord 01 tfIe Rings strategy 
battle game rules will soon be 
complied together and 

released as one definitive volume. 
The new The lord of the Rings 
rulebook will have all the rules from 
the Return 01 the King and all of The 
Lord of the Rings supplements too, 
most notably the siege rules from 
Siege 01 Gondor and the rules for 
MOmakii from The Battle of Pefennor 
Fields. "Tha rules afe basically 
staying the same," says Mat Ward, 
OAe 01 the The Lord ollhe Rings 
design learn behind the book. 
"Though there'll be some minor 
changes." 

Unlike the previous incarnation of 
the book, profiles are organised 
according to race and felllon, 
divided into Heroes alld Warriors 
respectively. So, if you want to build 
a themed force, all the relevant 
models are In the same place. The 
book also has some new material, 
and a few of the establlshe<l profiles 

2 THE NEWS 

have been tweaked slightly. "It really 
pulls everything tOl/ether," Mat says 
of the weighty volume, which is 
hard backed and ooas15 a sizable 
hobby section. 

The scenarios In the book are 
general battle games, and so 
consequently those scenarios found 
in the old rulebooks tied Into the 
three separate movies aren't 
included. They will however, make a 
welcome appearance elsewhere .. . 

THE FELLOWSHIP 
OF THE RING 
This book Is not to be confused with 
tile old rulebook of the same name. 
First of all. It's completely different 
and secondly, It's not a rulebook. 
The Fellowship of the Ring is the 
!irst in a series of books thai allows 
The l ord 01 tile Rings players to 
embark on a journey through the 
narrative 01 The lord of the Rings; In 
this case the events that lake place 
In The Fellowship of the Ring. 

"This book shows you how to do 
Mrythlng," Mat explains. There are 
setllons on painting. colour 
schemes. building scenery and 
more. It's very much a hobby 
journey, which features around 18 
scenarios themed around The 
Fellowship of the Ring. 

"Eight 01 the scenarios are new," 
Mat tells us, · such as the Wargs 

attacking the Fellowship In the 
sl\adow of Caradhras and the 
dramatic flight out of Moria." 

The idea is to play through the 
scenarios in order, developing yoor 
hobby skills and model collection as 
you progress. "By the end of 1\ 
you've not just played through the 
story, you've got a painted group 0' 
models and scenery," says Mat. 



DARK WRITINGS 

OF CHAOS 
The dalt sl!adows moving in tl]e 
(rozefl nOlfh'ar6 coalescing iryto 
,terribl8.,"$haP6. From fevered 
dr84ms. fill InJB flltUff of 
CItaoSlS nwBaJedl 

Released at the same time Is the 
Libel ChaotIca Complete 
COIlec:lots Edition, wllm evil is 

in an exclusive 
. The 

THE BOWL GETS NEW BLOOD 
ExIra, extra! Spike magazine brings you flXciusiv8 shots of !hllla!est 
slgnlngs for the Relkland Reavers! 
last month we brought you the latest Human team for BlOod Bowl. Due 
to some problems with the player transler window we were unable to 
show you the complete team and the Linemen were omitted. But we've 
now managed to gel OUf hands on them and here they are. 

You can order these models from the Online Store at: 

www.games-workshop .co.uk/slore 

Also, tor a plethora of Blood Bowl articles and models, log on to: 

WWW.llames-workshop .cO.uk/bloodbowl 

DEFENDERS OF THE KING 
"They're scary Elves," says Mat 
Ward ollhe Wild Riders, a new 
cavalry unit In the forthcoming 
Wood Elves army book. !hey're 
Orlan's equerries who defend the 
King's Glade when he dies In 
winter," Mat, co-author of the new 
army book along with Anthony 
Reynolds, explains. 

The Wild Aiders are those Wood 
Elves who accompany Orion when 
he goes on the Wild Hunt, although 
they do so in response to a primal 
cal! rather than through any sense 
of duty. This experience changes 
them and they become almost 
otherworldly - Mat describes them 
as -not entirely Elves." 

On the tabletop the unit sits in, .... ~ ... ~~r:i~~ ... -
a kind of middle-ground ~ 
between heavy and light 
cavalry, in that they are 
hard·hitting but don't 
have as good an Armour 
save as fully-Iooled up 
knights, but they are 
classed as Fast cavalry. 
So. enemies 01 the Wood 
Elves bllW3re, the hom 01 
Kurnous echoes in Alhel 
Loren and the Wild Alders 
heed its call. 

One 01 the three rank 2nd tile 
Wild RidefS. Thefe is a/so 2 
Champion. Sta.nrJarrJ Beallf 
and Musican fOf this un/l. 
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NEW GAMING CENTRE 
OPENS WITH A BANG 

me hearties and sh{ver me 
timbers, there be a veritable 
cache of hidden treasure on the 
Online Slore for the dread 
Zamb/II Pirates. Var, /0 coincIde 
with last month's army list for 
these SCUflI}' dogs, the Onlfns 
Store put together a list of 
components for convertirlfl yer 
own band 0' swabs. 

The new Games Workshop Gaming 
Centre Is now open. Situated a mere 
fIVe minutes walk from Meadowl\all, 
the Gaming Centre held a right royal 
opening when White Dwarf's Paul 
Rudge and the web's Rik Turner 
descended upon it. 

As part of Games Workshop's 
mammoth 30th anniversary 
celebrations, Rudgia and Rik took 
their armies and did battle against 
hordes of garners who had gathered 
there to meellhem. They couldn', 
have chosen a better venue, as with 
20 varied gaming tables, the 
dynamic duo were spoilt for clloree. 

So in the heady conditions of the 
buzzing Gaming Centre battle did 
commence. A special ~Challenge 
Rudgie" event was ImmediaUy set
up, as the Scorpion 01 Harad 
himselltook on aU-comers wllh his 
The lord ollhe Rings army. Could 
anyone stop that MCtmak? Manager 
Rob Bastow even had unique 
certillcates printed to award to 
anyofWI mighty enough to topple 
the indestructable Rudge. 

read the lollow-up to this on page 
118). Rik on the other !land wasn't 
so lucky. His Blood Raven army was 
severely beaten by some brutal 
Khorne Berserkers. 

Whether winning or losing, tile 
gamers packed out the e~pansive 
Gaming Centre, which Is adorned 
with huge and impressive Space 
Marine Chapter Banners. 

The grand opening was a mere 
sample of the events that will be 

staged at the Gaming Centre in 
future. With so maRy tables the 
capacity lor gaming is vast and ytlU 
can always be sure you'l! get a 
game. For anyone who wants to 
chitl out. there's also a large area 
with comfortable chairs to relax in 
and a painting zone too. 

For further details about the Gaming 
Centre, Including how to get there 
and some 01 the forthcoming events 
at the site, tum to page 120 01 the 
Events ~iary. 

There be more components than 
you'll find In any dead man's 
chos/ /'1/ wager. or I'll walk tho 
plank. So, log on and for a few 
pieaJS of eight you can wage 
war on the living and send them 
to the watery deep ... 

For a full list of components that 
covers all the units and 
characters avallable in a Zombie 
Pirates list, even Including such 
challenging conversions as 
Quean Bess. check out the 
following link: 

www.games-workshop.co.uk! 
zombleplrales 

Rudgie look on many foes with his 
Harad horde but despite several 
brave efforts, remained undeleated 
throughout the day and not a single 
certificate was awarded! (You can BattItJ commences at the Gaming Ctntre. 

BIZZARE TALLARN 
BEASTS SIGHTED 
The latest release from the foundries 
of Forge Wor1d are somethillg a little 
different. Striding across the 
oppressive, sun-baked dunes of 
Imper1al desert plafWIts come the 
Tal1arn Mukaall Rough Riders. 

These hulking Xenos creatures are 
well adapted to operating in arid 
environments and rules for them 
will appear in Imperial Armour 
Volume 3, where they will be an 
uPOrad~ for TaJlaro Rough 
Riders. 

Tile models, sculpted by Mark 
Bedlord and Simon Egan, would 
make an unusual and 
interesting add ilion to aRy 
Imperial Guard army. 
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The Mukaali riders are wen equipped to deal 
with hazardous conditions, possessing sand

proof gear aim-numerous supply packs. 



CALLING ALL GAMES 
WORKSHOP ARTISTS 
For the attention of all Games Workshop artists, past and present. We 
are trying to contact a number of you so we can relurn your work, work 
that Is currently sat In our archive, Basically, we'd like you to come and 
oelill Please consult the list below and II your name appears, contact 
Archive Manager Sharon Cooke on sharonc@games-warkshop.CD.uk 
or 0115 916 8320 to discuss how to get your work. 

The deadline tor replies Is: 

Friday 29th July 
It you do not make contact by this point, WI! will assume that you do 
not want your work back. 

Tony Ackland 
Chris Baker 
Nick Bibby 

Carlos Ezquerra 
Angus Fleldllouse 
Jon Gleloran 

Bob Nalsmllh 
Russ Nicolson 
Kevin O'Neil 
Manin Perro" 
Dave Pugll 

Paul Green 
Des Hanley 

Paul Bonner 
Christopher Bristow 
Tim Bruni 
Paul Campbell 
Gary Chalk 
Richard Cabbold 
Nick Coleman 
Mark Cordory 
Mark Craven 
Carl Crilchlow 
Simon Croslale 
TIm Curry 

Gary Harrod 
Kevin Hopgood 
Tony Hougll 

John Sibbick 
Jamie Simms 
Paul Smlill 
Duncan Siorr 
Phil Stooin 
Sieve Tappin 
Bill Thornhill 
Kevin Walker 
Don WazeJewskl 
John Wigley 

Colin Howard 
Slew Hulton 
Tony Hynes 
Pete Knlllon 
Robenllngwood 
Tony Masero 

8111 Donaghue 
Wavne En!lland 
Brett Ewlns 

nm Maunder 
Martin McKenna 
Pat Mills 

Nit Williams 
Richard Wright 

R Mohr 

ONLINE NEWS 
TURMOIL GRIPS MIDDLE· 
EARTH IN THE WAR OF 
THE RINGm 
In this time of conflict will you sit 
idly by while Middle·earth falls to 
the Forces of Dal1mess or Is 
conquered once and for all by the 
Free Peoples? You can ma~e the 
differencel Play games of The 
lord of the Rings al home, In our 
Hobby Centres or In your clubs 
and report your results on the 
campaign website. 

www.lhewaroflherlng.co.uk 

GET MORE NEWS 
EVERY WEEK 
Every seven days the web team 
makes sure you get the latest 
news from Games Workshop; 
new articles for your chosen 
game: a comprehensive 
newsletter delivered to your 
Inbox: events, Hobby Centre, 

Independent Stockists, Direct and 
community updates: not to 
mention Sneak Peeks and the 
ever·popular Poll of the Week. To 
gel alilhis and more, visit 

www.games,workshop,co.uk 
Inews 

www.games·workshOp.cO.uk 
!Inqulsllomewslelter 

WO WALLPAPER NO.3 
Reason number three to visit the 
White Dwarf section of the Games 
WorkShop website - more 
Grombrindal bad gllY bashing 
with watJpaper number 3 of 13 for 
your computerl 

www.games·workshop.co.uk/ 
whitedwarf 

SBfI page 143 for more UK web 
team news and linkS. 

the release of 
I ,a comprehensive 
on the Empire for 

Warhammer Fantasy Roleplay. 

Along with tIw! Old World Annoury 
(complete equipment alMltrappings 
guide for Games Masters and 
players alike!), Ille adventure truly 
begins with Paths of the Damned 
Part One: Ashes of Mlddenheim. 
Set after the cataclysmic Storm of 
Chaos campaign, the adventurers 
must pick through the wreckage to 
uncover a dark plot tl\at will lead 
them through the shadows of some 
of the biggest cities In the Empire. 

www.blacklnduslrles.com 

Alternatively, .checJo; the gartles sUe 
run by,your fTI0bl!e service provIder. 

TALES OF ADVENTURE 
FROM BlACK LIBRARY 
TIte Black library's pulse· pounding 
new Necromunda series conlinues 
this month with Blood Royal. Yep, 
Kal Jerico, the coolest bounty hunter 
in the underhive, Is gelling his very 
own novel! 

Also available: Dan A!meH's aerial 
combat classic Double Eagle 
clivebombs its way Into paperback, 
Graham McNeill turns his twisted 
vision on the Warhammer world 
with the collected Ambassador 
Chrooicles and those loveable 
rogues Rorin and lorenzo (The 
Burning Shore, Wild Kingdoms) are 
back and in a whole world of trouble 
In Savage City. 

www.blpubllshlng.com 
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Guy: Wotcha 
chaps, been a 
busy month 
here at the 
IMlld, Plenty 
gOing on, and 
that means lots 
01 GAMINGI 
I've been told 

that my sell-deprecatory humour 
regarding my numerous defeats 
(you mean whining - Guy. Shut it 
you! I fear thai may be thB Goblin in 
my head) has been doing myself a 
disservice, so this month I'm going 
to lell you why I am THE KING OF 
THE GOBLINS! (Though don't tel! 
Grombrindal, he'll cut my head off). 

THE GOBLIN KING 
(Not David Bowie) 
I've been playing Warhammer for 21 
years, since the first edition, In fac\. 
That's a long time. t've dallied with 
other armies, but it I'm honest, lor 
me a large part 01 the hobby is 
paintiflO innumerable tiny creatures 
green. I'm on my fourth Ore and 
Goblin army now - Number one was 
all Orcs wllh metal bases, number 
two was Orcs and Common Goblins 

that lost endlessly to Wood Elves, 
Number Ihree a beardy combination 
of Night Goblins and Savage Orcs, 
and number four, the one I'm 
working on now, is Common Goblins 
and Orcs with a cavalry twist. None 
of these armies are ever finished, by 
the way. They Just sort of blend into 
one another, with some older 
models making the new force, some 
no\. It's a never-ending task. painting 
Greenskins. I'm like SiSyphus, only I 
get 10 endlessly push a fat Gobbo up 
a hili, paintbrush clamped firmly in 
my teeth, rather than a rock. And I 
don't care when it rolls back down. 

It's always Goblins, not Orcs, that 
lloal my boa\. Sure, you've got to 
have a few of the big guys, but only 
so the little greenies can show them 
up. I suppose I like Goblins so much 
because I have a 101 in common with 
tIlem, they're tiny, querulous, and 
mean. Just like mel Heck, I even 
look like a Gobtin. 

So they don't always win - okay, 
Ihey ollen lose - but the look on 
your opponent's face when his entire 
army is wiped out try a bunch of 

T1!rte generations of Goblins 'rom llUI StcOnd, thlrrl and fourtfllncamarions 
res{J!ct/vely of Guy's army. 

THE 
WHITE 
DWARF 
TEAM 

6 THE NEWS 

marauding Woll Riders is tile 
sweelest of nectars, and it happens 
otten enough to make me happy. 

Just like what happened to Paul 
Sawyer's Kazad Bolg Expeditionary 
Force last time I played him, which 
brings me on to an announcement. 

FAT BLOKE NO MORE 
Paul Sawyer has been at Ihe helm 01 
While Owart for many, many years. 
So long that he's decid~ to make a 
break for the hills, as toiling at 
Grombrindal's lorge can be a pitiless 
task, so he's taken a new)Db as a 
marlc:eting manager. He's done a 101 
for the old longbeard, and all of LIS 
would like to wish him all the best in 
his I1!W role. 

On a personal note, I'd like to say 
thank you to the big lelia lor easing 
me gently into GW and making It as 
painless as possible. 

That's me dooe. I'm off to paint 
some Goblins. 

And yes. , undercoat them brown. 

Guy Haley 
Editor 

Christian: The 
end is in sight 
for my glorious 
Chaos horde. 
The Marauder 
Horsemen and 
the Furies are 
hall completed 

Christian Byrne and the last 
characte r, a mounted Chaos 
Sorcerer, has been finished. Soon I 
believe It will be time to strap on my 
Warhammer boots and go kick some 
Dwart and Goblin butt, I have had a 
few games with Mr Kyme in the 
past, bul this was with my magic 
heavy High Ell army, so most of my 
spells bounced off harmlessly. As 
lor the great Goblin King himself, I 
only played against his Empire once, 
claiming victory. 

I also recently went and visited the 
Bromley store with Asger Granerud 
(of A Tale of Four Garners fame) as 
part of Games Workshop's 30th 
birthday celebrations. We both had a 
good couple of days in the slore, 
participating In various events that 
were being run throughout tile day. 
So I would like to say thanks to Palll 
and the guys from the Bromley store 
for putting up with us for two days 
whilst running a IKlst of games and 
hobby-related events. 

Thai's enough from me then, here Is 
a picture 01 my Exalted Champion of 
Chaos. lovingly converted from the 
Lord 01 the End times. 

Christian's Chaos Lord is a fearsome sigmon the ba/IJefieldl 



Nick: Recall the 
Necromunda 
campaign a 
couple of 
months back? 
Well , Foulksey 
and I decided to 
give it one last 
hurrah and play 

a final battle between his dreaded 
HiveNet gang and my Enforcers, the 
Custodians. It was Ihe one chance 
for Captain Bastion to avoid his 
permanent trip to Stinkiown and lind 
out who would be the monkey boys 
in the struggle for the Ironyard. 
Armed with his deadly autccannon, 
aka 'The Whealcutter', Foulkes 
drubbed my IWO Enforcer squads in 
short order, despite me laking down 
his leader. Bastion got a one·way 
ticket to Stinktown and I was Ieflto 
chow down on some peanuts, my 
simian qualities revealed to all. 

So maybe the Necromumlan 
Undemive is nOI tor me. 
Fortune smiled on the 
green grass of the 
Warhammer balliefieid 
though, as I romped home 
to another vielol}' I" the 
Border Princes campaign. I 
gave Haley's Goblins, with 
their patenled GJant/Wolf 
Riders pincer-move combo, a 
fat lip as I took to the field with a 
Gyrocopter and Anvil of Doom! The 
highlight of the game was zappino 
his Grobl Shaman as he nipped out 
of his unit to spend a penny Of 
something and I struck him with a 
bolt of lightning - yahool 

To celebrate my current run of good 
form with the Dwarls of Karak Kyme 
I've been feverishly painting some 
more shooty stuff for my army. So 
far I've got an extra Bolt Thrower, a 
Canoon, six more Crossbowmen and 
an Engineer. My Canoon Is shown 
opposite. all shIny and new - aww. 

Finally, the White Owarl posse took 
to the road recently accompanied by 
the likes of Ihe web team and Ihe A 
Tale of Four Garners, erL .. gamers. 

Celebrating Games Workshop's 30th 
birthday (lOoking good lor an old 
leHa), Itooether with Messrs Grell 
MacGregor and webmeister Owen 
Rees ventured to the Cambridge 
Games Workshop Gaminll Room. 
Much fun was had by all- we played 
a few oames, ran a quiz and 
conducted a a & A section with tile 
gathered hobbyists. My hat goes 011 
to the Cambrld"e lIamers - they 
were brutal. I received kickings from 
both HIOh Elves and Chaos - nastyl 

Rudllle: As I 
write this we 
have just 
entered April. 
An important 
lime as it's 
GW's 30th 
anniversal}' bul 
even more 

Importantly Alan Shearer has Just 
announced he's staylnll on for 
another season at Newcastlel 

To help celebrate the 30th 
anniversary the web's Rlk Turner 
and myself were packed into a small 
box and senlto tile Sheffield 
Gaming and Events Cenlre (there's 
more on this on pIISJ. The 
Manager Rob Bastow had a plan for 
me, he was going to make me play 
games aJi day! Hard work I know, 
but for me the challenge was 10 take 
on all·comers with my 500 points 

Harad army. He even had some A4 
certillcates made which! was to 
sign and present to anyone who 
achieved Ihe mammoth (get it?) 
task of bealing me. 

Owr the course of the day I played 
four games allainst Vincent 
Kirkbright's Elves and Men. Sam 
Peterson's 001 Amroth. James 
Hewitt's Ents and Marcijan 
Harasymlw's Gondor. It was greal 
watching my MOmak squish all who 
came near it including a few of my 
own Harad. The beast also flattened 
Beregond, Pl1l1Ce Imrahil, Boromir, 
Faramir and even the ancient 
Treebeard. But the highlight of the 
day was playing an army consistin" 
entirely of Ents, rematch James? 

So. did I suffer a defeat? Not a 
chance! (See page 118 for more of 
Rudgie's carping - Guy.) 

EVBI'! Dwarf army worth Its sail shoilid have a cannon or two In its arsenal of 
deadly war machin~s. 

Greg: Returning ooce more 10 the field of battle, my 
Eldar played a quick rematch with Pinyo Gulashart's 
Tau retently. (I played Pinyo, w110 was in our 
Necromunda campa ion, a couple of months ago.) We 
played the Recon mission from the rulebook, and as 
Plnyo fancies himself as Ihe nexl Napoleon (I caught 
him readlnllthe Art of War recently) I knew it would 
be a 10Ullh game. And my wily opponent didn't lei me 

Greg MacGregor down. His army was very suited 10 this scenario with 
lots of transports and small units of Fire Wamors to tie up my large 
units of Guardians. War Walkers and Seer Council. 

The lirst turn was fought at night and \his gave my Seer Council and 
Black Guardians ample opportunity to get moving across to the olher 
side of the board. And after some luck with my Saving Ihrows, I had two 
units over the other side of the board by Turn 4. Plnyo's Commander 
was dispatched by my tall learn of Wrailhlord and Avatar, who also 
crushed a Stealth Balllesuit team. while my Seer Council almost wiped 
oul ooe of his Devilfish and the accompanying squad. Some shunken 
calapultlire also put paid to anal her small unit of Fire Warriors w110 
were camped out In some forested terrain. 

Unfortunately I allowed myself to get distracted chasino down his small 
units 01 Fire Warriors In the end. I also had no luck trying to take out his 
transports with Witch blades or brig hi lances. With a random ending 
forcing an early finish. the game ended as a draw which was probably a 
fair result overall. Despite his army being outnumbered and oUlllunned 
over most of the table, his grealer mobility (which is quile something 
when you're playing Eldar) allowed him to reach my deployment zone 
much more easily come Ihe final reckoning. Well played, Old boy. 
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NEW RELEASES 

HE BEAST AWAKENS 
TYRANID CARNIFEX 
The Garnlfex is a living engine of destruction evolwd for use In shock assaults, spaceship boarding actions 
and massed battles where It can smash through almost any obstacle, whether it is a defensive line, enemy 
tanks or a fortified position. The assault ollhese creatures is terrifying to behold, a primeval force which 
smashes men and vehicles aside like children's toys. 

This boxed sel contains 1 Tyranid Carnifex with mullipJe construction options. Sculpled by 
Jes Goodwin. 
1JW mDdIt NqUira .-.b/y. 

8 NEW RELEASES 

8e/ow; Some examples of the many variant 
components you can use to construct your own 
unique Camifex. 

TYRANID BROODLORD 
A product of the continual evolution of the Genestealer race, the Broadford Is the 

consummate hand-la-hand warrior. LIghtning-fast and frighteningly strong, its 
diamond·hard claws can rip through adamantium as though it were silk. Swarms 

led by Broodlords often precede the main Tyranid advance, InfiltratillO enemy 
positions before launching a devastating assault on the elements of the enemy 

most dangerous to the main Tyranld army. 

This blister pack contains 1 Tyranid Brood/ord, sculpted by Mark Harrison. 
Thr.r" models rwqu/t1J .uHmtlly. . .. 

Denmark kr 100.00 Sweden kr 120.00 
Euro € 13.00 Norway kr 120.00 

I'IiI:tIJt«f lot &\straM f/IIt1IOSfi ani): Product COOIIf1U....,. "iI)'. ProdW:ts soIIJ ~ R~. ~ CiUMI fI(tIdIIm "..,,1» ~ 1l1lU/I~. Prbs currd 
"n 01 PI9 III,.,m. ~ ~ us flX.:urmd ~1IifI)o R"nt:a. I'rictI quo/fd , ,. for protJuds soIIJ IIy Gm>ft Wotb/Iq:I tI!t!IugII Hs OWl! I/Om, I:l~ III ..m~~ 

Indtpeflllllll ,.,lillrs '" "JfKIIISI~ for fhllrminlllQ IhliI awn {NiCts. 



TYRANID LlCYOR 
Lictars rove ahead of Tyranid ground swarms seeking out pockets 01 enemy resistance 
and native lilelorms to be absorbed. They are Intelligent and possess highly developed 
sensory orOans so they can see, smell, hear and taste their prey long before it becomes 
aware of their presence. Stalking Lictars exude a pheromone trajl which draws other 
Tyranid creatures In their wake. A larger concentration of prey stimulates a stronger 
pheromooe response and brings a larger group of trallirtg Tyranids. 

This blister pack contains , Tyranid Uclar; sculpted by 
Mark Harrison. 
TM IrIOdeI ~J BSSBmbIy. 

TYRANID ZOANTHROPE 
Rare even in the most recent iterations of Tyranld evolution, Zoanthropes are perhaps the 

strangest 01 Tyranid creatures. They are powertul psykers, apparently engineered from 
harvested alien life-forms to form living conduits for the focussed power of the Hive Mind. So 

eidreme is their de~elopmenl that their atrophied bodies and bulbous heads are entirely 
energised by psyctdc force. They can move only by psychically levitating themselves, drifting 
across the battlefield to rain bolts of incandescent power on tile ertfmy or relay the synapse 

commands 01 the Hive Mind to lesser beasts. 

TYRANID RAVENER 
Raveners are twisted. snake-like creatures which combine the feared 
elements of the Tyranld Warriors' powerful symbiote weapons with 
the unholy speed of Gargoyles and Hormagaunts. Raveners Ilava 
evolved tile ability 10 burrow througll almost any substarn:e with their 
spade-like scything talons. Sensing ~lbratiOfls. they reappear In a 
spray of eartll rlghl In front of the enemy position. their thorax
mounted weapon-symbiotes spitting out death. 

This blister pack contains 1 Tyranid Ravener, sculpted by 
Mark Harrison. 
ms mod!o' reqUru .SMmOIy. 

l~nIM~~D~~~~~E~'~~~~~~n~ ~rI<: kr 100.00 Swaden Itt 120.00 
Euro € 13.00 Norway kr 120.00 

This blister pack contains I Tyranid Zoanthrope. sculpted by Mark Harrison. 
71>Is rnoct.I ,.quire. Im.,.-,bJy. 

~zo 
Denmarl<: Itt 100.00 Sweden kr 120.00 
Euro E 13.00 Norway kr 120.00 

l'Idum /fII1lusJIIIM PlNPGWS ~. Produd «VII_ mIJ' IQ/)'. I'ftItJuctt sold UII/lMIIMIItId 1W$UmIJIe/J. c.rt.rin CitMSIIJ ptIIdud. mil N ~ If uSMi 
R:or1Jc:I1J. I'ria!$ _It'" III """" 10 pms. pIuu t:OriI«lllf lot ~ ~ IIId ptbs. PrIr;es quolfd IIJ foI {III1tItJt;U $lJid by &mes ~ 

IhtOIIf/hIs_JIOfeS. ~fI(wrOSIk ~""n~k1fdr/t''''''''*'P /ItfIF_Pfbs. 
www.games-workshap.co.uk.!sIOfe 9 



NEW RELEASES 
SPACE MARINE TYRANID HUNTERS 
The Ultra marines have fought the TyranlCl swarms since Hive Fleet Behemoth smashed into the realm of Ullramar. To slem the Tyranld tide, Chaplain 
Cassius formed an elite cadre of warriors. Known as Tyrannic War Veterans, these nllW squads are a departure lor the Ultramarines, a chapter lor whom 
sucfl specialisatiOll is almost unheard of. Two lactors gave tile appropriate weight to the argument for their formation; first, the necessity of Ilaving a full 
strength Veteran company available, and second, lhe chapter'S deeply-felt hatred lor the Tyranlds. 

This blister pack COIIlains 2 Tyranid Hunters, sculpted by Felix Paniagua and Seb Perbel. 
TheN mocirt.< fWlUit'I ~ 

MAliNE 'h'IlHlo HlfNTtiJ 
Dervnal1l kr 75.00 Sweden kr 85.00 
Euro € 10.00 NOlWay kr85.oo 

MODELLING MATERIALS NOW IN TUBS! 
The current range ot Games Workshop's modelling materials are now available in these handy tubs, and are 
kleal for makil1{lterrain and basing your miniatures. Simply add a layer 01 PVA glue owr the base and dip it 
into the material, tapping it against the side of the tub to reclaim any excess material. The flock and static 
grass suit lush green boards while gravel and sand are Ideal for desert terrain. 

Bland new to the range is Snow FIoclI, which allows you to creale terrain and models that wouldn't look oul of 
place In the icy tundra of Kislev or the snowy wastes of Fenris. 

Modelling materials /lOW available in tubs (shown below) Include Rock, Static Grass, Sand, Gravel and /l8W 
Snow FIocIc. 

For some great tips on how to use and get the best-out of your modelling flock, turn to page 138. 

FiDc' 

01·"-("·· .... ., ... ''"''1 .... , ... ,~ .~'. . .~ " . ", 0 ... 
• JI,"" -C :' ... t . , .. . 

Gravel 

Snow 

Sand 

Static Grass 

10 NEW RELfASES 1'tJwes fGr ~ putpOSIG <n): 1'Iodua"'*tJtJ "!if '0'11)'. I'rf1Wm sold ~ ¥Id IIfIISIOII!IbII CIfIitI CitJdfI (IfDdut:U /IUJ''' dMpfnIrIs ,!INtI ~. 1'I1I:ft COIrtd 
iIIllWnI! 01 ~ III ptIS6, __ o:uM.II:I ItS fGr r:rxtrfIl W6bbiIIy" price$. Prim 'IUQl«J I(f kif ~J sold by GiImn ~ /NQugIr its 0II'II S!OfrS, t2t.J/ogW 01 websilf 

I~r tlllilers IfIIISIIOMIIlI! lor dfltrmIf1iIIg rhf" 0"'" pricu. 



FLAT DRYBRUSHES 
These Aal Drybrushes afe Ilew additions to the Citadel brush range and are ideal for 
drybrushlnolarger miniatures, such as tanks and monsters, and terrain. 

LarDe flat drybrush .L. 
Small flat drybrush 

SlWLfW ... ... 
Denm'llk kr 75.00 Sweden kr 85.00 
Euro € 10.00 Norway krSS.OO 

IKiliWillHil 

SAURUS HERO ON COLD ONE 
The Saurus Scar-Veterans are the heroes of the Ltzarnmen army. They lead the great 

cohorts of Saurus Warriors into battle and are tremendously old and powerful fighters. 
When sat astride a Cold One, the Scar-Veterans can charge straight into Ihe heart of the 

enemy ranks, often accompanying a unit of mounted Saurus Warriors. 

This blister pack contains 1 Saurus hero mounted on a Cold One, sculpted by 
A,y Morrison. 

This morJ.l ~ ..-mbI)'. 

U H ON COlD ON n. 
Denmarl!; kr 100.00 Sweden kr 120.00 
Euro € 13.00 Norway kr 120.00 

LlZARDMEN SAURUS ON COLD ONES 
One of the spawning types that has blK:ome more and more common In the 
temple-cities In the last detades is the Saurus Warriors, who come Into Ihe 

world Instinctively knowing how 10 ride and controllhe dangerous Cold 
Ones. These vicious and dim-witted creatures make powerful mounts for 

their riders. 

This boxed sel contains 8 LJz;Jrdmen Saurus on Cold Ones, sculpled by 
AJy Morrison and Colin Gtayson. 

Thes. tnQdM ,.guh . sssrnbIj< 

I S ON COLD ONES IUD 
DeI1maf1o: kr 225.00 Sweden kr 270.00 
Euro € 30.00 Norway kr 270.00 

Pr:turts lot ~ /I'IfPOU$~. PrtItIua CMfMU ~ dI)< ProdrK:1s fdd unpMmMIlittl unuutnI:tIed. C4iUiI CititJII pt\!d«If m¥f 1M ~ If USId 
h:I:mcIIy. Prbs ct1f/1Ct" Ii'III til gooi!!I lit pass. ,... cIIIIIxt us I« CIJftrnI ~ IIJIJ pdoa. I'fas qtIII1l«I,.. lot /IfDdIII:tt fdd /If GImes IItwt$hop 

rIlIoupIllIr own stm:s. ~ lIT """"". ~ tR*rs '" fU/X1IIIit* kit ~ /hf6 _ jIIbs. 

www.games-workshop.co.uk/store 11 



NEW RELEASES 

-

SBECIAl EDITION MODEL! 
MARCO, COtUMBO 

.... Famed uplorer Ma"h:ii Colu"rnbo has lravelle,d lar and wille In S8,n:~ 01 sl~1l..0e new rands, glory and 
• fortune. Hls lales! voyage brought him to Ihe mysterious island oflulttls , where he believed many 
easures lay undiscovered, walling to be plullCllI'ICII. Upon his relum to the Old World, tumour of thIs 

sttln •• Island and lis ijounly .pread to aU comers of tile lind. Ships of all races now sail across Ihe World 
ppnd, ~opln r-IO reap Ihllgotd allreasure of luslrla lor emselves. little do Ihey know ollhe hidden 

'- "- dangers Ihal lurk there. 

Over IhB .sumlMr.~ylng llie tonques 01 tile Nt! ~OJ1~ at!.ll!'algn ,.You can gel h61d 01 your very own 
special edulonlM.rco Columbo mDlf.I~~ at er/ lat(1! only be able_to gellhe moHet for 8 limited period , 

, • )cc~~ .: lif SO don', dally or his ship will have sailed 

It'f Pirie Gonlafns 1 Mllr&o Columbo, sGulpled by J/I/In 01111 

~ i.,. ~ (OWUO ruo 
\t.. ....:~ > ~r 

ONLY AVAILABLE THROUGH GAMES WORKSHOP HOBBY CENTRE~ ND 
GW D1RECT FROM 2M!) JULY~2005 UNJIL31ST AUGUST 20 :l. 

ORKS COLLECTORS' GUIDE 
No dle·nard Grit player should be witlKlul tfle Orks Collectors' Guide. This vitat book contains the entire current 
ranlle of models and individual components lor the Orks. Also included are Classic models like Drk Kommandos, 
Direct only miniatures such as the Kult of Speed Oeth·Kopta and Collectors' models like Goff Rockers. 

The lIuide also contains a backllround section detailinll all of the various Ork Clanz and a number ot showcases and 
player armies to Inspire you. 

OUSCOUTCTOIS' GUIDE £5.00 
Denmark kr 70.00 Swedan kr SO.OO 
Euro € 8.00 Norway Iu 80.00 

GAMES DAY Tlr~,nc 
Games 

ii 

The event Is on Sunday 25th 
September and fickets are avai lable 
on lIeneral release on 2nd July. You 
can get hold 01 tickets from your 
local Games Workshop Hobby 
Centre or by contacting GW Direct. 
For more details turn to the Ordering 
Direct section on page 126. 

IN o "em 5. 

SPACE MARINE 
COLLECTORS' GUIDE 

In this, Ihe third version olille Space Marirte 
Collectors' Guide, you'll lind the full current range of 

Space Marines models Including Chaplain Cassius and 
Captain Lysander. There is also a vast array of 

Collectors' and Classic models. 

In the background section there are details and colour 
schemes for many of the Chapters of the Adeptus 

Astartes, and a showcase of players' armies. 

MATT VARNISH 
Man Varnish In pots for protecting the painl work on your miniatures Is also available this 
month (nol shown). 

lIMn VARNISH 
DennWllk Iu" 20.00 
Euro € 2.50 

Sweden Iu 30.00 
Norway kr 30.00 

12 NEW RELEASES 
I'Irtum for ~ fIIII/1Of5#1S "'* I'rf1d«J 1;00/_ ~ QI): Produas sold ttrpIitJIrId 6/Id~. CJtI.IiI ~ ~ ....,.,. ~ "rMd~. Prices ctItm:I 

.,.,.. til p.g III {IffS$, __ tOIIIXIlIS for _ MIt!JifIy IfWI prit;a PrIct$.,,-1ff for produ&U sIJ/rI by GMnft Worts/Io:IIII/Iroop/r IIf OM! s/Ore$, uWogue Of websHI. 
Irrdl~ "tilffm Iff rrspor!Sib/I for titlffl70fninp """ ""'" prien. 



t 

THIS MONTH'S RELEASES FOR 
THE LORD OF THE RINGS 

, 

Denethor and Armoured Boromir 
Sculpted by Alan Perry and Dave Thomas. This blister 
pack contains 1 Denethor (previollsly available as a single 
miniature) and 1 Armoured Boromir. 

Faramir ... ON FOOT A*tIlOUNIID EI2JIO] 
Scu!pted by Michael Perry. 
This blister pack contains I 
Faramir On fOOl and 1 Faramir 
on horseback (previously 
available as a single miniature). 

Denmar1< kr 125.00 
Sweden kr 150.00 
Norway kr 150.00 
EUTO € 17.50 

SPECIAL WAR OF THE RING~ 
CAMPAIGN MINIATURE! 

Suladan 
Sculpted by Michael 
Perry. This blister pack 
contaillS I $uladHn on 
foot and I Sulad5n on 
horseback. 

ALSO RELEASED IN BLISTERS THIS M0NTH 

Gimli on dead 
Uruk-hai 
This blister pack contains 1 
Gim!i on dead Uruk-hai. 
Sculpted by Michael Perry. 

!8lIW 011 DEAD ...... £1. 

This model is only ayailable from Games Workshop Hobby 
Centres or Independent Retailers participating in The Wrath 
of Umbar Roadshow (for fuff details of ~enues and dates see 
page 95), and will only be an sale in those stores the day the 
roadshow ~isits. It is also a~ailable jrom GW Direct from 15th 
July to 31st August (see page 126 jor contact details). 

IOIIOMII 011 FOOT AND IIOUNIID -
uti .... ON FOOl AND 

.. Of -GO 

112.ID 

...... .. .. 

12.10 

• 
The miniatures listed above are those released previously in boxed 
sets and single rninature blisters. 
~ Giant Eagle is only available through GW Direct (see page 126) 

Pic,",,, for m""""i,,, P"rpo'U ""I". Prod"", _""" ""'Y ><1/)'. Produc/S J<J/d ,,,,poi",.d """ """, • ."",I.,J. Cm~i" O,ad" prolilJd' "/OJ b< <kin,.""" if ",.,J W:orr«,IJ. Pri<:<. co"""'~, 
,I ... <>f 8'""8 '0 fI"". pl-= "",,'acr "'for "',"0' ",,,,lIabiliry ""d prl<:< • . Pri<:<. qllOI.,J ""'for pruduCIS sold by G<J.,,, II'oru!oOj> r/",,,,,h I" "wn "0"". c~"""g". 0/' ",.b.I ... Ind<I",w<III 

,.'oil,,, ",. =ptNUibi'for det.lmming ,h.i, "''''' pri< ••. 



2 July - Carnifex Construdion Day 
Come Inro slores the day Ihis monstrous blast Is reI8 .. ,d, and.4!8t some bolUp on 
how to make yours the biggest, stabbllSl, killer lyranllf ever 10 piagul thallalll 
(See paue 82 for WD's tate on this magnificent monster.) 

9 July - The Hedge of Reason 
181'1111n 'S an Important part of our hobby. Aner all. wtlo wants 10 fight Oil I-bara 
baHlefleld? Come down to your local Hobby Centre Ind learn simple techniques ttial 
wWllwe" ~ your warmne. 

23 July - Rumble in the Jungle 
:!~e~:~~~ ~:~~:~ :.~::::~:~~t~:'~~~~~I::;~a~~~ :e:.~O~d·~lth a 
fun day.' banllng through luarla's Jungles. 

30 July - The Battle of Pelennor Fields 
This plYotaT baule In The War allhe Rlng~ campaign will see hundrads of models In 
Ivery lIore struUg'l lor Minas nrlth .... Come along and plllY as a Good or Evil player
tile lit, ollha Frel Peoplas ,.,lI on your shouldeR! 
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Beware the shadow of the trees ... for AtheI Loren's 

Deep within the ancient 
forest of Athel Loren 
something is stirring. Dark 
forms lie in wait amongst 
the undergrowth, guarding 
the primeval wood. Mat 
Ward goes in search of the 
secretive Wood Elves. 

C he o ldest of aU the forests of the 
Old World, Athel Loren is a 
magical place greatly feared by all 

who dwell within lIS shadow. Elegant 
waystones mark the borders of this 
primeval wood, beyond which the giant 

I Loren 100m as If straining 
<"C'" bindings. Roots twiSt 

Iio .. ", the fem ~ered rocks ... 

and loam, while low mists coil and 
spread throughout the hollows and 
glades. Athel loren is a deeply 
unseuling place:, filled with movement 
glimpsed from the comer of the eye, 
strange noises and the feeling of being 
watched. Dark forms move through the 
twiSting branches and dense 
undergrowth, and tiny darting shapes 
Hit between the trees. One gets the 
impression that Athel Loren itself is 
senriem, watchful and secretive, and 
perfeCtly wiUing 10 destroy those who 
seek to enter its boundaries. 

Only the insanely brave, mad or foolish 
dare to cross imo Athel Loren, for the 

forest is a haunted 
place, filled with 
unquiet, malicious 

spirits of the forest , strange and magical 
creatures, and the mysterious and 
dangerous Wood Elves. 

The Wood Elves have dwelt within Alhel 
Loren for almOSt 5,000 years. Over this 
time they have bei.:ome intrinsically 
linked Wilh their forest home, and their 
nature has changed to reflect Athe l 
Loren. Forsaking their ties to the o ther 
Elven folk, the wood Elves have become 
a deeply secretive and suspicious people 
who shun all outsiders. They are the 
guardians of the forest, and their fate is 
unerly entwined with that of AtheJ l oren 
- if the forest were to die, the Wood 
Elves would die with iI. 

"!'ie',,", and unprt:dictable, the Wood 
have been likened to a force of 



• e WI 
deadly defenders will show you no mercy! 

natul"(: - neither troty good nor evil , for 
Alhel Loren hll5 no need of such 
notions. In the same way, the Wood 
Elves can appear serene , beautiful and 
enchanting, or frightening, dangerous 
and destructive:. They have a deep 
understanding of the cycles and balance 
of nature, and strive to maintain this 
balance In all things. For every tree that 
falls, another must replace it. 

For every inuuder that 'h" "0<x1, 
Elves guide out of Arnel Loren, 
another is slain without 
qUe5tion or remorse, and left 
where he falls 10 be claimed by 
the forest. Bones and skulls can 
often be seen on me oulSkirt! of 
Alhel Loren, many with arrows 
protruding from,ribs or 

embedded in eye sockets, before they 
are obscured and covered by twisting 
roots and undergrowth. The \'('00<1 Elves 
are an e lite army, formed around a core 
of highly skilled Elf an:hers and 
supported by the mysterious spiri l
beings of Athelloren. They an: a 
secretive and mercurial folk who seek 
only 10 preserve the continued safety of 

the forest in which they dweU. 
Those who arc foolish enough 10 
set foot within their woodland 

realm, o r otherwise threaten 
the sanctity of Athe! Loren, 

invi te the fury of the 
Wood Elves, whether 

In open combat or 
through 

sudden 

It flew IIOOd elf~, or m ore lpecificall),. a 

7bftIr ladles Qre oft". IfIoOI'e powerf,,1 IbDl' 

mQ/e aRmterpnrfS. 
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,; --6 GLADE GUARD _ 
Glade Guard ]flake up the bulk of most Wood Etf annies. Uke all Elves. £hey 
are swift and deadly, Possessed of Incredible dexteriry and skill. Archers 
almost beyond compare, Glade Guard fight tn highly mobile fannat/ons, 
e~ch unit ' eicpected to follow the broad d ictatCi of the general but, 011 the 
same: lime"encouraged [0 lake the Initiative when the opportunity presents 
iLSdf. Such a principle often leads to an overlapping line of baltle, with 
individual Glade Guard kinbands advancing arId retreating like leaves in a 
stann, all the while pouring a hail of deadly arrows iruo the foe. 

-{, DRYADS _ 
Dryads are able to shape-shift into different fomls, often mimicking the 
appearance of Elves, appearing as unearthly, lithe and beautiful maidens 
albeit often ones with a greenish hue to their skin and rwigs in their long, 

cascading hair. Wim her beguiling beauty and the haunting melodies of 
their orner-worldly song, a Dryad entices her victim imo the shadowy 

, 

... depths of the forest : Sloughing off her beauteous fo rm she transforms 
into her war aspect, the hatred and spite within her soul remaking her 
outer appearance" into a thing of horror. Before the victim has even 
registered his predicament, his body is ripped limb from limb wim 
sudden savagery. 

When Athel Loren takes to the field of batt le the .Dryads assume the ir 
war aspect and hunt upon the flanks of the a.nny, answering 10 the call of 
the Branchwrniths, the o ldest and most powerful of their number. Their 
lithe and swift nature aUows them to cover great distance at speed, faWng 
with ease upon a foe who, unti l moments before, moughl themselves safe 

from harm. 



-{> THE WILD RIDERS OE' KURNOUS~ 
The Wild Riders of KumOllS arc the King of the Wood 's 
personal guard, as ak,gressive and impulsive' as Orion 

~" hlin~lf. They are fey and danger9u's cccarures who acc no 
longer truly me Elves !hat they once"wert:, bUi are now a 
pan" of the·Wtld Hunt. Throughout the wimer months, while 

• their king's spirit is dormant, they watch over King 's Glade 
with eyes, aglow with faerie fire, unspea!ting and unmoving 
save to challenge those who have co!1lc to the most sacred of 
groves w~thout purpose. 

, , 
-(;. WARDANCERS;r-

Wardanccrs are _exceptionally' agi le and 
athletic, their almost preternanmd 
ref1exes and speed honed by their 
frantic and demanding dances in 
celebration of their deity, the trickster 
god, Loec. 

In bat tie, the Ward:mcers are ferocious 
and deadly warriors, leaping ove( the 
cnemy and twisting mid-air 10 strike 
thcm from behind, daning out of the 
way of blows and able even 10 dodge 
incoming arrows. Such is their sublime 
skill and grace that they dance rings 
around their enemies, daning in 10 .' 
strike fatal blows and pirouetting 
elegantly out of harm's way before their 
foe can react. 

The heralds of Loec are made even more 
formidable tnrough their war dances, 
the favoured rituals of the trickster go.d . . 
No rhythm is called for these dances, • 
nor are instructions issued. Inste~d, 
each dancer instinctively settles upon 
the correct pattern 10 strengthen and 
complement the dance of the rest of the 
troupe, an effcct that creates a web of 
movement as grncelUl and beautiful as it 
is deadly. 

When winter roUs into spring and the ritual or Orion 's ~ 
rebirtlt hegins, his Wild I9ders lead me ceremonY, binding 
themselves ane~ to the ever-king with each ,slage' in.the 
ritual. In a night of magic an,d terror, when ghostly shapes 
and eerie cries haunt the glades, the lord of Athel LQren is 

roused once agaIn from his death-sleep. In Orion's 'wake""" 
come the Wilr;l Riders, made stronger and more ferocious by 
the awakening of their lo rd and mounted upon the swiftest 
of steeds. • 

i 



• onquerlng 
the Jungle 

The Lustrian guide that won't run off 

With the release of 
Warhammer Realms: Lustria, 
we asked veteran players 
Brian Folcarelli and Kevin 
Coleman to give us the 
benefit of their experiences 
from the jungle. Here they 
explain how Kevin adapted 
his Lizardmeo and Brian his 
Empire army, and what 
tactics they use to cope with 
the challenges of fighting in 
the undergrowth. 

Expeditions from 
the Old World 

Brian FolcareUi! Men of the Empire 
fearure' . in tales of 
Lusuia. lure 

temples has caused many nobles to 
finance expeditions in search of fortune 
and anefacts of power. With that In 
mind, and as the Empire has a broad 
selection of rroop types in which to 
illustrate some of the nuances of jungle 
figh ting, let's take a detailed look at how 
the army o f the Empire beSt adap ts to 
games SCt in Lusuia. Though, of cou~, 

there 's no reason why you can ', follow 
the general principles outlined here for 
any army. 

With up to half of your battlefie ld 
covc~ in jungle terrain and additional 
features , such as swamps, ruins, and 
rivers , standard battle fonnati ons will 
quickly find themselves hopelessly 
disrupted if they try traditional 
manoeuvres. Commanders must also be 
ready to confront 
hostile lerrain. 



Humidity may affect black powder 
weapons. Heavily armoured troop5 mix 
poorly with 51ifling heat and may slow 
down your advance a.s a result. In 
addi tion, the frequem rains in me jungle 
have caused many areas of ground to 
become unslable and heavUy armoured 
troops that hit a patch of it w ill never be 
heard from againl 

1be dense canopies of the jungle often 
present a hazard for flying creatures and 
as a resuilthe movement of flyers is 
slowed. The more nimble Unit Strength 
1 flyers are limited to a maximum flying 
move of 15" while those with Unil 
Strength of 2 or higher are limited to a 
flying move of 10". 

Finally, the Jungle is teeming with plants 
and o ther creatUres that are looking for 
their nOel meal, so the commander who 
beSt adapt!; his banle plans to the terrain 
will gain a significant advantage. 

Characters 
Commanders that are used to fielding 
characters mounted on flying monsters 
need 10 think again. With limited flyi ng, 
their effectiveness is obviously reduced. 
A terror-causing Griffon can still be a 
valuable asset in larger expeditions, but 
commanders will have to accept that 
they will be causing fewer terror checks 
and engaging in fewer combats than 
usual. Equipping characters with a 
warhorse wlll provide you with the 

- .-

greatest maximum possible movement 
in the jungle, but the character will 
generally be restricted to the jungle 
paths or the OttaSionai clearing. and will 
have limited opportunities to engage the 
enemy on his own lerms due to the 
terrain. 

One way to give an Empire character 
more versatiliry in movemem, while still 
giving him the protection of a unit , is 10 ; 
equip him with an, unb¥ded warhorse 
and attach him to a unit of Pistoliers. In 
the end though, the ~OSt effective 
choice for most characters In the jungle 
is to simply be tielded on foot in 
suppon of the infantry. 

Combat characters may also wam to 
think twice before gearing themselves 
up with their usual 1 + Armour Save. 
Seemingly innocuous patches of grou~ 
can in fact be deadly quicksand~ When 
in quicksand a model sinks to I~ death 

if it passes its Armou~ Sa~'C. I/. sav~ of 1 of 
is therefore highly unwise. 

Funher, characters Cflnot claim 
prOtection from units they arc,attached 
10, as every individ~ai model in the unit 
mU;[ teSI against quicksand. While 1 + • Annour Saves may SttU be attractive, 
generals are ad~sed 0 at lell?l considc 
equipping their1:haractcrs with Ward 
Saves as an allernative1 unles.'! they WiSh

j to see their heroes SinKing slowly to an 
unpleasant early end. '.. • 

combined attack on tM Skstonr. 

Infantry 
Infantry are the backbone of many of the 
Empire State armies, 50 the Imperial 
commander has a very good variery of 
uni t!; from which to select. As the 
Empire's Unit Strength 1 infantry 
benefit!; from(ih~se Order 
fonnation, and Empl1e infantry beneH" 
from"the Detachment rule, every Empire. 

,:lforce intent on being successfu l In the 
jungle should include-a stmng 
contingent ofJ.rifantly. 

• 
Note that the special detachment rules 
at7:stUi in effect fo!:- tr02Ps in loose 
Oider. On the downside, the 
detachment!; will be unable to negate 
the rams borfus of any enemy units while 
In Loose Order, and Crossbowmen and 
Han(fINnners will be unable to fire 
while in the formation. However, when 
coumercharging or lending a supponing 
c)1arge to a parem Ullit, the detachme!!gt 
will stili ?'ecei~'C1:he benetits of striking 
first af\d generate the 't- l combat 
fC5Oluiion for a flank chpge if they arc 
Yf\it Strength 5 or higher al Ihe end of 
the Close Combat phase. 
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Many Empire commanders covet 
Greatswords as a bodyguard due to 
being stubborn, having Weapon Skill 4, 
full plate armour and great weapons. 
Being stubborn (especially if an army 
Battie Standard Bearer is around) 
coupled with the Loose Order formation 
can be a potent combination, but one 
encounter with quicksand and half of 
your unit of Greatswords will never be 
seen againi 

Swordsmen continue to be a solid, 
versatile unit in the jungle. Their 
Weapon Skill of 4 coupled with their 4+ 
Armour Save in close combat makes 
them effective in combat. They are still 
an excellent choice for a parent unit, as 
well as a detachment. 

Spearmen, already at a disadvantage to 
Swordsmen against many foes, lose even 
more of their effectiveness as an 
acceptable parent unit choice in the 
jungle. In scenarios where you are nOt 
strictly defending a set objeclive 
(preferably in your deployment zone), 
they may be fo('(;ed intO combat while in 
Loose Order (ormation and lose the 

benefit of their spears. When not playing 
scenarios where the Empire is 
defending, Empire commanders should 
consider utilising Swordsmen as a 
parent unit instead. 

Halberdiers, which make solid 
detachments, continue to do so in the 
jungle. Their ability to swing at the 
enemy at Strength 4 on the charge or 
countercharge can be ve ry handy against 
higher Thughness and bener-armoured 
opponents in the jungle (Lizardmen 
spring to mind!). 

Free Companies gain a Significant boost 
in effectiveness as detachments (or even 
as stand-alone units) in the jungle. They 
generally thrive in the Loo~e Order 
formation in close combat against 
enemy Skirmishers or o ther enemy in 
Loose Order formation, especially as 
they have 2 Attacks each. 

Crossbowmen and Handgunners both 
suffer in the jungle due to the large 
amount of terrain, reduced visibility, and 
the need to line up good shots. They 
also can' t take advantage of the Loose 

Order formation , because infantry in 
Loose Order may no t shoot. As 
Crossbowmen and Handgunners are 
both move or fire this obviously isn 't to 
their advantage. Empire commanders 
are advised to limit the use of these 
units when the Empire is defending. 
Archers, then, become your primary 
missile tTOOps of choice in the jungle. 
Their ability to move and fire with their 
weapons makes them very versatile in. 
Also, with plenty of great places to 
deploy Scouts in the jungle, Empire 
commanders would be wise to upgrade 
a unit of archers to Huntsmen. 

Empire commanders who lure 
Flagellants to fight for them will find 
they provide a significant boost to their 
army. They can really pack a punch in 
the first round of a close combat due to 
the + 2 Strength bonus granted by their 
fl ails and their 2 Attacks. Since they are 
Unbreakable, the unit can be counted 
on to continue fighting even in Loose 
Order. Downsides to the FlagelJanrs 
include their low Weapon Skill, their 
relatively high cost, and the fact that 
they use up a valuable Rare slot. 
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a means DC defending ilSCli prior to ' 
Cavalry 
Heavy C2vairy sho uld be used as 
suppon as opposed to the normal role 
they play in an Empire army. The ability 
to threaten key paths through the: jungle 
terrain with heavily armoured knights 
may be too good to pass up, bUI due to 
the risks involved with encounters, be 
cautious of the amount of points 
invested in a single uni t. Fielding units 
of five to six models Is the most prudent 
course of action. 

PistoUer.; continue to be an effective 
cavalry choice for the Empire due to 
their Fast Cavalry status and their special 
FusiUade rule. Their ability [0 q uickly 
respond to threats and tum on a dime 
makes them extremely valuable when 
properly shie lded from enemy shooting 
and Magic Missiles. 

War Machines 
Fielding MofUf'S in th~ jungle isn ' t 
recommended. Th~ Loose Order rule 
allows ~nemy infantry blocks to spread 
out, while th~ increased amount of 
terrain resullS in instanCes where the 
enemy can infdU'ate to within the 12-
minlmumrange. Bearing this in mind, 
commanders are adviscd to invest their 
poinlS elsewhere. 

Empire commanders should still 
consider fielding a Great Cannon in 
their anny. While the increased amount 
of ternin will resuh in reduced arcs of 
fire , a Great Cannon can generally stiU 
be deployed so thaI iI has a clear shot 
down jungle paths 10 discoun ge the 
enemy from Ulilising that route of 
advance. In addition, the ability of a 
Greal Cannon to fm:: grapeshot at 
enemy troops thai may appear On the 

being anacked. Also, you never knQ,W 
when you might fin d yourself .. 
confronted by a carnosaur or Stcgadon! 

Many successful expeditions financed by 
wealthier Empire nobles include a... ... , 
Helblaster. The abillty of this weapon to .. 
score autOmatic hi lS o n the emy 
regardless of whether they ari' 
skirmishers, In soft ovel', etc, meam 
that it can ~ffectively i:leal :with any;"".·~ 
threat if properly ~p~ed, f cou~ 
there is the big downSIde tha the 
HeJblaste r will explode anC) ~nt ~qur 
oPl.:S?nent some easy Victory POinlSl but 
provided you gel a f~ rounds of 
shooting in before it does. it ~Ilj be well 
worth it. It 's a gambler~ ~choice."" u._ .,...,c. 
your entire exped i t)~ rntq the juogl 's 
already a calculated gamble. 

Red Crested SkinkS~ 
K~vin Coleman: The Movem~nt phase • 
in Warhammer is SO crucial, because dil 
is where you move your ~ps I nto 
game winning positions. This con~ls 

doubly important in games .... sct in' tne 
jungles of Lumia. ... 1 -- \.. 

Of course the spiffy new Loose Order 
fonnatlon is a great asset to the standard 
nnk and file unit , and allow5 an infantry 
army to manoeuvre: around the jungle! 
filled table much easier than if it was 
forced to stay In nnks. In faci in man 
cases Loose Order can make a typical 
ranked unit much more powerful, and 
able to manoeuvre: much more easily. 
Chosen Chaos Warrion, Goblin Squig 
Herds and Saurus Warriors, for example, 
become very dangerous, being able to 
run around the Jungle at doubl!': pace, 

- - - -

\ 

to tum. 

Don't forgel that reforming into Loose 
Order must take place before the unit 
moves. However; a unit in Loose Order 
is not restricted to when they may 
reform inlo normal formation during 
the Remaining MoVl':li Sl':gment of the 
Movement phase. This means that a unit 
may reform into Loose Order, move 
their fuU movement, then refo rm back 
into rank and file. Adjusting your 
formation i5 key to moving in Lustria. 
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The Red Host of Tchenhauin anny lISt ~' \'"; -:-
variant for the Lizardmen introduces 
Red Crested Skinks, and they hold some 
real advantages for Uzardmen players. 
Red Crested Skinks work very differently 
to the standard Skink Skirmishers. NOte 
the following: 

C Red Crested Skinks have Weapon Skill 
3 rather than 2, and gain + 1 Attack on 
the rum they charge due to the 
Sacred Spawning of Sotek. 

II! Red Crested Skinks are not 
Skirmishers; instead they form up in 
ranks and so may gain a rank bonus 
in close combat. 

c: Red Crested Skinks are completely 
immune lO Poisonous Attacks and 
only suffer a wound from a Skaven 
Plague Censer on a 6+. 

It: Red Crested Skirtks may move 
through jungle and woods withom 
penalty. 

C Red Crested Skinks carry no missile 
weapons. 

With such attributes it is apparem that 
these more aggressive Skinks are to be 

ENCOUNTERS IN THE JUNGLE 
Kevin: An important aspect of setting games in Lustria is the new Encounter 
phase where players may play random events inside different pieces of 
terrain. While playing a jungle game, it can be easy to forget about the 
danger of encounters. 

(0 general, terrain is a good place to bide small or single model units such 
as Scouts and lone WIZards. Some players may still employ these tactics in 
the jungle by way of habit. However, encounters may spell doom for !:iucb 
units, as Lashworms and the like spring out fTOm the scenery - many 
Enconnter rolls causes D3 Strength 4 hits I To be safe, keep vulnerable units 
~Ul;:> of the scenery or make sure they end their move in open terrain. -: 

used as fighters. This may nOt seem a 
good idea, after all, why employ a 
Strength 3, Toughness 2 Skink when you 
can buy Strength 4, Toughness 4 Saurus 
Warriors to fight your combats? It aU 
comes back to manoeuvring. For what 
Red Crested Skinks lack in Strength and 
lbughness they mafe up for in speed 
and manoeuvrability. 

Red Crested Skinks have a Movement 
value of 6" (12" for marching and 
charging) and move through woods and 
jungle without pen airy, thiS means they 
can pretty much outmanoeuvre 
anything. Their high mobiUty. combined 
with a decent rank bonus and standard, 

makes them excellcnt combat troops, 
especially with a + 1 Attack bonus during 
a charge. Considering these strengths, 
Red Crested Skinks become powerful 
combat infamry when used weU. 

The key to using units of Red Crested 
Skinks properly is to take advantage of 
their high Movement value and ability to 
move through jungles and woods. This 
allows them to get into positions where 
they can launch a combined charge 
against the encmy. Red Crests and Skink 
Skirmishers are ideal units that work 
well with each other, but don't forget 
that Skink Skinnishers must have the 
Sacred Spawning of Sotek in a Red Host 
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army (giving them (wo Attacks on a 
charge), A combined charge of a unit of 
Red Crests and a unit of Skink 
Skirmishers give you well over 20 
Attacks, plus a large combat bonus for 
ranks, standard and possibly 
outnumbering the enemy and having a 
flank or rear bonus. This should be 
enough to make all but the toughest 
opponents break - even Chaos Warriors 
will fall prey to 20+ attacks! 

While Sauros Warriors arc: great for 
straight·up, head·to-head fights. Red 
Crested Skinks need to take up a 
po:;ition and strike at me enemy on 
their own terms. Use woods and Jungle 
as anchors for your attacks (as well as 
protection from enemy missile fire and 
spells) and coordinate your attacks with 
Skink Skinnishers and/or multiple units 
of Red Crests, After a few games with 
Red Crests, you'll be leaving your Saurus 
Warriors on the shell (well , maybe)! 

HOpefully, mese tips will heip to set you 
on me right pam to your own successful 
jungle expeditions. The jungle rules are 
a great change of pace for Warhammer 
battles, JUSt remember to keep your eyes 
open, your boots dry, and most 
Importantly, have fun! 

asters of Magic 
Most lizardmen players are used to 
using the Lore of Heavens with meir 
Skink Pril!lit!;, however in a Red Host 
army, Skink Priests must choose their 
spells from the Lore of Beasts. No 
doubt some players will see this as an 
immediate turn·off. As a player begins 
to recognise the use of Beast spells in 
conjunction with lhe Red Host, they 
will find that ultimately the Lore of 
Beasts caters better to the Red Host 
army than the Lore of Heavens does. 

The Oxeo Stand.5: This spell 
automatically rallil!li a fleeing friend ly 
unit. A Red Host army will typically 
contain multiple unitS of Leadership 5 
Sldnks, which are vulnerable to 
p5y1:hology, even with the Cold· 

1 ",,>Oded special rule. So being able to 
auto rally such a unit becomes very 
useful, espeCially when a flee charge 
reaction is a key tactic in baiting enemy 
unirs for your Red Crests. 

The Eagle's Cry: Monsters and Cavalry 
can be quite a problem for Toughness 
2 Skink warriors, and thiS spell can 
cause such units to move back toward 

own table edge or at least slow 

- - -_.-----

them down, giving the Uzardmen 
player more time to coordinate his 
own tactics. 

TIle Bear's Auger: Your Skink Priests 
become combat monsters (for Skinks 
anyway) wi th four Strength 5 Attacks ( 
Anacks on the chargel) more than 
enough to sway a combat. When used 
on Tehenhauin, the Prophet of Salek 
will strike wim six Attacks at Strength 
6, 

The Crow's Feast: Though only 
Strength 3, the spell causes 206 hits; a 
nice, well-rounded magic missile to 
deal with fragUe enemy units of Fast 
Cavalry, light Chariots and Skirmishers. 

The Beast Cowers: Another spell to 
help Out againSt Monsters, Cavalry and 
Chariots. The spell fortes such units to 
roll 6s to Hit in close combat. Just wh 
your Toughness 2 Skinks need when in 
combat with such pment unit5. 

The Wolf Hu n ts: Movement spells are 
always good, and this spell will allow 
your Saurus Cavalry, Engine of the 
Gods and Tehcnhauin (along With his 
Jungle Swarm) to move a further 2D6-, 
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ungle Ternii{1 
Spice up your tabletop and bring the Lustrian j!lihgle to lile! 

t." i t\ 

If you 're going to be fighting 
in Lustria, you 'll want to 
make sure this is reflected 
o n the ba ttlefield. Adi Wood 
looks at how to unde rtake 
building undergrowth. 

f
ighting games of Warhammer in a 
jungle: is much different from a 
conventional warhammer battle, 

with the additional terrain features on 
the board making alilhe diffe rence. 
Opposite is a board set up for OJ Pitched 
Battle and one sel up for jungle fighting, 
speCifically fo r The Rise of Clan Pcstilens 
scenariO. While it 'S possible to adapt 
existing terrain for fighting jungle games 
It is even benet to create different 
types of jungle with which to bring your 
games to life . Using the new Lustrla 
rules, the type of terrain and how much 
o f i l you use on your gaming board will 
have a great impact upon your g.1mes. 

JUNGLE FIGHTING 
111e Jungle Fighting section in the 
Lustria book redefines the rules for 
cover and movement for common 
terrain typeS and adds a number of 
subcategories. There are four 
different types of plant life in a 
jungle - Undergrowth, Ughtjungle, 
Dense Jungle and Impenetrable 
Jungle - each with its own game 
effects. For example, only 
skirmiShers can move through dense 
jungle. Riven and ruins are twO 
other fearures common to jungles 
that will be more familiar 10 you, 
which also have spedfic rules 
applied 10 them. 

- -- -
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CONVENTIONAL WARHAMMER TABLE 
Warhanuner is a tabletop battle game in which both strategy and manoeuvre win the day_ In a Pitched Battle 
scenario the scene of the confrontation is characterised by a large open area on which the opposing forces draw 
up their battle lines, with a few hills and other pieces of terrain thrown in around the edges. These pieces of 
scenery, such as fences , houses and trees, only really act as a backdrop to the battle, giving a sense of atmosphere. 

Us/"s (I token buffdlng helps 10 locale the 
COIifrt)lltalion /" " specific pari of/he Old 
World. Remember, YO" ",red nol lise bum"" 
bollses ailMYs. 

NON/lnll)' alllbe tlcllo" llIw.s place In the open, 
aI/bough spar:se terral .. OC005/0ll"lIy aelS as a 
slight blndrnnce /0 'h,e a/sigbt " lid mOlJCm<ml. 

A e",m Oll btls a Cf)mllltuul/n8 uie,,, oftbe whole 
Imlilefteid If sel up 011 a blll - a m ilch "sed lactic 
beenuse oftbe open visibility ofbatllefleld targets. 
Using the some batllefleld leads 10 the same /tlelles 

JUNGLE TERRAIN BOARD 
A board set up to fight a battle in a dense, impenetrable jungle such as Lustria or some other heavily wooded area 
of the Warhammer world has a huge impact on a game. Rather than ao open battlefield with a backdrop of 
terrain, patches of jungle trees dominate the scene, blocking line of sight and dramatically impeding movement. 
Throw in the Jungle Events and suddenly the game plays a whole lot diff'e£ently. 

Lff,e of slgbl can be drasl/cally 
reduced, but m/nile lroops eall sill! 
concell/rate lheir fire on Sfli'Clfle areas. 

Ills rare 10 see war machilles or 
cavalry /" a}tmglc seiling where they 
find il difficull to manocuvre Or eWI 
e(lslly be ebm me/led il/lO ambushes. 
LO(}Se Order may need /0 be tlsed. 
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INTO THE JUNGLE 
or course, rather than simply reusing your existing terrain, making som e 
specific pieces of jungle can make all the difference to your games. The 
four diffe re nt areas o f jungle - undergrowth, Ught. dense and impenetrable 
- can be made using the same basic ma terials: clump foUage, plastic jungle 
plants a nd jungle trees. II 's the de nsity of these materials on the base that 
diffe rentiates each type of scenery. 

A base of Undergrowth can be made from little mo rc than clump foliage , 
leaving enough space for troops to move over it, utilising a 25mm base as 
a guide. Adding more foliage will help build d enser areas of juogle. 

The lustria book has excellent 
jungle building lips. You can also 
call in to your local Hobby Centre 
lor tutorials wilh the slalf. See 
page 14 lor the Hedge of Reason 
lerratn-making ellenl on 9th July. 

Undergrowth 
Top TIp: Bases measuring roughly 6" • 
8" across are the most flexible size for 
jungle Undergrowth terrain. 

' Clump foliage 
• Pr:t.irie grass 
• Fake fur, sprayed green 
· SmaU pieces ofCi(adel Hedges 
·Bristles Cut (rom a sweeping 
brush 

Light Jungle 
Top TIp: Leave pathways on the base: 
so that a couple of miniatures can 
move through the plants. 

·Jungle trees 
• Plastic jungle plants 
· Clump fOliage 



r----------------------D-e-~-S-~~Ju:n;,g~l-e~=-=-=-=-=-=-=-=-=-,=]-r~~~~~~~~~~l 
To p TIp: Bamboo trees are ideal for 
dense jungle terrain . Their trunks are 
made from bamboo skewers, which 
are narrow enough to allow lhem to 
be set up dose 10 each Other wi th 
e nough room for single models 10 

move between them. Instructions for 
making bamboo trees can be found in 
Warhammer Realms: lU5tria . 

• Bamboo trees 
• Plastic jungle plants Impenetrable Jungle 

Top tip: Pack in as much of the 
undergrowth intO the base as 
you can so there are no gaps . 

• Jungle trees 
• Plastic jungle p lants 
· Clump foliage 
· Swamp trees (follow the 
instructions in WoIrhammcr 
Realms: LusUia) 



UNOERGROwrn 
A /JaS" of "m/ergrowlb addJ a $/rung v/$IIU/ "Ie",,,,,, 10 
a board, repres""Ii,'8 cl/Wrings In lbe trcufrdl Oflhlck 
grllsses alld shmos. Aparlfr{1'" slowing Ibe adva"clI of 
" .. /ls. /I bas /llIle significant eff«:t 0" tbe IUJIlle m,d 
should form a ,."101/,,,,1)1 m,all proponlo" Oflerrol" 0" 
tbe board, o"e Or Iwo plQCet. al mOSI. 

USING AN EXISTING TERRAIN SET 
If you've gOt an exisling SCI ofW.trhammer terrain here's some lips on how 10 gel Ihe 
most OUI of il. For a Slart, place all those woods and hills !hat normaUy occupy Ihe 
edges of your gaming board right in Ihe middle of the killing ground. Suddenly !hal 
wlde-open plain becomes a mass of roots and branches, cuning off lines of sight and 
blocking movement. If you have barricades such as hedges, you can usc Ihesc to 
create channels for regiments. 

In the example below we've taken !he original board and moved all the te rrain pieces 
into !he middle of the banleground, crealing a dense foreSI in !he Old World, a 
perfect board for using !he new Jungle Fighting rules. 
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THE ANATOMY OF A JUNGLE GAMING BOARD 
The aim is to gel a good cove rage: o f terrain o n the board - betweeu a tbird 

and a baLf o f the board should be about right. 

DENSE)UNGLE 
"sIJP'lflcanl proportion ofyOl.r j"'rg/I! tnTtl/n $Ixmld 
bC' dim" ) "'rgle, rougbly OIl<! /hlrd Is Q good figure. 
Only tk/nnhhen can"'OW 0/1 tbe .... ,.,..,/11 pmhs 
between lbe thIck u.,d"'8roW1b lmd trees so If /0""1 a 
real bamer 10 co""/ry and war mawlnes. 

CONQUER 
Join the scramble f:;tl~ 
in-store campaign! 

The Conquest of the 
unique campaign~~":!',,:iel~i a ... 
you can all take 
Pwthermorc, II 
website. This 
campaign _ ..... 
=" 
0 .. 

and ......... 

lMPENETRABLEJUNGLE 
70 comple/ely block (be 1II0""lIIel1l of (III ,,,,/Is In tbe 
an,,)', J'OII 01"), need on. or tWO pieces O/Imptflel roble 
j,.,rgl,. CompaT{"d to models of de'lUjungle, which are 
made with narrow saPS Ibm am /H 1M«d through 
tWill, Ibis kind ojJ,,,,s/e wOllld/o,.n n IO//d waf( of 
/rea mId ,mde'1lI"OWlb. 
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andmaids 
Mysterious Amazons sighted in the 

Deep within the Lustrian 
jungle, death comes in many 
forms. No surer way exists 
than to incur the wrath o f the 
e lusive tribeswomen tha t 
dwell within its darkest 
heart. Andy Hoare describes 
these mysterious savages, 
including rules for using one 
in your army. 

C hough the continent-spanning 
empire of the Uzardmen 

encompasses all the jungles of LuSlria, 
these reptiles are nOt the only Intelligent 
bclngs thai dwell there. Those few 
explorers gifted, or lucky, enough to 
retum from the interior teli all manner 
of tales. Many arc: dismissed as the 
ravings of men who have spent [00 long 
In the sun, such as those of diminutive, 
copper-skinned tribesmen akin 10 the 
Haillings of the MoOl, or jungle spirits 
reminiscent of the Dryads or Ell/cn lore. 
But, of all the accou nt1; of the denizens 
of Lustria, it is stories o f the warrior 
women known as the Amazons that have 
proved the mOSt enduring. 

There are many version5 of the tales of 
first contact wi th the Amazons, dating 
back to when the Norse made their first 
l andlns-~ upon the shores of the New 
World . The Norse, led by the Infamous 
Loster/lesson, quickly rea lised the extent 
of the riches to be found there, and set 
to plundering it with all the abandon for 
which their kind are known. Whilst 

HIGH AGE ARTEFACTS 

Loste riksson sought to establish the 
senlement that eventually grew into the 
colony known as Skeggi, Other chieft ains 
led their men south, following the 
Cactus Coast, past the is lands of Yukka 
and QuelZl, and into the mouth of the 
river Amaxon. Amidst the Strangling 
mangroves, Stilling humidi[)' and coiling 
vapour'S, they spied an Island In the 
midSt of the river. Upon its shores 
rcared the indistinct fOrnl of a mighty 
statue. Though they could nOt 
determine its exaCt shape, it appeared 
human and female. The invaders 
explored no funher, for their longship 
was assai led by a Stoml of arrows and 
other, more arcane projeni les. As men 
fell , those nOt killed by their wounds 
soon fell victim 10 the terrible effects of 
the bizarre weapons. 

The chieftains re luctantly o rde red their 
men back to the sea. As they retreated, it 
is said tha t the ships' crews saw behind 
them a mass of warrior women, stood 
defiantly upon the shores of their island, 
intense hatred burning In their eyes. 
According 10 [he sag'IS of the Norse , 
many battles have since been fought 
between the proud nonhnlcn and the 
fierce Amazons. Many deSCriptions of 
Iheir appearance and society exist, but 
as ever, mOSI accounts are contradictory. 

The earliest mentions of the Amazons 
are to be found in the Saga of 
ROlhnikson, a bold I!Xplo rer who was 
first to pierce the jungles south ofAxiotl . 
Rothnlkson deseribcs their society as 
exclusi\'e ly matriarchal, claiming never 
to have encountered a single male in 

The !.Icred pbctS of the Lumun juogles hide m~ny stunge ~nd v~lu~ble Irtefins. 
IlIv,ders seek such items betJU5C thcy arc nude from gold or gemstopts. others 
b«,use tbey hold power tlut mlgtS m,y dnw UpOIL Some Irc covered in myst trious 
texl !.lid to he Ihe stript of Ihe gods themselves. ,lid scholus covet these ,bove III 
others. Of the utmost nrity arc WUp ODS of the so-ulled High Age. These un be 
st, ffs, rods. blades ~nd var ious olher sh~pes, ,nd m,ny IrC more deadly th' n ~ny other 
lftIpnn koowo to the world. Some High Age weapons project shimmering bolts of 
light, olhers propel sm,ll missiles mlny hUlldreds of metres tlut bury themselves 
with in the flesh of thei r tuget, ollly 10 explode, ripping it 'pm io , shower of gore. 
Such items Ire highly valued. more ,h,n the most potent of m'ginl IrIdlcls. Ind Ire 
Ibe subject of legelld ,mongst scbolus. Ent ire armies hive heeo raised " the mere hint 
,lut ruch a lII'upon m,y be found. Ind l Oy cost " ill be paid fuS! for the chillce of 
'cq~rjllg one. To dlte, only the Anuzolls luve been lII'itntsSed hurlog such we, poDS, 
ud it u n ooly be hoped th,t 110 InV1der g1ins the power of , §h Age Ulchtt. 



of the Gods 
hot and humid jungles of Lustria! -, 

over a dozen instances of contact with 
them . He states that the Amazons are 
ruled over by a priesthood of warrior
mystics, known as the Sisterhood, and 
every warrior is a devout foUowt!r. Many 
are said to be crazed zealots, berserker
women permanently In the grip of a 
jungle-brevo."ed narcotic. Whilst under 
the influence of this highly poiSonous 
substance, these women are the fiercest 
o f warriors, said to cqu:tl the much
fcared NOrllc berserkers. 

Other de tai ls of me Amazons' world 
remain vague. Ro thnikson describes 
the ir habitat as flimsy wooden dweillngs 
buil t upon st il ts amongst the ruins of 
Lizardmen temples. But although he 
mentions a number of such tities, he 
fails to provide any clue as to where 
such sc:ulcments might be located. 
Funhennore, Rothnikson goes on to 
offer ram.alising glimpses o f fu nher 
mysteries - the Temple of Karn in 
Genaina, the Great Shrine of Rigg upon 
the sho res of Lake Lokka and me untold 
riches of the otherworld ly Royal Palace 
of the Siste rhood. 

Amazon mythology 
Central to the tales o f the Amazons of 
Lustria is the mass o f often-contradlctory 
mythology surrounding them. There are 
at least two explanalions for the 
existence of the Amazons, and a mess o f 
hislOrical and mythological strands thai 
appear to connect them to Ihe 
Lizardmen, the Elves and the Norse. 

One source is to be fo und in the 
somewhat curiOUS wri tings o f one 
'Drivol the Diatribisl' . This bizarre 
character, thought to have been an 
erstwhile White Wizard of the CoUege of 
Ught, wrole extensively about the 
creation.myths of the Lizardmen, the 
Elves and of other races. Though there 
is no clear evidence Ihal he actually 
lravelled 10 any of the places o f which 
he wrote, nor mel any of the beings he 
professed to know so intimately. 

The diatribes of Drivot 
Not for nOthing is Drivot known as the 
'd iatribiSI', for hiS writings are full of 
ranting meanderin~ that frequently lead 
the reader along paths o f reasoning only 
a madman could hope to navigate . With 
wild abandon, Drivot relates his tale o f 
an (previously unheard of) Elven god of 

the sea, wealth and happiness, and 
his union with the Amazon goddess he 
calls Rigg. The result of this marriage 
was the 'Mother of all Amazons', Kalith. 

The children of Kalith were given a 
special role in the creation of the world, 
Drivot claims. Alongside their godly 
creators, they bccIme the special, 
favoured scrvants, the viziers of the 
masters of creation - the handmaidens 
of the gods. The Amazons shared in an 
age whcre the forces of boundless 
crealion were workcd upon the surface 
of the world, and other beings raised up 
by the scrvants of (he Old Ones. 
111roUgh this aeon of creation, the 
Amazons stood at the right hand of the 
creators. They were possessed of 
tremendous wisdom; each was clean of 
limb and never grew o ld. They wen: 
exclusIvely female, for as long as they 
siood at the sidc of the creators, they 
were n igh immon al, and had no need of 
conventional reproduction. They also 
wie lded the power o f the creators, going 
OUI in the world and transfonning it 
according 10 the Old Ones' plans. 

-r,ic.c: duriug this stteltb of our 
jouroey we c.ome iota (onliet with 
wurior warneD known u Amn oos, 
Ind 00 hath ()(:us ion, I don't mind 
adminiog they sured the livi llg SIIOt 
out of me. The first time. it Wi! J 
drug-fuelled berserker, lithe Jod fUl. 
yet gripped by the desire 10 shed 
blood. Purple and hlue (ellhers hUDg 
from mtriclte plaits io her hair. Her 
body wu splTtercd with the blood of 
three of my meo who blundered into 
her upon the pJth. My men rctru ted 
before her fury - I st ore of bold lids 
scot scurrying by J maid. The second 
tim!;, it WIS oDe of their lu.ders. a 
IIVOmJn of sereDe eOUnleDJnte who 
bDre ml giul ar tefacts. She cut dowlI l. 

dozeD foes io I single Ictinic hlu t. 
Thu time. the womlD made common 
t.lUSC with us agaiDst LintdmeD 
ambushers. though I have no doubt 
she would hive IIVjcldcd her weapoDs 
19linst us hId we giveD hcr rusoll." 

Most readen of Drivol's would 
slam the book shut at such preposterous 
nonsense, but he goes o n 10 make even 
more aSTOnishing ' revelations'. 

The Old Gods fell , claims Drivm, and 
with them fell the Amazons. Chaos was 
unleashed upon the world , and while 
the Old Ones Oed o r perished , thclr 
servants fought a desperate war againSI a 
veritable tidal wave of daemons. The 
Amazons, severed from their creators, 
fou nd their powers much d iminished, 
and retreated to the depths o f the 
jungle. Here: mer established secret 
havens mey would dd end against all 
others, until the very end of the world. 

The heart of darkness 
The Norse maintain ano ther tale o f 
Amazon roots, linking Ihem to the 
fe male warriors known as the Valkyries 
and the writings o f the briUiant, If 
unhinged, scholar Stilmensch. They 
believe the warrior women dwelling In 
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the jungle are Norse outcaSts - the 
remnants of a group of women who 
took to war whilst their menfolk were 
off plundering. Though plausible, this 
theory fails to address thai rales of the 
Amazons go back as far as when the 
Norse first arrived In Lustria, suggesting 
very strongly that their presence there 
predates that of the invaders. 

In sea rch of the truth 
1110Ugh there have been Old Worlders 
in Lustria (or centuries, their interest in 
the continent has remained lugely 
financial. Though individual academics 
have set out on journeys of exploration, 
few offidally sanctioned efforts have 
been mounted. This is pe.rhaps due to 
the nature of the subjeel - Lustria is a 
savage land of mystery and enigma. and 
the world Is full of more relevant and 
pressing challenges. ScholaCli have not 
studied the true nature of the denil:ens 
of Lustria - both reptilian and human -
for fear of academic ridicule too. /Is a 
result the truth as to the actual roots of 
the Am;m)Os, aside from these rales, is 
Ukc1y to remain hidden indefinitely. 

Many stories suggest the Amazons we.re, 
at some point since the arrival of (he 
Old Worlders in Lusuia, in danger of 

dying OUI for lack of numbers. Since 
then, the frequency of conuct with them 
has noticeably increased, and it has been 
postulated that their numbers were 
artificia lly swelled. Pcrhaps this explains 
the Valkyries ' disappearance - were they 
lured otT into the jungle, 10 replenish 
the depleted numbers of the Amazons? 
In so doing, were they granted Ihe 
~ecrcts of eternal youth and VitaliI)' that 
legend states, however unlikely it may 
sound, are enjoyed by the Amazons? 
"Whalever the case, it Is surely only a 
matter of lime before outsiders go in 
search of the secrets of the Amazonian 
Sisterhood, and it is certain that when 
IhL'}' do so, blood will now. 

Amazons and the 
outside world 
Every account of the Amazons makes il 
clear that they are an overtly warlike 
people, but there are tales of them 
finding common cau.sc with others. They 
appear to have a complex and ritual iStic 
approach to their inter:actions wi th 
outsiders, and none can be sure 
whether they wiU remain on even 
remotely friendly tenos for long. 

This is particularly evident when it 
comes to relations with the Uzardmen. 

~ more I broed of the gods of Ibe liurd people.. tbe more incredulous I benmc. 
Their plotbeoD WiS ~t th~1 poinl Digh iod«:iphenblc 10 me, and appmed to include 
oDe whose phce is to exin outside s~id order, Ind to be worshipped by DO iruc 
Children of the Gods'. Vel il is wrinell Ih" tbis oUlSidcr sh.1I be tended 10 UIIIO Ibe 
end of time by her ·Faithful Half-kin'. Wu this being Olle of tbe Old Gods. Of i 

morbi choseD 10 bur their seed? The answer Clme Ifter many 1008 mODths of pit ieDI 
tcSaKb. IIId evclI theo. 1 would questioo cverylbi08 I hid come 10 bclicvc. .. -
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It would appear Ihal the Amazon.~ 
occupy at least one, and possibly more, 
sites thai outsiders would take for being 
sacred to Ihe Lizardmen. The ruins of 
temples wi thin which unknown 
Uzardmen gods wt! re once worshipped 
now form the foundations of Amazon 
settlements. The High Priestcsscs of the 
Amazonian Sisterhood bear items of 
undoubtedly Uurdmen origin, yet Ihe 
Uzardmen make no obvious move 10 
retrieve these. Rather, it appears as if the 
Amazons arc accepted by the Mage· 
Priests as pan of the narur:al order of 
things. This is nOt to suggest, however, 
that the twO panies never comc to 
blows, for il is known thai they do. It 
has even been reponed that an 
Amazonian Priestess was encountered by 
a merchant of the Empire adorned with 
the hide of a white·skinned Skink Priest, 
Indication, jf any were needed, that 
confllct exists betwee n the two r:aces. 

Relations with other races are much 
simpler. The Norse, upon their first 
contact with the Amazons, attempted to 
plunder their treasures, beginning an 
age of confliCt between the two that has 
lasted many ceOluries. Contact with 
other r:aces is of a similar nature, and 
there have been some distinctly 
unpleasant insunces of the warrior 
women themselves being (he targets of 
r:aids sponsored by imperial nobles 
seeking to abduct them and ship them 
back [0 the Old World as curiosities for 
the Imperial Coun. 

But not all contact with other races has 
been made upon the baSis of conmcl. 
On occasion, o ne or more Amazons 
have appeared to guide, advise or even 
aid an anoy fighting within Lustria. In 
most instances, this has taken lhe form 
of a PrieSless lending council and 
magical aid 10 an army, fOnning a 
temporary peace until the banle is 
resolved. Exactly why they choose 10 
hclp some armies and nOI o thers 15 an 
utter mystery, though some believe the 
Amazons foUow some arcane prophecy 
thai leads them to offcr assistance in the 
defcat of ccrtain foes, or tile defence of 
certain sacred sites. 

Funhcnoore, there are several instances 
of Prieslcsses of the Amazonian 
Sisterhood aiding opposing armies. 
1bough the Priestesses bave not been 
observed to directly attack one another, 
they have aided their res(X.""Ctive allies in 
the defeat of their foes. It Is possible the 
Priestesses regard such battles as ritual 
combat, but with Ihe blood of o thers 
shed in place of their own. Perhaps they 
seek the ruination both warring annies, 
guiding each towards inevitable, and 
murual destruction. 



Using amazons in your 
games of Warhammer 
The nature of the Amazonian Sisterhood 
is largely unknown 10 outsiders, but it 
has been observed that panicularly 
warlike devotees are referred to as 
'Serpent PrieSteS5e5' . These warrior
mystics are potent magic wielders, and 
wise in the ways of the jungie. Any army 
that can COUnt o ne as an ally to their 
cause is forrunate indeed. 

II you wanl 10 include an Amazon as an 
ally for your army, it couldn ' t be simpler. 
You can use these rules to add an 
additional layer of interest to your 
games. II is Intended that they are uscd 
for games set in Lustria, being 
paniculariy appropriate to campaign 
games set there. Treat these rules In the 
same way as a Special Character - they 
are balanced, but it 's nOt fair to spring 
them on unprepared opponems, so get 
the ir agreement before the game begins. 

All Amazol1ian Priest!!$! 

A Serpent Priestess may be I3kcn as a Dogs of War unit. They may be ' hired' by 
Uzardmen, High Elves, Wood Elves, Dwarfs, Empire, Dogs of War and Ogre 
Kingdoms annies. 

A Serpent Priestess costs 235 points, and uses up both a Hero and a Rare choice. 

Under exceptional circumstances, a Serpent Priestess may aid dark-hearted 
crearures, In an effort to lead them 10 their doom. If a player of a Dark Elves, 
Skaven, Chaos, Vampire Counts, lbmb Kings, Orcs and Goblins or Chaos Dwarfs 
army wishes to 'hire ' a Serpent Priestess, then they may do so, but they provide 
one for their opponent to usc tOO, with neimer side paying the points COSt for the 
model (each still takes up a Rare and a Hero choice) . 

Serpent Priestess 
M W5 
4 4 

Weapons: Claw of the Old Ones 

Armour: None 

85 5 T 
3 4(5) 4 

w , I 
4 

A 

2 
Ld 
9 

SpeUs: Serpent Priestesses are Level 3 Wizards. They alwJ.YS use spells from the 
Lore of the Serpenl list. 

SPECIAL RULES 
Native: TIle Serpent Priestess is a native of the darkest depths of Lustria, and the 
jungles hold no peril fo r her. When using the Jungle Fighting rules presented in 
Warhammer Realms: Lustria, she is immune to the same encounters as Lizardmen. 

Claw of the Old Ones: This mighty High Age weapon is deadly in me hands of 
those with the knowledge [0 call ronh its power. lbe blade grants the Priestess + 1 

Suength (nOted in he r profile) and its attacks ignore Armour Saves. 

Amulet of the MOODS: This ancient symbol of the power of the Amazonian 
Sisterhood caStS a silvery shimmer around me wearer, protecting her from harm. 
The Priestess has a 4+ Ward Save. 

THE LORE OF THE SERPENT 
D6 Spell 

I Singing Wind 
2 Serpent"s Strength 
3 Wendala 's Maelstrom 
4 Shield of Thorns , The Uvlng ) ungle 
6 Siren 's Dream 

SINGING WIND 

Casting value 
>+ 
6+ 
7+ 
.+ 
.+ 
9+ 

CAST ON 5+ 

will suffer a -I to hit penalry. Once cast, this spell remains In play 
until It Is dispelled, or until the Priestess chooses to end it (which 
she can do at any lime), attempts to cast another spell, or Is slain. 

SHIELD OF THORNS 
(REMAINS IN PlAY) CAST ON 8 + 
Calling lipoll tbe very plams of thejungfe to protect her, the 
Priestess Is surrounded by a wall of writhing undergrowtb. 

lbe Priesl/!ss calls to IJer the spirit of /be diville Willd, whipplllg 
,hejmlgle 11110 a frenzy and ltublng her foes witbout mercy. 
This spell enables the user to unleash a Strength 4 Breath 
Weapon allack. 

Any model Ihat charges into base contaCI with me Prlestess will be 
struck by a single Strength 4 attack before striking, so long a5 her 
charge reaction is to Hold. Once: cast, mls spell remains in play 
until it is dispelled, or until the Priestess chooses to end It (which 
she can do at any time), allemplS 10 cast another spell, o r 1$ slain. 

ERPENT'S STRENGTH CAST ON 6+ 
Calling Ivfldly to the ancients, the Priestess calls fOrth the 
strength of tbejllllgfe, lis essel/ce filling her with primal fury. 
The PrieStess and all friend ly units Within 6' gain + I Strength 
until the cnd of the player's tum. 

WENDAL'IS MAELSTROM 
(REMAINS IN PLAY) CAST ON 7 + 

PWhtess is surrounded by a swirling tropical stoml, tbe 
winds protecting her from enemy shooting. 

miMUe fire aimed at the Priestess and any unit she is with 

THE LIVING JUNGLE CASTON 8+ 
In a whirl of graceful motion, the Priestess calls forth the 
denizens of tbejllngle, binding them to aid her agaill$f ber foes. 
This spell Is a magic missile that Inflicts 406 Strength 2 hits, with 
a "lOge of 12". 

SIREN 'S DREAM 
The Priestess sings bauntil/gly, mesmerislng all who bear her. 
All enemy within 12", wim the exception of models that are 
Immune to Psychology, are at·1 Attack, Strength and Movemerq 
(to a minimum of I) umilthe cnd of the player rum. 
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Tale of 
Four Garners 

The Four Ga rners barde on in The COnquest of the New World, hacking deeper into the jungles of 
Lustria in search of gold, fortune, and exotic monkeys they can sell in the market back home 
(monkeys are not common in the Old World, and command a high price). Asger has taken an early 
lead, drubbing all-comers with his stinking horde of Nurgley nasties. However, two turns remain, and 
the game is not up yet. 

CAMPAIGN TURN 2 
Each turD the playe rs can advance on any o f the te rritories o u the ma p provided it is adjacent to their own 
te rrito ries. A roll is required to m ove through the jungie, and if this is falled the army stays put. Dave advances 
OD the unclai.medJungles of Despair, Asger attacks Dave's Blood Pyramid and Stephen 's Te mple of 
ConsteUatio ns, while Stephen and Paul tussle ove r the Pirate Encampment, he ld, until now, by Paul's Empire 
army. AU the p layers made their roDs for moving through the jungle. 

Asger attacks the bony minions of Stephe n 

, 
,-.;:: . 

Asger: There's nOt 
much neWli on the 
palming fron t. I've 
been fleshing OUt my 
army, with more rot. 
Though some of the 
pet Nurgllngs (thl! 
ones attached to the 

A$gcr Grn"..,."d Plaguebearers), are 
being painted in new 

colours. Small variations that you 
probably won' t notice, unless you MOW 

already, but these are the things that 
make YOUf army a bit special. All the 
linle detalls that Guy won'tlet me ... 
(Stlellcel- Guy). 

In the first of my two batties, Stephen 
and I set up OUf army cc::nually on the 
board, I had one flank covered by a 
Plaguebeare r unit , which !':tced the Tomb 
Prince in Chariot. The other flank wa:s 
occupied by a Nurgling swarm, facing 
down a unit of Carnon. Stephen 
deployed his unitS ordinarily, and mine I 
once again decided to put into Loose 
Formation. The expensive stuff (the 
daemon general and Chariot), hid from 
Stephl!n's cat.apult behind bUildings. 

Stephen won the toU for first tum and 
decided that an extra tum of shooting at 
my Plagueriders was worth it before 
bones started flying left , right and 
centre, With my mediocre magic 
defence, I accepted the inevitable, and 
let Stephen have the extra shot in the 

Magic phase. It. bit of luck on the 
scatter, combined with my Ward saves 
meant that only a couple of 
Plaguebearers and a base of Nurglings 
copped it in the first twO rums. 

in the third turn. I began to get some 
charges of[ Due to the Lumia roles, 
my daemon general was restricted to 
a 10" flight move, up until this rum 
he had therefore footed ii , getting 2" 
extra every turn. But in Thm 3 I 
decided to charge him into the three 
Tomb Swarms. Aided by a Herald, the 
remaining Nurgling base and the 
Plaguebearer unit, they managed to 
inflict enough wounds to destroy the 
swarm. As the general Dew in hIs charge, 
he got a 306 overrun move, which 
safely brought him Into contact with the 
Tomb King archer unit. 

A couple or other combats were also 
going on. On Stephen's lert Rank we had 
a struggle between the camon and twO 

Nurgling bases next to the s~ 
combat. The Plagueriders were fighling 
skeletons with spean, and on the right 
Dank, the Plaguebeare r unit was staring 
down the Tomb Prince in Chariot as they 
hid safely in a wood. 

Slephen's next rum saw my 
Plaguebearers with Herald being 
charged by Skeletons and Ushabtl . I had 
some really good rolls, and even though 
I lost most o f the rounds, I didn't die 

• 
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umilihe very lasl lurn. The Plagueriders 
had a small frlglll when the Tomb 
Scorpion joined in. I had this irrational 
fear o f its Killing Blow, bUI in hindsighl 
Ihis isn 't much o fa threal againslthe 
riders. Statistically , il would have taken 
more than 13 combat rounds before 
he'd get a Killing Blow. Sure enough, It 
didn ' t happen. 

My Exalted Demo n general went imo 
the archers, SWinging his flail through 
the fro m rank. Hitting on 3's, with re
rolls, saw a nice three hits. He then 
promptly rolled three l 's. I then losl the 
combat, if I had rolled a 10 + , he would 
have popped due to instability, which 
would have COSI me the game. Luckily, I 
proceeded to roll a 5 and a I. Dice are 
fickle, though thankfully not that fickle . 

The rest of the game saw me winning all 
the protracted combats apan from one, 
the daemons being well-suited 10 wars 
of attrition. The Tomb Prince go t 
frustrated and moved forward, trying to 
engage, but the Plaguebearcrs swarmed 
OUI of the wood, and crumbled him in 
two turns. Stephen did get his revenge 
though, taking a shot with his catapult al 
my Chariot as soon as it moved OUI from 
behind the building. A direct hil ensured 
Ihat it never got to do anything. 

All in all it was a really good game 
against ano ther nice opponent. All the 
small things went my way, which ended 
up showing a result heavily in my 
favour, though a few unlucky dice rolls 
could have gi~"Cn Stephen Ihe chance of 
a come back, so il was not a one-sided 
contest at all. 

0 " , of/bt ",allY ,mdfad worr/ort who ",11 

nOw properly deod. Ib""ks IOAs8{'~ 



Ill! The struggle for the Pirate Encampment 
Stephen takes to the field again, this time against the forces of Paul 

Steve; Our game at 
the Pirate 
Encampment kicked 
off with some bad 
news for my Tomb 
Prince's army. Paul 
had spent some 
Plunder poims and 
hired himself a 
Maneatcr and some 

Duellists. This was a bit worrying, as the 
Tomb Prince had lelt his ChariO! back al 
the camp and was footsiogging with his 
spearmen guards. It also meanl ThaI Paul 
had plemy of SkirmiShers, allowing him 
to leave his big scary units in regular 
fonnation, meaning they could do far 
more damage. 

We were playing the Break Through 
scenario and J was to choose whether to 
attack or defend. I thought I was being 
clever when I opted for Paul to be the 
attacker. I even gOI the first rum 

The opening turn was marked by plants 
eating Paul 's Huntsmen, but my luck 
rumed almOSt immediately when the 
Screaming Skull Catapult misfired and 
fell apan. Add to this Paul taking down 
one of my Ushabti and a Chariot with 
blasty fire magic, and things weren't 
looking rosy for the legions of the dead. 

This feeling WllS reinforced when I saw 
my Tomb Scorpion die horribly 
underground, failing 10 even clear the 
surface. At least the plants were still on 

Pnu/ Scali 

Paul: lbe 
Stirland Militia 
are fuUy 
embroiled in 
their overseas 
war, and morc 
mercenaries are 
in order to 
ensure their 
victOry, 

especially as I can spend 
Plunder poims to get round 
some inconvenient rules regarding 
Rare choices. 

What beller to have than a money loving 
Ogre Maneater7 I really like this model, 
and he complements my pirate 
duelUsts with his gold chests. 
His,stolen Uzardman gold 
means he fitS in nicely with 

[uStrian theme, tOo. 

my side, eating more of those pesky 
skinnishef5. 

Disaster struck when my Hierophant, 
who foolishly left the shelter of the 
jungle, was attacked by a swarm 
summoned in the EncountCf5 Phase and 
lost a wound. Add 10 this a Maneater 
charging my lbmb Prince and then 
smashing him into dust with three 
quality swipes. The SkeletOns bro ke and 
killed the hulking mercenary, but the 
damage had been done. 

One of my ChariotS was destroyed by 
the Militia on my right, bUI Paul's Wizard 
[led from my Tomb Swarms in the 
centre. However, this wasn't so good as 
it left them open to a charge from the 
Militia in Paul 's tum. Paul's Knights and 
Halberdiers chewed through my twO 

SkeletOn units, leaving me o n the back 
foot with three rums to play. Another 
encounter saw Paul's main unit of 
swordsmen srumbling through Madl:ap 
mushrooms which killed twO of the m 
but left rhe rest immune to psychology 
for the rest of the game. More bad news 
for my army. 

I had twO Liche Priests and 11 SkeletOn 
archers Jeft o n the table. I threw the 
bowmen into the Swordsmen, in an 
attempt to tie them up for a rum, and 
started blasting away with the Priests, 
but it was all in vain. Paul took the 
laurels of victory by cnJshing my bony 
bowmen in shon order. 

HER~ 
! Tomb Prince ( 100) .. .......... .. .....•...... 112p~ 

Enchamcd Shield (10), ligh' armOllr (2) 

Liehe Priesl (lIS) .. 

HleC::llie Jar (25) 

Uehe Priesl (liS) . 

SI:Uf of Rnvenlng (45) 

CORE 

.. .. 140plS 

.... l60pls 

16 Skeleton Warrior (12S) .............. lHpls 

I 
FuU Comm~nd (25) 

15 Skelelon warriors (120) ............ 175plS 
Ughl armOur (15). Spears ( IS) 

FuU Command (25) 

12 Skeleton Warriors (96) .............. 116plS 
Standard 8earer (10). Clumplon (10) 

2 Tomb Swann h3.ll~ (45 ) ................ 90plS 

SPECIAL , 
! :} Vshabll ............ .. .. .. .. .................... 195pls 

1

3 CharlolS (120) .............................. 14Spls 

Standard Bearer (14), C hampion (14) 

Tomb Scorpion (S5) .. . .. ............. ........ 8Spls 
, RAR' 

Screaming Skull Catapult (90) .......... 90pI5 
TOTAL ... ....................................... 1.496plS 

PAUl:S PEASANTS 
I HEROES 

I 
Caplain 'The DuU' (SO) .................... llOpls 

Sword ofSigbmund (SO), 5hield (2) 
pla.e armour (8) 

I 
Baltle W"uard 'MadJenl' (60) .......... 14SplS 

Level 2 upgrade ()5), l\Yo Oispcl Scrolls (25) 

1 Doom Rn:: RIng (35) 

Bailie Wi7.ard 'Albert (;ru"~r' (GO)154pls 

u,vel 2 upgrade (35), Ring of Volans (30) 
WIZ:ud's S.aff (15), 8arded horse (14) 

! CORE 
19 Swordsmen (133) ...... 

Full Command (25) 
20 lIalherdiers (120) ...... 

full Command (25) 

15 free Company (75) .... ...... . 
Serge"n. (IO) 

10 free Company (50) 

.. ...... 158plS 

.. .. .... 145pls 

...S5plS 

... 6OplS 
I &rgeam (10) 

1

10 free Company (50) 
Sergean. (10) 

I 10 Free Company (SO) 

Sergeam (IO) 

..... ... ... 60plS I 

........ ... 60pls 

10 Archers (SO) ................................. S5pls 

Marksman (5) 

10 Huntsmen ( 100) .. ...................... 106pts 

Marksman (6) 

5 Knlglus of Morr (125) .................. UOplS 

Inner circle (15). Full Command (40) 
Mocr's Banner (50) (as Banner ofUIrlt;) 

RARE 

11 Pirales ( DueIli5lS) (S5) ............ .. I()9pl$ 

1 Pislols (44). Champion (10) 

I Ogre Mancate. (80) .............. .... .. .. .. .. 9QplS 
Heavy armour (4). greal weapon (6) 

I 

I TOTA]. 

! 
................................... 1,482pl$ ! 
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Asge r bends his daemonic w ill to conquering Dave's Orcs 

Dave: As Asger had 
anacked. I gOI to 
choose the scenario 
and whether or not to 
defend . I've found 
Flank Attack quite 
challenging as an 
anacker. as dley 

J)m.'tl Allell assign a third of their 
pointS value as a 

flanking force which arrives later on in 
the game. I thought that Asger would 
suffer from this , as his anny is smaU and 
lacks missile lrOOps. But Asger did that 
annoying business of reading the actual 
m[es, which state that thc :Iwlcker may 
assign up to a third of their army as 
flankers . In the spiril of the game, 
however, he stuck a unit of 
Plaguebc:arers and his Plagueridcrs in 
reserve. He's nOt such a beard after all. 

Afte r I set up my forces (taking greater 
advantage of the Loose Order Drill rules 
this time round) Asger used a 
"Hopelessly LosI" event to move 

DAVE ALLEN 
£ 12.50 to spend (+£2.50 left over) 

PURCHASED COST 
I Ogre Manealcr ............ £10 

TOTAL: .......................................... £10 

ASGER GRANERUD 
Si12 10 spend (+£2 left over) 

PURCHASED 
6 Plaguebearers 

COST 
.... £12 

TOTAL: ......................................... £12 

STEPHEN GREEN 
£ 12.50 to spend (+£Z.50 lerr over) 

PURCHASED COST 
1 Necton Lord ....... .. ..................... £7 
1 Tomb King Shield ............. .......... £ 1 

TOTAl.: .......................................... £8 

PAUL SCOTT 
Si14.50 10 spend (+£4.50 left over) 

P URCHASED COST 
1 Mordht:lm Equipment Sprue: ..... £4 
1 Ogre Mane:ater .......................... £10 

TOTAL: .......................................... £14 

END OF THE SPENDING ON ARMIES 

42 A TALE OF FOUR GAMERS 

Borgut's Unil back lowards my table 
edge:. His anny advanced lowardS mine 
and In his Encounter! Phase a swann of 
jungle creatures attacked Ruglud 's 
Annoured Orcs, bUI caused no d:unage. 

The Trolls showcased my ability 10 fail 
Leadership 9 Stupidity tesls once again 
and Siumbled about a bit (they don' t 
lake tOO well to foreign trave l). The rest 
of the anny advanced. A l.ashwonn 
damaged Asger 's Chariot, and Ruglud 's 
Orcs shol down a P!aguebearer. 

Asger 's anny continued forward in his 
next tufn and his Encounters I'hase saw 
a member of my Black Ore u nit and a 
member of Ruglud's Armoured Orcs 
stumble into the maws of Carnivorous 
plants. The Exalted Daemon sauntered 
up 10 a small unit of Orcs and threw up 
over them - killing two. 

Angered at the loss of thelr comrades 
and the: soiling of their leather jerkins, 
tlle remaining Orcs, led by 1l1ugrek the 
Throu le r, charged the Exalted Daemon. 
Some of the ir comrades also charged 
into the unil led by the Herald o f 
Nurgle. Their banne r held the 'Ere we 
Go spell (thanks 10 the blessing from the 
Effigy of Gork) and this saw the end of 
twO Plaguebearers before the stan of the 
combat. The Rock Lobbcr misfired, 
killing one of the Goblin crewmen. 

Such luck continued into my Combat 
Phase, as Asger 's rock·hard Exalted 
Daemon chopped Taugrek down, 
though the Ore unil , obviously still 
furious about their laundry bill , held . 
Three more Plauguebcare rs died in 

Taugrek tbe 7brotller gets tbrottled. 

combat with the Orcs but their 
comrades, with the aid o f the Herald of 
Nurgle, slew six Ore Boyl In return. This 
was tOO much for the remnants of the 
unil, who broke and were chased down 
by the shuffiing pusbags. Worse, the 
Herald and Plaguebearers ran right into 
Ruglud's Orcs. Panic spread to the 
nearby Black Orcs, who were chased 
down by a gang of poxy Nurglings! 

TIle Orcs in combat wim the Exalted 
Daemon managed to wound ii, Asger 
rolled high for the Instability lest and 
the mon~ter vanished In a raln of 
ernuvia, which gOI the Orcs even 
messier. Ruglud's boys acquitted 
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themselves well, and after the first 
round of combat only the Herald and a 
drumming Nurgling were left fighting 
them. Borgu! and his Big 'Uns charged 
into the Nurglings and stomped the 
little bleeders into a foul smelling paste. 
The remaining Black Ore unit charged in 
to aid Ruglud in h is combat. The 
Nurgling drummer was slain , and me 
Herald of Nurglc reduced to a Wound. 

Ii is at this junCture that Asger 's 
reinforcements arrived, well placed to 
take advamage of the carnage on my 
left. The Chariot charged into Borgut"s 
Big 'Uns, who fled because I was 
squeamish about them being chargcd in 
the flank, and the remaining unit of 
Nurglings charged the Trolls in the ir flank. 

The plams made a relUrn and gobbled 
down two Black Orcs and twO of 
Ruglud 's boyz. 

The Nurgling;; pulled a Troll down and, 
though he regenerated, the resulting 
combal resolut ion saw the Trolls havc to 
make a break tCSI on the ir own 

Leadership. They were chased down. 
Ruglud did better against the He rald, 
who vanished with an inslability test. 

Borgut rallicd in my text turn and his 
pet Shaman blasted three Plaguebearers 
to smelly smithereens. A carnivorous 
plant also munched on a Plaguebearer. 

Asger charged his remaining Nurglings 
into Ihe fl ank of Corgut's Big 'Uns and 
his Plague riders charged imo the 
remaining small Ore unit. With their 
multiple altacks the Plaguerlders made 
short work of the Orcs, but BorgUi and 
his boy".l beat back the Nurglings, who 
lost half their number due to instability. 

The Chariot of Nurgle came under a rain 
of fire from Ruglud 's Orcs and loot a 
wound, bUi that didn 't stop it slamming 
imo Borgut's unit and inflicting a 
mOrtifying amoum of damage. They 
broke and were chased down. It was al l 
over. Asger and I had inflicted a 
comparable amount of damage, bUi his 
possession of a table quarter garnered 
him a Solid Victory. 

~ 
HEROES I 
SOrgUi Facebeater, 19 Uig 'Uns ....... B6pI5 

Choppa, 'Ard lad '5 Axe o' Doom. 

Drogs Dead 'AId Armour, 

Ore Shaman (65) ... . .. .. .... .. . ..1OOpts 

I.<:Y~J 2 upgrade (35) 

Black On: BIg Boss (SO) •. ... .109pl5 

Banle Siandard lkarer (25), heavy 

annOur (4) 

1 CORE ! 
1 10 Black Orcs ( 100) ......•...• ..•. ... .. •. . I53plS 

Greal axeS (20). Fu ll Command (33) I 
10 Black O rcs ( 100) ...••..•..••..•...•..••. 153 plS 

"TWo h~nd weapons (20) , Fun Comm~nd (33) I 

10 Orc Boyx (50) .• ..•...•..•..••.... ... ..•...• 98pI5 ' 

Addil lOOlal hand weapons (20). 

Full Command (28) 

10 On: lIoyx (50) .. .. . ... ..... .. . .. ..... ... .. . 831'115 

Addhion~1 hand weapons (20). Boss (13) 

I SPECIAL ! R':U~I~)b~r (70) ... ..• .. . .... 

3 Trolls ( 150) ....•.... .•.. ... .. 

RAR< 

. . .. . 75pls 

. . . 150pls 

10 Ruglud 's Arm o ured Orcs (190) . . 1901'115 

Effigy of Cork (40) •. ••..••..•.. .... •......•... 40plS 

TOTAL .. ..... ... ..... .. .. . ...•.••..•...•..••. .•. 1,499pIS I 

ASGER'S DIRTY DAEMONS I 

I :~~-: Daemon (230) ........... •. .. •...• 360pl5 

Mark of Nurgle (40), SorCt'rer 1.<:,'<::1 I (40). 

Spc: ll Breaker (25), Sou l Hunger (25) 

I Daemonle HeraJd ( 120) ... . .... .... ... ... 185pl5 

1 Mark of Nu~lc (40), Spcllb,..,aker (25) 

I CORE 

1
12 PJaguebcarers (192) ..... .. . .. .. ... .. 199pls 

Musician (7) 

10 Ptagu c bcarc1"5 (160) •..•.... .. •... .. • 167pI5 

MusiciaOl (1) 

2 Nurgling b:lSe5 (80) •• .. ••.•...•..••..•..••. 80pls 

2 Nu rsling b ases (80) .. ........••... .. ••.... 80pts 

SPECIAL • 3 Plaguerlde1"5 (240) ... . .. ..... .... .....•.. 2401'15 

RARE 
Chariol of NUTgle (150) .. .. . ; .. .. . .. .• .. 180plll 

Ext", Beasl of Nurgle (30) 

I TOTAL •• .• .••......•.. . .... .. . .. .. .. . ......... 1,491pI5 

NEXT MONTH 
The campaign and the series come 
to an end. We'll be showing you 
what the gamers bave managed to 
adtieve with their monthly 
allowance, and revealing the victor 
of the campaign. Join us for tbe 
after article party wben we will be 
releasing the poor, exhausted 
dears back into the wild, where 
they will be free of the tyranny of 
Grombrindal's deadlines. "t 
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THE THE 

SEA RFS 
'''B,afg~v!irr. the Gate to the S ea 

Despite the Dwarfs' inherent 
disUke of water, those of 
Barak. Yarr in the Border 
Princes are renowned as 
much for th eir famo us 
steamboats as they are for 
Dwarfen doughtiness. 

B
arak Varr, or 'the Gale 10 the Sea', 
is unique amongst the Dw3rf 
strongholds. Approaching from 

the land there is no indiC2tion at aU of 
the busy pon thai lies ahead. In fact, 
even standing on the cliff edge it seems 
[0 the unsuspecting eye that the ships 
arc destined to smash themselves inlo 
the cliff fuce. BU! , the powerful tides of 
the Black Gulf have carved out a deep 
cave system Into the tall while rock, and 
here in these VlIst sea cavems the Dwarfs 
harbour their trading fleet . The Hold of 
Barak varr is sm:LI1 in comparison to the 
strOngholds thaI runnel deep intO the 

\t'arlds Edge Mounuins, but the Dwarfs 
of the Hold cnjoy a rela tively 
cosmopoli tan lifestyle, and are less dour 
and Introverted than other Dwarfs. Not 
only is it one of the fc...'W strongholds that 
has remained open to traders from 
other nations, but the Dwarfs of Barak 
Varr are renowned for their hospitality. [I 
is said that a Dwarf breakfas t Is a feast 
large enough to flll the belly of even the 
p lumpest Halfling. 

Dwarfs have a StrOng dislike of waler 
and the Dwarfs at Barak Varr are 
unusual in thai many of them become 
sailors. Even so, mey still do nOI re lish 
setting fOOl on the Himsy wooden 
ships used by Men and F.Ives. Instead 
they pUI their faith in huge Iron vessels 
driven by paddles and powered by 
steam boilers located deep within 
heavily annoured hulls. the arcane 
secrets of which are kept by the Sea 
Engineers Guild. 



---_. _----- -----
When traders of every realm, from Araby 
10 Luslna, gather together at Barak Vacr, 
they know thaI [hey can expect the 
legendary hospitality of the Dwarfs to 
re fresh them on their arriv;l l. Within the 
Ho ld there are many highly regarded 
cstablishmems providing fare as diverse 
and impressive as any city in the Old 
World. It is a major trading centre , 
where bargains are made between 
merchantS from many lands. This is 
reflected in the market area of the Hold 
where a visitor can buy anything, from 
fine Araby silks to exotic Lustrian 
slalUa, and from Halfling.mixcd spices 
to fen ili ty charms from the Southland!. 

ThnncIJed into the cliffs, the stronghold 
is almOSt impervious to attack by land. 
More than one nation has [ned to 
assault Barak Varr by 5ca In the past, but 
lhe immense firepower of the Dwarf 
Heel has always driven away enemy 
annadas. Combined with the many 
cannons whose barTels bristle from 
revetments along the cliff face, an enemy 
neet has [0 be very brave: to approach 
the sltOnghold. Only a fool fights a fon. 

Although II is striclly located In the lands 
of the Border Princes, this is 
diplomatically ignored by the Dukes and 
Barons who hold sway over the area, as 
the Hold protects them from Invasion. 
This generosity they favour the Dwarfs 
with also extends to the Dwarfs ' free 
passage along the many trade routes 

A.... 
"---

r\.... .. 
thai lead through the Border Princes. If 
truth be known, the Dwarfs inhabiled 
the Border Princes long before any other 
race laid clalm to the land and probably 
consuucted the roads themselves. It is 
in fact the Dwarfs who PUI up with the 
presence of Men in their ancestral realm 
purely because there is very little 
mineral wealth to be mined there. 

The current King of Barak Varr is 
Byrrnoth Grondadrakk. He is known for 
maintaining lraditional Dwarf values in 
the face of an ever-changing world and 

during his reign he has done his be.~t to 
maintain sU"Ong links wi th the Holds in 
the Worlds Edge Mountains. 

THE SAGA OF THE 
VOYAGER KING 
Byrmoth Grondadrakk was born into 
the roling clan of Barak Varr some three 
centuries ago, the younger of two 
brothers. In Barak Varr Dwarfs tend to 
be more outward looking than In other 
ho lds and Byrrnoth was no exception. 
He had many friends among the 
merchants and navigators who regularly 
did business there and even spent time 
with the Sea Engineers, leaming the 
trade of building iron ships as well as 
navigating them. He might have spent 
his life thus were it not for the Elves. 

Tragedy slrock Byrrnoth's father and 
brother while they were at sea, hunting 
down a nee t of Naggaroth Corsairs. The 
Barak Varr vessel was attacked and all 
hands consumed by an ancient sea 
dragon named Mauldekorr, an ally of the 
Dark Elves that was possessed of an 
unending harred of the Dwarfs. 

When ne ws reached him, Byrmo th put 
aside his old life. AI the shrine of 
Grimnir he swore an oath to avenge his 
kin even as the great mourning beU 
tolled . From the keeping or the Priests 
he claimed his birthright, the axe 
Rhymakangaz, and took 10 the sea to 
hunt the wyrm down. 

8yrrnoth's quest occupies one hundred 
and seventeen stanzas of the Barak Varr 
Book of Deeds. The noble King did not 
set foot on land for ~r 20 years, ever 
searching for Mauldekorr. Byrmoth 
almost passed into myth - seafarers 
would talk of the doom·laden Dwarf and 
his ship of iro n , ever-prepared to follow 

www.games-workshop.co.ukldwarfs 45 



• y.. 11-' . .~', 

...p;.Kt~J~,1-g~~·"':;:' ;"'::'." ~'2':-,:~~,-.t~1i~6dlt2.~;";~",~:,,,,~:::·/j::2f:;... :-~~.c~aJ..r_.~~ .... ~~-225Pts 
The anny of B:uak Van can be built using the Dwarf anny book. To add a 
bit of character, howeve r, the fo Dowing is a suggestio n on how to represent 
King Byrmoth o n the battlefield. Byrmoth counts as a Lon:l choice and caD 
be used in any Dwarf anny of Barak VaN' of at least 2,000 points. 

Byrmoth 
M WS BS 5 

3 7 4 " 

T W 1 
, 3 4 

A Ld 
4 10 

Equipment: Rhymakangaz - rune axe with Rune of Mighl and Grudge Rune. 

Annour: GromrU armour, shield with Rune of Stone and twO Runes of Iron. 

Special Rules 
Ancestral Grudge, Resolute, Relentless. See page 6 of the Dwarf army book for 
details of these special rules. 

KING BYRRNOTH GR1JNIiIAJ:)1 

I wanted to conve n a suitably regal model 
for King Byrrnoth. I aJso wanted to reOeet 
his dragon huoting escapades. So I 
dcdded to base my model on King Alrik 
35 he reaUy fits tbJs proOJe. To distinguIsh 
him &om the tnighty Alrik I gave him a 
different belme t , axe, some equipment 
and fighting stance. 

Compollflllts 

Dwarf King body 9947020S06801 
Dwirf king book 99"7020~S -

Thorgrim Grudgebearer's helmet was thc 
perfect c holee for KiDg Byrrnoth. I slmply 
sawed 00' the top of Alrik's helmet and 
replaced It with that wbJch I sawed off 
Thorgrim. I used a file to tidy up the 
edges of the pieces. 

I used the axe from the Dwarf Lon:l model 
in lieu of Alrik's axe. I also replaced the 
axe head with that of Ungrim lroofist as It 
bore a dragon motif. ThJs I positioned in 
the existing hand holes on the model and 
filled in any gaps with Green Sruff. 

I added extra details to flntsh the model 
off - a cloak from a Mordhc im Skaveo 
sprue and King Kazador's Thunderhorn 
(cutting off the arm first) . The Book of 
Grudges at the model 's waist is &om King 
Alrik. The s hield with the Barak Van ruoc 
I added last. 

.£4.00 Dw:uf lord axe 9947020S0780l .£2.(kJ 

.£0.60 KIng K2z0.do~ hom 9947020100SO'l ",UIO 
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the Slighlesl due, however tenuous, 10 
the drake's whereabouls, a paragon of 
palience lainled by baccly-coJ1lained 
wr:nh. He searched along the Vampire 
Coast, past the CiladeJ of Dusk 10 the 
Bolling Sea. He dared the Churning Gulf 
and the Bitter Sea, finally coming to the 
Sea of Dread where MauldekorT turned 
In a bay o ff the Dragon Is les. 

The clan name Grundadrakk means 
'hammer of the dragons' and Byrmoth 
earncd the right to it thaI day. As the 
dragon wrapped itself around his ship 
and crushed it in ilS coils, Byrmoth leapt 
upon the beast. MauldekorT plucked 
Byrmoth up by his leg and hurled him 
into the air, opening its fanged mouth to 
swallow him whole. The Kings ' rage 
engulfed him and, roaring his battle<ry, 
he plunged willingly into the gaping 
maw and set to CUlling the beast apan 
fro m Inside. MauldekOrT thrashed in 
pain and dived below the surface, 
writhing and twisting but could not 
dis lodge the vengeful Dwarf. Had 
Byrrno th been plunged into the 
Dragon's gut he would have been killed 
for su re by its venomous bile but he 
held fast in the crearures throat. Blow by 
blow Byrmoth hacked his way out, 
severing th igh-thick aneries and hewing 
steel scale skin as he went. The crew of 
ByrTnolh's vessel walched the sea froth 
crimson and boil with the dragon's 
death throes, fearful for their liege, their 
dismay turned to joy as Byrrnoth broke 
the surface, gasping for breath, his axe 
held h igh in triumph. 

Upon his return to Barak Varr 8yrmoth 
was acclaimed by the populace. Few had 
believed he would be able 10 fulfil his 
oath and it was a source of pride to onc 
and all that he was their King. 

His quest had changed him though. Not 
least because his leg wound never 
healed, forcing him to hobble fot the 
rest of his days. Byrrnoth felt closer to 
h is anccslOrs than ever before and for 
the first time he uuly mourned his lost 
kin. He also looked differently on his 
Hold than he had before and saw that 
Barak Varr was allowing traditions born 
in the Worlds Edge Mountains to be 
diluted by contact with outsiders. 
Byrmoth took action and immedialely 
revived the tradition of sending 
Beardlings to comple te their schooling 
in Karak Kadrin and elevated many of 
his Hammerers and longbeards into 
posit ions of greater lnnuence. Visi tors 
wonder if Barak Vare wiU continue to be 
so open to business with Byrmoth as 
King but such 15 the respect he has 
earned amongst his people that their 
suppon for his rule is absolute and 
wi thout qucslioir.' 



------- --- -------
THE VOYAGERS Of 
BARAK VARR 
lAbouring bard with a sboU(!i I" the 
darkness, stoking a massive boiler and 
bathing ill the beat. Life 011 board an 
Ironclad, eb? just like being at bome. 

'One-eye' Morgim - Sea Engrncc:r 
aboard the Legcud of Gri lllllU 

Barak Varr is home to a part o f the 
Engineers Guild known as the Sea 
Engineers. This organisation specialises 
in building the great ironclad ships fOT 

which Bank Varr is famous. There is 
some thing about such vast machines 
that fascinates me more mega.lomanical 
engineers and there is nowhere: else in 
the Dwarf realm where such cnglneering 
(eats are possib le or required. 

Dwarfs are not gem:raUy fond of the sea; 
it is , after all, a vcry different 
environmenl lo their mountain ho lds. 
Many regard it as being the domain of 
the Elves and as such no place for 
proper, right-lhinking Dwarfs. There is 
certainly no record of Dwarfs ~ng 10 

sea in veS5els powered by oar and sail as 
they have no namrnl talent as mariners. 

The creation of steam engines large 
enough to power Iron vessels changed 
all that however. By making iron noat 
and by directing their vessels without 
dependence on tide o r wind the Dwarfs 
feel they have conquered the sea and 
proven the dominance of eanh over 
waler. Moreover they have, to their own 
satisfaction, proven that anything the 
Elves can do, they can do bener. 

There are relat ively few Ironclad vessels 
in existence and those lhal there are can 
be divided into broad categories. The 
l)'picallronclad is the equivalent of 
other races' galleys and ships of the line 
in size. It is a broad category, however, 
:and every ship is a unique creadon that 
is test:ament to the skill o f the engineer 
th :at built it. Monitors are smaller than 
Ironclads and art: well-suited to 
pauolling rivers and in land lakes as well 
as oceans. They ClJTy less fu el than 
Ironclads so annOt steam so far without 
re fueUing. Monitors are rarely seen 
outside the Black Gulf and the Tllean 
Sea, whereas Ironclads can reach Lustria 
when fully provisioned. Dreadnoughts 
are even larger than Ironclads and each 
is a veri table floating fonress, complete 
with massive turreted cannon, far large r 
than anything seen on land. 

There have been very few engineers 
skilled enough to build a Dreadnought 
and the sheer COSt precludes them being 
built in numben. The greatest Kings of 
Barak Varr have marked their reigns by 

commissioning a Dreadnought :and each 
one Is a mechanical marvel unparJllded 
in the world. The credit for designing 
the first Dreadnought belongs to lhe 
legendary Engineer Hengist Cragbrow 
and every one buill since has owed 
someming to h is vision. Equally rare is 
me Nautilus. This is :a ship actually 
c:ap:able of travelling bene:ath the waves. 
The fmn Nautilus w:lS built by 
Cragbrow's one-time apprentice, 
Mungrun Steelhammer. Steelhammer 
was detennint:d to make a name for 
himself and, unable to match the scale 
of his Master's creations, bullt 
something completely diffe rent instead. 
O the r Nautiluses liave since been built 
but in many ways it was an invention 
mat was ahead of irs time then and is 
slill ahead of its time now. 

Steam-powered vessels opened lhe 
world 's OCC2ns to Dwarf trade and 
ensured that wherever you go in the Old 
World and beyond there is a good 
chance you will find Dwarfs, curious to 
hear news from the Worlds Edge 
Mountains and eager to tas te thick, 
Dwarfish ale again. 

Ironically the Dwarfs' ability to traverse 
me world 's oceans owes much to the 
Elves. No Dwarf would admit this , but 
without accurate chans il does nOI 
matter how powerful one 's ship is. 
Within Barak Varr the Dwarfs maintain 
the ir Book of Charts. Whilst it might 
originally have been a single lOme it is 

-

now more of a library. Many of the 
chan s therein have been bought fro m 
Tilean merchams qui te properly bUI the 
earliest maps, the ones that made 
seahring possible, are believed to have 
been looted from the Elves during the 
War of Vengeance. These chans have 
spared Dwarfs the irksome task of 
exploring; inslead they have always 
known where they are going. 

An example of this is the afore-
mentioned Mungrun Steelhammer. His 
last ill-fated voyage was made In concen 
wi th Estallan privateers. Mungrun 
accompanied one of their expeditions to ' " 
Lustria in his Nautilus. Togelher they 
hoped to explore and loot the fabled 
sunken city of Chupayout The Estallans 
had searched for me city for generations 
wi thOUI sucress, but found it wi th 
Mungrun's help. Clearly Mungrun had 
access to chans Ihat showed the course 
10 the ell)'. The tragedy of Steelhammer 's 
last voyage is that only onc of his crew 
ever rerumed to Barak Varr. 

30 years after the expedition dcpaned a 
Dwarf w:lS freed from the oars of an 
Araby galley, h is mind long gone. He was 
recognised by a kinsman as being one of 
Mung.n.m's marinen. AII·he would talk 
about was great, black eyes and webbed 
claws. Dwarfs will dare much for gold ' 
however, and despite mis salutary I~t'; 
is only a maHer of time before anotttlr~, ~ 
greal Dwarf mariner fOll$ WS i .... _;;:- .:;" 
Steelhammer 'S wake. . iV' 

,-

www.games-worksh0p".Co.ukJdwarfs 47 

' . 
. ~ 
" 



The Throng of Barak Varr 
Although the Dwarfs o f Barak Varr are no te d for their steam-powered ships they also 
maintain a standing army. Below are some ideas to theme your Dwarfs around Barak Varr. 

R 
ny enemy approaching Barak VaIT 
will fItS! be confronted by the 
annies of the Border Princes. 

These warlike lords arc fiercely 
protective of their domains and can be 
Cl:pcctcd 10 mount strong resistance. 
Even if they are overcome then there is 
no way lOla Barak 'hIT that can easily be 
assaulted as the approaches run through 
runnels well set with thick gates, 
cunning trnpS and solid defences. 
Approaching from seaward is even more 
hazardous, o nc must face both the 
Dwarf fleet and the most formidably 
gunned defe nces In the Old World . 

Because of this, Throng Bank Varr is 
rart:ly mustered 10 fight invaden, as 
there is, after all, Iiule for them to 
ddend mat is ncar at hand . Barak Varr's 
primary interests are the sea lanes, along 
which trade is conducted, and the 
nat ions that engage in trade. The army 
of Barak Van is therefore most likely to 
be seen well away from its own lands, 
protectIng the wider Interests of 
the Hold. 

Throng Barak Varr has fought in TiJea 
and EstaJia, bringing those merchants 
who dare to deal dishonestly to justice. 
The ir banners have flown in Araby when 
rogue Pashas have anemptt!d to fill their 
treasuries through piracy and in Khe mri 
where the Dwarfs reason the dead have 
no use fo r the gold that lies in tombs 
beneath the sands. When d istant 
OutPOStS like Skeggi in Lustria have been 
threa te ned the only help they can expeCt 
Is from Bar.tk \!arr, as a frie ndly pan In 
those waters is almost as valuable as 
gold (almoStl) . In all these cases the 
army Is transported by the fleet, a feat 
made easier as the Dwarfs that make up 
the Throng are in the main the same 
Dwarfs that crew the fleet. 

Lords and Heroes 
Barak Varr amlies contain aJlthe usual 
Lord and Hero choices avai lable to 
noml:..1 Dwarf armies. There are some 
differences in the freque ncy that they 
appear however. Dwarf slayers are 
normally drawn to the Troll Country, as 
few see the benefit of having to travel by 

Torstoll and his la(ls are debt collectors by trade and make a livtng pursuing 
merchants who renege on deals. They will a/so serve as mercenaries when 
circumstances demand. Torston 's clan was originally from Knrak Norll bllt was 
exiled following all il/cldent ill A/bel Loren. Allbaugh he will not speak of il, be 
balds a grl/dge as ollly a Dwarf call. 

Torston and 9 Sea Axes (the minimum unit that can be hired) Including a standard 
bearer and a musician cost 145 points. Addi tional Sea Axes can be added at a cost 
of 12 points per model. They are a Special choice in a Oog.s of War army and a 
Rare Choice in any o ther. The Sea Axes will never work for any type of Elf army. 

Torston 
Sea Axes 

i\t WS BS S 
3 4 3 3 
3 4 3 3 

T W , , 2 
2 

Equipment : Great weapon, hand weapon, th rowing axe. 

Armour: Ughr armour. 

Special Rules 

A LD 
2 9 
1 9 

Aneestral Grudge. Unlike the usual ancestral grudge, that held by the Sea Axes 
applies 10 all rypes of Elves as well, which means they will bate them. 

, 
Resolute. Dwarfs fight with grim determination and are slow to abandon their 
position. Dwarfs nee and pursue 206-1" instead of the no rmal 206". 

ReleotJess. A Dwarf o n the march is as implacable as the rurning of Ihe yean, and 
impossible to hall. Dwarf units may maJ'ch even if there are enemy within 8". 
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sea to find a Troll when there are so 
many close at handl 

Consequently, Daemonslayc:rs and 
Dragons layers are much rarer In the 
armies of Barak \!arr. The Hold has 
always been home to Ihat branch of the 
Guild of Engineers who specialise in 
building sea vessels, the Sea Engineers. 
Indeed, many o f the great clans of Barak 
Varr owe their prestige to an ironclad 
vessel, designed and bu ilt by an 
ances to r, w hich they continue to 
proudly o perate. Also the Hold makes 
tremendous use of cannons both at sea, 
and in its own defences, so Engineers 
are a common sight in ilS armies, eager 
10 test their creations in action. 

All Dwarf Holds have ancient Anvils of 
Doom, but that of Barak Varr is rarely 
taken 10 battle as it is kept in a great 
forge overlooking the harbour from 
where its runes can be used to repel 
invaders. 

Core Units 
The main Core unilS of Dwarfs, 
Warriors, Crossbowmen and 111underers 
are all present in Barak Varr armies. 
F~uent fighting from ships makes 
missile weapons very popular. Though 
the re is a slight preference for handguns 
over crossbows, crossbows are not only 
cheaper but more reliable in wet 
weather, making it unlikely thai 
crossbows will ever be completely 
supplanted o n ship. 

Barak Varr's locarion makes Rangers and 
Miners a rare sight in its armies, this is 
nO( to say they don't ever occur, jusl 
that any such regiments will normally be 
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passing through from e lsewhere for a 
particular reason , A regular sight in the 
livelier taverns of the Hold are the 
Skrntaz. a loose group of prospectors 
who eagerly foUow up any rumours of 
gold and silver in distant lands, often 
without consulting the mastCI1I of those 
lands; "If they wanted it, they would 
hav!;.': already dug it up themselvesH is 
used as the justification. The Skraraz will 
sometimes find themselves in the 
Throng of Barak Varr, nonnally when it 
is in their interest o r when they are 
given no choice. 

The sea gate symbol of Barak Varr is 
used on shields and banners but nm 
exclusively. Wlthin the Hold different 
clans trace their !locage to the great 
Ancestor Gods Grlmnir, 
Gruogni, VaJaya or to other, 
lesser, Ancestors and will 
use their symbols instead. 
AdditiOnaUy there are many 
Trades G uilds that member 
clans take great pride in 
being part of and di~play 
the symbols of accordingly. 

Because Barak Varr is a 
thrilling port there is a 
wider range of dyes and 
textiles available than anywhere else in 
the Dwarf realm. As a result there are no 
dominant colours in the Throng. Rare 
and exOtic fabrics like silk are far morc 
attainable and are excellent for 
demonstrating a warrior 's p restige. The 
Dwarfs of Barak Varr are rightly proud of 
their wealth and are loath for it to be 
out of their sight. Rich clothing and 
jewellery enables them to keep their 
hoard close to hand where they can 
enjoy it and provides them witll the 
resources to do their own trading when 
the opportunity permits. A common 
sight on Barak Varr Dwarfs are arm rings 
of sillier that can be used as currency 
virtually anywhere by the simple 
expedient of cutting chunks off one of 
tllem with an axe. 

Special Units 
JUSt as Daemon Slayers and Dragon 
Slayers are a rare sight in the Throng, so 
are units of Giant Slayers and Troll 
Slayers. Occasionally a band of such 
individuals may pass through while 
seelting a particular legendary monster 
to confront, but such sightings are 
uncommon and normally have a story 
attached to them. 

King Byrmoth, like all Dwarf Kings, 
maintains a guard of Hammerers. The 
commander of th is regiment is 
responsible for the sea gates and bears 
the ceremonial keys of the Hold. They 
are the eyes and the ears of the King and 

are entrusted to deal with any 
disturbances in his name. The 
appearance of a Hammerer will 
normally quieten down any Dwarfs in a 
dispute and they have many ways of 
calming unruly visitors. They are so tied 
to the security of Barak Varr that they 
only take pan in expedi tions led by the 
King himself. 

Wherever there are Dwarfs there are 
Longbeards and the Longbeards of 
Barak Varr are amongst the mOSt 
enthusiastic followers of the King, 
recognising in him the qualities of a true 
Dwar£ They are , if anything, more 
ostentatious than rhe rest of the Throng 
as visitors to the Hold are not always 

aware of the respect rightly owed to 
their beards but understand 

wealth. Barak Varr 
Longbeards often halle 
richly inlaid armour, 
helmets and weapons as a 
consequence. 

Unknown to many there 
are Undgrin coUles from 
Bar.1k Yarr to the holds in 
the Worlds Edge 
Mountains. These are vital 
to the Hold but are so long 

that they cannot easily be kept in the 
best condition. A former Sea Engineer 
by the name of Knut Krakkcrson 
operates a Steam-powered caravan that 
plie~ the tunnels and helps keep trade 
moving. Ultimately; however, it is the 
work of the lronbreakers [hat ensures 
that Barak Varr remains the Dwarfs' gatl': 
to the world . They diligently patrol the 
Undgrin and aggressively hunt down any 
Grobi, Skaven or other creatures that 
they catch sight of. The lronbreakers 
include many of Barak Varr's finest 
warriors and no major expedition would 
be complete wi thout a regiment of 
them. In many ways the presence of the 
Ironbreakers determines whether a 
Throng represents the King himself or is 
merely a private venture. 

When it comes to artillery, Barak Varr is 
exceptionally weU-supplied. In particular 
they fuvour canno ns and some of the 
largest pieces in the Old World can be 
found in their coastal batteries. The 
needs of the fleet mean there is no 
shortage of Dwarf gunners and there is a 
keen rivalry between different clans over 
who possesses the most aCCUrate 
cannon. Grungni 's Hammer is the best 
known. It is at least nine centuries old 
and is the pride of the Halfamason clan. 
It is said tllat one shot from this great 
gun sent a Dark Elf Ark to the bottom of 
rhe sea from a range of a mile and a half; 
a feat no one has bettered. StOne 
Throwers and Bolt Throwers are still 

evident but are regarded as being a little 
old-fashioned. Above all e lse, Dwarfs are 
practical and the ability of StOne 
Throwers to drop their iron-bound 
rocks through the decks of enemy 
vessels is greatly appreciated, as is the 
way that Bolt Throwers can bring down 
high-flying creatures with greater 
accurncy than cannon. 

Rare Units 
When fighting foes equipped with 
wooden vessels, Flame Cannon are 
extremely useful and any engineer who 
has built one is always welcome in Barak 
Varr. By comparison Organ Guns lack 
the power to penetrate the hulls of 
enemy ships and are a little rarer. Whilst 
Barak Varr has many possible uses for 
GyrocOpters there are no engineers 
currently resident who have mastered 
the technique of building them. In all 
probability this is because Barak Varr is 
best known for engineers who want co 
make huge engincs to power the largest 
ironclad vessels, not t1lOSt: who are 
interested in small , lightweight engines. 
That said, there are Gyrocopters, but 
these are easily lost in any mishap over 
water and are thus a rare resource. 

One area in which Barak Varr differs 
significandy from other Dwarf holds is in 
its use of Dogs of War. It is a major port 
and sellswords regularly pass through. 
Long Drong and his Slayer pirates are 
frequent viSitors 10 stock up on rum and 
powder whilst Vespero's Vendeua 
sometimes accompany Tilcan merchants 
as bodyguards. As many of the conflicts 
that Barak Varr gels embroiled in are 
related to trade it has become 
acceptable for the richer merchant clans 
to finance their own armies. As evidence 
of this , the Throng that stormed the lair 
of the Estalian pirate, Alphonso 
Garracha, included _more mercenaries 
than Dwarfs, including the renowned 
Daddallo and his Birdmen of Cat.ra7.Za. 

It is not unheard for there to be Dwarf 
mercenaries in the service of foreign 
princes. Many of these mercenary bands 
come from Barak Varr itself, the beSt 
known of them being the Company of 
Torston Treehaka. 

Pete Haitws 
Pete bas a pencbam 
Jor Dwarfs, and 
owns an army of 
over 8,500 points, 
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encompassing "''.l 
vlrtllally everything. ~ ""] • 
The last 1I~1t he . (~. 

I pamted was an , 
Anuil of Doom. 
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Each year thousands of hopeful hobbyists enter Golden Demon, Young Bloods and the Open, Games 
Workshop's premier painting competitions. 36 happy painters will leave with gold, silver or bronze trophies 
to add to their mantelpieces, but only one carries off the Slayer Sword, a uniquely forged blade that only the 
very best can hope to win. If you feel you are up to the challenge of claiming one of these prestigious 
awards, then here's how to go about it .•• 

SO GOLDEN DEMON 2005 

A new year, and a new venue for Games 
Day and Golden Demonl The world's 
best gaming event has moved to the 

National Exhibition Centre, a bigger venue that 
will enable even more hobby lun! 

Golden Demon itself has also undergorle 
some changes from last year, so please read 
the details below even il you are an 
experienced Golden Demon competitor (in 
fact, especially if you are an experienced 
competitorl). In all cases, the judges will be 
looking for models that are, above all , well 
painted and well presented. In addition. we 
will pay attention to how well the model or 
models fit In with the published concept of 
our game backgrounds. That isn't to say that 
we won't reward innovation and creativity. but 
this must be demonstrated within the 
atmosphere and spirit 01 the worlds we 
present in our games. 

Remember tnat all entries must be Citadel 
miniatures or Forge World models. 
Conversions are welcome! Warhammer 
40,000 categories Include Necromunda, Epic 
40,000 and Battlefleet Gothic. Warhammer 
includes Mordheim, Warhammer Ouesl, 
Warmaster and Blood Bowl. 

CATEGORIES 
This year at Golden Demon there are ten 
main and two additional categories: the Open 
Category and Young Bloods. 

Please nole that there is no Large Model 
category this year. Inquisitor models should 
be entered into the Open category. 

THE LORD OF THE RINGS MODELS 
The lord of the Rings Models may be entered 
into the The lord 01 the Rings Single 
Miniature, the Duel, Diorama and Open 
categories. Ptease nole that you may not mix 
models or model components from our The 
lord of the Rings ranges with models from 
our other ranges in any of the categories. You 
must use models or components from the 
Games Workshop The lord of the Rings 
range only, you may not Include models or 
components from our Warhammer or 
Warnammer 40,000 ranges. Similarly}'{lu 
may not mix The lord of the Rings models 
or components into any category entries 
based on the Warhammer or Warhammer 
40,000 backgrounds. 

Entries which mix models or model 
components in this way will be disqualified. 



BASES 
Bases have proved contentious before in the 
competition, so last year we chose to use the 
phrase ~appropriate sized gaming basew In 
several descriptions. This still stands. 
However, the intention here is to allow a little 
flexibility to entrants whilst keeping to the 
spirit of the competition. So, if YOll wanllo 
mounl your Imperial Guard Commander on a 
40mm base because it "looks nicer", you can 
still enter it in the Warhammer 40,000 Single 
Model category. Similarly, if you decide to 
base your fantasy model on a round base 
instead of a square one you will nol be 
penalised by Ihe judges. 

Please nole tile judges reserve the right to 
move mollels Ihal are no! on appropriate 
bases Into a cate!lory they deem more 
filling. If in doubt, use the base provided 
wilh Ih e model . 

SCEN IC DISPLAY BASES 
Many people like to mount lhair models upon 
large scenic display bases or plinths. This Is 
permitted provided the individual model can 
be removed and stand upon an appropriate 
sized gaming base. If the scenic base Is 
integral to the model your entry wH1 only be 
eligible for the Diorama category. Although 
display bases can add to the impact of a unit, 
our judges do not lake such bases into 
consideration when making their decisions. 

Models on display bases are usually 
removed from the base when being judged. 

ARTEFACTS 
Golden Demon is all about painting Citadel 
miniatures. As decided last year, we no longer 
permit the inclusion of artefacts based on our 
games in the competition. 

JUDGES' DECISIONS 
Th E! Judges' decisions are linal. All our 
judges are experienced employees and 
know naclly what they are looking lor. The 
Judges reserve the right to move models 
into a diNerent calegory II it Is enlered 
inappropriately or disquality a model II they 
feel it breaches the rules ollha Golden 
Demon competilion. Games Wor1tshop will 
not enler Inlo discussion aboulthe 
Judges' decisions. 

COMPETITORS' GUIDELINES 
The rules for Golden Demon are simple and easy to follow. 
YOII can onty enter once In each category, 
.nd all entries to Golden Demon, Young 
Bioods .nd the Opan competition must be 
painted Citadel minIatures, or Forge World 
modets. 

We welcome conversions based upon our 
Warhammer I nd Wamammer 40,000 game 
wortds In ali categorIes, but these shouid 
be consistent wIth the elmosphere of the 
game worlds and ' pirit 01 the miniatures 
ranges Ihat we produce. Atlhls lime, due to 
the nature 01 our license. we cannot accept 
scratch·bum models based upon The Lord 
of lhe Rings Intellectual property. 
Conversions made entirely from our The 
l ord 01 the Rings range are acceptabie. 

Overall , the judges will be iooking lor well· 
painted modeis that adhere to the Imagery 
and ethos of the worlds represented In our 
Ilcllonal wortds 01 Warhammer and 
Warhammer 40,000. All single miniatUres 
must be mounted on the appropriate gaming 
bases. Read the ca tegory descrlpllons 
carefully. II is your responsibility to enter a 
miniature In the correct category. When 
models are being booked In, ills 
imposslbie for us to check that every single 
entry has been enlered correclly. Whilst 
JudgIng, we may spot such anomalies but 
we simply won'! have time to correct lhese 
and models will be marhd down or 
exciuded accordingly as we l8e III. We 
reserve the right 10 tlluse entry. 

All entries must be pSf50nally handed In 
and registered at the Nalional EJhlblllon 
Centre, Birmingham. on 25/D9/05. AU 
entries must be collected trom the show 
stands al specilied limn bV the enlranl in 
perton. These limes will be published In 
the Games Day Programme and will be 
.nnounced over the PA IJStem on the day. 

All compeltlofl will be lully responsible lor 
the transport ottheir own enides to and 
Irom the competition, and lor storing their 
own transport and pacliing maleriais on the 
day. Please don't ask 1/1 to looil: ahar 
carrying cases and glanl canlboanl boxel. 
We simply will not have the room behind 
Ittest.nds to store thase nor the siaff to 
look aHer them. We will ali be busy looiling 
atter the enlrln themselves (rather more 
precious, you'll .greel). 

Once entries are booked in we wilt, 01 
course, undertake to look after them as 
carelully as we can. However, we can 
accept no responslbiUty lor ioss or damage 
to Individual entrIes. Modets are entered at 
the competitor's own risk. 

Entry to any 01 the compelitlons gives 
Games Workshop Ihe righllo photograph 
and publish details 01 models entered as we 
see m. Finally, remember thai the point 01 
the painting tournaments is 10 showcase the 
ellorts 01 .11 those who paint miniatUres In 
our hobby and to have some lun. You may 
not agree with the final outcome, but ptease 
bear In mind that the judges' decisions are 
111\11 and we will not enter into any 
correspolldence regarding them . , 

CAnGORY I 
Warhammer 40,000 Single MiniatUre 

CATEGORY 2 
Warhammer 40,000 Squad 

CATEGORY 3 
Warhammer 40,000 Vehicle 

CATEGORY 4 
Warhammer 40,000 Monster 

CAnGORY5 
Warhammer Single Miniature 
CATEGORY 6 
Warhammer Regiment 

CATEGORY 7 
Warhammer Monster 

CATEGORY 8 
0.,11 
CATEGORY 9 
Diorama 

CATEGORY TO 
The lord of the Rings 
Single Miniature 

YOUNG BLOODS 
Mod'is by palnl,rs 
aged 14 and under. 

OPEN COMPETITION 
let your Imagination 
run wlldl 

""" ...... , ."o,k~];p:,o." '".ol,d'"d.mo" 5 I 



CATEGORY I: WARHAMMER 
40,000 SINGLE MINIATURE 
Any single human sized Warhammer 
40,000 miniature mounted on an 
appropriately sized gaming base. This 
category includes Terminators but other 
models supplied with 40mm and larger 
bases should be entered in the 
Wartlammer 40,000 monster category. 
Models on larger bases should be 
entered into another category. Note that 
bike-mounted character models must 
be entered in the Vehicle category. 

BranzI: B.ittJe Slsrer by Wetm'f Klocke 

CATEGORY 2: WARHAMMER 40,000 SQUAD 
This category is lor Warhammer 40,000 squads or squadrons 01 live or more models. This is 
also the category lor Epic 40,000 detachments and includes gangs and mobs from Necromunda. 
All squads must be 'legal' in game terms, Judges will be looking lor units that best exemplify the 
qualities and character of the army they represent. 

This category DOES include squadrons of bike-mounted models provided they are organised 
into a unit of five or more models, larger vehicle models should be entered into Category 3, All 
models should be mounted on an appropriately sized gaming base. 

CATEGORY 3: WARHAMMER 40,000 VEHICLE 
This category is ope" to single Warhammer 40,000 
vehicles, DreadrlOullhts and walker models. This 

CATEGORY 4: WARHAMMER 
40,000 MONSTER 
This category is for any single large 
Warhammer 40,000 model mounted on an 
appropriately sized gaming base, This covers 
models like the Avatar, Ogryns, large 
Tyranids, Ork Warbosses, etc. 

category includes single bike-mounted 
characters if this is appropriate to Ihe 
army in question (eg, a Space 
Marine Captain on a bike). 
Battlefleet Gothic 
spaceships can be 
entered into this 
category as well. 
Ahhough most of these 
models tend not to be 
supplied with a base, It is 
Quite acceptable for you 
to mount the vehicle on 
a modest base (no 
more than 20mm 
larger than the vehicle 
itsell). Forge World's 
Imperial Armour 
models may be entered 
in this category, 

Gold: G~ KnlQhls DrNdnOOQhI 
by Fermndo Carbonell 
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CATEGORY 5, WARHAMMER 
SINGLE MINIATURE 
This is open to any single fantasy miniature 
(Warhammer, Mordheim and Blood Bowl). 
This includes single models on horses, boars 
or wolves, but not those mounted on large 
monsters. All models must be presented on 
an appropriate ly sized gaming base. Generally 
these will be 20mm or 25mm square bases 
lor loot ligures and 25 x SOmm cavalry bases 
lor mounted models, although appropriately 
sized circular bases may be used il preferred. 

SII~ef: 8re/Gnnian Mercellilry 
byJGeHitt 

CATEGORY 7, 
WARHAMMER 
MONSTER 
This category is open to all 
Warhammer monsters on 
40mm and 50mm square 
bases and the really large 
monster models that are not 
normally supplied with 
a base or are 
simply too big 
for onel This 
covers Dragons, 
chariots, war 
machines and all 
large ridden monsters 
(eg, an Ore Warlord 
on War Wyvern). 
Models should be 
mounted on an 
appropriately 
sized gaming 
base. Models on 
large scenic bases 
should be erllered 
in the Diorama 
category instead. 

Sliver: 8rtloonian Lord 
by R/ch.!rrt Hendtrson 

CATEGORY 8, DUEL 

CATEGORY 6, WARHAMMER 
REGIMENT 
This Is lor Warhammer regiments, 
Mordheirn warbands, Warmaster 
brigades and Blood Bowl teams. The 
entry must consist of a minimum of five 
models mounted on their standard 
gaming bases. Regiments must be legal 
units in game terms. The Judges win be 
looking for units thai best exempllly the 
qualities and character 01 the army they 
represent. In particular, we will be 
looking at leaders, Standard Bearers and 
Musicians of Warhammer regiments. 

This category comprises of two single models mounted on a single 
40mm or 50mm Siotta base. The judges will be looking for a 
dynamic pairing 01 two well~matched opponents in some kind of 
combat or olher dramatic situation. Models may be from the 
Warhammer, Warharnmer 40,000 or The Lord of the Rings ranges. 

S/lv,,; Salamand~r vs Hormauaunt by Adrian 8ay 
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CATEGORY 9, DIORAMA 
Entries lor this category consist of a 
diorama based on the worlds 01 
Warhammer, Warhammer 
40,000 or The lord of the 
Rings. The display must not 
be larger than 30 x 3Dcm 
and the maximum permitted 
height is 3Ocm. Tho 
diorama should be 
appropriate to the 
background of Warhammer, 
Warhammer 40,000 or The 
Lord of the Rings, but 
otherwise there are no 
restrictions on the battle scene's 
theme or content 

Brorue: R~, Trolls 1'$ Empirs 5<J/rJidrs 
by .I.f.vfo KkOUMOUS 

CATEGORY 10, THE LORD OF THE 
RINGS SINGLE MINIATURE 
This is open to any single miniature from 
lhe Lord of the RiflgS range of models. All 
models must be presented on their 
standard gaming base. 

Sll~er. Wlrriof 01 thllM lJedd 
by Joseph Tomaszewski 

THE OPEN COMPETITION 2005 

THE YOUNG BLOODS 
COMPETITION 200S 
The Young Bloods painting 
competition is open to any 
competitors aged 14 years or 
under. Your entry should consist of 
any single Citadel miniature, either 
Warhammer, Warhammer 40,000, Mordhelm, 
Necromunda, Blood Bowl or The lord of the 
Rings, mounted on an appropriately sized 
gaming base. 

Models must be sing le foot figures - no 
mounted models or group. The judges will be 
looking for well-painted and well-presented 
models. Paint schemes should demonstrate 
originality, imagination and consistency with 
the spirit of the game worlds. 

Sll~r. Prague MariM 
by Josef Go/herskjould 

As always, the Open competition is your opportunity to let your Imagination run riot. 
Anything goes! Your entry could be a Single model, a sweeping diorama or whatever takes 
your fancy. Please note that we will not accept arlefacts into this category. Golden Demon 
is a miniature painting competition and we would like your entries to rellect that. 

Entries should be no larger Ihan 60cm by 60cm. 

We are looking for well-painted and brilliantly executed models that really capture the 
essence of our fictional worlds, but also the spirit of what fantasy and science fiction 
modellfng can be at its best. 

This is one of the hardest competitions to win, nolleast because we encourage Games 
Workshop employees to enter. Our staff are nol permitted to enter any ottler categories, so 
this is their one chance for glory In the Go~en Demon competition. 
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/LEADING 
So, you feel the omnipresent call of the Hive Mind, and are compelled to 
serve the Great Devourer? Playing Tyranids is a very rewarding experience, 
but it is very differe nt from the armies of the Imperium and their common 
enemies, Marshall Jansen reveals some key strategies. , 

~
he average Warhammer 40,000 army, regardless of race, is based on similar choices: 
hard characters, heavy weapons learns, assault specialists, transport vehicles, tanks, and 
a basic trooper that defines the army. While the details differ, r3cas in the Imperium have 

arguably similar structures. Tyranids, on the other hand, are an alien force. They have no 
vehicles, they don't follow the basic rules for leadership, even their weapons have different 
effects, depending on the stat-l ine 01 the creature bearing It. 

With the wide variety 01 broods and swarm themes available, you need to have a general idea of 
how Tyranlds wQrk on the table belore you can begin playing them well. While it's certainly 
possible to lield a bunch 01 close combat gribblies and hurl them headlong ~ross the ta~le into 
the enemy, a more su~tle understanding of the lorce will improve your performance dramatically. 

To get the most out of the Tyranlds you need to keep in mind some core concepts: general 
theory, strategy, swarm archetypes, and banlefield tactics, all of which playa critical part in 
fielding a truty sucgessful swarm. ~ 

GENOTYPING THE SWARM: TYRANID THEORY AND STRATEGY 
There are tour basic concepts I follow when 
beginning to build a Tyrantd swarm. These 
are: "numbers, focus, cloning, and syna pse . 
These should 'aU be balanced with each 
other when you build your own swan!' , or 
you 'll l ind that your lorce may\f~lIto have 
t ~e survivablllty and effectiveness you need 
In order to win. . 

Quantity OVfr quality is a concept that goes 
hand in hand,with having large numbers of 
troops. This is where all of those biomorphs 
and bio-weapons can begin to hurt you. An 
extra pOint here and there across an entire 
swarm and suddenly you've spent 150-2OD 
points on upgrades, which could have bought 
an extra brood or two! ' 

When you think about purchasing a biomorph 
for one of your broods, analyse exactly what 
it is that yOll.are giving up. Consider the 

Numbers: Quantity over quality . 
Tyranids are spoilt for choice in the types 01 
broods·th'!y can take, as well as the options 

_ .available to each brood. ~ore than any other 
army In the Warhammer 40,000 universe, 
Tyranids 'can be adapted and manipulated to 
your heart's content. This mutability Is a two· 
edged sword lor the budding Tyran;d general. 
Certain upgrades can give you a big 
advantage in certain banles, but the points 
spent on them add up, which can cause the 
size of your swarm to shrink. 

basic GeneSlealer: lor 192 points, you can . 
lield 12 01 them with a 5+ Save. However, you · .... -., " 
may see that Extended Carapace upgrade and" , 
think ~ I'd get a save against bolters! That has<~~ 

Tyranids have strength In numbers, both in 
numbers 01 models on the board, and 
number 01 lorce slots taken (it is possible to 
fill all six troop slots for a meagre 240 
paints), Wi th lots 01 bodies, you gain many 
advantages over a less numerous foe. You 
clog fire lanes, making it difficullto shoot. 
You have a large number 01 scoring broods, 
making it easier to claim objeotives. The more 
broods you have, the more chances your 
opponent has of making a mistake and 
shooting the wrong one. Most importantlY, 
seeing a large number 01 models on the 
board has a great psychological Impact on 
your opponent - if they look across the table 
and think "there's no way I can kill all of 
that! ", you are already on the path to Victory. 

to be worth iI! And scything talons are only 4 
points - that's an extra attack! ~ But now, your 
Genestealers are 24 points each - for the I. 

same 192 pOiQts, you can·now only get 8. . .. ·.1 
Genestealers. Wh)le YOU'Vf lIot a savil agalnl , 
bolters, you've cost yourse)1 4.models, f. ~..;-' 
making the brood easier to drop below half ' : . ." 
strength. While your Genestealers will be 
much more survivable against the Ixlilers of 
the Marines" thelr plasma guns, heavy 
bolters, and other weapons ignore that 
expensive upgrade. Buying biomorphs across 
the board for your broods can. easily cut the 
size of your swarm by a third! A good rule of 
thumb is to get your numbers up first"and 
only then should you begin adding upgrades. 

In .addition to models, Tyranids should also 
try to maximise the number of Force 
Organisation slots used. With more broods, ,-
you have more tactical flexibil ity, and by 
taking more choices than your opponent, you' , I 
have better deployment options. ~ 

-.- { , 



A Hive Tyrani is a perfect example, SII're, you 
can purchase all 01 the toys: enhanced 
senses, adrenal glands, toxin sacs, Implant 
attack, bio-plasma. a venom tilnnon, scything 
talons, and mor,e.JM y.ou end up w~h,a.250-
300 polQ! model t»~t will be wasting som8';01 
its potential every turn, II you'S'pend 60 
pOints .on ~aking.YOUr Tyrant a' iong-ranged 
death·dealer, ypu' dop't want ~im stuck.in 
close combat. Conversely, WYQu ~uy w(nys 
and close combat blomorphs; your Ballistic 
Skill and ranged weapon'symbiote do yeu IlQ 

gOQd once you are stuck in. f. :' 

comb,at ,with power-armoured fO.~;i~ B,ecau~ -""!.-" 
rending claws don't rely on W~n.s1Y1I or ,:. 
Strength to do their damag~ , you get a' n1ce ' 

. aual-r6!11 unit, wifhout having to pay for 
exp~nsive close cqmbat upgrades. 

" 

Cloning Broods: 
Too much is just enough. ~: • 'I('" • 

Tyranids thrive on consistenCy,,\ind the best \ 
way to make sure yollr swarm·performs ' 
consistently Is to have several of'certain 
types of brood'built lnlo your swarm design. 

• Consider the following options: One swarm , 
tak~s two broods of 32 Hormagaunts each, 
while another swarm lakes six broods of 10 
Hormagaunts each. Both armies fulfill the 
Troops requirement. However, the first choice 
only has two scoring broods, which limits the 
number of Victory Points they can claim, 
Also, with only two targets to shoot at, the , 
opponent can rest assured that all his shots 
will count. The second option provides six 
scoring broods, maximising victory point . 
potential. The smaller brood sizes enable you 
to make better use of cover, Six broods giVfl 
you more Reet of Claw/oifficull Terrain rolls, 
allowing you to get at' leas'! sQme·ol your 
force acro'ss the board quickly. !ljot olJly that, -. 
but you can charge ~o '01 thes~ squads " , 

Carnilexes and Tyrants should pick'one.thi!lg 
to be good at. and spend their points ' 
jui:!iciously to lit that role. Two 300-point 

When you decide lo'iake a specialised brood, . 
consider why you are making that ~hoice, an~r.· 

If II wouldn" be better to take multiples. {. "" . 
..:.. ~ -. 

Consider HormagauntHnd Raveners; ).you .• 
take these broods, it i~ generally because y,ou ' ...... '" 

. , • ,; walll a Turn 1 or Turn 2 assault, to harass Ih.e . 
If . they . look 'across the table and' t,b-i'ok o~ponen' apd tie up lines ;(file with ,n .eali, ' . 
":~h .. ere·s .'no way I can k,'ll all of ,.t" atl.... co," combat· a, 'a~in, 0" b'9§d. iou ,es" OJ . ., n your hopes on ORe Fleet 01 Claw roll. A. _ • ,~ ,' "'_ 

';, ' b l "d th th t t det~"!1jnedopponenl~'n e~sjl)'wjpeO!lta -.... /.~: .' \, .Y : ~, arc a r~a J on , C p~ o · v.te gry.:, brood, in one turn of shooting, H'owetter. by "l::' -,;:1 
'/ _ ' ' . - ' .~ lakmg,two, three, or more broods, yoli'rarc~ . 

,against·.the same ra fget to get the same " monstrOl!S creatures look scary 011 the table, " your apPollent to split their fIre or Igllore ';'. ": ' 
, amount of punch as a larger brood. ' b'ut ate less effective than foOr 1S0·point r c:e~in pro'o&'s .. You give yourself multiple 

, " ' I ' . .mollsters wfR defined roles}lId obJectlve~ cha~ces for a high Aeel of Claw roll. You 
FO:9's: Single.minded killing machines . open up your d.epIOY!l1elll options $o·th,al at 
Focu's is a simple concept: almost no brood least one of these broods Is directly across 
in your swarm should try to maximist! its ' Ihe board from your chosen larget J." 
ability in both assault and shooting. While it 
Is Quite easy to make many of your broods 
able to dish II out in,both close-combat and 
jat long range, you should avoid this at all 

• ," Ctlsts.~ by doing so you will tend to waste 
points that could be far better spent I rending clavis 
elsewhere In the swarm. , - -:- -threat,"~ho\Jld they 

.. ' '1 
'. 

. Thinking about taking a Zoar\thrope wilh warp 
blast as your anti-tank weapon'TOne' can . 
easily 'fail a PSYChiC test, or miss. With two or 
three. you increase the chances of.6ne 01 
them succeeding in your goal of destroying 
the tank belo're it ruos over your broods, 

, ' .' . .... - .;;: 
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The Horde 

.1 The .horde Is the 'classic' Tyranid swarm. The 
, t majo.rity of the swarm is made of Termagants 
i and Flormagaunts. A Genestealer brood or 
~ maybe a Ripper Swarm round out your 

-

.......![oods. A Hive Tyrant and some Warriors 
provide synapse, and a Carnifex might stalk 
around the backfield. 

When making a ~orde. iI's important to 
realise that your strength is in numbers. You 
want to be alleasl double the size of your 
opponent's army. and Ideally outnumber him 
three to one. The key to playing a horde 
swarm Is to realise you're going to take a lot 
01 casualties, and therefore YOli want to keep 
the model cost low. If your opponent has 30 
models and you have 100, you may lose 40 
on the way in, but when you get to him, yOli 
still outnumber him two to onel With that 
kind of numerical advantage, you should be 
able to hold him up long enough for fhe 
assault specialists to get in and do enough 
damage to win. 

58 LEADING THE SWARM 

• 

. . . 
TYPES OF TYRANID ARMIES 

Fast Assault 
This swarm should charge in as quickly as 
possible, allowing your opponent few shots. 
A winged Hive Tyrant for HQ, leaping 
Warriors in Elites, Hormagaunts for Troops, 
and Raveners, winged WarriOrs, or even 
Gargoyles in Fast Attack. II you have points 
left for Heavy Support, buy some anti-vehicle 
ranged units In the form of Zoanthropes or 
heavy weapon-toting Carnifexes. 

When building this swarm, make sure you 
have enough bodies (usually Hormagaunts) 
to support an all-assault swarm, and have . 
enough synapse to keep them in line. Four to 
six moderate broods of Hormagaunts along 
with a winged Tyrant and two small broods of 
leaping or winged Tyranid Warriors should be 
the core of your army. From there, you can 
add more aspects depending on pOints. 

Have your broods support each other. Don't 
try to take out fast moving vehicles in close 
combat, unless they are the only things you 
can reach. 

l 

Elite Slealer/Warrior Swarms 
In contrast to the horde, you can also field an 
'elite' Tyranld swarm. Rather than relying on 
hordes of Gaunts, your core is broods of 
Genestealers and Warriors. The goal of this 
force is 10 put broods on the table that are 
able to operate independently. Throw synapse 
oulthe window, none of your broods rely on 
il~ After you've got the core of your force, you 
can add carnifexes, and for an interesting 
change of pace, consider leaping or winged 
Ripper $warms. They can give you much 
needed speed for a relatively small number of 
points, and you don'l need synapse creatures 
to babysillhem. 

One thing 10 realise with this swarm is Ihat 
every casualty means a significant loss of 
combat effectiveness. You'll want to .gel 
across Ihe board as quickly as possibie, 
because your oPPollent's shots count when 
your cheapest model is 16 points. You may 
want 10 consider using a refused flank set up 
with your swarm, 'rather than spreading out. 
If you can deploy your entire swarm in a 
small area, it will make it easier to still have 
an effective force after being shot up. 

The caveat to tllis is that a refused flank tactic 
will allow your opponent to deploy the Dody 
01 his troops farther away· if you aren't 
careful. As with any ellle ·army, deployment 
can often be the difference between victory. 
and defeat. 

Even though elite swarms can ·see some 
success, Tyrariids are not as suited to this 
type of role as .other armies are. Many 
armies are n)uc.h better at fielding elite 
compositions. However, this is a nice change 
of pace, and does speed the game up . ,~,fj. 
considerably. . • ' 

, 
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Siompy D~ath ' ~ 
The 'Big Beast' swarm is 'new -to the latest 
codex. With the ability to take up to eight 
Tyranid MOllstrous Creatures. you can now 

• take'Tyrallid swarms fOil ot giant monsters, 
W~ile this seems like a great opportunity to 
take .unkillable beasts with alilhe 10y5, you 
should restrain yourself and make them as 
cheap as possible. 

This army gives up many of the Tyranld 
strengths. By using Elites and Heavy Support 
to take six Carnifexes. there is almost no 
synapse on the board. With eight TMCs likely 
taking up at least 1,000 poilltS, you don't . 
Ilave much room lor numbers, especially 
since your cheap Gaunts rely, on lots 0'1 
synapse. ;A.lso, with such a smal!.fJumber of 
targets on' the board, your oPPo(lent ,*,on't 
Ilave any trouble dacidin'g what.~o go afta'r, 

". " 
• - I I 

This army tends to be 'very s}ow so you have 
10 be careful with your 'Troops and Fasl Attack 
choiCeS. Troops should really be Ripper 

' " . Swarms ~ j~u're Iowan points, or 
;.I. ' GenestealQrs'll you've go't points'to spare
• .' they\ar~n't 10? .t!ot~ered about ~ynap}e~ 

Shaaty Bugs 'From' Hell' . 
While not known for their ranged y;eaponry, 
Tyranids can.put an impressive amouQt of 
firepower on the board. Two cheap T9rants 
with venom cannons, broods 01 deathspitter· 
armed Warriors, Termagants with ileshborers 
and devourers, Biovores, Zoaqthropes, and a 
Garnilex with a b~bed strangler .call thrqw a 
large afl}~unt 01 .Iir& down the table, r. . ,. --... . .' 

While Tyr~nid firepower is stiQr1·ranged, it is 
quite p'owerful, Tyra~ids are not bad shpts if 
you buy the,rn the right upgrad~s, a~d most 
01 their guns have multiple shots,'or can re
roll misses or failed wound rolls (or a ,
cOf!1bination 01 these effects). Many Tyranid 
weapons have high Strength as we)1. The 
power 01 the fleshborer, for instance·, ·should 
notbemnored. A S4 gun that re·rolls-wounds 
in'the hands 01 a 6-polnt model easily takes . 
out light troops and even light ve~icles. 

• 
With just a few points spe'nt here:and there, 
the swarm call have a bit 01 punch ill close 
combat as well. I wouldn) recommend this 
type of army to a new player, liS Tyranld guns 
don't hav~ the range or stopping po.wer'of 
Eldar.of Marine weaponry. However, this is ~ . ".-, , ' -/ I. ' 

. In FastAttack, YOlrcan continue the monster 
theroe by'taking Raveners Or win~ 

, • fun variant to try out for? change of pace. 

!i. Warriors. PQssibly the most 'attractive choice' 
fo~is force Is Spore Clusters, as they allow 
yoLt 10 do damage to units that try to hide 
fro(Tl you, ~~ile being extremely cheap 
points· wise. 

While th"ls army seems powerflli. It has 
,problems with certain missions, especially 

. ,'" OmeO!l Javel mis.sioils with Escalation rules. 
. Though.lt's fun to play, this army is small ill 
' number and surrenders big chunks of Victory~ 
Points easily, So be careful! ' , " 

/I cannot be strtSSMJ 100 highly 
lhal/lle ktyjO SUCCI1S5 is slfenqtJt 

In numbers. 

-

~h'e~bUildirf9 a swarm you )J1lght want' to' s: 
clone brooes with the same.role, but that , 
dbesn't mean that if you neeg ,ihree fire 
support broods, it all has to 'be in the form 01 

Warriors with :;.:r,~~r:i~;5i:!!::~:i:':: cannon, It's perfectly 
Warrio·rs, a Carnifex with 
and·enllanced.sanses, andl "I'''''~ 
Zoanthropes with:Warp 
there's quite a bit 01. 
overlap 3va,lIable. If 
you ~e~(synapse 
and fife support, 
ZOllnthropes 
and Warriors 
are perfect. 

" " ';, .. 
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BATTLEFIELD STRATEGY 
PlayIng Tyranlds is a combiita,l1oll of 
theme, tomposllloll, deployment, and, 
target selection. PossiblV more than any 
other a~my, the Tyranld player. must 
bal,n~e these aspects when ~.I!.iJd!ng .,) 
and playinllthe swarm. Aftet-Wlulve 
decided the th~me 01 yo~r Tyranid aflny 
iI's lime to·.move on to swarm seteclloll. 

SYlARM"$ELECTION 
Armed with a theme for your army you 
now need to"determine,what cQP!ponefl\S 
the force needs. Below are thl' I 
commoll buildIng blocks :,(' ~. 
01 a Tyranid swam;!. 

Fast Synapse 
Winged Tyrants 
Winged Warrjors 

Synapse 
Tyrants 
Warriors 

Fast ASsault -
Winged Tyrants : 
[eapfnglWinged 
Warriors 
~aye'f)e,~_ }, : 

Shock Assault 
Warriors 
Tyrants 
Carnilexes 
Genestealers 
Broodlords 

Fire Support 
Zoanthropes 
Camilexes 

, " 

'Fast Ha'raisment 
Hormagaunts 
Willged/teapillg Rippers 
Gargoyles . 

Horde/Bulk 
'Termagants 
Rippers 
Spinegaunts 

Psychological 
lictors 
Spore Clusters 
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O-BEY THE IMPERATIVE OF THE HIVE MIND! 

® 
® 
<D 
CD 
® 
® 

Synapse: Keeping your 
broods under control 
In general, you need C{lough synapse on 

. the board to hold your swarm together. 
If you" are relatively new to playing 
Tyranids, you should do a 'test run ' 
when it comes to synapse. Design your _ 
swarm, then deploy it on your game .... 

' table. Does YQur synapse net cover'all 
your broods? Ideally, every brood of 
Gaunts 'on the lable will be covered by 
two different synapse nodes (see figure 
1), an'd every other model wilJ.be 
-covered by one .synapsMode. By doing 

. this, yo lligive your G.aunts Ihe cljlical 
protection'lheY,nee,d early on . .! an ,-

> e!l.!ire flank of your ~w.ifrm C~h coJlap~e J . 
if you rely on a slngl~:SYJlP<fSe c!jatiiw::" 
to bring them to the flQb!, and it )~ ( , ~ 

deslr9Yed ti~fore YO\l~~II~~i • ...:.; i ~ ~ 
Another i~su~that is c~mmonly'ITilSfEI 
wflenilealihg 'witl) ~r\apse is thafsortYI • 
of yoUl' fastest '\triIts I~nd to o,u'?trip,J: r, 
yo~r Synapse cteatur.~vwers in-a~ 
Hormagaunts Cfn"1lnd) t very;eas~ td 
assault but c~n a\so'en~ up out of , i 
synapsltreach~ch can.make-your 
early ass)ij~(talt (see figure 2), It Is 

\ better to hold the unit bac\(, afld attack 
with fewer mOdels than'te get ali of 
them Into assault only,fi) breaR 0U, ... • . , 

, 

• 
If you feel thai your-synapse Is' " f 

sOmewhat lacking, It. is be~tto m,odlfy , 
yoUr deploY/JIent to makStUp fo·r~thjlt 1!"" .. ~ 
'!act Place m.odels that 'doh't regu \rt~· ::'~ 
synaPJEI together o~ o~"e flank,~hile 1- ' " 

grouplng your warrlor~artd Tyrant I 'I 
,.. , ~ogether wlth;t0!Jr Gaums 9n Ihe:oth~lJ ? 'iii ' ..... 

This depl~Q:l~nLwllI allow Y9u to ~ ' ',:'1.. ' 
"blanket y~,Gaunts ~Itti synapSe,~Whllll . ". ', 
giving yp r opponent tWcrdlstinct :i" . 

'~ ......... ,. . 
threats 10 ,allWtth: ";;Io-(":.~. ~' ' 

~ - . ~ 
• . 'I ,~ 
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- . HEADING INTO BATTlE - -

Deployment 
Tyraflids almost always oUtnumber thllir foes, 
so having the right components of your army 
in the right spot can often spell victory or . 

-defeat. :rhis Is why It's so crl!icallo take as 
many choices as possible. The more you ~ 
have, the easier it is to to create beneficial 
match-ups across the board. Assume that 
you.have a varied Tyranid swarm, with two 
Hive Tyrants, two broods of Warriors, a 
brood of Geneslealers, three broods of 
Hormagaunls, two broods 01 Termagants, a 
brood 01 Gargoyles. a brood of Raveners, a 
Spore Cluster. a Carnifex, a Zoanthrope 
brood, and a 6iovore. 

Your Carnifex needs to be as cioSIl to the 
enemy as possible, while the BiOllore and 
Zoanlhrope are more flexible: As these are 
the first pieces to hit the ·table, ~ou SIl(lltld. 
probably dep'loy the Biovore fir~t, because it 
has the longest range. Then ~ept6y your 
Zoanthropes.(ilthey have sy/lapse, spread 
them out across your deployment zone). Now 
you h3ve gof two choic.es When deploylnQ 

#' . . your CamlfW You can ~ither place him 

, 
} ., 

'"' across from-a .juicy target, or deploy him 
centrally il th£!re isn't anything to gonfter . 
. Unfortl:!.llately yburopponent·can then refuse 
to deploy' anywhere near it. ·· 

II ~ 'are I~Cky, you'll be linlshind up pl~~ing 
yourtroops cllOices whe.n your opponent is 
completely .. dgne. If so, then you have a huge ' 
advantage, getting 10 cherry-pick the 
placement of your Warriors, Raveners, and 
Tyrants to maximise.their effectiveness. I 
,cannot stress hOw important it can be tQ have 

" tllis advantage over)lour opponent. 
• " . : . " I 

'ft,. nole on Infiltrate and D.eep Strike: 
Gargoyles, Raveners, and Broodlord-Ied 
GeneMealers get to ch'oose If they want to 

• 

' . '~f?: . ,. : . 
. I. ." .... 

deploy' via these methods iii some missions . . 
In many cases it is better to d~ploy normally 
with these' broods! . 

11 you Deep Strike, the best case'scenario has 
them appear on TUrn 2, shoot, and if they 
survive the next tum, assault on Tum 3. With 
bad rolls, they may not appear-u[11il ,Iat~ In the 
game, a~~ a pOO.r ~atter roll can JoS-e th-£! 1" 
entire brood. On the other hat:Kt..i1 they 
deploy ~i~ Ihe rrialn force, th~y gel to move 
normally from Turn'l, may get first tur~ 
shols, and will almost certalnly:have a Turn 2 
assault. In some cases II may be, lIefter 10 
hold the unit back, bul having them on the 
board from Ihe start will be better for you. 

. 1 .. 
On the olher hand, It's almost always a good 

, idea tOlnfiltrate with your Broodlord-Ied 
Genestealers. Should you drop a Broodlord . 
and a big brood 01 GenesteaJers 15' from the 
enemy, Ihey will do everything in their J)Qwer 
10 kill them by Turn 2. No one want'Slhal unit 
hitting their army without be~g weakened 
first. Sometimes, Ihis is ~ctly what you 
wanl- a sacrificial unil in cover to draw 
eflemy fire. ~', '. 

. · Ifl galjJe~ w~ere there arep't any good places 
tOI.!DUtraie, deploying normally might give t. 
you a chan.ce"\o hll the eflemx with your fasr 
assault units on Turn 2. This allows your. • 
Brooolord to stroll across th'e..board ' 
untouched, becoming a game,wlnning unit 
on Turn 4 .. lastly, belore dropping that 
expensive Oet!p Striking unit-in front of the 
enemy'! guns. make sure yoo C3II afford to 
I~se. the br~od b~::re they Tove-:- , 

Boord Control \ 
Now thai you've got your swarm 'on the lable, 
there's 9n~ 'finallssue: conlJ,d~ng.1tbe board. 
Forv.~ctbfy you will yo~ need Iq,€orilrol lite '/ 

' - . 
lanes, assault options, and otherfealures. A 
general tactic Is to send your laslbroods to 
imlJlediately assault the enemy, preventing 
them frC1ni shooting and hopefully.~utting. off .... 
lire lanes of other units behind th~m.: ~ .. . .,. 

.. 
"When plannir10 these assaults, jUdg~ the 
relative strengtlJ. of the'unilYOU're assaulting 
and'the brood you're assaulting with. You 
wanl lo apply just enough force to cripple the 
unit, so Ihal you cannot be stwt in the 
opponent's tum and ~n finish tperii off in the 
second round of combat. Ideal~J you'll hit . 
hard but nol Quite break ttle uml, an(!.then in 
their turn YOlfll wipe~ lIiem out and 
consolldale, ready 1.0 charge the next target. 

A brood that a~saulls and wipes oul an . .::.; u' 

enemy unit generally has hung itself out to .,.., " 
dry. The opposing force Will vaporise II f}r 
countercharge it. A brood t~a(gets locked in 
combat keeps itself sife, bl941ks fire lanes, ' 
and forces t/1e opponent hi'ltirow the unit ~. 
away, or .bring in more troops In)he 'ASsault · :\ .. 
pha'se 10 help Oul Either way, it's a w'inping "_ 
siluation for you. __ J :r .... ' . . '. ~' .. ' " it·· ... ., 
Another aspect of board control is to ullJise .. ~- ~.!, 

. "~I~ce'r' .f!1~V~m~nls as you advance. If you ......... -, 
bring a Camlfex and a Geneslealer brood in 
together, 'Ihe enemy' will 'slmply move away 
from' lhem. Instead, come at the target unit 
from Iwo sides, so lliat if they retreat, they 
have to move slraight back to fhe boarlledge. ," 
This prevents them from supporting me resl ~;,' 

. of their army, and makes breaking Ihem off " , 
the board a strong possibilitY. ' 

• 
Used properly, the Tyranids offer a.number of ~ 
strategies and can be very effective. By 
following some of thise tips you'll be able to 
get the bes,f ollt of the arm)' Now, go follow 
the ImperatiVes of the hive!, 
, ' 
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Many Tyranid enthusiasts will have no doubt read through the Kill-team 
sedion of the latest Wathammer 40,000 rulebook, lamenting the lack of 

... oppartunity ta have a heavily converted squad of alien despe radoes 
romping behind enemy lines fulfilling secret missions. Maybe mOTe intrepid 
gamers have cut their way through seve ral squads of Brutes using a brood 
of tooled-up Gaunts or stealthy Genestealers. But how can a taloned 
monstrosity close down a shie ld generator, or rescue a hostage? Surely 
Tyranids are just mindless killing machines, and don" make sense in a 
commando raid situation? Not so, dea r,reade r, not so. 

;ffl
ake no mistake, Tyranids are not 
individuals, but their Kill -teams are 
otten heavily bioengineered for 

specific purposes. This leads to the 
occasional appearance of a Tyranld broOd 
with unusual component parts. Alternatively, 
a Tyranld Kill-team could just be the last 
surviving aliens of a particularly bloody battle 
which the Tyranlds losl. 

This article gives you aU the rules and 
background you need for using Tyranld Kill
teams, for even the Hive Mind uses the knife 
inslead 01 the sledgehammer Irom time to 
time. Genestealer broOds, for instance, often 
operate behind enemy Jines lor months, 
covertly galheringlnformatlon on their prey 
and spreading the cancer of Tyranid 
infestation in preparation for the main 
Invasion. The lictor, another vanguard 
organism, Is specifically bioenglneered 10' 
excel at lone-wolf Inlonnation gathering and 
assassinatIon (admittedly, a Lictor will gather 
Information by pushing its feeder tendrils 
deep into the brains of its prey and sucking 
out the Juicy bits Instead of summoning data 
from a cogitator bank or kidnapping a Servo
skull), Gargoyles spread lear and conlusion 
ahead of tile main Tyranid swarms, herding 
Ihe prey-organisms Into the path of the 
oncoming swann. Thoagh ils Individual cells 
are otten little more intelligent than dogs, the 
Hive Mind itself is a vast and cunning 
sentience that can adapt and evolve its scions 
for almost any situatiOn up to and inCluding 
the vacuum of deep space. And that includes 
the occasional commando raid I 

.. 

MUTABLE GENUS VS MUTABLE LAW 
The Tyranlds are lhe most adaptable race In 
the entire galaxy, eVOlving at a fr ighlenlng 
rate. Even the basest Gaunt Is a versatile 
building block lor genelic adaptati on, and 
Tyranld Kill -teams make lull use ollhls 
genellc adaptability. 

• Tyranld Kill -learns can break'one 
'mutable law' Iree. of cllarge. This 
transgressIon does not award any 
bonuses to the antagonist. Further 
transgressions are treated as normal, 
For Instance, a Tyranid Kill-team could, 
consist of both Gaunts and 
Genestealers, and although it breaks the 
first mutable law (Kill-teams must be 
chosen from the same unit entry1n the 
relevant COdex). the Kill-team would not 
award a bonus Brute squad or bonus 
points 10 spend oltspeclalist kit. If that 
Kill-leam consisted of Gaunts, 
Genestealers and Hormagaunts, hence 
breaking the firsllaw twice over, they 
would count as breaking only one 
mutable law and hence award the Brule 
squad player one extra Brute squad and 
a bonus 10 points to spend on Boss 
Brutes and specialist kit. 

Designer's Notes: This rule is to allow 
Tyranid Kill-teams to have more variety and 
personality than your average faceless brood 
of alien clones, allowing Wid players to have 
fun with conversions and narrative ptay. After 
all. that is what Kill-team is all about - why 
should humanoids have all the fun? 

.. 
. .I 



MISSIONS AND STORYliNES 
Being bestial aliens, II doesn 't make much 
ssnse lor Tyranlds to try and sabotage a 
cenlral oblecllve or perform a thorough 
reconnoitre . As"a result, Tyranld KIII·leams 
should never play the Sabotage or 
Reconnoitre missions. On the other hand, 
the Tyranids have"lhelr own ungl/essable 
agendas b~s ides slaughlerlng everything in 

.' their path . Here are a few alternative 
mission suggeS1ions lor using Tyranlds In 
your games 01 KiII·leam. 

Steal th~ genes . 
The TYJanld Kill -learn must hit an enemy 

. position and drain iive samples 01 the 
.. enemy's genetic material into special 

reservoirs hidden In their exoskeletons. 

There is no central objective in Ihis mission. 
Nominate olle model in the Kill-learn. This 
model automatically has the Feeder Tendrils 
upgrade at no extra cost (il it does not have it 
already). E .... ery time the nominated model 
kills a Brute, roll a 06. If the roll is a 6, a 
genetic sample of sufficient quality has been 
procured. If the model with the genetic 
sample subsequently reaches a board edge, 
the Kill-team wins. If the nominated model 
dies, the Kill -team loses. 

Hunt the leader-beast 
The prey's defences are being held together 
by a cunning leader-beast that seems to 
secure .... ictory wherever it appears, never 
directly placing itself in harrll's way. A 
mycetic spore soon lands behind enemy 

~ . . 

-' 

1ine~, disgorging a Tyranid Kill-team with Ihe 
imperative to kill anything with a certain 
.pheremonal Signature - that of the enemy 
commander. 

There is no cefltral objective Ifl ).his mission. 
The objective of the mjsslofl is to IOU the 
eoemy's Boss Brute. Jf the Boss Brute is alive 
and all of the 'Tyranld Kill -team models have 
been removed as casualties, the Brute squad 
player wins. II the Kill-team kills Ihe Boss 
Brute by any means', the Kill-tea"m wins. 

\ -
Capture and dissect 
What fate is worse than being captur.ed alivjl 
by tile enemy? Why, being 'captured, ., 
subjected to a weird alien vivisection and 
finally broken dowfllnto your cO['!stituent 
parts to form more.ol the loe, of course! 

Tyranlds are flOt kflowfllor their subtlely, bul 
flonetheless they sometimes f\eed to capture 

live specimens to lake back to the hive fleets 
for dissection and gene-splicing processes 
Ihal are bener left unspeCified. There Is no 
central objective in this mission. The ~ 
objective of the mission is for the KlIHeam to\ 
capture a number of Brutes afld drag them 
back to their aliefl lairs for who knows what 
hideous fate. The Kill-team must take out 
06+1 Brute models with stranglewebs (see 
Specialist Kit, below) - roil before the game 
begins. Every time a Brute is 'captured' by a 

. strangleweb Jay it Ofl its side next to a Tyraflld 
Kill-team model. That model may not shoot 
when it has a model lying next to II -It Is 
carrying Ihe·body. Wbim a Tyranld carrylflg a 
cap tlJred B!Ote moves; the Brute model 
moves wilh,it. II it is engaged In combat, it 
may fight as normal- tfie captive is put to 
one side for the duration of the combat. If the 
Kill-team player manages to get the 
,predetermined number of Brutes off aflY 
board edge then he WiflS the game. 

"To lIunk of thtse crnlures as bCJsts I~ J gr.ve mishkc We hJve obsen'cd 
thcH v~nK~.lrd org~nlS(]lS herd prey like (mit into the path of the nUlII 

swnms. We !IJve seell them expend tides of lesser heasts so Ih~t IhClr enemies 
h~1Ie no ~mmunltl()n left when thclT ludcrs . 1I~(k. ~nd ,rmourcd colulllns 
ch~lIncllcd mlo IIUfOW defiles wherc but unc of Ihclr lSS~Ult hCJSh (~n ten 
through JII clllire IJnk comp~ny Only ycslerdlY wc rncI\'cd J plO-clpturc of 
sc\'er ~ 1 pl~toolls f~IlLIIIl blck LIIto the keep of (;nex lhslLon. only 10 be tripped 
lnd sllughlcfcd by t-urrnwmg org.1IL5ms th~1 hurst (rom the grouod These 
(re.lures III"e sho,,'o evidence of ~ Illll .. 1 . cumen ,h.1 spelks of ~ fH "'orSt 
Ihrel l Ih .l ll Ih~1 posed t-y .I mere hC1SI.-

Lc>:.mcchanic Ursis. Beb~ COHlnl 

, ' 
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. A WORD ON INSTINCTIVE BEHAVIOUR 
Tyranld vanguaru organisms are able !O oper~te olltslde tile Iron grip Of the Hive Mind 
Sp€cl11cally bred to operate under tneif ol'ln Ird·.all·/e and ma~e Illlorlled declslD~S rather 
than slavishty follOWing the ment;!1 Imperatives of llie Hive Mllld Tyranlu KIII·teams operate 
under a brood te l ftfJ~lIly able to exchange mlormalion With fJsyrhtC Illlpulsp.s as we ll as 
pheremonal messages As a resull. Itley do nol revert to IllstlJll:1 '."Ihen their lea(Jef·beast~ Me 
not at tianiJ to €~ercise o'rect CQi:trol 

Tyranld Brute squads do not lake tests lor Instonl:llve BehaViour ~s mey are Invaflably 
controlleli by a nea/by Hive Mind nmJe 

IYRANID KIU-TEAM SPECIALIST KIT 
Tyranld KlIHeams do not have 'kll ' In the 
same way as other races, and so may not 
benefit from the following Items 01 Kill
leam specialist kil: Cunning Disguises, 
Dislrac l1on, Redshlrt, Scrambler, Silencers, 
Smoke or Blind Grenades, Spanner In'lhe 
Works , Stummers, Wire Cullers. Instead , 
they may choosllirom the Tyranld-specillc 
specialised kit detailed below. 

Add Blood 20 polnh 
The Kill -team has been specially modified to 

. dissolve Into a toxic sUme should its 
component parts be killed, prevt!nling later 
analysiS by prey organisms should they fend 
off the attack. Blood spatter from these 
mutants has predictably fatal effects. 

Whenever any model In the Kill-team is 
removed as a casualty, aU Brutes in contact 
with that model take an Immediate S3 hit .. . 

Strangleweb 10 points 
The strangleweb is a weird, spider-like, 
composite weapon symbiote tha.t fires ,a lJIass 
of sticky mucus-like strands which wrap 
themselves·tighllYaround ttie target and 
imrilobilise.it. • j, 

Range Sir AP Type Noles 
Template As Assault! Causes 

user +1 PinnIng 

The pinning effect of th is weapon represents 
its ability to entangle the target, but standard 
Pinning rules still apply. At least one casualty 
must be inflicted for the test to be taken and 
If the unit affected is engaged in close 
combat, they are freed of the pinning effects 
Immediately. -

Spike rifle S points per model 
The spike rifle Is a Tyranid weapon used 
almost exclusively by the Gaunt genus. fi ls 
made up of a muscle-lined bony tube that 
contains a row of forward-pointing spikes 
growing from the rear of it. The spikes 
resemble harpoons more than anything else, 
as they are barbed and have a razor-sharp 
edge to them. Inside they are criss-crossed 
by acidic veins and toxin sacs. 

Spike rifles may be taken by any Gaunt in a 
Tyranid KltHeam, replacing Its usual 
armament. They have the folloWing profile: 

Range 
' ~8' 

,,, 
V~ri~s 

AP I Typo 
4 . Assaull1 

Spike rifles always wound on 4+ due to their 
incapacitating toxins, and count as l1avlng a 
Strength 01 4 when targeting vehicles. 

Horror In the Dork IS polnls per model 
One of the Tyranid Kill-team exudes a 
p"alpable-aura of allen hostility which disturbs 
and disrupts the enemy, grating althe edge 
of their brains like a blunt razor blade being 
scraped across glass. It lakes a supreme 
e~ort of will even to approach such an 
apparition as it stalks from the shadows. 
Brutes may only assault a KilHeam including 
a model with the Horror In the Dark If they 
first pass a successful leadersh ip test 

BRUTE SQUAD SPECIALISED KIT 
If you are planninllio use Tyranids or 
Tyranld-conlroited bad guys as Brutes (as 
well you might - Ihey make excellent 
antagonlsls) then you will nollce lliat some 
01 the Brule squad specialised kit doesn't 
make much sense, Tyranid Brute squads 
may not have the lollowing Brule squad 
specialised kit: Las-traps, All Points 
Bulletin, Doomsday Device, However, they 
may choose Irom the Tyranld-specilic Brule 
squad specialised kit listed below, 

Jones is Acting Strangely S points 
If the Kill-team includes ~ny R,edshlrts (here ' 
representing· a friendly model the Kill-team 
has found wandering in tl1.e area) roll a 06 at 
the end 01 each Kill-team player turn for.eaoh 
Redshlrt:.. on a 6, thatll')odEll cpmes undl!r 
the control of the Btute squad· player.for the 
rest of the game, acCruing /<laxon·coun·ters as · 
if it were a Brut~ squad.. .' , .. : 

.;, ~ ~ 

.Brood Synapse ColMol 10 points 
The Brutes are con(lecte"& .bY:a syriapse web 
that unlles I.hemowith a}ommofl purpose. 

, , , 
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Any Brule squads within 12' of the Boss 
Brute lise a nominal Leadership at 10 for any 
Morale tests they must make. However, if the 
Brute Boss is killed, the Brute player must 
discard 03 Klaxon counters. 

Brood Tele pllth., 5 points 
When the Kill-team has been discovered, a 
:psychic beacon alerts the rest 01 the Brutes 

.'to the'presence of the intruders. In minutes 

" , 

.~ ,.-
, .. - " 

.•.. ;. " 

they will be swamped by a mas.s of hungry, 
alien monsters. 

As long as two or more Klaxon counters are 
in play, .the B(ute player may roll 2ti6 and 
pick the higher of the two lor determining the 
nlilTlber of Brute squads that become 

' activated. Brood Telepathy will also negate 
the effects of.a Spanner in the Works,on a D6 
roll 014+. '.r.: . 

, 

Generteolers on the Prowl 50 points 
The location guarded ,by tile Brutes Is 01 
sucll importance that a small brood Of 
Genestealers lias been assigned to gOa(9 it, 
Kill-teams beware! ~ .; 

Th~ antagonist gets an extra Brule squad of 
three Genestealers without upgrades, taken , 
from Codex: Tyrar\ids" The~e are deployed with 
tile other Brute squads al th~ start o~tlyfgame" 

,. " , ', " . 9, 
, 

" • ) • , . ,,- " , c, , 
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...JWI-teams are elite 'orces that 
engage in dangerous special 
operations deep behind enemy 
lines. Marc;o Schulze and Kalla 
Schimmel have turned their 
modelling skills to converting one 
such group, a brood of heavily
engineered Tytanids. 

Marco: Tyranids have always held a special 
place In my heart and I would convert all my 
models, even the humble Gaunts, If I could. A 
brood of single-minded hunters, separated 
from their hive fleet and fighting for survival 
In a hostile universe, fits the KilHeam idea 

/ really well. At the time 1 started the Brood, 
Ihe Battle for Macragge boxed set had just 
become available which included Termagants 
and the new Genestealers. These mQdels 
would act as the basis for the learn. with a 

- few ext~.parts added of my own ... 
(~ . ~:.. 
""'.';; At first, obeying the rules of Kill-team to the 
~ letter wasn't too Important: first and foremost .. , 

STALKERS 
PRIME 

j grain 
, They are 

'm;~:!,,~o~~~e:;!:;;~~:~~i brood ~! i I to one another. 
Nonetheless, with ever-changing nature of 
Tyranid genetics, it was easy to come up with 
a rationale for both their individual armament 
and overall look. These creatures would be 
mutants, separated from their /live fleet. 

The team is composed of ten Tyranid models: 
a Sniper Gaunt. a huge Gaunt mutant with 
rending claws, a strang1e.web Gaunt and a 
Hive Node Gellestealer who counts as the 
Srood's leader. Three Gaunts with spille 
fists and three Gellestealers, all Individ~ally 
posed, back up these mOllsters.· 

(OMMON fEATURES 
All the models have common modelling 
features. To start with, I cuI them allinlo 
separate sections: separate arms, legs, even. , 

, 
'-, 

• 

the segments of the bodies. That way I could 
swap parts around to get the poses just how 
I wanted. To get extra movement into the 
G~unt's tails I applied a little heat and bent 
them Into more interesting shapes. Rather 
than sculpting additional parts from Green 
Stuff, I only used modelling putty to fill holes 
in the conversions. 

The other additional materials I used tnat 
were common to all the models were 
cardboard and seashell. The cardboard I used 
to make armour plates, soaking them In PVA 
glue for strength, whilst seashell I us.ed on 
the bases to make alien rook formation·s. 

To finish them off, Katja and t painted them 
the same colour scheme as we have the rest 
of our Tyrailids -If it's not broken, why fix It?, 

All III all Katja and f are very pleased with the 
final results of our efforts on the Kill-team. 
Having read through the new Codex: Tyranlds 
t can', wail to·add more converted units to 
my army . 

.!>;: ., ". 
/ . 
' ....... 
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. MUTANT GENESTEALiR 

. ,.. ~. 
~ . - '-

Althoogh I cou,nl Ihls model as a Genestealer 
lor the safe of the rules; he is" also a synapse 

:, -' ,plea.tufe with all the hallma'rks' of a r;tSvchic 
J.' cl.eature.too. This is .alSo my way of 
'I" tiidding a fond farewell ,to Ihe classic 
· .. :,...Geneslealer'm'ode1. I used the floaling. 
. bo~. OJt8 Classic :Z0ln!!irope !~.\Q. . 

,underma the psychIc nature 0' ..... __ 
: \he, b~asL Ihe arms/and tlfe head 
~ of .the cl~ssic Genestealer ' 

f ~rr'ns are'Used, the cranium. .' . ' . \ 
• e~arged with Gree9 s:tIlJI ill!d feeder 
f ',.) entacles mace from wire gtiledinto _ 

p(e·drllled · I . And , Ihal was • 
I 

' . 

., 

. . 
-- ' -,,< 

" ';~--.. -. 

~_'_ " 'n ISt~:TEAM? :'" ... . ., 
"" " ' . . J . . . 

Imagme Iillh~nIl;SI!'8H~cale, obleetlve-b..a.sed games inlp. universe 01 the 
41,1 millennium and you have KIII·leam. Un one side is the Kill-team 
-il~elf, .lully !:odverteomodels with unusual'equlpment and an 
_~~ ndlvl~u~~ ~pearance , agalnsl..small' uolti of Brutes! normal 
." troopers wtJo vaslly outnumber them. Gamin; can tie lought In a 

lUnch hour qn a four-iool ~uare board using. ~ special set 01 rules 
. bk.en from the main ,ruleb~ok (sea p~ga 21:4 ~f .tha rules) . 

I lS gover~ing h;W the game is lought, these rules limit 

l;\;~~~~![n~.~.'~o:m1~p,~OS]",~lon orlbe KliHeam. A Kill-learn playar I 'bFeak' I~ese rule, In order to add characters or 
I considered too powerful for a small-scala 

, I c a~s certain consequences,ltuch as the I 
I'?~"~ 'IO ",hi with. 'f 

Warhammer 40;000 game, the orlginal Kill
Schaelfer!s last Chancers, an elite team of 

~:~:~::':~:'~~~::~~i:!:,~~~O~U'~.O~f:~th~:.~~penaJ legion. I to collect I 
Mert~narles 

".~,~oo."l, "~",.,p" .. , 
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formeta / 
In 

Ihe. Gaunts, I 
classic mOYie 

. After all , Ih!se 
'here Is a malign 
I work. I particjl larly 

I a victim 

STRANGlEWEB GAUNT 
The extra·beefy strangleweb 
Gaunt conversion was the 
perfect opportunity for me to 

1" .... update a c~ssic · bio-weapon . 
.. ,:,;! as the classic models armed 
~ . ~ith stran~Jewebs are really cool. 

.' The launcher is a combination of a 
devourer and a barbed strangler. A 
Spore Mine forms the web tank, an 
ammunition gland is the ' 

-' strangleweb, the connecl:ing lube Is 
from a classic Spawn of Chaos model.. 

one. 

, . 

" 

... 

Ooe ot·lhe elas'Sic Rippers gives the crealure's head a unique 
iiPpearance (with the kind of face only a mother can love). And 
it looks pretty scary ... 

. . 

". 

MUTANT WITH 
RENDING (LAWS 
I wanted to use the 
rendlng .'claw's from 
Ihe Genesleale~ sprue to 
make a huge Gaunt The 
beast has a toxin sac on its 

'. , 

back full of poison which is 
pumped along tubes under its 
arms Into its claws and mandibles. 

The big poison sac is made from 
two barbed strangler sacs and 
some Green Stuff. The tubes are 
made from wirEr, and the creature's 
mandibles are also taken Irom a 
barbed strangler, 

1 

~ 
I I 
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SPINEGAUNTS . " .:. . . ", . . 
these three Spinegaunls-are actually taken from" one of my exisliflg Broods. Their fluid poses have 'KiII-t~am' wrftten all over them. '"All the 
poses of the models arEt inspfred by my love of Hong Kong action films: The victim's body is made from a Zombie with a" head from the 
Mordheim sprue. nie parasite cllngtng to his face is an adrenal sac with legs made Jrom the spikes from a'devolJrer. . . . . ."' " 
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. have 

their Tyranid 
i a huge amount at personality and 

character. All that's needed is a little ~ . 
imagination and a deierminatib.n to think of 
Tyranld creatures as individual warrlof.$ ,ln the 
same way as one might model Imperial 

, Guardsmen, with distinct persQnafl tles 
amongst the mass of troops. We hope that 
this showcase inspires you to do the same. 

• 



, 

-..J!Ie Tyranid invaders of Tenebra 
Prime have been whiHled down to 
a single brood by the ark 
defenders, but it's a bad idea to 
(orner a dangerous animal. Phil 
Kelly's Tyranid Kill-team poses a 
formidable threat to Adam Troke's 
Ork Brute squads. 

This Kill-team Battle Report showcases 
something a little different. We're used· to 
seeing Tyrallids operating in vast swarms, but 
this time there's only ten of them, alld they 
are outnumbered three to one by angry Orks. 

THE STORY SO FAR 
The defence against Hive Fleet leviathan saw 
many Imperial industrial worlds il~andoned in ~ 

\ 

'" 

ii, but 
the Imperium million worlds, 
and the Inquisition knows full well thai the 
hive Heet must be stopped at any cost. 

However, the nearby Orks of the Octarlus 
sector, WilD have been looking for a claim 
upon Imperial space for decades, swarmed 
onlo the abandoned worlds with great speed. 
When the bio-ships of Ihe hive l1eel finally 
came upon the Ork-seltted Imperial worlds, 
they were in for a nasty surprise.,The new .... 
ark defenders of th~se· wor1ds were Incredibly 
tenacious and skilled combatants. On .a. few 

" 

UNT 
worlds, such as Tenebra Prime, the ark 
defenders were so successlullhat the Tyranid 
invasions were repelled and the survivors 
hbnted to extinction. 

This Battle Report focuses on one such 
instance. There are only a handful of Tyranld 
survivors left on Tenebra Prime, but Ihesa 
aliens never give up. 

In the red corner, we have Games 
Development's Phil Kelly, author of both the 
Kill-team (ules and Codex: Tyranids. In lhe 
green corner, we have his colleague, Adam 
Troke. itching to administer a kicking io Ihe 
vaunted Tyranid menace. How many 
Greenskins can the hive fleet's finest chew 
through before they are exterminated once 
and for all? I\,.. 

THIS BATILE REPORT USES THE KILL-TEAM RULES FROM PAGE 11 4 OF THE WARHAMMER 40,000 RULEBOOK 
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SCENARIO: 
The KiII.leam is (omprised of the last few Tyranids 
planetside. AU 'their brethren have been wiped put i" a 
(pordinated aHq(k, and Jhere remain,S nothing left,but 
.~~ go out fightingl , . " . '. 

' .,:, . ' 

MISSION OBJECTIVES"""": _ , 
Tl19re is no cenlral objeclive.in Ihis mission, Inslead, Ihe Kill·leam . , . 

kill Brutes as.11 can before II is taken downi Refer 
10 ' II I !o rnellsure your success, If ypu'are playing 

with 3+ Armour Saves, such as Space 
the value In parentheses for determiniog, your Kill· 

le~Ill's r~nk; they ar!l a 10\ harder to pul downl 

. . ' 
~ " .. 

C0UNT ' ..... ,--, . 

FINAL KIU COUNT ' 
-. \~'" 

Pah! I,s Ihatl~/t best you can do? yOU are 
nothillg but a,mindless Rippe" ~rlgglln!l on 
your bally into the midst ol,the enemy before , ./ 

;i>efng crushed underfoot. Mustlry narder, ' . , . 

,,:,~ ••• KIIII40' 'i:he best YP,u 'could a~p!re to Is cannon 
~ .t. ;,;; fodder, hive fJeet alone Rno.)ys ,whal your 
.... i, ~enetic mal~~1 is DOil]91n a Kill·team. You 

.,. ~~ nfled tp,Qel O.lIt more~oft!ln , .... , 
~~.~tE;i:I<i"id You san b~ ' relied upon to.lake d.own a good IJ . 'fe.vJ of the enemy beforo being assimilated 

. -jnto the digestion 'pools. Mission ' 
accomplished. . , .. 

20 ~12) Brutes Killed Nnw'we're talking - you are a credit to the 
WARRJOl{ . Hive Mind, Perhaps your biomass would ", . 'l serve be'tler In' the iorm of a leader-beast. 
I f ~- • i . . Well done Indeed, . . , 

'Your Kill-team was a well·olled engine of 
d.estr'iJ"ctlon,.How the Tyrallids can lose With 

. such lethal entllies 10 their ranks Is a 
mystery. G'et in ther~! _ I 
The galaxy i~ evidently doomed. None can I 

YRAi)! stand before ttle might of the hive fleets, ant 
you have secured yourself a place al;Jthelr 
for.elr.ont. Congratulations! 

- -::sa I 
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.' THE CRIMSON STALKERS OF TENEBRA PRIME 
NEW ' NIDS ON THE BLOCK 
Phil: Well, OK, not that /lew - you can see 
them In our showcase on page 66. We 

,.... thought it:Q be a wasted opportunitY not to 
.~ 'show whaflhey can do in a Banle Report. My 
~ mission w.a~s to kill as many Orks as possible, 

.". .but, being fond of 'Nids and having an incy
winey competitive streak, I secretly wanted to 
/lobble the lot of 'em: Sesides, Adam has Ihls 
habit a( lalking-up how he's golng to 

, humiliate you in any gaqlli you play against 

~
- . 'him, and Ilia! just gets.me alilired up. That's 

the· pOint, I guess - he likes a bit of _ 
. psythologyand Ilall for it every lime. . . .. 

• ' 'preveRling me from gettillgJoo game-centric 
were three major factors. Firslly, the Tyranid 
Kill; team wJs assembled from an aesthetic 

• ' lJPint 01 view, an~ broke a lot of mutable laws 
- \ .... ' (see page 66 for more on them and their 

\: -creators). But many of the Tyranids seem to 
• have been put together with specific roles in 

" .../illlrrd. That was a good thing, as it allQwed 
~ . r.- me to try Oul the new Tyranid-specificl KiII-

) team specialist kit (see.chapter Approyed on' 
page 62) . Secondly, the board we had set up 
was a sprawling industrial complex worthy of 
a 111m set. We were aiming for something 
along the lines of a first-person-shooter 
computer game. Thirdly, Kill-team was 
designed to be a narrative game rather than a 
competitive one. so I felt sure I could play 
nice and get a great story out of it before my 
'Nids wenl to the big hive fleet in the sky. 

Now let's talk about killing stuff. First stop 
was to get a good solid whack 01 rending 
claws into the Kill-learn - there really is 
nothing like them in a small-scale game. 
Handy that the team had four Genestealers, 
one of which acted as the leader. This 
puppet-master model looked so loull boughl 
him the Horror in the Dark upgrade. 

72 KILL COUNT 

No Kill-team Is complete without guns; and I 
needed some numbers; so the three ·f 
Splnegaunts would prove very us·elul. 
Stranglewe.bs, or inde"ed any l1amer template 
weapo~, are very pokey·indeed in games of 
Kill-team, so the little crimson fellow with the 
big gijn would be Invaluable. The spike rifle ' 
sniper-Gaunt Wasn't such a big deal - its 
main selling point is Its AP, anct..as Orks have 
such abysmal Armour ·Saves anyway. he 
w,ould be one of the lirst to go. FInally I had 
the combat Gaunt; though he looked fantastic 
he mlghtllave to catch a bulleltoo as the 
Genestealers are basically better - especially 
when three 01 them have scything talons . 
Some extended carapaces to give me saves 

- agalnsf the 0111 slugg~s and I was ready. 

My strategy was pretty simple. learned from 
years of slogging away on video games: keep 
moving and kill the bad guys off piecemeal. 
In isolation, Brute squads are easy kills. In 
greater numbers, they're letnal. The only 
hitch I wuld see was ·shooting or assaulting a 
Brute squad, awarding the enemy a Klaxon 
counter. This would mean Adam'S Brutes 
acting more intelligently and moving faster. 
Racking up the kills therefore, would actually 
help Adam hunt me down. ' 

, 

, I 
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'<SKABGUTS HORDE " " 

" , 
ORKS, ORKS, ORKS:. . • 
Adam: So, the Tyranids have been brought to 
heel on Tenebra Prime and the last remaining _"'",<l" causing traub,le on Skabgut's turf? . 

I II's lime for him and his Boyz to do 

-' 

'-

. .' .' 
There's something very c'o'oJ aboullhe 
narrative style of play that KIiHeam 
engenders' lMt I really love - it's half • 
wargaming and half telling 'a stocy. ['ve played 
a host 01 narrative-style games in Ine past. 
and I always get a kick out of them. As such 
my Intention is to try and put myself In1he 
shoes of the Orks a little, a"nd try IO~feale an 
exciting a'nd cinemMic battle. . ., -,""'" . ,. ' .. 
Orks gel e\ghl B~te SQUadS~en ,defending 
in Kill-team, which is'a pretty IOlimldating 
prospect for anyone"to have lo. fig~l.agaiiisl. 
Phil's choice of Kill-team me'am thalnot only 
did I get an extra two Brute squads bull,had 80 
points to spend on upgrades to thi'0r;k force, 
Upgrading the Boss Goon to a Nob,'and 
givlngJU!!l big horns, mega armour: making 
his .weapon shootier and giving it mMe dakka 
sperit most 01 those, leaving just enough for 
an extra Brute squad, This gave me a lotal of 
33 Orks with which to delend my:basel .-, 
My Boss Brute, Skabgul, w¢rld be able to 
hold his own because of his mega armour 
and the power claw, His ~usto[Tlised !h.qota 

that If he gets the chalice to 
";;,·;i;';II; be more effective than !formal. I :' ',~ 

Ii worried about,the ren(llng claws 

' ~:;~~,:~:~;:': ~~ though, So I'd try to ~. 
)fI up with of 

launching 

'--

My plan for taking o'n the Crimsol) Stalkers 
was simple: The Boyz will start to spread out 
carefully. I'd try and get a couple'ol 
disposable Brute squads as cl~e.to the -';' ...... 
Stalkers as possible in an effort 10 6ttlld IJP __ 

.IJlY KIa"xPIJ counters, and when I have 
enough, I'd lall back to Skabgut's posffion 
and.make a stand .. 

'-
Because 01 the assault prowess 01 the 
Crimson Stalkers. even my BOY~WoUld be cut ........ 
apart, so I'planned on:holding I em at arm's. • 
length with my sluggas, and 0)'1 committing 
to an assault once H\a,d absolute Ilumerica~ _ 
superiority, Unlillhen, I would just whittle his 
numbers down whenever possible and hope ' 
to preserve mY'strength in numbers ready Iocr 
the main attack, . J ~ 
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r~e'§~~§ lesl ,,,III,,, plan .. Adam 
a way as cover the 

i bul as I wanted to lake his 
• ...- out piecemeal I chose a short board 

edge with only two Brule squads defending it. 
My plan was Ia.bide my lime for the first lum 

• !1'f' ~ aneast'.~f).d hope 10 wl~ Ii couple of control 
'., . ' rolls!o disperse his·fQfCe, 

.. f1i~toed the Stalkers forward from th~ 
's~adows, making sure to leave them alleast 

.. ' S' away from the nearest Orks (Brute sQl\ads 
'\0-' • spot you if thiy come within their Initiative 

ranJle 01 yo~, plus the number of Klaxon 
. sotinters accrued, in inches - even wltl1 

\{ ~dam rollin~ a 6'f~r control I should bel 
. , 

, 
sale ... for now): It was lime to trustla the 
-appalling Inilialivf of the Orks and.misdirect 
some Brute squads. ", . , 

Adam: I started my iurn by. roiling to see how 
many Brute squads I could activate and 
deactivate. I scored a 2, which ~sn'll00 
bad, since I was generally happy to le'ave_ 
/ljost of my Brute squads wl1ere they were 
until I could guess Pilil's plan. So, winning ' 
both the rolls to see who could move th~m , I 
sent squads one and two directly towards the ' 
Crimson Stalkers. 

• 

, 1 

Gal1;,II"1 wasn't what I had in mind. 
Adam was going for the oldest Brute trick in 
the book - sacrifice a squad or two to get 
some early Klaxon counters. It was round 
about this point lila! my gribbling instincts 
kicked In and I felt the need to kill some Orks . 
So, moving forward, I dutifully obliged, 
opening fire at Brule Squad 2. The 
strangleweb and its lovely lIamer template 
killed bul one Ork, viscous strands of mucus 
crushing him in a lethal embrace. The 

.'~ 

-' , .. 
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spinefists sh"ol down a~ot~e,. du.e to.being :, , " did"lust ~hall wanted, w Ih the lone survivor 
~in-linked" but the .spike rifle nUssed - som,- ' : pI Squad 2 moving into spotting distance 
soiper Ga(Jnt he turoed' out to tJe. The (and lI.of only becoming 3W;Ir.e but gaining a 
suwiving Brute passed both his PinnLng and Klaxon counter) and SQua~ 3 getting into a . 
Morale tests. I decided flot to assault him, as prime P05jlioll on the walkway. The remaining 
I'd already awarded Adam one Klaxon counter Dr1i in Squad~2 fired his slugga before 

_ by shooting and didn'l want to hand Dve"r . lowering his head and charginll .. Oesplte his 
another with a raucous assault. I still had a · courage in the face of the 'Horror in the Dark' 
good cllance of winning tllose control rOllS in Genestealer, Ilis end was sticky and none-Ioo-
Adam's turn. pleasant as tile Genestealen:j ripped ijiryl"apart 

before hl!.llad a.cllfnc~!o land a blajJ'Of Ilis .' 
own. ~, Illad accrued two KJ~on c9u"t~s 
no.w, s~: '1 plaf} ~as w.~riti~~:.~ . 

Adam: Willi, it migllt have cost me two Orks, 
but I was now a Klaxon counter ricller. I"was 

. able to activate several more squads tills . 
turn. Pllil won a few of Ille control rolls, and 
gleefully disrupted my plans with some 
awkward moves, but overall things looked all 
rigllt. Most importantly Brute squads 2 and 3 
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Qrks down. two Klaxon counters 

handed over. That's a very bad start Indeed, 
• I as I ,had planned to kill around three Brutes 
, t per cpunter. With a +2 to his Control rolls, 

• f from now on Adam's Orks would most often -=--- be moving quickly and sensibly - they would 
.... home In on my position like flies around Grox 

dung. So I decided to go both onwards and 
upwards. A b:it of elevation is a good thing In 
a game of Kill-team as il gives the bad guys 
further to fall: . 

Up onto Ihe gantry the Stalkers went, 
smashing Into Brute Squad 3 with the 
Genestealers to the fore. A few rending claw 
attacks later and the disembowelled Brutes 
toppled from the gantry. their screams 
drawing yet more attention to my (ahem) 
'Stalkers'. Hey, what did I care, I was up high 
and no Brutes were nearby. Yet. 

Adam: Curses! I had planned on using Brute 
" Squad 3 to slow down the Stalkers for a turn 

or so, bullnslead Phil had gone through 
them like fungus beer through a Grot. Still, I 
was on three Klaxon counters now. Seeing 
that Phillnlended to send his 'Nids 'along Ihe 

-F -....... gantry {wblch looked superbly cool with all 
( ... #,l~ ·t~ose red beasties on it) I-decided on a 
~ ~ simple pia l!.. I'd get as many Boyz as possible 
~ '1lnto positron to fire up at the 'Nids as they 
~ ~ - moved alollg the gantry. and use Brute 

Squads 4 and? to slow him down. 

-;(., : _BRUTES KILLEO: 6 

. 
! 

Phil: As all the Brutes In the vicinity had been 
dealt with, this turn I contented myself with 
moving carefully along the gantry, with 
Stalkers looking like they were doing the 
conga (with that many legs it must be a 
dodd Ie). Besides, I was planning to lure the 
Brutes further down the board so they had to 
come back on themselves when I raced 
around to the other end. Trust me, In the 
Movement phase, Tyranlds can make Orks 
look like snaits. 

Adam: The Crimson Stalkers were taking 
their time on that walkway, and I wasn't about 
to let the opportunity pass. I deactivated . 
Squad 4 up on the manufactorum, as they 
were blocking the 'Nids advance nicely and I 
didn't wanlto risk them wandering off. I 
moved Squad 11 along the outside edge of 
the board, hoping to cut off a line of advance 
if the Stalkers made itJhrough my lines, and 
sent Squad B towards the centre of the board 
to support Squads 9 and 10. 

Squads 1, 6 and 7 p.1I closed in on the .'Nids, 
hoping to get some shots off. Sadly O,nly 
Squad 6 was in range, becoming' aware and 
'awarding l1le not only anotl)er Klaxon counter 
but alsn a chance to shoot. I managed to hit 
and wound with a single shot, and in an 
explo:;ion of c~itin and gor~ca Termagant 
tumbled from-the walkway, his spike. rifle 
dangling from his lifel~ss claw,. 

'--

Phil: With six kills, I was out of Ripper 
territory on the Kill Count table, but I had my 
Sights set on the Monstrous Creature levels 
of su~. I'd lured Brute Squads 1, 6 and 7 
fa the gantry, and with a 6" move and a S" 
Fleet of Claw roll, Ihe Stalkers bounded up 
onto the manufactorum roof in a blur of 
crimson, pouncing upon the hapless Brutes 
O{l the roof. The 'Stealers took Squad 4 apart 
in a flurry of blood-red claws, and with a nice 
fat consolidation move the Stalkers managed 
to pour down the other side of the building 
into the.next contenders for the meat grinder, 
Squad 5. Now that's how Tyranlds are 
supposed to move. Take that, you Brutes! 

Adam: Ouch! That was nasty, his Kill-team 
had torn my Brute squad up sy fast they'd 
not even had a chance to respond, and then 
consolidated into another squad. 

Looking at the placing of my Brute squads, t 
hoped that Phil would come through the g,p ' 
between the two buildings, right into the jaws 
of a trap. With that In mind' rushed the 
squads into position to cover lite alleyway, 
ready for a counter-attack. Skabgut 
clambered down th, ladder, his hope to join 
the fray dependent on whether Phil waltzed 
into my ambuSh. Just in case he didn't go for 
it, Squad 11 lurked about .1B" or so away 
from them, meaning that even wilh Fleet of 
Claw they'd struggle to reach me. True to 
form the Crimson Stalkers tore my Brute 
squad to pieces, losing a lowly Spinegaunt in 
return due 10 the fact i was hugging cover. I 
was on live Klpon markers now, but unless I 
could bring JIlY numbers to bear, things were 
going to go very. very wrong. Oh, and they 
consolidatep,a full 6' .. , 

.' 
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Strangers in the moonlight ... Brute 
Squad 55 prospects are grim . 
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Phil: Things were pretty , , 10'plan, 
,...... Brute Squad 5 was dripping walls 
",,;~~, 'ol1:he manilfaclorum, and though I'd never 

"'-::' win another control roll all game my new 
~.,strateoy oflus! outrunning the blighters 

• seemed to be paying off, Despite a rubbish 
~ .. 

DiHicult Terral~ roll of 3: my Fleet of Claw 
made up for il,.and I hammered into the 

,~, squad lur1<lng in the sh~dow of Skabgul's 
:headguarters, slicing tbem apart in short 
o~der with no loss, Sure, the extra Klaxon 

,counter meanrthat Skabgut and his cronies 
on the roof had a spotting range of S', but 
they were up there and I ,was, down here, As 

... -I, far as the Kill Count was concerned I'd 
already reached Genestealer status, and if I 
s,061d continue to take the Brute squads on 

\\;:'One at a time like this, I'd walk all over Adam 
" without breaking a taion, 

,~ -: ___ .Ada!i1: .... TyranidS are fastl That consoll~allon 
~.r · move and a great Fleet of Claw roll hat! 

allowed them to overruij'Squad 11 In 1horr ' 
order, Despite making Skabgut and his Goons 
aware, there was a serious risk that my plan 
would fall apart, Skabgut, weighing up 
whether he'd be able to get all the way down 
to the Crimson Stalkers, settled for 
clambering back up I/Je ladder and aiming his 
shoola at the 'Nids down below him. Surely 
iI's better to make a wortd 01 noise and 
shower the Tyranlds in hot lead than risk ' 
doing nothing, right? The rest of my 
squads scrambled towards better places, 
taking cover in difficult terrain and 
behind the tank traps. 
Skabgut and his 

The inlroduclicll1s dldn~ take loog 111 gel our of/he Woly. 

Boyz opened fire at, the Stalkers, and while 
the Nob missed completely, the"two ~oyz 
managed to score a kill, sending it 
Genesteaier to an early gra~e. 

Adam: The ability'of Brute squads to ignore 
difficult terrain was starting to prove really 
useful as they clambered their ~ over 
scattered wreckage. The result of this game 
was gOing.lo come down to whether t could 
hit Phil with enough Orks al once. Already he 
had ranked up 15 kills, and I really couldn't 
have him making it to more than 20. By 
keeping my Boyz In covet I would be able to ' 
inflict kills on them as they assaulted me, . 
and, if they decided to playa shooting game, 
sheer weight of firepower would surely be on 

Phil: Another casualty taken, and there was no my side. Skabgut and his lads blasted away 
easy way to get to the Boss Brute up on the ' in the Shooting phase, and despite scoring 
rool, but overall things were looking pretty , two hils, failed to kill any of the Tyranids, 

, goat!, My jnmal tactic of luring Adam's Brutes to ~~~~~ .. ~. ~;;~;;;~~ - ,my depfoyment area over .. by the gantry was 
paying off - the straggllng Brute squads at the 
far end were retracing their steps practically in 
single file, I considered staying put and letting 
the old camo gear (see the box opposite) strip 
away some of Adam's Klaxon counters, but after 
I did the maths, whilst I waited for them 
to fade away, J realised his squads 
would have moved 18' toward me, 
all the while his Boss blazing away 
with his shoota, So I did what 
Tyranlds do best and raced 
towards the enemy lines instead, 
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getting dangerously I and J could bide 

. J my time no longer. Unfortunately almost all 
. ( the B~.utes wc[e behind ,cover and, as each 
i Slugga Boy has three Attacks that they would 
, get to make from their concealed position, I 

..... chose to soften them up with a bit of 
shooting first. 

Big mistake. Th.e strangleweb's template was 
just out of railge ~ and the spinefists failed to 
wound. Now I was stuck out in the open, 
surrounded by frigger-happy Orks. And It was 
all going so well ... 

Adam: Ha hahl Phil's puny Tyranid weapons 
were out of range! Now I could seize the 
advantage. A few of my squads shuffled into 
new positions, getting their weapons Into 
range and positioning themselves for a bener 
shot. The Boyz opened fire, leaving cover and 
blazing away at the lurking beasties. I 
managed to score a fairly Impressive five hits, 
although only two of them wounded and only 
one measly Genestealer died due to their 4+ 
extended carapace Armour Save. ) 

r . My efforts,..were'Starting to take a toll on the 
.... -t1 oCr:lmson Stalkers, but I had the sinking 
i ·feeling that I was achieving too little too late . 

. Pemaps, if lie committed to an assault I'd be 
_ > able to mob him ... pr~viding the Horror in 

--. 
the Oark didn't get 'his way and keep my 
Brutes at bay with sheer alien gribbliness. 

Phil: That was a close one, Now some of the 
Brutes had broken cover I decided it was time 
for my glorious last stand. 1 Quickly 
advanced, slrangleweb 10 the front, and the 
template weapon took down two Orks from 
Squad 8 and one Irom Squad 7, pinning the 
Brutes from Squad 7 in thick strands of alien 
mucous. One less thing to worry about. 

The splnefisls failed to make their mark, but I 
was well in range lor an assault. Brute 
Squads 8 and 10 managed to take down one 
of my last two Splnegaunts and my plucky 
slranglewebber from their positions behind 
Ihe barricades, but In return the Genestealers 
took out both squads with their scything 
talons and r~nding j:laws. Heavy losses, but I 
had worked my way U1>" to Warrior stalus on 
the Kill Count lable now. TIme 10 go for the 
big' time and see ill could get myself into 
~onstrous 'Creature territorY - all J needed 10 
roll wa~ a 2+ on my Consolidation move to 
slam lnto the next Brute sQ~ad and escape ' 
the 9rk shooting. Go on, guess what I rolled, 

SkabQut and iriS Bop g~ TyranidS' tast' of dakk.l. 
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Adam: Arghl First they use that strangleweb 
to frag three of my Boyz, and then in they go 
and finish oft Squads 8 and 10. Sure, my 
Boyz managed to bring a Splnegaunl and thai 
damned slrangJewebber down with him, but 
even so., , gah! I suppose J shouldn't 
complain too loudly however, Phil only 
managed to roll a 1 lor his Consolidation 
move, meaning I could shoot him ... a lot. 

SQ, Skabgut and his ladz moved up to get a 
better shOl al tOO 'Nids, and all the other Boyz 
Simply closed their eyes and fired. Between 
Ihem the Boyz managed a staggering four 
hits (only an Ork could be proud of such a 
meagre aChievement). Slm, three of the 
Tyranids were brought down, blown apart by 
the lethal rounds the Orks blasted their way. 

Huzzah, one lousy 'Nid left and my biggest 
gun yet to shoot! Skabgul, with typical Orky 
enthusiasm, lei rip with his own shoota and 
hit twice, Alii needed was to roll a 3+, 
however lady l uck played her hand once 
again and neither of his shots wounded, 
Regardless, my mood was buoyant now; only 
the Horror in the Dark was still alive, and J 
seriously doubt he was going to push Phil's 
Kill Count up to 30, 

th~,:~::'~:~a~~:had it all wrapped 
p , shot to pieces 

splash blood to make 
up for I had the Horror still alive, 
and I was g~[Obnngthal he could take on a 
Brute squad 'and live. Alii wan.ted was to ' ~:: 
push my Kill Count up to 25 or above before \./' 
went under. So in charged the Horror In the .,': ' 
Oark, slashing about himself with his claws, '; 'il 
hitting with all four and kill lng,all of Brute 
Squad 1 on his own. Twenty-live kills on 'he ' 
nail, have some of thatl Even If the Horror t " 
died for no loss, I'd have made it up to ,~. 
Camifex status. " . , .{ 
Adam: Oh no you don't Mr Kelly. That blaste(l !' 

Horror In the Dark had slaughtered one squad 
and managed to consolidate into another, 
leaving me in a seriously dicey situation, I 
coultfn't shoot at him and he was too far 
away for Skabgut to help. so the mIghty Ork 
bellowed at his Boyz to get In Ihere and sort 
the last Nid on the planet out once and for all. 

Squad 6 failed their Morale check to assault 
and stood gaping, beady red eyes blinking in . 
fear. Fortunately Squad 9 had no such • ~ 
reservations and barrelled Into combat. Th.e 
Horror in the Dark lashed oul with a 
preternatural display of agility and caused 2 
wounds on my charging Orks. I passed one 
Armour Save, but ttm'olher Ork was cut 

\ I 

I 
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down, his enlrallS"Spllling out ft~m ,ttie· rent ' , .. 
left by the Genestealer's slashing claWs. .' . " ' , - . , 

• 
In'return I made a mass of anaeks. inflicting 
9 hils ~nd 4 wounds. Oesplte the armour 
plates of the Tyranld,absorbing the impact of 

.two of the blows, the beast was finally 
brou'g~t down bY two crushing wounds to its , 
bloated cranium, Even In death it sought to 
kill however, splashing the Orks in acidic 
blood and felling another of their number, his 
face sloughing off from the bone. 

And that was it. Skabgut and a handful of his 
Boyz had won the day ... and Phil didn't get 
to be a Hive Tyrant aiter all. 

BAUTES KILLED : 27 
, , 

KILL'TEAM CASUALltES:. 10 

"~', , _ h~ ~~ ~ ~ml.. _,' ,,;~, 
. -" ~ . .,.,', 

AND YOU SHALL KNOW ET TU, BRUTES? i " deal to create.a'cooler scene. Take Pbl1's KIIF :; .• 
, .THEM BY ,~HE TRAIL 'OF DEAD Adam: By Gork. that was; close rUl'llhlng. A team slin~ing along tfle' walkwiy for instance, ' ." f": . 

,J., • Phil: Three -.Orks away from Hive Tyrant couple more Orks and Phil would ha-..:.e :~on althQug.h they were expo~ed.up I~de.il . ''If':"":.. :'1 
• .f stat~ll playe.d.lhat game like ~ Kill-team some serious bragging rights. Bragging looked great as the red menace darted'along- ~.: ~.~ 
· vela,,"' right up)iII. tpe last,two turns" righls.ihat I wanted, thanK you very much •. ,' fhe 9,,:nll)' press.ing towards Ihe heart ot·my..~ .1' 

.whtlre,upqn for variety's sake.l begun'playing' • . , H\ve' f.Ieet Leviathan So, )Vilh the--game going . ' force. AW~tOflle. stuff "", ~ 
~, it like a baboon instead. I riaJly should have , nght-fo-the WIre, frankly' 'think we can bolh " ., ' 
.~ thoughHong and hard about whe9 and where be rather pI~sed with our pjlrformances. f\li; Ha'd I realised hOw deadly the Crimson 

to ·taI!:e my last stand. Although I had been Ofks did a splendid job of Il~niping the 'Nids . Stalkers were going tp be I'd have been,sure 
leaaing the Ones around -by the nose all game;· full of slygs, and e~Bn mobb~ the lasl . to bring Skabgut down sooner~ who Inst~ad 
and iaking1hem on in driDs and drabs, the ,Genestealer when push came to shove. Not spenl the whole game bellowing orders-at his \~"'",' 
shoaling from SkaDgut and his lads gave me bad, On the reverse side ot things, Phil's minions and blazing aVlay with his shOOla, 
the fear a Unle and, my Instincts as a Tyranid tncksy httle KiII!team was t~ business, Ultra- ' While it was fUn to have him 10r~lng il over 
player kicking In; llook on a concentration o'f • hard combat potentIal proviCfed by a wedge of his minions from his precipice, it would have 
,fiye Brute squads at once - a schoolboy,error Gen13slealers and-some dec~nffirepower 10 been ~andy having the Strength 8 power claw 

-.... for arty KIIHeam.player. f the·form of'the Gallnls, All rrr~11 i lethally . to help out in the Assault phase, . 
,;, ,. ,,. . I (ehecUve combination, ~... _ , 

'Wh1I.t on Tenebra Prime I-was thin~lng when' I~- .-:. . ' .: - J"hal's all ils apd buts really, The Great 
-pails-ltd to shoot wlih an out-of-range Thifga~e.itself was great fu ,it de~nltely felt Oevourer ha.s been thwacked mightily on 
slrangleweb Instead of keepin~ my like we were telling a story as I as playing " 'Jenebra Prirri~, the 9rks are· now free to 

,r. momentum and forCiilg ihe Orks to come oul a wargame, Several·times both of us (but · I . look for som~lt1ing else to bash up and 
:.-, '1 Qf co'ver hojm never knpw, It was a (eal particularly Phil) made choices that weren'l deslroy, and I was able to prevent Phil from 
~ ,Shame I'dldn't manage to slaugHter my way · the ultimate in military tactics, but did a great attaining th,! glorious rank of Hive Tyrant. 
.[ llP,io Skabgul',:stronqhold, so wp could see ' 
~,:"'~e· ooom$day Oe'{i~e ~nd Stil~n'6t Oead " !" 

; nar.rative Splashing the Orks that~ kliled 0", ~ 

· upgrn,Pis In a~tjOtli"hat ,wollldll~ve made for ':' 
a ch,macUc entl tg aj a!rea~y exciting ......... ' , , 

., th~ Horror iQ acid b OOd was fun though, so Ii / 
.. was' worth our gentleman's'agreement in the ./ 

. ,mjddle of the gamd, ~imtt!' take the , 
f l',)scaling lad~ers and grapnels spi(:ialist.kit (or " 

flesh hooks Iq\1'{lY case) so'l 'can clamoo{ up 
a~d get to that ao~s Brule no matterWhat. 

" -- , ""'" " , r 
Stili. I diil manage to g~lJt.1n a'b13Ze of 

fi
lOry. killlng'12 bad glJ\lsllJi'.ihe spa2~, otthe 

ast two iurlJ.s, With that1n'tnij'ft!, and with ..... 
the fact, thai 1 pO,t Ire seco01:l'l;llghestsi:'O~ 

~aJlowedl by \he't;nlssion, ! reC\(OQ that 'comes 
unde(t~e ~eadi"g, Of a'win;' After all, I'd 

, )ather 6e a'Carnifex than a Hive.Tyranl- too _ 

k ~~~,:h:thlnkhig. no\ enough ~~~~~:f.Raarghr , -

• ,.&,'1<;;.;/ .......... ~, ", ,,' 
. " " :<~! .. :,~1."' ;""~' : ,:~ ' .• 
, ,. ~,;,-" . · :.;c 

, 1:" , " , 

• • T1If D~ shook hands b6for~ climbin(J back info ~blnefS T and 8, -

I ' 
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Guy Haley plays Norn Queen and tackles the fantastic new Carnifex model, assembling it 
for maximum spikiness, uhimate stabbyness, and unfettered gribbliosity. 

I love monsters. They're great. 
Loads of fun to put together and 
even more to paint, as their lack of 
equipment means that you don't 
usually have a lot of colours to 
cope with. And they're big, big 
enough to accommodate my 
tarbrush without moking them look 
rubbishl Hooray. Right, where's my 
brown paint? 

~ 
he Garnifex is one of the best 
models we've evef done, in my 
opinion. In fact. I gol so excited 

about it that I pulled rank on the rest of the 
Owarfers Just to gel hold of a couple, and I 
don't even have a Tyranld armyl I'm /lot 

going to go through how to assemble it, as 
it's pretty self evident. Instead, I'm going to 
concentrate on a couple of aspects of the 
model, as It has more options to It Ihafl a 
Adeptus Munitorium questionnaire. Being a 
little hazy on the rules, I decided on the 
following tack: 

• It has 10 be stabby 
• It has to be spiky 
• It has to look like it's doing something, not 
going for a walk in tile park 

This was going to be the scariest monster 
this side of the Segmentum Solar. I was sure 
of it. · 

I assembled it with Crushing Claws (OS 
Attacks instead of Its basic Attack profile), 

Scything Talons (+1 Attack). Tusked Head (+2 
Attacks on the charge) and Scythed Tail (+03 
attacks when there are 101lr or more models 
In base-to-base contact). That means, in the 
most ideal 01 circumstances, say, when some 
player is lorced to lise his Counter-Attack 
universal special ru le, that my Carnie could 
get 06+1+2+03 attacks on the ctJarge, a 
potenlial 12 attacks! I also gave it ItJe Spine 
Banks carapacIIJ which acts as a spinefisl and 
Irag grenades, as il gives him at least some 
ranged capability. Come on! 11'11 tJave 10 be a 
Ihornback also. as it will be verrrrry spiky, so 
it will outnumber everyttJing, counting as 20 
models in combat, provided n wins. Afld all 
this USing the basic bitsl 
' (Nil 1M ~ Ihi$ MI ffIs IIGIhIng 10 110 wilt> ""I 

III1flIIt /k/uf l1li MIw", ., 1 /cJst my fIIIirJ 1",,

GiJMd '""I wirhou' ~ f~ 'Nid. I'hf WrtIf). 
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1 There are two main parts to the 
model - the leg! tail assembly and 
thorax. The legl tail assembly is 
dead easy. Just make sure that the 
hooves stand flat. 

" 

" 

:". 

, -f, '. 

" '. 

3 ChOOS9 
for slappin ' or 
To make I 

optional 

a;;,-;;;a;;;;;;. Cftoose , 
chitinous shield you'want for the 

. ' \ " , -. .... . 

5 Attach the thorax to Ifle tali Blu-tack.ls' . 

, arid stick the whole thing together. 
way, as you assemble the model, 

:.make SlJ.re to clean off all the mouldlines 
~n the pieces, . 

your fflprrd! Don't use any' glue until yoV 
. have It right. I put my Ihirax on at a":" ' " 
" natural angle Okay, so all.a11en beast ' 

may be able to "do al/ "kipds' of weird" 
things," but by copying the familiar you 
can make your modelS-belieVable and 

~
' L 

" 1; .. .,,' ---I ', 
", .1 

~OSIN,G, T~E BEAST ,:,,",, " v l:-thU:?dr~maUc, '\:,~, 
~-~,~-- ,,< ~ 

I , " '. 

~t\---,------

" 

'f ' • • 
~ -

.". . ' . .! '-"'--

~ - ~ . TQer;"a~e PleqlJt..Qj spik§§'on the'spr~e" and I 
psed them all! The;e are lo'1lr-spLkes with· . 

; ~ ;:-..e'ates, These also cOine on th{! WBi'rior. ? 

#', .,: spr~e, ~I!d are fiGS! fJften, selli! a,s shoulder.,! 
.... . guah/s, but llised thein,1o spike up the )./ .... 

l thing'salreadJ'j fdrmidaPle carapace. The sir' 
.~ - basic spikes I attiiched SYmmetrically. . 

" ' 

j 

J 
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As y~u can ~e, by rotating my Camlfex's torso, tilting it slightly, and choosing my 
arms carefully, it looks like it is about to strike! Rarararrrrrrghl Ahem, Sorry. 

J' . • , 
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DEVOURER I 
TIrae romp/B. mu/tj·$~ 
wupt;N/S c:l1I /til ft'I!II tIIfJ IUrdiesl 
IffX1t1S. Full «IWoomMI'/ flHf is 
'tlComm~ndrd ~II ~nCfWlllmd. 

CRIJ$HIMO CLAW --------------1 
H~av~r and ~ven deilril~r thin scythiT/flISlons. 
crushing cSlws ,,. CilMb4s of In/NcII"fJ 
horrIndcws ri<I~. -.. 10 I'" armoutWd 
""'hk/e$ 011'" Im{MtW Guml. Avoid busts 
rhU!l .rmer;I. 
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ClAWVND EFFEk •• ---_ 

painting style Is one much depBndenl on washes and careful drybrushlng . Inks ate VElry useful, especially wilen palnllng things like 
T~~:i:;~:~:WhOS' chitinous shells are well-sulled to glazls. I wanted my Camllex to look naturalisllc, rather Ihan garish , and Ihese 
JE help achieve that eHect. Here I've painted one claw to show you how I did the carapace and chilin, the two most Important 

beast. I used a striping technique on the carapace to make II look like horn. This works well on any creature wllh plates on 
, ;;;'" ." ",, can also use II on , et' ,hornsl . 

" 

1 Spray Inll model Chaos Black. Paint 
It Graveyard Earth, leaving the' claws 
and spines black. This provides a 
contrast to the brown and horn of 
the rest·of the model, and helps give 
the impression that its claws and 
teeth are formed from some ultra·· 
hard mineral extrusion. Grrr. 

I 

.- • cA "Orybrush the chitIn with GraveyatJ/ Earth 
. J"t .mjxed with Bleached Bone. Orybrush the 

. • . underside of it with a 2:1 mix of Bubonic 
... . Brown and Graveiard Earth. This • 

Y- ... ~ lightening-Jis far mo;eptonounced on' the 
• undefSi~ of the thorax, but I wanted it to 

• ')'/, carry out fo the arms too. Line the 
'\ ... ,~ carapace witn Bleached Bone, movigg 

.' - further out to the edge of the plale~. 
, 

~ 

2 Now give the whole thing a wash of 
Brown Ink. Don't be shy. slather it on. 

, 
) 

5 Df¥brush the chitin all over With a light" 
coat of Bleached Bone. Further stripe the .
carapace with a 1:1 Bleached Bone/Skull ' 
White m~ __ Stripe the edges of the . 

__ cara7iiCe very carefullY with Skull White. 
~ 

. " 

3 Drybrush the chitin Graveyard Earth. 
Carefully apply a series of fine stripes 
of Kommando KhakI to the carapace 
using a Citadel Fine D~tailBrush. Make 
sure to stay away from the cracks 
between the plates, and allow some of 
the original colours to show through. ~ 

, 

6 Paint the whole thing With a 2:1 mix of 
water and Brown Ink. You may have 
heard a terrible rumour· that I have a 
perSonaLfinanclallnferesf in /fie 
produciiiJn of Brown Ink. This is untrue, 

r ' 

, . 

8 Wash the carapace, claws and spines with 
'a 2:1 mix of water and Qlack Ink, then 
paint the vents and muscle with Glpss 
Varnish. 

y: .• 
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N]D INVASION! 
planet, they swamp it with nightmarish aHack organisms. In the first of this three-part 
Kelly follow the beginnings of a hive fleet invQslon as hundreds of spores drive the 

the chosen planet wild, while vanguard organisms burst from their hiding places and 
the skies. 

mho 
far and 
the borders 

sampling the delicacies by the 
staggering bio-diversity 01 the worlds of the 
galactic rim. Millions of vanguard orGaniSms 
range hundreds of light years ahead of'each 
hive fleel, seeking oullhe choicest prey and 
preparing the leeding grounds for the coming 
of the Great Devourer. The xeno-savants of 
the Meplus Mechanicus and of the Ordo 
Xenos have tor decades studied the process 
by which the Tyranid hive fleets identify, 
locale, invade and assimilate preyworlds. A 
pattern has been identified that has \held true 
for every invasion for which records exist. 

r o
'; DlSCOYEirt. _.i'_ . 

-..... :.... In a galaxy of hundreds of billions of star 
~ . .s~tems, tlie million or so worlds of the 

~ lmperium are spread impossibly thin. Vast 
• gulfs of space form the largely uncharted 

wilderness lO!fes between jnhabited systems, 
and it is said entire alien ~mpires may rise 

~
.~' :and faii"be'fore the Imperium even casts an 
.. -' ~ejrl their direction. through this . 
. .unexp.tored space, the vanguards of the 

. {yrallld hive fleets stalk their prey III the form 

.. ' 'of far-rallglng scout-drone;;. These blo- , 
... - vessels scatter belore the balk 01 the hive 

fleet, disper~ing in every direction across a 
• f[pntage many hundreds of light years wide . 

... ..... Over the course of decades, even centuQes, 
• \, .they investigate every star system they 
. \ encoulJJer, seeking signs of life. • 

11Ie ar.rlva/ of mycelic spores orr /I world of/err heralds the epd of all life . 

--:~U;; discovering evidence that a wOr(d 
supports life, these scQJJt·dtones spal'{n _. 
Infiltrator-oroanisms in (he form of creatures 
such as Lictors, Genestealers and various 
strains of the Gaunt species. These are 
dispatched to the surface 01 the world in 

upon, at first taking lone targets so as not to 
reveal its presence before it is fully immersed 
within its new environment. To the natives 01 
the WOrld, the comet streaking across the 
night sky may soon take on the meaning of 
an omen of dire tidings. as their communities 
fall prey to senseless and brutal killings. 

question by way of an atmospherk: insertion As the infiltrator creatures prosper upon the 
within a specialised mycetlc spore, a - target world, so their numbers multiply. 
biological drop vessei that streaks across the . . Genestealers seek to Impregnate their prey· 
heavens, almost entirely disintegrating as it creatures with their alien DNA. who spawn 
does so. When the spore tands, it embeds horrific infested offspring which are 
Itsell in the planet's crust before opening like nonetheless nurtured as beloved children. As 
a hideous alien flower and disgorging a brood such'communities nourish, so their collective 
of Tyranids, often in the midst of any psychic spoor grows stronger, attracting the 
resistance that has gathered. notice of the ever-hungry Hive Mind. . 

Once infiltrated on to a world, the vanguard 
organisms seek out lile in an its forms, 
homing in on those 01 a highly organised 
nature, such as Mankind. These it will prey 

88 TYRANtD INVASION! 

The stronger the psychic beacon projected by 
these infected organisms, the stronger the 
Hive Mind's imperative to home in upon it, for 
a tlourishing hybrid commllnity is a sure 

indication of rich feeding grollnds. In some ' 
cases, those in the thrall of the Genesteaiers~ ,'·1 
may seek to inJiltrate the wo~d's ruling , '", .... ; 
classes, aiming t~prepare it·lor the h-lVe . .:,,-~ , 
tleet's arrival by weakening'defences or moral ~ ~"'; 
resolve. On many occasions, hive Ileets have :.< 
launched full-scale invasions upon a prey 
world with no sign whatsoever 01 vanguard 
organism ac~vity having been detected. It is 
theorised that the hive fleets are able to 
study star systems trom alar, gauging 
the likelihood of the system supporting lile by 
means of some manner 01 
spectrographic analysis. 

If such a theory Is indeed. a~curate, It 
indicates to some that the 'hlve tleels are 
prepared to spend .centuries. even rTii!!ennia, . • ' 
seeking out their prey, lor the chance of " ".". 
randomly discovering a single Inhabited' . 
world circling one star amongst billions is 
unlikely in the extreme. 

, 
\ . 
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Tnis scenario allowi you ·~ ;ecreate IIIB {n{rial stage of a Tyranld Invasion. Tyianid vanguard organisms affJ making planeffaJ/ thrtuflh the plaflers~" 
polluted atmosphere, sm~shinQ into the enemy fines as broods that have previmfs/y Infiltrated the planet burst from their lJ,idinu'plaCe;,to.slaughfrJr ;;;, 

.theirprer; :" " . / •• "', .. ~~ .: \_ J'~ ,: _._ .;,~; 
oJ ., . ,. '. , ".~ - _ • ~.. . :If;i, _,' 

K- . ~ • •••• :~.: "kl' 
SET-UP __ - -' - MISSION OBJECTIVE-' ;;:- -~, ',' 

, 

:;. l .... oep'oy all the defeni:l~r's llnits In the area '5hown on. the map. . The vif:lor of the game is dete'rtnlned usjng Victory Points - the ~" '!. 
.. He may hold any FaSt Attaej( and Elite units in\rest!fVe- il he ' objective is 10 SiQlPIY kill.,as inaDY of:lhe enemy as possible! 

; ' wishes. All of the attacke"r's units, however, are held IlhfeServe ."" ; , 
;.;. and enter play thr~llJgh Deep Strike, InlHtrating units, Spore Attacker's OV-et;Vlew ' ' • " , • 
,~ ' Mine Clusters and Uctors are deployed in their ' tbe 'prey is below, Smash into ~s tines anC! slaughter all that sta'nd 
" norD)a! manner, " ' . ,against the Hive Mind, ' .! 

~ The allacke~ gets first tum, At the beginning .~f every atlack6r 'n~lend~r's Overview ' • , '. 
,;::. turn, the attacker rolls fer Deep Striking .units as.wrt were,ane Tne T'lranids are coming! Take them out piecemeal befo ~e they can 

lum furt~er into the game than It actually is, For example, on, fDste~~e~ough .broods to completely overwhelm your.ines. 
,.~' ', his firsl I\lm'his units appear Ofl( the roll of a4,:, Place <Ii :: '-ir--"-'--------,.-,-, -----------' . ". 

~ Mycetic Spore wherever a uni Deep Strikes (or use a 40mm \ ~ - ' - "" 
round base) - thaunil Deep Strikes as if-lhis were ,tl'le central Ga~e ttylgth, The 'game !asts for Six,tll,ms. , • ~ • 

... model. Watch gut for those'flamers! : '" , -\ " j ... :' 

"::-:i:==================~ Reser.w! s: The 'defender's reserves enter play<from' a' table edge 
,t, r ' ' ' , , determined by the rail.of a 06 (see map). If he rolls a 2·5 he may 

'1. 1• , , , " , " choo~e which'long board edge to d' ploy on. 
f '-SCENARIO SPECIAL RULES _ 
':::-'1 ~l1ljs scenario~uses the F/pserves, Deep Strike, Vanguard, Infiltrate, 
~:;.. ~ Night fight, V/ct~r;:.oint~ a~d ' S~re Clouds special rules. " 

Line 01 retreat. Units that are loreed to lall back will do so towards the 
nearest board edge, using the normal Fall Back rules. 

/ , ~,'-- ' -
~ NEW SPECIAL RULES --:-'_, _~~=------~-~~ ...... 
';" Vanguard. The Ty,ranid force·may onry'incLude th~ following units: 

#- -IroifdlordJ ~enes e1l.lers, lic~ors, Gatmts, Har"!agaunts, Gargoyles, 
.. I } pore Mine Clusters, .' ' , ', y 
I i .,-...._ r_ 

/';;' Spore clouds, The microscopic spores clogging,t.he atlj\ojphere 
have the following game effects, randomly determined at the ' .. 

1 beginning 01 ~ach game tum: : . '. / ' 
Lt- ".' / -. " . 

,I 
I 

D6 Roll ,.,. Elleel .... ...,.'" . _ 
1,2 Spore 10g :'<AII weapons have theIr maximum range 

reduced by ,~: ' ~ ~ I/y' I, 
3,4 Cholce'spores\ AU non~Tyra~d ra tests are at-1. \. 
5'-6 ~ecrotic Spores; All nan-Jyranid units that remain ' ••. £, , 

.. st.ationaIY rn'theif Movement p~asEt take D6 Strengt~ 2 .... , 
1. AP3 hits at the eod 01 that phase, ' 

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

. 1. ,' 

Defender's Deployment Zane 24' 6 

2-5 \ 

• 
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". '-CONSTRUCTING A MYCETIC SPORE-------I .{rl'.-',." -
. greal way to add an extra dimension I 1$ 

uilding terrain fer a scenario is a 

• . I - , to yo.!!, games. Instead of Dilttling 
. i { OVfr a characterless board, you can fight on 
~ .:enery thai has a strong sense of narrative. 

/ 

.... 0 

Playing the Invasion scenarios gives you a 
great opportunity to build some cool scenery, 
as each stage of Ihe Tyranid invasion has 
completely different terrain. Building scenario 
specific terrain, you can produce a collection 
that can be reused and combined to make 
your games even more charateristic. The first 
stage of a Tyranid Invasion involves mycetic 
spores being dropped onlo a planet's surface. 
These spores contain creatures which seek 
out native lifeforms as Ihe infestation begins. 

MATERIALS 
Modelling knife 
10mm foamboard 
Citadel PVA glue 
Polystyrene egg or a similarly shaped 
and sized object 
6 x lictor left Scything Talon 
(9947010604409, £2.00 each) 
2 x.ly'ranid Biomorphs sprue 
(993801 .06003, £4.00 each) 
Clippers 
Smal1~drybrush 
Ready mixed, tine filler 

To order your component~, call GW Direct on: 

~
~: " . 0115,"40000 

. or visit the webstore at: 

" ~ . www.games·wot1ts~op .co . uk/Slo,e 
-~ 

90 TYRANID INVASION! 

1 To make the base for your mycetic 
spore, draw a circle approximately 
12cm wide on the loamcard and cut Jt 
out using a craft knife. 

6 Using Citadel PVA Glue, glue the egg 
,into the depression you have created In 
'the centie 9f the base. 

, 

11 To glue them to the spore you will need 
to cut the side 01 the Devourers flat. 
Use your knife to do this. 

14 For the opening on the spore, score 
lines into the top with a biro, running 
them to the lips of each liClor claw. 

2 Using your knife, bevel the edges of the 
loamcard so thai you create a slope. 
This will help the terrain to blend in 
with your gaming table. 

'" 7 Cutthe'slx Uctor claws above the joint 
as shown using a pair of clippers. 

12 You can now glue the Devourers 10 the ' '..1 
spore. . ~; .... , .. ', 

/ ,.' .... ;0{:, 
' . "-::i ". ' .' 

•• < 

15 Draw three circles on each side 
between the claws. Then, using a ," 
paintbrush's blunt end, carelullYlluSh in 
the polystyrene. . 

• ,. 
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3 Draw a circle in the centre of the 
foamcard that is slightly wider than 
your polystyrene egg. this will be wh(lre 
the spore sits. Cut down into the circle 
to create a shallow hole. 

: , 

4 I i to remove th.e rest 
of the lo'p pi the base. 
This allows you to sculpt the fOam to 
create areas of raised ground. 

\. .../. -'8' . Glue the six lo'no secti~ns of claw to the . . ' 9' '.Culsix-short segments from the 
egg at regular Intervals. The.spikes on , ~"'erriainlng parts 01 iha claws and glue ~ 

. th'e back provide extra 'grip fhal will ' . _ them tQ.'lhe bottom of Jhe egg in line: 
.;....'! help the claw adhere to the polystyrene. with the· long claws. This makes the 
., . spore look la,eked do~ to the earth. 

16. lVJi'd ~pl lhe edges'-o, ~~':"spor~'~'\ ~ 
I Indentations. with Green' Stuff to give 

~ t~em a 11~~~more depth. As a final 
. touch, texture the egg with very fifle 

, 
~ 

t, ' . 

. -. 

5 To' make the spore, cllt th~Buiih the 
polystyrene egg~ roughlY1Wo:thirds of ' 
the way down: To help you achieve a 
level base, draw a guideline with a pen 
before you start. 

.. 

t···'! ....... ~. 
-.- -.~ ... ....1- :J' , '10 Take.l~~ "(yranid Biomorph sprue and ....... ·.· ' 

. cut the heads from the Devourers with " 
~ . your,clippers . 

In this photograph, the spines of lt1e 
spore have been painted Liche 
Purple to match the carapaces of the 

Studio army. This was highlighted by 
adding increasing amounts of Bleached 
Bone. The fleshy egg sacks have been 
basecoated Bestial Brown, and 
highlighted with Vomit Brown and 
Bleached Bone. 

,>. ..... ,. 

. " 

, ' , " ~
; Wier or textured paifl!. ." ., 

:~;~/ " 
•. .';:f§¥/;. -:'\:~ ' ?: 

" G~nas'earers emefg~ from'newly landed spares. • , 
? :If .. I ' 

" ;:'.- " :..;c 
-.' .•... 
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BATTLE SUITS 
by AI Bickham 
AI created these dynamically-posed Tau Crisis 
suits through clever jiggery pokery, mostly 
with their legs. Jiggery·pokery is a relatively 
simple procedure. 

1 You 'll need 1 /eg 100 ~rm frfJm Ih, opposite 
side. ie, lik, hIIre: 18ft III!}. riOhl arm. You can 

~/so use other pi6ces, like the plilsma rifle (/). Cut 
"Wily /he shildlld pieces In the pichi" (lop /eftl. 
roo'l rnd up lllith somet/linf1 /ike lIIatlo lhe right 

2 Continue 1M lines 
on I1Ie jOint of the 

leg Ily carving IhI 
plastic with your 
modelling knife. 
Hollow ou/lhIIllst ill 
lhe"rm. 

3 Pin lhe leolOfllllher, or il will br6ilk. To gef a 
more aculll angl8 for runnmo pos8S. like on Ai's 

5/111 (Ii). shive /he shMJetJ lre.JS oR. T/Ii$ /eJ/ (abovt 

rioht) ~ looks flOOd 00 f/yifIf} sUitt. 

92 DOK BUTCHA 

I dunno, IIoU ("blf Oomiu lind dem tOillds, too lIIuh (tf blIrtte, to llOU 'Iue to dms up 
in I tin fIn '0 nSh'1 All of' llOUH. Rubbish, not IIhe 11 proper Orh. (ourte, some Ortlsu 
'lIUf big sui's, Ind den de,,', d"ilIds, bu' dill". nol f'tl protfffllntSl, dill" , '0 lIIilIhe 'em 

mort 'itly. Y'undfflllnd? No? 'ilIh, llOU'1I nfUfl be Sfrtn. 
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The Lay of the Land 
Your fighting needn 't be restricted to green fields, as Guy Haley explains 

Mlddle-ea rth has a lor in 
common with our modern 
world, and is just as dIverse. 
From deserts ( 0 rowerl ng peaks, 
thick forest to well-tended fields, 
Middle--earth has them all. Below 
are some ideas to help you set 
up appropriate battlefields tied 
into the areas on The War of the 
Ringnf campaign map. 

I Eriador 
The westernmost,part of Middlc-eanh, 
Enador is a mosUy wild and untamed 
region whose great realm of ArnOT has 
long since passed into memory, and the 
landscape is doned with ruins. Yet there 
are civilised places within its vast area. 
including fastnesses of the Elves and 
Dwarves, as well as the Shire and the 
scattered villages of the remaining men 
who still dwell there. The Sbire is a 
rolling, green and pleasant land. Small 
farmsteads, fields and villages are ils 
dominant characteristics. A green board 
dotted with Hobbit holes, hedges, low 
houses, woods, small rivers , fences and 
fields best represents il. The Shire is quite 
hilly, but not excessively so, so a few low 
hills are a good addition, See Whi te Dwarf 
304 and The Scouring of the Shire 
supplement for construction details for 
some of these features. 

Undon and RivendeU an:: places of beauty 
and peace, yet war touches a ll pans of 
Middle-earth. Making Elvish architecture 
can seem daunting, as they are great 
craftsmen who delight in delicate forms. 
Don't let it put you off, as refighting the 
auacks on Rivendell would make an 
excellent game! Rivendell is best 
represented by a green board, it has many 
rivers and, being in a steep valley, 
cenainly requires rocky crags and hills 
about it. Open-sided buildings form its 
core. The Grey Havens, Lindon's main 
city, is more urban in appearance_ Hills to 
represent cliffs, a seashore. and stone 
bui ldings allow you to recreate it. 

There are also mannish villages in Eriador. 
A few houses surrounded by hedges are 
sufficient for you to stage raids on these
out lying settlements. 

2 The Far North 
Forodwaith and the Iron Hills make up the 
topmost pan of th-e campaign map. Few 
dwell in Forodwaith, to its south lies the 
ruins of both Angmar and Arnor, while the 
northern parts are gripped by cold. 
Howeller. fighting there is II good excuse 
to get out your snow terrainl 

The area round the iron Hills offers more 
opportunity for gaming in the campaign. 
The halls of the Dwarfs here were assailed 
during The War of the Ring, whi le the 
10Wns of Dale, Esgaroth and the Lonely 
Mountain 'were all also attacked. The area 
is' not densely forested, and obviously 
battlefields would require some kind of 
hills ! The land is not well tended, so a 
green and brown board dOited with rocky 
outcrops would suit it well. Try building 
galeways ioto the sides of cliffs 10 
represent the entrances 10 the underground 
realms of the Dwarfs. 

3 Mirkwood, Fangorn and 
Lothlorien 
These three woodland realms are divided 
between two territories. Oblliowly all are 
healliJy wooded. Lothlorien and Nonhern 
Mirkwood are home 10 Elves, though 
Lothlorien is by far a brighter place. Large 
trees with Elvish tree platfonns. or flets, 
make good centrepieces for games. 
Fangorn and Southern Mirkwood are much 
darker and sinister in aspect. though for 
very different reasons. In Mirkwood the 
trees are so densely packed it is 
completely black, and giant spiders spin 
their webs between trees. 

Use a green or brown board for these 
battlefields. Add a couple of truly large 
trees if you have them, for these are 
ancient forests. 

4 Rohan and Dunland 
Split in two by the lower reache.~ of the 
Misty Mountains. Rohan and Dunland are 
similar in type. Both have rolling plains. 
woodlands and hills, as well as the feet of 
the mountains, within them. Both are 
largely untamed, gone back to wilderness 
as the might of the NOmenorean kingdoms 
in Middle-earih has declined. But Rohan is 
full of fortified villages protected by 
stockades. and long houses built of thatch 
and wood. (See WO 293 for ideas on how 

to make the architecture of Rohan); 
whereas Dunland is scattered with the rude 
seltlements of the embittered Wildmen. 
which can be represented by crude huts. 

5 RhOn 
This vast territory encompas~es an inland 
sea, a large forest and a small range of 
mountains, but by far its defining 
characteristic is its wide. open plains. 
'These are sparsely settled lands, best 
represented by open tables with few pieces 
of scenery. Rocky outcrops. encampments, 
small rivers, and isolated trees being best. 

6 The Misty Mountains 
Snow. rocky slopes. narrow defiles. and 
caves are the hallmarks of Middle-earth's 
ta llest range. Goblins inhabit these pans, 
and the sinister entrances to their lairs 
make good objectives to fight over. 

The lower reaches of the mountains are 
hellllily wooded. but above the tree-line 
rock and snow are all that is to be found . 
Grey and winter boards work best for 
these higher reaches. 

7 Haradwaith 
Much of this territory is desen. though the 
nonhern pan. which borders Gondor, is 
quite verdant. The most evocative settings 
for games here would be in the desert. so 
sandy boards with palms. oases and 
nomad's tents work best. Do not forget. 
however the gn:at city of Umbar, nor the 
two rivers whose valleys are fertile ribbons 
in the desert. 

8 Mordor 
Mordor is a bleak and blasted realm, 
surrounded by mountains. A grey or even 
black board would represent it best, as Ihe 
larger pan of it is comprised of volcanic 
slag_ A Mordor board should be covered in 
broken ground to recreate the worst effects 
of nature and industry, especially those 
representing Gorgoroth alld other nonhem 
pans, while the addition of some filthy 
tents and untidy camps would help finish it 
off nicely. The south round NOmen, where 
the matures of Mordor grow much of 
their food. is better. though barely. Mordor 
gives gamers a chance to create a truly 
different scenery se t. as it is a far cry from 
the pleasant greenery of much of the rest 
of Middle-earth. 



• 

9 Gondor 
Gondor is a vari~d place, though it differs 
in the main from other areas by dint of 
being the most heavily settled of the 
lands of the Free Peoples. Villages, 
towns and cities set it apart from 
elsewhere, though as one ventures 
further east into Ithilien these become 
as ruinous as those of Amor. These are 
more recently despoiled however, and 
unlike the ancient townships of Arnor, are 
likely to feature noticeable fire damage, as 
well as defacement by Sauron's minions. 

Gondor's towns are walled, and many are 
situated on large rivers or by the sea, 
giving plenty of opportunity for sieges and 
waterborne games. 

THE WRATH OF UMBAR! 
Stop the Corsairs in the Games Workshop Roadshow. 

Throughoullhe summer Ibeft will be. 
rantastlc: roadsbow vlsltlaa 42 vi our UK 80.., """"'-
In 1be Wrath of UmbIr, you'll have 10 
rqJCIlhe wicked Conain from mr, 
Soulhem Ooadorian cout, and p«vent 
them &om bumint: IOWnI and lakilll tbclr 
iohabilllllS bIIo s1a~, 'Ibea£ blICk
tarud men are acieaI servaats 01 s.roa. 
Do you hive !be mettle 10 defeat Ibem? 

Tho IWdsbow 1ISe5 !be boll ru1cs from 
WD300 aDd 301, and rearures I whole nee. 
of 5lUMing, scratehbuill boats, Corsairs and 
a specilily made COIIStil board. As ~11 as 

pllyina, you'll be uk 10 pick up lips on 
how 10 make your own landing craft and 
conversions. "There's llso a specill 
promodonal minialure only available 10 buy 
allbele evCllts, Below is a list or dates, 
Ring yOLlr local Hobby Centre for more 
delails of this eVCIII. 

• 1 July: Aberdeen 
• 9 JuJ,~ EdinbLlrgh 
• 16 JaI)': Glasgow, Hull Cardiff. ~ 

IIId BriJhlM 
• 23 JaI7: carusJe, NoltinJMm, BriICol 

ThutTOClc, Maidst9!!.t 
• 30 July: NewcastIC: Derby, Exeter, 

Harrow, GLlildfO • ..II::::'i~--

awt.. "'4b 

... 

• 
W ~l C 

·6 AUIJIIl: MIddIesbomugh, No\1blqlto'l. 
Poole, Ullbridae, Maidenhead 

• 1] ~ Hlnngate, LeiCCller, 01r0nL 
BnaIq. Millon Keynes 
·.~Letds, M~. WoIcaIe" 

KhIpIaa. Cambridse 
• %1 ~ Wakefield, a..r, 

8tnnInabam. Suaoa, Norwicb 
.3.... hr. Sbc:ftidd CennI. 

U __ ."""".'pnrid> 

INDEPENDENT STOCKISTS 
ChecIr. 0Ul1be website below for details of 
eventl. tDOIe independent stoctiSfll 
tbrouJboul; die COIUIIty, 

WWW.THEWAROFTHERING.CO.UK 
= • ~ 

I , 
I 



SETTING THE SCENE 
Here are two sample pieces of scenery [0 inspire you. They were constructed by Mat Baxter, one of WarhammE 
World's scenery making team. He made them lIsing simple techniques that you can try yourselves to make the 
and other pieces of scaUer terrain. 

Warg Lair 
These rocky outcrops could happily grace any part of Middle-earth. Mat chose to put 
II twist Oil one of his pieces by making one inlo II cave. He's cbosen to call it II Warg 
Lnlr, but it CQuid just as easily be the entrance to some warren-like Goblin dwelling in 
the Misty Mountains. Tbe techniques used here are suitable ror creating any kind of 
rock race, from towering cliffs to mere boulders. 

1 

4 

Mal cut 0141 a shap~ from MDF the siu 
he wanted his scenery piece /0 be and 
bevelled Ihe edges. He tlieu $lIIck a lump 
of polystyrene /0 il. He IISM the pink 
Jlrlif. This cuu bettu loon white 
polysryn!ne. 001 is harrhr la find. While 
works as well. bUlllUds 10 be scu/pled 
more can!fully. He Ihell sClilpled the 
polysryn!ne using (J modelliflg knife and 

a hot-win cUller. 

Finally, Mal added patdtes of Stalic 
Grass to both Ihe bose allli the rock. 

2 Mal sandrd the rock a little hen atld 
then 10 smooth away allY jagged edges 
left by Iris CUlling. He then glued 
patches of ModeWng Grovrf 10 Ihe rock. 
and co~~nd tht! base in sand. Ht! tMn 
painted il Clwos Black. DoII'f spray il. 
as th~ polysryrelle will mell. He Ihen 

drybrllshed IIle rock a 1:1 mi.t of Codex 
Gny alld Chaos black. 

For IJis biggu rock pieces. Met/{ added 
ftmhu layers ofpo/ysrynne. III this case Iu 
CUI outlhe rough slwpr oftht! cavr "fan! 
glm,j,'g Ilrt! piecu logether, then sculpted the 
polystyrene. ftmher hollowing oulthe cave. 
He It!ft sticking Ihe cave 10 (he bose untilloSI 
ifl this instance. as it gflVI! him greater aeus! 
10 the cavr moulh. 

3 

Materials 
Polystyrene 
Smm MDF 
Static Grass 
Coarse scaner 
ModcUing gravel 
Modelling sand 

Tools 
Modelling knife 
Hot-wire cutter 
Sandpaper 
S,w 

A.ftt!r drybmshlng lite rock and base 
agailt willt pUn! Codex Gny and a bit of 
Skull Wltite. Mal sluck two difft!n!ltl 

colollrs of coorse-grode scallU onto it 
to repnsott hardy bushel. Coarse 
scallers an! (JI'(1ilable from modellifl g 
shops. and come ilt a wide variety of 
different grodes and coloun. 



Haradrim Encampmenr 
As the world goes to war, die landscapes of many realms are studded witb the tented 
encampments of warring races. These tents here have been painted to lit in with a 
Harad fOr<!e, though a different paint job could tum them into the shelters of Orcs or 
Dunlendlngs. You can use the same methods to create tents for Gondorians, Rohirrim, 
or even Elves, simply by making the tents more regula r. 

1 Mal cuI OUI a baSt from MDF. Ht Ihtn 
glUl!:d Q cocl:rQil stick in I!:Qch cornu 
and onl!: ",hut Iht door M'Ould go. HI!: 
Ihen got a paptr 10WI!:/, S()(1ictd il ill 
diluted PVA glue Gild draped il over Iht 
fromt. allowing IhtjrOIlf sricle 10 piuct if. 

4 A[IU drybrushing the /tnt Graveyard 
Earlll and Bleachtd Bont, Mat Ihell 
added dtcorolian. He took. inspiration 
from Ihe dtsigns on Ihl!: MQmakil in The 
Relllm ofTht King, paimillg his with 
Rtd GaTt alld aU/lining Ilrtm wilh a pt/J. 

The Hedge of Reason 

2 

5 

O' ICI!: Ihe glut drits. the towtl btcollles 
quill!: solid. Mal could Ihen com;w,t. Ht 
pil!:rred Ihe comus wifh Ihe tnippl!:d-of! 
codcwil slick poims 10 rtprtStm Il!:nf 
pegs, thl!:n gilltd SOlid 01110 Ihl!: baSI!:. 

He Ihen lrigMigllltd Iht rtd decoro/ion 
wilh Blood Red. lind drtw [urtlter 
decorolion 011 wilh /tis ptn. Hefinished 
Iht /tm of!with palches ofSloric Gross. 

3 

Materials 
PVAGlue 
Cocktail sticks 
5mmMDF 
Paper Towels 
Modelling sand 
Static Gross 

Tools ' 
Clippers 
Sandpaper 
Fine Pen 
S'W 

Mat tOOl btgan 10 palm lilt /em. 
choosing a IItll/ral c%llr scheme of 
browl.., Ihal nllows fhe ttlll loftr in wilh 
virwl/ily OIly gaming lob/t. He paimed 
llie lelll 8tstiol Brown. aud Ihe base 
Scorchl!:d Browl/. 

Mall Baxter 
Malt has helm 
working/or Games 
Workshop for fOllr 
a/Jd 0 Iw/fyeors. He 
is a member o[ the 
Warhamml!:r World 
scenery leam, which 

builds thl!: ventle's amazing lables. He 
plays all G W games syslems, and is 
currently work.ing on 1/ High Elf tinny 
for Tht Lord oftht Rings. 

For further tll)~ on btllldmK bask terrmn pieces like thes!.". ~(l In Inur locall K (;"mes \\nrk~hnp Hohhl (\·lIlr,· on '>llh Juh Rm!! 
l(lur Hohh) (entre fur lIIure details See pa~e I '0 fur telephune numbers. 

- = 



~~G6 ~?-------------------------
The Last Alliance 

Refight the war against Sauron! 

Long before the Fellowship ever 
set out on their journey [0 

return the ring to Mount Doom, 
Middle-ea rth was almost torn 
asunder. Mat Ward and Pete 
Haines show you how to playa 
campaign set in the Second Age. 

M a lt: There: are few more 
impressive scenes in any of The 
Lord or The Rings films than the 

opening sequ_cnce thai portrnys the battles 
of the Last Alliance of Men and Elves. It 
is here that the Free Peoples of Middle~ 
earth troly pull together against Sauron, in 
a war Ihat lasts several yeaTS and claims 
countless thousands of lives. Greal heroes 
rise and fall against this backdrop - most 
famously Elendil and his sons, Isildur and 
Anlirion (whose stats a.re below), and the 
Elven High-king, Gi l-galad - and black 
deeds without number are performed. By 
the lime that Sauron is finally vanquished, 
the war has touched much of Middle-earth, 
and drawn in almost every realm, 

With a number of year.; now passed since 
we released our range of Last Alliance era 
figures, it occurred to me that it was time 
to come back and have another look, The 

Anarion (Man) 

AnMion 
F 

S/-
S 
4 

o 
7 

only problem was, how best to convey the 
scale of the conflict in a game system that 
excels in ballieS of around twenty five 
models aside? After a bit of thought I 
finally settled on a map-based campaign 
system (including some new 'points 
match' style scenarios, expertly penned by 
Pete Haines), Not only does this allow 
players to take their games to a more 
strategic level, but it also creates a scope 
of conflict that could never be realistically 
achieved in a normal game, 

Believe it or not, when you play this 
campaign you'll be playing with around 
3,000 points on each side! If this sounds 
daunting, don't worry - it's all part of a 
cunning plan" 

Playing (he campaign 
The map for this campaign should be 
readily recognisable - it's the map of 
Middle-earth, You'll see that it is spli t up 
into different regions, some of which are 
colour coded (we'll come to these later), 
There are also fourteen regions with icons, 
either a White Tree or a Red Eye. A 
counter (or other suitable token) 
representing a Good anny should be 
placed in each of the regions labelled with 
a While Tree. Similar markers, to represent 

A 
2 

W 
2 

cOlllillu~d ov~rleaf .. 

Poin ts Value: 100 

c , Might: 3 
WiU:2 
Fate: I 

F./~l!dil's youllger SOIl AllariolJ escaped wilh !Jisfatller from (he ruill of NlimellOr. His I;IIe 
n lled GOlldor for mallY 10118 years ufier SUUroll'S defeat, 'l/Jd IJis lIame is hO,IOUrtd ill ",e 
(umals 0/ Mwmisil hislOrits, Wlltll playi"g (he Last Alliallce campaigll you may 

i,lelude Alldrio" ill olle o/Iht G()()d armies i/YOu wish. I 
Wargear 
AnMion carries a sword, a shield and wears finely crafted heavy annour. 

Special Rule 
Uoldesl of Ihe Bold. An:1rion is at his most detennined when facing dangers 
thaI would crush the spirit of a lesser man. When attempting to charge an 
enemy that causes terror An:1rion's Courage is counted as being 7 for that 
test. 

Dominic Murray's AmfriOlI has bee" made from a Caplain of Millas Tiritli 
an"ed wilh a sword, A simple head s .... ap wilh fsildu1; and Andrioll is 
ready/or bailie! 

KEY (see u\'('rlcaf for rules) 

Terrain Coillur Difficult} 

Mountains ..... , 
Hills 

'M 
Grecn 

Yellow 
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l1r~ D ... arws of Middl~~arth stand trady a8aillsllh~forces of EI'iI. 

Evil annies, should be placed in regions 
labelled with the Red Eye - these are the 
positions of the forces of Good and Evil as 
the campaign begins. 

Formulating your rosters 
Each army on the map needs to have 
troops assigned to it. Four of the armies on 
each side are 250 points, three are 500 
points and one is 750 points - make sure 
you and your opponent can teU which is 
which. You can choose whatever forces 
you want for the armies (from their 
respective Good and Evil sections) 
providing these rules are foUowed: 

The Good player must include Elrond, 
Gil-galad, Isildur and Elendil 
somewhere in his annies (though they 
need not be included in the same army). 

Each army must be led by at least one 
Hero and contain at least one banner. 

No amy may number more than 50 
models in size. 

No two Good armies will ever have 10 
take the battlefield at the same time, and 
nor will any two Evil armies, so don't 
worry if you don't have enough models 
to make up all the different armies in 
your rosters. That said, given that the 
battles of the Last Allianee involved 
almost all Middle-earth 's sentient 
beings, the more variety you can get 
into the different armies, the more 
enjoyable the game will be. 

Playing the campaign 
The Campaign phase follows a similar 
sequence to the main game: 

Priority phase - Both sides roU a dice to 
establish which side has priority this 
tum. 

2 Move phase - Both sides take it in turns 
to move one anny, starting with the side 
that bas priority. 

3 Fight phase - Resolve any battles that 
have OCCUlTed as a result of the Move 
phase. 

4 End phase -lbe tum is over, army 
counters retreat (where appropriate). 
Begin again from Phase I: Priority. 

l. Priority phase 
Much as with the main game, priority is 
determined by both players rolling II dice. 
The player with the highest score wins 
priority. If the roll is tied, priority passes to 
the player who did not have priority in the 
previous tum. The Good player 
automatically has priority in the first turn 
of the campaign. 

2. Move phase 
Starting with the side that won priority, 
players Ialc:e it in turns to move the ir 
armies. When the side with priority has 
moved an army, the other side moves an 
army, and so on until all armies have been 
moved. Armies may move into any 
adjacent region, however, if they are 

moving to or from an area of mountainous. 
heavily forested or other terrain that is 
difficult for an army to traverse. there is a 
chance that they may not reach their 
destination. Wben this occurs, the 
controlling player must roJl equal to or 
greater than the difficulty - if they fail, 
they may not move that turn. Regions of 
difficult terrain are colour-coded on the 
map. Armies may only move once in each 
Move phase, and may nOi move into a 
region containing a friendly army. If an 
amy moves into a region containing an 
enemy anny, the forces engage and will 
battle with one another in the Fighl phase. 
The army that Wall already present in the 
region may not move that tum. even if it 
had nOI already done so. 

3. Fight phase 
During this phase, players resolve any 
battles that have been instigared in the 
Move phase. Each game hall a time limit 
of 90 minutes. Both players field the 
armies recorded on the rosters that they 
prepared earlier and roll for a scenario 
from the following table: 

D6 Name 
I Foes on the Road , Swords in the Moonlight 
3 Challenge of Champions 
4 Death on the March 
5 ' WaR the Flanks 
6 Take the Banner 

In each game, pHtyers follow the 
deployment conditions and special roles as 



normal. Unless otherwise noted, the game 
ends when one side is reduced to 25% of 
their starting strength, or the time allowed 
for the game expires. In addition, players 
need to keep trllck of casualties - after all, 
the Dark Lord is trying to whittle down the 
forces of Good. 

At the end of the game, players must roll 
to see which of their casualties were 
fataliti es. Each player rolls a 06 for ellch 
of thei r models that were slain in the 
battle. On the roll of a 4 or more, the 
Warrior or Hero recovers (though Heroes 
are restored to only one Wound and do not 
recover any Might. Will 01' Fate). Any rolls 
of less than this indicate that the Warrior 
or Hero has been slain - eruse them from 
the roster. Heroes may not use Might to 
modify this roll. Finally, make a note of 
which side won each game and whether it 
was a Major 01' Minor Victory. 

Recovering reserves 
PlayefS'determine how much energy 
Heroes have recovered after each scenario 
has been played. Nominate a surviving 
model within an army and roll a dice for 
each point of eharocteristic that has been 

spent or lost. Starting with Might, then on 
to Will, Fale, Courage and Wounds. 

On a roll of I. 2 or 3, the Hero has not 
rested sufficiently and starts the next game 
without that characteristic point On the 
roll of 4, 5 or 6, that point has been 
restored and can be used in the next game. 

If the Hero has any Might, they may use it 
to modify the dice roll as normal, although 
the player may not attempt to recover this 
Might point until after the next scenario. 
Roll for each Hero in tum, noting any 
changes as you go. 

4. End phase 
Any armies that were defeated in the 
preceding Combat phase must now relrent 
into an adjacent region. If they suffered a 
Major Defeat they must retreat 10 a region 
of the opponent's choice. If they suffered a 
Minor Oefeatthey may instead retreat to a 
region of the controlling player's choice. 

Retreating annies may nOI move into 
regions already occupied by either fri endly 
or enemy armies. Armies that are not able 
to relrellt are destroyed. 

It was the Third Age ... or was it 
the Second Age? 
Much of our existing The Lord of The Rings 
mnge is of great hel'OtS from the Third Age. 
Another sil:eable chunk is of warriors such 
as Uruk-bai or Rohirrim, who don ' t exist 
outside of the later Third Age years. 

This needn ' t mean thai you can' t use )'our 
favourite mIniatures. Rohlrrlm and their 
pronles work Just as well as 'lesser ' Men 
of lhe time of lhe Last Alliance, 
and the model and rules for 
ThEoden could represent a 
great king of that time. 
There's no real limit to what 
you can do. Uruk-hai could 
be used as a race of great 
Ore that no longer exists 
in the Third Age, 
Easterlings as Black 
Nlimen6reans, a nd so on. 

Ending the game 
It's important for players 10 keep trllck of 
the number of victories (Major or Minor) 
that they have scored over the cOurse of 
the game. As soon as one side hits five or 
more victories. they can attempt to force 
the final confrontation in any subsequent 
Priority phase. before the dice are rolled. 

If a player wishes to invoke the finol 
battle. he must roll a dice to determine if 
his victories have gomered enough 
strategic control to force a final conflict. If 
the total score of the dice and the number 
of victories accumulated so far is ten or 
greater, then Sauron has come fonh from 
6arod-dllr and the final battle can begin _ 
the victor will determine the fate of 
Middle-earth ! 

Playing the final battle 
To decide the fate of Middle-earth 'both 
players must play the Final Battle 
scenario. Now, the number of warriors that 
have fallen on both sides becomes very 
imponanl as the fewer the casuallies thai 
have been sustained, the more warriors 
will be available to fight in the final bailIe 
to decide the ultimate victor: 



171~ Elves hold/aSI a8l1inSllh~ir lots. 

Foes on the Road 

AI/acker dl!ploys /tl!re 

Rock ~ 
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Description 
Although g1W1 ban/I!s can bl! WOII by bold 
chargu alld huoism, guile alld cUllllin8 
can often ol/tweigh slrength and courage. A 
well-laid ambush call elltrap evell the most 
jal7l1idab/e adversary (/Ild ill SO dOillg 
plunge lesser spirits ill/o tht! depths oj 
dl!spair where/ear breeds defeal. Wars art 
/Jot decided by brnlt!forre alolle ... 

Starting positions 
1be anacking army must SCt up first in the 
box marked 'Attacker deploys here' on the 
map. The defender can then set up in any 
of the boxes marked 'Defender can deploy 
here'. The defender can arrange his forces 
as he wishes, splil1ing them between boxes. 
He also does not need to deploy troops in 
every box either. unless he wishes to. 

Objectives 
The player with the most points value of 
models left on the table at the end of the 
game wins a Minor Victory. If he has al 
least twice as many points worth of models 
left as the loser il is a Major Victory. 

Special rule 
The defending player has priority in this 
scenario. 



Swords in the Moonlight 
Description 
Wlum rival unnies art tlrcClmped dose to 
Ollt! another, the forces of good must 
forevtr 1M 011 their guard during the /lighl 
as mallJ of Ille Dark £.om's followers an 
boldest/hen. Only the bravest art sel«ted 
/%nl1 Ihe pickt!llines thaI wail silently in 
the darkness, eyes siroillillg 10 catch a 
gUmpu of bare steel or the dread glare of 
baleful red eyes. 

Starring positions 
The attacker selects a table edge and 
deploys his entire force within 12"128cm of 
it. The defender then deploys his entire 
force within l2"nlkm of the opposite table 
edge. Good has priority. 

Objectives 
The player tbat kills the mosl enemy 
models wins II Minor Victory. If the victor 
kills al least twice as many as his opponent 
he wins a Major Victory. 

If II player has any models in the enemy 
deployment zone at the end of the ,game 
add the total of them 10 his Iota! of 
casuallies inflicted before calculating . 
victory. So if a player inflicled 15 
casualties but ended the game with nine 
models in the enemy deployment zone his 
score would be 24. 

Special rule 
The engagement is fought at nighL Enemy 
models in Elven cloaks cannol be seen 
beyond 6"/ I4cm and other models cannOI 
be seen beyond l2"128cm. Models with 4 
or more Wounds (except 5helob) on their 
starting profile can be seen at normal 
distances however, as they lack stealth. 
Models may only shool at or charge 
models they can see. No models may use 
volley fire. 

-

l1J~u's a wide 
range af banner 
beaurs which 
make for excel/elll 
anJJY IIwrken for 
The Ltw Alliance 
campaign 1/J1Ip. I/'s 
gaed if YOII Wie Olles 
ulevQIJI/o the lroops 
in the onllY (on 
Easterling o/J~for on 
Easterling army, and an 
Eif one for an E/vell 
army, etc). 
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Challenge of Cha • mplons 
Description 
The heron of the lAst Alliance art well 
know" lQ Ihe Itgions of Mordor and the 
Dart Lard has commanded Ihm his 
Captains wasle 110 opportulliry to .doy 
Ihtm. Dlfring Iht /0118 morch /0 {)(lgorlod 
each htro was /0 endure IIwny attacks by 
(llI/bitious miniolls of Sourun, alld toch 
welcomed the oppommiry /0 trade hard 
blows with their foes. 

Starring positions 
The players roll off for choice of table 
edge; the winner chooses the edge he will 
enter play from and the loser will enter 
play from the opposite edge. 

Objecrives 
Each side's conunander is attempting \0 

outdo the other. PUI any models killed by 
the enemy commander in close combat to 
one side, separate from other casualties. AI 
the end of the game the player whose 
commander has inflicted the most points 
worth of casualties wins a Minor Viclory. 
If their commander inflicted twice as many 
casualties then he wins a Major Victory. To 
benefit from the glory the commander 
must survive. If he is killed, his score is 
reduced by 100. 1bere is also greater glory 
in slaying the enemy commander. If a 
player's commander kills the opposing 
commander then add 100 to his score. 

• 
Special rule 
Each side will have a commander. This is 
automatically the hero with the greatest 
points cost. If two are the same the owning 
player can nominate which of them 

Orr:forr:es smash illlo lilt flvell bailIe /int. 

commands his force. Ir either player has 
no heroes (due to previous casualties 
incurTed in the campaign) then thei r 
commander will be the warrior model with 
the higheSI points cos!. 
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Death 

Description 
Ellen tlrt greatt!S1 captains ana mightiest 
legions Cal! be hallt!d by hungu U/ld 
fatigue. Often il Is the innOCtfllS who 'fi~ in 
'lit path of campaigrring amlies who suffer 
/0 aI/ow the warriors /0 cOlilinllt their 

march to Immortal glory. 

Starri ng positions 
Three objectives are set up as shown on 
the map. These can be bumt-out buildings, 
wagons, encampmcnlS or anything 
appropriate you have in your model 
colletljOIl. At worst, card markers cut 10 
the correct size can be used. The players 
roll off for !;hoice of table edge, with the 
winner piCking the edge he will COlt.[ play 
from. The loser will enter play from the 
opposite side. 

O bjectives 
The player who controls the most 
objectives at the end of the game wins a 
Minor Victory. [f, however, he controls all 
the objectives he wins II Major Victory. If 

= 

on the March 

neither condition occurs, the player who 
has killed the most enemy models wins a 
Minor Victory. 

Special ru le 
Each objective should be 6"/I4cm square 

Willi 

• 

and counts as ruins/debris ror movement 
purposes. 

To OOIltrol an objective a player must have 
al least one or his models and none of the 
enemy on the obje.clive. 

• 48"//12cm 

• ~ 
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'Ware the Flanks 
De/entler deploys here 

-. 
, .;, 

r-------------------- -------

AI/acker deploys herr 

• 4S"/I/2c/lt 

Descriprion 
When its bollie lines are fonned. all anny 
is 110/ easily defeatedfrontally, bill I! ils 
flanks can be turned rhen il is for m.ore 
~lIll1erable. Accord;lIgly, trt)()ps are posted 
10 guard against slIch a /Ilan~uvre. and to 
prrss on fhemsd~s. should the opportuniry 
preselll itself 

Starting positions 
'The Defender deploys first in the area 
marked 'Defender deploys here ', then the 
attacker deploys in the area marked 
'Attacker deploys here' . 

Objectives 
Each player must lI)' \0 clIit as many 
models as possible from the table via the 
c)[it points marked on the map. 

At the end of the game ea<.:h player totals 
up the points value of enemy models he 
has killed and the points value of his own 
models that have exited the table. The 
player with the highest score wins a Minor 
Victory. If the winner's score is at least 
twice that of the loser then it is a Major 
Victory. 

Specia l rule 
All of the hills on the map are rock-strewn 
and coum as difficult terrain. 
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Take the Banner 

The bamlt!r ita laUrel! of inspiralionjor 'he anny. and liS sllch ;s a/vital imporla/lu. 

Description 
Each army has ils hannllr, acting as II 
rallying poillt (I/Id fnspiralioll to worridrs. 
II is also a lure, inviliug the brave and 
joolhardy to seize ii, /0 galll such lame as 
wil1guarantee advancement and acclaim. 
Moreover, as one by ont their bannus /0/1, 
the reality oj bitler defeOl can be mnde /0 
wash over the //lost stead/asl warriors. 
Such aCls can win wllrs. 

Starti ng positions 
Place a marker representing a banner in the 
position depicted on the map. The 
defending army deploys within 12"f28cm 
of it. The auacking army may then deploy 
anywhere on the table at least IS"/42cm 
(rom any defenders. The banner does not 
need a bearer and cannot be altached. The 
banner can, of cour~e, have a figure 
holding it for representative purposes. 

O bjectives 
The Banner marker 
:leIS as the objective 
and may not be 
moved. If lit the end 
of the game only 
one player bas 
model(s) in base 
contact with the 
banner. thllt 
player receives 
100 points. Both 
play~ also 

= 

score points equal to the value of enemy 
models they have killed. The player with 
the highest end score wins a Minor 
Victory. If the victor'S score is twice that 
of his opponent, he scores II Major Victory. 

, , , , , , , , , , , , , , , , , , , , , 
" 

'" 

Special rule 
The Banner marker is just that, II marker. It 
has no effect on the game and does not 
count as a nonnal standard, only affec ting 
the final result. 

Aflorur drploys heft 

• • 



The Final Battle 
The assembled might of the free 

world has come to stand before the 
walls of Barad-dOr and. after seven 

long years of siege. the Lord of Mordor 
has come forth to confront them. Though 
both sides have been wearied and bloodied 
by the long ye!lfS of battle, neither anny is 
yet ready to admit defeat. The Elves and 
Men of Middle-eanh's very future rests on 
this confrontation, whilst the Orcs are 
driven onto the foe by their fear of the 
Dark Lord. However this bailie ends. the 
ripples will be felt HcroSS the face of 
Middle-earth and throughout the tale of 
history ... 

Participants 
Good 
Elendil 
isildur 
Gil-galad 
Elrond 
I Dwarf King 
12 High Elves with Elven blade 
12 High Elves with spear and shield 
12 High Elves with Elven bow 
12 Men of Gondor with bow 
12 Men of Gondor with spear and shield 
12 Men of Gondor with shield 
6 Dwarves with shield 
6 Dwarves with bow 
3 Dwarves with two-handed axe 
3 Khazlld Guard 

Evil 
Sauron 
16 Orcs with shield 
16 Orcs with spear 
8 Orcs with Orc bow 
8 Orcs wilh two-handed axe 
8 Warg Ride~ with Ore bow 
8 Warg rude~ with shield and 
throwing spears 

Layout 
This scenario is played on a board 
n"1l68cm by 48~1J 12cm. There are three 
large hills on the Evil side of the 
battlefield representing the slopes of 
Mount Doom. The whole area is scallered 
with large impassable rocks and clusters of 
smaller rocks that form obstacles. There 
are no trees, the slopes of Mount Doom 
being desolate, dark and barren. 

Starting positions 
The Evil player deploys his force within 
24"/S6cm of the northem bOard edge. The 
Good player then deploys his force within 
Irf28cm of the southern boarrl edge. 

Objectives 
The Evil side wins if Elrond, Gil-galad, 
Isildur and Elendil arc all slain. The Good 
side wins if Sauron is slain. If both sides 
achieve their victory conditions in the 
same tum. the game is a draw. 

Special rules 
The Dark Lord. Sauron does not begin 
the game on the table. but may arrive as 
play continues. AI the stan of each tum 
after the fin;t, the Evil player rolls a dice 
during the Priority phase. On the roll of a 
4+, Sauron has arrived and may move onlo 
the board from a point along the northern 
table edge chosen by the Evil player. He 
may not charge on the tum he arrives, but 
may otherwise act normally. 

Points match 
To play this scenario with different forces, 
simply choose two forces of roughly equal 
points value. Neither side may arm more 
than 33% of its warriors with bows. The 
Good side must include four Heroes. the 
Evil side may only include a single Hero. 

Campaign 
Refer 10 the table below for additional 
bonuses/penalties for lhe campaign. 
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The Battle of Fornost 
Fornost has fallen to the dread Witch-king, but can he hold it? 

A new Fall of the North 
scenario by Mat Ward which 
recreates the Free People's 
attempt to break the power of 
the Witch-king for good. 

Though the Witch-king was defeated 
at Amon Sill, his power, and that of 
his realm of Angmar, was not 

broken, for he escaped the bailie and 
retreated once more into the north. Over 
the next five centuries he slowly began to 
rebuild his power, butil was not until the 
Greal Plague swept the world that his time 
came. As the virulent sickness wracked the 
north, the Kingdom of ArnOT was broken 
and choked with plague-slain dead. Their 
safchoJds became abandoned and haunted 
by evil spirits out of Angmar and Rhudaur. 

When the WitCh-king came once more, the 
people of ArnOT were scallered, for many 
cities existed now only as names upon a 

map. Despite the defiance of the 
defenders, Fomost, Arnor's capital of old, 
fell early on and was taken by the Witch
king as his lair - yet the battle was nOI to 
detennine Ihe course of the war. 

The Free Peoples of the world ~lved to 
crush the WitCh-king and his annies once 
and for all. ikmur, heir 10 the throne of 
Gondor, led a mighty fleet north and, 
combining his forces with those of Lindon 
and Rivendcll. marched upon Fomosl to 
e);pel the dread king. Unusually, this batt le 
is recorded in the Shire, for the Halflings 
maintain that their newly founded land lent 
aid, sending arcbers to fight. See The Fall 
of the North in WD305 for rules for some 
of the Heroes and Warriors below. 

Participanrs 
Good 
Crrdan, Keeper of the Havens 
Eiirnur, Captain of the White Tower 
6 Rangers of the North 

I Captain of Minas Tirith 
Glorfindel 
8 Warrior.; of Minas TIrith with spears and 
shields 
8 Warriors of Minas TIrilh with bows 
8 Warriors of Minas TIrith with shields 
6 Knights of Minas TIrith 
6 High Elves with Elven bows 
6 High Elves with Elven blades 
6 High Elves with spears and shields 
12 Hobbit Atchers 

Evil 
The Witch-king of Angmar 
(does not ride a Fell Beast) 
1 Duskwraith 
2 Revenants 
I Warlord of Cam Dtlm 
4 Barrow-wights 
6 Spectres 
6 Spectral Wargs 
12 Warriors or Cam Dum 
8 Orcs with shields 
8 Orcs with spears 



4 Orcs with bows 
4 Orcs with two-handed weapons 
6 Warg Riders with 
throwing spears and shields 
6 Wnrg Riders with Ore bows 
2 Mordor Trolls 

Layout 
This scenario is played on a board 
48"11 12cm by 48"/ l llcm. The game takes 
place on the outer edges of Fomos!. A 
broken wall cuts across the board 
12"n8cm in from the northern board edge 
with several ruins behind it. The remainder 
of the board is covered with trees and 
rocky outcrops. 

Starting Positions 
The Good player deploys Wour and the 
Warriors of Minas Tirith and the Elves in 
the deployment zones as shown on the 
map. He may then deploy all the Hobbits 
in one of these deployment zones. The 
Evil player then deploys his force. 

Objectives 
The Good player wins if he kills the 
Witch-king and reduces the Evil force to 
25'1;0 of ils starting numbers. The Evil 
player wins if he kills two of the Good 
Heroes. If both players achieve this in the 
same tum, the game is'a draw. 

-- • 

Elf Deployment 
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Wall 

GOIrdor 

DeploymellllblU! 

48"lll2cm 

Points Match 
To play this scenario with different 
forces, simply choose tw1l forces of 
roughly equal points value. Neither s ide 
may ann more than 50% of its warriors 
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Enemy at the Gates 
New siege equipmentfor defenders and a new scenario 

They sayan Englishman's home 
is his castle, bur presumably 
they've never had to defend it 
from 10,000 determined Uruk· 
hai. Mat Ward sets out new ru les 
for special equipment and dirty 
tricks that siege defenders can 
employ to rip the balance in 
their favour. 

Sieges, while fun to play for the 
anacker, are often less so for the 
defender. The attacker of len has the 

initiative. more men to lhrow lIthe walls 
and, often. more uicks \0 play on the 
defender. Even Ihe most stalwan of 
defenders might gel a lillie dismayed when 
all(uher 500 Warriors of Minas Tirith hove 
into view. seeking to displace one of the 
~overeign bastions of Lord Sauron. 

I find thaI the best way to avoid losing in a 
siege is not to get caught in your caslle in 
the first place. However, there are just 
some times that you have to run away, I 
mean, make a tactical withdrawal, and 

prepare to dash your enemy's brains out 
from behind some good old, reliable 
stonework defences. 

To make things a tinle more interesting for 
the defender (and, to be fair, more 
interesting for the attacker too) I've come 
up with some rules for n few of the 
cunning tricks a defender can employ. A 
word of caution - while you can blow a 
significant amount of your points on these 
new upgrades. they'll prove rather 
ineffective if you don't have sufficient men 
on the walls to deal with the incoming 
attackers, and that won't do at all. 

As already mentioned, there are many 
tricks that a defender can play upon an 
anacker. most of which involve the 
besiegers dying in large numbers. Each of 
the following ploys has a points value 
ass igned to it. but bear in mind that their 
effectiveness will be defined by where you 
place them and the design of your fortress. 
All besieger tools must be deployed before 
any models are placed on the board. If your 
opponent permits, you may include as 
mnny as your points value allows. 

Pitch Ditch 50 points 
{per 6~/ I4<:m length} 

Carefully prepared defences will often 
spon a shallow ditch filled with pi tch or 
another flammable substance. When the 
attackers charge across the uough, the pitch 
is set alight and many of the attackers are 
set alight. burning like screaming larches in 
the shadow of the walls of the forness. 
Pitch ditches are. by their very nature, one
use tricks that can nonetheless cull a 
swathe of allackers from the enemy ranks. 

Pitch ditches are represented by markers 
6"/ I 4cm long and 2"/4cm wide. They do 
not count as difficult terrain or obstacles, 
and enemy models are free to cross them if 
they wish - though they do so :II their own 
peril. The defending player may attempt 10 
light any of his pilch ditches at the stan of 
the Fight phase. To do so, he rolls a dice 
for each one. On II roll of 4, 5 or 6, the 
pi tch has tak.en light. On any other result, 
the flame has not caught and the pitch 
remains unlit. Any models in a pitch ditch 
in the tum that is lit are caught in a roaring 
sheet of flame - they immediately suffer 
0 3 Strength 4 hits. At the end of the Fight 



phase, roll a D6 for each ignited ditch - on 
a roll of 6 the fue continues to bum into 
the next rum with the effect described 
above. Otherwise, the fifes have burnt 
themselves out - remove the markel; from 
play. Models wishing to cross a naming 
ditch must pass a Courage test or remain 
stationary. 

Rallying Poin ts 25 points 
Defenders are tasked to protect ceI1ain 
seetions of the walls of their bastion. 
Should the enemy breakthrough, the 
defenders wiU raUy around particular 
features that they can recognise in the heat 
of battle. These rallying points can take 
many differenl forms - the imponant thing 
is that a battle--craz.ed defender can 
recognise it for what it is. Most commonly 
a rallying point will be a banner of some 
kind, although Orcs have been known to 
rally around all manner of foul trophies. 

Rallying points behave exactly in the same 
way as banners (see the main rules manual 
for details). In addition. their reassuring 
presence bestows + I Courage on aU 
friendly models within 6M fl4cm - though 
this may not be used to take a model's 
Coumge above 5 (there is only so much 
heart a brave man can lake from the sight 
of a flag). Enemy models can remove 
raUying points - there is IitLle that is , • 
difficult about severing a guy rope to a 
nag. or toppling a totem of some sort. 

If lID unengaged enemy model spends a 
Fight phase in base contact with a rallying 
point, it is considered to have been 
destroyed or otherwise netitrnlised, and its 
abilities are lost. The best visual way to 
represent a rallying point is a banner set 
upon a flagpole or otherwise secured to the 
ground and then mounted on a 25mm base. 

Ensy to IfUIU. rhis 
bauuer Will copied 
from rhe main ~/ts 
manual OIId pointed 
- tht polts are I7Wde 
from coclaail Slicb. 

The attacking Uruk·hai get a taSlt of boiling oiL 

Spiked Barricades 10 points 
In real-world history, Ihis would be known 
either as an abatis or as a cheval de frise. 
As with many siege defences, this can take 
many forms, depending upon what the 
defenders have immediately to hand. The 
common connection between all such 
constructions is that they fonn a barricade, 
generally at a weak point in the defences, 
and are sufficiently bespiked to cause peril 
to the attacker. 

Spiked barricades arc best represented by a 
suitable model up to 6"'I4cm long and 
I "ncm wide. They follow all the normal 
rules for obstacles and have a Defence of 8 

and 3 Batter points. In aqdition, to 
represent the extra.difficulty of crossing a 
spiked barricade or fighting a foe who is 
sheltering behind one, use the following 
rules: 

A model who makes a Jump test to cross 
a spiked barricade will automatically 
take a Strength 3 hit if the score is' 1-5. 
On the rol1 of a 6 the model has vaulted 
it safely. 

A model that fights a combat across a 
spiked barricade and accidentally strikes 
the barricade, and nOI the opponent , 
suffer.> a Strength 3 hi t. 

The barricade is made 
from dowel rod, while Ille 
spikes ore fasMol1~d from 
splin/trs 0/ p/lUlicard. 



Crow's Cages 
and Gibbets 

50 poin ts 

Though some races shun their use, the 
displaying of corpses upon one's defences 
is a potent weapon against the morale of 
the enemy. Orcs. in panicular. seem to fecI 
a stone wall is incomplete without a 
quartered and raven-worried corpse and 
will. if necessary. frod a 'volunteer' from 
within their own ranks to round off their 
defences. However. such a blalaDt display 
of savagery can sometimes backfire. filling 
the foe with cxtra resolve. , 

All friendly models wi thin 6~Il4cm of II 
~bbet cause turor to represent the highly 
disconcerting effect the cadaver has upon 
their foes. However, the sight of a defiled 
corpse can fuel attackeD with 
delennination, so they receive + I io their 
Courage whilst within 6~I14cm of the 
gibbet. Enemy models can remove gibbets. 

If an unengaged enemy model spends a 
Fight phase in base contact with a gibbet. il 
is considered 10 have been destroyed or 
otherwise neutralised, and its abilities are 
losl. Gibbets should be mounted on a 
40mm round base. 

Rocks 10 points 
Big rocks that the defendeD drop down 
from the balllements to crush the skulls, 
legs and other assorted body parts of the 
attackers are always usefuLA well
prepared fonress is not complete without a 
large supply of suitable projectiles - it 
takes little skill to drop a rock inTO a mass 
of besiegers and cause injury. 

Any defending model in base contact with 
a pile of rocks can drop one on an attacker 
during the Shoot phase instead of making 
another shooting aTtack. Any enemy model 
within I "I2cm of the wall and 8"I2Ocm of 
the shooter is an eligible target Models 
dropping rocks are always considered to 
have a Shoot value of 4+. unless their 
Shoot value is beller, and hits are innicted 
at a Strength of 6. Piles of rocks are best 
represented on a 2Smm round base. 

Simpl~ solutions orr 
som~tim~s rh~ ~st

this rode pile is 0 

group 0/ p~bbles 
pain/td Codu Grey. 



Carcases 5 points 
Most commonly oil-soake<! straw bundles 
that can be hurled from the defences, 
carcases are an invaluable tool for lighting 
up a night attack. 

Any model that is within 6"/l4cm of a 
carcase is illuminate<! by the flames - they 
can be seen and targete<! as oormal, even if 
the game operates under a darkness special 
rule that limits visibility. Carcases are 
deployed at the start of the game and are 
assumed to have eoough fuel to last the 
entire baule. 

Boili ng O il 25 poin ts 
Though little employed by the armies of 
the Free Peoples, there is little more 
guaranteed to break the heart of an enemy 
attack than the emptying of a cauldron of 
boiling oil onto them. Depending upon the 
reserves of raw materials (ie'- the oil and 
some wood to bum to heat it) the defenders 
can keep the oil coming throughout an 
assault. 

1£ there are two unengaged friendly models 
in base contact with a cauldron of boiling 
oil they may unleash it upon the enemy 

during the Shoot phase. Any enemy model 
within l~ncm of the wall and 8"I2Ocm of 
the cauldron is an eligible target. Models 
pouring oil are always considered to have a 
Sboot value of 4+, unless their Shoot value 
is bener, and hi ls are inflicted at a Strength 
of 8. In addition, any models within 2"/4cm 
of the any model thai is hit by boiling oil 
are also caught in the de luge - they take a 
single Strength 4 hit. 

A=~ 

challenging 
projecl. 11!i~ oil 
poUTtr was 
scrorch buill 
from pieces of 
balsa wood. 

·Access Platfo rms 5 poin ts 
Some bastions have false walls and 
overlapping defences. Once the outer walls 
have been los\, the defenders can withdraw 
to a second ring and continue the fight. 
Often, the secondary walls will be reached 
only by access walkways and other narrow 
platforms that the defenders can withdraw 
behind them and leave the attacker isolated 
until fresh ladders can be brought up. 

Access platforms can be up to 4"IIOcm in 
length and are about 1"l2cm wide. Two 
models can carry an access platform at full 
speed, in much the same way as a ladder 
(see the Siege roles for details). A single 
model can CllIT}' an access platform at half 
speed. Access platforms can be dropped at 
any part in a model's move - place it in 
base contact with one of the carriers. 

Once in place. access platforms'pan be 
moved over as if they· were open terrain. 
and can be picked up again in subsequent 
turns as desired. 

Once you' ve gOI your siege equipment 
together you ' ll need 10 put it to the- test 
in our siege scena rio o"erleaf. 



The Siege of Berengar's Keep 
Making a last stand at the fortress of Minas Sirion 

Usi ng the new rules for 
defenders' equipment, Graham 
McNeill 's new scenario recounts 
the last stand of Berengar, a 
Captain of Gondor, at the 
mountain fort of Minas Sirjan. 

(II the early years of the Third Age, after 
the defeat of Sauron by the armies of the 
Last Alliance at the Battle of Dagorlad, the 
lands of Middle--eanh were freed as the 
Dark Lord's empire collapsed. Orcs and 
Goblins were SC3l1ered and sought refuge 
in the dllTk places of the world, hiding in 
the highest mountain peaks and deepest 
recesses of the forests. Some were hunted 
down and slain, but many more remained 
and continued to plague the peoples of 
Middie-earth for years to come. 

Bercngar was a Captain of Gondor and 
served the Icings of that realm faithfully, 
leading many raids inlo the foul lairs of the 
enemy to root them out with sword and 
lance. (Use a suitable Captllin of Gondor to 
represent him if playing this scenario, or 
better still, convert your own.) 
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On one expedition to destroy a 
roving band of evil creatures 
plaguing the southern fiefs 

of Gondor, Berengar's 
force found itself 
ambushed by a much 
larger host of Orcs. 

Arrows felled many of 
the warriors' horses 
and compelled the Men 
of Gondor to flee on 
foot into the 
mountains. For many 
days and nights, the 
warriors evaded the 
pursuit of the Orcs, but 
soon they could run no 
more. Just when things 
looked mosl hopeless, 
Berengar's men sought 
to make their last stand 
in a lonely valley and 
came upon the 

abandoned fort of Minas Sirion. Though 
fallen into disrepair. there remained enough 
of a fastness 10 mount a defence ... 

Participants 
Good 
Berengar, Captain of Gondor 
Osuin, Captain of Gondor 
6 Warriors of Minas nrith with spears 
6 Warriors of Minas 11rith with bows 
6 Warriors of Minas 11rith with shields and 
swords 
6 Citadel Guard with longbows 
6 Citadel Guard with spears 
5 Knights of Minns lirith 

Up to two Good Warriors may be given a 
banner. The Good force may also be 
equipped with the following siege tools: 

2 rallying points 
3 rock piles 
2 spiked barricades 
I cauldron of boiling oil 
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Evil 
3 Orc Captains 
I Troll Chieftain 
24 Orcs with swords and shields 
24 Orcs with spears 
12 Orcs with bows 
12 Orcs with two-handed weapons 
2 Mordor Trolls 
2 Wrug Riders with bows 
3 Warg Riders with spears 
Mordor War Catapult with naming 
ammunition 

Up to three Evj\ Warriors may be given a 
Banner. The Evil force may also include: 

2: Siege Towers 
8 Siege Ladders 
I Battering Ram 

Layout 
The scenario is played on a board 
4S"/112cm by 4S"1l12cm. This siege takes 
place in a rocky valley in the foothills of 
the White Mountains and, as such, the 
ground around Minas Smon is largely 

• 

composed of low patches of scrubby 
bushes lind clusters of rocks. 
The willis of the fortress are arranged 
3<:ross the nonhem edge of the board, 
lO~n4cm from the edge. A section of wall 
6~Il4cm across has collapsed and is now 
filled with rubble (counts as difficult terrain). 

The tower of Minas Sirion should be 
placed in the middle of the defender's 
deployment lOne Il~ shown on the map. 

Starting positions 
The Good player deploys his force 
anywhere within the fortress of Minas 
Smon and may choose whether the gates 
are open or closed. The Evil player then 
deploys his force up to IS"/42cm from the 
southern edge of the board. 

Objectives 
The Good player has to hold on for as long 
as he can. Eithcr player will win if he 
manages to kill all his opponent's heroes 
and reduces the enemy army to below 50% 
of its starting numbers. 

A Troll Cllie/ioin leads the 05501111 . 

• 

Special Rules 
No Matter the Cost. The defenders have 
resigned themselves to this last, near 
hopeless banle, and are now beyond fear. 
Come what may, they will fight to the last 
man. So long as Bercngar is alive, Good 
models do not take Courage tests for their 
force being reduced to half strength. 

Points Match 
Though this scenario recreates Berengar's 
defence of Minas Sirion, you can also use 
it to play another siege that uses alternative 
forces and/or occurs in a different locat ion. 
If you want to play this scenario witli other 
forces, choose a defending force of up to 
500 points and an attacking force of up to 
1,000 points. Each side must include at 
least one Hero and at least one model must 
carry a banner. The defending player may 
spend an additional ISO points. on siege 
tools. The attacking player may include a 
single oollering ram and a maximum of 
IWO 5iege towers. He may also include up 
to one siege ladder for every len models 
(rounding up) in the force. 
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The Bigger they are ... 
A heavyweightfight to the death! The Balrog versus Rudgie's ego 

Rudgie's Mumak was invincible 
when he took on all-comers at 
the Gaming Events Centre. So, in 
a special Arena of Death match 
up, we decided [ 0 see if the 
Balrog could kill the bean. 

R 
udgic: [\ all began when web 
wizard Rik Turner lind [ were 
driving back from the Sheffield . 

Gaming Events Centre. We had played a 
few games there as part of Games 
Workshop's 30th birthday celebrations and 
were analysing our results during our 
joumey home. Rik, along with mosl of the 
people visi ting the store. had taken an 
interest in seeing if anyone could beat my 
Harad army and had watched my four 
games. Yel he still could na l believe thaI if 
you added the wounds from alllhe games 
together, the MOmak would have sti l! been 
alive! (Albeit with only one Wound 
remaining.) So the conversation turned to 
what could kill a MOmak in single combat. 

Now before nnyone puts pen to paper, this 
is purely for fun, we know there are plenty 
of ways to kill a MGmak but what we were 
interested in was who could go toe-tn-toe 
with the beast. We ruled out Sauron, as a 
MOmak is simply no match for the Dark 
Lord. Having bandied various heroes' 
names around we came up with the perfect 
opponent; both big and bad - the Balrog! 

Game I - So it begins 
We set up J 2" apan and rolled for priority. 
After a bit of shuffling on both sides the 
Mahild called an heroic move and the 
MOmak thundered into the Balrog, 
wounding it three times. 

Now the Balrog would get to retaliate. 
Unfortunately for Rik, the MOmak won the 
fight and knocked the Ba1rog to the 
ground, inflicting another four wounds. 
Rik won the next Priority phase, but 
before the Ba1rog could attack, the MahQd, 
sensing a quick victory, called another 
heroic move and agnin smashed into the 
Balrog causing a further two wounds. With 
the Balrog on the ground, the MQmak was 
safe as even if the Balrog won, he'd only 
be able 10 stand up. To Rik 's dismay the 
MOmak won again, inflicting four wounds 
and killing the Balrog. -

Game 2 - Well, he was unlucky 
Using a point of Might the MahOd began 
by charging the MOmak into the Balrog 
causing three wounds (eem you see (I. 

IK'lIem emergillg htre? - Guy). Rik's luck 
seemed to improve as the Batrog won the 
combat but he failed to wound the 
MOmak. With priority on its side, the grey 
steamroller again thundered into the 
Balrog, causing another four wounds on 
the dark creature. 

The Balrog then won the next fight but 
could only inflict two wounds against the 
hulking beast. The Mahild passed both 
resulting Courage tests and used allother 
point of Mighlto charge back into the 
Balrog, causing another four wounds and 
killing it for a second time. 

Game 3 - Back for more! 
Losing priOrily, the Balrog lost a wound 
but caused one in the next combat. The 

MOmak stampeded, causing another three 
wounds and a further three wounds in the 
following round of combat. 

Before the Balrog could get to its feet, the 
MahOd called an heroic move and smashed 
into the ailing creature, causing another 
two wounds. Fighting from the ground, the 
Baltog managed to win the fight and get 
back to its feet just as it received yet 
another charge - except this time the 
MOroak failed to wound it. 

The Balrog, now down to its last wound, 
inflicted two wounds on the MOmak. Rik 's 
only hope was that the MOmak would fail 
a Counlge tesl, allowing the Balrag a 
chance to charge. But after passing both 
tests. the MahOd steered his mighty beast 
into the Balrog, killing it once again. 

So there we go, our question was 
answered - the MOmak is the mightier! 

l 
I 





WARHAMMER WORLD 

" THE CENTRE OF THE GAMES WO~KSHOP HOBBY 
~Warhammer World Is Ihe place to come for a great Games Workshop 

experience. Within lis castle courtyard you will find a wide array of 
awesome gaming tables built by Warhammer World 's scenery team. All of 
Games Workshop 's current game systems are represented, from cathedral 
ruins for the Warhammer 40,000 unlve'rse, to the rolling plains of the 
Warmaster board. Whatever game you play, Warhammer World is the place 
to fight your war! 

• Feature tables in the Warhammer, 
Warhammer 40,000, Lord of The Rings 
and Specialist Games zones. 

• A variety of standard gaming tables that 
can be used for all systems. 

• Gaming nights to cater for all levels of 
gaming knowledge and experience. 

• Hobby tutorials for all areas of the hobby 
and all levels of expertise. 

.' 
• Hobby Centre stocking the Specialist 

Games Range, as well as Forge World 
items and a limited range of Warp 
Artefacts products. 

• Available for Club or Gaming Group 
activities (subject to availability). 

• Citadel Miniatures Hall. 
• Sample the legendary hospitality of 

the Owarf~ at Bugman's Bar! 

RING 0115 9168.410 FOR MORE DETAILS 

CITADEL MINIATURES HALL 
The Citadel Miniatures Hall is open 
now! Visit tile world's premier 
model exllibltion, leaturing tile very 
best painted Games Wor1<sllop 
miniatures Irom tile last 30 years. 

Pllone: 0115 9168410 
Email: warhammerworld@ 
games-worltsllop.co.uk 

BUGMAN'S BAR 
II you need to take a break, lIave a 
drink or buy some food, the bar 
built to lIonour the famous Dwarf 
master brewer Josef Bugman Is at 
your disposal. 

Phone: 01 15 9168410 

YOUR OWN EVENTS 
Warhammer World is the perfect 
place to 1I0id your own gaming 
ewnts. Clubs and Gaming Groups 
from allover tile country and 
beyond make use of our gaming 
hall. If you're Interested In running 
your own event al Warhammer 
World, contact us on the pllone 
number to tile teft or by e-mail for 
more information. 

Events@games-worksllop .co.uk 

COMING EVENTS 
Here are just a few 
Warhammer World 
events. See over the page 
for morel 

Call 10 Arms 
Specialist Games 
2nd-3rd July 

The lord of The Rings: 
The War for Rohan 
16tll-17thJuly 

Warhammer Doubles 
Tournament 
23rd-24th July 

Warhammer Grand 
Tournament Heat 1 
6th-7th August 



D~GCN 
Gaming 
Club 
Network 

OUR GAMING CLUB LIST IS HERE 
TO HELP YOU FINO THOSE CLUBS 
THAT ARE MEMBERS OF THE 
INDEPENDENT GAMING CLUB 
NETWORK. 

THE GeM ROLL OF HONOUR 
The clubs lisled hera all have: 

• A committee 01 at least three members 
to run Weir affairs openly. 
• Public liability insurance to protect the 
m8lT1bers a~ins' accident. 
• A good standard 01 dub rules and a club 
constitution. 
• A child protection po lrcy. 
• A po licy 01 submi" i n~ 1M committee tor 
CRB Oisclosure. 

As part of our commitment to customer 
service ami safety we do not promote any 
club outside althe Gaming Club Nelwort. 

1<1 Compuy VOI ..... IHOHI"Ib.ml 
eonl>et eMs T'Yk>o' 
Email: InIOOI .. compM1llllttmns ..... 

81"~"11 (N_<Il1 
contact ~k:hard Moiler 
PrIo .. : 07110 7t122\17 
E.m:III: RlcMldObott/tl1tt.ro.uI: 

BaIU ..... ' (00<$11) 
CIlnlJCt ?.,. ClMlaM 
""""-: or2ll2 25Bl!M 
Email: poLotObattlescar.co,uI: 

Bridg" . \')ICA Gam .. Clob 
CotrIlct MIn Chu..;hiI 
PhonI:: 01656 668298 
Email: """'-tIionclOyIhoo.co.uI: 

CIo.lm.loI1 I .. n. 
ConIoct Dmd ChlIYers 
Email: bunM=rmryOy ...... .c:o."~ 

Coldl .. Ie, Glm .. CI. b 
Conllitl; MMtin ~tr1 
EmaIl: lnloOookNster'.mas.hrb.«l ..... 

0.",,, G ..... CI.~ 
Conllc:\; 0.., 8~hop 
"'-: 01453 S49:l17 

~:::J°8::'l~ry 
F'tIone;07837380713 
EmlY: lIavId __ ryO$<IlU.rlltgsl,QO'I.uIc 

GI1.lnp." WOlljlm .. CI.b ISh"",b...,1 

~':"~Omr 36~ til 07792 j69648 
Emlil: n,oIlerryOCIO~nwond.c:om 

GOInIJU lUnc.,'nl 
C<l/I1act WilP~ .. 
fiIlonf' 01522 803310 
EmaIl: OIIoOgobslyb.c:ollk 

Hydl CI .... O •• Snl", Clmb Club 
Co.1aCt f'lIlli .... Iho' 
fiIlonf: 0161 0086827 
Emlil:p.oul~I~~" 

J • ...., PrlnIttr1 Glml., Club 
Conllitl' Ril::1w<l ~ 
I't!ono: rIT797 nS481 
£mai: dl, .. ",rO!Ilod!·hIIi:opttr1,com 

klrrllmul, WOllam .. Club 
ConI3Cl; MichHl ~ 
1'honI: 013S( 4540611 
E~ ma I972Ot11uIYOndor.OO.,k 

Middl .. lI'O'Qb Wlrillllll CI" 
C<>nw:t Shaun AlhMlln 
fiIlo",: 01&42 272021 
Email: .113 LJIWheI10n0notSCIpt.n. l 

"'wllllrlc.l Dwa~ Will"'" So,I." 
Contact CM. Pt'd!ey 
F'hont: 0153!172OM1 
EmU: nl<tdwir1OrKlunaIi.<OIII 

Nortil.mllrlo • .\Gnaw"," GullO 
ContiCl: ..... 1 Ande ..... Cootl .. 
1'Ilo~ 01610 522661 
Email: "",,~e_.'11.'''' 

Nun. "o. Model . ... GomlnQ ClUb 
C<>nact: kiln HLIlIl>Oh 
F'IIo~: 07!1ll477315 
Email: 1.IKI<labIeCtntIworId.oom 

Ollon! Gl ml'l Club 
ConlaCtMi'ISIlarp 
f'hDnI; 07Wi! 7S414J 
E!NiI: '-liI:e.Sharp4OblClP!r>WOl1d.com 

fill ... " Glmll Club (0 .... 1 
C •• act: 0myI Slid 
f'hont; O~ Jj1349 
EmoiI; w;t110:us03ma1C,.,. 

PIIoo.I. G,mlllll Club IR .... d •• ! 
Conlle:\; SteP/1en MawsonlOatlfl! lH 
F'tIanr. 07951 726142 

Po~bury X.lgIols 
Conact: ,\Jon Vowles 
f'tMn; Oml 9S54BS 
Email: tntaYII.O.I..orrlrn.ll.Wles.pIus.c:om 

Rl d<l' lnI. b.,m 
Cont¥;t ..., Wldc1l)W$on 
I't!ono: Q1&42 S03207 
elNi: i¥I.-.icld0Wl:"10n""",Id.oom 

~~~::~~:~0~.~.=:~91",tol 
f't.an,,, 0118 920489 

Swdon .nd Dlslrlol WIII,m." GonUd: P .... _ 
P~onf; 01793 7OC6!I9 
EmaIt. .. 11Io.lriIlIOrlt1world.com 

Tintl"" (loodOJ) 
GonUd: Martin 1.l1li< 
pn"",,: Un79 44~9~ 
EmIt Mar1itI.1U'litrOKeII.com 

TGC {Tlmw«lhl 
C<>n~I: PIIII iIarWO'" 
1'honI: 01827 287446 
EmIt phjhannlQan2OO2O)'1nCll.U' 

11111 D . .. llI.do, CI.b 
eoot.ct: ,.., DIlIan 
"""no: tJ7863 311481 
Emaw: ",_malcom 

W.l b.~ •• Wllljim." 
GonUd: Mike fIo""~", 
Emli: ~Jm8'lOyo/loO,oo .•• 
fiIlOnt: 01245 554135 

W. ll.". W.IJI .... feollraUon 
C<>n1lr:1: Robert Ph/ppo 
fiIlOnt: 014~ 465244 
EmIl: rpOo ...... r.o.uk 

YIMIIGom .. 
CGnIatt: Ch,~ lowe 
1'IIone:07!1 1S43747 
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Are you running an event? If you want to advertise It for 
free in this fine publication simply drop us an Email at: 

evenlsd iary@games-workshop.co.uk 
The closlnll dates lor receiving 
delalls lor publJcalJon In lhe 
lolJowlnglssues are: 
9th May for WDJII8 (August) 
13th June lor WD309 (September) 
11th July for WDJ1D (October) 
Please note aN dates and delfli/s are 
correct althe 1irT/fJ of DO/no to print 

but afe subject to chilnD6. 

JULY 

FlOGUE TRADERS 
O"le: 2nd July, 2OD5 
Venue: GW carlislll 
Del,,//,: Comg and Iry your hand allhis 
uniqUB way of playing 40K. Choose and 
build the crew 01 your I't't)' OWl! 
Imperia! loyalist Rogue Tra~r, or Pilale 
tranSJlO(t VfJSSIII 0JfId rlflht it ovt itt IIIe 
sIMs and spacepOOs wilh ooIhif1g /lui II 
lasgun Oy your sit» Itr Ihis 40k skirmish 
Imnt. Conlaclllle carlisle HobOy c;,nrfl 
lor further delails. 
Conlacl: 
GW carlisle - OI22B 598216 
WI/b: www.Qaffl8S-workshop.Ctl.uk 

MAN OF $lEU BLOIID BOWL 
TOURNAMENT 
Date: 2nd and 3rd July. 2005 
Venue: T11e Gamino and Evenrs Cenlre 
De/all,: Take part Itr the first IIrmUdI 
Man of Slftl competilion. Play six 
f}iJmes of blood ®wf over two rkY5. 
BriIl(l aloog , starting lum and 
comp/ele official rules. No slar play!r5 
Price Is £30 Inctudirrg lunches. 
Conlact: SM page 120. 
Wt lJsilll: 
www.games-WOfIcshop.co.uk/lvtnlS 

GW PRESENTS: CALL TO ARMS 
SPfCIAUST GAMES 
ORAliO TOUANAMEHT 
Dalt: 2nd and 3rd of July. 2005 
Vlnue: W8r1Jamlmlr World. Notlinghim 
Age Urn/!: 16, 
Delail': 111is TOUf1Id/IIent COIiIIfi fiw 
systems. ~ Ire Mord11eim (5OOgc). 

E~'nls tJIIJI'I abbreviation ,uld, 
WH .. .... Watllatlllner 
40K ...... w.ullamml?f40.lW 
SB .. SIood Bowl 
WAS ...... Wa/hammer Ancient Banles 
WPS ...... W;iIMmlll8l Players' 5txItty 
WECW •. . WoIrIilmmef English CivIl war 
Epic .... .. fpic Amtar}tdtJon 
LOTR .. . The LOId of The Rings 
GW ....•. G.tm~ WMshap 
GT ...... Grand Tournament 

Necromunda (I.OOOr:reds). Wartnasler 
(2.00l}pI,). Bat/Jelleet Go/hie (I,OOOpts). 
and Epic: ~ (3.000pts). You 
may compete in only 1)IIe. 

TICkets Ctlst £45 and include lunch on 
bOlh days as well as an evenirrg meal on 
lhe saturday. Those playing 
Necromunda and Mordheim will 
participate In len Qames. playm fOlIht 
o/her Syslems will participate In s/Jt. 
COldael: 
Warmmm!r Wotld- 0115 916 8410 
Website: 
www.games-wor/(shop.Ctl.ulr/evenrs 

KINGDOMS BREAK 
Dale: 9th July. 2005 
Vtnue: GW Dumfries Gaming Room 
Details: Kingdoms are broken and 
smashed as local Ogres decide/hey 
need more /and. Bring t.OOOpts of 
warmmmer and try to lif}ht your way 
out of lhe Ogre Kingdoms and suu 
your claim for WId. or fight the Gores 
and slop I~ir relentless advallCtl. 
Conlacl: GW Dumfries - 01387249702 
Webslle." 
www.games·workshop.co.utlavenls 

WPS 40IC GRANO TOUIlIIAMalT 
Dale: 9/h and 10th July. 2005 
Venu.: Warhammer World. Nottl/lflham 
Delail,: T'SI your melfle as a lallielop 
general. Visltllle wellslte for more 
details 011 Ihls WPS 40X tournament. 
Conl"cl: 
conrad.(1OIISI1IvesOmed.(J6.com 
Web: www.players·society.com 

LANCASHIRE OPEN 
WARHAMMER TOURNAMENT 
Dale: 16th July. 2005 
VenulI: Warpames World. 22 CoopM 
Street. Sf Helens 
De/ails: You wiJllIIIed a runy.-painted 
Warhammer 2.000pls army to lfIkl part 
in Ihls Swiss piirlngs toum3ment. The 
comPl/litron runs from 10.3Gam-
5.3Opm. Only 20 P/;Jcts AvOJilabJe. Entry 
costs £ID. 
There are prim for First Placll. Best 
Pain/lid Army and Mos/ SportlfID PBrer. 
Conlllcl: 
infoOwarQam8sworld.com or send a 
larg, SAE 10: Watpames World. 50-52 
Skipton Road. Ilkley. West Yorkshire. 
LS299EP. 
Websil . : 
www.watpamesIKtrid.Ctlllllfioenls.Mm 

AGRAM ARENA SUMMER z005 
Dalll: 16th-17th July. 2005 
Venue: Technical Museum. b{)reb. """,. 
Details: Enl~r the 5th AQram Arena 
Interrtltiandt toumOJmenll To fIf1tar the 
40K toumam~nt YO/J will need a 
1.500pts army. For the LOrR 
tournament you will nelld I.OOOpts of 
Good and Evil f0ff2S. Enlry Is free
incJuding lunch and accornodallOlll 
R8pOfts fl'M! the prev/oos two 
tournaments can be found OI1lhe 
wellslle (see link below). 
TIle WH tournament last Decemoor 
g,,/hered 62 parlicipants from five 
different coofltlies including GW's 
Adam Trolcel 
Ciln/ul: ums-agram@r/ethr 
Web,II, : www.ums-agram.hr 

FIRES OF OSGIUATli 
Dal,: 25th July. 2005 
Venu,: GW Cardiff. GW Newport. GW 
Swansu. GW Cribbs Causeway. GW 
Brislol. GW Ba/h. GW Enler. GW 
Torquay. GW Plymo/Jlh. GW Truro. 
Delalls: If you live in Ihe southwest 
regiOn. pop in 10 your focal Hobby 
Cefltfl. TIlt)' are running partiC/IM/ion 
games set in lhe ruins of OsglJidlh lIS 

part of IhI War of The Ring'" campaign. 
Bring yow lorcH 10 jOin file 5tfl/(lg/f. 
There will also be a Tho Lord Of Ihe 
Rings pilnllng Ctlmpelillon. 
Contllct SM page 130 lor individual 
Hobby c.ntfll conlact delails. 
Websl/l: 
www.gatnfs·workshop.CI;).u/(/mnts 

GW PRESENTS: WAIIHlMMER 
UOUB1ES TOURNAMUT 
Dal,: 23rd lind 24th July. 2005 
VenulI: War/Jiimmer World. Nottingham 
Age Llmll: 12, 
Del,,/fs: Join I partner and 110M other 
paifi of p/aygrs lor the lille of best 
generals In /hIs Doubles TOIJrn.Jment. 
Bom armies will need /0 Ctlnform 10 IIIe 
Border Patrol rules sel. 
TICkets cost £65 and include admlssiOll 'or born PIOfi/t. lunch 011 both days and 
evtning meals 011 the salurday night. 
Contae/: 
Warllammer WOttd - 01 IS 9/6 8410 
Wllbslle: 
www.games-workshop.co.utleYents 

LORO OF THE UNDERHIVE 
Dall/: 23rd and 24th July. 2005 
VenulI: The Gaming and EVfJnts CIIntre 
DI/lallf: W1Jich ~ can dDminatl /he 
undI/rtIive of Necromunda? Two days of 
int8flSl/ under/lNe action will decide the 
outcoml. Bring a starting gang and 
roster to lake parl. rICkels are £30. 
Including lunches. 
Conlact: Sell page 120. 
Wllbsl,,: 
-".OIImts-workshop.Ctl.uJVe\Irln/s 

THE 2005 QIlENEWS CUP 
Dall: 241h July. 2005 
Venu~: GW Glas/J(}I/f Gaming Room 
Delall,: Entll( the 2005 Qutnelles Blood 
Bowl Cup to find the best Hobby Clntre 
in Scotland. 0I'NHIay event INI will fIJfl 
from IDam·6pm. Edinburgh took 1111 
cup lasl year (along with mosl of Ihe 
other trophies) so ii's lime for GlasfJOw 
/0 strike/lac/t See the slOle ,taff 10 
register /)Bfofll the event. 
CQf1~ct: 
GW GJasoow- 0141 221 1673 
Webslt,: 
www.games·wortlShop.Ctl.uk!evenls 

OAflMNESS RISING 
Oat,: 30th July. 2005 
VenulI: GW Shrewsbury 
Delai/s: Join /his The tord oIlhe Rmgs 
campa/Qn day. As /he Dark Lord Sauron 
sends his falCes searchlflg for 1111 On, 
Ring and Ih~ Fre~ Peoples of Middle· 
earth flee befofl him. your armies must 
join to(18lher to try and lind II first. 
Bring )'O(Ir 25Op1S amtieS (fLIIIY pain/lid) 
and ~Ip decide the /ale of MlddlNarth. 
All results wHllJO lowards The War of 
The Ring'" campaign. 
Places Ire limited 10 six good and six 
evil. Games slart allOam. 
Conl,eI: 
GW Shrewsbury - 01743 362007 (.sk 
ItN Matt) 
WIIJ$II,: 
www.games-workshop.co.utlevents 

OUNOEE MELEE 3 
Dall ." 3O/h and 31st July. 2005 
Venue: On Board HM Frigate UnJcom. 
Victorla Dock. Dundee DD, 3JA, 
SCOtland 
AglI Limit: t6+ 
Delal/,: This tournament will be 
decided over fo;Jr 2.25Opls games. two 
SOOpts W~rband flames. an N_ of 
Deafll chOJractIIr /lash and. W'1Uf!1'S 
duet. Any O",Claillrmy lisl may III USIJd 
(no ap(Jfndlx army lists and no spec/aJ 
chafllClm allowed. however). Each 
banle will have' scenario. Grlat fun 
and friendly atmosphere. Entry is £20. 
Conlllct 
/imgfOOO/lbetgOyahoo.co.u/r 
Websllll: 
hllpiIWWW.frigaleuniCOm.org/OI 
www.dundeemelee.co.uk 

AUGUST 

CITY OF GOlD 
Oall: 4th Augus~ 2OD5 
VeflulI: GW Plaza 
Details: AdventufllfS wanted /01 
treasUr, hunllflg In /he far away /and of 



(ustrial (No txpe~ needed.) This is 
, Mordheim CIlmpa/gn I.JsillD stalfillD 
W</rbartds, runnlno throUf/hout AUf/uSI 
and Seplembtr. 
Conl,eI: 
GW PIaz, - 02074 360839 (ask lor 

'-'i 
Webslle: 
~·fllm8S·wortshop.co. uklevenrs 

BOUNTY HUNT 
Oale: 61h AUf/usl, 2005 
Venue: GW Carlisle 
Oelalls: Refl6l}ade Psyker Creavus Drell 
has esaped tfJf clulches of Inquisitor 
Mae/sln/ for 1111 IIsl timt. A priCt 
greller Ihln lIlY befrN! his been pJaced 
on his head, MId your gafIQ WoIDts II 
piec8 01 the action. 
rake your Necromulldl Gang across the 
hive, IhroUf/h tilt bllsted wastellnds 
affd 10 places yrJU olhtrwise would not 
go as you hunt this cf11Z8d man. Contact 
Ihe Carlisle Hobby Centre for furlher 
delails ,oout this Mnt. 
Conlael: 
GW Carlisle - 01228 598216 
Web: www.(JiJmn·workshop.muk 

GW PRESEIITS: WAJUtAMMEli 
GRAID TOUIUIlMflfT HUT 0Il1 
Dale: 61h ,00 71h August, 2005 
Venue: Warhammer World, Nottingham 
Ag8 L1mll: 16+ 
Delalls: Compete for your pllce In this 
yean Gfind Rf/il. YOII will need a tully 
painted 2,OOOpts Warh.Jmmer army. 
Play six I)8mtS OWl" the weekend. W/Ih 
lhe top Ihird of lhe pllyers gi'ml a placft 
In the final. 
Points are awarded for sportsmanship, 
oamlng and palnllng. Tickets cosl £50. 
and include your ticket 10 the final 
shoUld YOIT qualify, lunch on /10th 
days aTld an ,venifl(} meal on IhI 
Saturday night. 
Contact 
Warhammer World - OIlS 916 8410 
Webslle: 
www.games·workshap.co.uk/events 

401( fORUMS.COM TOURNAMENT 
Dale: 10th August, 2005 
VenlTe: W'mammer World, NotrifIQham 
DetAils: A 1,5OOpts 40K toum;!ntefJt 
IMillblt for M/4(}/(foroms tnllmbers 10 
tnter. The IOUtnam8l!l uses the saint 
format as 1/18 Conflicl tvIf1/s. CDme 
along ,nd see If you CIln win, few 
oames, or mOff Impolf,ntly, simply 
enjOy yourselti A rules pack for the 
event CIln b4l downlOdded from the 
website. 
Entry Is free; lunch al Bugmafl 's Bar will 
be ,t yoor own exptn$8. TIle 
touflllmtni fINIS trom toam-Spm. 
Cim/, d : 
adm/n04Ok1OfUms.com 
Web: wwwAOkforums,com 

REVENGE Of SOlEI( 
O,te: 13th Augus/, 2D05 
Venue: GW Shrewsbury 
Details: A Wamammer campaign day. 
While your armies 1/"11 CIlmped in 
(uslria thtty hur, rumour or vast 
hoards of /ruSU/"ll IDCi1ted In , IoCi1J 
temple. All races Il.ive sem armies inlo 
the lungle to hunt for Ihis weallh. 

You will need a I,500pls Irmy /0 like 
pari in this c/lance to plurnJtr. Places 
aff limiled 10 12 and UllntS SlIrt at 
1000m, 
Clmta&t 
GW Shrewsbury- 01743 362007 (15k 
for Marie) 
Website: 
www.games·workshap.co.uk/events 

LANC ASHIRE OPEN 
WARHAMMER 40,000 roURNAMfIfT 
D" e: 13th Auoust, 2005 
Venu,: waJpames World, 22 Coop8r 
Street 51 Heftns 
Delalls: A Wathamf1J6f 401( I,SOOpt.s 
Swiss Pairings compelitlon. The 
tournament runs from 10.3Dam· 
5.3Opm. All 'rmles must be painted. 
Only 20 Pllces ,vailabre, enlry Is rIo. 
TIl,,, ,,, priUs for first piau. Best 
PaInted Atmy and Most Sponing PI3yrIr. 
Con/act 
philttwargamesworld.com Of S#fld a 
Iar~ SAE 10; 

Wargames World, 22 Cooper Slr6el, St 
Helens, MBrseyslde, WA10 280. 
Websile: 
www.watglfTIISWOrid.comtslhelensshop 
/rJef,ull.1Sp 

TIlE RISE OF SOTEK 
Dale: 131h and 14th August, 2005 
Venu8: The GamillQ and EvenlS CentrB 
De/,/Is: The ancient cities of Ihe 
Uzardmenl!.ave /lIn undisturbed for 
lhoUSi!fJds of yellS, bulll(lw they." 
being fiIded by tl1l younger fiCf!S! 
You will fIHd a 1,500pts Warhammer 
army to lab Plrt in this two day 
CIlmpaign weekend. TICkets arB £30. 
including lunches. 
CMtacl: See pag~ 120. 
Websitr: 
www.f/lJmM·workshop.co.ulclevents 

IiW PRfSUTS: WIIRHAMMER 40,000 
IiRAIIO TOtHUllIMEJlT HUT DIE 
O,le: 13th 'nd 14th Auaust 2005 
Venue: wamammer World. Notl/noh.Jm 

Age Limit: 16+ 
Del,/Is: Ccmpele for yrJUr placft In Ihis 
year's Grand fInIJ. You will ~ , fu/Jy 
Plinled 1.5OOpts Warhlmmer 40.000 
af1l1Y and wIN play six (JIfTIfS over tile 
weektnd, with I~ lop thhrJ of t~ 
players given, place in the final. 
PoInts are awarded for sportsmanship, 
oaming and painting. TlCkels cosl £50. 
and Include your ticketta the linal 
SMuid you Quali/y,lunch OIl oolh days 
and an evening meal 00 I'" Saturday. 
Cantael: 
Warhlmmer World -0115 916 8410 
Webslle: 
wwwgames·wortshop.co.uk/rvtnls 

ENGINES OF mE GOOS 
Dal,; 20th August, 2005 
VenlTe: GW Plymouth 
Del,lIs: can Uz,rdrmm defend lhe 
Temple of Cholec from the Vile Skaven7 
Con/ad: 
GW Plymouth - 01752 254121 
Web: 
www.oames·worliShop.co.uk/rvtnts 



G
ames Workshop Dired is 
fast, Dccurate, but most 
of all, convenient. You 

con order any product from the 
comfort of your home (or 
office, when the boss isn't 
looking), secure in the 
knowledge Ihal we' ll have il in 
stock and it'll be in your honds 
a few days loter. We aim to 
despatch all orders within 
three days, and most go foster 
thon that, so order during the 
week Dnd spend your weekend 
actually doing your hobby, nol 
just buying your models. 
Ordering Direct Is the perfect service for 
hobbyists whose hobby time is precious. 

Why waste valuable hobby time on the 
Journey to and from your nearest supplier 
when you can order Irom GW Direct and have 
any Games Workshop product delivered to 
your door in a matter of days? You can also 
stay ahead 01 the game with OUT Advance 
Order service, which ensures you get the 
latest releases the day they come out without 
ever having to leave your house. 

GAMES WORKSHOP DIRECT 
• COMPONENT PART SERVICE 

All hobbyists love to personalise their 
armies. With GW Direct you can order 
models from boxed sets and blisters 
separately and components from mUlti
part kits. 

These components are part 01 a huge 
range that we olier which you can use to 
convert and personalise your models. 
Almost every component of our 
miniatures can be ordered individually, 
ensuring you get exactly what you need 
to put together the conversion of your 
dreams (or warped Imagination). 

Components are great for the serious 
modelier looking for that jaw dropping 
conversion for Golden Demon, but 
they're also perfect for the everyday 
hobbyist, looking to make that ali 
important 'What-you-see-is-what-you
get' weapon or head swap. 

So If you want to create a fantastic 
conversion, GW Direct is the place to go. 

GW DIRECT ALSO OFFERS THESE SERVICES 

Order any components you Wint. from 
lull mod~/s /0 sepafille Plr/S. 

Classic and Colleclors' models, Exclusive mode ls, New releases, Subscrlpl ions and 
Hobby Specialists. 



The Games Workshop secure OnUne Siore is the besl way 10 shop 
by GW Direct. II's sale, fast and there whenever you want il. So, if 
you've a yearning 10 order Orcs from the convenience of your own 
home al3am in your jim-jams, go ahead. We won'lleU anyonel 

CONVE NIENT 
The Online Store Is open 24 hours a day, 7 days a week, 365 days a 
year, Irs always there when you want to order. Orders are usually 
packed and sent out within 24 hours, so you won'l have long to walt. 

SECURE 
The Games WorkShop Online Siore Is completely sale. We use 
powerful encryption software to ensure that your payment and 
personal details are protected, so order with confidence. 

FAST 
The UK Online Store runs on fast, powerful servers to make sure you 
can complete your order as quickly as possible. 

EASY TO USE 
With colour pictures, simple navigation and an extensive help section 
we've made online shopping with Games Workshop really simple. 

HUGE RANGE 
Our entire range of models for all our games systems, bookS and 
hobby materials is now available In the Online Store, including our 
Collectors' and Classic models. The store is updated with the latest 
new releases and advance orders every Friday, ensuring that it's 
always up to date. 

DELIVERED TO YOUR DOOR 
With the Online Store you need never leave the comlort 01 your own 
home to get your hands on Games Workshop games and models, No 
more Irudginglnto town In the cold and rain for your hobby fix, just 
order from home, wait a couple of days and the nice postman wit! 
thrust a package into your hands. Easy. 

COMPLETE SERVICE 
The Online Store offers everyth ing you can get from our Hobby 
Specialists on the phones, including Advance Orders, Subscriptions, 
Specialist Games, Components, Classic and Collector's models, Event 
tickets and much more besides. Here, you can browse at your leisure 
and even see the models you're ordering. 

So what are you wai ting for? Give the online store a try! 

SPECIALIST GAMES FROM THE ONLINE STORE 
The OnUne Store carries a huge range 01 Games Workshop products. A section 01 the OnUne Store Is devoted to Specialist Games. 
All 01 our current systems are supported there and you'll be able to lind the main baled games or rulebooks and the lull range of 
models lor II. Mordheim is lust one 01 our Specialist Games you 'll lind there. 

Mordheim is a dreaded plact!. Dubbed the 'City of the Damned', it was a 
prosperous place untillt was devastated in the year 1999 by a twin-tailed comet. 
Now, In the aftermath, warbands battle over precious shards of wyrdstone, a 
valuable and dangerous commodity. Mordhelm allows you to fight with many 
different warbands, such as the Undead, Skaven and Human Mercenaries, all 
lOOking lor fame and fortune In the city's ruins. 

The Mordheim boxed game comes with 10 Skaven, 8 Human Mercenaries, a 
176~page rulebook, lots of card and plastic ruins to build your own City of the 
Damned, counters, range rulers and dice. 

Empire In Flames explores the darK 
wilderness of the Empire. Political 
intrigue, lawlessness and corruption are 
rife in a land with no Emperor. Beastman 
warbands terra rise villages unchallenged 
and insidious carnivals roam the land , 
masquerading as travelling players, their 
true faces tainted by Chaos, 

This supplement for Mordheim includes 
new rules, scenarios, warbands, Hired 
Swords and background about the 
surroundings of the cities of the Empire, 
You will need a copy of the Mordheim 
rulebook to use the contents of this book. 



THIS MONTH'S CONVERSIONS 
White Dwarf features a plethora of conversions every month to 
inspire you in all your hobby endeavours. In most 
cases we include an extensive list of components 
so that you can replicate these conversions 
yourself. Some, however, are more 
Inspirational than practical. Such Is their 
intricate nature they should only be 
attempted by skilled modellers. In this 
case, if you still want to have a go at 
them then simply contact GW Oirect 
who'll provide advice and suggest 
components you mlgllt need. 

for all the components and modelling details 01 tile 
conversions featured In tllis monill's White Dwarf, tum to tile relevant 
articles as given below. 

The Realm ollhe Sea Dwarfs 
Handmaids ollhe Gods 
Crimson Stalkers of Tenebra Prime 
Tyranld Invasion 
Dok Butcha 

PAGE 
44-49 
32-35 
66-69 
88-91 
92 

GAME SYSTEM 
Warhammer 
Warhammer 
Warhammer 40,000 
Warhammer 40,000 
Warhammer 40,000 

TYPE OF MODEL 
Full conversion 
Classic model 
Inspirational 
Inspirational 
Full conversion 

COLLECTORS' GUIDES 
Collectors' guides are an amazing resource 
for garners and collectors alike. Each book 
focuses on the models for one Warhammer 
or Warhammer 40,000 race. Within its pages, 
you will find nearly every model we have ever 
produced for that particular range. Dozens of 
exciting models are gathered together in 
logical order so you can build the force you 
really want without scrabbling through a load 
of ancient catalogues. 

Also includerl are fantastic examples of 
painted armies and individual models and, for 
the sake of completeness, ancient models 
that are no longer available anywhere. 

Now ltYtl iiable from your 10(01 Gomes 
Workshop Hobby ( en Ire: 

Colleelors' Guldos 
NEWI Spote MarInes (third edillon) 
HEWI Orb 
• (haos Space Marines 
• Imperiol Guord 
• Empire 
• Ora and Goblins 
• The Lord of Ihe Rings 
• Warhammer Chaos 
• Undead 
• Eldar and Dark Eldar 
• Tau and Necrans 

Calalogues 
• The Specialist Games Catalogue 
• 200S Calalogue 



CAN'T WAIT TO GET YOUR HANDS ON THE LATEST RELEASES? 
Then why not Advance Order it? YOll can place an Advance Order lor any Dillie new releases, even before Ihey appear In the pages 01 White 
Dwarf! You can gel ille lalesl products and models lor your armies and be guaranteed 01 receiving them as soon as they are released. 

DELIVERED DIRECT TO YOUR DOOR 
You can place an Advance Order through the Ontlne Slore , by calling onl! 01 our Hobby Specialists or even by posl. Your order will then be 
delivered to your door on the very day 01 release. All advance orders are senl alit ahead ollhe lime Ihey appear in the shops. so yOll gel your 
copy on the release dale al lhe lalesl, guaranteed . 

PAY LESS FOR POSTAGE 
When you place an Advance Order for a model, as well as being last and convenient , It also saves you money. Postage lor Advance Orders Is 
only £2' so you can allord 10 gel more models lor your money. 

So wily boilier slogging 10 Ihe shops on release day, when Yllu could be al home assembling Yllur newly delivered models or already reading 
the lalesl army book? There 's no bener way 10 gel your hands on Ihe lalest models belore anyone else. 

·Il!lOll>Qocn,,"*". __ ~*,,_._III"UlCOI~ __ IodI.doI_OrOIt_"'IIO __ """_I'fIIII<.I:III_. 

THIS MONTH'S ADVANCE ORDERS ••• 
ADVANCE ORDER 18TH JUNE 
(released 30th July). 

Wood Elf Army Set 
legolas on foot and mounled 
Aragorn. King of Gondor on fool and mounted 
Aragorn on foot and mounted 
King 01 the Dead 

ADVANCE ORDER 25TH JUNE 
(released 6th August). 

• Space Marine Megalorce 
Sharku on foot and mounted 
lurtz and Grlshnakh 
Ringwraith on foot and mounted 

ADVANCE ORDER 2ND JULY 
(released 13th August). 

Isildur on foot and mounted 
Haldir and Celeborn 
~omer on foot and mounted 
~owyn on fool and mounted 
Dwarllords Oaln and Balln 

ADVANCE ORDER 9TH JULY 
(released 20th August). 

Golhmog on 1001 and mounted 
Theoden on loot and mounted 
Gamllng on foot and mounted 

ADVANCE ORDER 16TH JULY 
(released 271h August). 

Wamammer Armies: Wood Elves 
• Wood Elf Glade Guards 

Wood Elf Dryads 
Wood Ell Battalion 

WAllIlAMMEIIA_I: WOOO ELVU 
6Q03();204000 £12.00 

wooo nt GI..AM: GUAIID 
991202OOlO2 £11.00 

WOOD RI' Il4TTAUON 
99120204005 £50.00 

ADVANCE ORDER ALL THESE 
PRODUCTS 16TH JULY! 



THE BEAST AWAKENS 
The sinister Tyranids traverse the great lengths of space in search of life-forms to consume. This alien menace has come to plague many worlds, 
devouring all but the strongest of Ihose who challenge it. The Tyranld army is a horde of alien creatures, some, like the Gaunts, attack en masse, 
overwhelming their foes under a tide 01 tooth and claw. Others. like Ihe Garnifex. are massive, brutal ki11lng machines, capable of tearing apart tanks 
and rending sleet. They cannot be bargained with, they do not understand mercy nor compassion. For those who lace the Tyranids, there is but one 
thing - death. 

THIS MONTH'S FEATUREO MODElS, 
Tyranld Carnilex, Hive Tyrant, lIclar, Ravener and Geneslealer 8rood lord 

Sprues shown at 40% 01 actual siZe. 

HI~E nn ... ~ BONE SWORD 
99410Hl604 001 a.50 

_ lYfL\NT lU'T LEG 

1I!M1D106G100'J 12.00 

HlYE TYRANT TAlI. EnD 
9947010604010 £2.00 
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~n1tf::aJ HOBBY CENTRES & INDEPENDENT STOCKIST 
Games WOIbhop prOOucIs are sold by a large number of shops In 16 different 
countries across the world. What follows is a large r.sting of an the St0fll8 that 
sell Games Worllshop products across the UK, pans of Europe, Soulh Africa 
8lld the Middle East. Most Games Workshops 11«1 open severo days a week 
and tale lor gaming evenings. COnlecl your local store for more details. YOli 

can find e ~s, 01 all our retail outlets on our W9bslte 111: 

If you're still unsure as to where your neaJ'8S1 stockist is Ir;w;:allld, why not cal 

Games WOIkshop Direct on 011591640000. Storas hlghllghtltCl in yellow 

indica te new stores. Stores in green arl! elile Northern European stores: stor 

In blue afO Nor1hem EUropean panoership storllS. To be sure they will have 
exactly what you want In stock, we recommend you give them a quick phone ( 

before visiting. 

www·flames· wD(kshop. co.ull/slore'i~de' Hobby centres marked with a cross (t l have Gaming Room facilities. 

A Games Workshop Hobby (entre is much more than just a shop ... 

FREE GAMING AND TACTICS ADVICE .............. ~_(oIIo<.~ _...,.lIOtor.~I,..., -gtoo,...--_ ..... ,...--......;_ ... _ .. _01 __ ___ 

IN· STORE ORDER POINT 
...... aur_ ... __ ... Ir> __ pok-._ ....... 
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MANAGER: Gary Warriner 
If you go to the Newcastle 
Gaming room, you'll find 
yourself in the capable 
hands of Gary Warriner, 
one of the north's most 
experienced managers, 
with 10 years under his 
bell. And he has big plans 
for his enormous venue. 

Gary Warrifl8f "' wanllhis place to be 
lull of passionate hobbyists playing the game 
the way it should be played,ft he says. "ff you 
want \0 play here, your models have to be fully 
painted and based." Though this sounds lough, 
Gary says ii's encouraged people to gel those 
paintbrushes out. ·When you push the 
boundaries like thai, it elevates the hobby." He's 
righi, as the fantastic conversions on display in 
the cabinets attest. 

There's a real sense of community in Newcaslle, 
as it has a long-established tribe of garners. 
You'll see around 30 people In on Tuesdays and 
Thursdays, when the store is open until10pm 
and 8pm respectively. On Sunday the 16+ 
Gaming Room age restriction doesn't apply, so 
anyone is free to battle between 11 am and 
5pm. II's the same in the school holidays, as 
Gary has a staff member in the Gaming Room 
on many days. 

Tuesday nights at Newcastle have a staff 
member to hand to help you play campaigns, 
while Gary is also planning a special Fanatic 
evening. Also on the cards are spectacular 
events like Ihe long-remembered Cityfight day 
based on the WWII allied invasion of Holland 
which he ran in the old store, attracting 80 
garners! He's also gol his guys building 
jungle terrain for evt!ry one of his 12 tables 
for The Conquest of the New World. 

Just make sure you play nice when Gary's 
about, as he's a firm believer in the spirit of 
the hobby. -It's a game about a war, not a war 
about a game: he tells us. 

,... ~. --~ ---
Unl16a NewQ31e ShoppIng Centre Tel 6191232241 

Tller,'s sOmelhillQ for ,~rytme at NlwcaStll, including great gaming lables and a cool pairrllllQ area. 

MINIATURE SHOWCASE: 
GW NEWCASTLE 

Thtu an SOm9 of GAry Warriner's BlrKKf Angels, a mere 
lasler rN what is a IIIU(J/ arger ror-c.. TIM captakr mocJtI 

Is llilsed upoo 1M Emperor's Champioo mlnJaturr and 
inCIudts an Irrquislron SeMI-skull, wh~ the RIIifIo has 

, COfIVfJrted cnwmln POSM 10 look 's II h6 Is iearrillQ 
on 1h6 (oof entry hatch. 

If you w;url to see fT/Of8 01 Ga~ ,troy, which boasts , 
I/yirI9 Durh Compa/Iy Chaplain iliff an ~ntly 

COfMIrted OrudflO4JUlII, /hen pay NeWUSlle a visit/ 



•• 1IInII 011 ~ FIoornI gha ttief pmm. ~ 10 filly (III'fIeS 
_ ot.traction. All 0liTI0I<$ ..... mend wi 11M _ dtOrti of 

perlenct, '" ~ sI1ot.*l 11M lIIl ifouDII !indirIg i ~ DOI/Ol'lel'll. 

Gary Is also a f~n of Inquisitor. AOOV! you 
can Set his ~th.cuJt Assassin. IIrmed with 

a ~-$lunQ IxJII pistol and /XJwef sword. 

BLOOO 
REAPER 

T1Ii$ hUviIy modi/lid Otf.r dubbed, 'Blood Rupe(, 
is fUlurtt/ In the Wamamtnel 40.000 nMbook! It 
was COfMIffId by Ray Morris and p.ainttd by GW 

slJffer Gill)' Shaw. Yoo can S/UI /I disp/ay«lirJ 01» of 
~wcastlf"s D/aSS cabinets. It's tnCtmoos/ 

YEARS OF EXPERIENCE 
WIIen.,aa uraw wtMy or I#ISIItt -.)IGI can !IUd ID" GanIiIg 
RoonI~ speo:W ~ 1111 ""'" you c:an sit R _ -.till ~ 
IIIOdoIinoj knowtMlw lII"Id Did Willlor;e,; willi DltltlIIobb)'$I$. 

Equipped with loads of tables and 
scenery, our well-appointed Gaming 
Rooms are the best places to go to 
play games and enjoy the hobby. 
You'll find everything you need to 
fight a great bottle, paint, get advice 
and more. 

like a regular Hobby Centre, ali Gaming 
Rooms provide the full range of Games 
Workshop services. They are larger than 
a normal Hobby Centre and have many 
tables, making them perfect for meeting 
fellow hobbyists. 

During the week we have to restrict 
Gaming Room faci lities 10 those over 
the age of 16, but at weekends the 
facilities are opened up to all hobbyists. 

Gaming Room Features 
• Varied scenery and table set ups 

for Warhammer, Warhammer 40,000, 
The Lord of The Rings and all the 
Specialist Games. 

• Dedicated painting areas. 
• Special events, battles and campaigns. 
• Minimum age of 16 on weekdays. 

All our Gaming Rooms are currently 
running special games of Warhammer 
40 ,000 for our Ichar IV campaign. In 
Newcastle, Gary has some specia l 
events planned. Give him a call to find 
oul what they are. 

All GAMES CATERED FOR 
PIiI' ... PIOIS" rour dIDi;:t. n.. .. ~ MIl *"*y lor 
WirharM"Ier 40.Il00. WirIYrl1mll; TIlt lonl or flit RittS. £1*:, 1Ii~ 
Gothk. Blood 8010\, Inqu\lilor. NetI~rnundiI ~ Mor«IIin. 

• GW Aberdeen ...................... OI 224 649n 9 
• GW 8ath ..... .............. ........... 01225 334044 
• GW Bromley .. ...... ............. .. 02084 660678 
• GW Burton ...... ......... ........... 01283 535865 
• GW Cambridge ... ................. 01223 313350 
• GW Carlisle ........................ 01228598216 
• GW Chester ........................ 01244311967 
• GW Dumfries ...................... 013B7 249702 
• GW Eleter .. ........................ 01392490305 
• GW Glasgow ................ ... ..... 01412 21 1673 
• GW Harrogate .................... 01423564310 
• GW tpswich ........................ 01473210031 
• GW Liverpool ...................... 01517 030963 

• GW Macclesfield .. .............. 01625 619020 
• GW Maidenh ead ................ 01628631747 
• GW Mlddlesbrough ............ 01642254091 
• GW Newcastle ............. ....... 01912 322418 
• GW Newport ....................... . 01633 256295 
• GW Northampton ......... ....... 01604 636687 
• GW Poote ............................ 01202 685634 
• GW Shrewsbury .... .............. 01743 362007 
• GW Sutton Coldlield .......... 01 213543174 
• GW Ulbridge ........ .............. 01895 252800 
• GW Wakefiefd ... .... ...... ... ... . 01924369431 
• GW Worcester ... ... .............. 01905 616707 



Most gamers concentrate on painting their army and forget about the bases until the last moment. 
Sut by taking a liHle more time over them you can transform the look of your armies. With this in 
mind, Adi Wood turns his hand to bases and the wide variety of modelling and painting materials 
you can use. 

CHOOSING COLOURS 
The fastest way to establish a 
unified look lor your models is to 
paint alilhe bases a single overall 
colour. Uflless painting a display 
miniature, the colour should 
Ideally malch the finish of the 
gaming board you regularly play 
on; be it grass, concrete, earth or 
desert. If, however, you lend to 
play at lois of different venues, at 
tournaments for example, it's best 
to go for an earth-tone or green, 
as many boards are grassed. 

TEXTURE 
The most common approach that gamers use to base models Is to glue modelling sand and other 
scaHer materials to the base. Scatter hides slots and other attachment points and provides a variety 
of natural-looking ground tertures. They can also be combined for different effects. 

Flock lind SllIUe 9 111SS 
liere are two dillerenl grass eHeds. 
Green Hock Is line. coIouIed sawdust 
wtIich looks like line urass wilen 
applied, while static grass is much 
thicker. You can vary Itle look by 
painting the underlying surface of tM 
base ditferent colours. 

Grllve l llnd slInd 
Sand can be use!! in many ways, 
either lin Its own or with other 
IIIiIterials. Gravel can be used 10 
aeate rouoh patches or covtr wholll 
bases tor a brollenllfOuncl kIIIII. 
Remember, like all scaner male.-tall! 
looks best when 0!11y glued to the 
top of. not all O'Ier, the base. 

Snow 
Brand new to IIIe ranoe 01 Games 
Workshop's modelling materials, 
snow Is similar 10 green lIock, and 
can be glued alt over a base 0( 

applied In patches on top 01 iIllDlher 
SI:Illl!r material. Pete Foley has used 
some on lilt base 01 his SUYetl 
Warlord (right). 

Greefl flock IPPlied 10 a Gmfl flock glued wto a Static grass 1Pp/ied over 
Goblin Glte(! base. Bf'StiM Browr! /we. a Snol Gletfl bau, 

Apply , ~lef8d.ffown 
coal of PIIA gJ~ to se<JI 

Ihi SIIf/d. 

A coupIf rH COIlS of 

S!l1l'W IPplied over 
Scorched Browfl. 

Madelliflg GfiI~1 CIIf1 be used 10 creale a 
thicker lextu(~, wilh $i/nd beil/fl used 

10 fill the gaps. 

A blu with green flock 
,f/d parches of SIlOW. 



PAINTING MODELLING SAND 
Here are 'Iwe eramples 01 schemes using sand textured bases ower a black undercoat. Dark colours suit 
evil armies well . To tone down the warmth of brown bases, add a spot of green to the paint. 

I . Chaos Black 

1. DIrk FIe~h 

Z. Drybrvsh Scorched Earth. 

2. OveriJfush Snakebite 
Lea/her. 

1. Glue OIl/hi und then 
pairrli COlt of IhinntKJ down 

PVA /0 uaI ml 5UriIU 

D.Jn AIIQfIs GrIIln 
drybrus/II(J with Goblin Green 

3. Drybrush Bullooic Brown 

J . Drybrush SnakeMe 
Lurhlr lind Skull Whit" 

4. Lightly drybrush Bubonic 
Brown and Skull White. 

4. Ughtly overllrush 
Skull White. 

2. Apply, Brown Ink wash. 3. W71ftI dry, /iDlrlly dry/Jrosh 
/hi $¢iJCI with B/IJdched 

800<. 

Ca/KJlail Grten drybnr.;htd Goblin GffflI drytJrushttJ wilh 
wilh Bltachtld Bot'It c.arno Gr~n. 

PAINTING MOO'LLING GRAVEL 

1hIs modelJing graVIIlextUftld ~ 
was firsl painted SaJrch«J 8rmm 

then drytmJsherJ Codu Grsy, 
{ollowet!.b BMilchtd 80116. 

Sdntl was Idd«lIo this graveillaSl 
whilI thI g/IJf was SliD !'Nt WIIM 

dry it WiJS ~a~ with dilute PVA 
Il6fofl palllling. 



COMBINING COLOURS AND MATERIALS 
To create more options you can apply several colours to one base. You can also apply several different scaHer materials, even miling them 
together If you like. By mixing up the colours and tenures on a base Jour figures will look mora realistic and blend Into '8 wider variely of 
gaming boards. It's probably worth experimenting with different effects to see what works best before applying it to an entire army. 

SMtd pa;nmJ Scorrhtd 
Brown, drylJrrisMd with 

patellts of Soot Green ~nd 
Bestial Brown. 

Palc/lts of staliC grass 011 

lop (J/ green flock. 

Rod ,wnIM bro!m 'ffitII1l 

Blick Ink wasil. 

BestYI Brown with 
dry/JrosJled patcha of 
CariCmn Grun 100 

Bubonic Brown. 

Filler (Uet it from DIY shops) 
aM modellillg I/rliVII, green 

flock and sialic gfilss. 

Mixed herbs wilt! • Brown 
1m wash. 

Sand painted EkslillBfOWI'I, 
drytJroshed Sfrilkebil~ Luthi, 

and 8Jtac~ Bon.; with 
static grass illld snow scalfer. 

Ready mixed lilltr and nne 
modelling g/'1lI'll, wItJt 

clump loIi¥}8. 

Rock painted broI!'rl wittt 
OO<I~ lurf (,~Hable from 

mwelli/IQ shGPs) and a piece 
of model hedfJe. 

A mix of brown and fJfeen 
flock, firIishM with COifS8 

lurf MId st.1tic gms. 

Mode/Jif1f} WId painted Cham; 
BYck and d/ybroshed C~ 

Grey and Best/aIBrowlI. 

L,n: You can also uu din,,,nt tn.ltll~/s. paillllhtm ,nd Ihtn apply evtll moff tlX/u" 
, ff6l!ts. Hm sand and fJ/Jvel have beetr painted Srorthed Blown. Then patches of Bestial 
Brown and CodeJI Grty WIllI painted 0tJ. n,e pa/dl 01 BitstiJI Brown WiIS drytJnJshed 
Snakebite luther ,nd lilt Cod«x GI8}' WiIS ~ Foftress Grey. The whole base WiIS 

then drytul/wd BItachf(J 8tJnI before a palch of sIaliC fJrass was applied. whIdr was in lum 
stippled wi~ Bubonic Brown. 

Modelling gnd with patches 
of rnot:16Nif1f} fJIJvef, fJreetI 

"od and patchts of 
Static fJIJss. 

Filler. a mix of fJrulI alld 
brown flock. and St.itic fJras5. 



BASE SHOWCASE 

The 'EIVY Metal/urn mofWI/ed Comma/I(JM FifSighl's bJse using 
sand, gravt/Ind clumps 01 sl.1fic grass. 

A fourrrldtiOl! or sM/e, Green Stuff and pUstJc /}Nds makes fO( , swampy base 00 this 
Typhus CtJItYtI$Ion. see WD291 for mom de. of how Tammy ~ goI this ,ffect. 

This Silver Helm's IMSflls coatw with un~inlerJ mod~llInD sand, 



Deep in the vastness of the Worlds Edge mountains, 'Dr below the snowy peaks, the White Dwarf sits 
upon his throne within the hall of his secret hold, watching over his minions as they work upon this 
very publication. As he does so he reads your missives, sometimes guffawing at your beardling 
foolery, sometimes sinking deep into thought. Whatever Grombrindal thinks, we scribes thonk you, 
for your letters provide us with the fuel for the furnace of our steam-powered printing machine. 

GROMBRINDAL'S PICK OF THE MONTH 
Return to GW 
Havino just read your superb Issue 304, I fell moved 
to pul finuers to keyboard 10 conuralulate Games 
Workshop on liS 30th Anniversary and the adoption of 
whatleels like a new era lor us older garners, 

I'm 25 and have been a keen GW fall since about 
19{19, (my first White Dwarf was 131). like many 
Ilamers, I spent my formative years playing many of 
your games, cuning my teeth on Rogue Trader and 
Third EdiUon Wal1lammer, and then moving Into 
upgrade mode as new editions came oul To this day I 
maintain that the White Dwam from about 180 -
210-lsh were your finest hour with original thought, 
great articles (whatever happened to Still mania?) and 
some lovely ligures. Then suddenly GW seemed to 
became a company obsessed by new young bloods 
only, every time I walked into a store I was pounced 
upon by a siaff member asking me Iflflad ever 
played Warhammer before (I sUIl reeall tha debate In 
the Citadel Journal on that subJecl), and White Dwan 
suddenly became a glorified catalogue with no more 
deep articles on tactics and the like. so, reluctantly, I 
cancelled my subscription around Issue 230. I felt that 
my GW days were over as the company 00 longer 
wanled me or my money around, 

Recently though, I happened upon a certain GW store 
where I discovered much had changed and that the 
company now welcomed the presence 01 us 'veterans' 
at their veleran-oniy gaming days. Suddenly I felt 
loved again, and have started comlno In on most 
Sundays, playing a few games and mBfting people my 
age who've also come back to you. Our tales are alike, 
having wandered In the wilderness, lee ling like GW 

didn't want us, we now want to come back and play 
again. Personally I've spent a smalilortune on paints 
and a new Bretonnian army while myoid Empire and 
Undead are being repainted anew. 

So, , want 10 say congratulations an adopting a 
veterans-friendly strategy and making us feel 
welcome in your stores once more, Keep It up, lor 
there are many of us who supported you loyally in 
the past and who now have a much larger disposable 
iocome to b!IY those miniatures we've always 
wanted1 Also welt done on talking about your history, 
rather than as In the past where illell airbrushed out 
the way. As a long term reader. I can salety say thai 
the While Dwarl has never been In better shape and 
that the baJance between hobby and product Is Just 
~hl- keep it up guysl 

I now fee! part of something again and it's great. 
Many thanks for 16 excellent years, and here's to 
another 30 years of Games Workshop. 

James Waller 

Sometimes It's a tough balanclfIQ act, bill we do try 
and make sure the hobby is accessible to everyone. 
whelher young or old, new to the hobby or an old 
hand. I'm glad to hear that your ellperience is a 
posilive one and that you get a game In regularlyl 

I'd just like to nole that there are also plenty of things 
going 011 for new and younger hobbyists, like our 
training pfO(Jrammes. There really Is something for 
everyone in our Hobby Centres these days. - Guy 

The Lost and the Damp 
In your article on the origins 01 GW 
in WD304, you interviewed Rick 
Priestley. When asked about Chaos 
he said: "Then I came in and dId a 
job on The losl and the Damp at 
the last mlnlrte In 1990.~ 

No, no typo. ThaI was R/cIc beifIQ. 
er. Rick, He was referring to the old 
Realms of Chaos book, The Lost 
and the Damned. 

Ian of some 01 the otder figures 
although some did look a little 
skinny. I have slowly b8lln 
repainting soma 01 my pre-slotta 
based Dwarfs, and would like to 
pass an this lip lor cleaning away 
the old paint- Nail Varnish 
Remover. I won" go Into 'he gory 
detailS at how I found this out. 
suffice it to say, don't accidentally 
spill it on plastic Bretonnian Knights 
unless you wish them 10 look like 
they are sullering from Nurgle's Rot 
(there you go - two lips for the 
price al one). Bul if you soak the 

Who are The lost and the Damp? I 
realise this may have been a typo, 
but I am going to build an army of 
the lost and the Damp anyway. 

Tflanks, 

Stripping 
Dear Mr Haley and the White Dwan 
crew (that sounds like a mixture 
between a Hanna Barbera cartoon 
and an 80's pop IIroup), 

I've been collecting your figures and 
reading While Dwarf lor longer than 
I'd care to remember. In responsa to 
Mr 10m Barabeiet, t lao am a greal 

metal figures for 24 hours In nail 
varnish remover in an airtight glass 
container, (I lise non-acetone based 
remover in an old jam jar). then give 
them a quick scrub with a copper 
brush, 99% of all paint will be 
removed, though you may find 
you'll need to soak them for longer 
if enamel paints or varnish /lave 
been used. Wash the ligures oft in a 
warm soapy solutiOll before 
painting, as It gets rid 01 the acelone 
residue. 

Safety lip 1: As when using any 
thinners use In a well ventilated 
room and avoid cootact with 
eyes, nose and other sensitive 
areas of the body, in other words 
read the label of the product 
you've deeided to use, 

Safety lip 2: Oon't use the lasl 01 
the wile's unless you're prepared 
to lace the consequences. 

Finally, a message Irom my sponsor 
and painting critic, my lono 
suffering wife: · Please dan', bring 
out any more armies just yet. he 's 
stili g01 hall a Bretonnian army 10 
finish, a brand new Ogre army to 
start, not to mention the ever 
growing Dwarf army, or the third 
Mordhelm set he's just come back 
wilh.~ 

Oh, the joys 01 Impulse buying. 

Yours sincerely, 
RO!ler 'Harry' Webb 

Ah yes, stripping. I use NilromOfs in 
pretty much the same way. 
Personally. I /ike stripping Goblins. I 
recently slrlpped down myoid 
Goblin Attack ChariOts and Goblin 
King's Chariot. (Rt:leased way back 
in the 80's, youngsters,) 

They were well loved in their day. 
and I felt a little S3d for removillQ 
my ancient painting efforts, but then 
they had effectively become a g~nt, 
entanglBd ball of bent parts, so it 
was for the best. - Guy 



King Rat 
After 13 years 01 intermittent work, t 
just finished a 5,000 points Skaven 
army. There 's a LOT of conversions 
in it, and a couple of my males 
persuaded me \0 send you some 
jpegs. I'm especially pleased wilh 
the Eshin Triad, a lot 01 thought 
went Into the posture work. 

Anyway. Hope you enjoy these. 

Best regards (and Ihanks for 
releasing plastic Plague Monks), 

Paul J Robinson 

Forest Frustration 
I am a very patient person, however 
there are limits •.• 

WIlen the Storm of Chaos appeared 
I eagerly scanned its pages lor the 
variant army lists. There they were, 
Chaos, Dwarf, High and Dark Ell, 
Brelonnian, Skaven and even 
Vampires (as if five bloodlines 
weren't enough). 

We were nol even mentiol"led, but I 
managed to keep !tie hope ati~. 

A brand new race ot Ogres appears. 
Great army book, the usual high 
standard of figures but to be frank, 
does the world really need a race of 
giant Dwarfs? 

Now I discover that this summer is 
to be devoted to scaly and furry 
goings on wilh yet more army lists 
lor established races! 

Why are you doing this to us? 
Haven't we waited long enough? We 
wuld have grown our own Oak 
groves in the time it Is taking yoo to 
get organised. The Wild Hunl musl 
ride soon, Ihe hounds of Annwn are 
straining allhe leash and the Erl 
King's blade cries oul for bloodl 

I could go on bul surely you can see 
how frustrating this allis? I suspect 
that more than one vertically 
challenoed rock hUDger Is behind all 
this. By rool and branch the curses 
will soon be flying thick and fast 

I don·' care about White Dwarves, 
It's Green Elves that I wanl! 

Thanks 
Brian 

Weah there Tex! The Wood Elves 
are on their way. Next month sees a 
whole load of Elfy goodness for you 
and your tree-hugging kin. Check 
out the Wood Elf preview on page 
16, that should keep you happy 
until then. -"lilly 

WHISPERS FROM THE CHAOS WASTES 
Robert Holliday ... My best advice to you /s 10 keep reading While 
Dwarfl We have plenty of lips every month. Barry Haugh •.. Back issues 
art ava/lab/e from GW Direct. FeftMysllc ••• Martin Burke ..• Not bad 
for five weeks' world Miles VallanCfJ .•• Um, we do have a letters page. 
You're on it. PortaIZ .•• Martin Brodlgan ..• Hey! Long time no see. Glad 
that you're still in /he hobby. Andrew While ... Sorry, but we don't take 
artwork on WO. Michael Byrne ... Go to the Relurn to Oamocles section 
of the web for more on Dwen:S army. James Downer •.• Space Marines 
aren't unbealab/e/ Owaln Donnelly •.. Grimgor moves around a 101. 
Miehae/ Svouras .•• Thanks for the advice. Ryan Mce/roy ••• Sorry, no 
plans for thai at the moment. RIchard Smith .•• Yikes! There's a Codex's 
wolth of stuff therel James Brown ••• Nice story, try /he Black Ubrary. 
Stephen Farthing .•. Katharine Humphries ..• Another wargaming 
mum! Met a few of those recently. If you're one, write In! Jade 
Barrett .•• For artwork submissions contact our art department. Matt 
Carter ... Julian De Medeiros ••• And many more, keep 'em comingl 



Desperate to get your eager paws on the 
next issue 01 White Dwarf? 

Luckily, there's no need to wait. By 
subscribing you'll get your copy up to a week 
earlier than it's available in the shops! 

You'll receive: 
• Your crisp, new issue rushed to your letterbox, hot 

off the presses, earlier than it appears in stores. 

• Never miss an issue again. 

• Save up to £36 - more than a Land Raider's price! 

• Special offers - subscribers can buy tickets for 
events like Games Day a week earl~ 

POST 
CQllpiell 1M for. ~ 11M right and pOIf ~ 

Ia 1M IIIIdrtn ghII 01 1M lora 

TElfPMONE 
for deIIih mll_ OI! 

(+"II11S 9140000 

IN·STORE 
lull 011 11M tvJ'I oI}'OUf IotGI Gam 
Worbbop sIo!e lor .. details.. 

ONUNE STORE 

~.-- ----- --- ------- -- -------------- - ------------- ----------------------------- -- - ------- --------- -, 
I would like to subscribe 10 While Dwarf 
starting wilh issue number WOOOO 
" .. --~-..... ---~ ....... -.. -..... --.. ---
I would like 10 subscribe for: 
y • - • - - '--"". '... -~ ---

. 1 year -12 issues (WOSU BI I [ 36 00 . _. . _.. - .. __ . __ . 
• 2 years - 24 Issues IWDSUB2\ £6D DO 

I am an existing subscriberO or I am a new subscriberO _ ... ., 

MY DETAILS 
Mr/MrslMslother: ............ Forename: .......... .... ....................... . 

Surname: ....... .. ... ................... . Date 01 birth: ........... ..... ..... .. 

Address: ..................... . 

Poslcede: ........................... Country: ......... ............... ........... . 

Tel:(inc STD code) ...................................... ........................ . 

The subscription Is a gift lor the person detailed belowO _ ...... I 

Mr/MrslMS/other: ............ Forename: ............... ........ ...... .. 

Surname: ................................. Date 01 birth: ....................... . 

Address: 

Poslcode: ........................... Country: ................................... . 

METHOD OF PAYMENT 

- - --~ - - - --- ---- - ... - .-
Mastercard . Visa . Sl'lltclllOelta • 

C"d No: DODD DODD DODD 0000000 

Valid lrom: DODD Expiry date: DODD Issue 11000 

Cardholder's Name: ..................................................... . 

• 

Signature: .......................... ... ............. Date: ............... i. 
Fill In and return this torm to: 

GW DIRECT SALES, 
WILLOW ROAO, 
LENTON, 
NOTTINGHAM 
NG72WS. 
UNITED KINGDOM 

___ ...... u.IIo4l1. ......... _'-*"" ... _..-_ .. _ 
_ ..... I .... n.. ................. ___ .. _01 .. __ .... _ 
.... __ .... __ ~Wo_ ... __ .. _ ....... .... 

""'""'_ .... _01 ................. ~ ..... '" .... _" ...... -- .... ---_ ............ _ .................... _ ... .,.... .. _ ........ "' ......................... _ .. __ .. _-....._01,--. ..... -..... - ............. ,.... ............... ... 
I_TOtIIQMRlDHIIIWUIAl O IJolootoItOJ wow 

• • • • • • • 



WARHAMMER 
• Force of Nature -learn how Games Workshop updated the 

arboreal cousins of Ihe High Elves and Dark Elves. 

• Deelh in Ihe Irees - Ihe Wood Elves rally 10 defend Iheir realm 
from on Orc incursion. 

• A Tale of Four Garners - The finale to the campaign and the series. 
Who will win? Will Geordie Paul be happy? Find oul next monlh! 

THE LORD OF THE RINGS 
• The Black Gole Opens - The War of the Ring T .. comes to a 

stupendous climax. Are you ready? 

• The Lost Alliance - More ideas for fighting battles set at the close 
of Ihe Second Age. 

• Shelob's Lair - A The lord of Ihe Rings scenario and Battle 
Report, featuring a fully modelled tunnel board. 

All information cDrrect a/lime of going to press. 
,... - -.-.-- -----_._- - --.- ---._- - -- ... _-_._-----_ ... - -_. - --.- --- -.-. 

DON'T MISS OUR NEXT ISSUE: ON SALE 29TH JULY 
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