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11,e seduclive and dcadly 1.;Jlllnians havc a 
long and bloody hil!lOry. n'olll:ll! and Ah.'ssio 
hr:u'c Ihc horror to lell Il l! some or,he darkcsl 
seC ..... ,l! o r this cvil bloodlinc. 

refum in i 
'1I7arhammer b:lllic rc.,orl. Can the High Eh 'cs 
h. .. h Ihe lide or Cl' iI swceplng lowards ,helll. 
o r " 'iI! Ihe)' be consumed by the legions or 
Ihe dead? U.K. Gr;ond Tourna me nt winne r 
Dal'e Cain I ... -ads Ihe rOr(:c~ or Ihe Uudead 
while Chris lIarbor unru rll! Ihe proud 
Mandards orlhc Eh·e.'! or Ullhuan. 
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AFTER MONTHS OF METICULOUS SEARCHING THROUGH TH{ DENS[ STEAMY JUNGLES OF 

lUSTRIA. OUR TEAM Of EXPLORERS HAVE FINAllY LOCATED THE MOn ELUSIVE OF THE 
SCAlY+SKINNED CHAMELEONS KNOWN AS OXAVOTl ODDLY ENOUGH MANY OF OUR READ­
ERS WERE GOOD ENOUGH TO SPOT HIM WITH THEIR NAKED EYES IN SQUARE O. HERE ARE 

THE KEENEST OF THE KEEN-EYED WHO SENT IN THE CORRECT GUESSES. 

One Each of All the Lizardmen New 
Releases Featured In White Dwarf #232 

Sierra Taylor 
League City, Texas 

Kevin Matthew 
Windham 

Nashville, North Carolina 

.Joshua Hatch 
Andover, Massadlusetts 

Michael Jacobs 
Dwarf #232 Oxnard, California 

Each Receive a FREE Oxayol! Miniature 

Allen Devor 
Peculiar, Missouri 

Chris Alaniz 
Walla Walla, Washington 

David Richardson 
Buffalo, New York 

Todd Woodall 
Frisco, Texas 

Jamie Stine 
Hewinllllle, Arkansas 

Martin Chandler·Baum 
Toronto. Ontario 

Leah Gustavson 
Stoney Brook, New YQl1o: 

Matt Sanders 
Chester, Connecticut 

Joe Wojtas 
Chicago, illinois 

Michelle Emery 
Ottawa, Ontario 
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WARHAMMER BOYZ 

The newest addition to the plastic boxed unit family is the new 
Ore Warriors Regiment boxed set. out this month. Brian 

Nelson has assembled a treat for all of you who are Greenskin 
lovers out there (and may even conven a few of you who aren't) 
with these plastic multi-part miniatures that are all set to start 
your WAAAGH! al the drop of a hat. They are as poseable as any 
o f the latest batch of plastic troops and come with a new set of 
metal bits for making a command group for your Boyz. Grab the 
backbone of an Ore and Goblin anny today in a tidy little box. 

The Never 
Ending Terror 
of the Undead 

None can escape death. and it 
becomes more apparent each and 
every month Ibat very few of us can 
hope to escape the horrors of the 
Undead. More who have managed 
to cheat the grave are stonning to 
the front lines of the dark legions of 
the night. Nererata. Queen or 
Mysteries resides in the deepest 
regions of the World's Edge 
Mountains and is feared throughout 
the Warhammer World. The Gra\'e 
Gua rd is a unit of exceptionally 
destructive Wights. Wights are often 
used to lead Undead units in battle 
So you can imagine the terror an 
enti re unit of them can cause. 

"""'" U~. 

" .. U Ndtrata. Queen or Myslcrifs $20.00 $ 14.99 
(I Vampi~ Counts Char.lCler per Blister) 

8572T GraH! Guard $8.00 $6.019 
(2 Wights per Blister) 

1567 O~ Warriors Regiment $30.00 $22.99 
(16 Ore BOYl Regiment Boxed Set) 

Thrs~ arr ... llallM {'(""mami fi~urr~ from Ihr 1It'M-' Ott: 
R~Kimrm h<.tuJ Sri IOQ/..liu Mllnl Ihn·'rr al/I'W IOI?~lhu 
U/ld puim~J. FoIl_il/g i" I/~ fi/l~ IroJi1/1N1 oflhr r«~rrI 
flri"g Ofplllllic rrgim~ms. IIl~u Orcs arr posrobl~ anJ 

com'rniblr ill aimosl tm i"ftllll~ amOlllll 0/ "''')'S. 



Another Aspect 

The Elda(s ASp!!(;1 Warriors have always stood as some of the 
most fearsome opponents on the baulefield to anyone 

unlucky enough to come face 10 face with them. Their ranks are 
eJlpanded Ihis month with the arrival of an all-new Aspect 
W:trrior squad. the Eldar Sh ining S pear Sq uad ron. These new 

RITES OF WAR 
A

~ you're reading [hi~. the new Game .. WOI'kshop-insplred 
game for the PC should be on ~tore 1'hel ... e5. It (as you may 

have guessed from the header line) i~ called Rites or Wa r. and 
feature~ intense. tum-ba.-.cd strategy pilling the Eldar ag3inst the 
Tyranid~ and the lm~riurn, Check out the <;creen $hots here for 
a qUId. Ia.qe. amI wc'll haw the- full meal for you in While 
DIO.'arf H2J8 a~ the hoys in the UK SlUdio ha\ic gouen their 
h.ln"h ~)n a cop> :tmJ art' ~t 10 tell )00 whallhey think about il. 

troops ride atop "' ....... ::::: 
lightning-quick Eldar jet 
bikes and assail their enemies 
with swift, deadly blows with 
lillie to no chance fot retal­
iation, These new war-
riors make an excep- • 
tionally dangerous 
addi tion to an already 
effective Eldar line-up. Keep your eyes peeled for next month 's 
arrival of the Shining Spea r Exarch, (Oooh, he's nasty!) 

Who wants mort WAAAGH!? 
I th ink the question is, who DOESN'T want more? For all of you 
Orky enthusiasts oUl there (and don't try and pretend you' re not), 
the Orks unleash the Boyz with '[avy Wea pons on the 
Warhammcr 40,000 universe. These Boyz come packing some 
serious heat. with your choice of an enormously big shoota or a 
rokkit launcher at your disposal. You can be sure dem mher 
weedy gits'll be running for cover when these Boyz take da field. 
And in case you don' t feel the need for an entire box full of Nobz. 
or you just feel that you need a couple more. here they come in 
blister packs, TIle Ork Nob and O rk Nob in '[avy Armor offer 
two different selections of Nob 10 choose from. just to make sure 
your Boyz don't gel 100 far out of line. 



JuSt around the comer on the road you happen 10 be trodding 
upon are the gales to the city of Mordheim. This once bustling 
center of commerce has been nearly desolated by a cmaclysmic 
even! that no one in the Warh3mmer World could have con­
ceiv3bly expected. Fonunmely, the resulting chaos has left the 
doors for fame and fonune wide open. It is time to cash in on 
this tragedy. 

On October 11th. you·1I be able search through the rubble for 
the most precious object in all the Empire - WyrdslOne! 

111:.1.1:.1\:>1:.1) OCTOBER 11TH 

0006 J\ lordheim 
(Boxed Game) 

C:m:uJa U.s. 
$85.00 $511.99 



(ollttting tht Orks 
By Nick Davis 

WAAAGH! It's da Orks - arguably the most brutal race in 
the 41st millennium. We gave Nick Davis a hypothetical 
wad of cash (we can't trust him with real money - he'd only 
blow it on more Dark Eldar, or Imperial Guard, or Lizardmen 
or ... ) and a mission to come up with a killer 1,000 point Ork 
army. This is how much bang he got for his buck. 

This month's 'Collecting an Army' will be slighlly different from 
usual because I've been Qiven the mission of col lecting a 1,000 
point Ork army bul Fat Bloke won't lei me spend 100 much. ("If 
he does, he'll be fetching my bacon sandwiches for the next 
month" - Fat Bloke). I've been given a set amount of points and 
I'm under orders not to go over. So what would I pick for my 
1.000 Point army (and how much will it cost)? One 01 the major 
factors in collecting an Ork army is the sheer oombers involved; 
luckily aU the great new Ork boxed sets and the Ork Battleforce 
boxed set will make the job easier. They're lantastic value for 
money and make an excellent start to an Ork army. 

Now I know what you 're thinking - what does a staunch Imperial 
Guard and Dark Eldar player know about collecting Or!<s? Well, 
truth be told, rve always been impressed by the Orks' lighting 
ability. and being a skumgrod (Ork for "favored opponenr) to Mr 
Adrian 'Grand Warlord' Wood has taught me a lot of things about 
the Orks. rm familiar with their strengths and weaknesses, arid 
I've got a healthy respect for their low cunning and brutal abilities 
on the batlJerleld. In fact. so heavy is the Orky inlluence on me 
that I came out on top in the Studio Gorj(amorka campaign. 

No matter which army you collect, I think it's always a good idea 
to collect your army in maf'l8geable steps, as this makes painting 
it easier. You can plan these steps out using the Warhammer 
40,000 organization charts (in this case the Standard Mission 
Organization Chart), which tells you at a glance what you need. 
By using the Organization char! I know I'll get a good balanced 
force and once I've sorted oul my minimum requirements I can 
get out there and star! stompin' humies - WAAAGH! 

OA ARMY 
After reading through the new Ork Codex. I realized the Ork 
army has changed a lot from Ihe original list in the back 01 lhe 
Warhammer 40.000 rulebook. There are a number of new troops 
types to consider like the Stikk Bommas, Buma Boyz and 
Tankbustas. Before I plan out my Ork army rm going to have a 
good read through the Ork book and get a leel for the 
background. I lind this very important as it gives me an initial idea 
01 what troops to collect. I prefer to collect an army thai inspires 
me, as it makes playing with the army a more enjoyable 
experience and even painting the miniatures is easier. 

To star! with, I'm not going to worry aboulthe budget or points­
I'm just going to go ahead and plan what I feel is a good Ork 
army, one that suits my fighting style. Later I'll go back and check 
to see whether I'm within my points allowance. If not. I can trim 
the odd unit. heavy weapon or 0tX Nob oil here and there UI'lI~ 
I'm OK. I've always taken this approach to collecting an army 
because t lind it makes armies more characterful and more in the 
spirit oithe army list, and alter a while you develop a leel for 
when you have gone over your points allowance. Right, let's gel 
on with it ... 

With every army you must have someone to lead it and the new 
Or!< Warboss model is so fearsome he is a must. I already have 
a name for him - Gomak - after myoId Gorkamorka Nob. I'll giw 
him a retinue 01 5 • 6 Nebs to protecl him and pul them all in a 
Trukk, so they can get 'stuck in' as last as possible. The Warboss 
and his retinue also have lOads 01 options, which I'll go into in 



more detail later. The Warboss and his ladz are as ·ard as nails 
but I can 't let them go barreling into the enemy line by 
themselves! Perhaps another Trukk mob to support him? Taking 
a peek at the Fast Attack section of the list I noticed the Ork 
warbikes which by all accounts are now really shooly and great 
in assaults. Thinking back to my Gorkamorka Ork roots I really 
enjoyed using my bikes in my mob and the idea of the Warboss 
going into battle with loads of crazed riders escorting him really 
does appeal to me. I think I will try to go for a decent sized mob 
of about 5 or 10 bikes. To finish off this fast moving attack 
roumn I think I'll add some Stormboyz. I watched Alex Boyd 
use Stormboyz in a game against some Imperial Guard and 
they are a very scary assault unit. especially if they charge at 
the same time as the Warboss. Now it's time to look at da Boyz. 
the body and fist of any Ork army. 

One of the scariest things about Adrian 'Grand Warlord' 
Wood's Ork army (apart from Adrian) is his enormous mobs of 
5hoota Boyz. They just keep advancing at you, fi ring every 
turn, and there are so many of them they can inflict 
horrendous damage on lightly armored units such as Dark 
Eldar or Imperial Guard. Following this lead from the Grand 
Warlord. my first mob is a large mob of 5hoota Boyz -I think 
about 20 should do it. I also add a couple of big shootas for a 
little more firepower and give the mob a Nob to lead it. Later. 
il l have the points to spare, fli raise a second mob of Shoota 
Soyz to follow the first so I can hit the enemy with a massed 
wall of firepower. My cunning idea is to use this mob of 
5hoota Boyz as a shield: I should be able to get a mob of 
assault troops on foot into combat relatively untouched. 

In several fights against Adrian and Alex I have been on the 
receiving end of 51ugga Boyz, excellent assault troops that 
can knock most opponents over by sheer weight of attacks. 
Hrmm ... Let's see - a mob of 10 51ugga Boyz charges. 2 
attacks. +1 for an additional hand weapon and +1 for 
assaulting, that's 40 attacks before you even add in speCial 
troops like Burna Boyz or a Nob! Faced with that many 
attacks even the most hardened elite troops must crack 
and if I use the 5hoola Boyz as a screen I should be able 
to get all the 51ugga Boyz into combat. I Ihink I'll have 10 
lake a mob of 51ugga Boyz and give them a Nob and if I 
have the points to spare I'll also give them a couple of 
Burna Boyz. 

PA SHO(lf,Q 
&UNt: (Nob) 
15 SHO(lfA 1O'fl 

PACHoPPA'S 
""'A< Ilio!I 
16 tUJRA fOYl 

Right, I've gol a feeling that all this has come to aboul a 1.000 points. 
I'm going to grab a rosier sheet and a spare piece of paper. and try 10 
get everything 10 fil. 

"". 

~_'k.rH rIikk ~t ..... -
l1li1," 1.\0010 II "'"' "" 
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See Ork CocIu fIx!peC/a) ruin pl4 
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Every Ork army must have a Warboss. who's the toughest, meanest and biggest Ork in the 
warband. The Warboss gets first pick of any wargear and the besl lighters to make up his 

I 
..... bodyguard. They normally lead from the front. all riding up on their Wartrukk so they can be 

the first to get to grips with the enemy. Many are the times that my Dark Eldar Archon 
has come to a sticky end al the hands of an Ork Warboss, so I have a great 

respect for their lighting prowess. The Warboss is the one miniature I must 
include in my army, and illooks fantastic! I just couldn', resist buying it. even 

though I was originally going to use a converted Nob model (what a fool!! !). 

I called my Warboss Gomak (after myoid Gorkamorka Nob) and as Orlo; tactics have a tendency to 
be brutal and to the point I armed him accordingly. Gomak has the weapons the miniature already 

carries: a big shoota and a choppa. I was originally going to give him 'eavy armor for some extra 
protection, but his retinue will absorb a lot of hlts, plus the Wartrukk will protect him unUi he gets into 
hand·to·hand combat. Instead, J spent the points on some Tankbusta bombs so he can deal with any 
armored menace, and the spare points could go to the retinue. 

Warb05S Gornak 

A Warboss's retinue is made up the 'ardest fighters in the warband and, after the Warnoss, 
they get the best wargear. I used all the Nobs in the Nobz boxed set to make up the 

~:~~ bodyguard. Each 011< Nob can be individually armed so I was able to customize this mob 
• to match the models. I kept the two big shootas so I had some serious firepower (with the 

Warboss's, this retinue has 3 big shootas!) and because they are assault weapons I can shoot the 
enemy up as I charge in. One 01 the models carries the Waaagh! banner, a must for all Ork warbands, 
as it aHows any 011< model within 12" to re·rOII!heir failed 'Power of !he Waaagh!' test. II the rest of 
the warband follows the hote in the enemy line that the retinue makes and keeps close to the banner 
it should have a devastating effect on the battle. 

I armed the rest 01 the Nabs with sluggas and choppas, with the exception of one Nob, who I armed 
with a power claw. I've seen this tactic used by the Grand Warlord. Adrian always gives one of the 
models in his retinue a power claw - it may hit last but when it does he's guaranteed a kill or two. 
And. with Ihe Nob's Strength doubled 10 8, he can take on armored tanks and even Dreadnoughts 

(with a little bil of luck). To finish off Ihe retinue, and let them gel stuck in quicker, I mounted them all in a 
Wartrukk. Wartrukks are simple armored vehicles that give Orks good protection from enemy fire and their 
high speed allows them to thrust deep into the enemy lines. I used the Wartrukk included in the 011< 

Battleforce boxed set and armed it with another big shoota to add even more 
dakka to the retinue's already considerable lirepower. 



• 
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III!!I!I!!I Stormboyz have always been one 01 my favorite troop types. These fierce Ork warriors are more 
than willing to swoop down on the enemy as they try to emulate Space Marine Assault squads. I 
called this squad "Da Vulchas· and used the entire contents of the Stormboyz boxed set. 

Although this did not give me a big mob, as long as I am careful how I move them they shouldn', '---==,;;:=;::~c=;;;; 
get shot up that much. To spare the points for larger mobs, apart from their basic sluggas and choppas, I gave 
the Stormboyz Frag stikkbombz to give them the edge against models in cover. I plan to use them to escor1 the retinue, 
and if they charge the same squad they will be very effective. If I had the spare points and I was playing much larger 
games (say about 2,000 points) I could expand this unit by using another Stormboyz boxed set and give them a Nob. 
so they could act more independenUy on the battlelield. 

~ 
Shoota Boyz are the heart of every Ork army. Their deafening volley lire is near legendary as each Or!< 

\MMI in the mob tries to outdo the others by letting fly with the most ammo. using the loudest gun and shouting 
""" "Dakka Dakka" at the top 01 their voices. My Shoota Boyz have two jobs on the battlefield: 

1) Be large 
2) Be very threatening 

Taking a look inside the Battleforce boxed set I found I had 16 Ork models. I 
decided to use them all and gave them shootas. This mob's one and only job is to 
advance up the center of the battlefield, soaking up casualties and shooting 
everything non·Orky in sight. Nice and simple, nothing complicated, just simple Ork 
tactics. For a little extra hitting power I also included a Nob and a Boy armed with 
a big shoola. 

Although I could expand this unit Quite easity with another Battle squad boxed set 
I won't because 1 find units 01 20 or more models get a litue unwieldy on the 
battlefield. I prefer to use the extra boxed set to add another huge mob to my army, 
giving the enemy more targets to shoot at. Perhaps another mob of Shoota Boyz 
or maybe even some Slugga Boyz might come in handy ... 

Shoota Boyz Oa Shootas 



Ii] The main assault troops of every Ork army are the Slugga Boyz, They are normally formed up 
into huge mobs armed with razor-sharp choppas and Ork heavy pistols. known as sluggas. lI( When I first got my BaUie squad boxed set I thought about splitting it into two units, one armed 
with sluggas and choppas and the other armed with shootas. Then I remembered the Grand 

Warlord's advice about having huge mobs so I made the mob 16 Orks strong instead. look a Nob to lead 
the sluggas and a Boy with a big shoota for some more dakka. I hoped this would give me more hitting power in nand­
lo-hand combat. 

I still had some points to spare so I gave the mob two Burna Boyz. These more specialized troops wi!! come in very 
handy, Against lightly armored troops such as Eldar or Imperial Guard I can use them as flamers, but il l run into Space 
Marines they count as power weapons as long as the Orks don't fire belore they charge into combat. I'll position this 
mob directly behind the Shoota Boyz until they are in range for assaulting. As friendly models do not count towards 
blocking line 01 sight their firepower can be added to that of the Shoota Boyz. If the Shoota Boyz should break for any 
reason they will have a chance to mob up with the Stuggas, making one huge frightening mob and even more trouble 
for the enemy. 

r;:::;;;:; Ork Warbikes have always been a 
favorite of mine. Small, fast and over­

f!]~J gunned, they're a typical Ork vehicle. 
.. Under the new rules they're now very 
deadly on the battlefield - they are harder to hit 
and can fire their guns into combat! The 

Battteforce boxed set contains five Warbikes 
which I'll use to escort my retinue into battle. 
After a quick call to GW Mail Order, to buy 
some Gorkamorka biker bitz 
so I could convert a couple 
of the bikers and add some 
variation to the squad. 

The Warbikes' role on the 
batllefield will be to 
escort the Warboss and 
his retinue making 
themselves more of an 

available target than the Wartrukk. When the retinue is in 
position to assault, the Warbikes can blow a big hole in the 
enemy line and then assault, following the retinue in. I 
should be able to repeat this tactic several times and 
steamroller over the 

~~~~ Almost all warbands use ramshackle vehicles that hurtle around the 

Warbuggy - Da Kart 

battlefield blasting at anything they can. These crazed Speed Freeks 
~'[] come in very handy and act like mobile fire support units. The lone 
I::. warbuggy from the Battleforce boxed set will perform the same role, 
joining up with the rest of the fast moving troops, such as the Stormboyz, warbikes 
and Ihe retinue on their lrukk, adding ils firepower 10 this already hard-hitting force. 
Once the fast attack column is in contact I can then use the warbuggy to speed into 
the enemy lines to pick off heavy weapon units. 

(We made this buggy more ramshackle by adding battle damage and twisting a couple of its metal plates) 
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Well. I did "' I managed to gather together a lairly capable 1,000 
point Ork army. II CQntains most 01 the core squads in the form of 
Slugga Boyz:, Shoota Boyz and the Warboss's retinue. All I need to 
00 now is add some 01 the heavier stuff like a DreadrlOught and 
maybe some Skarboyz. I'm going to pJay a few games first then 
decide what I need 10 expand the army by another 500 points. 

At the moment, the only thing my Ork army is vulnerable to is tanks. 
The Warboss and his retinue of Nobz all have Tankbusla bombs so 
they can deal with armored targets quite easily. I could do with some 
additional support in the lank-busting area and a mob 01 Tankbustas 
would be ideal. Nol only do they get t I 10 their armor pene1ration 
rolls, but the entire mob is also equipped with Tankbusta bombs! I 
would have to keep the Tankbuslas protected on the battlefield. but 
I coukl hide Itlem inside a bigger mob of Shoota Boyz. A slightly 
cheaper version of the Tankbuslas would be the Ork Stikk Bommas, 
which come equipped with Frag afld Krak stikkbombs. They have 
the option to take Tankbusta bombz, but without the +1 to armor 
penetratioo they are less effective. 

Of course I could put aside atl thoughts of kunnin' taclies and go for 
the plain brutal approach of taking an Ork Dreadnought - these 
power·clawed monsters can rip the heaviest armored vehicle apart 
(I still shudder at the memory of Adrian's Dreads ripping apart a 
squadron of my Leman Russ battle tanks!). Ork Dreadnoughts can 
mount tank·killing weapons such as rokkit launchas or mega 
b\astas. Altematively the Orks do have a mini·Dreadnought in the 
fofTll of the Killa Kans. These cut down, cut price Dreadnoughts are 
just as deadly as their bigger brothers afld make a great escort for a 
Dreadnought I could include two Killa Kans for Ihe price of one Ork 
Dreadnought, giving me a fairly respectable amounl of firepower. 

Nolle of this will do me any good if I don'l have enough Boyz to back 
them up. I already have two good·size mobs wrth the Sluggas and 
Sl"ootas, butlhey won't be enough for bigger battles, A lot of the Ork 
mobs have a very specialized role to play 011 the battlefield. For 
example, the Ork Kommandos are good at sneaking up the flanks 
aoo encircl ing the enemy, which makes them ideal for grabbing 
obieclives. For a more brutal, headlong approach I could take 'Ard 
Boyz: these heavily armored shock troops can advance into the 
heaviest of firefights and come out victorioos at the olher end. 

One of my lavorite Orky troop types are the Skarboyz. Their high 
Strength of 4 means these Veteran Ork warriors can wound their 
enemy in combat a lot easier (which almost puts them on a level 

playing field with the Space Marines). They are also fairty cheap lor 
elite troops, so I could afford to make a 
big ur'lil of them (about 16 models 
should do it), If I used an Ork battle 
squad boxed set I could convert this 
mob easily by just adding scars to their 
faces and arms with a modeling knife. 

As for Gretchin. they have their uses, 
and are surprisingly scary to face (iI's 
no coincidence that the Grand 
Warlord's Grot mobs have banner poles 
with Space Marine and Dark Eldar 
helmets on them). On the battlefield 
they can act as a living shield lor the 
advancing Orks, or a more kunnin' Ork 
Warboss could use them to contest or 
even take a table quarter. Grots teM to 
get ignored most 01 the time by Ihe 
enemy. Play LIP 10 th is - make him 
laugh at your little Grots. Then. when 
he's least expecting it, they'll do 
someltlingthat will astonish (and scare) 
him. Gretchin are the secret weapons 01 
Ihe Ork army, 

I could go for the fast attack option aM add a mob to join my fast 
attack column. They would tend much needed support and add extra 
weight to the Warboss's assault. I could always back this up with a 
couple of fast attack vehicles. an extra warbuggy or wartrak would 
come in handy. 

Finally, a word about looted vehicles. This is a really exciting option! 
The thought of using a Land Raider or a Leman Russ on Imperial 
troops is quite funny and in this month's battle report Andy 
Chambers uses his looted Basilisk with devastating effect. I would 
have to sped ally convert a vehicle but il wOlild be worth rt to see my 
opponent's face. Maybe it's Ol1e to consider when I further expand 
my army. 

In general. Ork armies are fun to collect and play with. The Ort<. 
Codex gives you plenty of troops and lois of options to choose from. 
so like most armies it's really a case of designing an army that fits 
your own fighting style. Over the next page you'll l ind WAAAGH 
Gornak's army expanded by an addit ional 500 points. 

UISIT GW 0 
. ~rticltS 011 how to paint Orks! 
·(Stop by tht Onlint Stort for all 

nttds! Chtck out all da conutr:sio~rlIil'l! 
out for somt tKclusiut Mail Ordtr 

Dtals! 







€~quisite €\1il 
By Thomas Pirineo (story by Alessio Cavatore) 

The Labmians are the most sinister of the jottr Vampire 
bloodlines and consist almost entirely of female Vampires. 

Tllomas takes a deeper look into their bisto,-y, from their foundings 
in the long lost land 0/ Khemri to Neferata's realm in Silver Pinnacle. 

Saronovlch was in his Icnl, 
examining the region's maps 
while sipping some of the best 

vodka In all of Kislev. lie was 
thinking how much he hated 
having been assigned to such a 
remote outpost In lhe foothills. He 
didn't likl' this camp in the gloomy 
woods marking Ihe border between 
Mother Kislev and the Dwarf 
kingdoms of the World's Edge 
Mountains. But it was his dUty as 
an Ataman of the Horse Archers to 
maimain lhe vigil on the trails 
coming from the mounlain passes. 

Suddenly he heard movement 
outside the tent and two of his men 
walked In. With them they had a 
girL one of the most beautiful 
young ladies he had ever seen. She 
was very young and frail, her skin 
pale and her robe In tatters. An 
expression of sheer terror was on 
her fair visage and she was 
shaking all over. 

~i\(aman , we found this girl on one 
of the mountain paths. It looks like 
she's been attacked, but she hasn't 
said a word. She's too terrified. She 
may not even speak our language." 

~ I nterestlng. Bring her some hot 
food and something to wear. ~ 

"Yes sir," the two men left and 
were soon back wit h what he had 
asked for. 

Saronovich obseJlled the girl and 
could nOI avoid feeling affecllon 
towards her. for she reminded hIm 
orhls sixteen year old daughter. He 
also noticed that she ale and drank 
very little and without enthusiasm; 
It was clear that she was stili 
scared. The old soldier tried to calm 
her. speaking wllh a,~<il ~d warm 
tone of voice. ~Do nr/lrald. We 

Innocmc( Cost 
are friends. Friends. What is your 
name?~ The girl looked up at him 
aod seemed to understand his 
words. 

""Mara, me Mara. ~ The Ataman was 
relieved. He couldn't recognize her 
accent. but at least some 
communIcation was possible. 
~What happened to you? where is 
your family? Mother, falherT' With 
her Innocent eyes open wide, she 
answered "Mountain .. , monsteL .. 
die. all die. Mara no die.~ and she 
slarted to cry, sobbing violently, 
Saronovlch was moved and decided 
to leave her alone for some lime, 
l1e walked out into the red light of 
the seil ing sun a nd called the 
sergeant. ~Yuri. have the men raise 
a tem fo r our guest and double lhe 
guard tonight. She Woke of a 
'monster' and I'm afraid that one 
of the evil creatures that Inhabit 
these moumains has attacked the 
group she was travelling with. II 
seems she'S the only survjvor.~ 

"At once slr[~ 

Then the night came. 

camp 
these 
beds. was it 
he figh t jl7 The Ataman'S 
overw~ltl)ed fear ,,,'/ , .. ,',. 
Then· ;mother 'he'"gh,h;, 
a warhammer: 

proteCl the girl. H~~J::;::t 
hp lem. but was 

,.eeries of cries, 
. edge of the wood 

the guards were sllll fig'";,,k 
one of the voices 
female - she was there! "' I"'r"o 
the tree line when' he 
see a torch burning 
He headed for the light almost 
trampled on the lifeless body of a 
guard. The girl waS~aning against 
a tree. an arrow p (fuding from 
her shoulder. tie 'dothes were 
covered In blood. bUi she w,s stm 
alive. that was the important thing. 
She looked at SaronoviCh with 
hope, but immediately her eyes 
focused on something over his 
shoulder and she shouled ""~hind 

Saronovlch was woken up abruptly yOU!" The Kislevite turned. ready to 
by a terrible scream that pierced fight, prepared [0 give his life to 
the darkness. In a momem he was protect that innocem creature from 
outside the tent, his sword ready. such . a terrible fate . His eyes 
Where were the guards, he scanned the darkness for any trace 
though!. and why had [hey allqwed of [~e monster, when another voice 
Ihe camp fires to die out? He beard spoke from behind him. sending a 
mere shouting from the barracks shudder down his spine. It was the 
and rushed In that direct)6n. He languid,. sensual voice of a full 
emered the .large tent catl1io~sly grown I woman. with an evil , 
and by the dIm hgh.t of tht braZIers 'ironical hint in her tone: ~I told yOIl 
he could see that It wal. 100 late. it wa~ behind you ... ~ 
fii s warriors were d~ad. Some 1 
bodies were su il ln thelr beds. thelr Those words. and the feral snarl 
throats ripped open. Others lay on that followed them. were the last 
the floor. their bodies torn apan sounds that Ataman Saronovich of 
and i apparently Kis}ev was to hear in his life. 
the talons 
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C
hC Vampire 
inheri ted trai ls. which can 
their origins in l.mmi ... Or 

of L1hmia is in dirt:c! descent 
of lhal :mcicm l:md and so 15 
bloodline of all . The lahmian 
world uxlay arc much like the 
firsl drank blood in lahmia 
Indt.'t."<i some :lIllong them. 
h:II';'11; persisted ;n undcath 

The origin of the C,I .. ~i"" 

Il:,"cred among Ihy back as Nagash ~~~*~~~::~~~~~ft 
urKicath. no one i§ c 
Yet he did lOX;SI 

o,'cr IhOUS;&n of years. 

N:lg<lsh ~\~I ' a I.lchc I'rics! of Khcmri. 
priests SIU icd the secrets of y ndcath ""d JI"fO"".d 
Ihe rituals of Ih? monuary cult ffor 
Khcmri. who sought immrality. The 
cunning and kepI the deepest _ ' -: r 
Ihcmsch"cs. The greatest offender 
Nagash, His :Ullbition was 10 
mlcr of the whole of sutcccdcd 
in doing for a time, . the Iygi[imalc 
king of Khemri . . began building his Black 
Pyramid and ensl:lI'ing me enlir~ "je:dm to J .. bor upon 

ii , I / ' 
AI Ihis lime l.ahmht wa.~ :t di~l ani PfCfirtc rif Ihe 
empire of Khemri. II was a land w,li ifh suffered 
gre .. IJy under Ihe tyr.mnic:t1 rule of ~agash , Hcre 
began Ihe rebellion [hat ..... ould o\'erthrow Nagash , 
Under the leadership of Prince lahmihar of Lahniia. 
alll.he OI hcr subjeci kingdoms of Nchekh:th. and Ih(' 
populalion of Khemri ilsclf. rose up in rebellion 
againsl N:tgash and his arch minister Arkha n , 
l.ahmizz;lr perished In batik. for Ihe \\~ar was long 
lnd bi"~r. lnd hi !Y"son l.ahmizzash aa:omplisht'(i Ihe 
final dieal of Ih~ Nagasile herelics. The lasl banle 
was foughl arqund the hugc Black p)'ramid of 
Na t¥!. in-which he had laken refuge. ViCIO!'}' wcm 
I Lahmia :md the rebels. bUI N:tgash escaped. His 

!':Imld was -' and se:tled. and all prieStS of 
put to dellth. 

~f"",e,!~~', _~was not 10 be as complcte as 
'h' ;emrians were busy 

desecrating lhe ":~;:":'!;~ Na sh and l.ahmi7.:1.ash 
was eStab~'Shing as king of Khemri. some 
N:tgasite To ils,' Ihe boob written by 
N .. gash hi self; wer" from deSIrUCIion. The 
queen o~ ntta. not:tble :iorceress. had 
prevailC(( pon her hu,'b"~d 
heretkal scrolls 10 study, 
king. somt;1 scrolls were '"'\"h'~ from Ihe purifying 
names and 1placed in a a.~ a prescnt for 
the queen. trhc to l.ahmia taking the 
ehesl with her. 

Nejeru/a, u 'iJb /x",/amlflar 
IJ.tlSlel, leads Ixtr U"dead 

milliollsjromlbejmlll. 

, 



The dynasry of 
Lahmia ruled 
in Khemri. 
They shunned 
the deserted 
necropolis of the 
city :md all the 
kings were 
brought back for 
burial in the rock 
tombs of Lahmia. 
In due course, 
the Khemrians 
and the other 
kingdoms of 
Nehekhara tired 
o f being under 
Ihe rule o f Ihe 
king of lahmill 
and ploued 
rebellion. By the 

time of Ihe reign of l';Ihkashaz, the other kingdoms 
were already free of Lahmian rule. In Khemri, 
Gener;1l Setep, a native Khemrian. overthrew 
l.ahkashaz and Sci:lL-d the throne. The lahmian 
dynast)' was ousted. but the land of Lahmia 
remained indcpcndenl. secure beyond the 
mountains from conquest by the Khemrians. for the 
time being a( 1ca.~1. 

Meanwhile. a new cult had takcn root in IA1hmia. 
'111e founder and high priestcsS of this cult was the 
S:lme qUL-en of Lahmi:aash who had brought the 
Nagasite scrolls out of Khemri. By the Ihne Ihat 
I.~hmian rule had cndL-d in Khemri and her sons 
and grandsons had occupied the throne in Iheir 
turn. she was still the high pritstcss. !:\'en more 
!>Irange. she did nOi look a day o lder than when she 
lmd assumed the mantic of high priesless. Indeed 
her beaut)' was already a legend beyond he r own 
land. And who ,,~.t.S this (Iueen priestess? Uer name 
W:IS Nefer,lta. 

A new temple had been built in Lahmia. using some 
of the best slone r.lnsackc..-d from the nc..-cropolis of 
Khemri during the rule of the (.ahmian dynasty. The 
cull practiced there was popular among the nobility 
of IA1hmia and favored by Ihe ruling house: abon~ all 
other cults. The cull statues wilhin the tcmplc were 
something which struck horror into the visiting 

dignitariC!> and enl'ors of Khemri. for they were 
staluc.."S of Nagash - SUI'"i\'ors of those slatuc."S which 
had adorned his accursed mOrtuary complex; 
images which should ha\"e been smashed into :1 
thO~lsand pieces. These em'Oy~ returnc.-d 10 thcir 
own l:md and re\'e:l1cd the evil which had laken 
rool in Lahmia. 

The word in Nehdrnarn was Ihat the roling house of 
l.ahmia 1ar under a curse. The beauty or l'aeh 
princess of l..ahmia. man)' of whom wet(" daughters 
and grandodaughu:rs of Ncferata and prieSlessc..·~ of 
the cult. \\" .. s such Ih:1I any king of Khcmri. Zandri or 
Numas should ha\"(! been e:lger 10 ask for her hand 
in marriage. But in5lead. all these princesses werc 
shunned . perhaps because they seemed to outJi\'c 
any prince or king, and each W:IS rumored to 
possess powers of sorcery which l'Ould bend an)' 
man 10 her will , Funhermon: it was known Ihat 
Ihere was dissent e\'en wilhin Lahmia due to the 
cull. which required hum:tn sacrilke. It was s;lid 
Ihal only the blood of the noble!>1 men in the full 
hloom of youth wa.~ acceptable to the queen and 
her female acolytes. This blood Ihe)' dr-10k like wine 
and balhed in it to preSeTVl' their youth 
for c lernity. 

Setep was succl"t.-ded as king of Khcmri by his 
gener .. !. A1cadizaar. His ambition was 10 conquer 
l.ahmla. and the lales of heft·s)' and so(cel)' from 
that land provided him with a JUSt cauSt" th:1I would 
unite Nehekh:lra behind him . He consulled wilh his 
priests who advised him Iha! lhe Nagasite cult in 
l.ahmi:1 was dangerous. The l.ahmians might 
summon forth Nagash from the deplhs of the 
nether world 10 haunt Nehekhara once again. 
indc.."(.-d, the)' were nO( mlslakl'n in this belief. 
although nonc knl'\\' it at the lime. 

lk>el:tring a holy war ag.linst herc:-.')'. in the name to'r 
the IrdditiOllll1 gods of Nehekhar.l . Akadir.aar miSe 
a migtlly army from all his dominions. All the kin S 
of Nt·hl·khara followed him and the gl;nCrins 
legions advanced O\'er the mountains. Th . arm\' of 
Lahmia was ,-.mquished and many oyt'hc pc()pl~ of 
the land rose: up against (lIdr opprt.."'lSOi among Ihe 
nobility, By the time the Khemrians rr.tehc.."d Ihe dty 
of Lahmia. the necropolis and the Temple of Blood 
were already being ransackc..'!1. n:lt~ring rams Wl're 
dr.tggc..-d up th t' steep cliffs II) smash into the rock 
tombs of the kings. queens and nobles of 1 ~1hmia . 

All Imperitll/Jam" alltl his doomed 
ar"')' dose IrUb fix! {''''dead /O/'Cft'S of 

Nejcrtllll. Queen a/VampIres . 

• 
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The bodit':. of those who had 
according 10 the: N3j.taliitc rile were dc"" .. ',! 
priests from Khcmri saw 10 it lhat 
destroyed in such a way that ,h,,' co( 
In undc:uh. 

Many of the kings and princes 
w:ly. Unfonun:ucly. when the 
qucl'ns, princesses and 
o~n. some were found 
the nl'cropalls, who 
rc:lrguard action. w',~,"'''' 
bdorc bdng put to 

were only c\'Cr <>~~~~~~~ 
when the sun 
females l'amc 
perform their rituals. 

i'll'ferala, hig/~iI:m:S5 and 
oogClhcr Wi Lh h sislers in the 
10 lilt oonll c :md safe from 
IIll,' kin~ of 'Nchddmra. 
Ill'ard the ling of ,,~ngs in 
cit,' of l..ahl m fell. II was 10 the I' 
Ih~ bl drinkers had 
of the cult. he n:s lcd in 
a mountain wh i~h 
up al this dislam .. iX:ak 
god br the liglll of the moon. 
his divine \'(.·ngcancc were 
dark night sky. Sam\!' offered 
his handmaidens. / 
Who could n:sist the beauty a~ the of the 
Qu(~n of l.ahmia? NO( eyen he mighty j IOfd of 
undealh himself! He came/o ~ from Nalflshlzzar. 
his resting place. leading II hOf("{j;e Vf Skl:klOn 
\\~Irrion, . He marched on intd l.ahm\.1t .I}il raised Ihe 
dead from the necropolis. II was am . dg how man~' 
mighty ones slill rested in IOmbs which the purging 
prit."StS had nOI found . Then Nagash led Ihem bt:r~nd 
Lahmia. scekillg hiS, revenge on Kh t...fn ri . ,.Ien ned in 
te rror, for it was the fearful god of unde:lth who 
came against them . Ye t Akadizaar feared nol. nor hiS 
bl1lVl.' army. Thpugh the cost was greal. !,he forces of 
Nt'ht'kfiara prev:y lt."<I against Nag:tsh. The power of 
the priests Wa1(ef.. great ag:t.insl him and Ihe o ld gods 
0t.J."ht mri wen; viclOriouS. 1bt'n Nagash slunk back 
r whencc , Iu: had come. BUI il was a hollow 

A
' 'I '1'. for Ih'c ultimate re\'enge of this evil god on 
c tlCkhara i{ wcll r own . 

While Ihis 1.\".IS h~1 pcning in Nchekhar.l. the las t o f 
tht l.a~l ian ~ bility. sa\isfied that they had 
sdmmo I d !lie; r god antl wrought s ui lllbk 
"cngea on tht'ir enemies. went nonh into Ihe 
fl:mOlJ I :I rIS pf lil t.' World's Edge Mountains. I-it.'re 
they pf: . te(%or many ('Cnturies. Nothing is known 
of Ihi' t e u lit at a placc called Silver I'innacie by 
Ihe fs. /sirange thing happcnt.-p. The Dwarfs 
hOI mjni(lg hcre for silver and precious gems. 
a ' re was a small stronghold. One night an 

I g horde somf how broke into the mou ntain. 
f 'i " the ddenders by surpri.'iC. These were nO( 

4 
0 ,Iins o r Skan:n. but Zombies and Skeletons. The 

• I' III is recorded in Ihe Book of Grudges. The emr)' 
df.:scribcls Iheir Ieadcr as 'The Queen of Evil" - who 
could thiS have been cXCepl Ncfcr:lla. Vampif(' 
Queen of l.ahmla? 

: ' Man}' t..ent~I 'S have /Pa:;SCd Sinn' thai time. The 
• Dwarfs hal'e o ng go']e from the area and now onl}' 

tTal'ellers f Ihe laow of men tread within sight of 
Ihe place. ~Ir.lnge 3~ il may S(.--cm. there are some 
who havc visi lt..-o Sih'cr Pinnacle and re lurned :lli \'e to 
tdlthe talc. Their tales do nOt speak of horror as one 
might think. Instead they tdl pf a spl en~lid court. 

cut nut o f the rock with 
walls ' \\~th str.lnge inscriptions. 

of d;lrkne~s. where the lighl o f day is nOt 
;"'nI',;,.,,, 10 enter. The (Iueen who rules here is said 
10 bt: of exquisile bt:3 I}', ' atte~ded by handmaidens 
any man might dih f6 r liltle d , tlwy know that th iS 

is litera~' lrue! 

Stories the realm of the Night Queen ha" e hcen 
wid fo 'cnturics, 'an can be found among the 
ballads UO:lonni:l. th wril ings of the Empire and 
the poems of Tile3. E"en i Ihe kasbahs of Arab)' and 
l he swea~ lodges of Kislt: Iht., rumor.> can be hC3rd. 
I .~ it any f. urp~se thai Brc onni:1O (IUeSling k~ightS 
have so.ught thIS 'place. as have mcrchan.ts seeking to, 
scJ]thetr JeWclSmd fine .ci1 hes to a p rmccss? . 

1be guards are . ":lIhed In 1:iI." ·k 3!ld show nOI their 
faces . 'hey shum and hand~' heir weapons jerkily. 
The i tenor of he palace is dark, lit as if by 
moun 11. The ql 'en of the lOU main is never SC('n 
o r Sl k n to directly. She c ducts business from 
bt:hin . 'I'en veils , and her . I' in: is beguiling. She 
breed, cats . 'Ibert: il> a talc o f a 'ilean merchant who 
was gi en a beauliful cal. Halfway to Tilea the CoI.t \lNoiS 

gone , ut sitting i~'iS w3gon was :1 beautiful lady. 
I-I ~ ha nu idea w 're s l~.e had I~pe;l red frum: but 
wIsdy look her 01 to lllea. a: 109 no questtolls, 
where she bade 11 m farewell nd paid him for 

' h~ joumqoo , ~ 
There is anf e r t:llc, told in BrelO III , o f a questing 
knight who ,turned with a lady 0 e Quisite beauty 
and a pal complexion praise' b Brelnnnian 
troubadours. He made her his \\~fe at\d lady of his 
ca~ tle . Guests at the castle commented\ lhat the lady 
all.r.ll'S dr.lnk goblets of f(-d ,,"~ne and ale no Olher 
food . yel Ihe castle had no I·ine~'"ards . There are 
si mil:lr strange tales which rel·cal. to those wise 
enough In sce, how the bkxxlline of Ne~erata has 
spread o"cr man)' centuries inlo man)' land ...... 



People line up outside 
our Hobby Centers to 
get In on all the action. 
To the left, one of our 
hobby gurus is busy at 
work giving a painting 
demonstration - just one 
of the many perks 
offered at your local 
Hobby Center! 

So your tabletop looks pretty barren or perhaps you've 
run out of ideas for what to create next? No problem! 
To prepare for the release of Mordheim, City of the 
Damned, all of our Hobby Centers will be hosting 
Mordheim Scenery Days. We'll teach you everything 
from constructing half,toppled temples to multi,level 
towers! Whether you are a novice or an expert terrain 
builder, there 's something for you. Stop by the Hobby 
Center nearest you and ask for more details ' we're 
just a short Rhino ride away! 



Games Workshop Hobby Centers are popping up aU over the 

'~,. place! Don't believe us, just check the list below for a list of all the 
stores we have in North America. If there isn't a store near you :: .. -= 
now, chances are there will be one soon! 

, 
CANADIAN STORES EATON CEf\.'TRE _ TWELVE 0.'K5 M.'LL 

218 Yonge Street • 27500 NOV! Road, '283 
ALBERTA Toronto, ON M5B 2H6 ' , NOVI, MI 48377 

SUNRIDCE MALL (416) 9n-4683 1-800·492·8820 
2525 36th Street, ~84 STATES STORES NEW JERSEY 
Calgary, AB TlY 514 

CALIfORNIA CHERRY HILL MALL (403) 590·7731 
2000 Route 38, #1200 

C''''RDI:N MALL CLEND''''L£ GALLERIA Cherry Hilt, NJ 08002 I 
109 Princess Elizabeth Sl. 2148 Glendale Galleria, #0·5 (856) 663·3303 
Edmonton, AB T5G 3A6 Glendale, CA 91210 

\·800·492·8820 1.8(1)-4£12.8820 NEW YORK 

WEST EDMONTON M .... LL CONNECTICUT WALDEN GALLERIA r.IAlL 

8882 170th Street WESTt"ARMS MALL 1 GaUaria Dnve, IIF217 , 
Edmonton. AB T5T 4J2 500 Westlarms Road Cheektowaga. NY 14225 

(760) 488·3332 FarmingtOfl. CT 06032 
(716) 651·9440 

BRITISH COLUMBIA (860) 521·2280 GREENWICH VILLACE 
54 East 8th Street 

METROTOWN CENTRE ILLINOIS Naw York, NY 10003 
4800 KlIlgsway GURNEE MILLS MALL (212) 982-6314 Burnaby, BC V5H 4J2 6170 Grand Avenue 

CAROLINA (604) 435.(1111 Gurnee, IL 60031 
VICTORI. ... (647) 8S6-088S CO!'\CORD MILLS 

625 Johnson Street 
R, ... NDHURST CEr-.'TER 8111 Concord M,lls Blvd .• -422 

Victoria. BC V8W lM5 
999 Elmhurst Road, #3000 Concord, NC 28027 

(250) 36,.,499 
Mt. Prospect, IL 60056 704·979·1333 

PARK ROYAL (647) 797·9957 PENNSYLVANIA 
SHOPPING CENTRE 

MARYLAND t"R .... NKLlN MILLS M .... U ", 2010 Paf1< Royal South 
ANNAPOLIS HARBOUR CENTER 1893 Franklin Mitis Circle, #121 

West VancoU\'IlI'. BC VTT 2W4 
Philadelphia. PA 19154 

(604) 925·3440 2455 Solomon's Island Road 
(215) 501·0230 Annapolis. MD 21401 

ONTARIO (410) 571·6222 TEXAS 
SHOPPINC CENTRE CLEN BURNIE HEAOOUAR1"ERS K .... TY MILLS 

900 Maple Ava, #A·45 6721 Bayrneadow Drive Kaly Mills Circle, 1/0140 
Burlington. ON L7S 2J8 Glen Burnie, MD 21060 Katy, TX 77494 

1·800·492·8820 (410) 590·8675 1·800-492·8820 

WHITE O .... KS M .... LL ST. CH :\RlES TOWNE CENTER VIRGINIA 
lt05 Wellington Rd. S. 11110 Mall Circle POTOMAC MILLS MALL 
London. ON N6E IV4 Waldorf, MD 20603 2700 Potomac MiUS Circle. #164 

(519) 668·3713 (301) 645-4749 Woodbridge, VA 22192 
MVSHORE SHOPPING CENTRE THE AVEND!-: .... T (703) 492-4555 

100 Bayshore Dr. Unit T·59 WHITE MARSH SPRINCFIELD M .... ll 
Nepean, ON K2B 8CI 8137·A2 Honeygo Boulevard 8385 Springfield Mall 

(613) 721·9604 White Marsh, MO 21236 Springfield. VA 22150 
SOUARE ONE (410) 933·2008 (703) 719-9300 

SHOPPING CENTRE MICHIGAN WASHINGTON 
100 City Centre Drive GRBT L\KES CROSSINC SUPERMALl Ot" THE CREAT NW 
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Cbe Cast Stand 
By Dave Cain, Chris Harbor, Matthew Hutson and Alessio Cavatore 

This 1II0Il''' 'S battle report uses the latest Weu'hamme,' army book to bit the sbelves 
/11 Ibe sbape of the vile Vampire COUlltS. To deal with the despicable Undead 
sO"ce,"ers commanded by Davitt Cain, the vall"'rt High Elves, IInde,- the gellet"a[ship 
of Chris Harbor, step ;1110 the breach. 

From Iht hilltop Lord CnsciOUf obsc:rvtd the horde of living 
dCld emerging from the woods. Soon Ihe enemy would be in 
IIDg' of the boh thloW'er ,lid the rnlChioc's (few were III(l(ly 
l~diD8 il . The [lveD gellenl could smdl the SICDth. of dCi lh 
filling the iiI IIld feil the shivers down his spine Ih.U , hUY5 
i(Compulicd the prcscou of these uOlli'unl OppoIICDIS. The 
runes 00 his 'DC;Ctll sword glumed wjlh. UI iOlcnsifyillg ""hile 
lighl. u the blade II'IS g10wiDg more and more elger 10 cut 
through Ihe foul enemy. Criscinllr walked lowards his 
bodyguud of White liollS IDd SiW the gmt mlge Erond 
, min8- immobik. among them. He greeted his old friend: 
~ Any neil's of the reinforcements. Eronel? Where IS 

CiladuT 

The wizard did not answer lnd Criseinllr noticed his 
empty eyes stuing into infinity. He realized th.t the 
magc's mind Iud left his body and WIS now 50mewhere 
d 5C:. No surpri5C: then that he h.d chosen the mighty 
White lions to prot«1 his defeDseless body! After, few 
milllltd Eropd woke from Ihe tupte . nd slood up: 
·Sorry my lord. bUI CiLadas' dehchmCllt Iw been 
.mbushed by • luge gTOUp of Ihe corrupled corpse- ellers 
,1'1.1 .lw.y' follow the living dead. Ollr SpeUmeD routed 
them. bill wert considerably delayed. I'm afraid we will 
h.ve 10 hold 00 for ,t lust fOllr hours: 

Fou, hours! Th,t wu not going to be cuy. thought 
Criseinllr. They were seriously outnumbered. but 
,I least Ihe enemy was slow .nd h,d no missi le 
weapons.. He would han given his right urn 
for • squ.dron of Silver Helms on his 
n.nk. bUI . 11 Ihe "v.l,y h.d been left 
behind. to defend the pbillS in front 
of the Citadcl of Dusk. Everything 
led 10 Ihe ume condusion - it would 
be • defensive b,ttle .• nd he didn'l like 
it. It WIS the "" y Dwarfs fought! They 
would h.ve 10 defend this hill. relying 
on their bows to w"ken Ihe foul 
muhicudc before ;t fell upon them. 
Then it would be do ... n to Ihc 
coullge .nd sirengih of the While 
lions. 

5h1l, not even Ih.t would be 
enough if thc reinforccmcnlS did 
not mIke it in time. If they arrived 
too ble. Ihey would face cnemitt thlt 
were Dot tired from the b.lltle ud whose ullks hId 
been replenished with Elven cuul!!itt. Cilad.,· 
warriors would h,ve 10 fight Ihe ,nim.led 

bodie.s of their former comtldes... Ind thl! would mun 
defcu. 

~ People of Vhhuln!" ft50lInded Criseinu', vo itt. Dot l lUte 
in it of the concertls th,t occllpied his mind. ~Re,dy your 
we.pons. but remember tlut the greatest we'pon of our enemy 
is the fur ,h., hides in our hClrts.. Fight ,Iu, fClr. dOli" lei 
il ove ..... helm you , lid we wi ll sl,nd our groulld aDd sclld 
Ihem back whelKe they ume!" A rouillg bailie try ,nswered 
C ri5C:i nur's 1I'0rds l nd the mage EroIIc! nodded his approval 

"Now it begins: thollgh' Cri5C:illllr. thell ni5C:d his shillillg 
slI'ord and ordered. • Arche". prep.,e 10 

l005d B.lIisl •. open firer 



Che nigh Cords of 
Cruth and C ight 

Cbr ls: "So, ),011 wilul 1111'10 jigbl 
0111 (f bailie repor t e/), Palll?" 
M11l mm , 1\ tri ck~' one th at -
spend all day p laying 
Warhammcr or spend the da}' 
working. The weekend"s 
sl:lning carly for me this week! 

Chris: "/'m 111. Who will J be liP 
(lg(liIlSI?" 

PlIt moke: "Dm'jd Ulil1. 1'011 
klloll'.lhechap who 1I'Olllbe u.K. War/Jal/lfllerGralld 
TOllmllme'" back ill 1995. He'/I be IIsillg 01/1' 
Nt'crarciJ Vampire COll ll ls army. By tbe 111(/)" yo",' 
face bas gOlle till Il1 le/'esllllg sbl/de of white, Chris -
ClIlf(!t/ 'hillt oj COII'tlr{l/ct" ISII'/ it?~ 

Chris; ·'fIr. I "U/)' be blls), 01/ Frida)' - u'{lsbillg III)' 

b(lir or sOI1ll'{billg. If I was l/1!1Ii/abfe, lIml rm 1101 
$£/)'1/18 J lim. /l'hal (lrmy would 1 be fieltli"g?~ 

Fat Bloke: "Well, )'01/ IISlffl/~" field fligb Hhres. so bow 
(100111 them?" 

Chris: "Ab, Ibis Is lIIore like it. Alld I call lise Illy 011'11 
""-colI(Jllerillg lIrlllY Ih('lIr 

Fal Bloke: *No. paillllllg like YO llrs lI'ollld scare 

yOl/llger readers (illd tbeir pets. r01/'1I bm'c 10 lise Ihe 
Studio (lnl/),. H 

Cbris: Just as I was thinking of a suitabk l-XCUse. I 
re:l li,,-ed what I was doi ng: trying to fi nd a way to a\'oid 
playing Warhammer all day against a wonh}' opponent 
wilh bOth of us fieldi ng 1:I\'ishly painted am lies - what 
;1 fool! *l'ep. CO/lilt 111(' til. 1\'0111 w/)ere lire thost' boll 
(/)r oll't!rs . .. 

Ncw anny books and the new models and characters 
they introduce often instill the idea Ihal Ihe blest 
ann)' is thl' most powerful e\'er made. But [ ha\'c 
fOllght the li\'ing de:l.d ;1 few times with my High Elf 
arm}' and if anybod}' «>uld send these walking corpses 
back 10 thc S ..... \·c then the Iligh I:h-es could, 

The ann}' selection alw:l.Ys coml'S down 10 what 
models you han~ available 10 foml the core of the 
forc(.'. I'm obst:sst:d with miniatures. the more I have 
o n the batt lefield the h:lppier I :1111 . So when I pick an 
arm}' I Icnd 10 go for as m;lny models as possible. for 
my poims. Magic items (10 not pby a grcal part in the 
selectio n process. I'll pick out the troops I W:1I11 . Ih(.'n 
see what I can I1t in, maybe.' rl'placin~ somc models if 
there is a panicular item I want. So in this annr of 
around a hundrtod models Ihere a re o nly three magic 
items. 

The banle we were going 10 play was based around 
the Flank Anack scenario and Ihe EI\'cs wen.: the 
flanking folX'e. This mcant I would have 10 facc the 
whole o rlhc Unc.k-;Id horde with only IWO Ihirds o r my 
army. With the Undead there is no chanct: o f a 
lightning st rike cO!lcentr.ued onto a singlc part of the 

Cbe Warhost of Col Rrbotb 



enclllY line in Iht· hope of breaking them - the Undead 
harc 10 be hacked 10 pieces limb fmm rolling limb. No. 
my pl:tn lies in ho lding:t posil ion :Inti whinting aW':t~' :l t 

Ihe shambl ing masses of corruplion wilh aCCUi""Jle 
archery. The adv:mce o r the Undead would nOI be 
hdd up by Panic tCSIS against h igh m issile 
dam;.~e but by the superior nature of !-ligh Magic. 
[ shou ld alw;l)'s have a chance to d ispel because 
[Iigh Magic uses I'owcr I;a rds as dispds as well as 
Dispel c:lrds. Whcn thl; Undead fin all )' hit my line 
J h;ld 10 lind a way to malw sun: it held unt illhe 
reinforcements arrived. II looked as if the 
gener:tl's p;trty w:tS the group th;t1 h;ld lirsl 
d isco\·en.--d Ihis Ihrcal. he :tnd h is Ixx.lrguard of 
Whiu: !.io ns tOgelher wilh some lighll)' equipped 
:tn.·hers :tnd Se:lgu:trd had just managed to haul 
tht' bolt thrO\\'l"rs into position atop a hill when 
the enemy \\";IS Sighted. Entnlsled with the task of 
dearing o Ullhis corruption, my gener.11 had been 
gt"Jnlcd the usc of two powerful ;I rt ifac ts. the 
8mlll('1' of ArcallC' ProtectiOIl and a B(lli is/)C'r 
slI'ol'd. 

The nanking force had also been searching out 
the Undead. I had chosen the flanki ng force to 
contain mon: infa ntry-the fublcd li igh Elfciti;r.en 
le\'Y spcarme n. In man)' other annics the words 
citizen le\')' would mean poorer quality lroops, 
men pressed in to service without adequate 
Imining or mOli\':lI ion. This is simply nm so With 
High Elf armies. Each man is lrained to fight and 
is lit' rcel}' loyal {(J his com rades. Thc ability of 
High mf spcam len {(J fighl in three r;tnk.~ mad e 
them Ihe besl choice - what cou nts against 
Skeletons :lIld Zombies. who never break from 
combat. is be:Hing the m b~' as much as possib le. 

Fina lly. magic:t l support. The liigh EI\"C:s are Ihe 
most polenl magiC'JI force in Iht· Known World 
and Iheir I"";tnge of spells includes some Ihal are 
:tlmosl specincally designed 10 deSlrO)' the 
Undead. I chOSe a WiZ.1rd for both forces . a Master 
Mage fo r the general's force ;lIld a Champion 
Mage for Ihe reinforcements. I decidcd to take 
two wlZ;lrds because the thought of faci ng a 
Necr.lreh w!lho ut a serio us m'lgical arsenal of m}' 

own li lls me wilh dread. When Ihe spells wen: di""Jwn il 
\\~IS a good seicction: Assaltll of Stolle. Halld ofG/or)'. 
COr/I$Catimf of F;nreir. and the much hopt.·d for 
&lIIisb11l('1I1. 
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Cords of tbe Nigbt 
Dave: Redemption ! After my 
trou ncing :11 the hands of 
Tuomas and Alessio in the 
'Ban1c of the;: Beards' in WD228 
I had fcared my chances of 
gmcing another bailie report 
Wl're gone foreller. Howcver my 
sa lvat ion is al hand. The 
lLlmighty powers at GW h;wc 
relented and I have been 
deemed worthy once more to 

Warhammer battlefield (acll/tllly 
there was 1/0 OI/e else available - Fal Bloke). 

I was asked to field a 2,000 poifil Nccrarch Vampire 
army chosen from the Vampire Counts army book. 
Thai was the good news. A few months ago, while no 
o ne was paying attention. [ had managed to sneak a 
look :It the anny list in its embryonic stages. As a 
result , I had a good idea about the pros & cons of the 
new troop types. The bad news was that I was to be 
Oankcd by a !-!igh Elf army. Unaccountably the word 
'banishment' ntade me break out in a cold SWt'llL 

First of all I Iried to put myself into my opponent's 
shoes and auempted to prediCt his tactics. I figured 
his ini l ial force would com p rist· a rchers, bolt 
throwers, a lower level mage and posSibly an infantry 
regiment to bolster his miss ile basc. His aim would be 
to whittle down my horde until his flanking force 
showed up. These rdnforcementS would probably 
contain his strike regiments of cavalry and OIher el ite 
fighters together with another mage. !-lis general 
might well arrive protected by a White !.ions 
bodygu;lrd 10 make him immune from brcllking. 

With these thoughts in mind , I set about putting 
together my army. Not only should it be able to deal 
with the above scenario. but it would have to be 
flexible enough 10 cope with any surprises my 

oppom'n! might spring on me. First up was the 
selection of my general. The special character 
Melkhior was a'~lilable as my army commander. This 
was tempting as he is a fantastic model llOd the 
Studio's version is. as c,'cr. superbly painted. Add to 
this his cnhanced Necromantic powers, his ability to 
cast such a spell for free , and despite riding a fl r ing 
mo nster. h is invulnerability to missile and war 
machine fire, and rou have a figure Ihm will grace 
many a Necrarch army. 

However l'm not tOO fond of using SIX'cial chamcters. 
s ince their indusion often spoils an otherwise 
balanced banle. In addition. ,II 660 points his COSI 
would be far [00 prohibitil'e in such a small game. 

One of the many fmpro"ements Tuoma~ & Alc~sio 

have made in producing the Vampire Counts hook is 
lhe intro<lUClion of a 'hero' 1c"el dl,Ulu:ter that can aCl 
as the army's gcncml. Since this would be a small 
baul(-, I decided to take advanlagc oflhi~ and lead my 
force with a Vampire Count, rather than the more 
predictable (and expensive) Vampire l.ord. Choosing 
as his bloodline power the Curse offbe ReVCl/alif and 
equipping him wilh the Cbaos Rllllesword of GrllIIgi 
/rOllbeflrl bolslers his combat stats (+ I to W, WS. S & 
A) 10 make him comparable whh a V;lmpire to rd. I·lis 
lower Leadership is less of a problem in an army [hat 
never panics or breaks. \'(lith the addition o f Ihe 
Amber Amlliet. to help keep him al"'e. the devilish 
tOllis Cypher was born, 

But what troops should he lead~ To the established 
Undead player, this new army list seems sirangclr 
unfamiliar. True. the trusry Skeletons. Zombies and 
Ghouls arc Mill present. But where have alllhc hard 
hitting clemenls of Ihe original Undead gone - Ihe 
Undead horsemen , chariots, Mummies and 
SkulkhuckCTh? 

In my mind. an Undead army should be built around 
Skeletons and Zombies lind 10 this end J s taned with 
a large regiment o f each. 1·lopcfully these large fear· 
causing units would automatically break anr 

ebe Undead OOl'de of Couis 



The gang over al O'Leary's ron Warhammcr :Iud 
Warhammer -.0.000 tournaments all weekend. and 
IIi,u"s in addition to all the open gaming you can 
handle. Wan! to play bul don't know how'! That's 
alright. because Ihey also run demo g:Ulle~ 00 
demand. If you're itching to get in a game during 
the week then be sure 10 stop by for Thur..day 
night laIC gaming. where all the t1ction goc~ p;JSI 
midnight! They :tlso h:l\c painting and terrain 
worh hops on the lal<.t Friday of every month! Gile 
them a call at: 1-8OC).s.l2·179J. 

GAMER'S QUEST 
Loca\(d in FayetteviIJe.J:'jorth Carolina. Gamer's Quest 
is n veritable den of gaming exci tement ! GrJb your anny 
walk in and )ou'li be £uarolntred a game' 

G:mlcr's Quest is open 
!ot!\'en days a week, rrom 
!0:00am to !0:00pm (and 
Imer 011 weekends!) \\ hich 
means Ihe only time you 
won' , be gaming you'd 
probably be : I ~ke~ 
anyway ! All week you can cQmc in and gel a pit"!.; up game of 

O'lEARY'S BOOKS 
If you live in LakewlxxI. \VA then you need to 
grub your amlY and gel on down [0 O'Leary's 
Books! This store ~pons over 700 sq. feci just for 
table-lop w:tf<6aming! Th:lt mc:ms Ihere'~ a table 
wilh your name on il! 

) our favorite G<llTIes WorkshoR game - from Warhammer -10,000 l.-'''''' 
and Warhammer to Banlenect Gothic and Q:lore! On Ihe 
\\ eckends get in o n their wild toumament~, Saturdays you can 
battle in the -lI st Millennium with Y9ur Warhammer -10,000. 
for,·e. and on Sunday~ you can brc<lk OUI your fa nta~y amlY for 
a rousing Warh:unmcr tOurnament, 

[n addi tion 10 all this daily e.~ citement. G:uncr's Quest abo run~ 
month long leagues for both Warhammer and W<lrhammer 
-10.000. More gaming than you can $hakc a st i..:l <It! Plus if you 
arc looking for some tactical ad\'ice make sure you talk 10 Clil11 O·lSeal. he won Besl ~nernl al the '99 Chicago 
Gmnd Tournament! Give them a call for dil'l."Cl ions at: 910-867-3080! 
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11VA1 it H;'nIMUJI 

'-""'C3~ H2~ ~ 
T he High Elves are a wise and 

ancient race , whose chronicles 
date back to when the world was 

young. Their deeds and achievements 
were legends before the tribes of man 
ever rose to power in the Old World. 
Proud in their noble heritage, the High 
E.lves are a graceful and cultured people, 
yet unflinching in battle. They are masters 
of arms and the secrets of High Magic, 
and once angered . their w rath is terrible 
to behold. 
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/"l~crarch : Cum 1 
Aftt'r winning till' llice rull for 1Il1.: tlrst 
!Urn Davl' decided to mono-' fir~L 

t1l'nying Ch rb :1 turn of firinj.t with hi!> 
highl~' dfcc(in: Ilij.th Elf I1lh~ik IIUOp:'. 
The m;l;n thntl>t of the lIntil-:ld h:Htldim: 
movnl al> fasl as Ili)I>l>lhh:. MJ it cuuld gel 
In grips with tilt: Ilij.th Elf line"" hernn.: the 
O:mking fOKe appcan:d. The Din: \\ '0]\'(1) on 
tht, tl:mk at!,,;mcl'd low:trtb. thl> t-l igh Elf 
Archer unib. tn dr.lw (ht.-ir fin: aw:t)" from 
the L'mJcad'", ccntr:tl lI nit<-. The Vampin: 
B:w, new high M) ,hal they could :.afdy 
cn),tagc till" lI igh El fh:Htlclinc in:\ bIer turn. 

Till.: \~'i ll(b of Ma).:ic )' idtkd I>\.'\'('n 
l":lnb and in an :utcmpt 10 cnlaq.,:t· 
the ",izc o f h is n:j.timcnt of 
Skcklon",. the Vampire Joll'nl'r:tl 
:mcmptcd 10 C~"'I HaiSt' Ib(O /)(·ad. 
but thi!. \\':\..' dbpcllcd by the Il igh Elf ~1;L~(er 
,\l:lgl' , \\"ilh only IWO I'ower earth, tht: l 'ndead \\'l'I"(' 
unabll' til caM ;Ul y more !!opcl b, ~o t ill.: fir.,t magit" ph;l~e 
p:l~~ed ",i thulI! event. Dal'(: :md Chrb t'mkd !IlL' JUrn 
by ~\(Jring their fem:lining 111:lgk' canb ready to 
I,.'o!l!inue the 111:lgk';11 (Iud in the nt.°X! Illagir pha~l" 

nigh €t"cs: Cum 1 
~t:dng the hortk of ( 'nde:ld :.h;lIllhling 1!I\\~lrd, hh 
line:.. the High Elf gene!":11 ,keidlod to keq) th lo 
di~lancLo hlOtWnOn thL' 1\\0 annie!>, Ill- 0plt:d \0 'I:I~ 

\\hen: he wa!> and in~ll';ld PUt hi!> f.lilh in hi, l11i''''lle 
Iruop~ 

rhe Ilij.(h Elf afmr ~t:tned the ~hl)('!ing pha~l' b~ firinj.! 
Ihlolf huh Ihrn\\l'''''' al Ihe (;ilOUh, Dl'~pite fi r ing dj.!hl 
hoh~ only tine Ghoul fell - nOl a verr :tu!>pit:ious 'tan 

In (lllO ph;IM;. l ndauilled, the Archer unit on the hilt 
fin'd a \\llley .,( ~h()l~ al Ihe Ghoul!>. killing four O(thlo 
UIlI1;ltllr;11 Cfl.°atllre~ , Buoyed b y Ih i:o il11pres~i\e 

tl i ... p l;I), till" ~l'aguard ;I I, .. U :.i llj.!lcd (JUI thb unit. but 
f;likd to l'au~e :lny \\(llllld ... . The (ihoul': Toughnes~ of 
I h:ld 1I1:ldc all the (hfferto nee in Ihi, lo:uly round (If 

.. IHI()l ing, Til nunpkll" Ihl.° Il igh Elf !>1)()(lIilll-t pha!>\.' 'ht.° 
Art.!ll·r. un Ihl.' f.1f righl of Ihl' Iligh Elf line knolkd 
Iheir longl'lt)\\· ... ;lIld lei II)('~I.' a \'ollc~' ;11 Ihe nanking 
nire \X 111\1::- unit. killing t \\ II uf thc (1t:;ldly cre:ltures, 

E:Lgl'f III !>htl\\ 11I~1 hm' j'll)\\crful Hi~h ,\I;tgil' Gill Ix­
;L).l:li nl;1 Ihl.' l ' luil-;I(t, Chri" W;L!> hupin).l for :I high roll 
rur I Ill" Kind, o( \I:1gir II \\',1" nul to be Ihou).lh , ;1';1 



.-----------------------------
Cuml 

r'JIIlt.'f disappointing 3 was rolled and so the magic 
phase passed with no spells being cast. 

Necrarc": Curn 2 
The Vampire COUnlS tum sranl"<.i wilh Ihe Vampire 
B;us swooping down to anack the Bolt "brower 
crews. ]'assing thl'ir Fear lest the crew dccidt.'d to 
stand and fight where Ihey Wl're. The !-Ugh Elf amlY 
wou ld ha\'c to do without their awesome machines of 
destruction while the crew attempted to fight o fT these 
monsters of the nigh!. The rest of 
the Vam pire CountS army 
cominucd its amble tOwards the 
High Elrlines. with the Dire Woh'es 
moving lnto :1 position whert' thcy 
could charge next tum. 

The fi rst combat of the game 
ended in a s talemau: with the 
Vampire Bats and Bolt Thrower 
crews bo th sufferi ng I wound 
l':lch. 

With 8 rolled in the magic phase. 
the Vampire Gencr.!! prepart'd to 
improw thl' posit ion of his army 
with some magical support. Finn 
hl' cast Raise the Dead, hoping to 
summon a new unit o f Skeleton 
warriors. the Eh'Cn Mage 
allcmpted to rebound but failed . 

Nine Skeleton warriors clawed their way OUI of the 
ground to .tttack the Archer unit. this would cost Chris 
dearly in the next !Urn's shooting phase as now only 
ha lf would be able to Arc. Finally the NL"Cromanccr 
cast Vtll/bel's Oaf/se Macabre on the maio Skeleton 
unit. With an l",<11 grin o n his face Chris played a 
DcSlro,. Spell card. easily dispelling ;1. Dave looked o n 
nCl"\'ously 10 sec i f the spell would be: dL'Slrorcd. 
Needing:1 -i + Chris rolled a I - the spell had nOl been 
destroyed. 



nigh €1"£9: Curn 2 
In an attempt ID san~ Ihc valuable missile troops. thc 
I-!igh Elves decided to go on thc offensive. With both 
units passing their Fear tests tht: Sea Guard charged 
Ihc V;lnlpirc Bats and the White Lions charged [he 
summo ned Skele to n uniL Apan from this. everything 
else s lap:d where it was. 

Seeing the Dire \'('o ln:s as their prime ,hrc;u the 
Archers o n the right flank o pened fire at till: unh 
contai ning the Doom Wolf. This killed three of thc 
Undead beasts. IC;I\'ing the snarling Doom Wol f on i ts 

In the combat phase Ihc Elf general. \Xl1iu: !.io ns and 
Archers managed to kill three of the SkclclOns and 
sulTcrcd no casualties in re turn . This combined . with 

their rank bonus, meant they had won the combat by 
scven, comp1c1cir wiping OUI the Skeletons. 

In thl.' o ther combat Ihe Vampire Bats fared beller. 
killing all of the remaining Bolt Thrower crew and 
anI)' suffering I wound in return (the Seaguard 
managed 10 miss wilh e\·crything) . Although they had 
suffered the most casualties the Iligh Elves still won , 
thanks to the rank bonus of the Sea Guard, causing 
the Vampire Bats to suffer a fu n her wound killing o ne 
of their numlx:rs. 

With anOlher 8 ro lled [or the Winds o f Magic, Chris 
hoped th:1I this wou ld be the turn he would cause 
some real d amage to the Vampire CountS army, 
Howcl'er Chris ' hopes were dashed whcn he was deal! 
three Dispel Magic cards. Due to this no High Magic 
spells were cast (or the sl.'cond turn running. 



Curn 3 

/'Iterareb: Curn .3 
The Dire Woln~s were now in range 10 charge the 
High Elflincs. and lhl'Y singkd out lIu.' Archcr unil o n 
the right flank for destruction. Passing their Fear lest 
the Archers fired a ,'oU",}, inlO the largest unit bUI only 
m:magcd 10 kill o ne of them. The res t of the amly 
1110\'cd sU'alglH towards the opposing army rcady 10 
be In charge range next !Urn . 

For the first liml.' in [hl" batIk Ih (." Vampire Counts 
amlY had SOmething 10 'fire ' wilh in the shoOling 
phase. The Banshee: let OUI her deadly scream at Ihe 
Scaguard, bUI il was more o f wail, faili ng 10 cause any 
damab'C· 

The combat phase pron:d (0 be fa r more c\·cnlful. 
The Dire Woh'cs m:m:lgcd to kill sc\'cn o f the High 
Elf Archers. Wd l bC;lIcn, the An:hcrs fled only to 
be caught by the Dire Wolves and ripped 10 shreds. 
All nearby Elwn units passed their P:lnic tes ts and 
held firm ready 10 repulse the foree s o f lIndeath. 

The Seagllan:1 set about their task s llp<: rbl), by killing 
Onl: ofthc Vampire Bats without suffering an)' wounds 
in n:turn. Winning the combat by 2. the magic 
animating the final Vampire Ba t diSSipated. killing 
it as wcll . 

Again 8 was rolled for the Winds o f Magic. The High 
Elf gener:tl p repared for another onslaught of 
Necromantic magic. His fears were justifled when 
O;L\·C declared his Vampire Cou nt gener:11 was goi ng 
to cast Curse oj Years on the White !.ions unit. 
Knowi ng full well how d estructive this spell can be . 
Chris dispelled it using three Power cards. He had 
howl'vcr used up all o f his cards and would now han: 
no defenses ag:linst funhcr spells cast. Oaw next cast 
Rf,;se tbe DCfUI. llgain hoping to create a new unit o f 
Skeletons. but only rolled a 2. Finally he cast 
Val/be!"s DlIIIS(, Macabre o n the Skele ton unit 
;.!lowing them to make a mlm:h mo\·c so thai Ihe)' 
would be ;Ible to cha rgc next turn. 

nigb Elf: Curn .3 
lk-ciding that the best foml o f defense is offense. the 
Seaguard charged illlo the Ghouls. ho ping to destroy 
them quickly. On the left flank the fWO Spearmen 
units lind Mage Champion made a welcome 
appearance and movcd towards thc Unde:td fl ank as 
fa SI liS they could . 

The last surYil'ing Archer unit unleashed aJi it had at 
the lone Doom Wolf. killing it easily. 



The Seaguard disappointingly (lnly killed one Ghoul. 
but suffered no casualties In return. Although they lost 
the combat by 5, the Ghouls refused 10 flee as the)' sl ill 
outnumbcn:d their foe . 

AI long last a high score of 11 was rolk'<! for Ihe Winds 
of Magic. The phase s larted we/l for the High F.1\'(:s as 

the Vampires failed to dispel COrtlSC(ltiOIl oJ Ffllreir 
allowing the newly arrived Mage 10 fly high. The High 
Elf Mastc.r Mage then attempled 10 cast Assallli oJ 
Slone o n Ihe central hill bUI the Necrom .. ncer used 
Ihe firsl of his Dispel Magic scrolls to dll.pel it. He then 
uS<.-d his final Dispel Magic scroll to dispel Ham/ of 
Glory. The High Eln_'S had finally got a chance 10 show 
the power of their Mages. but the Necromancer h .. d 
wisely planned ahead to deal with exactly this SOrt of 
s itu.llion. 

N¢crarch. Curn 4 
II was time for the main body of the V .. mpire Cou nts 
army 10 ch .. rge into combat. The Skeletons, led by the 
Vampire Count general and lhe Banshee. charged the 
most powerful unit. the White !.ions led by the liigh 
Elf general :md Master Mage. The Bat Swarm OUf· 
flanked the l'Ugh Elf flanking force , ready to charge in 
next turn and hold them up. while the Zombies 
wheded around to face this new force threatening Ihe 
Undead's flank. 

This time Chris's Seaguard killed three of the Ghouls 
and again didn' t suffer :1I1}' wounds in return. But the 
Gho uls st ill didn 't budge as Chris needed to kill o ne 
more to make them break. 

In the center of the ball1eficld the mOSt imponant 
combat of the game started. '1111: Wraith screamt.'<I out 
a challenge which the I-Ugh Elf general readily 
accepted. With his might}' &mfsber Sword he 
palhctieallyonly managed 10 cause 1 wound. In rclUrn 
the Wr:tith badly wounded the Elf caus ing 2 wounds 
with itS doubJe·handt.'t1 scythe. l1"le Vampire Count 
general auacked the hated EI"en Mage with all its 
might but only caused I wou nd. :md with a lud.:y blow 
Ihe Mage wounded him back. The only OIher wounds 
to be infl icted were 2 wounds from the Banshee. 
Although well beaten, the \'(lJlite lions refused to flee 
thanks to their immunity to Brcllk tests. 
The Winds of Magic swept weakly across the 
b:mlcfidd as o nly a 'I was rollt.'<!, but thanks to the 
power they had Stort.'<i the Undead sti ll had eno ugh to 
cast their spdls. The Vampire Coun LS staned by 
lUlempling to cast Cllyse oJ)'etIYS on the \t;lhitc !.ions, 
but sensing the magical build·up. the M;lSler Mage 



Cum 4 

managed 10 dispel il again. The Elvcn Mages Ihcn 
dispdlcd Val/bel's DlII/Sf:' Macabre. The Necromancer 
fi na lly managed to cast SUII/111011 Skeletulls and added 
two m orc 10 Ih(.~ Skeleton regiment. 

nigb €I"es: Curn 4 
Slowed by Ihe presence of the Bat Swarm. all (he 
Spearmen could do was move <II normal speed. The 
Mage Champion fl ew across the banlcfidd o n a bright 
pmar of pure whitt' fire , planning a nasty surprise. 

Two morc Ghouls fell to Ihe spears of Ihe SeaguanJ 
and again they failed 10 cause :my harm in return . 
Beaten and outnumbered the Ghouls fina lly fled . 
Da\'(~ rolled a massive 12" for their distance bll! Ihey 
were st ill closely fo llowed by the Scaguard who 
pu rsued I I". 

In an aHempl to break the back of the High Elf army 
the Vampire General issued a challenge. Reluctantly 
the High Elf gem:rJ.1 al."cepled. hoping to have one las t 
stab at killing the Nccrarch Vampire . Disappointingly 
Ihe EII'en l.or<l fa iled to cause any wounds and in 
retu rn Ihe migh~' Vampire caused I wound 10 kill his 
enemy. Arou nd them Ihe While Lions cut down two of 
tht" Skeletons and in return suffered thrc<': casualties. 
Badly beaten and with their general slain. the White 
lio ns fl ed but were easily (aught by the Banshee who 
slew C\'I.Ty last o ne of them . 

The fest of the anny now had to pass a Panic TeSt as 
tht.:"ir gt.:"ncl'Oll had been s lain. Only the Mage fai led his 
tes t and because o f the CorusetliiOIl of Finreir fl ed 12" 
across the battlefidd. This was unlucky for Chris as it 
meant he would be u nable to combat the enemy's 
mllgic in the next phase. 7be White lionnm{f."ot(cUerJl4apt.' (11"(1 . 

cut dawn bP the jmrsqi;1S B!fn1bce. 



)\Iecrarch, Curn 5 
With Ihe I-ligh Elf gener,lI dC:ld. along with tht' Master 
Mage and 'White !.ions. Dave had \'ictory in his gr.lSp. 
The Bat Swarms ch:lrgcd into the rear of the 
Spearman unit while the Dirt: Woln:~s charged the last 
remaining Archer unit. The Skeletons wheeled around 
ready to charge the SC;lguard and the Zombies 
continued 10 amble towards thc Spearme n. Fearing 
Ihe wr.nh of their general mon: than the enemy. the 
Gho uls rallied and turned to face Ihe Seaguard. 

The Dire \(101\"(:5 easily killed four Archers. Causing no 
wounds in relUrn the An:hcrs fled. just outdistancing 
the pursuing Dire Woln:s. 

The Bat Swarm only m;magcd to kill a si ngle 
Spt.':lrman. The disdplhll'd mnks of Ihe Eh'cs struck 
back causing 5 wounds and wiping out a SWOIrm. 

With their last remaining wi:t.ard fleeing, the !-ligh 
Eh'es wou ld be hard pressed to combat the awesome 
power of the Vampire Counts' magic. When a 12 "~IS 

ro lled Chris feared the worse. The phase staned with 
a minor setback for Da\'e when the Rod of Power 
o\'el'loaded, losing the m:lgiGII power s tored within it. 
The Undead st3rted hy e;lsting Clirse of }'e{//,s against 
the un .... ngag .... d Sp'-'arman unit. and eight Spearmen 
w .... re killed by th .... deadly spell. This was too mueh for 
the unit and it promptly failed i~ I'anie test and fled . 
The High Eln:s then failed to disp'-'I Vanbel's D{lIIse 
"'{Icubre allowing the Zombies to mo\'e within charyl' 
distance of the Spe:lrmen fighti ng agains t the Bat 
SWilrm. The Necrom'lIlccr thcn re-(,."ast the spell on thl' 
Skl'lcton unit which promptly charged into the 
Scaguard , 

This had been a bad m,lgk phase for the High E!\·cs. 
The Vampire CountS were now in .. \'ery commanding 
position. 

nigh €("es, Curn 5 
The turn staned with the Spearmen and 
Mage rallying, but the Archers fled right 
off the table. 

The Spcamll:n easily killed the remaining 
Bat SW'.lI'm but would now ha\'e to receive 
the Zombies' ch.uge in the next turn. The 
combat betwl'en the Skeletons and 
Seaguard ended wilh one kill each. but 
because of the SkeletonS' mnk bonus Ihe 
Scaguard fled , The Skl'letons were unable 
to pursue though, lx."Cause of the Ballller 
of Dejitlllce. 

With a roll of 2 there wasn', enough 
power 10 cast ;tny spells in the magic 
phaSe. 



J'/(crarco: Curn 6 
The (urn Slarted wilh thc Zombies 
charging inlo thc Spcannc n. E\'crylhing 
dsc Ihal could continued 10 move 
to\\~l rdS whtll was left of the High Elf 
:LrrllY, 

Using his Skull \Valld, the second Vampire 
Count sucked th e:: sou l OUi of an 
unfortunate Spearman . In return the 
Spearmen killed five of the foul Zombies. 
An01 hcr Zombie died as the m:lgic 
holding the unit logclhcr weakened. 

The Winds of Magic granted the Vampire 
Count juSt enough power 10 1:351 Curse of 
rcars against thc unengaged Spearme n, 
killing fke morc. This lime though they 
p:lsscd their Panic tCSt and s too d firm. 

The combat QCfl(J(,#!1I (ix'S"e(lrtlum 
and Zombies cuds III stalelllate. 

l1igo €l"es: Curn 6 
It \\NdS going [0 lake something pretty spectacular for 
Chris 10 pull ofT a win. He sl:lncd by declaring a 
charge against the Zombies wilh his Spcanne n but 
ther fa iled their Fear test and refused 10 mO\'e, The 
Sc:lgU:ln! r:lllied but il was 100 laiC fo r Ihem to affect 
the OUlcome of the banle, The Mage again mored 
behind the Skeleton regiment re:ldy for the next 
magic phase, 

The eomb:H between the Zombies and Spe:lrmen 
ended in a s talemate with both sideS kil ling fi ve. 

Wi th just enough power. Chris declared he was goi ng 
10 cast Ballisbmc"L If he could just cast it. h(.' might 

Curn 6 

pull ofT an unexpected win . Al l eres were o n Dan: as 
he dcclarcd he would dispel. Using onc I'ower card 
Dave ro llcd a 5, casily d ispelling it. With that the game 
ended. alltherc was Il'ft to do \\~JS to find Out by how 
much Ihc Vampirc COUIlL .. had won. 

final Victory points 
Necrarchs: 10 
High Elves: 3 



)'looo!!! 
Chris: As you can sec from the flow of the baulc, it 
was closer than the score suggests. The Undead made 
steady progress and the High Elf amlY waited for an 
opportuni ty to cnd the battle quickly. Magic is one of 
the few ways in which the Undead can be destroyed in 
a single turn. For two turns the Zomhie unit wilh that 
blood sucking Vampire in ils front rank skirted around 
the fool of a hill. I only needed two Power cards to 
cast Assault of SIOIIC. My best opportunity came in 
turn 1WO when 1 rolled an above ;n"cragc score of 8 but 
received only one Power card. Throughout the game I 
thought I was very unlucky in lhe magic phase as I 
kcpt on rolling low for the Winds o f Magic. When [ did 
gCI a respectable score I was deal! a bad hand! 

My missile troops didn't p layas big a part in the game 
as I had expectcd. Da,"c kncw exactly how powerful 
they could be against his slow moving core units .md 
so brought along a number of troops to deal with 
them Cffeeth"ely. The Vampire Bats quickly eliminated 
my Boh Throwcr crews and although they were 
destroyed thcmsdves by the Seagu'lf(l. they had 
completed exactly what they Wl:rt" brought along to 
do. The Archcr units spent the game trying to defend 
themselves from the rapidly approaching Dire Woh"cs. 
Although they managed to kill o ne unit. the OIher 
unit got in a charge and then it was just a matter 
of time before both Archer units were 
dl."stroyed. 

The big turning point of the battle came when 
I was forced to accept a challenge with 

my High Elf gener.!l from the Vampirl" 
COUnt general. \l;/ith .j hits and each 
wound from his Banisher Sword 

causing 03 wounds, my general on ly 
managed to cause a single wound. In return he 

was CUI down. In strict boamc terms. my decision 
to meet the challenge with the general was folly. In 

fact there was a great cry of 'Nooo' from the 
watching crowd of White Dwarfers and Games 

Developers. While the general slOod the White 
lions stood, the Ballller of Arcane Protectioll 

wou ld fry the front rank o f Skeletons and the 
wizard 110ating on the Coruscatioll would be able 

to rule the magic phase. But I just couldn 't grow 
that much beard that quickly, and went for the 

heroic option. Alas. this '\~J.s not ,"cry successful -
the Necrarch shrugged off the hits, struck back and 
s laughtl:fcd the bra'"c hero. 

On~rall , I think my starting units PUt up a good 
fight but the flanking forcc JUSt could n't gel 
dose to the Undead forces qUickly enough to 

reinforce them. 



)\1dhhior be praised! 
Dave: Lei [he warm-blooded mortals cower! The 
stench of death approaches and Ihdr doom is scaled . 

After a closely fought b;mlc the forces of darkness 
came Out on lOp. but the game was in the balance lip 
until Ihe very laSI dic(.' roll when I was fortunate 
enough fa dispel &m;s/)melll in tht: High E[ws' last 
magic phase. 

Things had started well when it became clear that I 
had managed to predict a fair propOrtion of Chris's 
army scicC!ion (although t.he. S,>carmcn blocks as 
reinforct"mcnts were a surprise) and this helped me 
carry nUl my battle plan. In the end [ was able to 
concentrate my main combat units on the initial Elvcn 
force firs!. before turning my (U!ention [0 the nanking 
force . Had I heen caught bCfwccn the twO, the battk 
might wdl haw unfolded e ntirely differently. 

In such a dosely fought game beMeen rwo well 
matched adversaries, the o utcome frequentl y resls 
with whOt:'ver makes the first mistake. And this baule 
is a good example of thai. For the firSI couple of turns 
it was \'ery light, with bUlh myself and Chris 
desper-llely struggling to gain the upper hand. l'lis 
chances were hampered by some unlucky dice rolls in 
the shooting phases but it was still dose going into the 
crucial combat encounlers. 

Charging my main SkclclOn unit inlD thl' White Lions 
was like hilting a brick w·.tll. Although] look bOlh the 
High Elf general and Mage down to a Single wound 
each and won tlw o\"t'rJ. lI combat, the White Lions, 
buoyed by the presence of their army commander. 
stood Arm to Aght again. 

At the cnd of my turn things were looking grim. The 
Bnllll"r of Arcane Protection held aloft by the \'('hi le 
Lions W:IS ready to s trike down my Wraith and 
Necromancer at the beginning of the High Elves· 
magic phase. Poised behind my Skeleton unil was the 
st-cond High Elf mage await ing the power to unleash 
Bal/ ishmellt on my unfortu nate t roops. And to 

complete the sorry picture, the Elven reinforcements 
were beating a steady advance towards my flanks . 

However. it was in the subsequent Elven combat phase 
where events crucially turned. I offered up a challenge 
with my general and, after some deliber.ltion , Chris 
accepted with his own army commander rather than 
with his mage. Wit.h both down to thl'ir last wound it 
was a difficult choice. Chris plumped for the brave, 
honorable and appro pri:lte response. Surely no High 
Elf noble wou ld let :1 mere mage usurp his rightful 
position! Armed as he was with the Banisher Sword. 
the Elf dearly hoped to cut down the Undead 
abomination and put an end to his unholy army in o ne 
stroke. 

Despite a ll the good reasons, hinds ight shows it was a 
nawed decision. The Elvcn general lacked the strength 
to wound the Vampire and was himself put to the 
sword. ]n despair. the White Lions fled , taking with 
them Ihe Mage and their magk'al banner (before it had 
time to lake effect). 

Under lhe influence of the B(/IlI/er of Defiauce. the 
Skdelons could nOt pursue. but with a r.lre piece of 
fores ight I had put my Banshee into the combat for 
this eventuality and her pursuit (on ;306) easily CUI 

down the fleeing Elves. 

To compound Chris·s misery, the second Mage 
(compleTe with the Bill/ishmellt spell) failed his Panic 
test and legged it as well. 

My own errors came later in the game when thankfully 
il W,IS less vital. Forgetting 10 1:lp my Zombies round 
the Spcamlen meant I never rOUled them in the last 
turn (sine<: tht'y still had their rank bonus and the 
resultant combat was a d raw). More crucially. 1 forgot 
to try to dispel Comscatiol/ of !-"iI/ rei!" in my magic 
phases. despite h:lving d ispel cards in h:lIld. This 
mistake nearly cost me the game when the High Elf 
Mage was able to utilize the 24~ mo\'e to position 
himself in the ct·nter of my amlY, and W 'dS :Ible to cast 
Ballisbmellt in the last lurn. Needi ng a 4+ 10 dispel it. 
Melkhiof smiled upon me and I was :Ible to ding on 
to v[crory. 



I thoroughly enjo)'ed pla)'ing \\~th this new ann}' and 
I ha\'c to say that Tuomas & Alessio have done .. 
magnificent job in bringing the evocative feel of an 
Undead horde 10 life. I c.m see Ihem in my mind 
now. the slow, relentless. unwavering advance of the 
Skeletons and Zombies: the sky overheOid u nnaturally 
dark as thousands of Bats and huge Vampire Bats 
b lock out the sun. Hanging ahead of the army come 
the ravenous Dire Wolves rcady to pull down Ihe 
weak and infirm. and central 10 the wholt.· mass arc 
the cold. calculaling Lords of the Night themselves­
Ihe Vampires. 

My favorite of all the new troop types has to Ix- the 
H.mshees, Their unholy scream can be effective 

against low Leadership armies. but will rarely yield 
much success againsl bener led troops. Indeed in the 
two battles we fought. the Banshee fa iled 10 inni(;l a 
single wound in the shooting phase. No, for me their 
\'a lue lies in the faCt thtT arc ethereal and they have 
a move of 8". They are perfect fo r blocking off my 
opponent's lines of charge against the much slower 
moving Skeletons and Zombies. 

All in all , I think Vampire Counts comes dose 10 
bei ng the best of ;t il the Warhammt'r Army books for 
its ability to juggle both ann y context ;lI1d playability. 
Hats afflO both Tuamas and AJessio for creating such 
a masterpiece and I hope their fu ru rc collabomtions 
maintain such high standards. 
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M ordhcim, City of the Damned, a terrible 
place of nightmarish ruins where death 

awaits in every shadow. Here hard-bitten 
warriors s talk through crumbling palaces and 
twisting streets, fighting and dying foc the 
promise of riches and fame. 

Ilidd,,,,bt'i1ll " ... ,.,,'''''/ 



Nexl issue you 100 can lead your 
mercenary warband into the desolate, 
unforgiving ruins of Mordbeim. City of 
the Damned. 

Will you find riches beyond belief or a 
swift. bloody death at the hands of one 
of the lIlany battlc-hardened warbands 
you'll come to count as your enemies 
as they also 
SCOUE this 
dark, broken 
city? 



DEATH FROM THE SKIES! 
Combilllllg Banlejleet Gothic games with 

EPic 40K (llId WH40K games, by Gav 1borpe 

Evet)lborly loves cmllpafgns. l"sl Imagille play illg a m(lssive ga me Ibtll star/ell 
with the arrival O/ )'Ott ,. fm'ces III a star s)'Sle m a nd e ll tlet/ w lth i f g l-olllU[ assault 
Oil a rebel strongho ld 01' WI Ork lair! Welt. Gau be' s been bllsy thinking liP so m e 
neat INI)'S to tie logetber a Batliefleel Gothic campalg ll witb cUbe'" a Warhamme r 
40,00001' all EPic 40,000 cumpalg n . 

With the long-awaited arr ival of 
Bauleflcci G01 hic, a whole new 
dimension is :!vuilablt: for players of 
Epic :1I1d -iOK campaigns - space! For 
)'I!:lrs wc"ve (~I\joycd ban ling O\"cr 
cities and com incms, and now we 
can wage war fo r the pos::.cssion of 
slar systems or whole sut>-S("'CIOrs. 
Fighting spaceship b-.mlcs is good 
tUn, Fightinsground bau kll is equally 
emertaining. Fight ing a combined 
am1)' and n~et ;\ction ~ It's gOlla be 
a winner! 

PIANETARY ASSAULTS 
There :uc sever:11 ways for squashing 
IOgclh('r your Epic and .... OK games 
with Got hic banles. fro m one-off 
gamcs to maSSive seclOr-sp:lnn ing 
campaigns. Oy far Ih(' mOM obvious 
and highly appealing oplion is 10 
:,[agc a fu ll planetary as~au lt, using 
B:mlefl eet Goth iC to la nd troops on 

the planet and then fight WI HOK 
andlo r Epic .... OK bat lies to decid t' the 
land war. There arc twO ways of 
approaching the combined planetary 
:lSs:lul t camp:lign: sequentially :lIld 
si muh:lncous]y, 

Seque ntial 
Plane ta ry Assaults 

\'\11en pl!!ying sequentially. rou fight 
the Gothic Pi;(nemry Assault scenariO 
to its concl uSion and then , 
depending on how well the all:lckcr 
fare:-., rou playa game (or games) of 
eithcr \'<-1-t-iOK Of Epic -10K. As nOlcd 
in lhe Planelar), Assau lt scenario, 
every :I..'isllu lt poi nt scored by the 
allacke r is wort h 2,000 pOi nlS in 
WII40K and 400 points in Epic ·IOK. 
but how exactly c:tn you usc Ihal 10 
work o ut YOUf planeu.ry bnd ing? 

EpiC 40,000 
For Epic b:mlcs things lire rel:uivel), 
Str:tightforw:trd, s imply pb y the Epic 
40.000 1'1:l.Ilclary Assau lt scen:l rio. 
with the allacker hal'ing the 
appropriate points val uc. As an 
ahernath'c, thc aU:lcker C:1Il lrade one 
assault poinl's wonh of units for 03 
orbital barrages (roll a 03 on the turn 
you ,v:tnt to use the barr:tgc, this is 
lhe n\unbcr you cOI n make thai turn). 
These orbital barrages a re worked 
OUl just like the Fate card o f the samc 
name. For example, 1I Chaos player 
manages to score a respectable 7 
assault points in the space h:tttle. 111is 
gives him a lo tal of 2.800 points of 
units. Howcver. he Opt:. to use fil'e o f 
his points on troops 10 Reid :t 2,000 
point amlY and usc Ihc 1 :1..~1 twO for 
twO salvocs of 03 orbital barrages. 

So far so good, but how manr points 
does the defender Imve? Looking :11 
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Y the results rable in the Gothic 

Planctar)' Assault scenario we sec Ihal 
5-6 assault points is considered to be 
roughly :l\'cr'J.gc. 'Ibis translates illla 
2.000-2,-iOO points in Epic so we can 
say Ih:1.I the defender gels 2,000 
points (t."<lual to a minimum marginal 
win for the defender). Ahcrn:lIi\'l' ly, 
Ihe deft'ndcr 's points value can be 
modified by the I)'pe of world being 
assaulled (st.'C pagt' 1·(0 of Baulcfleci 
Gothic for a tahlt' to generate a 
r.tndom world I)'PC), The defender 
Slarts with a base v:lluc of 2.0()0 
poims, modified a.s follows ; 

Wo rld Type Defender 'S 

Forge World 
IIhc ~orlct 

Ch'ilized World 
Uninhabhed 
Agri.world 

Minlnorld 
Penal Colony 

Points To tal 
+(06+3)xl00 
+ 1)(;+2 xl 
+(06+ 1):,;100 
·(U6+.'\))( IOO 

+03x1OO 
+D6xl00 
·D6x lOO 

Warhamm e r 40,000 
Things arc a little more complic:lIcd 
for -'OK gamt.·s, because c:lch as~auh 
point is wOMh a whole army. I'lay the 
game of Gothic as normal ; each 
ass:luh point scored by the attacker 
represcnts an amlY dropped 10 thc 
surf."1ce. Each anny fighls one .. OK 
baule \\ hen il lands and the attacker 
must win a ccrt:lin number of ban ks 
10 en!>ure a slIcccssf\11 o\'cr,lIl l:1nding. 
The more armies the auacker has. thc 
more biles at the cherry he gets _ 
winning 5 out of 10 baules is eaSier 
than winn ing 5 out of 5! The 
I'lanctfall scenario in Codex Space 

CAMPAIGN RESULTS CHART 
Wins 

0-1 

2 

3 

4-6 

Result 
Ann ihila ted! Your forces barely make an impact on the planet 'S 
defenden. and are swiftly wiped out. 

Dccinuu ed l Your amlic~ do Iinle 10 trouble Ihe defenden., who 
soon mas!> to deMro) your meagre fo rCl·. Play the Breakout 
scenario :b tht' attacker to 'ICC what happen~. if rou win men 
your score gOt!!> up to 3, ir)'ou IUM: your M:ore goes down 10 L 

Defeated . You foughl V'.tJiaml) bUi the ~mall ;tmOUIll of ground 
~ou managed to capture will do linle to damage the enemy'~ 
~rip on this \\I1.)rl<l . You must g:lin more telTitory, PI:!} a lake and 
Hold as the anacker. if rou c:m win then your s..:ore goes up 10 
"wins in 100al , if you lo'IC then your scon:; goes do",n 10 2. 

E:\':te nded Ground Camp;aign . You man;lge to gel a fair amount 
of troop:. and \V'Jr cngine:. 10 the surface inlact, but the worJd'~ 
fa te will only be re~ol\'t:'d through II prOlrJctcd camp:lign. A 
simple campaign system I:. to play gamc:. as nornla!. but keep 
1r:lCk of each pbyer's win/l(l:'s ratio. Once a player achic\es a 
75% win rate or bener, they gain control of the world _ 
you shou ld plaY:1 mi nimulll of • or 'j ~:,"lCS though. otherwise 
lhe person who win!> the l1n.t b:mlc gets a 100% record and wim 
immedi:llcJyl 

7 l.anded in Strength. 111e enemy ~ufTercd !>omc hea\'}' los-'>Cs 
during rour ~lIIack and )'OU mu~t prb~ home lhe advantage you 
haw:. Play a Blitz miS5ion a~ the altacker. If you win your 
victories go up to fI, If )'ou 10M' Ihcr go down to 6. 

8 O \'crpowc ring Numbers! You land m:L..sin: forces :IIJ around 
the enemy posiltom. laking vital slrllleg!c points and disrupting 
the enemy's lines of commUlliCllioll 2nd supply. ~ow is the lime 
to finbh them oW Pla~ the Mc:u Grinder mis.,.ion a5 th~ attacker. 
I f you win your \'icIOI") Imal goc. .. up 10 9. if you lo~ il drops 10-. 

9 + Total Vicro ry! The enemy Weft' l'ompictcly smashl-d during your 
inilial as£IUlt, man) wen.' killed and thow.ands !;urrcndcrcd, 
surrounded b} your :l'>!oauir forces . The planetary government 
quickJy bow~ 10 "our dcmand~ .md your control is as~urt.'«. 

M:lrines is a good basis for a 
d ropzone battlc (units which C:lIlnOl 

deploy from drop pods enter from ;, 
r.tndOm I:,ble edge when they arrive 
from reserye - see the batllt: report in 
WJ)23 1 for an example). Altcrnalh"l'ly 
you could figl\! Hecon, sHo::, Nighl 
Flghl, Take and ~I old. Pauol (lr 
Uunkc-r A.~sault missions. Ke~p lrack 
of the tota.! number of battles won by 
the attacker and then refer to th ... 
Campaign Results chan alxwe to -.c ... 
how the landing wenL 

As ),011 will see, h is po~sible 10 slide 
back and fonh , with lhe auackers 
trying to 1:lUnch an offensin: while 
the defenders muster a counter­
:mack. YOII can mo\'C scveral pl:lces 
up and down the chan, so that a 
worthy campaign may well be 
salvaged from a poor landins. and 
\'iCC Vel'Sa. This is shown more clc-Jrly 
o n thl' campaign tree on the nt'xi 
page. 
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WH40K CAMPAIGN TREE 

Number of Successful Landings 

-----~~ Attacker Wins 

Orbital Bombardm e nts in 40K 
JuS! as with Epic, you can trade 
assault points for o rbital 
bombardments instead of armies. You 
must decide cxacliy how many assauh 
poilUs represent armies and how 
many arc bombardments before 
fighting any battles (for l:xamplc, if 
you score 6 assauh points. you could 
liar that they represent -I armies ;lIld 
tWO orbilal bllrragcs). There arc rwo 
types of orbit;ll bombardment in 
\'I:'arhammcr 40.000 - pinpoint and 
saturation, ;lIld ooth arc ft:!>o]n:d in 
one of your own shooting ph:[scs. no 
more than onc bornbardmcill per 
banle. A pinpoint barrage is 
rcpre!>clltcd by an earth shaker 
cannon shot. I'[ace [he ordnance 
template anywhere on the labk OInd 
sc:mer h D6" to dell'rm ine the 
bomb:trdmcm'S final posit ion. A 
s:lIuF.l.tion bombardmeru uses the 
rules for preliminary oomb;u:dme;;nts 
gh'en in Ihe scenario special rules. 
Howel·cr. a satumlion bombardmcm 
is worked out in one ofrouf ~hooting 
phases nuher Ihan before the game, 
and dfeC(s :til eligiblc uni ts on the 
tabktop. including your own (i.e. roll 
a dice for eve!")' unit on the. table, on 
:I. 6 they arc affected) . This is basically 
Ihe s)'stem that we used at rhe recent 

~f'""_e,.,"" -

ATTACKER 
WINS 

-------<~~ Defender Wins 

a huge WH-IOK campaign was being 
Iw.gcd in the t:Xhibition hall here at 
Games \Vorkshop I IQ while all Games 
W'orkshop stores took part in :1 closely 
fought Battletleel GOlhic campaign. 

Simultaneous 
Planetary Assaults 

When played simulmncously. the 
ground fighting and space bailie take 
place at the same time - you play :t 

turn of Gothic and then playa \Urn of 
Epic, with forces being landed, orbital 
bombardmcnls and so fort h 
depending lipan the situation 
amongst the stal's. W'IH~reas in a 
sequential assault you fight sCI'ernl 
g:unes in succession, in the 
~imul tancous assault you play more 
than onc game :11 o nce. The 
slmultltneous assault works beller for 
games of Epic -40.000, but it's quite 
t:a~)' 10 del'ist: a system for fighting 
simu ltan(.'Ous games of '"10K. 

Pm simply. for CI'C!")' turn of 
Ballidleet Gothic you play, you play 
one rum of Epic 'lO.OOO too. Before 
the game slarts, each player must pick 
thdr Epic 40.000 :Irmy :lnd their 
GothiC fleet. The size of the Epic army 
de~nds on how big the attacking 
flee t is - for e\'cry tr:tnsport in the 
fleet, 800 points of forces may be 

transported . For example , if you 
were playing a 1,500 point Gothic 
banle, that Ivould be 6 transports 
which would hold 4,800 points of 
Epic units. The defender gets either 
2,000 points or a random amount 
determined by the planet type. using 
the method described earlier. The 
attacker'S dctachments must bc 
aSSigned 10 specific transports (' 12th 
Necromundan l-\ellh:Ullml"1"li in the 
green transport ', forcx:unpJc). If you 
arc using heavy transports (details 
gil'cn e lsewhere in this article) then 
each one may carl)' 1.600 points of 
detachments instead. O nly heavy 
I"ranspons may carry w:tr cnginc 
detachments. 

The ddendcr Sets up his ground 
forct!s and dcfcnding fleet. then thc 
bailie begins. I'lay the B:tttlefle(~t 

GothiC game until the allacker scores 
his first 'assault' points. From then 
o n. playa turn of Epic ·'0,000 after 
finishing every turn of llanlcflct:t 
Gothic. Rather than scoring abstF.l.ct 
°assauh ' poims, the auacker may 1:tnd 
detachmcms and pcrfoml planeta!")' 
bombardments. If a transport gCtS 
into a poSitiOn where it can score 
assault poin!. ... the detachments il is 
carrying will arrive on thl" Epic 
baltlcficld th:lt rum. moving on from 
thc at:tacker 's primary landing zone. 
'.I:!hell a tr.Lnsport has deplo)ed it!) 
delachments, it makes planetary 
bombarumcnlS but may only make 
one bombardment per lllrn (ignore 
the fact that it usually scores tWO 
·asS.1l1!t · poims per rurn). Lf:t e:tpital 
ship (or empty rransport) scores an 
:lssauh paint th~n the attacking 
plarer can make :111 orbital barnlge 
th:lf rurn. u~ing the rulcs given on the 
Fate card of the same name. 

So the first Epic \Urn will cithcr 
consist of orbital bombard men IS 

against hidden defending troops. o r 
the first detachments landed coming 
o n to the table (again. poss ibly 
with orbital bombardments to 
support them). 

Other than this, both battle:. are 
fought using the normal rules, and 
the ol"er .. U victor is tht' side which 
wins the Epic .. 0,000 game. 

Example: An Ork force is launching a 
pl:tncta!")· assault. The plarers start 
their game of l3:mlcflcet Gothic and 
in the sixth turn thcre are twO !Gil 
kroozers and a transport within low 
orbit in :I position to ,mack Ihe 



ground. The pl:I}·ers then play tht"ir 
first lUrn of Epic 40.000, wh h (wo 
eXira o rbital barr:lges for the Orks 
that turn (from fhe Kill kroozel"S) :lnd 
Ihc dctachme nt carried by Ihe 
IrJ.nspon mo\'in~ o n from Ihe O rks· 
lable edge in the mo\·cmcnl phase. In 
Ihe nexi !Urn o ne of Ihe kroozers 
movcs OUI of :llmck range but is 
replaced br ano the r tr:mspon. In the 
SI.."COnd Epic turn till: Orks· slil! h,l\"(: 
two eXIra orbital barrages (one from 
the rem:tining KHI kroozer. one from 
till" first Imnsport ) and Ihe newly 
arrJ \·cd transport C;111 deploy ils 
del:l chmt· nt ~ to the :-urfacc. 1J00h 
games continuc like thlli until the 
l~pie 40,000 ~ame Is wall . 

You can use Ihis system for 
seq uenti:11 g:ulles a:. we ll. wil h 
arm ics o r detachmc nts being 
deployed by tramports and o rbital 
b:lrnlgel\ being scored by capital 
ships - r:uher than being given :1 
free choice on wh:1I each assault 
poinl rcprcM."nts. 

Fliers 
The defendn will havc a network of 
airfields ac ro!>:. the p lanet and so his 
fliers will go through Ihe no mlai 
·repair. re·arm. read)" cycle . The 
all:lcker o n the other hand has rei 10 
cslabll:.h an}' ai r b;lSCs so a different 
approach is needed whe n dealing 
wilh fliers in the a ttacker·s 3ml)'. My 
suggestion is to us(.· the GOlhic 
ordnance counters as (.'qui \,alent.o; to 
Epic alrcmfl. Any fighter or bomber 

markers Ihal move Onto the pl:met's 
edge o f the [ow orbit mble become a 
S<luadron offi\'e interceptors or three 
bombe rs respect ively (Ork Figh"l­
BommerJ: cou nt as inlen;:eptor.. for 
purposes of Ihis rule). O nce these 
airct;l. ft ha\·e completed thdr mis:. io n 
the)" are refllon."<i. 

This is me mOSI logical way 10 work 
fliers fo r the allacking foree. after all if 
~ naval aClion is su pporting a gmund 
assault, it SL'Cms o nly re3sonablc to 
assume th:lt thc n:l\1' would ab o be 
providing air support. llowe\·cr as an 

alternative rou can simply choose 
flier.. as a detachment of your Epic 
40K armr in the normal way and 
these will be assumed to include pre· 
fabricaled H:mporary air base 
facilities and so will use the standard 
Epic -,OK rules for fliers . Note that 
you cannot use bOlh oplio ns for the 
allackcr·s fliers , it"s one or me other~ 

Space Marines 
Space Marine bailie barges and strike 
cruisers excel at pl:melarr assaults. 
so to cove r this apply the fo llowing 
rules. A Space Marine fleet docs 
not include any transports. inslead 
each baltic b;lrge ca rries three 
dctachmcllIS and each strike cruiser 
carries one ddach menL These 
d et achments arc not limilcd in 
poi nts I':lluc. 

Space Marine de tachments deployed 
to the su rface c:,n either usc drop 
pods or Thunderhawks. 
Detachments which could no rmally 

be carried in drop pods will be 
deployed using drop pods (s(."e the 
Epic Banks Book and Anlly o f Ihe 
Impe rium delachment list). Any other 
dClachmcnts are taken 10 the surface 
by Thunderh:lwk del3chme nts 
on Transpon missions. These 
Thu nderhawk:. d o nOi have to be 
paid fo r :lnd the spaceship carries 
enough Thunderhawk.s 10 deploy a ll 
of it s fo rces in o ne (Urn . For 
de plo)'ing Rhinos, L"lnd Raiders and 
MJ forth from Thunderhawks, have :t 
look al the additional fi rer rules in 
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Epic Firepower (fmll publishl..'<1 in 
While DW:lrf 2 1-1;). Of course, rou will 
need :tppropriate models, which 
could be quite :1 few l1lUnderhawks. 
If rou han- insu fficient Thundl.'rhawk 
model... to transport a detachment 
then Ihe det:lchmenl will mOI'e on 
from you r primary landing zone as 
normal (il is :l.'>sumed that they have 
landed slightly away from the 
main dropzone). Any 'I1mnderhawk 
markers that move onto the planet's 
surface from low orbit count as 
3-strony; Thunderhawk det:lchments 
which can then perform :m intercept 
o r ground :lIt3ck mission that lum. 
Once their mission is complete they 
will be remOI-ed. 

LONGER CAMPAIGNS 
If you really wanl 10 go 10 lown . 
thcrc's no need to limit yourself to 
JUSt fighting the planetary assault. For 
examp le_ you could fight an c",cnded 
ca mpaign from when the Ol.'et 
actually enters the system . I'crhaps 
Ihe system is blockaded. so )'ou must 
fighl a Blockade Hun to request 
reinforcements. If successful the 
reinforcements arril'e and must fight 
an Escab.ting Engage ment 10 raise the 
blockade. O nce Ihe block:u.k Is 
f"J ised, rou could do a small-scale 
Surprise Anack 10 try to clear Ollt the 
p lam.'tary defenses and any nearby 
sh ips. The tmnsports musl be 
escorl(.'<i to the plane t. using the 
Com'oy scenario. Any transports Ihal 

IMPERIAL HEAVY TRANSPORT 
T'r 1'1')]1 11 S SI'II D [l I{:-';S Sltll [i>S ·\I{\\OI{ Il I{I{I " ~ 

·\I{\\,lj\H :-';1 I{X\(jIJSI'I I IJ 111{l:.1'{)\\ I RIS I R IlRl '"' Pun " I.'apons bauer)' IScm 

Slarbnanl "capons baul.'r)' 'xm 
Do~31 " 'c3p11ns bauer)' 15cm 

N ot all merchant shIps fall mlO the 
standard ·sm:.U tr.msport ' 

category. Some of the larger trading 
galleons ;md ore carmcks approach 
the ~ize of IV'.!.rships, though mOSI 
commonly these accompany Rogue 
Tmder flee ls exploring beyond 
known ... pacl.' or ply the majo r trading 
roUICS of Scgmenlum Solar. Most 
famed of a lllll.':lVY tr.m ... port vessels is 
the Stmlisslma TerrIl, w hich 
accompanied the fleet o f Hogue 
TrJdcr Lukurius Vanlessa into the 
eastern fri nges late in the ~9th 

Millennium. Long dclars by warp 
stonns and alien action (as well as Ihe 
ill<.""Iitabll.' lime dis tortions l.."'1\ used by 
warp Ira\c!), meant that the 
StIIl/ lsslmll Terra and its attendant 
l..""SCons did not return 10 Imperial 

space for over four centuries. 

3 Lo" , Ri!Jht , Leftlfrontlril1ht 

1 he s lUIl wh1ch returned was VIrtually 
unrecogni/~1b le as that which had 
Idl. Whilst separated from the rest of 
the ftc.."Ct. her C""JPuin. Inigo l'ortfcl l. 
hlld discovered :1 volcan ic de:Hh 
world of ineompambJc riches, so 
blessed wil h precious me tals :md 
gems that even aftcr refineml.'nt by 
shi pboard factories tht!)' fill ed Ihe 
holds to ol'erflowing, In an effort to 
carry away as much wealth as 
possible before the warp s to rms 
closed in once more, Captain I'ortfell 
resorted to cladding the oUler hull of 
hi.'> ship ,,;th solid gold. £I'Cry arch 
and buttress of thc $alltissima 1i!rm 
glittered with thc luster of pure gold 
and it is said that none who gazed 
u pon her could avoid fee li ng the stir 
of avarice in Ihelr heart. The wily 
c:aplai n had the good sense 10 
proceed directl)' to Terra with his 

survil't! thl.' Convoy can Ihl.'n be used 
in the I'l:mctary AsS:1U1t Itself. while 
the number o f dcfl.'nding ships will 
be :afkctcd by the e:arlie r allacks. If 
[he Plane~ Assauh fails it mar be 
decidc..'<i that Extemlinatus is Ihe only 
option left. In this \vay you can pia) 
several Gothic banles followed by a 
series of EpiC andlor 40K battles to 
decide the fate o f the 
system . 

wcli. tha!"s it from me, 
ta 1:1 for now ... 
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. . . pts: special 

prize :md afH': r an el'cmfu l journl.'y_ 
pursul"(l b~' ('I'CI)' pir.ne and cors.1ir 
within a tho usand light rears, he 
prcscntl..'(lthe ship 10 his gu ild house. 
Through great e ndC:JI'Ors the ship 
was bnded and now forms p:m of Ihe 
Paternov:t1 palace~ on 'Ierr-.!.. 

Notc to Players: During early 
play testing for Batt lc ncet Gothic, the 
tra nsports used in Convoys and 
Planetary A:,s:l uh~ were much bigger 
ships, for which we used o ld 
Spacefleel model!> wit h the Slats 
aboyc_ If you wa nt to use heal'Y 
Imnsports just SW-Jp l\\ 0 o rdinary 
transports for each heavy tmnsport. 
Yo u e:.n cOlwert he:.I,), tmnSPO!'l.!o 
from old SpaceOecl modcls o r for the 
more ambitious, you can scmlch­
build them us ing the standard 
Imperial tr.msports ali a gu ide_ 

Note also thar although the ship is 
described as an Imperial hl.'avy 
transport , other nl..'t:L'i make usc of 
simil:tr I·es.,e!s_ so the)' may also be 
used in Chaos, Ork and EldaT fleets_ 



The S.ru." .. 1 Oo'hlc bolte. 
pm. conl.ln,,: 

Ballielleet Gottuc ruIebook WIth 
call1Jla91 rules 
4 Imp&riaI Q'Uisers (muIIi-parI kiI$) 
4 Chaos ~ (mtAti-pan krtt) 
12 assorted dIoe 
Fleet AIIgIS\Jy rosier pad 
2 plasbc range ruIeI$ 

<Ner 100 game eounI&rs 
TWo reference sheets 
Getbng Stened guide WIth 
Ellclusive comic stnp 



SePlember is here again and like everyone else we're 
asking, "Where did Ihe summer go;J" Bul don'l worry, Ihe 
coming of fall means exciting new releases and Ions of 

gaming al area slores! 

By the weekend you ,hQuld be ready for their 
Sunday toumament~. which alternate every 
wee!.. between Warh:lmmcr and Warhammcr 
40J)()()! Plu~. once a mon1h they run a huge 
loumamcnl full of JClion and Ihrills~ What 
mOraCQuld you as\... for? Don', fOrgCllo thed. 
out both iocmi(lll' •. one in Ames and the Olher 
in Des Moine~! Gi\c them a call today and 
lind out .. bout \lhm exciting events they :Hl~ 
running this \\-eel! 

Mayhem Collectibles comes !O you in stereo wilh with two 
stores in Iowa! These shops are a great place 10 go if you're 
looking tIYleSt oul the menle of your urnly. Mondays are Iheir 
bi&-dcmo days v. here you can come in and learn to play any of 
Inc Game~ Worlt.:ihop games. You can follow Ihal up by 
participahn,. in their big Friday night painting clinics! 

HOBBIES OF RENO 
Gmb )our :Iml)' and head on o\'cr to Hobbies of 
Reno! TIley ha\'e open gaming all week :lOd on 
[he wed,cnd~. plus [hey are always running 
demo games, On the \\cekend ~prucc up }oor 
army \\ ilh one of [heir many painting cJa~se,. 
Hobbies of Reno i, also ueuic:ltcd 10 gelting you 
ready for all the lournmnen[ IMming at Sierra 
Con in October' Gh'e [hem a call und !locI Oul 
whnt'~ going: 775·826·6006 

DRAGON'S KEEP 
If )'00 Ih'e near Pro\'o. Utah, and are looking for somc gaming :lelion. 
thcn ge[ on mer to Ihe Ortlgon's Keep! 'They haH! SC!\ernl rooms to pl:!.y 
in and Ions of scenery to game on! 

Tucsda) nighL~ check out their Warharnmcr and Nccromunuu kague and 
on Wednesday nighl!'> ~[Op by for their Warhammcr 4Q,OOO league! DOll', 
forget II) brca).. OU I IIIO~C Orb for Gorkamorka ThuNlays! 

Need 10 getlhosc miniawres puinted? Then be sure [0 gel youNlf in on 
Tuesdays for their painting clinics. WBIlI to learn how to mnke SOme cool 
scenery for your home gnmcs '! The .staff al Dragon\ Keep will Ix more 
[han happy to show you all the lips and Irick,! Don'[ forgel if you warn 
10 learn any of the Games Won.shop game~ (or p.:rhllps [hat newly 
released game) ju~t StOp on in and Ihey'lI be happy 10 run your through a 
demo! For directions or to find out whal sp.!Cjal evcnb the~ guys have 
up thei r s!ee\'cs gh'o! them a call al: 801·313·3482, 



The gang over at O'leary's ron Warhummcr and 
Warh:unmcr 40.000 tournaments:t1l weekend. and 
thaI's in addition to all the open gaming you can 
handle. Want to play but dOIl'\ know how? That's 
alright. because they also run demo games 00 
demand. If you're itching to gel in a gllme during 
Ihe week then be sure to stop by for ThuNlay 
night Imc gaming. where :III the action goc, p:tlll 
midnight! They also huve painting and terrain 
work:.hops on the last Friday of 1.'\1.'1') month! Give 
them U C:Jlllll: 1·800·542· 179 1. 

GAMER'S OUEST 
Located in Fayetteville. North rolina. Gamer's Que:.1 
is a veritable den of gaming excitement ! GI"..tb your army 
walk in and )ou'll be guafilnle.!d a game! 

Gamer's Que!>1 is open 
5Cven days a Wllek, from 
10:OOam to JO:OOpm (:md 
later on weekend!>!) v.hich 
means the only time you 
won't be gaming you'd 
prob:lbly be a~lec~ 

an)'way! All week YQIJ can Come in and get a pick up game of 
your fm'onle Games Workshop game ~ from Warh:unmer 40,000 
:md Warh:unmcr to Banlcfieei Gothic and iJlore! On the 
weekends get in on their wild ioumamenb. Saturdays you cun 
bunle in the 41s1 Millennium with your Warh:nllmer 40,000 
fon:e, and on Sundays you can break OUi your fantasy anny for 
a rousing Warhammer tournament. 

In addition to all this daily excitement. Gamer's Quest abo rulll> 
month lung leagues for both Warhummcr and Wurhalllmer 
40.000. More gaming than you can shake a stick at! Plus if you 

O'LEARY'S BOOKS 
If you li\'e in Lakewood. \VA then you nced to 
grab your aflllY and gct on down 10 O'leary's 
Books! This ~[ore sports over 700 sq. feci just for 
table-lOp wargaming! Thai means there's a table 
with your name on it! 

are looking for some tactical advice make sure you talk to Clint O ',Ne:II, he \\'on Be,t General at the '99 Chicugo 
Grand Tournament! Give them a call for dirt.'Ction!> at: 9 10·867·J080! 



DABOYZIZ 

They're green, mean 
.nd out now! The 
Ore. Warriors boxed 
set means that DOW 

you should have no 
trouble getting enough 
ladz fer yer b.ttles. 
Nick Davis takes a 

By Nick Davis 

peck .t the latest ----:.r::::::~!~!:!!~!!~~~ 
Warhammcr Regiment ... 

There are many Ore tribes scattered around the Old (and New) 
World from the Massif Oreal in Brclonnia to the dark fore~IS of 
the Empire. from deep in the nonhcm wastes of Kislcv 10 the 
billerly cold forcsl~ of Naggaroth. Wherever yoo go in the 
Wurhammer world. sooner or 1:I\cr you will encounter Orcs. 

As every Ore Warlord know.,_ Ihc mainstay of his army is his 
Ore Buyz. These Ore warriors are lough and reliable and are 
quite capable o f holding the balllclillC against most enemies. Up 
10 now. rai$ing a regiment of Ore Boyz took time. and any Ore 
Warlord starts to feel uneasy when the Gobbos in his warbaud 
outnumber the Orcs - it jUM don't feel proppa! 

wars IN DA BOX? 
The new plastic Ore Warriors regimenl boxed sel is C\wy Orc 
Warlord's dream - e\'erything you need 10 fonn a mob is in one 
box. A full regiment of 16 of da lad7. (designed by Brian Nehon. 

Aly Morrison and Mark Bedford}. and met;!l bits to make a full 
command group a\ well! The new plastic Ore warriors (like the 
rest of the Warhammer regiments) are multi-pan kits. so you 
can alosemblc them in:111 infinitc number of ways - no two Ores 
have to look the same! This can give your regiment II unique 
character aud a truly savage appearance. 

The regiment comes with twu weapon optionlo. You can 
exchange the hand "capons for spears (hmm ... I like the 
thought of an C)( lra rank fighting in a combat). leaving 10h of 
extra wcapons 10 put in to your bits box. The sprue also has loIS 
of little e)(lras on it. from an Ore ~kull to extra armor plates. so 
you l'an customize your BOYl in loads of ways. 

To givc you some ideas for conversions wc\'c scnured Games 
Workshop HQ 10 sec wh'I\ possibilities Ihe new Orc pla~lic 

~pruc provides .. 

7be lIell' If'arblltl1!lU'r regimell l - Ore Irarriors 





This month sees 
the release of 
possibly the rarest 
and most powerful 
of the Eldar Asped 
Warriors, the 
Shining Spears. 

In Eldar mythology the 
war god Khaela Mensha 
Khalne carried a great 
spear that could kill any 
foe whh a single blow. 
Aspect Warriors of the 
Shining Spear shrines 
take this weapon as 
their Inspiration. 

Uniquely amongst the 
Aspect Warriors they ride 
Jetbikes. dllowing them to 
strike with rhe speed of a 
coiled snake. The laser 
Idnce that they carry Is 
deSigned to fire a 
powerful laser bolt into 
enemy ranks. reducing the 
odds against the Shining 
Spears before they dose 
to Impale their foes. 

They are particularly 
suited to leading massed 
assaults or pouncing on 
Isolated units. The small 
size of Shining Spear 
squads means It Is unwise 
to commit them by 
themselves. but If they are 
well-supported they will 
be more than a match for 
nearly any foe. 

pears of 

The Shining Spear models are multi­
part kits. allowing you plenty of 
variery in your squads. 

Check out next issue - the Shining 
Spears are bolstered by the release 
of the Shining Spears EXarch! • 
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Jetbike Duel 
Here's a bit of a treat for a/l you jetbike fans out there. Gav has come up 
with special rules for an exciting chase through thick terrain on ie/bikes. 
Can the Dark Eldar outrun their craftworld kin? Play it and find out! 

Hands up anyone who's looked al a jetbike 
and wished they could light a battle like the 
speeder bike scene from Return of the Jedn 
Nearly everybody, I expect. Well, feeling 
particularly inspired . I knocked together this 
scenariolmini-game and the White Dwarf 
crew have let me share it with you. 

This scenario pits Craftworld Eldar Guardian 
jetbikes against Oark Eldar Reavers in a halr­
raising. high speed chase through dense 
forest. The ability to make split second 
decisions and a good eye for distances 
is essential! 

A smal! force of Dark Eldar has slolen 
several spirit stones from the Craftworld 
Eldar, and is racing back to the webway 
portal to escape. Overhead Eldar aircraft 
stalk the sky, so the Reavers are forced to 
stay below the forest canopy 10 elude 
destruction. The Eldar must destroy their 
dark kin before they can get away with this 
irreplaceable treasure. 

What You Will Need 
Jetbike Duel is played down the length of the 
table, and the more terrain you have. the 
more exciting il will be. 

The Craftworld Eldar force consists 01: 

1 Vyper jetbike armed with shvriken cannon 

6 Gvardian jetbikes, 2 with shvriken cannons 

Alternatively your force may consist 01: 

5 Shining Spears. 1 with shuriken cannon 

1 Shining Spear Exarch with a bright lance 

The Dark Eldar torce contains: 

9 Reaver jetbikes, 20' them armed 
with blasters 

All jetbikes operate as separate models -
there is no unit coherency in this scenario. 

Set-Up 
One of the short table edges is designated 
as the leading table edge. This Is the 
direction that the chase will take. The Reaver 
jetbikes set up first, anywhere on the table 
that is more than 48" Irom the leading table 
edge and pointing towards the leading table 
edge. The Eldar jetbikes can then be set up 
anywhere that is at least 12' from all the 
Reaver jetbikes and pointing in any direction . 
The diagram below shows how this works. 

Sequence of Play 
• Chase phase 

• Movement phase 

• Shooting phase 

1. The Chase Phase 
This game is played down the length of the 
table and you must decide which direction 
the chase is moving in. As this scenario is a 
chase, movement works slightly differently, 
to give the illusion 01 speed. At the start of 
each turn. there's a special chase phase. 
During this phase, the players work out the 
effects of racing along at high speed. 

During the chase phase, each player must 
decide which of their jetbikes are using their 
engines to keep up the chase and which are 
going to drop back. The table is assumed to 
be moving backwards at 12' per turn. If a 
vehicle uses its engines to keep up, then it 
stays in place. II a jetbike brakes then the 
player must declare how quiCkly it is braking. 
A jetbike can drop back 106. 206 or 306 



inches. A jetbike at more than 45° from 
the direction of the chase cannot keep up 
and drops back 12", along with all the 
terrain (nole that the jetbike cannot brake 
as well , it automatically fall back 12", no 
more no less). 

Players declare what each of their 
jetbikes is doing in tum, starting with Ihe 
jetbike at the Iront of the chase and 
wOrking backwards. Once this is done, 
the chase phase is resolved, working in 
reverse order from the back towards the 
leading edge of the table. 

Every piece of terrain is moved directly 
backwards (i.e. away from the leading 
edge of the table) 12", If a piece of terrain 
is moved off the end of the table it is 
'recycled' and immediately placed back at 
the front of the chase. Each player rolls a 
06 for each piece of terrain reCYCled, 
the highest scorer gets to place that 
terrain piece anywhere within 306" of the 

leading edge but not within 2" of another 
piece of terrain. 

2, The Movement Phase 
In the movement phase, Jetbikes may 
move and turn. This works slightly 
differently to the normal 40K rules. 
Jetbikes at the front of the chase must 
move lirst. 

• A Reaver jetbike can move a lurther 6". 
For every full 2" moved forward it can 
make one 45g turn. The jetbike must 
move at least 2" forward before every 
tum (ie you can', move 4" and then 
combine the turns into a single 90° tum). 
Alternatively, a Reaver can use its 
booslers, in which case il can move 12" 
bul may only make a lum after every 
4" of forward movement. Using 
boosters also makes a Reaver's 
save invulnerable, as In a normal 
Warhammer 40,000 game. 

" A Craflwortd Eldar jetbike can move a 
further 6", making one lum up to 90° for 
every 2" moved forward. 

" The Vyper can move a further 12", 
turning 45g for each 4" of movement. If it 
moves in the movemenl phase it can 
only lire one weapon. 

Nole that you do not have to move a 
jelbike if you do not wish to do so. 

I! a Reaver manages to get within 12" of 
the 'leading' table edge it is deemed 10 
have escaped and is removed from play. 

Collisions, attacks and moving 
off the table 
II, lor any reason, a jetbike moves into 
any piece 01 terrain, it is destroyed and 
removed from play. I! a jetbike moves off 
any lable edge it is assumed to have 
broken off the chase and counts as being 
destroyed. The only exception to this is 

I 
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Aeavers that move within 12" 01 the 'leading' 
table edge, which are removed because they 
have escaped. 

If a jetbike moves within 2" of an enemy 
jetbike during its move, it can sideswipe. 
Both players roll a dice and add their 
Strength (The Vyper counts as S5). The 
Shining Spears have S5 il they make a 
sideswipe attack (due to their laser lances). 
but only S3 il they themselves are allacked. 
The loser takes a hit with a Strength equal to 
the difference between the two scores. Note 

that this is the only close combat aHowed. A 
jetbike can only make one sideswipe attack 
during its movement against each enemy it 
passes within 2" 01, but it can attack as many 
different enemies in a tum as it wishes to. 

3. The Shooting Phase 
Shooting is resolved using the normal 40K 
rules, with the exception that bike·mounted 
weapons can only fire within a 45° 'lire arc' to 
the front of the jetbike. Vyper pilots have a 
180° fire arc, while the heavy weapon on the 
Vyper's rear mount can lire in a 360° arc. 
The jetbike closest to the leading table edge 
fi res first and then play proceeds backwards 
through the jetbikes, resolving the lire of 
each one in tum. Note that making sideswipe 
attacks in the movemenl phase does nOl 
prevent you from shooting In the shooting 
phase. 

Fast Resolution 
Decisions and actions must be as near 
to instant as possible - no thinking 
allowed! A player is allowed five 
seconds to begin resolving a jetbike's 
actions in any given phase. if they 
hesitate longer than this the jetbike 
does nothing that phasel 

Victory Conditions 
II more Reavers escape than are killed 
it is a Oarl< Eldat victory, il more are 
killed than escape, it is a Craftwor1d 
Eldar victory. 

Alternatives 
Obviously you may want to aller this 
game to suit your terrain and model 

collection. For example you might want to 
have Space Marine Land Speeders (treat 
them as Vypers for sideswipes. movement 
and fire arcs) chasing the Darl< Eldar over a 
ruined cityscape. I reckon three Space 
Marine Land Speeders and a Land Speeder 
Tornado would be fai r. 

Have Funl 

• 
Movement 

• Reaver Jetbike: 
May move up 10 6- and 
make a 45° tum IOf each 
2" moved. or may move 
up 10 12" and make a 45· 
fum fOf each 4- moved. 

• Eldar Jetbike: 
May move up 10 6-
Iorwards and make one 
90' fum for each 2-
moved. 

• Vypet Jetbike: 
May lI10Ye up to 12-
Io<wards and make one 
45" tum for each 4-

~'" 

Photocopy this 
page, then cut out 
the box on the left, 
fold It along the 
dotted line and 
stick the two 
halves together 
around a thin piece 
of card to make a 
handy quick­
reference card for 
your games. 
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AN EXPLOSIVE TIME AT GAMES DAY '99! 
Friday, July 9th and Saturday. July 10th, 1999 will be a weekend 
long remembered for the biggest, most raucous, wildest North 
American Games Day ever to take complete hold of the Baltimore 
Convention Center. Games Workshop enthusiasts were in com­
plete control of downtown Baltimore Maryland. Everything from 
the mild-mannered gamer to a few fully robed Dark Angels filled 
the streets and packed the hall. creming a veritable whirl wind of 
OW action. If you were there, here's your chance to relive the 
excitement. If you couldn't make it, well, we hope that after see­
ing all of this you'll start drooling with anticipation and begin 
making your plans right away to join us next year. So here we go. 
into the depths of Games Day 1999! 



MINI-GAMES 

/" , , 

There was no shortage of things to do to occupy yourself while waiting 
for your games to begin. When you weren't looking at the Golden 
Demon entries (and you had to set aside a prelty large chunk. of time for 

thai, it wa.s packed) you could try your 
hand at any number of the mini-games 
and events taking place throughout the 
hall. From Speed Painting to the Troll 
Island game in the Retail area, you 
could always find somethi ng to do. 

The perennial fan favorite and 
unstoppable juggernaut of fun 
that is Speed Painting was 
back in full force at Ihis year's 
Games Day. Sea.'>Oned veter­
ans and first timers alike were 

and furious paiming. And 
course. no Speed Painting can 
be complete without the requi­
site amount of harassment 
from the friendly employees. 

iii .... _____ ......... 1_'.,"'_ .. ..,_ • 
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UK STUDIO GUESTS 

IICl "IMIIA .... , ....... 
Uti 111" •• ,1." UIlJI.II. W 
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.... II 1,1; ........ '"Itan -..,---'" 

Our welcome guests from the Games Workshop UK 
Studio (Robin Dews, Brian Nelson. Rick Priestley. and 
Tuomas Pinneo. plus a few last minute surprise 
appearances) were nearly swallowed by the crowds 
that greeted them for IWO full days. They barely had a 
moment to catch their breath. but had a fantastic lime 
meeting all of the Games Workshop enthusiasts that 
Slopped by 10 pick their brains. 

SLAVE RAID AT THE ELFA RIVER 
The Canadian Games Workshop crew worked long and hard on this fantastic di splay table depicting a bloody con· 
met between the Dark Etdar and the Imperium. Everyone who stopped by 10 look at the fruits of their labor was thor· 
oughty impressed. These pictures (u nfortunately) do not do justice to the true magnificence of this piece. You almost 

have to see it to believe it. Take a look! 



BANNER CONTEST 
For the firsllirne in North American Games Day hislory. an 
old fashioned open banner competition was held late 
Saturday afternoon. Initially imended for sponsored banners 

done by the patrons of our retail stores. the number of 
banners in the hall was so overwhelming that every­
one was allowed to cOllle up on stage and have the 
crowd vote for their fll\'OriICS. 

r. ...... ~II .. _~_ ...... rutll~CnIIII~ ____ ............. I11_ .... tr ....... _ 

E\'ery year. Games Workshop owes an incredible debt of 
grJlilUde to those who volunteer their time to make Games 
Day a smashing success. Most notably among them are the 
Outriders. Everywhere you looked in Ihe hall you'd come 
across any number of these maniacal garners who put the ir 
heart and soul into 

games. This year 
they even r::m 
their own special 
table. 'The Supa 
Grippo Outrider 
.500" 40K vehicle 



o 

As the years go by and Games Day get bigger lind bigger, we strive \0 have one 
event that stands out as being special and separate from all the rest of the 
games. This year the big idea was to hold what would end up being the biggest 
bring and battle in Warhammer 40,000 history! Held all Friday afternoon and 
grabbing well over 500 panicipanlS before it was all said and done, this bailie 
was the noisiest. biggest, and most involved event ever at a North American 
Games Day! After the dust settled, it was Joe Leigh form Newtown, 
Pennsylyania who walked away as the big winner! 

1999 PAINTING COMPETITION 
Each year the best painters from all oyer North 
America and beyond cOllle [0 show their stulT in 
the Golden Demon painting competition. This 
year's crop was one of the most inspiring eyer. 
All of you who gOl into the Golden Demon view­
ing area know we had some spectacular entries 

~'-"'J this year. For the complete winner's circle break­
down. see the feature on the nc;ttt few pages. 



As a special added bonus \0 everyone who :lIIendcd this year's Games Day. 
we decided to kick off our 1999 Summer Battle Tour. ''TIle Hunt for the 
Fallen," in the heart o f the Baltimore Convention Cenler. TIle table that this 
game occupied became a magnet fOf enthu.~i asm and allenlion throughout 
the weekend. The loudest exclamations and the most impressive chants and 
cheers caused this large table. somewhat off to the side of the hall. 10 
become the center of attention. 

THE 1999 ROGUE 
TRADER SUMMER 

BATTLE TOUR 

WI'd Ukl to e .. e ••• "" ••• elll tII •• k. to .11 01 '0' "0 .Id. ,olr ... to 
111D.er. II •• Ip .lkl 81 ••• DII '99 t ••• IIIIIU' •• d b ••• Jill 

See vou all nexl vear lor Games Dav 2000! 63 



If you think the only thing Games Day has to offer is loads and loads of games. then you'd be wrong! People from 
all over the country make their way to the pi nnacle event of the Games Workshop year to display their very best 
painted min iatures in what has become affection:lte ly known as the Golden Demon Competition. With categories 
ranging from Best Single Painted Mi niature to Best Painted Unit. there's something to be offered 10 everyone, Even 
if you didn't enter a model in the conlest (and why not'?), take a look at these stunning di splays of painting prowess 
and get inspired to start working on your own entry - the next contest is on ly a year away! 

,. Chris Borer 
1st Place 
Warhammer 40,000 Squad 
Crimson Fists Command 

DRUM ROLL PLEASE ... 
As one might expect. the new edition of Warhamrner 40.000 inspired many 
hobbyists to pick up a paint brush and delve back inlO the 4 1st Mi llennium. 
Chris Borer grabbed the rulcbook as his muse and went wi ld! If you thought the 
Crimson Fists we .. e cool before. you haven'l seen anYlhi ng yet bec:mse what 
Chris has done with his force is trul y impressive! 

Just a quick glance over his models and you can see the lillie details Chris added 
10 make his Crimson Fists the best at Golden Demon. As if that wasn't enough. 
Chris has an entire amlY painted to this quality and he entered three units in the 
competit ion. Do we even need to te ll you all three entries won theiT categories? 



... Mark Mosler 
151 Place Slaves to Darkness 
Chaos Terminato r Champion of Khorne 

.. Greg Smalling 
2nd Place Slaves to Darkness 
Magnus the Red 

HAPPINESS IS .. . 
Winn ing a Go lden Demon 
trophy! This group of fine 
painters all went home with 
smiles on their faces having 
won an award (sOIllClimes 
more!) in Ih is year's 
painting competition. 

1999 witnessed the arrival 
of a ncw trophy for the 
Golden Demon contest. 
making winni ng the prize 
much morc thril li ng to all 
our contestants. These 22 
elite painters lIrc proud 10 
be the first 10 I<lke these 
new trophies home . 

The dark call of Chaos has 
seduced many a ~ t alwart man. bUI 
we wanted to sec just what kind 
of vile conversions our hobbyists 
could come up with. Here are the 
best entries ... 

.,. Drew Williams 
3rd Place 
Slaves to Darkness 
Foul Spawn 



NEW SPACE MARINE CHAPTER 

.. Gary J. Rosati 
151 Place New Space Marine Chapter 
Iron Eagles Chapler 

· Ed Gowda 
2nd Place New Space Marine Chapter 
The Headhunters Chapter 

.. Craig Gallant 
3rc1 Place New Space Marine Cluipter 
Divine Wind Chapter 



THE OPEN COMPETITION 

... Dave Brooks 
3rd Place Open Competition 
Nurg/e Sorcerer on Plague Zombie Dragon 

.. Drew Williams 
1st Place Open Competition 
Ork Warboss 

... .Jeff Wilson 
2nd Place 
Open Competition 
Wood Elf General 
on Forest Dragon 

COMING SOON ... 
We had so many awesome 
entries that we can't cram them 
all in one White Dwarf. Next 
issue, we'll take a look at some 
of the other painted models thai 
we thought were cool. but didn't 
quite make the grade. Join us in 
White Dwarr #238 and check 
OUI all the Honorable Mentions 
at the 1999 Golden Demon 
Competition! 



By lain 
Compton 

The Elda, 
are a 

powerful 
army but one 
that is t,icky 
to use. 
lain looks at 
how to get 
the best out 
of an Elda, 
force in your 
40K games. 

The Path of 
Ever since the [Idar first burst onto 40K 
battlefields way b<lck in 1989, I have 
been trying (with varying degrees o f 
success) (Q win games with them. Here 
then Is the result of a full ren years of 
gaming experience. If at the end of this 
article, you feel that you have attained 
some kind of karmic oneness and 
achieved fu ll and complete knowledge o f 
Eldar tactics. then please write In and tell 
me about It. because I am still learning 
new things w ith every battle! 

Let's start with baSic principles then. The 
firSt thing that a commander should do is 
review his troops, so that Is at the top of 
my list. I'm not going to ((awl through 
eve!)' trOOp rype in detail - that would 
take far too many pages and be very dull 
- instead I shall look at the army as 
a whole. 

The first thing to note is that the Eldar are 
fast. Very fast. Nearly all of their vehicles 
count as fast vehicles and are also 
skimmers for extra z.ippiness. Most o f the 
troopers get to move an extra D6" per 
turn if they give up the opportunity to fire 
their (short ranged) weapons. and the 
army list is JUSt loaded down with extra 
fast units like Swooping Hawks. Warp 
Spiders. jetbikes etc. So getting around 

the table in a hurry is not a problem to 
most Eldar armies, 

The second plus poim for the Eldar is that 
they have some astonishingly good 
weapons and equipment. In fact. I am 
going to Stick my neck out here and say 
that they have the best weapons and 
equipment In the game, Who else has a 
lascannon that can fire on the move and 
get through the armor o f anything on a 
four or more (at worst) ? Nobody. that's 
who, Just as nobody else has plasma 
weapons that don't overheat or flying 
battle tanks , The Eldar have been very 
busy over the aeons o f their exlstence 
producing some of the most awe· 
inspiring wargear there is. 

For my final plus point, I'm going to 
mention focus, This is actually a bit of a 
double· edged sword. Every Eldar unit is 
optimiz.ed for a p.lrticular battlefield role, 
and while this makes them practically 
unstoppable In the right situation. It also 
makes them practically useless in the 
wrong one. JUSt try winning a firefight 
with Howling Banshees or a close 
combat wi th Dark Reapers and you'lI 
quickly see what I mean, 

So far I've been pretty positive. so let's 
look at some bad points. 



Victory 
first, you can't help but notice the low life 
expectancy of most of your unitS. In the 
grim darkness of the far fUTure. 
Toughness 3 warriors tend to come apart 
distressingly easy. In practice. you will 
find that. lasguns aside, mOSt basic 
weapons will only need a three or more 
to really ruin a Guardian's day. This leads 
logically to my next point - armor. Most 
EldM don't have much to speak of 
standing between them and a hostile 
universe. A few Aspect Warriors load up 
on armor, but these also tend to be heavy 
on points. Which seamless link brings me 
to my third point - poims values. The 
really juicy and cool stuff, that you JUSt 
have to have In your army. costs a lot of 
points and won't necessarily live any 
longer than your cheaper cannon fodder. 
Sure, Guardians are nice and cheap, bUl 
add In a support platform, a Warlock with 
a useful psychic power and soon your 
cheap unit looks far too expensive JUSt to 
use as a fire screen. As for Aspect 
Warriors. jetblkes. Farseers and the like. 
you pay a lot of points for a good deal of 
killing power - and a bad deal of 
survivablli[)l. 

OK. so we've surveyed the troops - now 
let's get down to business. How do you 
get this amaz.ingly diverse but fragile army 
to win belttles for you? 

UNITED WE STAND 
Uni[)l is strength and nowhere is that 
more true than in an Eldar army. Every 
Eldar unit is designed to work in 
conjunction with other Eldar units. Any 
unit operating alone has a life expectancy 
measured in seconds. However the 
abilities of one will complement the 
abilities of anorher. As an example. look 
at the Eldar psychic powers - ail but three 
(Destructor. Eldritch Storm. and Mind 
War) are designed to make anorher unit 
more powerful. Eldar close combat 
specialists rely on the supporting fire of 
massed shurikens from lowly Guardian 
squads. Heavy weapons squads such as 
Dark Reapers or support batteries need 
close suppor! from assault units to 
prevent them from getting swept away In 
close combat. More than any other army. 
the Eldar force must work as a cohesive 
whole. each unit compensating for 
anothe(s weaknesses while amplifying 
its strengthS. 

Here's a quick example to explain what I 
mean. Advance your close combat 
squads up behind large Guardian 
Defender units. When the enemy are in 
range. the Guardians can blast away with 
their shuriken catapults while the assault 
units Aeet of foO( up to the enemy. Once 
combelt is joined the Guardians are then 
perfectly placed either to assist in the 
close combat or move up to occupy the 
ground that has been won. Do thiS in 
force. with several units at once. and you 
can knock the wind out of the enemy and 
dictate the pace of the whole game. On a 
smaller scale. try the same tactic with 
close combat trOOpS mounted in a falcon 
and supported by Guardian letbikes. 

DIVIDED THEY FALL 
The whole thrust of an Eldar army on the 
tabletop should always be to bring the 
majori[)l of your i'lrmy to bear upon a 
manageable chunk of the enemy. The 
t rick behind this is to Isolate threatening 
units. draw them away from the main 
bartleline and then jump on them with 
overwhelming force. If you can shatter an 
army's abili[)l to successfully fight belck 
with one decisive blow, then you will have 
cracked the essence of Eldar tacrics. 
Because of their average Toughness. light 
armor and relatively few 
numbers. the Eldar simply 
cannot afford to get drawn 
into a protracted slugging 
match. In a battle of attrition. 
the Eldar will nearly always 

John-raul 
Irlslsottl 

-The [Idar are. for me. 
[he most exCiting race 
in 4OK. Pan of the 
reason fOf thiS Is their 
var~ty. No NoO [Idar 
armies are ever the 
same - even highly 
competitive toumamem 
,umles are always very 
different from e(lch 
other. This makes the 
[Jdar army very easy to 
get Inrerested 10. as 
II gives you the 
opportunity to try out 
every kind of STraTegy. 

The [ldar have a bit of 
everything in every 
categOf)'. For example, 
they have hand'lo-hand 
speclalisfs In the [Utes. 
Troops. HQ. Fast Arrack 
and He<'Ivy Support 
categories. so matchIng 
"" army to a flgI1tlng 
style Is simplicity llseif. 

To be honest though, 
the ooe thing that re.ally 
sold me on the Eklar 
was the Wr.!.ithlord. This 
Is such <l ITldgr'llficem 
machine. It positively 
encourages you to be 
reckless and really 
epllOmlzes the [Idar 
(lnltude fO Wolr. It's 
great to watch your 
opponent's face (IS ol 
Wr.althlord r"mp.lges 
pretty much al Will 
through his army 
vety sartsl"yingl" 



THE COLLECTED WISDOM OF FARSEER THORPE 

The Young Tree Bends in the Wind ... 
Or. PUt another W(lY (and being Jess ponty 
Far Bloke), re-deployment can win you bilttles. 
Don'( be ilfraid to spend it turn or two reo 
arranging the position of your forces If this 
means (hilt when they do attack It will be 
much more effective. look at the eXi'lmple 
position to the right. If the EldM carry on 
moving forward they will end up In the teeth 
of the Space MMines' guns. However. looking 

at diagram Z. you can see how 2 turns of swift movement can 
leave the Space Marines outflanked and outmatched. There is a 
bal ... nce to this. though. M"ptablliry is all well and good, but if 
taken tOO far it will meiln that you simply spend the entire battle 
reacting to the enemy. rather (hiln imposing your own will onto the 
tabletop evems. Sometimes you will just have (0 grit your teeth 
and bear the casualties. as this may be the best course of action 
in the long run. 

Key to Diagrams II 
m Ass.'luh squMi II 
1m DevaStaWf Squad 1'1 .. Tactical Squad =C 

• p 
8aal Predator .. ", 

-~ 

Gu~rdl<ln squad 

Wralthguard 

Striking Scorpions 

f alcon $!lav tank 

Vyper I!'tblke 

Wralrhlord 

... Quick Quiz: 
In which order 

would you attack 
these enemy units. 
and with whae? 

The Sharpest Blade Cuts Deepest .. . 
As I'm sure you may have heard or reild before. the Eldar 
work best by mustering their strength and then striking 
with a single decisive blow. To do this. you must find the 
balance between anilcklng ilS many units ilS possible and 
making sure you do significant damage to the units you 
do attack. The danger here is that if you give a real kicking 
to only a few units. there will still be tOO many Intact 
enemy for you to survIve the Inevltilble counter-attack. 

On the other hand. If you spread yourself too thinly then you might inflict a few 
casualties on each of iI dozen or so units. but no one unit is significantly reduced 
in its effectiveness. To find this balance, you must ciltegorize the enemy units 
imo those which are the 
most threatening and 
those which you can 
leave till later. 

IJI> Answer: In my opinion. I would wipe out the Assault squad first 
with the Guardian squad supported by the Wralthguard. then the 

Tactical squad with the Striking Scorpions and the Wraithlord. using 
the Falcon and Vyper to attack the Devastators. The Baal Predacor Is 
on the wrong side of the ruins at the moment and can probably be 
Ignored thiS turn as It doesn't present an immediate threat. 

A Blind Enemy Strikes at Random .. , 

Use terrilin to your advantage. Now this may seem obvious. ilnd 
with practice it Is, but here's a couple of things to remember. 

Fleet of Foot moves are not reduced by difficult rerrain. whIch 
milkes up for forests. rocks and so on slowing you down in the 
movemem phase. 

Almost ilil Eldar weilpons are as good at shooting 
when the model is moving as they are Whe~ 
stationary, Almost all non-Eldar firing Is reduced 
significamly when their units are firing on the 
move. Use rhis to your advantage to engage the 
".my ;0 ,"00;0& b,,"" "oood ,"bbl •. '0""'. ¥ 
behind hills and $0 on, so thilt your comparative r? 
lack of range is not a consideration. , r 

• 



lose: their foes are either more numerous 
or less likely (Q suffer casualties than they 
are. A swlfl and decisive stroke is the key 
to victory - forget this <It your peril. in fact 
'swift' and 'decisive' are two words that 
sum up the Eidar army preuy well. 

Because the Eldar are so fragile and so 
easily shredded by most basic weaponry. 
if the enemy ever gets in a really good 
round of either close combat or shooting, 
then you will be in for a very hard time. By 
splitting the enemy army up. you .lisa 
minimize the danger to your own units. 
Do this either by forcing the enemy to 
physically move apart or by using terrain 
so that only a fraction of their force can 
target your army at once. You can then 
concentrate on this fraction while 
the rest of his army has to waste 
time maneuvering to bring you into 
their sights. 

ARROGANCE 
The Eldar are an arrogant race and to a 
certain extent this Is represented by the 
way that they work on the b.lttlefield, To 
do well, you will need to invest a lot of 
faith in the abilities of your troops. The 
odds will seem stacked against you but 
still you must make the bold stroke and 
seize the Initiative. You have to get used 
to nOt feeling nervous when you ask a 
handful of Howling Banshees to wipe out 

a full squad of Space Marines or when a 
bright lance gets a bead on a Leman Russ 
battle tank. You have the tools to do any 
job, ir"s just a case of gening the right one 
10 the right place. Some units seem to be 
crying out to be thrown forwards. The 
Avatar for example and Wraithlords are 
twO exceptions to the 'Eldar are fragile' 
philosophy, Both of these are more than 
capable of taking a few blows on the chin 
and still dealing out plenty of close­
quarter death. In my opinion, the 
Wrailhlord is the single best unit In the 
entire WH40K game. Because of its 
Toughness of eight, it is completely 
immune to most basic weapons and as it 
has three Wounds, ir"s also the only 
Dreadnought thar can'r be taken out by a 
single, lucky shot from a lascannon. Given 
this, its two power fists with built in 
flamers or shurlken catapults and a heavy 
weapon seem almost like a bonusl 

fina lly. because the Eldar are possibly the 
mOSt varied race in WH40K, they have 
the widest variety of tactics - so don '[ be 
afraid to experiment. Practically any 
combination of Eldar units will work well 
together, giving you an almost infinite 
choice to play with, Whatever you choose 
in the way of units and tactics, keep the 
Eldar philosophy In mind and you won't 
go far wrong, 

M.Itt Nicholls 
-One piece of <ldv\c:e I would 
give 10 players is 10 never 
uoderestim"le lne powe' of <l 
Guardian Mmed with II 

shurlken caraP\Jlt. GranTed 
lhey Men'r the best Space 
MArine knlers (although If you 
makE' your opponem toU 
enough S.lVes, he's boolld 10 
,,,11 some of them), bUI 
againSt lightly armored. 
massed lfOOPS, Ihey can be 
Ic~<lrsome I find Ihat <l 
W,lliock wlCh Ihe Conceal 
ablltty (the squad always gets 
<l 5-+ cover save) Is an 
elCcellent addition to the 
squad and keeping a Far~er 
M<ll"by wUh the Guide power 
(Ie-roll any shooting mi~st's) 
Is very I"I.lndy too So the next 
time that your opponent says 
he Isn't worried aboul )'00' 
Guardian squads, just smile 
and blow him to bils with 
mose GUMdians who won ', 
die and never seem to miss!' 







Forge World is an exciting , new part of 
Games Workshop, producing fantastic 

large scale figurines of characters from 
the worlds of Warhammer (as well as 

the Golden Demon statuette) , and 
other great kits for the gamer and 

modeler. Every Forge World figure is 
individually hand cast using only the 
finest resin , to create a superb, high 

quality finish . On these pages you will 
find some of the exciting stuff coming 

out of Forge World at the moment. 

.... This awesome Space Marine of the 
Ultramarines 1st Company stands 
over 143mm tall and is multi­
poseable. The kit comes with 
interchangeable weapons and full sel 
of waterslide transfers. Of course 
you could finish the model in the 
colors of your own Space Marine 
Chapter if you wish , making a 
splendid momenta of your heroic 
Warhammer 40,000 army. 



A New Dimension! 

... Keeping with the Necromantic 
theme, this graveyard piece 
has been converted with plastic 
Skeleton warriors rising out of 
their graves. 

T These bombed-out road sections 
not only make a fine addition to a 

ruined cityscape board, they are also 
a great start for a Warhammer 

40,000 tank diorama. 

The tank in this photo is a Leman Russ CooqUflror from 
the Imp&rial Armor range. also from FOfge WOIId 

... This cool crypt is anything but a place for 
the dead to rest. Closer inspection of the tombs 

reveals the dread name of von Carstein . Check out 
the removable altar and hidden passage - a great 

objective for a game or a splendid 
base for a diorama I 



PAINTIN~ 
tHEW 

Painllr'lg checks 
onto your Golls 
II simple. S18rt 
by pain1ing !he 
area Skull White. 
Th9n paint (or 
draw) a grid onlO 
thlt white area. 
Fnally paint 
alternate squares 
wrth Chaos Black 
10 create the 
ehequerad effect. 

By Andy Chambers. Stories by Dan Abnett 

Codex Orks has briefly touched upon how the Ork race is made up of many different clans, each with their 
own style and way of fighting. In this article, Andy takes a look at three of the clans in more detail and 
suggests how to col/ect an Ork army to give it a distinctly 'clannish' feel. 

~lYPHS 
Gotts use the bults 
head as their clan 
totem Tholl; 
symboliles the 
int&nM bestial rage 
and ferOCIty of their 
enarge. 

Homs are a 

-"""" emongsl~. 
eother boiled to their 
helmelS or tl\roIigh 
their lle5h The 
horns are used lor 
both close quarter 
~hngand to 
inspire terror in their 
eoemil1l. 

TRANSfERS 
Anothar great 
way 10 adom your 
Golfs is by usirlg 
tsanslef$. The """'­corrmontoGoIfs 
can be applied 
this way atorig 
with pienty 01 
other Or!< aod 
Goff symbols in a 

00 art cia GoN's? 
The Orks of the Goff cIarl represent the classic and 
most easily recogoizable form 01 Ork kullur. Goff 
Orks are bigger. prouder and more aggressive 
thllfl other Or!<s. They have no patience with 
compleK technology or intricate batlle plans. 
believing thaI any situation can be resolved with a 
delarmlned charge into hand·ta-hand combat and 
some 5erious head--cracking. Goffs are the most 
militaristic;: ollhe clans, and wia always attempt to 
take the lead in bante, dominabng oIner warbal"ld$ 
by threats and intimidation to get them to follow 
their palflfutly simplistic;: plans. Disputes between 
Golfs (and there are a lot) are resolved with hand­
to·hand combat (armed or unarmed). or 
occasionally in bi~arre. ritualized head-bul1lng 
contests. 

Golfs sneer at tho5e who dec:orate themselves 
excessively. They wear only black themselves. 
with a minimal amount 01 decoration in either red 
or white. Check patterns are the most favored, 
along wilh homed helmets andlor the symbol 01 
\he boll's head. They are a no-noosense clan and 
excl1ls!ve decoration is deem&d highly unsuitable. 
Goffs consider other clana such as Bad Moons 
and Deathskulls to be somewhat lrivolous. 

Oa anny an cia batt1, 
A Goff army is very simple: Boyz. Boyz and more 
Boyz. a high proportion of Nobz in mobs and a big 
bodyguard lor tha Warboss. Goff warbands ara 
also likely to include a good portion of elite Ork 
warriors such as Skarboy~ and Stormboyz. Crude 
Or\<. Dreadnoughts and Killer Kans (daubed in the 
customary Goff biack) lullill the Heavy Support 
role, but big gunz may be employed 10 give 
covering lire by particularly canny Goff 
Warbosses. Fast Attack forces are likely 10 be 
limited to war trukks carrying Boyz bot are otten 
equipped WIth rams, wrecking balls and boan:ling 
planks so that the trukks themselves can be used 
10 assault enemy vehic;:les. 

Golf armies are determined to get into combat 
first. each mob trying to cover the distaf\Ce to the 
enemy before its rivals cIo. However. if an enemy 
demonstrates patently ov8fWhelming firepower by 
wiping out the first few attacks against iI. even 
Goff5 WIll rethink their approach. This will result in 
an attempt to attack through dense terrain or at 
flight to avoid the WOfSI effects of enemy shooting. 
Goffs will rarely, if ever. take up a defensive 
position and hold onto ~. preferring to countar 
attack as soon as an opponent has committed 
their forces to an attaCk. 

'~~~~~~~::J variaty of oo\ofs and sizes, These 
look great and 
take no tllTl8 al aD 
to eompIeIe 
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_THOUGHT: - fk "lOllS '. ,-0-' Ip!I'lII<" 

2 2 2 .0 

HOllOled Lord. my IIS'ellCl. ",hoevc, yOlI llIIy bc. I 1m Bom H~m.,n. oi 
Ihe ~oIlk Nia .... Mh Mclki.a, Imp<.ilJ G~Ird. (""Y ,be Empelor ,,,,il. 
~poo mc~ Sagun'--«Imlllladel or Seou, Pmy o.y,,' •. !kploytd ,0 Ihe 
,...gIc: mllOll l\hallZOk (locllO. Hlld I'd Il1lched) 011 ,be d.l, .... 

_fo'F "'y I"IIK. The" II link ktc here Ill"< lbe: vtIx-<onkr IIKI .. y 
LII' clcp of bolt plSlol sheIk Tb. duoIognp/l lad Iou'or uilS of my 
SC[1IJd ,~ i~ pcc<es. I luvc 110 cdu ..tic. I Dllke Ibis /Uord, 1101 ",11m: I 
1m . .... U I ho ... " ,hal ',m. i, , borl. 

UI me IlIIrsM my Ihough,s. ltcOld "hal is p<:l1iDCnI. W .... my SCGU' 

I""Y Old L '" JCI dow. 011 .... ha.rok 10 ICCotlDOi,., ,h. Imi,OI')' ""I 
of lbe Hlut ,.1.1K1 deh .. '" pt.p1l1lio1 lor 0111 ~H"lI<:alll grouadi'll 
CotclK' ",j,h ,he r(SQ.ch klllcmuts hert II1d bocCi CUI lWOO _cbs pnor. 
10110'&',"8 rcporll of an u.Ir._ • .-emy ~H IOf WI.It. Silly lIICl 
"'rt ... ith II\(, ."" d.lY·1 Irtk 'hrGUSb st •• plr-rlYi« hkt IIVll:I-llopn. thickly 
roped ... nh ll<:Shy. ",..Jr."g pU'IS. hTouSb, .. '0 lbe peltD\ekr fields of 
,he senleme"l!. 

.. They Iud be •• rutd. W. lGU,d 110 siS" 01 J<IIkr:s. nbKIcs. sheller or lay 
Cljllipmc.a1 luga tlUI • I!U.I', list. Tbc:" 1QS 1 c1umd KU ill lbe 50,1 
1I~ ",i1<1 Jo.s UId ,_ ",ilk, 1''''SCd ... ilb blxkc .. d. d •• uded " ... nu. 
"'IS • IJIICIl ,"" drudM $mdl .... od ,be .......... il lbe: tl.diae. Slam 
u, hom IRlab .• I1W ."h IkiaDCd hctds 01 lOp of "CCIlt. Bull1rws 
'amip1iou ftrt do.bed 011 $'gI$ lrouad lhe bol., Dllilt suka. nus w>I 
,he 'I"Ork of Orks. The, • ..->I DO m,slIl,,"S II. mONiAg to Ike CommlS:!lll . 
• ho !!.lid be: kn •• ~bGUI ,hCJ< llu~8'- lad o~. b"d'AS' II1d i..deed 
suggesled llul ,he S'tCDsiuu m'ghl be lilt ldnnuy on ,bis WOIki. No...: 
of .. Iud .~. mel 'A Ott bul '" Iud bc.ud Jlor .... Bod lIorio.! 

tlalthcd Illy ma. U IfrttOlCilable pull:. Cornlllll$lol Fnbu .. 
siJ: "'O\Ild-bc b.te" dc:Jpol< m, pmlOIIS. I """lD1 WI 01 ,,,ord. 

eJ.lJIl<d it w,. ,A .. , 10 boosl monk. We lu:ld IIu: IiI, I., 1 d.y .ed 
piju,ed oa i.,o lilt ... ,ld.mCSII i. I luggmd lpulheld of fire ' .. m .. 
fim coall" (lme II IIOOn the ,.u, dlY. My ,0mmuaiUl;o~ office. 

I III< '0 ,I. h W., • t b'AI. 1 dunt w. "]!lured 0., 01 the 'ropospt.c" 
10 .... rtp<llIi~ ,lid uc.b~ml" Com",iS51. F~.b, •• kI his "I&blo", 

10 work 011 daiplu:lilS ,Iu: g,bberish. 

At IISblfill. '" rtgfOllpcd. o.Jy thea dKI '" disc:~1 ,luI Fite T .. m SiJ; 
bId d~pputed W. DCvt' fOlltd out .1111 Iud luppc .. d 10 lban. thougb 
110 ... I u. 8~c:ss. ,'II do ... 01 tlu: 'h,~ dlY. '" IdvlI,«d QIK. 'V'" IlO1l' 

,. doscl 10ll!\.lllOn. By midmor.,n8 .... could d"", Ih, th,., ""thou, lb. 
aced lor comm~oiuuo. selS. 10 ... >lid ll .. dy. il «.hoed IhrouSh ,Iu: srovu 
.ad tbcdets of ,he luogle. Vox-ollicct ,o\lbrue llIrmlltd ,luI tb. ndias 
had '''''ply «'.:c'ed ,he YibUliop of 'his ",b-lOo" growl , cUr before 
0111 .us. By ....... 111m: were fllnhu dcKn_ The Commli!l.lf ..,med 
01 ukil8 ' de, .. 1 back 'liD the IlOgIc: ICllilory we Iud lIrudy IImrscd 
1o I"',;,b ,n Agl'a. 1<1 Illy nh,cCIIOI be lO'ed. 
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By b,e ,ftcfllOO(l we Iud ,.lclled lilt IwIks of one 'I'ond of lbe 8'''' 
!kit .. Ri ..... 'ler. hkc ochre 1O~p.. ,ilted b., ... «. ,lit fin8er-.oo'l 01 8m' 
llIIogfOY( II.tI. Th, h,"ag hltgs ",re (Ve'Y"'he, .. I dcockd '0 l(\v'lICe DO 
furcbcr. 1>., Commiw.r F .. b~." lad his I""Y rtJOi.d .. ud he iasitted 
we mUc lbe Ilf bollk befor. alshtfill. The Cown_r reined 10 ,.form 
m. 01 his K'iou I. bUl,ilg do... tbe cks.:llel'l. bll lIU,y ia bn ckt.,1 
Iud I"Ie. nnDC"",d "'pteMlOIIS. 

We uosscd tb. Ii"" i. lhe luJi-bon, hefOle IUII5CI. ,,,id.ns GUI i. "A81e 
filcs of mu roped 10g.lbel ., tbey llUT<h.d thRlulb Ib, mud silt lad 
hip-tletp WJltl. Thu apostd, Ihul VIIIIIC/lbl .. ,hey foulld Ill. I lClII<mbe, 
,he , .. If 01 mdc 'ft.I]!01Il. lbe IInlilS lines of. IiiB~ -"'kK'ly iml"''' W' 
(bcftd up the ",lit, IImm. Me. died. blo ... 11""' Som. broke ad 11 .. 
...... Iried 10 pgsh fOl"ll'ud. The. Ibt foe ...... SCd lrom til< 'Tttlm. 01 
,bItt sicks. The" UI1"lOf. colon 1M lOItm-lll1dord, .tre " bJ.d; ., du,h. 
UDder llIt:se f).ue.mg. llvc'-pUlI3nll. ,bty '-10m' " .... Ork$_. for tI .. fim 
',m. w. Slw Otles. I...ISCI Ihu mt .. ",d.1 tlu. me .. 101 m.1 It IlL b., 
llupcd 'ike lbem. Hides sm. like !khen. bellow,.S mo1Il!u op" 10 
uposc vllt /l"SC' 01 bUcke •• d. brok.:~ teeth. 

Tbue ... lC 1m oi ,lItm Ilia u. AI fim '0)'"''"'1- PClbo"" thuty Of lliirt)" 
I ...... Tbcr ... ac: Iskc •• ,ll of "8"'8 1011< 11 lbey t1fI'IC .ad IS lbey dosed. 
muy 'b .... uadc lbeu fimrm, .. flYOr of 1I5Ing Ibtir b~<I ad d.bs: 
Of the" l1io.ed haadr. Soch I.",,_r b.I,Uw:ty , ha,"( _r !eea. h wu 
I,k. lhe bJoodItt1,ag .. IS ill lhey li .... d ior. ~n lhey lKedtd. In '1Ky 
u...tm'ood. I Jj" F""",a. His mCI CUI do ... b",d. bim. lit Itc""d to 
lUI. '0 IK. lhe I .... 'pl"f.atly 10 ll1Cmpt 1",I.y. It ... 1 " if he believcd 
hum1f! !ask IIOd ulm rwo" tOllld IOm<ho ... mill ,h. 1""= of lbo:sc bcutr. 
I sow I". ;. his eyes. I, Inrth. I bel .... bt Iud "''''I Klv..dly eK(luI'trtd 
,hem C1lbct 

Tb<y cal Lim '1"" ."h 11a ,IKI ,Iavm .. mJd-strum I 'nod '0 Itll, 
my unll. but there .U 10 nil lef, 10 IIUy To "'y lefl IIId "sh!. I so", 
me. I bid hOWD fOf rc.''' d .. lighliag IJIIplwbl. ioes. 01 di, ill ,ure " 
tbey fltd. To Ihe hollOl of Ih. Emperor. I II""" 00 •.• Dd emp'led my 
.... po .. s dip doio, II . ..... olh .. f.U UpOll III< '. ,lit 01'''' .. It .. lad 10 
bim I I"", my kit U1II P"a. lad lbe WIler. I",ked me ullC!c:r lor I 
_at ,M .he. I elllCrscd. Illy Wlilul Iud mo....! 01, I"-IIIIIIS m. 
dad. I $Upposc. 

TIur 8Dllr bet ..... f,lle. lrees is my 1"'1 '<11. I Iu", IlOl w'l. 1I' •• SIb 
0' .belily to stllP u.cf IClunch my wound.. Som. 1I0111t ,b,1« Ius Jei, mt 
...i,k Ibe VOX-(OI!k1 st'. 1M '.'0 j, I mm my ].,11 'csllmo.y 0. ,h. 
dispby. [ st. lhal FlIbum's IImblO" 1111'< I1II3Uy dcdphcrtd Ibe endlcss 
,lun .. 

-Fisbt to ),ft. L~ 10 f,sh'-
No. I WI do kI'lce. M.y ,he Emperor JooIr dowel apoa "' .. ll1d flad 
me ..... IIby. 



GLYP1tS 
Tho ... """'" ue. are 
symbolic 01 the 
BIoodAxn' --. -",.,"" nature. There are 
I'I\M)I venations 
but \hey are 
almost always 
the same basic 
symbol. Most 
variaboos appear 
In the coIo!s 
UHd.aomeeven 
believe ttlat !he 
Blood Axes use """'-, Identllicallon In 
the same way 8$ 
human •• 

CAMOUFLAGE 
Painting camouflage I, an easy way 
10 make your miniatures ">ok 
impreSSIVe. a. the pat1em "se" will 
require ~ttIe or roo highlighting or 
shading. A good source 01 Ideas lor 
C41mouflage IICnemes are histOrical 
military books. Wh8l'l USd"IQ 
camouflage on Blood Axes ~ Is 
worth remembenng that Orka UM n 
lOt decoratlon I8ther than to help 
conceallhemselve$ and \hal bright 
contTasting coIort; are more In 
keepwlg wI1tl QQ. color 8dlefnes 

SntaklJ gitz 
Members 01 the Blood Ax, dao are distrusted by 
most othef 00cs. The Blood Axe clan W8$ the fil'$llQ 
come jnto contact with humans Ufltold millel'lI"1iI 
ago, and oyer the course 01 the,r interminable W81'$ 

with the pinkskins, the Blood Axes have adopIed 
certain trailS of the tillman military. Mat'ly Orks 
SUspecllhal the Blood Axe!! are (have been or wi. 
be) in league with the humies and have become 
tairUed with clangerOU$ly un-Orky ideas lik, laking 
cover when they're shot at and retreating if they're 
losing. Blood Axes are the 0rk5 most likely to war\!; 
alongside human pirates and reneQ8des end even 
hila themselves oul as mercenaries if the price is 
right. Blood Axes have a repulatior1 lor baing 
cunning and treacherous, whether They be allies or 
enemies, 

Blood Axes ol1en use human'Slyle camouflage 
schemes and body paint. although the coIo~ and 
applications tend to look crude and lund to human 
eyes. It is debatable as to whal extent Blood Axe 
warriors use camoufiage 10 conceal lhemsetves. 
many appear to wear it as a Ifopl1y or prize. rlther 
like a human would wear leopard or !i!ilet skins. In a 
Similar vein SOfm! Blood Axe Nobz have even been 
observed wearing an approximation 01 lUll Imperial 
Guard uniform including looted gold braid, medals 
al'ld ril'gimental insignia. Blood Alles use the symbol 
of crossed axes lor their clan. otten embaUished 
with blood dripping from the blades. 

This Brood 
Axe Wartrak 
has been 
painted in 

de"rt 
camouflage 
and carries 
loIs of 
supplies and 
equipmenl­
a common 
praC1ice 
amongst Ihe 
Imperial 
Guard. 

Ow do dflJ right dfn? 
Blood AlIe warbands tend 10 feature large numbers 
01 Kornmandos; their warriors apparently showing a 
natural ability in Uvs rega<d, The bull< 01 the 8oy;l 
are unremarkable, being a selection 01 sh.JWiI.· 
Irmed end shooIa·armed mobs appropriate 10 the 
temllfn and oppos.itoon. Nobz are less in evidence 
Ihan in oIhllf ClaIlS. presumably because those that 
Ichleve Nob stiluS 81ther get assassinated or 
quickly rise 10 command !he whole warband. Blood 
AlIe wlrbands oommonly field looted Imperlal tanks 
II'ld artillery'or \heir heavy support, such as leman 
Ru" battle tanks or Basilisks. and consequentty 
include I grlater number of Mekboyzthan those of 
other dar'lS 10 keep these behemoths lunctioning. In 
battle. Mekboyz lead Burna Boyz mobs or rain the 
Warb05s's bodyguard. 

Blood Axes rely on stealth and their opponents' 
overconfidence to catch them orr guard and deSlfoy 
them batore \hey recover. Ambushes and raids are 
their faVOJed methods of combat. but in opetI bailie 
Blood Alees Ire quite capable of fighting with 
customary Ql'k aggression. A Blood Axe Walboss 
will not think twice about sacrificing several mobs 
just 10 distract an _my or lure them inlO IIll 
e.xposed position where the combined arraeks of the 
rell1 of the warband will destroy them. 
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Andy Chambers' Basilisk 
is a prime example 01 a 
Blood Alle looted 
vehicle. Conversions 
such as this can be large 
projects and wililorm a 
great centerpiece tor an 
.rrny. 

• 
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DAGS 

GLYPHS 
The Deathsku/ls' 
main icon Is a 
sku~, somebmeS ...... "'" usually blue. The 
glyph varies 
greally and mallY 
Doothskulls have 
their own 
personal versoon 
thallhey palnt on 
anything arad 
everything they 
own farad a lot 01 
things they 
OOfI't!) as a mark 
of ownership. 

AI$Q cded dog·tooth ::;:;=;;::~ pallem, dags are a 
good Ofky decoration 
for both troops afld I N\ J\J\I 
vehicles. First. paint a - - --­
~ig-lag pellem and 

:ne!~~r:~, 144441 
WARPAINT 

Like most Orks. Oeathskuns usa 
warpa!nt to decorata ttlBmsalves, 
Oeathskulls see blue as e lucky color 
and Will paint Illemsellles With as much 
es they can III the baloef thai the more 
they wear the more hlo:ely !he" gods' 
gaze will rest upon them TheIr 
warpa/nt is painted on In mally 

clIIe""nl ways. 
either as glyphs -messages, 
int~te patterns 
Of, If the Ork Is 
!&&Iing particularly 
unlucky, he WlY 
cover hlmseiI in iL 
Tho """"" of 
blUe used also 
shows 1he status 
01 the Ofk. The 
more blue tile QI"k 
wears the hlghef 
hIS .ta~ng 
amongst the olhBr 
Dru. 

• 
Oa lootas 

The Deaths\(ul1s clan Brl renowned lor H18lr 
exploils in scavenging weapons and equipment 
from the balUefield. Orks lrom other clans view 
Deathskulls as untrustworthy thieves atld 
f8pscallions, who win sleal anything noI nailed 
down. Deathskulls $B8 lhemselves as 
opportUnists and enlf&pf&ne\Jrs who simply taka 
advantage of the na\l.lral opporlunities the gods 
place in their palh. To most Orks the ownershIP 01 
an item is a privilege earned by being big enough 
10 !igllt 011 anyone who wants it . To a Deathskull 
ownership is the rigtlt of whoever is quick anough 
10 snatch something and c1e~er enough 10 keep 
IOd 01 it. Dealhskulls have a strong belief in luck 
arad. lor wanl of a bellaf lerm, fata - should • 
OeathskuU spot some unguarded piece of 1001. '­
wiU regard it as a mes.saga Irom the 
gods that it should be lakan by 
someone who will lake more care of II. 

Oealhskulls can be IOentilied by the 
assorted pieces of plunder they bear 
from their various scavenging e~ploits­
bl"oken weapons, pieces of machinery, 
unexploded shells, tattered unilorms. 
Sma" pieces arll tied ontO limbs or worn 
as jewelry. often through pierced lips 
arad ears. large Brad particularly choice 
items may be incorporated ontO helmets 
Of bosspotes. The unifying leeture 01 all 
Deathskulls is therr blue war paillt. Orlls 
think of blua as a lucky color and 
Deathskulls habitually daub lheir bodies 
with blue paillt to attraclgood luck whan 
they ara looting. The more unlucky a 
Deathskull is feefing the more war paint 
he will USB, so all individual who IS down 
on his luck may end up painted entirely .... , 

Ow do dr. tight drn? 
Tha most notable laature 01 a 
Deathsl<.un walband is \he numbar 01 
Lootas mobs it will contain. each armed 
WIth a plethora of Imperial weaponry 
sca~enged from earlier baltlas. A looted 
vehicle is a convnon soght amongst 
Deatt\sku!ls, doubtless stolen Irom 

soma Inal1entrve Blood 
A~es. Oeathskull 
warbands also telld to 

include large numbers of Grelchill. as the most 
light fingered of the little bllghters naturally 
gravitate toward serving Deathskull Orks. TIle 
remaining mj~ oIlroops wiH be lairty IyPICaI for an 
Ofk warband, lh0V9h the Nobz and Warboss win 
be well equipped WIth scavenged wargoa •. 

While the firepower 01 LooIas may be impresaiYe. 
their acct/flIcy remains typically ... 0rI<y. However, 
the Lootas can still pin down enemy I,mlb. 
generally from good tiring positions in cover where 
they will be MId 10 wheedle oul With return lire. 
Where cover Is In short supply skirmish S(:reens 01 
expendable Gratcnin are used 10 proteel Ihl 
Lootas instead. While the opposition is (listlllCled 
by the Lootas. the lesl of the warband pushe$ 
deep ... 10 enemy tines and launches an attack 
_gains! aoythiog Itley lind. 



• ;J:';:';:;"'~,;';a~Yn smashed. 8 mess of metal. Gars/ob slid his 
n, the hoI ash slope of the gouge /1 had cut out of 
I!jo ""001," lind approached il. 

~~~~~. ~~':':~'';~~~ weapon and approached the smolden'ng r' blackened socket nesr Ihe nose where 

;;\~.;;:;; ~;;n;p;;;;"" before impact. The hull of the ship was 

-rpere was a Sound. 

fJe~ the dn'p and siule of broken mach/nas. behind the 
!:rackle of secondary fires. 

< A whimpen'ng. 
Garslob slid c/oser_ 

Whimpering still. 

Gars/ob touched his skul/amulel for luck, and edged down the 
gully. The amulet rnumped against his chest, swaying on the 
rope length that lied it around his thick neck. His boots were too 
small and madtl for narrower feet. Out he would not throw them 
away. They wers fine bools. They were trophy. 

The whimpering from the wreck. ThaI trash-pile of trophy. 

Garslob flexed his blue-daubed limbs /0 the sky and 
summoned the war gods 10 his color. Fortune. he knew. favored 
him. 

A circlet of metal. the gasket of some exploded turbina, glinted 
" ItJ the mud. Ga(s/ob picked it up and slid it around his wrist. 

Other shards of bumt washers and discs of silver he put into his 
pooch • 

Garslob edged up the side of the crumpled wreck. his 
jewelry clattering and ringing off the hull plates. 

The whimpering stopped. es If in fear. 

aars/ob paused. and slid a bone knife out of the cloth thong ~t " 
his waist. The thong was made from a lear of Imperial Guam 
body armor. knotted and twisted. The blade was fashioned ......... 
from the thigh bone of the armor's previous owner. /I was eighl 
Inches long and polished to a poinl. 

Garslob slid the blade under the edge of the back canopy and 
levered it up. The shattered. bloody rear gunnar, a human. 
began to whimper again as he saw Garslob. He painfully tried 
to reach for something. 

GarsJob tore out his throat with his leeth. 

Blood covered Garslob. He crouched on top of the wreck for a 
few minutes. reapplying the blue skin paint 10 cover the 
splatters of blood. He wanted the war gods to know where he 
was. 

By the time the human rescue party had neared the 
Gars/ob had secured the greatest trophy. 

As the humans appeared over the lip of the gouge, he 
the twinned sutocannons on them which he had 'reed I",," "'OV 
rear pinlle mount slong with 8 drum of ammo. 

Humans exploded and died, screaming as they fe/I back. 
Gars/ob enjoyed the heavy throb of the weapon he cradled in 
his handS. 

It was his now. 

Trophy. Gsrslob's trophy. 

I 



STIKKIN' OA 80 IN 

'ARO 
80YZ 
O rk 'Ard Boyz wear 

heavy armor 
bolted and riveted 

together from steel plates and scavenged materials found on the battlefield. This is their 'eavy armor, and 
combined with their natural Ork toughness means that 'Ard Boyz reatly live up to their name, enabling 
them to wade through the fiercest fighting and emerge with barely a scratch. 



'EAUY WEAPONS 

In need of some substantial fire power lor your mobs? 
l ook no further - this month's new Orky releases include 
these ace 'Eavy Weapons Boyz designed by Mark 

Bedford. With the awesome Burna Boyz released last issue, 
Ork players now have access to all the extra weapons an 
Ork mob could wish to include! If you want to know more 
about the besl ways to use these Orky weapons, then check 
out last issue's 'Orky Takliks?' article by Andy Chambers. 

OA N08Z 

Each blister contains 
either a Nob in 'eavy 
armor or a Nob 
wearing standard Ork 
armor. There is a 
variety of weapons 
(covering all the 
weapon options 
available to Ork 
Nobz!), so now there 
is no reason for Ork 
players not to go into 
battle and ... 

STIKK DA SOOT IN! 

~ ssenlial to every 
I; Ork army are its 

Nobz. These big. 
hard and brutal Orks 
are now available in 
blister packs, 
allowing you to add 
Ihese fearsome Orks 
to either lead the 
Boyz or to bolster 
your Warboss' 
bodyguard. 

Absolutely full of action-
packed short stories, awesome 
illustrated features. comic strips and 
much more. Infemol is the essential 
purchase for every Wafhammer and 
War hammer 40,000 ran. The tatest issue 
Includes rour cracking short stories. two 
comic stnps and a cutaway drawing 01 a 
BaSIlisk srege tank 

$&.95 U.S. 
$1 0.00 CIn. 

Gel allfhe lalesl news aboutlhe Black library at our _' 
webSite httpJ/www blackllbrary co uk 
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1bis momb we willlessed {III lIpsll rge 
01 leiters llrrit'i llg lmm 'be Imertlet, 
No mllU('r bom Ibe lellers gel bl>rC, 
It't' always wall t lIIore commelllS 
{/tid questiollsl 

Dear Wh ile D\\~.lrf, 

A couple of weekends ago, while 
playing in a ;''''~Iy baule free-far-a ll , I 
came upon a s itu:uion thai rea lly 
made me mad , Wh ile my troops werc 
advancing from my deployment 
zone, o ne of my enemies (a Blood 
Angel) had already made his way into 
hand-to-hand comb:u (duc 10 sUIX'r­
chargo.:d enginLos), Since il was my 
twO enemies fighti ng in a large group 
I tho ught I eQu id kill fWO birds with 
one SlOne, or ,,"'hirlwind in this casc, 
I :llready knl'w of Ihe rule thai 
prohibits you fro m shooting into 
L'Ombal, bU I nonc of my troops were 
booing to be hit , There wou ld be no 
chance of h:l\'ing a hard lime 
targeti ng o ne model because il 
would nOl maile r who I shot - ther 
", .. ' re both :Igain:.t me. I feel lhat 
there sho uld be :In exce ption to this 
rule for these slt lmlio ns, 

A I)u:.r.zled Commande r, 
Daniel Dusang 

Rossvillc , GA 

Normally, Ibere i s 110 lI('('d lor lIIl 
exccptioll 10 Ibis rll/(', EveryOll(' III 
Ibe 4 1s1 Mi/leul/fulII lIIulerslm uls 
Ibm to shoot at your 0 11'1/ lroops 11'111 
lead to cerWin lailure, so i/l Ihe 
rules )'011 Call1lot do it, Hou'e/>er; tbe 
mIl'S do 1101 supporl a J-It'a)' k ill 
'em all alUlck, so It'e dldll" II(.W 10 

write ill (111 exc('I)(IOn 10 the r ille, 
Wouldll't )'011 know II, Ibis IIlQlllb 
!l 'iI /j esses Ib(' l i/'$I 3-u!(l)' B(ll/le 
Report! Cbeck thost' rules lot' ideas 
011 how to organize a game l i ke Ibis, 

Ma)'be next lime mion! )'011 slllrt {III 
t:ver),o,Halljorobimsef/ BailIe, )'011 

i(box 
This is the chalice to have a say Oil the topics that 

you're passiollate about - be they gamillg, 
I ~'~~:::~:~:" s(other gamers, White DllJal:f, or Games 
~ games. All you have to do is drop liS a 

lille at the address Oil the bottom 0/ the page, 

coilid set lip sonll' IrlelU/~JI fire r ult's 
111;tb your OPIX)f/CIIIS, COIIIC up w ltb 
sometbing you ClllI alf lIgree 0 11 lIlId 
Ilgbl the bailIe thaI way j uSI 
remember to bm'e filii! 

Dear White Dwarf. 

I was completely hean broken when 
I read Stuart Rice 's lctfer in the 
August 1999 is:.ue of White Dwarf 
(235), I s(.-nd ou t my deepest 
condolences 10 Stuan al this time 
and wish to offer him this little piece 
of advice: GCt your unils inlO an 
Assault by ru nning through co\'cr! If 
you're OUi in thc open marines (".In 
shoot rou to pk'ccs, but if you jump 
out of a nearby shrub they won'l 
know what hit them, I Ihink thaI in 
this limt' of need we, Ihe 'IYr.lnid 
players, need to unite and be strong 
until our codex is released and we 
can o nce again e\1scerate Ihe galaxy. 
May the Hivc Mind be with you! 

Dear ,,"'hilt: Dwarf, 

Nick Jones 
'Ioronto, Ontario 

via Email 

First off, I'd like to sa)' Ihal Whitc 
Dwarf is Ihe greatesl magazine I've 
c"er had the plcasuft' 10 read, I think 
that Ihc Warhammer RcgimcOis and 
Warhammer 40K bailie squads :ue a 
grcal ide:l , The thing I'd like to know 
is what's nc..x!? Will there be c!VCl> 
coming for Warhammer? Is Ihere any 
ch:tncc that we'll sec plaslic Eldar 
Aspect Warrior..? Plaslic Empire 
s pearmen? Plastic Impe rial 
Guardsmen? Will e"cl)' :lrmy for 
Warhammcr and 40K be tOllchcd br 
new plastics, , , 

Club Fens te rmaker 
Olympia., WA 

Via Email 

Thallks lor Ibe complimellts Chris! 
('If Ir)' 10 (IIISll'er liS tlltIIly olyollr 
qm'SIiOIlS tbtll I Ctlll, l '(!s, Ibere u,iII 
be plllstie eh'es comillg lor 
Iff'lrbtlmmer ill Ibe 11I11In.', The UK 
Studio is already busy plIl/ing Ibem 
logetber, Tbos(' bobbyists who 
stopped bJ' GWlles [JlI)' or 
partlclpaled itt lbe II ll1lt lot' tbe 
Fallell &tIIle TOllr gol 10 see sOllie 
(ldl'lll1ce plastics lor I/.H.' High Elf 
regimellt, EI'en closer on {h(' 
borizell, we'I'C also SCI'II lieit' plaSlit' 
jl/Ilgle Fighlers 01 Ctllllcbtm boJ.wl 
S('I alld Ibey're lIu'('smll('! AIl)'lhillg 
ds(' f('(' btwl' 10 "'fill (lilt! S(!(! lI'btll 
lilt! geniuses SCltfpt liP lIext 

Dear While Dwarf, 

I ha"e a few Imperial G~t:lrd I:mks, 
and I ha" c also added all those nc:u 
lillie optio ns likc I hUller-Kil ler 
missiks, scan:hlights, e tc, But I can't 
leg:lIl)' usc them rct !x'C'.lUSl· the 
Imperial Guard Codex isn't out to 
teli me how m uch and whal 
restrictions these upgr:ldes have! So I 
was wondering, si nce I havc thc 
Space Marine Codcx cou ld I use 
those poinl costs for the upgrades? 
And for the res triclions am I right 
when I say Ihe)' include all the 
upgrades a l1m\H.lble fo r the ,'ehicle in 
the box for it? 

Nikol:IS Sopuw 
Vicloria, British Colu mbia 

Via Email 

NlkoltlS, )'011 cerllllll(J ' COllftl tr)' 
IIslllg IhI! SPlice Marine polnlS as 
g li idelines lor upgrmlillg yOllr 
Imperltll GilaI'd W ilks, bllt 0111)' with 
yOllr oppollell ts ' permission, 
Otberwlse, you wllf btll'e 10 slick 10 
Ibc le/ler 01 tIlt! mlebook. Hili ... 110 

lellr tbough, Codex ; Imperltll Guard 
Is 011 Ihe lI'aJ', so you oll ly hlll'l! to 
bold OIl/lIl1tiltbell, Havelll ilb! 

Want to <;e nd a le tter to the Mailbo:-;? Write us at: Games Workshop, Attn: White Dwarf 5 tafT, 6721 Baymeadow Drhe, 
Glen Burnic, MO 11060, Or, ~nd Ul> some email at WhiteD@~ames-workl.hop,eom, but remember 10 gi\'e us pcnn i~ion 10 

prim youremails, Weean' t U!;C them if you forgel! 



Cords of the )'light 
By Alessio Cavatore 

The original intention oj this article was for me to give players some 
ideas for basing their gn.mes around the special characters iu the 
Vampire Counts book. During my research, I alsoJoulld some interesting 
events in the Warhatmner world's history that could be used as 
illspiration/or creating various battles and scenarios using the undead. 

JVIdkhior the Rncient. 
Nccrarch Cord 

The hunger for knowlt:dgc and the need to 
replenish the numbt'r of 'gu inea p igs' in his 
labor:ltory has often forced Mt:lkhior OUl of 
seclusion. Throughout history he has been known 
10 have led his horde of minions on raiding 
campaigns. looking for new viCl ims for his 
l:Xperiments. In ancient times, before the amlies of 
Ihe Old World werc sU'(mg eno ugh to Stop them. 
the forces of ,\-Ielkhior reached as far as Tilea and 
Brctonnia. kaving a trail of destruction and horror 
behind them. An ideal scenario to represent [his is 
the Ambush scenario (WH Battk Book. page 29) 
where the ambusher is an ournumbered force 
desperately trying 10 save a nearby settlement from 
,Ill approaching Undead army. I imagine this 
ambush happening while the Necrarchs arc 
marching on a road through a dcnse forest or 
along:1 mo untain pass. Wood Elves are the perfect 

ambushers if rou choose to SCI this in a forest. 
while Orcs & Goblins arc ideal for fighting in a 
rocky, barren area such as the pass mcmioncd 
:100"('. 

Dieter fidsnicht. 
the Doom Cord of JVIiddenhcim 

AS we ('an tell from the tragic story of this 
character. his arch·enemies were the men of 
Middenheim, in parliClllar the Knights of the White 
Wolf. If you are looking to playa scenario im'olving 
Dieter. I suggest rou read Jervis's article in WD 
235. or his excellent scenario in the old Undead 
book. if you're lucky enough to have access to a 
copy. BOlh ar<.· great fun and you will have many 
opportunities 10 unleash Ihe destructi\'(: powers of 
the Doom lord upon the unwary mortals tit;.! dare 
to oppose him. 

Melkbior ({lid his ({mU' (Ire ambusbed by tbe forces oj the \~QOcI EIt'f!s. 



Mannfred "on Carstcin. last of 
tlx Vampire Counts of Syl"ania 
The B:ude of Hel Fenn. which ",-as waged during 
the wimer of 2145. sho uld pro,'ide a challenging 
scenario. where a coalition of r::1CCS were unitc(1 
10 defeat the e ncroaching S),h'anian mcn:lCC. On 
one sidl' fl ew the banners of the Empire and 
Kis1c\', together with those o f the Dwarfs :lI1d 
"Iigh El\"l"s. This WIt.,.; indeed a rare alliance and 
ccnain ly was nO! easy to hold together. but it 
pron.'<I deadly for the Vampire Lord. I have an 
interesting idea to recreate this bailIe .. . hmm ... 
maybe ii's so interest ing that I'm going to keep it 
for myst:1f. Stay IUned for flLlure developments .. 

Vlad and Isabella "on Carstcin. 
tlx Rristocracy of tlx Night 

These two characters found their nemesis in the 
forces of thc Empi re. The central event of the 
V:11l1pirc Wars was the Siege of Altdorf. but you 
could also choose 10 recreate some of the minor 
banles thai occurred during that long campaign. 
A good idea would be 10 playa small game 
(maximum 2.000 poims) where Isabella is leading 
a Carstei n :lmlY in a Treasure Uunt against the 
force!' uf the Empire (WI I il:mll' Book. page 32). 
The outcome of this small battle will affect the 
main Pitched Baule that will follow. This second 
game must be really huge and should see the 
fon:es of Vlad (Ihe more poinls. Ihe bener) 
fight ing against an (!qually large Empire amI)'. 
contai ning Grand Theugonisl Wilhelm III. If 
Isabe lla's forces e nd the Treasure HUn! in 
possession of the treasu re, Vlad will ha\'e his ring 
to usc In the final bailie. Otherwise, he will be 
forced 10 fi ght withoul thl' help of this magical 
heirloom, as the chronicll'S of the period repon. 

«Ialach. 0rand Master of tlx 
Order of tlx 8100d Dragon 

The best place I can im:lgine this mighty I..ord of 
the Blood Dragons is al Ihe head of his knights. in 
a scl'nario where many regiments of he a\')' cavalry 
thundl'r across the battlefleld. According to their 
background, the Vampirl' Knights of the Blood 
Dragons feci a biuer haln:d IOw·.l.rds the knightly 
orders of the Empire . These knigh ts Wl're 
responSible for the destruction of the Blood Keep 
and many battles have been fought between the 
two amlies. To represent this rou could try a 
Pitched Banle scenario (WI-! Bailie Book. page 
2't) between an amly of I}I()od Dr.l.gons, which 
musl spend :11 le:ISI 25% of ils poims on he:I\')' 
Wight Camlry (I define 'heavy' as any cavalry with 
a basic armor save of .3+ o r bcw:r) , and :10 



Empire anny, again with at least 25% of iL~ points spent o n 
units of hea\1' c:l\"all')' and which has o nly one war machine 
(knights despise these weapons of mass destruction), 

Altern:tlively, you could p1<ly the Pitched Battle applying the 
same limitatio ns to other amlics, trying ou t the different 
heavy c:walry of the Warhammer world against the might of 
the Blood Dragons, I'm sure Bretonnians will do quite well in 
this sa:nario! 

Of cours, .. ifyou'l'(.· mad, you could also playa full-scale Siege 
game based on the Battie fo r Blood Keep_ This would be 
great fun , because an Empire army makes a great besieging 
force thanks to all the heavy guns it can use 10 pound the 
\\,:1115, On the other hand, a l3lood Dragon g:l.rrison is a real 
nightmare for an)' besiegers, with Undead me:n·al-anns who 
nl'ver abandon their posit ion on the: batt lements. and the 
c:xltl'mely dangerous capability of their powerful cavalry to 
sail )' out for an attack. 

]'IderQtQ, toe Queen of jVlysteries 
The World's Edge Mo untains arc the perfect seuing for 
battles that in\'oln.' this shadowy Vampire Queen, and Dwarfs 
would be her obvio us o pponents (tho ugh Night Goblins o r 
Skan.'n arc a good alternath·e). You could Iry a laSt Stand 
scenario (\'(11·1 Baltic Book, page 30) centered on a Dwarf 
mining OltlpoSI Ihal has been :lI lacked by a Lahmian Undead 
horde led by Ncfcrnta herself. The Dwarfs arc busy drinking 
:111 their reserves of Bugman's XXXXXX whcn Ihey realiZe that 
they arc complctely surrounded br the Undcad . The 
powcrful concoclion bolsters their al ready remarbble 
slUbbornness and so all Dwarfs wHi be immune to/ear in this 
battle. If you prefcr, this si(u:tlion can again be plarcd as :1 

Siege g.1me, wilh Dwarfs in defense and Ihe l ~'lhmian Undead 
allcmpting 10 raze the Dwarfs' fon . 

I\''femw preptlN!$ /(J 

alWck fbi! I)tl'tlr/s 



Cbe Battle of Ca j\1.aisontaal Rbbey 

A 10:.11 ulcbnf~d III the Impellil 
Cdcnd..u u 219lbtu.u~ 01 the 
!btl!, 01 La M'lsolllUl Abbr.y. 

Thi1 tdigious sile is louted Oil aile of 
the plSSCli in the erey Mounl'tllS. 
be' .. ,ell Ihe BrclOIIllun dukedom of 
QutDdles ,nil. ,he p,OVllle( of 

WjsscDb~ ill lhe EmpifC.. The ,bbey is 
the etnler of the Cilit of Tw, the god 
of """re III liS III1Unmi upccl. 

Elfly dUI yeu 8.JI'ulI, High PUC!I of 
T ul 1IId MUlei' of the Abbey (,nd. , 
powerlul wi2ud. like mOl! of the 
cleTgy). stoic, mlghly SkavclI mifact. 
known IS the Bilek Arc. {rom 

SJr.,YCDblight. the ftly hurl of the 
5k,"'1:1 Ulldcr-Empilt. TIlls umd. 
cuke! toauu.ed I b •• qu,atity of ". 
"'lfJ!StOD.t ,nil. for the SklvCD II ... IS , 

holy symbol of the HoracG R,t's (,vor 
The pricsl of T ul '",led. thc ... U~ 
10 fuel his w,ird. IP181W cxpclilllc.bts. 

hul he urukreslimued the scrying power 

of Ihe Grey Secrs. In 'pm of the 
m,siol dcfcIISC5 of 8'STLJII'1 crypt. tbey 
louled the AK Immtdi,lcly G~y Seer 
Glllwdoom SCI OUI II Ihe hud of III 

lrmy 10 uke Iht Arc from !he H~mill$ 
Illd pul il hick whm il bclollsed. The 
Sk,veB lKsicged the fortifIed Ibbey for 

'''0 dlYs lad II d,wB 011 the Ihird day. 
.ilh most of ,IS w,Us iB ruiB. Ihey werc 
rc.ldy (or Ihe (liul USIUIt To Ihelr 
surpnse. I lIew forte Irrlved 011 Ihe 
battlefield, , dvIBtillg to ellglge Ihem. " 
wn 10 UDdo:ad Ifmy commlDded by Ihe 
druded lithemnter. He'lltich Kemmlcr. 
III those dlYS Ktmmlcr UId Krdr, 
forces wele byillS wiSle 10 the borders 
of Oueoellcs. The NetromuKer Iud 
sc:ascd ,hc prtSc:ll(c of ,he iDViilubit 

WlIrpnOIlC ill the VICllllly "lid Iud r~!1u;d 

to Ibt ,bbey WJlh Ih,' mighty $O~rce 

of mlgical power. he W'5 sure he could 
nile III Ihe de"d betgeell Ihe Grey 
Mououiru; ' Bd B"ODIIC! AI Ihe nmc 
lime TllIcrcd. Duke of OUCDdlt5. hid 
mll.!ilered hIS klllghls Illd wu huded for 
Ihe Gley MoulIlIIJlJ.. Oblllllill, Slfe 
pus:!ge Ihrough Ihe Foresl oV lorcA 
from tht Wood Elves. He hut 10 JlOp 

the LcncmlJlcr. lAd W15 "rady " the 
fttl of Iitt. Grey MOUlllil1l5 whell his 
wiurdl tctelved , lcie£nlhic ull (or help 

from Basri'B. TIIIc

0
rul ruched Ihe abbey, 

btlI il WU 100 blc or Ih t defcnders -
Ihe Skuen Iud II d wi lh Ihe Ulldud 
illd uusltt.d them. Ollly Ihe chulch of 
Tnl WIS still inUcl. luckily the 
imporllllce of Ihe Black Arc uuscd llul 
IIl1hol)' Illilocc 10 trumbk IIId Ihe 

BrelollAiaB$ foulld 
Ulldud lotked III J 

pre(loUli w"p!IOIle. 
klllgbu lAd wailed 

serioully ~::~~:;l~r:;::, 
tame, Inc B 
biule W" rcJ()lv~ 

melee. / , 

CiU.doo'/ llld his 5m".~II~,,=~~I'i~ 
SIOlmvc,ml1l fled the b: 

the '''Y of Ihe "my bcluM. GIlt 
jll.!it r ,klng 11 10 the tUIIBCIs.. They tu 
wlu, Ihey w'Bled. Iitt. .-\rc WiS goi 
home! The ,"I WiS lIo1mponllll. 

Nijhl"l1 YlU Ihe ollly Ihing llul1:" 
Kcmmkr lId Krell from beihl I lily 
IBnihilated by Ihe B,donians, Ihe 

two evil Utllules disappeared IAtO Ihe 
woods. Iheir forces dCSlroyed. 

Duc T Illcred's hights woo be dlY ,od 
Slvcd Ibc mooks ilnd pc15lIlS .ho WCle 
sI iIl shul III Ihe chapel of T w. pur idg 
fOf salvallon. Bag/iall hid mel his b it II 
Ibe hinds of I Sk,veB Assassin while 

maBilCllly tryiBg 10 k;ep Ihe filmy 
a'Way (rom Ihe Black Atc.. Such WIS ItI'e 
p"ec he hid to pay for his grttd. Mly 
T.ul be: merCIful LlpoD his soul1 

I 

C
his scenario allows players (0 ["('create the 
Battle of L1 Maisomaal in an unconvention:tl 
\'(Iarhammer three-way b::mJe. The objeClive 

of a ll the forces is to capture the awesome 
Black Arc. 

fllll/d-Io-band Comhl" 
All models in base contact w ith the enemy will 
light in e\'Cry hand-to·hand phase, rcgardless of 
whose turn il is. In a multiple combat thai 
it1\"ol\'cs units from a ll Ihrec armies, models th:u 
are lOuching different enem y models haw (0 

choose w hich enemy th\.."y are dirt.'Cting their 
attacks against. (they can splil their attacks if Ih\.."}' 
have more than one). 

Of course players arc frcc to usc different armies 
and try any kind of variation that the)' want on 
IhL'i scenario. 

8p<cial rul<a 
1b,'ee-way BaNte 

T",."s 
I'laycrs take turns In the following order: 
1) Skllvcn 
2) Unde:ld 
3) BrelOnnia 

The Sk;a\"cn player gocs first _ He mO\'es his troops 
and shams as normal. Ihen hand-to-hand combal 
and magic arc rcsoh·cd with the s pecial rules Ih:ll 
follow, Ncxl comes Ihe Unde:td player's tum :tnd 
then Ihe Bretonnians'. 

'Ibis concludcs Ihc first game lurn. ;tnd Ihc 
second IUrn begins :Ig:tin wjlh thc Ska\"Co player, 
and so o n for six full turns, 

Work out each sidc's combat score as you would 
normally in a multiple combat and then compare 
the SCOrL'S of clIch plarer and applr all the results 
simultanl'"Ously (see Ihe examples thaI follow). 
This could result in (wo sides fleeing from a 
combat and a third pursuing and destroying both. 
Use a bit of common sense In t.hesc cases and 
rcf(."r to the examples for gUidance. 

Magic 
Roll 306 for lhe \I:'l.nds of Magit'_ Di,~de the cards 
equally among the playc.'rs and gh·c any cards Ihat 
arc left O\-t'r to the Brctonnian player. This 
reflects the favor of Taal on his worshippers. Thc 
player whose (Urn iI is can cast spells as normal 
and the other two p layers get a dispel attempt 
ellch. starting w ith the playcr who is attacked by 
the spell (thcy do not havc to dispel if thcy don't 
want to!). Players c;ln am:,mptlO dispel spells thar 



target bot h ene mies o r none at all , as well as 
spells that remain in play, as normal start ing from 
the player o n the left o f the person who cast the 
spe ll. Note that the e ffe ct o f spe lls 
remaining in p lay will be resoln-d in e\'ery 
magic phase. maki ng these spells \'ery 
effective . On the other hand. there will be 
many more chances to dispel them! 

The Black Arc 
The Black Arc can be carried by a 
chamcter o r a unh (l'Ihereal models canno t 
mo\'(.' the caske t). The Arc should be 
represented by a cou nter o r, e \'e n ben er. a 
suitable model of a chest o r C2sket. The An: is 
always moved with the characlt.' r or a unit 
carrying il. While re taining prn;sessio n of the 
Black Arc. a character or a unit may o nl)' charge at 
half speed and rna)' nOt march or fly at all. In 
effect its mO\'c me nt is capped at its no rmal r.lle. 
although it will pursue and fl ee as no rmal. 

If:1 char-J.cter o r a unit carrying the Arc flees. is 
turnl'd l'thereal s ta tus by a spell , o r is s lain o r 
destroyed . the m ack Arc is dropped :tnd remains 
where it is until picked up by the next ch.mlCter 
o r unit to reach it. The 1:X:'lrer will then suffe r the 
mo\'eme m restrictions described above. If the 
bearer is slain or destroyed in hand·ta-hand 
combat. or fl ees fro m hand·to·hand 
fighting. the mack Arc is autOmatically 
p icked up by thl' dosest un it o r 
characte r that won the com bat. 
Othe rw ise, the mack Arc can no t be 
passed from n ne unit o r cimr:tcter to 
another. Whoever carries it ho lds 0 010 it 
jealously. 

Thl' Black Arc itself is partially immunl' to 
the efft.'Cts of m.lgic. Nehhe r the Arc nor its 
bearer can be mOl'ed or fro7.c n in place by 
magic. A magic item o r sl:x:11 that would make 
it im possible 10 captu re. reach or mO\'l' the I\rc 
will simply nOi work. This is Ok bro;ld principle 
im end ed to sto p ;1 playcr usi ng m'lgic to make it 
impossible fo r the e nemy to t;tke the Arc. 

Special Cbaracters 
Kemmlc,. (l IIf i K,.ell 
For their COSt, statistics and equipment . see 
pagl' 7 1-72 o f the Va mp ire COllllls arm)' 
book. 

GII{lII'fioom 
Gnawdoom is a Grt.1' Set'r and you can 
choose his equipment as no nnal. For 
his COSt , stat is tics and chOice of 
t'quipme m, sec page 62 o f the Skfll'f!lI 

anny bc.x>k. 

n lllc,.c f f, V ile f l c Q lle" c ffes 
For his COSt. stat istics :lI1d equ ipment . sec 
page 70 of the Jj,.et01l11lfl arm)' book. 

Bngritm 
Bagri:!n is a \'(Iiz;lrd Lord . )'Oll C;1Il choose 
his equipment as no rm;II , but he must be 
o n foot. Fo r his cost. s tatis tics and 
equipml'nt sec p:lge 6 1 oft hl' Jjret01mia 
arm)' book. I f bolh oppo nents agree, he 
can lise Ambe r Magic instead o f Battle 

Krell. Dark Lord of Nagf/s/J alld Hell/rlcb 
KCII/mler, (be Llcbelllaslel". 

Magic. 1 recomme nd lhat plarl'rs do th is. as Amber 
Magic beSt reflects the powers o f a priest o f Taal 

and it's great fun UI use as well! 



Brelonnian 
Entry 
7..one 

21" 

L ndead 
Oeploymc.·nI 

7..ont: 

1 Ska\'en OcplO)meOi Zone 

'2' 

S«nery 
The scenery must be set up as shown on the map. 
Th(' walls of the :tbbe)' have been destroyed by 
the Skaven siege :\11(1 arc now trc:tled as low walls 
(counting :tS obstacles and hard con~r) . The on ly 
building left is the ch:tpcllhat Taal prou .. 'Cts from 
the ratmen'"s warpfire. All the monks and a few 
peasants h;we found refuge in the building and 
Bagri;tn h;ts o rdered them not [0 open the duors 
to anybod y for [he duration of the baule. Trc:u 
thl.' chapel as impassable te rrain. 

F.Irmi.e 
Armies :tre chosen from Ihe Skaven . BrclOnnia 
and Vampire Counts army lists to a va lut.· of2.ooo 
points. 

Cimite 
No allies. 

No special charJ.eters mller than the o nes already 
mentioned (M:C :Ibove) . 

No monsters. e)(cept Swarms. 

Skavell army: 
The gene ral or your ..... my is Grey Seer 
GnawdOOIn. You may no t indudt.· a Warlord or 
Vt.'mlin I.ord in your army. as there h:L .. not been 
enough time to pcrfom1 the complex summoni ng 
ritual. 

Und ead anny: 
A5 Kl"mmkr is the gencrJ.I of the Undead :Imly 
rou cannOt include any other Vampire CountS or 
I.ords. If you have WD 235, usc the 
Necromancers' army lis t. Your am1Y must also 
indude Krel l. 

Brelo""I£,,, army.-
The general of your army is Tancred. Your army 
must also include Bagri:tn. High Priesl of Ta:tl, 
and at least om: unit of Men·at·Arms or Bowmcn 
(16 moods or marc) . 

Oeployment 
The Ska\x:n dt.'plo), first in the area highligtm.-d on 
the map, tht.'n tht' Undead. and finally the 
BrelonniallS. Thc Brctonnians must place Bagn:tn 
(with the Arc) and onc unit of Men·at·Anns or 
Bowmen (you rna)' Includt· ;1 Champion. but no 
other charJ.cters) insldc the walls of the abbey 
(rellow area). ·111e remaining Bretonnians n1On­
o nto the tablc in their first rum. frum the edge of 
Ihe table al the point shown on the m:tp. 

Spec/ill DeploJ'mell' Rules 
Units which arc allowed 10 deploy doser to th~· 

e nemy or after normal deployment (eg. Gutler 
Runners) C3n do so a ni)' inside the two woods 
that arc present o n the table. 

Curne 
The game i:tsiS for s ix turns. 

Victory 
Unkss twO pl;lyers cuncedt.' beforehand. the 
winner is the player who ends the banle in 
possession or the BI:lck Arc. Victory can also be 
allained if a plart.·r manages to C3rry thc Arc ofT 
thc banldlcld through his own deployment zone . 
If thiS unlikely event happens. thl" pla)'er 
certainly desen'cs tht.' titlc of Unquestionably 
Supreme Winner! 



€xamples of Cbm-play<r Combat 

€xample I 
B,'efQlmia vs U,,£i ead 
'l1)c Brctonnians kill 3 Skeletons, :lod claim 3 ronks 
:md I banner. The Undead claim no ranks (chargL'<.1 
In the fl ank) and I banner. no wounds caused. 'lllC 
BrclOnnians win by 6. 

Brel ollllia us Sk twell 
The Brctonnians kill 2 Skan~n and claim 3 (""Inks and 
1 banner. The Sk.wcn kill I Bretonnian and ci:lim 
no ranks (charged in the flank) and I banner. The 
Brctonnians win by 4. The Ska\'cn lake a Brc:Lk test 

"flJe Bre/olllfilms (I/"e locked III combat wit/) tbe 
UUl/('{ul from prelilOIiS tUniS. "flX! SJUlI'e1l decide to 
c/)lIrge tbelll (llote that tbey colild hm;e decidt'{/ to 
c/xlI-ge both el/emy /II/Us). 

U"dead "s Sk (we n 
No fighting <X:CUI"S. 

Bloelm m ia liS Ska'lell 
The Bretonnians kill 1 Sk:J.\"cn and claim 3 ranks and 
1 b:lOncr. The Ska\'cn kill 2 Bretonnians and claim 
j ranks and \ banner. The Skal'en 111n by 1. The 
Bretonnians lake a Break leSion - \ and f:lil. They 

on .... and fuil. They run, but the lIrclonnians and 
the Undead caoom pursue. oc"C'.J.usc.' IhL')' arc still 
lockLxI in combat. 

Ulu lead vs Skave" 
The Ska\'cn kill 3 SkclclOns, and claim no f'J.llks 

(charged in Ihe flank) and I banner. '111C Undead 
ki ll I Ska\'cn and claim no ranks (chargl-xI in the 
flank) and I banner. The Sk.wcn win b~' 2. 

Ove,'alf ,'estill 
The Undead lose 8 Skeletons. the Sk:lI'cn break and 
nce. ·111e Bn.·tonnians hal"C to stay and figh!. 

run. :md thc Sk:l\"Cn pursue. Note that the Undead 
cannot pursue. bcc:lUse they did not win Ihe 
combat. 

Brelouuia fJS V" t/ead 
The BrclOnnians ki ll 2 SkclelOns. and claim 3 ranks 
and 1 banner. The Undead kill none or the 
Brctonnians, and claim 3 ranks and 1 b:mncr. The 
Brctonnians win by 2. 

Ooo,'all reslIlJ 
' 11C Undead lose 1 Skeletons and stay in place. Ihe 
Brctonnians break and nee. and the Skal'cn pursuc 
them . 



A rather unusual battle report by Andy Chambers, Adrian Wood, and Alex Boyd. 
Reported by Simon Shuker. 

Picture this - three Ork Warbosses meet in a neutral location to plan their strategy for an 
upcoming battle against a common enemy, but when they can 't agree on a plan it's not long 
before the Warbosses are brawling amongst themselves and a large scale battle ensues 
between their warbands ... 

Simon: To play this special bailie report we required 
three fanatical Ork players. Those three players were 
Andy Chambers (Codex: Orks author), Alex Boyd 
(one of the artists for Codex: Orks). and Adrian Wood 
(a large Ork who helped to hammer all the art and texl 
into the finished army book). All of whom had their 
own large Ork armies. 

Andy came up with the scenario 'Da Battle at da 
Camp' for just such a three player game, and we've 
included it here so you can have a go yourself and 
see how much fun it is. All forces use the standard 
force organization rules. Although Andy designed the 
mission with Orks in mind, it would work Just as well 
wi th Chaos, Dark Eldar, or even Space Marines in the 
right circumstances. Basically, three commanders 
meet in the center of the battlefield while their 
respective armies set up camp on the outskirts. We 
played this game with 1,500 points a side, on a 
standard 6'x4' table. 

Below are Andy's deSigner's notes on the scenario as 
there are a large number of situations that arise in 
three player games that simply don't fit the standard 
Warhammer 40,000 rules. There is also a new 
scenario special rule, 'Confusion', specifically 
designed for this scenario (though you may want to 

SCENARIO SPECIAL RULE 

CONFUSION 

Sometimes a force will be caught ott guard by an 
unexpected attack or event in a place they misguidedly 
imagined to be safe. There is uproar as troops grab for 
weapons and equipment, crews rush to their vehicles, and 
so forth. Affected units may not move, shoot, or assault 
until they are organized by passing a Leadership test. A 
player may attempt to get up to three of their units 
organized al Ihe start of their turn (squads with transports 
make just one roll); the units become organized and may 
act normally if they pass the Leadership lest. Units which 
do not have leadership specified In their characteristics 
(such as vehicles) use the following values instead: 

Elites . . . . . ....... 8 

Fast Attack ......... . ....... 7 

Troops and Heavy Support ..... 6 

Once a unit is organized it becomes active for the rest of 
the battle and does not need to check again for 
organization. Units which are confused may be fired on or 
assaulted by the enemy, but they automatically become 
organized if they sUlVive the experience . 

• ",ad,aPt it for use in your own scenarios). ,,~"P. •••••• iii~ •••••••••• ~ 
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DA BATTLE AT DA CAMP « 

OVERVIEW 
The leaclers of three allied forces have met to plan their strategy in a forthcoming battle. Despite !heir common purpose, the leaders 
can', agree on a plan and what starts as a violent argument quickly escalates into outright violence. None of the leaders are going 10 
back down and they throw themselves into the fray. determined 10 prove thaI might is right! The warbands of all three leaders soon join 
the fighting and utter mayhem ensues ... 

SCENARIO SPECIAL RULES 
Oa Battle al da Camp uses Random Game Length. This scenario also uses a new scenario special rule, Confusion. whiCh is detailed 
on the opposite page. Ork Warbosses and their bodyguard may not make Power of the Waaaghitests in the lirs! turn of the game. 

SET·UP 

1 Set up a marker in the center 01 Ule lable. All three 
players then roll a die and the player who scores 

highest may choose a point no closer than t8' Irom the 
center of the table. This point is the center of his camp. The 
next highest scoring player chooses a point at least t8' from 
the center of the tabie and at least 30' from the center of the 
opposing player's camp. Finally. whoever roiled lowest must 
choose a point at least IS' lrom the center and at least 30' 
from both oft/le other players' camps. 

n Players then deploy their commanders and their 
Jl;:. bodyguards within 6' of the center 01 the tabie, in the 
same order that they picked their camps. Transport vehicles 
must be placed more than 2' away from the commander and 
bodyguards (no jumping in your vehicle and driving off 
straight away!) and t/lese do not have to be within 6' of the 
center of the table. 

12' CAMP 

CAMP 
II II' • 

12' 

'It Players then deploy the rest of their armies in their camps in the same order as they pid<ed the Iocatioos. The players may 
W deploy within 12' 01 the chosen point (this marKs the centero! their camp). When deploying. aU units must be at least IS' away 
from any 01 the commanders or their bodyguards (don't worry about transports though) and 24' away from the other players' units. 
All units in the camps at the beginning of the game are subject to the Confusion special rule. 

14 Take three counters lor the three armies and put them in a mug Of cup. Draw one o! the counters. and whomever's counter it 
~ is gets the first turn. Keep the counter out 01 the cup, then when the first player has completed their turn. draw another counter 
to see which 01 the two remaining players goes next. When all three players have had a turn. return the counters to the mug except 
the last 0I'Ie drawn and draw a counter to see who goes first in the next turn. After the first player has had their turn place the last 
player's counter in the mug and draw again to see which player goes next. Although this sounds complex it's just 10 ensure that no 
player gets two turns in a rowl 

MISSION OBJECTIVE 
Stomp the enemyl Victory goes to the player whose 
commander is still alive at the end 01 the game (he wins the 
argument). II ali commanders are dead or more than one is left 
alive. victory goes to the player who has earned the most 
victory points. Normal victory points are not used. instead 
Victory points are only earned for the following: 

Own commander killed an enemy commander in close combat 
.250 points. 

Each unit with 50% or more 01 its original strength, in an enemy 
camp at the end 01 the game .;.100 points. 

• 

GAME LENGTH 
The game lasts lor a random number of turns (see the Scenario 
Special Aules). 

LINE OF RETREAT 
Arrj unit which is forced 10 fall back will move towards its own camp 
by the shortest possible route. Once It has reached the camp it will 
move towards the neares1 board edge by the shortest possible 

"""' . 
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How did I pick my army for this bailie 
report? Simple, I used the 1,500 point 
army list I used for my las\ game 01 
Wamammer 40,ooo! It's true, I always 
use the same army rIO matler who I light 
against, whether Space Marines or ~a,rk 
Eldar. The main feature of my army IS its 
vehicles, particulaffy the three Wartrukks, 
which are a hangover from my days 

fighting Gorkamorka, Speaking of which, 
I hope to make fuU use of my 
Gorkamorka tactic (my only Ork ·tactic' I 
might add, see WD235 - The Bloodied 
Fist battle report and page 20 of Codex 
Orks) to get my vehicles into the 
opposing camps, while leaving a strong 
force to defend my own camp. The 
newest addition to the army is a mob of 
Skarboyz. These veteran Orks are dead 
strong and this makes a big difference 
when wounding the enemy, The 
Skarboyz wound more 01 them! They 
are particularly useful against high 
Toughness troops like Space Marines, 
and they'" be perfect against their fellow 
Orks. I'm also using my newly painted 
Grishnak model, to replace myoid figure 
of the Warboss. Grishnak Grimjaw. You'll 
notice that for a change the mode) hasn't 
been heavily converted. That's because I 
really like it just as it is and decided to 
spend as much time as I could painting 
him. Now aU that's needed Is to see if 
he's got what it takes 10 lead the 
Waaagh! 

Grishnak GrimJaw 
and bodyguard 
Warboss Wllh btg shoola 

""'-8 Nobz with 8$SOfIed 
weaponry and Waaaghl 
banner 

Warboss's Truhh 
Bog shoota, searchlight. 
ram. riggers 

Offadnought 
O. Sashrr 
2 .. """"" 
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20 Shoo'. 10 Truhh SOYl 10 Truhh SOYl W.rbusgy 
80yz s~as. chappes SlUmS, choppas S¢orcha. riggers 

II fOklc.lt and big shoola 
Shoolas. 3 big .,- Nob wilh power shoo18s Nob with power "'. Nob with big claw .tId bosspoIe 
shoota. choppa 
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I started picking my army by taking a look 
at the mobs I've used In past baltles. 
Most of my Om mobs have preUy much 
satlled down into familiar·looking groups 
now, so it was a case of mi)(ing and 
matching the different mobs until I had 
the right proportioos fOf de cunning plan. 
First came Warboss Golbag 'Eadsplitter 
and his bodyguard of live Nobz, and in 
my case Ihese guys are absolutely 
armed to the teeth with mega armor. 
kustom shootas and all the trimmings 
except for !wO 01 the Nobz who are just 

armed with choppas. Why? To make sure 
thai they can gel some blows in before 
any enemy do; mega armored, power 
claw swinging Nobz strike last 

For Troops I chose my three largest 
mobs: two Shoota Boyz mobs and a 
Slugga Boyz mob led by Boss Vagll8.lz. I 
also included an Elite choice of a slightly 
smaller Skarboyz mob led by Boss 
Nashbad to round out my foot sloggers. 
These would make up the weight of my 
affilY, now they just needed some back· 
up. So. for heavy support I included a 
Dreadnought with a mega-blasla and 
rokkit launcha, a battery of two kannons 
and my secret ace in the hole, a looted 
Basitisk, I was counting on the Basilisk's 
huge earthshaker cannon to make a big 
dent in the other armies, To add a pitiful 
attempt at mobility, I also included two 
warbuggies as a Fast Attack choice, with 
some Grots to help them get going again 
if they became immObilized, 

At the last minute, I lOOk out the blasta 
kustomizin' on the NObz' kustom shootas 
and the tankbusla bombz because we 
were fighting Or1<s alld t wouldn't need 10 
be punching through vehicles and power 
affilOr. t also swapped round the Dread 

with the rokkit launcha and mega-blasta 
for one with two big shootas (more range 
and less chance of crippling itself if the 
mega·blasta overheats), and changed 
Gorbag's wartrukk so that it carried a big 
shoota Instead of its customary rokkit 
launcha - all the more dice to roll! 

OA PLAN 
I don't expect Gorbag or any of the other 
bosses to survive the fight. If someone 
does survive, priority one is to make sure 
they gel nailed, preferably before they 
make it back to their own camp, If, by 
some miracle, Goroag survives the first 
few rounds, I'll use him to lead an attack 
on an enemy camp, but thaI's really not 
likely to happen, so we won" wony about 
it. As the Boyz get moving, I'll try to send 
one of the Shoota Boyz mobs, the 
Skarboyz, the Slugga Boyz and the 
Dread to attack an enemy camp under 
covering lire from the Big Gunz and 
Basilisk, The other Shoota Boyz will stay 
back to guard my camp, The Warbuggies 
will lur1< around and try not 10 look too 
threatening, until the last moment when 
they can make a dash for another camp, 
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Gorbag 'bdsplittfr Ib Shoota SOYl 
and bodyguard Shootas and 3 big """"", 
Warboss wilh Z armor 
5 Nobz. 3 in armor 
WIth aUOl1ed 'IjHpoory 
and Waa,gIl! banner 

Warbo" Truhh Ib Shoot. SOYl 
Big shoota Shootas. I big shoola 

alld 2 rokkit IIIl11'1Chas 

'~l\.~"'l\.M1VI'.:~ -
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tooltd Basilish 

Dr .. dnought 
2 close combat weapons 
2 big shootas 

1 Wart"hs 
Big shoote, 

lSig Gunl 
Kannons with Grot crew 
Slaver 

14 SharboYl 
Sluggas and choppas. 

'''''-Nob with sluwa and 
po".,,'" 

17 Slugg. SOYl 
SI~S and choppas, 
3 big shoaIlS 

Nob with sluwa. choppa 

""'-



Playing In a batUe against such 
experienced and infamous greensltins as 
Adrian and Andy is going to be tough. I 
decided to field a balanced force 
containing a decent amount of both Fast 
Mack and Heavy Support, as hopefully 
this would allow me 10 deal wilh any 
situatioo which arises in what promises 
10 be a lruly chaotic battle. 

The Warboss and his retinue am Ihe first 
thing I need to decide on. Because the 
scenario puts such importance on the 
Warboss surviving (effectively last man 
slanding) I've invesled in a cybork body 
for mine. For this I needed 10 convert my 
Warboss ligure. but the 5+ invulnerable 
save is worth il as il gives him a chance 
against power claws. His retinue 
contains eight Nobz. armed with choppas 
and sluggas, plus two power claws and a 
Waaagh! banner. Their role would be to 
surround Nagruk and stop him from 
being charged in the first turn 01 combat. 

My core force is built around twenty 
5hoota Boyz, twenty 51ugga Boyz and 
twenty Grots. A lot of combats will be 
decided by who gels to assault (and 
therefore take a Waaaghl test). With this 
in mind, I've taken ten Stormboyz as their 
move of 12" means they will almost 
certainly gel to assault. Bigger. slower 
units can then charge in the turn 
afterwards. finishing off any survivors. 

Supporting my larger units I have taken 
five Warbikes and a Trukk Boyz mob tor 
mobility. Finally. as heavy support 10f' my 
army I've invested in a Oreadnought and 
three Killer Kans. In the past I've found 
that my Stormboyz. Warbikes. and Killer 
Kans tend to gel shot at a lot and suffer a 
lot 01 damage belore Ihey really achieve 
anything. For this battle. I hope to get 
around this by using the available cover 
as much as possible. 

I've found iI hard to decide on a tixed 
course of action lor the Warboss. I think 
I'll have to be flexible and react 10 the 
result of the initial brawl. This said. I 
intend to be as aggressive as possible 
and take the fight to the opposition, as 
this is the only wayan Ork player should 
act. Hiding and shooting is for Eldar nol 
Orks (that's the spirit, AJex! - Fat Bloke), 

Engines revving, guns toaded and 
choppas sharpened, I'm ready to go! 



Nagruk Da Slay" 

~~IfH"Lf4 and bodyguard 
Wafbos.s WIth cybork - 5 Warbik .. 
8 NoW WIth assorted TvM·[inked big shooW 
weapon<y and Waaaghl Bo,_ 

T D"adnough' 
2 dose combat M_' 
Big shoots and rokk,' 
launena l1) Gro'. 

Grot blastas 
Slaver with squighoond 

and grabba stik 

c.. 
t... 
fII 

l1) Shoo'a SOYl 
Shootas, 2 bl{j 
shootas and II roklot 
launchs 

Nob WIth Iron gOO and 
boss pole 

I~ Slugga SOYl 
Sluggas. choppas. 
2 bumes and II rol<kil 
launclla 

Nob with Iron gob and 
power claw 

10 S'OnnbOYl 
Sluggas. choppas and 
jump packs 

10 Trukk SOUl 
Sluggas a!'ld choppas 

Trukk 
Rokkillauncha arid 
bolt-o/'l big shoota 

3 Kill" Kan. 
2 with mkkit launchas 

1 W,I11 big shoots 



DEPLOYMENT 

TIM_ 

TURN ONe 
Alex got the firsllurn and managed to mobilize his Warbikes and 51u99a Boyz. The 
Warbikes sped toward their Warboss in the center of the lable, and both units then 
opened lire on Andy's Warboss. Goroag lost two of his bodyguard to this combined 
firepower, as they failed four oul of seven 2+ saves! Meanwhile the Slugga Boyz 
pushed their way past the Grots and headed toward Gamag's camp. Then came 
Alex's dilemma: as the player with the first turn , which Warboss was he going to 

have Nagruk assault? The decision was 
made a lot easier when Adrian used his 
intimidation technique on Alex to dissuade 
him from attacking Grishnak. However, 
this had the opposite effect and Alex chose 
to assault Grishnak. Alex passed his 
Waaagh! lest and his Warboss, Nagruk, 
struck first, landing two heavy blows into 
Grishnak which Adrian failed to save 
against. Nagruk's Nobz managed to kill 
seven 01 Grishnak's bodyguard, four of 
which were smashed to a pulp by power 
claws. One of the Nobz also managed to 

/ 

knock Grishnak to the floor and score a 
wound on him which would have seen him 
dead. but Grishnak just stood back up 
again (yes, the lucky git had made his 6+ 
saving throw - see opposite page). tn 
return, two of Alex's Nobz were killed and 
Nagruk also took 2 wounds from 
Grishnak's choppa. Things were even 
between the Warbosses but neither had 
died. Alex won the combat easily (mostly 
due to the Waaaghilest). We suggest that 



you do not allow players to use the of the Waaagh! on the first tum of this mission 
as it will make the combats between the Warbosses more nail biting with them all hilling 
simultaneously. Adrian failed his Morale check, fleeing 7" back towards his camp. Alex 
chose to pursue as the opportunity to kill the Warboss was too tempting. Unfortunately 
his dice roll just lell short and he was left dangerously stuck between Andy's Warboss 
and Adrian's army, 

The next tum went to Adrian, and he rubbed his hands together with glee at the chance 
for revenge on Alex for chasing off his Warboss. Managing to get his Scorchas and his 
Trukk Boyz mob to overcome their confusion, Adrian first sent the Scorchas forward into 
a better position to strike next tum and then moved the Trukk Boyz up to engage Alex's 
stranded Warboss. Meanwhile Grishnak fell back into the Skarboyz and mobbed up with 
them. We also decided that any organized models which mobbed up with a confused 



squad would make that squad organized, and so the 
Skarboyz were now ready to join the fray. The Trukk Boyz 
raced around a nearby rock spire and jumped from their 
moving vehicle to charge headlong at Nagruk. The 
combined firepower from the Trukk's big shoota and the 
Boyz' sluggas felled one Nob before the close combat 
began. The Boyz passed their Power of the Waaagh! 
test, though Nagruk easily hammered one of them into 
the ground before he and three of his Nobz were killed. 
Alex's remaining Nobz slew live of the Boyz but were 
finished off by Adrian's Nob who battered all three with his 
power claw. Satisfied that revenge had been exacted and 
Grishnak was safe. he handed the tape measure over to 
Andy and the battle continued. 

Andy began his tum by rolling to see which of his units he 
could mobilize, but only managed to get the Shoota Boyz 
to pass their test, while the Basilisk that he wanted 
desperately to use failed and remained inoperable. With 
only two squads mobile. Andy's first turn was rather short. 
Gorbag and his bodyguard moved back towards his 
personal Trukk while the Shoota Boyz moved in front of 
the inactive Dreadnought. The Shoota Boyz' big shootas 
blew up one of Adrian's Scorchas with a lucky penetrating 
shot. but the rest of Andy's shots missed their targets. 

TURN TWO 
Alex again got the first turn and was able to organize his 
Stormboyz and Shoota Boyz, both of whom moved 
forward to form some sort of ballieline. Despite having 
lost his Warboss in the previous turn. Alex now had 
more mobile units than anyone else and was in a beller 
attaCking position . If neither of the other Warbosses was 
alive at the end of the game he could still win by having 
his units in enemy camps. The 
shooting phase began with the 
Warbikers turning their 
allention on Adrian's Trukk 
Boyz who had killed 
Nagruk. They 
easily gunned 
them all 
down with 
their twin­
linked big 
shootas. 



With a hail 01 fire Irom their big shootas, the Shoota Boyz 
destroyed the trukk that Andy's WartJoss had been intent 
on using. Alex's final action was to shoot a rokkit from the 
Shoota Boyz into Andy's Wartraks. Although he missed, 
this did alert the Wartraks to the lact that there was a 
battle going on around them. and they overcame their 
Confusion automatically. 

Andy got the second turn and still only managed to 
organize one squad. mainly due to the fact that he was 
trying to start up the Basilisk which needed to roll 6 or 
less on its Confusion roll, and kepi failing. The WartJoss 
found his trultit in lillie pieces and so went for his back up 
plan of movinQ"bnto..the nearby building in the belief that 
his mega armor would keep him protected. The newly 
organized Shoota Boyz and Wartraks moved in the 
direction 01 Alex's camp and let rip with their guns, killing 
five of Alex's SIu9ga Boyz. The Warboss and his Nobz 
missed Alex's Warbikers with everything but a rokkit, and 
this was saved by the Warbikers' cover save (due to a/l 
the smoke and lumes from the bikes). Finally the first 
Shoota Boyz mob fired on Adrian's Scorchas and left 
both of them weaponless. 

With fairly light casualties so far, 
Adrian started his second tum. 
The second Trukk Boyz mob 
and one of the Dreadnoughts 
became active. Everything that 
could move forward did, while 
the Trukk Boyz swung around 
the flank of the army between 
the mine and rocky spire. The 
Scorchas that had lost their 
weapons to Andy's big shootas 
in the previous turn, made a 
cunning maneuver and 
elfeclively made themselves 
into moving cover, positioning 
themsetves between Alex's and 
his own army. Adrian then fired 
everything he had at Andy's 
Warboss and his bodyguard. 
This left Gorbag wilh one 
wounded bodyguard and a 
heap of Nobz bodies to take 
cover behind. 

TURN THREE 
Andy got the first turn but was only able to 
organize one thing in his army. Unfortunately for 
Alex and Adrian it was the 8asillsk that came on 
line. There was still a chance that the Basilisk 
would not be able to fire if it failed its Breakdown 
lest but Andy passed it easily, though he would 
still have to take this test every turn. The only 
movement came from Warboss Gorbag who 
realized that he didn't like the view from the 
building (nothing to do with the large number of 
guns pointing in his direction!) and so clambered 
down to join the Boyz with the Dreadnought. The 
Slugga Boyz and Wartraks fired on Alex's SIu9ga 
Boyz. killing four between them. Finally, the 
loaders got the Basilisk's cannon to work and a 
thunderous boom echoed forth across the 
battlefield. The shell hit home amidst Alex's 

and Alex s Stormboyz flee the ensuing carnage 



unsuspecting Stormboyz. Three died instantly. while one 
01 the Warbikers was caught in the blast and his engine 
exploded, taking him out of action. Alex failed his Morale 
check and the Stormboyz leapt right off the table. 

Alex's turn was next and the Trukk Boyz and Killer Kans 
both became organized, leaving just the Grots milling 
about in confusion. The Killer Kans advanced toward 
Adrian's camp with the Bikes in front and Trukk Boyz 
maneuvering around the flank. Alex's Shoota Boyz 
moved forward to support the inevitable charge by the 
Slugga Boyz, but despite a huge number of shots, all of 
them missed Andy's Shoota Boyz. The Killer Kans and 
Warbikes fired at two of the Trukks being used as cover 

by Adrian's army, destroying 
one and blowing the weapon off 
the other. Alex's Trukk Boyz 
came into view of Adrian's Trukk 
Boyz mob, who were still in their 
vehicle, and started firing on 
them. Gunfire ricocheted wildly 
off the trukk, blowing the big 
shoota off and stunning the 
crew, who wouldn't be able to 
move or fire next turn. 

Adrian's Shoota Boyz woke up 
to what was going on around 
them, as did one mob of Grots, 
and almost the whole of his 
army began to steamroller 
forward (though only at the 
speed of a steamroller). The 
Scorchas and the surviving 
trukk, which had all lost their 
weapons and were very 
cunningly being used as cover, 
took on a new role. Driving 
around the base of the mine, 
Adrian moved his damaged 
vehicles to become a barricade 
against Alex's on-coming Trukk 
Boyz mob. Adrian then 
combined his firepower against 

Alex's Warbikers. The Dreadnought, Warboss, Grots, and 
Shoota Boyz all shot at them, leaving nothing but bodies 
and chewed-up, smoking wreckage. 

TURN fOUR 
After the huge amount of destruction Alex suffered in the 
previous turn, it was his chance to exact revenge. The 
Grots overcame their confusion , leaving just the 
Dreadnought immobile. Alex turned his Trukk Boyz 
around and headed back round the other side of the 
mine, as he was unable to get past Adrian's blockade. 



Unable to find any other suitable 
target. the Trukk fired off a rokkit 
into Adrian's Grots, turning one 
into nothing bul a bad smelt. 
Meanwhile, on the other side of 
the battlefield, the Shoota Boyz 
and 51u99a Boyz pushed 
forward toward Andy's camp. 
The 51u99a Boyz were in range 
to use their burnas against one 
of the wartraks. The flames 
enveloped ii, killing the driver 
and exploding the fuel tank. 
While this was happening, Alex's 
Shoota Boyz were firing wildly 
into Andy's Shoota Boyz, but 
their excitement affected their 
already temperamental aim and 
only a single Ork fell. 

Andy's luck began to change 
when he managed to organize all 
three squads he was testing for. 
The Skarboyz, SIu99a Boyz and 
Dreadnought joined the rest of 
the army in taking the offensive 
while the Basilisk fired off 
another shell, this time aimed at 
the center of Adrian's army, 
Hitting bang on target, the explosion tore apart a 
Skarboy, four Shoota Boyz and nine Grots. The 
Dreadnought added its weight of fire to the carnage 
already caused and killed a Shoota Boy. On the other 
side 01 the battlefield the combined firepower of Andy's 
Shoota Boyz, Slugga Boyz and Wartrak caused huge 
amounts of damage to Alex's Shoota Boyz. At the end of 
it, ten of Alex's Orks lay dead. Taking the initiative, Andy 
then charged his Shoota Boyz into Alex's Slugga Boyz, 
automatically passing their Power of 
Ihe Waaaghl lest. However, despite a 
huge number of dice, Andy only 
inflicted 2 wounds on the Slugga 
Boyz, who in return killed one of his. 
Alex passed his Morale check and 
Andy moved in. 

Adrian was last to go in turn four, and 
he started it by failing his roll to 
overcome the Confusion suffered by 
his second Dreadnought. During the 
movement phase, the damaged 
vehicles thai had been blocking Ihe 
Trukk Boyz moved closer 10 Alex's 
camp, with Adrian's trukk ramming 
Alex's Trukk Boyz in an attempt to hall 
the vehicle but failing to inflict any 
damage. The Shoota Boyz, who had 
stood still this tum to get the extra 
range on their shootas, fired on 
Andy's Shoota Boyz, killing four of 
them, while the active Dreadnought 
immobilized the lead Killer Kan with 
its big shootas. Even though it was 
Adrian's assault phase, the close 
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combat between Alex and Andy still had to be fought. 
Alex's Slugga Boyz caused one casualty while Andy's 
Shoota Boyz slew 'ive, though they weren't able to 
defeat the Nob who then massacred a further three 
Shoota Boyz. Alex lost the combat again and despite 
being seriously outnumbered passed his Morale check, 

The roll to see if the game would end was made. and as 
expected the game continued for at least another turn, 



TURN flUe 
Alex gol the firs t turn again and finally gol his 
Dreadnought to wake from its long slumber and join the 
fight by stomping toward the massed scrap going on in 
fronl 01 it. The Trukk Boyz made a complex maneuver 
(well, complex for Orks anyway) and spun around ready 
to take out Adrian's vehicles, which were becoming an 
irritation. The mobile Killer Kans also moved to attack 
Adrian's vehicles as it was important thaI they didn't end 
the game in Alex's camp. The shool ing phase 
commenced with the newly awoken Dreadnought killing 
one 81u99a Boy. The Killer Kans managed to gel a 

'Crew Shaken' result on one of Adrian's damaged 
Scorchas while all the other gunfire from the rest of the 
army flew wide of its targets. In the assault phase, the 
Shoota Boyz and the Dreadnought both charged into the 
continuing combat. Alex's 80yz caused just 3 wounds 
between them, the high Toughness 01 OrKS proving to be 
a constant problem. In response, Andy killed two Boyz 
and toppled Alex's Nob who had yet to strike. Finally, the 
Dreadnought gol to make its attacks. Alex was 
expecting it to mince Andy's Orks but then proceeded to 
cause only one hit and followed up by rolling a 1 to 
wound. The combat was a draw so it went to a moral 
high ground roll off, which also came up a draw. 
Stalemate again, so the combat continued ... 



Adrian's fifth turn began with the Dreadnought powering 
up. The Scorchas moved into Alex's camp and the rest of 
his army moved forward to engage Andy's approaching 
Orks to slop him from getting within 12" of his own camp. 
Adrian's Trukk Boyz were stilt unable to move as the 
Grots couldn', seem to gellhe immobilized trukk working 
again. The only action they made this tum was stopping 
Alex's damaged Killer Kan from being able to shoot next 
tum by damaging it with their big shoota. Much to Andy's 
embarrassment, two of his Shoota Boyz fell to the 
awesome firepower of a mob of Grots, though Andy did 
pass his Morale check (Adrian's Grots 
are well known for possibly being the 
most dangerous element in his entire 
army). Again Alex and Andy fought in 
Adrian's assault phase. Alex's Shoota 
Boyz Nob started true to form by 
missing with all his attacks. Andy then 
inflicted a single wound on the Nob as 
well as killing another Boy from the 
Shoota Boyz mob. Alex's Boyz, 
enthused by the arrival of the 
Dreadnought, killed four 01 their 
enemy, even though the Dreadnought 
disappointingly did no damage. Andy's ~ 
Shoota Boyz lost the combat and failed " 
their Morale check, falling back 9". 
Despite three squads chasing them, 
not one managed to catch the 
somewhat nimble greenskins. 

Andy got the last turn again and 
managed to get his Kannons 
organized. The fleeing Shoota Boyz 
failed to mob up with the Skarboyz and 
continued to fall back. The Shoota 
Boyz, with the Warboss and 
Dreadnought, moved up close to 
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Adrian's army ready to assault. while the Skarboyz and 
Slugga Boyz did the same to what remained of Alex's 
attack force. The remaining Wartrak moved as near to 
Alex's camp as it could. Andy started the shooting phase 
with the Basilisk, firing it at the horde of Adrian's Grots in 
front of his Warboss. The shell hit home with unnerving 
accuracy, killing a Shoota Boy, Squig and two Grots 
(though two Grots did survive the blast - Adrian's Grots 
are really hard you know). Andy's Shoota Boyz 
proceeded to fire at Adrian's Dreadnought. One of their 
rokkits penetrated its armor and the Dreadnought 



collapsed with smoke pouring from the gaping hole in its 
side . The Kannons targeted Alex's Dreadnought. 
managing to destroy it in a much more impressive 
fashion. The explosion left a big crater and nine dead 
arks, five of which were Andy's! The Dreadnought fired at 
Adrian's Shoota Boyz killing two, with another falling to a 
shot from Warboss Gorbag. The shooting phase ended 
with a burna, two rokkit launchas, three big shootas and 
numerous Sluggas wiping out all but one of Alex's arks 
who were near Andy's camp. The lone survivor, a Nob on 
1 wound , was then charged by the Skarboyz and not 
surprisingly died, his body trampled into the ground as 
the Skarboyz stampeded toward Alex's camp, nothing 
standing in their way. Near Adrian's camp, Andy's Shoota 
Boyz, Dreadnought and Warboss Gorbag assaulted the 
Grots (the only obvious target) , who were also wiped oul 
before they could make a single attack. The only survivor 
was their Aunlherd , who fled only to be pursued by the 
Dreadnought. The Aunlherd escaped being squished 
when Andy's Dreadnought ran headlong into Adrian's 
Dreadnought, initiating a titanic combat. The Shoota 
Boyz tried to sweep into Adrian's Shoota Boyz but Andy 
rolled a 3 and they fell stlort of their target. Because he 
was wearing mega armor, Warboss Gorbag had to halve 
his sweeping advance and so moved just 3". 

With Andy's turn over we diced to see if the game would 
end. Fortunately for Andy il didn't. .. 

TURN SIH 
Adrian got the first go in turn six . The movement phase 
consisted of the Skarboyz and Shoota Boyz moving 
closer to Andy's attack force to bring all their guns to bear 
before assaulting. The Trukk Boyz got out of their vehicle, 
giving up on any chance of getting it fixed, and headed 
back towards the camp. The Dreadnought fired its guns 
at Andy's Shoota Boyz as the enemy Dreadnought swept 
toward it, but missed the Orks completely. The rest 01 
Adrian's shooting was all targeted against Andy's Shoota 
Boyz, eight of which were killed by the combined 
firepower. In the assault phase, Adrian charged his Grots 
and Shoota Boyz into what remained of Andy's Shoota 
Boyz and Warboss. One of Andy's Nobz died al the 
hands of the Shoota Boyz, who had passed their Power 
of the Waaagh! test , and Gorbag also lost a wound. In 
retum, Andy's Boyz booted five Grots to death, the rest 
ran away in good old Grot tradition. The combat between 
the two Dreadnoughts occurred simultaneously. Adrian's 
Dreadnought was able to damage the leg of Andy's 
before it was smashed to pieces and exploded, taking out 
three of its own Grots and Shoota Boyz in the process. 

Nexl up was Alex, who looked unlikely to win so did 
everything he could to stop the others getting into his 
camp. The Grots moved toward Andy's approaching 
Skarboyz, as did the Trukk Boyz, while the mobile Killer 



Kans moved back 
towards the camp 
center to deal with 
Adrian's Wartraks. The 
Grots fired on Andy's 
Skarboyz, killing three of 
them, and the Trukk 
Boyz and Killer Kans 
destroyed both of 
Adrian's Wartraks 
between them. In the 
assault phase, the Grots 
charged into the 
Skarboyz, completely 
missing with all their 
attacks. only to lose four 
of their own 
This in itself 
unsurprising but then 
the Grots passed their 
Morale check and held 
their ground as the 
Skarboyz surrounded 
them. On the other side 
of the battlefield Andy's 
Warboss, Gorbag, tried 
to brain his opponent 
with his shoota instead 
of his power claw so he 
could strike first. 
Unfortunately he failed to wound and the Nob he was 
facing off against wounded him, In return Andy's Nob 
killed a Boy before Adrian's Shoota Boyz got to attack. 
Despite nine Boyz attacking Gorbag they were unable to 
remove his last wound. The combat was a draw and it 
came down to Moral High Ground, Andy lost and then 
failed his Morale check, falling back towards his camp. 
Adrian pursued with the Shoota Boyz and caught the 
fleeing Warboss, unsurprisingly as he was wearing 
mega armor, The death of Gorbag put Adrian in a 
winning position but Grishnak would still have to survive 
to the end of the game. 

It was Andy's sixth tum and if the game ended this turn 

he needed to kill Grishnak. He began by moving the 
surviving Wartrak into Alex's camp and the Slugga Boyz 
up close to the scrap between the Grols and Skarboyz, 
ready to join the combat (or should thai be slaughter). 
Andy began the shooting phase with the Wartrak 
targeting Adrian's Skarboyz (who Grishnak had mobbed 
up with at the beginning 01 the game) killing just one. 
The immobile Dreadnought shot down the fleeing 
Auntherd with its big shootas. Then came the Basilisk. 
First, it failed its Breakdown test, which could have been 
bad but resulted in it being unable to move that turn, 
Andy placed the Ordnance template directly over 
Grishnak's head but fate intervened and for the first time 
in the game the shot scattered, missing Adrian's army 

completely. Finally, the Kannons fired on 
Adrian's Shoota Boyz who had cut down 
Gorbag, killing a Boy and a Nob with a Irag 
shell. With the shooting phase over, there 
was nothing that Andy could do to lake out 
Grishnak this turn. The close combat 
between the Skarboyz and Grots was 
joined by Andy's Slugga Boyz and as 
expected Alex's Grots and their Slaver 
were turned into liltle more than a green 
smear on the ground. Then both the 
Skarboyz and Slugga Boyz swept into 
Alex's camp and the sixth tum ended. 

And with that, a 1 was rolled and the game 
ended. Adrian was declared the outright 
winner, as he was Ihe only one with his 
Warboss left alive. 



Whm'd da Boyz go? 
Andy; Aaaaaahhhi AAAAAAAaaaaaaahhhhl Do not send your Warboss Into the middle of 
the opposing army without lots of Boyz to back him upl Harumph, I suppose I probably 
should have charged after Grishnak right at the start, doubtless got killed and got it over 
with. then at least me and Alex could have joined forces to !inlsh Adrian off. But the novelty 
01 survival was Just 100 much, so I sidled off with my Warboss like some snivelling Grot, and 
achieved precisely nothing (serves you right then - Fat Bloke). On the bright side I was 
much laken with the mobility 01 Adrian's and Ale)('s Trukk mobs and now I'm templed to 
include more of my own. The Basilisk was ... interesting. Against Orks I had this weird 
feeling thai even with an enormous Ordnance template I just couldn't kill enough of them to 
make it worthwhite - and spellding so long getting it slarted meant I was slow getting the 
rest of my foot mobs going. Overall, it was a fun scrap though, moslly because 01 the good 
Orky attitudes of Alex alld Adrian. II you want to see a great punch-up just get Ihree Ork 
armies fighting! 

Whm'd da Boss go? 
Alex: I must admit that I wasn't 
expecting too much success playing 
against two experienced Ork players 
like Adrian alld Andy, but despite having 
lost 1 think I've got Ihe most out of it as 

far as lessons learned. I had the advantage ollhe lirst charge alld the humiliation of 
being the first Wafboss to bite Ihe dust. I think ' made the right choice to charge 
Grishnak, but I don't think I should have pursued him when he broke (I played Ihe 
character of my army alld chased after him just as a true Ork would have done). My first 
real mistake (and lesson) was my choice of camp. I opted for cover rather than position 
on the board. The cover made no difference but my position meant I was closest to both 
the other camps, My hopes were finally dashed when I underestimated the amount of 
big shootas Adrian could l ire at my bikes (well he did say he'd get me back lor charging 
Grishnak), and my entire Stormboy unil fled off the table when Andy's looted BaSilisk 
fired at them. In the erld, I thoroughly enjoyed the game. It was ptayed in great spirit and 
I learned some valuable lessons. It's always good to occasionally play against the race 
yoo coIlecl, as it forces you to look at your weaknesses more closely. I suggest trying 
this yoorself as il gives you a different perspective on your own army. I came oot of this 
game with a huge list 01 th ings to add to my army. including some mega armor. Big 
Gunz. a looled vehicle, Skarboyz, Wartraks ... 

A six and a ont! 
Adrian: OK. lers face iI, I won this 
batt le on two dice rolls. The roll of a 6 
for an armor save on Grishnak's last 
wound. and the roll of a I for the end of 
the game! It certainly wasn" won with 
erudite skill and tactical genius. I gave 
up on the idea 01 using tactics years 
ago - It's much better to fight with an 
army in character. In other words, think 
like an Ork. light like an Ork. win (or 
lose) like an Ork! 

This has to be the most amicable game 
of Warhammer 40,000 I've played. 
None of us could really lake it too 
seriously, which is why it was such a 
great scenario to light. What were Ihe 
main points 01 the battle lor me? In the 
beginning no one wanted to risk his 
Warboss and I pitied Alex having to 
deckle who 10 charge firsl. He charged 
me 01 course, which was his lirst mistake 1 mighl add - GAARRRI The game then turned into a test 01 who could kill who first. Alex. once 
again. came of! worse, caught between Andy and me. Andy was a real lhreat. aod was dead cunnin', except when he put his Warboss 
on the building. In \he end. swamping Andy's Walboss did the trick, although losing both Dreadnoughts was a real blow. Also, having 8 
Wartrukk stuck on the starting line, so to speak, was really frustrating. However I was pleased with the idea of using my damaged vehicles 
to block lines of sight and threaten Alex's camp. Andy's Basilisk was deadly and it's a great model too. 1\ was brilliant going head·to-head 
wilh both Alex alld Andy, who both displayed Ihe cunnin' and brutality thaI I'd expect from two greal Warbosses. 
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PLANETARY ASSAULT! 
In this month's White Dwarf Gav Thorpe discusses how to tie your 
Battlelteet Gothic, Epic 40,000 and Warhammer 40,000 games together 
into one huge campaignl To help you ovI, Mail Order has dug through the 
racks to help yoo get started right away ... 
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II , I I I , , 
$74.99 U.S. $110.00 CAN. 

BATTLE FORCE BOXED SETS 
$89.99 U.S. $130.00 CAN. 

8 ATTLEFL.EET GOTHIC IS THE GAME OF SPACESHIP BATTLES. SET 
DURING THE GOTHIC WAR IN THE 41 ST MILLENNIUM; A GRIM 

TIME WHEN THE IMPERIUM OF MAN BATTLES FOR SURVIVAL IN A 
HOSTILE GALAXY. BATTLEFLEET GOTHIC LETS YOU COMMAND 
MASSIVE ARMADAS OF WARSHIPS IN DEADLY CONFLICT AMONG THE 
STARS, THOUGH WHETHER AS MANKINO ' S SAVIOR OR IT'S 
OESTROYER IS UP TO youl 

TO AID YOUR CONQUEST OR DEFENSE OF THE GALAXY, WE HAVE PUT 
TOGETHER THESE SPECIAL FLEET DEALS, , , 

CODEX BOOKS 
$14,99 U.S. $20.00 CAN. 
Codex bOOks contain all the 
glorious history, rules and army 
liSts you need to field the 
armies of the 41 SI Millennium. 
These are what have been 

released so far ;"",,~'!'I 
there are • 
plenty more 
to coma!) ... 

These two booIc.s 
not complete 
fists. You will 
a copy 01 

C~,~::'. Spece 
~ 10 make 

use 01 the 
army lists inside. 

59.99 U.S. 
512.00 CAN. 

BATTLEFLEET 
GOTHIC ~ 

BOXED SET 
$59.99 U.S. 

$85.00 CAN. \ . 



ELDAR VYPER 
JETBIKE 

JETBIKE 
WITH 

SHURIKEN 

$35.00 CAN. 

DARK ELDAR :::: ~:N. 
TheM .... the twl.1ed coutIn. 01 !hi 
proud Eld.. riCI. Thev .... sa<lI.tlc, 
plrltal raiders, 'trtkln.g without _mil1$! 
and IllVlng ,II ..no l ' lnd bel"", them. 
Thl, 48 pagoI Codex conUllns the army 
1It1, b.lckll ...... nd Ind ru .... , alknoin.g you 
10 l!old ..... of II-.. "-I evil rKH In the 
Wlrhllmme, 40,000 URI_H. 
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COUNTS 
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am.k!I book 
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1""1> for a mu'.., .... .00 ... _ "".re. 

a.s. $30.00 Can. 

G"'I'C G lltlNI Ib'lIJ'<'dhrAl.n .... ,.,·f 
$6.49 a.s. for 2 $8.00 for 1 

U'"r/HllI/lller Reg/~.: .. :.~ .. ~,-=r:::::::::r:::.:!. 
~ by c.~1o! 1)._ .. .ur )lorn",", 

lh .. ~ .... """~I'" 20 ........... ..... h~p.>n Sl<'k1on "-un<Jt>, 
"", ........ , f"On. lor a ch:un ........ ..... "",un:u>d ... nol.n! ~.H'Cr 

$22.99 a.s. $30.00 Can. 
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ORK 
WARBOSS -_ . . _-
$15.49 U.S. 
$22.00 CAN. 

ORK 'EAYY 
WEAPONS 

IG"m"sWorkshop's 
lee.mile book featuring 
loriQinal artwork and 
lexcitiing slories. 

Worhhop's comi.'. Wamammer 

I ~;:~~:::: fealures cominuinl1 >u!;lus and It an,,'ork Slarring ~hJra.:u~r~ from 
Warhammer and Wnrhammcr 

SUBSCRIPTIONS 
IN THE STATES: 
12 Issues for 530.00 
24 Issues for $55.00 

IN CANADA: 
12 Issues for 542.50 

ORK 'ARD BOYZ 

Games Workshop's 
professional fanzine 
featuring gaming ideas 
for garners by gamers. 
l1lc Citadel J(>urnal oontains loads of 
eJlclu>i\'l.~ ~pe<'ial ru les, articles. new 
Sl.'emlrio>, mmcn.ion nuxJcls 3ml loads 
more in a tidy. bi-monthly packa!:lc. 

SUBSCRIPTIONS 
IN THE STATES: 
6 Issues for $40.00 
12 Issues for $75.00 

IN CANADA: 
6 Issues for 550.00 

Great tales of fantasy and 
adventure unfold in your 
hands with Inferno! 
A bl-llloruhly ~'()JlC'o:I"lIl of a1l-nev. Maries 
and anworl. ..... 1 again.'l lilt backdn'P' of 11K' 
\\'arhammcr alld Warhammer .w,OOO 
uniwr.;e~, Con1ol! e.~plore wllh us. 

SUBSCRIPTIONS 
IN THE STATES: 
6 Issues for $35.00 
12 Issues for $65.00 

IN CANADA: 
6 Issues for 550.00 



MAIL ORDE 
NOW OPEN LATER THAN 

EVER BEFORE! 

Have you ever been sitting at your painting table late one Saturday 
night/ trying to finish your latest Games Workshop masterpiece 
and realized you needed just one last bit? To make sure you 
would have more access to the models you love and 
need so much, we threatened our Mail Order Trollz 
with work in our mines if they do not stay extra 
hours and take your orders! Fortunately, they 
were only too happy to stay (we feed them 
really well!) and continue to do an excellent 
job shipping your much· needed models 
out to you. 

IN THE U.S. 
Mon •• Sun. Open 9 am to 12 midnight 
Eastern Standard Time 

IN CAN. 
Mon •• Fri. Open 9 am to 12 midnight 
Sat. & Sun. Open 10 am to 8 pm 
Eastern Standard Time 
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I Ork wm... 
I Ork Nob! Soxfd St1 
o Ork Nobz 
3 Ork Truklll 

I Ork Warlord 
0\ Blisfm or NotIz 
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I orts Nobz BOlCH St1 
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Huuy Wupon. 
13 111.tfl'S of lirt1thln 

10111 Trukk 
1 Ii! liunz 
1 WilrTnA. 
I Basilisk Tank Ki, 

5 orts Warilikrs 
I StaHr 
7 lli.trl'S or Grrlthin 
1 IliSirrs of 10Yl with 
HUUII IInilpon. 
1 ort! Slonnboyz 

IWilrtlu~y 

1 Wanrak $(orrh.1l$ 
1 St.urr, 
3 Ork 80yz 10ICH St1. 

" Ilisfrrs or Soyz wllh 
Hrauy Wrapon. 

WAAAGH! 
GRISHNAK 

Take control of this 
gruesome greens kin 
army of Adrian Wood 
with this spectacular 
Ork deal! 

$470.00 U.S. 
~OOO.OO CAN. 

GORBAG'S 
BLITZ BOYZ 

Andy Chambers 
inspired this massive 
mob and now you can 
take the horns of 
command. Can you 
feel the WAAAGH!!! 

~325.00 U.S. 
$430.00 CAN. 

1 Il/strl'S of 8o!p with lumas 
3 Ori! 80yz 80ICH Stu 

NAGRUK'S 
DOOM BOYZ 

Alex Boyd slogged it 
out with these 
greenies. How will 
you fare with the brute 
force found in this 
army? Call Mail Order 
and find out! 

$435 U.S. 
~550 CAN. 

I Blistn of BOIil with &urn,. 3 Ori! 80yz SoHnI St1. 



ORDER 
Q: How can you guarantee to get your hands on the newest Games Workshop 

boxed lets, models, and books as soon as they come oul, mailed so they 
should arrive at your door the day they are released? A: By taking advantage of Mall Order's monthly Advance Order deals! 

Don't forget thai If you place an Advance Order with us we charge half 
price 1st class postage & handling - that's only U.S. I So give 
us a call to find out the prices and what other and special 
offers are available! 

,~---------------------

ACT NOW! 
Do you ha\'c wh:u II lakc$ 10 
become a rich IlIcr<:cn:u'}? Can 
you smell WynblOnc a mUe a_y? 
Then )'ou',-c :dn:ady ~cn affccl~ 
b) \tordhcim • the City of the 
Damned! 

Amib,ble only IhrouKh Mall Order 
ar!.' M)m(" uf the upt::\lmlng bible,... 
),ou can gCI 10 .supporl )'our 
\tordhCim ad'..::nlurel5. Inlprove 
)'our chance~ (O( I;urviving Ihe 
dcadly $IrCCC$ o( Ihls accur.wd elly 
and prepare 10 become rich wilh 
W,·rdl>IOnt: . Faille and (orlUnc a.re 
yOU" (or Ihe laking . .. 

'~::'::~;~ "':~:~:d:~:: City or Ibe [ advance 
receh'c a (ree 

I"e"iously unreleased IIUIl1:111 

W11.ard model. " perretl addldon 
10 any mercenary group. thi .. 
m;nialurc is a nne acquisilion (or 
Che mO!;l adn' nluroul; Mordheim 
"W)'rdslone hURlersl 

~eiff«n~ef ~«IlC«in 
1 Human Leader per blister 

$7.49 U.S. $11.00 CAN. 

Itf«n fe6Bif 60ft"tfn 
1 Skaven Wfzard pet" blister 

$6.49 U.S. $9.00 CAN. 

'llfiffa~" a:qampi.n, 
t Hum.an Champion per bllster 
$5.49 U.S. $7.00 CAN. 

'll<iffan~ ~.ungbr~, 
2 Human Henchman per blister 
$6.49 U.S. 58.00 CAN. 

<1:)g" !l5"'pgua~ 
t Orge Mercenary per bll$ter 

$13.49 U.S. $16.00 CAN. 

Ulllil Mordhelm Is officially r(:leascd. there will be a 
steady Siream of ~1:I11 Ordcr spa:iab;. so be su re 10 g;\'e 
us a mil for more de tails! 



. ... . .. - _. -' -

"0". ~~~~a!~J'!!w:~f~~~f~c .. OM"lr 

~ES "'1tIL OI'Dtl' (01'''' 
CODE DESCRIPTION PRICE QTY 

TOTAL 
PRICE 

, 
--

TOTAL 
~ UNITED STATES HI CANADIAN u.s. Ill' ·II&tNTSCf 

MAIL ORDER MAIL ORDER IID.AOOS%lV.l AOOU% ~ lINn 

6721 Baymeadow Drive 1645 Bonhill Road, Unit 11 CAN. ONly· PiSIOOfTS .I.IXl CAN ONLY ]%GSUPST 
Glen Burnie, Maryland 21060-6401 Mississauga, Ontario L5T 1 R3 pOSTIa 

EE 0.-. • S 20.00 S 5.50 EE -. • n"" $ 5.50 .,,"'" S 2001 • S 40.00 $ 6.SO S 20.01 Ie $ 40.00 $ 6,50 GRAND 

~ 
S 40.01 • S 60.00 $ 7.50 

~ 
S .0,01 10 $ &0.00 $ 7,50 

5 &0.01 • $ BO.oo 5 I.SO 5 60.01 10 S BO.oo 5 8.SO TOTAL 
5 80.01 • 510000 $ 9.50 S 8C).OI 10 $100,00 $ 9.50 
$100.01 10 $120.00 $10.50 $100.01 10 $12000 $10.50 

2·3 DAY SELECT $12(1.01 10 $150.00 $12.50 1120.01 10 $ISO.00 $12.50 Spr.)' I'lalnb .nd Priml'n 51SO.01 10 ~, $15.00 $ISO.01 Ie """ $15.00 
' .0 _1IPO, fPO-0r<I00s .. _,..U.5 __ . "-"1' .... Thundem.wlc Shippong, _. J:;:; or<*_ 

Ow 10 mk-r"J I'I',utalion,. no 
I'll AI( HI 0r<I00s .. _ ,.. U P,I ~ CIoy_ 

5 business daysl Sorry, Thunde wkI elMO! deliver 10 P.O 
. p<ay can. nlay ~ 'hipped 

AOOmONAL SERVICES Bo .... 1M ... can ship '/OIJl order .... C.nadrI PC$I! u<"'~ ~ny rurm or Air "~rrkr. 

UPS 2ncI 0.,. Air· ~ U.S.' Add $5,00 AOo mONAL SERVICES 
w" C3I\ 001)' -"'00 'pr:I) can.' 

UPS Nul Day Ali· Con~ U.s. DIIIJ -Add SIO.oo UPS CwIIdIo 1-2 Days -Add SI5.00 
u<rn~ ~roond """r"~ Th" 

UPS Held 0.,.,... PR Elcptfts ~. Add 510.00 SPRAYS Please in<;IudIe an __ $10.00 ~ 
Ion"" u, 10 ~Ihn, """')' 1"'101> 

UPS"""1 Day Ali· All. HI E"P'1>S5 s..v;,;.. Add 515.00 Chat9H lot orders COOIaIl'loirog tpfayl as ""1'" dassrfiad .. 
and IW'1TICn l<>cool,nenlal U.S, 

UPS S.lUIda~ Delivery. Plea" ca. lor del~. ~ftIOA Goods and monl be shipped \l1li Ground _ • :rOO C~n;,rJian ;\(jJ~ssc> 001) 
FOfeI9I' SNpping CI'W9U' Plea .. ClllIOr del.HI, spaoal coo r>eo-. (NO P.O. lime,). 

r-----------------------------------------~ 
WHITE DWARF DEALS 

o I would ~ke 10 subscribe to White Dwarf tor 1 year tor $50 U.S. or S8S Can. and get 6 ISSUES FREE. ffi±£MfJ' 01 woold like 10 subscribe for 2 years for S95 U.S. or S150 Can. and ge t 6 ISSUES FREE. 
MaIyIand restdents add 5% sales tax. 

Canadian residents add GSTI1-iST M!IMOba and Quebec I'8$kIents add PST 

Form of Payment: (please circle one choice) Check. Money Order, Master Card, Visa, (U.s. Only: American Express, Olscover) 

Credit Card Number: ....... Exp. Date: 

Cardholder's Name: ... . ...... Cardholder's Signature: •..... 

Name: .....•.................................................. 

Acldress: 

City: . . ................... State/Province: ............... . .......... Zip/Post Code: .. . ........................ . 

Phone Number Home: ( ) .................................... . .... Wol1<: ( ) ............... . L _________________________________ _ _______ ~ 

. - -- - -- -~-~-= ... , -. -.-- -------=-Y.7-~'--;..;.,- - -
"lr U.S. MAIL ORDER 1:800~94.l;'AME"o" .CAN;" M~II!ORDER .1.88S.GW.TROLL 1 

- '.... .-.r--' _. . . 



In case you didn't know, White Dwarf is the monthly magazine dedicated to 
the latest news, rules updates, modeling and painting advice, and releases 
from Games Workshop. The regular Chapter Approved section provides new 
rulQ.!' . army lists, and Q+A's for Warhammer 40,000. Regiments of Renown 
Intro(J'U'Ces mercenary units for Warhammer. These exclusive features let 
you take your games beyond the boxes they come in. But there's a whole lot 
more! The 'Eavy Metal crew gives you some of the best painting and 
modeling advice you'll find anywhere, right alongside full-color pictures of 
the newest Citadel Miniatures painted to the highest standards of 
excellence. All this, plus inside information on upcoming Games 
Workshop projects, make White Dwarf a must-read each and every month 
for anyone Involved in the Games Workshop world of hobby gaming I .--r' ..... 

Subscribe today and you'll never miss an issue! 
Starting your White Dwart subscription, or renewing your 

current one is as easy as choosing one of the options below: 

In the U.S. 
Complete the coupon below 

and mail it to: 
Games Workshop Mail Order 

6721 Baymeadow Drive 
Glen Burnie, MD 

21060-6401 

Or phone in your order to: 

1·800·394·GAM E 

In Canada 
Complete the coupon below 

and mail it to: 
Games Workshop Mail Order 
1645 Bonhi ll Road - Unit 11 

Mississauga, ON 
L5T lR3 

Or phone in your order to: 

1·888·GW·TROLL 

r-------------------------------
WHITE DWARF DEALS 

o I would lih to sobsctIbe [0 White Dwarf lor 1 year lor S50 U.S. or $85 Can. and gel 6 ISSUES FREE. 

D I would tiIIe \0 subscfibe for 2 yea,.. for $95 U.S. 01' $150 Can. and gel 6 ISSUES FREE. 

Maryland fesdents add 5% sales lax. 
canadian fesldenl$ add GSTJ1iST. MaruIOba slid Quebec flISOdenlt add PST 

Form 01 Payment Chedl. Money Order, Master Card, Visa, (U.S. Only:Amerlean Express. Discover) (please circle on~ choice) 

Credit Card Number: .. , .. , ...... ................................................ Exp. Dale: ........................................ .. 

Cardholder's Name: ..................................................... Cardholder 's Signature: ................................. .. 

Name: .................... , .. , ........ . 

Address: .............................. . 

City: ................... , ............. StatelPro ... ince: .. . ............. . ZipIPosl Code: ........................ . 

Phone Number Home: ( ) ............... . ................. ............... Work: ( ) ......................... .. 

~-------------------------------------- ~ 





WARHAMMER 40,000 
SINGLE MINIATURE 

WARHAMMER 40,000 
SQUAD 

'" Joshua Essoe 
2nd Place Warhammer 40,000 
Squad 
Eldar Striking Scorpions Squad 

" Bobby Wong 
31d Place Warharnmer 40,000 
Squad 
Uftramarfnes Command Squad 

<II Chris E 
1st Place 
Single MIl 
CrImson. 

<II Paul R; 
2nd Place 
Single Mit 
Dark Elds 

<II Bryan : 
31d Place 
Single Mil 
Chaos Sp 



l 

WARHAMMER 40,000 VEHICLE OR SqUADRON 

.. Chris Borer 
1st Place Warhammer 40,000 
Single Miniature 
CrImson Fists Terminator Captain 

.. Paul Rathbun 
2nd Place Warhammer 40,000 
Single Miniature 
Dark Eldar Wych 

.. Bryan Shaw 
3rd Place Warhammer 40,000 
Single Miniature 
Chaos Space Marine Fabius Bile 

• Chris Borer 
1 st Place Warhammer 40,000 
Vehicle or Squadron 
Crimson Fists Dreadnought 

... Drew Williams 
2nd Place Warhammer 40,000 
Vehicle or Squadron 
Space Ork Dreadnought 

"' Bryan Shaw 
3rd Place Warhammer 40,000 
Vehicle or Squadron 
Eldar Wave Serpent 

• Randall Ste 
1st Place Warhal 
Single Miniature 
Ore ~Panther Bo 

... Drew Willia 
2nd Place Warha 
Single Minlatur& 
Srefano/an Gra/. 



WARHAMMER SINGLE MINIATURE 

.a. Randall Stewart 
1 sl Place Warhammer 
Single Miniature 
Orc "Panther Boy" 

... Drew Williams 
2nd Place Warhammer 
Single Miniature 
Bretonnlan Grall Knight 

... Matt Verzanl 
1st Place Warhammer Unit 
Brelonnlan Grall Knights with 
Fey the Enchantress 

" Tony Ordona 
2nd Place Warhammer Unit 
Savage Orcs 

... Greg Smalling 
3td Place Warhammer 
Single Miniature 
Lucrezz/a Belladonna 

" Bryan Shaw 
3rd Place Warhammer Unit 
Lathern Sea Guard 

I J 



nit 

" Bryan Shaw 
3td Place Warhammer Unit 
Lothem Sea Guard 

I .I 



r ., 

• • 

~ Bryan Shaw 
2nd Place Monster I Creature or 
War Machine 
Greater Daemon of Khorne 

.. .Joshua Essoe 
3rd Place Monster I Crealure or 
War Machine 
Hive Tyrant 

MONSTER I CREATURE 

OR WARHAMMER WAR MACHINE 

MIItt Verzanl 
1_ pa.ce Mons .... I Creature or 
WarMKhlne 
GlOm the PlIunch 

Bryan 
1st Place 
Elenr Rslders 



• 

• 

BATTLEFLEET GoTHIC FLEET 

,. Bryan Shaw 
1st Place Battlefl"' Gothic Fleet 
Elder Raiders 

... Drew Williams 
2nd Place 
Battlefleet Gothic Fleet 
Plague-Fleet Pandemlcus 

Mike Stephen. 
3rd Place Battlefleet Gothic Fleet 
Elder Fleet 

Rocc 
1s1 Pit B,..., 

.. Brett [ 
2nd Place 
;;The Wlcl 



• 

Rocco Mazzella 
1st PIK:e BlItHe ~ 
BIKk Crou Bt'fIthren 

.. Brett DeWald 
2nd Place Battle Scene 
"The Wicked Within " 

BATTLE ScENE ... Dave I 
3rd Place 
S/sekTer 



to Dave Brooks 
3td Place Battle Scene 
Black Templars vs. Genestea/ers 

• 

• 

YOUNGBLOODS 

<II Kevin Ludwig 
151 Place Youngbloods 
Eldar Farseer 

~ Zach Ludington 
2nd Place Youngbloods 
Ork Warlord Gorfang 

~ .Justin Kupec 
3rd Place Young bloods 
Llzardmen Kroxigor 

FRESH MEAT 
The Youngblood catego­
ry i~ the chance for our 
sm aller hobbyisls to 
shine in the spotli ght of 
glory. Open onl y to 
those Games Workshop 
fa natics who are 14 
years old or younger. our 
Youngbloods work real­
ly hard to put together 
some excit ing pieces. 
Just one look at these 
models ;lIld it is di fficu lt 
nOl to be jealous of their 
advanced leve l of skill. 


