


WHITE DWARF (ISSN 1532-1312) July 2001 No. 258 IS publosheci monlhty by Games Wor1\shop 6721 Baymeadow Orwe. Glen Bufroe. Maryland 210fi0.6401 
USA. For subsenphon 6eMCe on 1he US wnle 10 Games WO<kshop US Ma~ Order 6721 Baymeadow OrWe. Glen Bum .. , Maryland 2106().6401 ~ pnce 
os SSO.oo 100' 12 ISSUes. For subscropl00n SEtrv.ce in Canada Wrlle 10 Games Workshop Canadian Mail o.-def 1645 SOnhIII Road. Unil II , M,~ssauga. Onlano l5T 
lR3. Subscnpbon pnce os 585.00 lor 12 issues. Postmaster: Send address changes 10 Games Work5hop 6721 Baymeadow O..ve. Glen Burrve. Maryland 21060, 
6401 . Penodocals Poslage Pard al Glen Bum,e, Maryland and add,honal o/frees. 

_ ..." l ... T •• m 

u.I(.:P-..I'fa' -'-s...,... 
G<-.. DaYey . ..... Gt_ ~ H_. ""'" KeI'jo 
, PW: R..cIgo 

u.$.:o...w WJI. 
s_ "OotIy'" , ..... C/InJ 'Go-Go CIonIor>gncnt. 
Pod< ' lODOI' Srrolh. & W ........ 'Goo~ Sl_ 

Co....- ............. ~: GeoII l aylO< 

.-JQhn 8I.w>::too, Ale. BcyrJ. P~ o...woto. a...o~. 
_~ _1(~. IWI/CopftoIo.' _ _ 

Contribu,.". 
U ,I( · AInsoo~""". Andy~~c.... ,....._.JeMs_ G..-.""_, s,-.~ 
MarlIIia,.,.,.. . ...... ",."".~. M;t_Spt_. 
~ 11Iom.<on. , eaW! TI>oq>e 

tJS & C~ ·DwI __ _ 

J~ __ JuggIet'~. JdtnC- 1knC­
I\800'I0.. Ty F_. a.... FILlP_ J(", J(~. 

...... J(_ £.."l~T..-y~_~ 
& .-.- VeIocO. 

·.!'noy,.,.l.t T.-o 
U""", F_" _ Gt-.. r..,.". HoI .... .....,. _. 

':_ I.t!:~.Kt<rI!_a.... Snw!. 
~i 0. .. n-o.. 



CONTENTS 
Games WorkshOp News 
The latest hapPenings al Games Wofkshop. 

lIew lIeleases This Issue 
The latest miniatures. boxed sets and books released this month. 

Dar. Clouds Ovor NalamneMarhammar' 
Space McOuirk unveils the foul origins of the hated and lea red 
Witch King of Naggarolh. 

lbe Dark Coven 
"'arbammerl 
The Witch Elves are 
008 of the most 
violent cults in the 
Old World. 

ralnUnl WIUI De 
Averil' Joe 
lWarft.mmerl 
Joe Sieboda 
discusses the 
process of painting a 
cavalry model. 

Joumev 01 the Dark 
lmlssary 
lW.rhmmerl 
eMs FitzPatr)cl( 
leaches \he liner 
points in sculpting 
the Dark Emissary for the Oario: Shadows Campaign. 

Dark Shadows W,rldWlde Warb.mme, Campi •• 
More info on this year's summer campaign. 

nUl Storm Brealls £Wamamma,] 
Early reports on the wor1dwide summer campaign. 

Dark Shadows Summer Banle 'our lW_mamm.r) 
Check out ali the store listings for this year's summer 
battle tour. 

Arca.1 ll,. lWarllammerl 
Gav talks about the creation of the Dar1< Shadows campaign. 

Warnammer Chronicles lWarh8mmerl 
Gav presants a 0 & A for Wamammer 6th edition. 

Delendlr ollbe Imperium (lnqulsher. 
Brother Artemis belongs to the mysterious Deathwatch. the military 
wing 01 the Ordo Xenos. 

44 Dulle von Castellan 
IIRllulsllorl 
The history of the 
Infamous Rogue 
Trader, Duke von 
Castellan . 

... EIterml.atos 
nnqubhor. 
Gav Thorpe introduces 
the firsl 01 his monthly 
additions to the 
Inquisitor game with 
tables for randomly 
generaHng characters. 

51 GW MIIlItoI 

52 lessers Herees Unqulshor) 
Gav Thorpe's Inquisitor, Kessel, and how he created his 
peculiar wafband. 

56 CreaUng Worlds Unauls)tor) 
Gav takes us through the process of setting up an 
Inquisitor campaign. 

62 The Canadian Carnes Da, 20011venl 
The lalesl details on guests, how to register. gaming, special 
events, Golden Demon and morel 

&& G.mes Wonshe.Relall Stores 
Addresses and phone numbers. 

81 Glmls Wlnsbep .IIaIIIVlftIS 

10 1I01lile Trader Siores 

n Runes 01 Forging 
Join all the conversion fun with Conversion Master Aaron Dill! 

1& Index Astartes; Emperors Fist lWarhammer 40,000) 
The Imperial Fists, lod by the mighty Rogal Com, are a bastion 01 

might anchoring the hean 01 
the Imperium. 

12 Cllia,ter "aroved 
lWartlammer 40.000) 
Rules lor Deathwatch Space 
Marines, and another look al 
the Grand Master of 
the Ravenwing. 

86 Fan.Ucld 

IJ Tbe Chili ollbe Grave 
lWarhammer) 
The Dar1< Elves of Naggarolh 
march north to prevent an 
incursion 01 the undead in this 

00ge Wamammer battle report. where we see Morathi, the Hag 
Queen 01 the Dar1< Elves, go head to head with the Necrarch lord, 
Zacharias the EvenMngl 

105 •• 11 Onler 
New deals and 
handy compooents 
from the Mail 
Order Trolls. 

_ .. __ ...... _ ..... - .. "."'. TUU -.-....-a __ ..... __ _ a-p---,,-.----... __ ... _ ........... -. ..... --_ ..... -. __ ... -..... _ .. _---... __ ... _ .. _-_ .. __ .. _ ........ --_ .. __ .-... -.... _ .. __ ..... _--_ ..... --I. nl. 1 •• _ ... _____ _ 

---"'-"--'----_ ..... _ .. _ ..... _--------_ .......... ". ... _"""'--------­-----_ ... _ ..... _ ... -_ .... _ .... -._,..-_._------_ ... _---.. -.... _-_ .... __ ._-....... _ ....... -.-... _ ... __ ..... _-_ .... _---_. -

.. __ "" _____ ,.0..-
__ ... __ • ___ t..-._ 

=-.:"'"-"'=-... ~'"'=":" -=:.,-:.:: 
---,-~----­
. __ .. __ .... ----_._-_._ .. __ .... ---------_"Ooua _______ _ 

-----------_c-~c_c:_.. ___ _ 

==---=::::..'"l:...."1;:,~.::-:--_ .... _ ... _--,-------.----------------__ .. __ ... _t,o. __ .... __ --'-.... _.-__ ...... 
~"'="'"..:..-.:_~ ....:.!r"': --_ ...... _-- ........ -..... -------------------'-'_._'-'''-'--­_ ... _----_._.- ... ------_ .... __ ... 
"..-.. ~ .... --... ..,..--- .... -_ ..... ' .. 
~ .. --.. --... -­_ ... -.. _ .... _-_ ..... -------_ .. _ .. _ ..... -_ .... -_ ... _._ .... _ .. --""._--"".' ---



summer, do rO~;ye me a lillie artistic license.) And July usually 
mean) a couple of things ~mund here 31 Climes Worklihop HQ, 
lhe aflermath and recovery from tM madness of Games DII)' and 

the beginning uf Ihe Summer HalUe Tour. In case you weren·! 
around fur last momh's initial announ<;:emenl, thi~ summer's lOur 

will cenler around tl1e mystic isle of Albion and will give everyone 
who comes OUI to play the chlln<;:e to write the next <;:hapter in the 

hi,tory of the WarhammerWorld {lind don't forget the added bonus 

of hunting for Ihe leg,;muary leader of the Space Wolves, Leman 
Ru~ in D small scale version of the Hunt for Russ table from 

Games Day}. Check the White Dwruf for the initial list of stops to 

~ee where you clln join the baIlie. 

111al brings me to the !l:illlr niflr pack-in for this I1lQnlh's issue: the 

Dark Shadows book. Chock full of infonnation about the fog­

shrouded mrsteries bidden on tbe island of Albion. as well as some 
insight as to wby all of lhi$ confli<;:! i~ lllIi:ing place on its shore:;. 

Be ~ure to sift throllSh it and find OUI how you can lake part in Ihi~ 

~ummef'S worldwjde campaign. 

Lest we forget the ever-increllsing presence of the Grand 
TourtUlmenlll. U you want to compete in lhe GT in the Big "0." 
(that would be Dalhls, in case you were wondering), fllIlke sure that 

you get your regi~tr.uion information in 10 the proper authorities on 
(but not before) July 12th. If it's anything like lhe others. it will fill 

up mighty fast. sn don't delay! Later this month, the Canadian 
Grand Tourna m ent will once again take ovcr Humbo:r College in 

Toronto, Ontario. Check bacK for coverage of both oflhese events 

in upcoming issues of White Dwarf. 

And on a last llQIe from the lands nnnh Ilf tlte border, the tiTSt ever 

Canadinn Games Day is fa~t approaching. I've just received word 
that the inau~ural guesl will be none other than design studio 
honcho GOrdUD Da~ idsun. He' ll be sure to givl' you the in~ide 

scoop on the latest projel;ts that ITIQst Ilf us don't even know abvut 

yet. Check OUi all of the details later in this issue to find Ollt where 
you need to go, how \0 get your tickets and whal else to expeet at 

this hindman; event. 

Th.:II's about it. l hnve to admit, I'm still in aliale bit ofa haze from 

the frantic Games Day preparation going on around ~, but J 
promise, I' ll be back and more coherent than ever next month" (it's 

hard 10 be less coherent, I know.) S~ ya! 

William "Goal-Boy~ Sti lwell 

The Heat Rises on the 
Thermometer and on 

the Battlefield! 
Games Worksbop products are available all over Nunh America at 

Gaml'S Workshop Hobby Cenlers and Rogue Trader 
Independent Retailers. To find your nearest slore look in the 
Rogu~ Tmder List. packed in wilh each issue of White Dwarf. 

If Ihl'TC are no .,(Ores stocking Games Workshop products ncar you. 
then our specuy and efficient Mail Order Service will be more 
than happy to help you get wbm you need. Just call 1-1100-394-
GAME in the United States or 1-1I88-GW-TROLL in Canada for 
up 10 the minute product information and o:urrent release dales. 

Also. don't forgel 10 cheek out the Games Workshop website. 
Along with all the latest releases. news updates. and upcoming 
conventions you'lI find our l\Iail Order Online SIO~ where you 
<;:3 n browloC. purchase games and miniatures, individllal bitt. and a 
whole 101 more! 

http://www.games-workshap.com 
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If you sheop in a GW Relail Slore. place an order through 
GW Mail Order or lake part in a Rogue Trader 
Toumamenl or Outrider event. you should come acro~) 
one of our feedback cani>. Be sure \0 fill il 0Il\ and send 
it in. Not only will this provide us with some really good 
feedback as w what your opiniolls are, but each and every 
month one lucky winner will be chosen a\ r~ndom to 
receil'e a cool pri:.!!'. in addition \0 having lheir name in 
prim right here in the pages of While Dwarf! 

Welcome 10 lhe world of Fa!l!;lsy Banles with lhis 
month"s prize: 

A FREE CoPV 01 Warhammer 
Rlr this month's winner: 

BlllbbV Johnson 
01 Federal lfatlfA 

One of the 
lI!;pec1~ ofTyrnnid 
tbeycan be taken as multiple types 
of squad selections (HQ and 
Eliles. to name a couple) . Andrew 
Parkhill decided that an almost all 
Tyranid Warriol'5 :mny (with the 
not,so-minor :tddition of a ""hole 
slew of Ripper Swanns as troop 
choices) was his kind of foro:e. so 
he ventured 10 Riptide's Cards. 
Comics & CoUeclibles in Altus. 
Oklahoma and picked une up. 
That's righl. 3.1 boxes. 99 Tyranid 
Waniol'5 (and all those Ripper 
Swarm~J all in one fell 
Her<: he is (on lhe left) wilh 
owner Sean Lowery (and the 
of Warriors thaI is almost as 

lie is) . Good luck assembling your arm)'. and be sure to let ~s kno\\" 
how it fares in baule. 

CUSTOMER SERVICE 
Do you hal'e any questions about Gamcs Workshop? The gang in 
Customer Se!"\'io~ can handle thcm all - whether they'n: about our 
products. indcpendent retailers. or odd rules. If )'Oll'r<: mi,sing 
picres from a model. looking for a sture, or ha"c a rule that's 
giving your gaming group h~adaches. uon"t hesitate 10 call at: 

1-800-492-8820 
The Customer Service o..panment is Op<'l1 from 9 am to 8 pm 
(Easlern Standard Time) Monday through Friday. 

If you hm'e more than thrce rules questions. please maillhcm to: 

Gomes Workshop/ Customer Service 
6721 Boymeodow Drive 

Glt!n Burnie, MO '21060·6401 
By e"mai! yuu ca.n reach \Ill for rules questions. at: 

rooh:boy:r@games ·workshop,com 
or anything else :1{: 

C U 5 t serv@go mes-workshop,com 
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July and 

the Brunswick. Maine T:::: I 
opporlUnily \0 compete a full-scale Warhammcr 40,000 R 

Tournament on Sunday, but thaI's nOI all! SalUrday wi ll see a 
Wnrhammer King of the Hill event wilh players facing off all day for Ihe chance 
10 play agains i. and PQ$slbl,- even defeat. Games Worl.: shop HQ's John 1.bl1 hc"·5 
(sneaky Warhammer general ex trao rd inaire), who will also be judgi ng a painting 

10 accompany the evc:n. NOI \0 mention prizes galore! 
Even if you ca n'! make it !O the Brunswick s lo re. make sure: you hit their Olher 
local ion in Portl and. as special deals and gaming events will be takiug p lace tltere: 
all weekend as welL For more info. contact Chris Tllaektr from Ihe Keep at: 

Brunswick: 201-129-9255 Portland: 201-161-4224 
Visillhe ~p Online at: www.thek~ponline.rom 

TYRANID WARRIORS 
INVADE CANADA! 

Not too long ago Games Work.~op Canada held a Tyranid Warrior 
Pllint ing Contesl to celebrate the re lease of the long awnited Codex: 
1)'ranids. Pareicipmion in this event was phenomenal! Hordes of Tyrnnid 
Wnrriors were picked up at local Games Workshop stores or independent 
retailers all across the Gre~t White North to be painted and submitted back 
to the stores for judging. All the winning models were then sent to tlK: 
Cnnadian Head Office to be phOl:ographed and featured here! But more 
than th:u, each store winner received $ 100 CON in Games Workshop 
merchandise! Not all of the winners could be ~hown. as there were just tOO 
many! But here's a couple to give you an idea of just how cool some of 
these Tyranids looked. 

THE BIG LIST OF WINNERS 
Store Name Winner 

John Crowdl. l(llm !he London, Ontario GW Retail Star. 
entered Itois Tyranid who has jUst done something hideous to one 

Danny Byer 
A.P. Cox 

Maxime Croleau 
John Crowdis 
Galen Daloe 

Damen Deleenheer 
Jonathan Han 

Guillaume Juneau 
Eric LaChapelle 
Adam LaForct 
Justin Miller 
Clare Mulroy 
Kyong Nahm 

Michael Olsen 
Karl Rinders 
Mario Rocha 

Joe Scale 
Chris Skala 

Curt Spunging 
Vincent Thibeault 
Jusic Thurman 

Petre Tyrrel 
Bruce Venegelez 

RobWilsoo 

GW West Edmontoo 
Hobby Shari< 

Librarie Donjon (Quebec City) 
GW London 
Eyeball Soup 
Great White 

GW Scarborough 
Orthanc La Fortresse 

Le Griffon 
Nexus Games and Hobbies 

GW Klngsway 
Game Zilla 

Ubrarie DonJon (Montreal) 
Sanctuary Games 

Imperial Hobbies (B.C.) 
GW Devonshire 

Wonderland Toy and Hobby 
North Star 

GW West Vancouver 
Ubrarie Donjon (Montreal) 

GW Burlington 
Odyssey 2000 

A nice paint job, ----tnsprabOn made Joe 
SCale's enlry from 
Wonderland Toy 
.nd Hobby 
,land out lrom 
!he crowd. 

Flroest, 



INSIDE 'SCOOP 
~ore i;Jecretibe )/Ilits from t1)e 

DeglrlS on the misty shores of 
Albion in this Warhammer Rogue Trader 
Tournamenllhat wi ll be part of the Dark 
Shadows campaign. Bring a 2000 point 

Warhammer army and do your best to fight 
through the fog and the magical happenings 
that are sure to take place on the mystic isle. 

JulV 21SI and 281h 
Each of these two weeks will see a special 

Albion scenario take hold of the Battle 
Bunker. Little is known about what to 

expect at the moment, but details are always 
sketchy unti l the fog lifts. Call the Bunker 
for details (troop requirements, scenario 

details, etc.) and get ready! 

Open Gaming All THE TIME! 
roo can swing b) tho a~"~cr my ,,,,1< and ie, iUlI> ,he '(,lIon. ThJr'~ riih" no 
nWlc.wl\a. GW ""'''' )'011 play.lllo:n:·~ a"pot (or yQI.I. Sring ~'Ollr Bl<XXl I!ovo-I 
'tam, Moo.Ihcm, gang. Goihk Ibllldlc,·,. Wamamm..'f or ~OK onny and pre­
p.11"<" for bailie! I'lay somebody III.'W Uf .hallcl\llC li1c GW 61~ff! 

elu lb. lunUr •• r Ute camnt ICHII (410) 59D-4169 

Game Zilla o f M.oncton. New Brunswick will be holding 
their first annual "Zilla Fest"' on July 14th and 15th. 2001, As 
part of this big-time e\'cnl. there will be two different Roguc 
TrnderToumamcnts, onc on cach day. 

Warh~lmmer 40,000 -JulV 14 
Wllrhammer -JulV 15 

Both of the toumaments will be run using regular Rogue 
TrJderToumamenl guidelines and usc armies of 1500 points. 

There will also be a scenery table being built on site by 
Gamcs Workshop Cmadu's own lB. and Tmcy Cou!ter(you 
may TC member their "Slave Raid on Melfa River" from 

Games Day 1999), and other special events, For more 
details. or to make sure you've got your spot reserved. give 
the gang at Game Zi lla a roar at the number below. 

Game Zilla 
1288 Mountain Rd 

MOlncton, HI E1C 216 
PhGlne: 506-855-1101 

Two morc mystcrious charactcrs from the shadows of the 41st 
millennium will n::vealthcmselves when Severina and Sel'ora 
I>t!\·oul. twin assa.'lSins, arc rcleased in ,I single bo;r.;oo set 
1l1quisitor, Herc's a fi rst look at these amazing models. sculpted 

Brian Nelson. SCI for release nexl month. 

WHITE IWAIF #251 • 4 • JIlY ZIIII 
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JULY RELEASES 
C~'" u.s. 

1607 Dark ElfWitctl King on Black Drago.n $65.00 $44.99 
(I Spe<:ial Charactu on MonSier Boxed Sct) 

I'" Dark Elf Cold One Knigbts $50.00 $>1.99 
(Boxed Set of 4 Dart: Elf C.valry) 

85 IDC Dark Elf Corsairs ' ... 0 $5.99 
(2 Dark Elf WlI(Tiors per Blister) 

115 10E Dark Elf Repeater 80lt Throw~r $28.00 $19.99 
(I Dark Elf War Machine per Blister) 

tiSIOF Dark Elf Corsall'li Command $14.00 $9.99 
(3 Command Figures per BliSter) 

I15I1G Malus Darkblade $UI.OO $12.99 
(\ Om Elf S~,ial Cbaructer per Bibler) 

8513A Dark [ If Black Guard $8.00 $5.99 
(2 Dart Elf Warriors per Blister) 

SSHD Dark Elf Black Guard Command $ 14.00 $9.99 
(3 Command Figures,per Blister) 

11597U Albion Trulhsecr $ 12.00 $7.99 
(I Albion CharacTer per Blister) 

11597V Dark Emissary $12.00 $7.99 
(\ Albion Character per Blister) 

8597W Fen Bnsl $20.00 $ 1·U9 
(1 Albion Mooslcr per Blisterl 

993L32 Dark Eir Cauldron or Blood $50.00 $34.99 
(Dark Elf WlIr Mochinc Boxed Set) 

Darkness abounds this month in the Warhammer World. The new 
releases for the Dark Eh'es include such legendary characters liS 
Malekith the Witch King and Malus Darkblade. alongside 
powerful reinforcements such as the Black Guard and Corsairs. 
and even Ihe frighteningly powerful Cauldron or Blood . 
On lOp of all that. Dark Shadows arc beginning to 
creep in on the fringes of the land. The huge 
campaign scheduled to take place over the 
summer has its firSI official models 
released Ihis month in the form of the 
Albion Trulhseer. the Dark 
Em issary and the hideous Fen 
Beast. For more infomlalion on 
these mysterious beings. be sure to 
check OUI the Dark Shadows 
campaign book included FREE 
wilh this issue of White Dwarf. 

WHITE DWARF #251 • 5 • JUlY 2111 
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snack all 

~~­creawres they 
eflCOunter, tolerate 
their Dell<: Ell riders 
thanks to a strange 

anointment ceremony 
Involving !he 

poisonous secretions 
from the COld Ones' 

scaly skin. 

I 
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are !he personal 
Iha witch King Malekith himself. 
some ollhe fiIIrcest warriors In !he 

land ollhe Dark Elves. 



are board the 
ships 0' the DaM<; Ell I\eels to aiel 
ill boaJdng actions, buI are Just as 
el!ecllwt in mowing down ranks 01 
enemy sokiets on the IIek:I 01 battle 

, 

The 0' Blood 18 ao a,rtIlact unlike any other yotJ are likely 
to encounter In the Wal'hammer World. Not oo~ is it an Intlmlda~f\g 
monstrosity by IookII alone, II also has startling el1&C1s on the troops 
surrounding It. Any oar\( Elf regiments within 18" of h may ro·roIl any 
failed wound. In the first round 01 combat, and Witch Elf regiments In 
close proidmity cannot be shaken 'rom ttleir 'ren!jed state. 

Three new chlirnClCrs hit the shelves for i nquisitor in July. The 
righteous Deathwatch Bailie Brother Artemis. the gritty 
Security Enforcer 8arbareOIl. and the hideous Duemonhost 
Chcrubael arc all in the ncar future for all Inquisitor enthusi<lSIS. 

Chorubo. 

1~'~fromg~~~~1 
po$llion 01 
p-

Now he 18 8 

oIlhe zealous I 

Inlor~the 
warp ar.d its eltec1.s on the 

WHITE IWAIf #251 - 7 - JUlY 2101 

'--J • .. v. 
More Dark 

Elt Re/ea~e~ to 
Come Next 

Month! 



The Witch King, ruler of the 
Dark Elves, has once again 
turned his attention towards the 
mystical isle of Ulthuan. Space 
McQuirk has a brief look at the 
background history of MaJekith, 
the Lord of Naggarotb. 

Since the d:m'Tl ofthcir creation. 
Malekith has ruled over the Dark 

Elves. casting his sinister shadow O\'cr 
their homeland of Naggarmh. There 
are many who believe that should 
Malekith fall then the Dark Elf race 

will also collapse. He is their lord and 
master. every Dark Elf bows before 
him, and even his closest advisors 

The Blick OUgoll SOJ.n:d .bove the clouds. 
illYlJible 10 the world bdow. Mwivt 
muscuur limbs bul 510wly 10 Sleer it 
Ilobg i15 course. Obce lirborllC. Ougolls 
used llu:ir musive Iwher lI'illgs 10 glide Ob 
the lherau.! umelllS. Thur immellsc size 
belied their Igility; Ihey wen: skilled Clyers 
t..I~ble of the mosl Ulkullte IUrb$ which 
Ihey could perform wilh I gnce Ihl.! could 
mIlch Cvell the sm~l1C51 ,ad bimblcs1 of 
birds. fUI .• gilt Illd powerful. The Dr,goll 
.. as lruly Ih. mOSier of Ihe ,k;cs. 

A 'illgle OUgOb wos t..I~blt of 't rikillg 
lerror lalO Ihe bum of cblirc limits. High 
above Ibe OCUIIS llul ~urrourukd Ibe 
myJI;c~ isle of UltbwoD DOl olle bUI (ive 
of l!.ex mObSleu so.ued ib Ihe brighl blue 
skies. AI Ihe (rolll of IIu: spur-sluped 
(orm.aliOb. M,iekilb Ihe Wilch Killg. cruel 
mUlCT of the Ouk Elves. g.ve the 5ipl 
10 dive. Pediag off ill • dowawllds spir~. 

01lC Iry Olle the Dr.8'3" folded llu:ir 
immell$C wiags .ad plurnmded lo .. uds Ibe 
grouad bdow. 

N they pierced Ihrough the lower doad 
lenL Ihe isla 01 Uhh\l.lll t1l!II: ;blO view .• 
hollow riDs oj Illusive JlIow"""t..lppcd moubtlib 
pu.b wlroubdcd by dmer! of S!IIlIl isbnds. 
Four 10 lin miles from III.: IIOnh-eUI .dge 
of the lI\Iillbod. approocbi'g the barren 
broke, shore or Nliuytbe. KVeul immebiie 
bbc.k roclty 'Pira protnadcd from tl.e OCUlI. 

Surrouad.iltg tbe sitisln vcssds. gipllk $CI 

fr.gm wrilhed u. ,he '"ten. Each or IMsc 
moUlers wen: balllln:ds of feet ;. lcbglh bul 
from Ibe Drip rider·, penpCCl;VCIi Ihey 
Ippcafl:d Ii smlll duk stud.,.., biddea deep 
bclKilb lhe fo.uniag OCela SUnKc. 

The Witch Kiag stmd II IIu: ishad bdon: 
him. This bbCI Iud OIIce beea home: 10 
~hlekilb. Illd Ibe Ihougb! $tbl • hinu 
(\Ish coursibg Ihrough his milld. He !wi 

DARK CLOUDS 
OVER NAGARYTHE 

Malekith, the Witch, King oj Naggaroth 

tremble lest he grow bored with them. 
casting them down from their high 
r-dnking positions into onc of his 
terrible dungeons. Thc Dark Elf 
people are his 10 do with as he so 
chooses. and there are none who dare 
to dcfy Malekith·s will. 

No one can truly guess whether 
Ma1ckith·s hean has always been so 

rcvc:1cd ib IUs lime SpClI1 hen: IS I YOlith. 
mutcrillg swordplly Ind tbe III of Wll. 

N.guytbe Iud b.clI a crlltl rulm 10 grow 
up ill. UlIlikc the killgdoms !hal wm 
prolccltd by the impusoble mouauill 
nbges. NlguYlh. WIS opell 10 illvuioll. A 
child Iud to quickly !urn 10 defcad 
himsc:1f 15 I II'm;or or would die befon: 
IUchibg muurilY. ~hay millellllu IYd 
p1S$Cd siat. Ihose childhood days. bul Ibe 
lumd he felt u luvillg beta exiled from 
his OWII lilld b.d bf1l InsLDed. 

The Dugan cOllllnued its ferocious dcscelll. 
To lhe Comirs Ob Ibe Blick Arks it 
$Cemcd IS Ihougb thm mISTer 11'15 illlml 
on • s~icidll dive i~lo Ihe cold "ll'mrJ. bul 
I! Ihe 1..,1 momellt tbe Dngoa In:hed its 
hOllled blck. openillg its wiags 10 their full 
e:debl Ind SOJ.red JerOS$ lhe surfocc of lbe 
ocelli. The lip of ils willI' loutlu:d UpOIl 
the "iVes &5 il flew Mllekilh 011 ~ dirt<1 
course 10 Ihe shora of U\thwoll. OlKe 
morc M.lekilh W&5 ;b"bl 011 ukibg Nck 
his kibgdom. bul this lime. hoSI of 
Dugoll5 would le~ lhe 1$51uil. for oYtr • 
milkllllii his pbb Iud been sloll'ly comilli 
to (ruilioll. .nd fi.wJy the lime of tonquC5'l 
Iud arrived. 

M:.lekitb thought mck 10 the d.y Iu: b~n 
IUs Klu:millg. IM.lIth. lbe mOIl skilkd of 
his hew Iuadlcn. !wi beell Ih. fim 10 
n:port tbe: i.credible find. A dul,h of over 
• dOlell Dragoll eass !wi bcen louted 
wilmb tlu: Spild"1I1 Pab. lan'lI1ly 
Millekith·s .. irtcd miad Iud begUII to pUD 
how be coold IIJC Ib~ (ied agaiut his 
IYkd e_y. It hid beeD fIl1IIy tcbtufics 
s.l1Itc his BJjck Dugoa Kalipholl Iud betb 
alai. hy • luce wlUch Iud pierced its tbrk 
ban. I. his ugc at Ihe dath of his nted.. 
hIllIdn:ds Iud perished. Malek;lh Iud DOl 
betll ahlc 10 bribg hiarudf 10 lide lPother 

cold. Like his father before him. lhe 
mighry Aenarion. Malekith has a 
mastery of the an of warfare and is 
onc of the finest generals of his time. 
His mOlher is the infamous Morathi. a 
sorceress of awesome talcnt. She 
became the second wife of Aenarion. 
after he rescued her from a mamuding 
Chaos war pany. 

DU8011. though m.IIY 1I0bics Iud offered 
him theirs is gifu. IIISIud he Iw:I ordtl'ed 
the coanruuioll of • terrible scythed 
cbuiot. puUed by Cold aile busiS. Ib his 
Ipile Iu: b,d orden:d thu h •• Ion. could 
rick. dl1riol 10 NIlIe. All others were 10 
be dmroycd. 

The diJto~ of tbe eggs Iud brought • 
nrc momCIII o( plusure 10 M.kkilh. Now 
he would be .ble 10 lulld reu , Drip to 
!ICTVC. him II he N9 fil. He ilocI , $CI«:I 
r .... of hia lillCS"l ,ad mOS1 flvon:d lIobles 
wollld. over tbe: c.omillg telliu rics. 1,.;11 
Ibese mOllSlers 10 carry Ibem u.to b.tde 
.ad w.gc , wu UpOIl UlthU1Jl like 
!IOIIC olher. 

AI the da.tk btlcks of NIg.rytbe time inlO 
sighl M.lekith glillted dO'li'1l II his Ougon's 
fursomc horDed hud. &UphOb Iud beea Ihe 
finl 10 lulth Ibd. IS IPch. M1.lekilh Iud bid 
cI,im 10 him. The fimborD WIS Ihe stlOIlSCS! 
lad Ihe ruler 01 Ihe Ouk Elf people would 
ride Dolhiag less. It hId t.kea m.ny CCllluries 
for Ihe Dr.gOllI 10 lutch lad evell 10llger for 
Ibem 10 grow 10 mllurity. bul Ihcir Iniaillg 
hId begull immeduldy. M,lekilh hId usi811Cd 
Bcutmultr R.kinb himldr 10 the luk. 
dcmlPdipg IIu.I &nphoo be !raiacd 10 Ihe 
bighc:st lenl. 

The olher aobles were commudcd 10 
n:OI1ill wilh their bUIIls whilst Ihey 
ulldCf"II'Cal Inillillg. The Q\lIIy decades of 
lurdship IS busl grew 10 UIIdcnu.ad its 
IJW1cr iI!Id mulCr lurned 10 colltrol bust 
.en: _ lbout to Ply off. From tbe 
aoddk Makk.ilh spied I !null tout.1 10va. 
Poillllllg IOWIIM il. uch o( his Ongon 
ridUII h .... iaSl'bTiy their objective. 
Kctpibg their Oigbl Pllb low lbey vtcud 
off. slill ia lorOl1lioa. IOWI,M tbe 
ub~llIpcclibg smlcm.clll. 
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Malekith was brought up in the 
politic-.Il intrigue of court life, yet he 
bore Iinle interest in this aspect of 
noble Elven society. Instead. he 
preferred to prove himself on the 
battlefield. winning glorious victories 
in his fathcr's name. Also. he had 
inheritt'd some of his mother's 
aptitude for magic, and he became a 
fine mage under the tutelage 
of Morathi. 

With the de.llh of his blher, the 
kingdom of Ulthuan was left without a 
ruler, and Malekith was the obvious 
hdr to Ihe throne. Unfortunately, the 
political imrigue which had for so 
long been ignored by Malekith 
became his undoing. Amongst the 
court of Lathem there were those 
who felt that Malekith was unsuited to 
rule. He \VJ.S headstrong like his father 
and preferred to sort oul disputes 
with violence. The High Elves were in 
a time of rare peace and many nobles 
thought Ihat Malckith did not fll in 
with this new order, 

Assuming that the legacy of his father 
would guarantee his ascension to the 
throne, Malekith .tgreed to let the 
coundl "me on whether he should 
rule. The council vOled against him 
and placed Bel Shanaar in his place. 
Bitterly accepting the decision, 
Malekith was appointed Commander 
of the High Elf forces. He proved to be 
a brilliant young general, gaining 
power and allies with his glorious 
victories, But. during all this time he 
brooded. jealously coveting the throne 
for himself. and in Ihe dark wimer of 
·2751 he made his move 10 take back 
the crown th.1I \V,IS rightfully his. 

The whole of the High Elf court had 
gathered for the Feast of Purity, a 
religious festival celebrating the power 
and glory of the great phoenix. At the 
height of the fest ival. Malckith stood as 
if 10 r-J. ise a toast to the Phoenix King 
but instead denounced him with 
\'enomous hate. He claimed that the 
Phoenix King was a follower of Chaos. 
Bel Shanaar's guHt seemed confirmed 
when he took his own life, although in 
fact it was Ma1ekith who had poisoned 
the Phoenix IGng',s goblet. Any who 
defied Malckith's claims were led 
outside and killed by his own elite 
guard. None dared oppose Ma1ekith as 
he stepped into (he name of AsUll'an, 10 
prow himself worthy of the title of 
Phoenix King. But the sacred names 
would not accept his polluted body. The 
holy fire cast him out, scaring his soul 
and [ealing his monal body 
horrendously scarred. 

Placing the shattered and burnt body 
of her son on her winged Pegasus. 
Morathi fled from the temple ;lnd 
went into hiding in the nonh. Ulthuan 
was 10m with civil war, brother fought 
brother; some sided with Malekith, 
believing that a strong warrior was 
nceded to lead Ulthuan: others fought 
for Caledor, the CounciJ"s new choice 
to ru1e as king. Whilst the war r:tgcd, 
Mor-J.thi cared for her son, nursing 
him back to health. With the aid of 
d ark sorcerous POWl'rs he made a 

swift recovery. but his already 
embittered mind had become twisted 
bq'ond all recognition and sanity. He 
saw the need to lead his supporters 
but knew that his body was tOO weak 
to withstand the rigor of baule. 

Fortune smiled upon Malekith. A 
renegade priest of Vaul had landed on 
the shores of Nag;lrythe, and Malekith 
commanded him to forge a suit of 
annor that would lend strength to his 
withered fmme. The suit, still white 
hot from the furnace, \\~J.s fused to 

Sc:nphon is the terrifying Bbck orilgon .... hich he Witch King rides 10 billlk Afler iI 

lund of Sbildts round iI dUTCh of unguord.d eggs, deep .'dlill Ihe Spileful Peilk mounuLII 
nng •. Mill.kith ordered Ihem brought biCk 10 'Nilgs'foad. There they Welt rilw.JJy lend.d 
by Ih. pritstesscs of Kluine {or Ilmosl • century unlil Ihey lutched. Scupholl ... IS tlK 
first to emerge, ilnd before Ih. Witch Elves could stop him, he Iud destroyed mony of Ihe 
other .ggs. Molckith "'IS impress.d by the on!lOn'S ruthleSl; in~inCl5 ilnd decided !lUI he 
would t.k.: the Dngon is hi, own moun!. NO'll the Wi"h KinS h.s ilb.ndoDcd his chuiol 
in bvor of Scnpholl. 

The fcw rcm.inillg ongOIl halchling! Wclc 011 !liven to ~hl.kith's most bvor.d genenls. 
These oobJts hive spent milly dec.de, Inining :0 fight wilh these mOllntOUS bcrns in 
prepmtion lot Ihe W;lth King's nUl i\S~uh 011 Uhhu,". 

No ... M.!ekilh feci, thil the lime i, lighl for his people 10 II'lIge wu Ollce tgtin. I\bJekllh 
.nd Smphon fight .t 'he fore of • highly Inilled flight of ongons, whose ,urprise strike 
iltI.eh hilve ravIged Ihe shore, of Ulthw.n ,nd the Old Wnrld. 
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Malekith's body. After the torment he 
had suffered within the flames of 
Asuryan. he felt little pain as the priest 
worked upon the glowing metal. 

Malekith then sent word to all of his 
supporters to join him at the fonress 
of Anlec and on the eve of b;utle stood 
bcfort~ them. EVl'n his most loyal 
supporters shied in horror a( the dark 
sorceries thill sus(ained his terrible, 
scarred fonn, and from that day he has 
been known as the Witch King. 

For over a decade the armies of 
Malekith warn.'<i against the nobles 
who "ad joined Caledor. Even though 
Malt:.klth 's generalship was far 
t~uperior. the limited resources his 
army cou~ muster meant that neither 
side W"J..S i1ble ro gain the upper hand. 
and countless numbers of Elves were 
slain a.s £he war intensified. 

In a bid (0 end the hostilities, Caledor 
challenged Malekith and his army to 
nl(.""C( on the Field of Maledor. The twO 
armies faced each other across the 
battlefield. Both generals were 
mounlf:d on Dr.lgons. and as the 
combat began they took lO the air. 
The battle was bloody and many 
thousands of Elves died ; neighbors 
who had once drunk merrily together 
now slew each other. As (he war raged 
below, Malekith and Caledor fought a 
savage duel in the skies. and many of 
the warriors ceased their fighting to 
slare in wonder as Dragon anacked 
Dr-olgon. Just as it looked as though 
Calcdor's slrength \VolS waning. his 
lance pierced the heart of Kaliphon, 
the Witch King's mount. and the two 
fell tumbling from the skies. 

Malckith survived the fall bur was in 
no condition to fight on. His :trmy, 
having seen their general d efeated, 

fled the field and barricaded 
themselves within their 

fortresses. Even in defeat 
Malckilh defied the High 
Elves. If he W'oIS not to 
sit on the throne of 
Ulthuan then nobody 
would. He sent word to 
each noble 10 instruct 
their sorceresses 10 

concentrdte their magical 
powers in order (hat the 
spells Ih:1I bound £he Realm 

of Chaos to the Northern 
Wastes would be undone. The 

sky shimmered With a thousand 
different hues as he and his followers 

snuggled, but even £heir combined 
might was nO( strong enough. 

As their powers weakened. a surge of 
r-olW magical energy hurtled back at 
the Witch King and his coven . Many 
died as the blast engulfed them. The 
land buckled and heaved, and the 
winds of magic coursed down from 
the mountains, unleaShing their 
powerful forces on the realm. 
Earthquakes dev,l~taled the fine cities 
and a great tidal wave over a thousand 
feet high cr;c;hed down on the 
northern shore of Ulthuan dragging 
thousands out to sea to drown . and 
leaving most of the northern 
continent u nderwater. 

The fortresses of those who foll owed 
Malekith broke from the land, but, 
protected by powerful spells, they 
floated off. away from Nagarythe. 
Drifting o n the oceans they eventually 
grounded on a continent 10 the north" 
west. Each of these beeame Ihe. cities 
of the Dark Elf people. The sorceresses 
found themselves able to SlL"Cr the 
smaller fortresses , which in wrn 
became floating citadels. The 
sorceresses then enslaved the monsters 
cast up from the ocean floor by the 
sinking of Nagarythe and Tiranoc and 
even now these monsters arc in the 
service of their dark master. 

The Witch King claimed the new 
continent for his own. naming it 
Naggaro£h. the land of Chill. The fe ll 
kingdom of the Dark Elves had been 
born. and death and destruction were 
the legacy it would bring to all the 
races in the Warhammer World. 



Ncurilh's eya felt hury. H~ Iud been on 
w,lch since sunrise .• lId his shifl WIS nurly 
nver. He lODged to "teh some sleep before 
,...ining in the viluge (estivilia. IS lod.y 
""U the Fatinl of Light .• nd the strcc" of 
Gldor were lined with ribbons of .11 
colors. iT wu , mdil;oo (or the youog 
Elva to ruo free through the towo. 
throwing sm,1l mg' of colortd dye" l8y 
passm-by. As , rauh. everybody w.odcred 
through Ihe to ... n "Wilh their clothes 
spattered in • mm of bright hu<:s. Tonight 
there \ll'ould be much {jilt wine drunk to 
cdebr.te the .nniv,,$.Iry of Ihe glorious 
defut of Ihe WiTCh Ki.ng .od his exile 
from this {,ir bod. For the moment. 
Netui.h \11'15 cookDl 10 w.tch Ihe feSlivilies 
unfurl in the dusky light. 

He smiled It Ihe thoughl of the ules th,t his 
c.bildrcn would gteel him with 00 his return. 
Tbe im.ge of their wide grins 'illS broken by 
• sbolll from Ihe relief w.TCh ... ho stood 
'nilillg " the foot of the hdder. It WIS the 
welcome s;go.1 tb,t his shift h,d finish::d. As 
he tUlfted 10 climb down the udder. the sky 
,bove him d"kened. An immense bbck 
sh,dow 5O;IIcd paSI tht lower .od the 

following blut of wind Clusc.d Nehrilh to 
lose his I».lucc. sendiog him tumbling to the 
glOliod below. The D"gollS £lew iOlo Gldor 
wilhout the .lum hIving heeo r.ised. 

011 the groulld bdow. M.lekilh spoiled the 
unwlry townsfolk gllheled io the a .. rket 
sqUII<;. TIu: other riders hId 110'11 split off 
£rom Ihe form.tion. bUI it no longer 
nUllewi. He ditttlcd Scnpholl down 
lowuds Ihe p.cked festivities. Lughing ,$ 
he $.I'll' the first nf the people scrum in 
horror .s Ihey spied Ihe terrible forms 
Ibove them. Scuphon let OUI • ferocious 
screech .lId logelhet the townsfolk rt.lized 
too hIe the mcuce thll ... ~, upon them. 
Wb.t moments e"lier ... 15 I luppy scene of 
Elves d.nting in the open turned inlo i 

(renzy of felr. T,bles ... ere upturned .nd 

Elves '!Impled upon uth other in their 
despenlion to fle<;. Hovcting .bove the 
i>"nie-strkkcn High Elves. M~lckilh 
... hispered • comm.llld to his bust. 

Scrlphon dr~w in ~ deep bruth. holding II 
momcourily before exh.liog. A doud of 
bl"k gu poured from tht Ongon's mouth 
immersiog nurly Ihe eMire squlte. One by 
ODe the vililgers fc.ll to Iheir knees 
clutching" thei, IhrOlI$ IS tbey Y'inly 
tried to drill' br~th. Aglin Ihe Or~gon lei 
oul ils dCldly ooxious cloud. ~nd IS it did 
so M.lekith sCioned Ihe skies .bove tht 

vilbgc roofs. The other foor Dugans werc 
coursing up Illd do ... 11 the stretts mimicking 
his OWII Dngon's artioD!!. Within minute, 
Ihe brightly d.corll.d streC1s "'Clt cllveloped 

in • duthly bl"k mist. Those who mlD.gcd 
to <KIpe Ihe glSCS were '1ukkly ch.sed 
dOlii'll by the Dugan!!. A looe bnve bUI 
foolish warrior thrust bi! loog spur" 011C 
01 the monsters IS it bovered .bove him. 
His f." Wl.$ s .... thed in , IIg in .n .ITempt 
to stop himsc.lf from ;ahlling the PO;SOOOU5 
" idic gu. M.lekith musc.d to himsc.lf. the 
gl5 wlS the lusl of Ihis foo!"s worries. The 
Ougon bil II Ihe spur sn.pping it OIS 

though ;t WCle , t ... ig. As the wllrior 
turoed 10 ruo. the 10llg neck of the migblY 
beut exteoded ,nd iu m.ssive j.ws lore Ih. 
fleeing "'"rior el~n in two. 

Scnphon rem.;n<d hovering .bove the 
~ilbge for i few mioutes ulltil the mists 
slowly tluted. Mllekith smiled .t the 
eltll~ge below, Ihe bodies of hundred, of 
[Ives Ily sprowled wbere they hId bUeD. 
Alrudy the corrosive .tid hid begun 10 ell 
.w.y .t the brightly colored clothing .nd 
flesh of the dead. Orderillg hi, O"goo 10 
I.nd. M.lekith looked IIound the sqUIT<;. 
Amongst the m.yhem he could 1I0t spy ~ 
single survivor. 

"Such I 'Il'lIst<;." he ullered to Scnphon. who 
WIS p.otillg beavily .fter his tXtrlordillllily 
~ollg Oighl. "They would hive m.de such 
(ioc sbves. Still. whll If( I few huodred 
"ptivcs here or there. Soon Ibe wbole of 
Uhhu.n will be mine to comm.nd." 
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The Dark Elves are an evil race 
with maUce·filled hearts. This 
month, Space McQuirk takes a look 
into the background of these cruel 
killers and explores their 
devotional worship of the dark god 
Khaine, Lord of Murder. 

The mere mention of Dark Elves is 
enough to spread a cold shiver of 

fear down the spine of all inhabit;mts 
of the Warhammcr \ .... orld. There arc no 
realms where they cannot strike and 
no race safe from their malicious raids. 
But amongst the Dark Elves. or Druchii 
as they arc known in their own tongue, 
lhere exists a cult that spread~ fear 
e,"en amongst its own people. They arc 
the worshippers of Khaela Mensha 
Khaine, the god of hatred, the god of 
murder. the dark god of war. 

Khaine, as this evil being is more 
commonly known, is one of the Elven 
pantheon of gods. Whilst all Elves 
know of this dark deity and respect 
him as a neccssal)' e" il , only the Dark 
Elves have formed a society that openly 
accepts and encour.tges the worship of 
this ('vii master. Khaine is the immortal 
brother of Morr, the God of Death. 
Jealous of his brother's vas t 
underworld kingdom of the dead, he 
ste;ds ;l\v.ty ;til souls that have been 
murdered or slain in w;Jf. building his 
own dark realm of death . 

THE DAR,K COVEN 
The Dark Elf CiUlt of Slaughter 

The worship of Khaine, which is now 
banished from Ulthuan, began in the 
kingdom known as Nagarythe. Whilst 
this practice was largely frowned upon, 
it was toleratl.-d by the Elven people as 
the early sacrifices [Q Khaine took the 
form of animals. It was during the 
many w;Jrs that were waged upon 
Ulthuan by rJ. iding parties of 
marJ.uding Norse warbands. that the 
first sacrifices of mortals began. The 
captive warriOrs were offered 1O the 
god so that he would lend the Elves of 
Nagarythe strength. The prisoners 
would be bound to great altars and 
sacrificed in plain vi(.·w of the enemy 
:mn y who knew that similar fates 
awaited them should they lose, 

The Elves of other realms allowed this 
sav.tge indulgence in the knowledge 
that the Eh'es of Nagarythe were fea red 
and valuable fighters who had saved 
Ulthu:m from many invasions. 
Aen:llion himself, the firs t of the 
Phoenix Kings, wielded the sword of 
Khaine, a mighty weapon of the Gods 
which had the power 1O cleave even 
the greatest of Daemons in (wo. Whilst 
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he and his people waged war against 
the threat of constant invasion, Khaine 
became an accepted part of the Elven 
way of life. As time passed the threat 
gn'W less, with the death of Aenarion. 
the sword of Khaine was laid to rest in 
its shrine far 10 the North of Uh huan 
upon the Blighted Isle. Banned from 
each of the other Kingdoms of 
Ulthuan, the cfll7.ed devotees of Khaine 
still prospered and flourished 
within Nagarythe. 

The temples of th is dark god were 
maintained by a select group of 
warrior priestesses known as the 
Brides of Khaine. It was these 
bloodthirsty Elves who were 
responsible for the pre.battle sacrifices. 
When peace settled upon Ulthuan. the 
priestesses found themselves wi thout 
victims for their bloody altars. Rumors 
spread of the strange disappearance of 
villagers within Nagarythe and. 
although the finger of suspicion 
pointed towards (he growing cult, no 
proof of these foul deeds could ever be 
brought to bear. 

Soon a new threat reared its head 
within Ulthuan. Once again, founded 
within Nagarythe, an equally sinister 
practice had taken rool. it W'J.S the 
worship of Slaanesh, the Chaos God of 
pleasure, and Morathi, the son::eress 
widow of Aenarion was at its hean. 
Malekith, Morathi"s own son. took it 
upon himself to denounce the cult and 
publicly chastise his mother. He used 
the followers o f Khaine to hunt down 
those who practiced the cult of 
pleasure and bctrJ.Y them to him. But 
all along, this 'witch hunC was a 
clever ruse. 

Malekith saw <I great opportunity to rid 
himself of those who had opposed his 
claim to the throne. He used agents of 
the temples of Khaine to plant f.'llsc 
evidence in the homes of his enemies 
as proof of their fall to the lure of 
Slaanesh. His vict ims would d isappear 
from the day to day affairs of coun. 
supposedly serving their fare within 
Malekith 's deepest dungeo ns. This 
again wa.~ a lie, Malekith instead would 
offer these prisoners to the priestesses 



Suritk BIlC.kbl.de sirode dowo Ihe d<$Crled 
stKet. Tbe lighl of the full mOOn Clllt cerie 
sh1llow9 do .. n The duk .Ucys lru t bnnched 
off the .md. It rud beeD allOy months s ioee 
he Iud l,st .. .\It.:d in his home city of 
Ghrood. bUI even !II.! the streets .. cre 
Dormilly lined .. ith Elves Clyortiog in dl 

flu~ner of Iwisled ple''''I<;$. A "uWing 
bchiod him broke his Inill of thoughl. Ind 
he turoed to f,tc thc SClur<c of Ihe DOise. A 

shldo ... dmed into ,0 IlIey .... y. dinppcuing 
ipto the dl~kDC9S, Probtbly just ~ nt. Suruk 

Ihoughl. bughing II his 0"'0 nerves.. Still he 
"'1lI dose 10 home now .nd .... ould .. ekome 
tht IIIumlh of his house. 

He hId left his bmily to jOio one of the 
sl.ye uids. FOI Dint m01l11ls the Ark of 

DlmolliOll botd SIlled ICIOD the Su of 
eh,os. bunching stlilt.: nids .t lny 
setdemeols Ibey ruppened upon. By III 
.ccouols II h.d beeo , most slKccssfui 

voy'gc. .nd Suri.k·s pertenl. gc of the 
profi15 would "ise Ihe JI.t\» of himsej{ .nd 
his I.mily I llrat degree. SI.v", fetched • 
high pritt i/l tht city of Ghrond .• nd 
SUli,k was pluscd ... ith his "II. At lUi ht 
would be Iblt 10 le.ive the lower ou"kirt! 
of the cilY Iud move: ioto one of the lowen 
tlul ove:rlooked this d.Dgerous qUlltel. He 
would be Ih.okful ... hen he (ould ClIC1pe 
this rough uu ... hert murdcr 1IId theft ... en: 
Cycrydly ",currcnca. Perhlp$ he ... ould (Ven 

be .ble to purdwe one of lhe sllvClI Ihil 
Ihe nids bid "plured. 

Anolher SClund behind him Clused Surilk 10 
lurn once morc. This l ime the noise ... 15 100 
Inud to be misliken for vermin. A short 

dist.nct behind him he could sec lhe 
Iilhouette 01 in Elf bcing him, By the 
leogth of lhe figure's h.ir he guessed il 
mus! be I fem. le. In her hinds she held 
two wickedly curved bl.dcs. .nd stood 
mOTionless heing him. As Suri.k gl,nccd 
b.ck ove:r his sbouldel he $IW th.t his route 
h.d ,Iso beel! blocked by ,oolher .. om.n. A 
sudden thought u used hi, heltl 10 btll 
intensely. Tbe dcsc:rted st reets, • full moon. 
ho .... foolish could he h.ve been. Tonighl 
"'$ DClth Night ... heD the Wllch ElVa! 
emelged to ~evcl io the shedding of Mood 
Ind the slaughter of ioooccnl$. 

The t .... o Elva stlrled to w.lk to ..... rd 
SUli.k. Thei, movement .. 11 gtlteful .nd 
hId Ihey not dutched deldly blades io thcir 

h.nds il .. ould !u.ve bccn .Ilurinll' As thy 
dre .. doser. Suri.k could m.ke out their 

lItn<tivc. sh"p futurC5. Vwga of 
ulouDding benty. their long (lo ... inll bbck 
hlil seemed 10 mOVe with I lift of its OWD. 

Their slim ud sh.ptly bodia! ... ae budy 
covcrcd by • sm,J1 .mount of purple silk 
dOIh. their 10Dg. J»le legs: coding in kllCe 
high. bbck luther boots. H.d Suri.k 001 

kno ... n of thdr duk intent. Ihen he would 
hne tru ly bccn ;n J»ndix. but thesc wcre 
Witch Elves. If he ... ere to st.nd .ny ch.nee 

of surviving This CMouoter he could Dot leI 
his mind become douded by Iheir !ilunniftll 
'ppunnC<. Cucfolly dn .... ing his owa blade 
he slowly b.cked low.,d, • w.lI. using it 10 
gU1ld his rcu. T he Wilch Elyes aow Jlood 
before bim. Hc (ould !Ott by their bloodshol 

cyes nd dib ted pupils lrul Iheir minds "CIC 

under the spdl of the Itgendlry potions thlt 
cre.ltd , lusl fOI blood. 

"You hll'!: two cholccs." one of ' he Elves 
spoke to him, Even hcr voice ... as sc.duCliYe. 

"You Un COme quietly .... ith us. upericntt 

plclllurc.s tb. likc of .. hieh lie beyond your 
.. ildest imll!io1lioo before klroiag the lrue 
muning of p>in. or_ - the Elf na hel fingt! 
dowa ,he length of ber bilde. "'II'C un offer 

your bl)dy iA huty 9.trifin II) Kluillc wllClt 
yOU Ihnd: 

The Witch Elves inv'lil ion ... " I tempting 
offer. but Suri.k preferred 10 rem.in .liye 

Ind neither of !hose options gIve lay ,uch 
.1I0w.oc:c. He thrust his sword towlfds One 

of the Witches lIId plcp>red lor balllc. She 
J»rried the blow clSlly. bringing bOlh her 

.. tlpOllS io .0 up"'""" Ihrust .1 his lorso. He 
h.d bardy dodged Ihe m . tk bciore the 
sccood El l Will upon him , ... ingiol! bcr 
bllda st raigbt for his netk. He mlOlged to 
duck drlWiog , snull d.gger [rom hi, boot 

IS he did to. Aglin the firS! Elf Clme .1 

him. Anljc i[»tiag her Ictioo. he quidcly 
sttpped to Olle side. The Witch Elf ... 15 over 
balloted Ind. lS she fWSCd him. he thrust 
ou t .. ilh the digger. driving il dccp ioto her 
lib tlge A$ Ihe second 1SS:I iunt ehuged him. 
"JI he could do "'u kick out ... ilh his: boot. 

bUI he connected ";Ih • knee .nd seDt hcr 
stumbling to the fioor (or. moment. 

Suruk 'prlnled .... y do ... n the Slreet. tlunkiDg 
hi, good luck ,nd the comb,t expcrielttt 

g.incd in Ihe pKYiou.s mnnths. His borne "u 
clO# by .• ad if he didn', gct indoors he 

...ould be dead by morning. As he rOlintied the 
corner his helT! SlOk, TheTt befort him the 

door to his hornt bung loos.:ly (10m it hinges. 
Suri.k bound into the h"Jlny. The runts of 
Kh.ine Iud beu I"",d i.n blood upon tleh 
.... IJ of his soull house. Iu he liD into "is 

bed eh.mbcr , bloody hap iu the fir WlnCl 
cODfirmed his wont {em. Hi, WIfe l.y dtld. I 

sword in her b..nd. where she Iud tried to 
fend off the murderous intruders. 10 th< [enter 

of the room. crib by broken ,ntI empty. 
SUli.k fcll 10 hi, knees. dejected .ad broken. 

If only he hid bc:en here 10 PloltCt them 
inste.d of seekiog fortunes .brOla He did nOI 
har the Wilch Elf ent., the room behind 
him. nor did be tire 15 her poisooed bJ.de 
cut. ,mill ,.uteh iato his b.ck. 

TIlE DARK caVEN· 13 • JUlY ZOOt 

Suri.k groggily opened his cy<S. H. 
could Dot move his arms or legs: .ntI hi, 
mind sp>o with clouded visions. A musky 
ioteose filled his oostri ls. .ntI in the dim 
light of the undies he could sec • 
mlssiYe sntue of Kh.iDe lowering ,hoyc 

lhe 11m upon which he .. 15 hound. 

"At luI. the ~Iccping one ... kes." He h.uI 
htlrd the .,mOOlh .ad sullry YOi", bC£or'­
The eve/linll! eYent, flooded b.ack into his 
memruy .od Suruk srlUl!.8led 10 frcc him,.l£, 

"" is fUlile to mempt esclpc. you IfC 

lighlly bound. By struggling you will 
only prolong lhe 'gooy. Come rebx. 
believe me you .. ill enjoy the experience 

I" mOfe il you bee youl mind 10 Us," 

The Wilch Elf Je'\l1 ovcr S uri.ak. her full 
red lips kissed hiJ fOlehe.d 15 she gently 
urcsscd his long duk h.it. 

·YoUI SpOUk fOllgh t well. she must h.Vt; 

beeD • buve ... "iol before she bon: your 
child." The Witch Elf bughed " she u ... 
Suri,k "SlIme his sIIuggk to brelk from 
the ch.ins .t Ihe mention of his d.ughur. 
She dtew I curved "'remoni.\ d'8.I!er .nd 
nil the cold fl,t sted bl.de .ClOSS 

Suru.k·s exposed chall. 

-Ftlr nOI. lhe iof.ol nill lives Ind ... ill 
m.ke • fine .ddition 10 our covcn." 



in gralilUdc for thl'ir services. All this 
time. Malekilh allowed both culls to 
flourish. and he had the perfect 1001 
with which [0 destroy Ihe political 
opponents who had thwarted his right 
to be the King. 

When he deemed his position strong 
enollgh he made his moV('. Accusing 
the Phocnix King himself of bl'ing at 
the heart of the cult, he poisoned him 
before he could retaliate and 
accounted for his death as suicide in 
shame o f the d iscovery of his dark 
secret. It was too bold a mO\'e and few 
belie "cd such a wild accusation. but 
Malekith had already dispatched some 
of his Slrongest rivals and none dan:.-d 
challenge him. lest they suffer a similar 
fate. The priestesses of Khaine seized 
the temple of Asuryan. brutally slaying 
aU within and so beginning a civil war 
that still rages [0 this day. Malekith 
now daimL-d the right to the throne. of 
Ulthuan and stepped into the Flames 
of Asury.lIl. His fate is told elsewhere, 
but ultimately his coup failed. War was 
waged upon Ulthuan and Maickith 's 
forces wcre defeated. A~ he was forced 
into exile. his most powerful 
sorceresses cast spells upon the main 
cities of Nagarythe and tore them from 
the mainland [0 form mighty floating 
fortresses. Many of the temples had 
formed major landmarks within the 
cities. :lIld on the long journey wcst 
they became important focal points. 
When the exiled Dark Eh'es landed on 
the continent of Naggaroth, these 
temples quickly became havens of 
worship. At the same time. the cuI! of 
Slaanesh, \\ithout any threat from 
persecution. also quickly took root. 
Both vied for the support of Malekith. 

The Witch King knew that only one 
religion should dominate his new 
realm. He needed to unite his people 
quickly in order that he could make his 
plans to seek vengeance on the High 
Elves. Malekith decided against 
intervention in the struggle between 
the followers of Khaine or Slaanesh, to 
do so would only turn the followers of 
one cult against him. He strictly 
forbade a religious war; the civil war 
had already taken its toll on the Dark 
Elves, but he also knew that in doing 
so he was encouraging an 
underground battle of dark intrigue 
and evil machination. This appealed (0 

Malekith'S t\visted sense of pleasure, 
and he let the two factions fight for 
control of his people's al legiance. 

The temples of Khaine already had 
many agents who secretly stalked the 
streets of the newly founded cities. 
Over many decades they had become 
skilled in the art of subterfuge, and 
their assassins had perfected their 
gruesome methods as they secn:t1y 
diSpatched Malekith's foes in Ulthuan. 
Under the devious gUidance of 
Hellebron, High Priestess of Khaine, 
the followers underrook a secret war 
against Slaanesh. Whilst Hellcbron 
used her caustic tongue in the courtS 
of Naggarond to undennine thc 
support of Moralhi, shc poSitiOned her 
servants tactically within the nobility. 
Morathi prO\'ed every bit the equal of 
her rival. JUSt as it seemed that 
Hellebron would prevail, Morathi 
revealed the discO\'ery of an ancient 
gift from Khaine. It was a powerful 
cauldron which had the power to 
restore the youth to those who bathed 
in it. Rumors spread quickly through 
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the realm of Naggaroth that Morathi 
was favored by Khaine. The loyalties of 
the Dark Elves were torn bet'l\'een 
Morath., a sorceress who openly 
worshiped Slaanesh, and Hellebron 
their High Priestess. Because many of 
the Brides of Khaine now pronounced 
Morathi their Queen. a stalemate had 
been reached, and Hellebron knew 
that if she did not act fast she would 
quickly lose support. 

In a move that only the head of a 
bloodthirsty cult such as the Witch 
Eh'es could conceive, the deadlock was 
broken. At the command of Hellebron, 
hundreds of sorcerers and nobles who 
supported Morathi were taken from 
their beds and slain on the altars of 
Khaine. The screams of the dying 
echoed into the cold night air, and it is 
said that even Morathi herself was 
forced to take flight o n her Dark 
Pegasus to escape the murder. This 
night became known as Death Night 
and has since caned itself a pennanent 
place within the history of the Dark 
Elves and indeed the whole of the 
Warhammer World. 

The next morning, Malekith 
summoned Hellebron and her 
priestesses to his palace. A5 they 
entered the main hall a munnur grew 
amongst the nobles who had gathered. 
Hellebron had somehow constructed 
her own Cauldron of Blooo. Hellebron 
led a procession of the most stunning 
women. Gone were the haggard 
wrinkles and sagging fleSh , replaced by 
a smooth and beautiful youthful 
complexion. Her beauty rivaled that of 
e\'en Morathi herself. All knew that 
Dark Magic had been wrought and 
from that day thc priestesses became 
known as Witch Elves. In a desperate 
but cunning move, Morathi declared 
herself the Queen of the cult. 
outmaneu\'ering the devious ambitions 
of Hellebron, The enraged Hellebron 
was placated by Malekith who granted 
the cult recognition by allowing the 
Witch Elves 10 stalk the streets once 
each year on the anniversary of Dealh 
Night. taking prisoners wherever they 
should find them. O~'er the coming 
year lhe Witch Elves discovered their 
attracth'eness faded and lhat their 
voluptuous appearance reverted to 
Ihat of an old crone, but on Death 
Night they would once again be able to 
restore their beauf)'. 

Since;:: that day the devotees of Khaine 
have been loyal subjects to Malekith. 
For one night each year rhe Elves in 
the cities of NaggOicond must lock their 
doors and shutter their windows. On 



Death Night, the Witch Elves emerge 
from their temples. They arc drin~n 
into an insatiable lust for blood by a 
concoction of poisonous herbs, which 
only the Hags, the High Priestesses of 
the Witch Elves, knew how to prepare 
to prevent them from killing the Witch 
Elves themselves. Anybody found out 
on the streets will be dragged to the 
altars of Khaine to suffer a long and 
painful death. The assassins pick the 
locks securing the houses of certain 
nobles ,md other high ranking Elves. 
then the Witch Elves wiU burst in to 
take entire families 10 be sacrificed. It 
is said that they bring their victims to 
the height of pleasure before they 
plunge them into a IOrment of pain 
;md suffering the likes of which no 
mortal could ever e nvision in his worst 
nightmares. The SI.:rc:ams of their 
victims can be heard umil the sun rises 
and then an eerie silence is follows as 
each Dark Elf gives thanks to Khaine 
that he and his family were spared 
the slaughter. 

The ,I$sassins employed by the temple 
to Spy and kill the enemies o f 
Hellebron are recognizcd as some of 
the most deadly killers in thl' world. 
They spend many decades perfecting 
their art which has been pr:lcticed for 
over three thousand years. The 
temples provide the assassins with an 
array of deadly poisons which o nly the 
Witch Elvcs know how to prepare 
safely. Extmcts from plants collected by 
Dark Elf l"J.ids from across the world 
are mixed together to deadly effect. 
Some of these toxins work fast, killing 
the victim instantly as the poison 
enters his system. Every vein in the 
body turns black creating a lattice 
spiderweb appear-dnte to the corpse. 
But many of the :,colytes of Khaine 
prefer more subtle methods of death. 
Poisons such as rhe lethal Black Lotus 

Amollgsl Ihe mool powerful WUpollS 
of Ihe lemple Kh,ine ue the Assi.ssins, 
Litde is kllowlI of Ihis highly s«rctive 
orgilliutioll, .. hose idelllilies remlin 
hiddeD to even Ihe Witch Elves 
themselves. ASIQ;ssins He choseD from 
ImollV! the youlig childrell who Ire 
sloJeD by Ihe WilCh Elves 011 De~lh 

Nighl. They He tnillCd in the ,M of 
Stt..lhh llld subledugc, ~lId for them 
murder is ~ w'y of life. These ,hildfell 
btn from ~n culy ~ge how 10 lundlc 
I bl~de ~nd by the time they ue 
ordained IS ,n Assusill Ihere Ite fn, 
who un match their mlfli,l pro .. ess. 

can take hours to work themselves into 
thl' bloodstream. As it infuses itself 
into the victim·s system he suffers 
horror·filled visions, slowly and 
agonizingly lapsing in and out of 
consciousness before de:nh fi nally 
ovcrcomes him. 

Whl'n the Dark Elves go 10 war it is 
only on rare occasio ns Ih,ll the Witch 
Elves do not accompany them . E:lch 
Black Ark has its own temple located 
dcep within its bowels. and when it 
makes landing the Witch Elves emerge 
to seek offerings for their lord . They 
will . on rare occasio ns, carry one of 
the ancient Cauld rons of Blood with 
them. A large and om inous Sight, these 
arc mre and sacred artifacts. gifts from 
their god. and the few thaI survive arc 
infuSl'd with much of his malevolent 
energy. They art: massive cauldrons 
brimming wilh the warm blood and 
skulls of previous sacrifices. The Statue 
of Khaine the Bloody Handed looks 
down into Ihe gruesome liqUid , 
watching over his servaOlS as they 
march to war. Again the Witch Elves 
have adopted the !fadit ional custom of 
sacrifiCing enemies before the battle. 
With their deaths, an aura of hatred 
and murder cman:ues from the 
Cauldron. The vision of those Elves 
within the proximity of this dark shrine 
is m'crcome with a red miSI of murder 
and hat red . 

The Witch Elves also prepare special 
potions to take before they go to 
battle. The Hags mix these toxic 
potions iOlo the Cau ldron of Blood, 
and each \Vitch Elf sips from a 
ceremonial goblcr handed (0 them by 
the liag. The effect is (0 drive the 
Witch Elves into a frenzy of bloodlust. 
Ther arc infused with the power of 
Khaine and will immediately seek out 
the foe to sacrifice to their god. Such is 
the potency of the potions that the 

In bmk lhe Aswsiu will disguise 
themselyes lmoflgst the nus of lhe 
normll .. miors. oaly !lfikillg .. hen III 
enemy hero is II tics( nng< lAd 
ullprepued for the InlCk.. 

Although mitdy .pelkillg it is 
forbiddt:n 10 ~ (or the service of 
Assusill$. gcllCfOU' donltion, to the 
coffers of ~ temple mly tcSult ill the 
mySterious duth of the pltfoll'S foo:s. 
They 1ft a deadly advumy aDd should 
IlIyOllc flll foul of the devotees of 
Kluifle, they C~II he sure !lut Iheir 
de.lth "ill come swill Ind unsee!\. 
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Witch Elves care little for their own 
safety and will relish banic againsl 
many times their own number. It is the 
lust 10 shed blood alone that drives 
these crazed females. 

The fo llowers of this dark deity ;lre not 
JUS! limited to the Land of Chill. II has 
spread far and wide across the 
Warhammer World. The worship of 
Kbaine has. with good reason. been 
forbidden in all of the realms of man. 
Still there are always those who seek to 
destroy civilization from within. Witch 
Hunters seek out and purge these 
underground cults, and all records o f 
(he God were burnt'd at the orders of 
the Gra nd Thcogonisr Johann 
Helstrum . Nevcnhcless, many assaSSins 
and cunhroats still secretly gather to 
pay homage to this dark god. and the 
cu lt continues to grow in number. 
But it is within me realm of 
Naggarond that Kllaine 
has truly found his 
following. and with 
each Dark Elf mid 
his kingdom 
of slain 
souls grows 
ever larger. 

( 



painting With the 
A~~erage .Joe 

Past Golden Demon 
Single Fantasy 
Miniature Winner Joe 
S/eboda, Games 
Workshop IT Tech, 
fiendish Wememmer 
OVftrlorcf and al/ 
Braund painting 
guru, continues to 

I guess last month's painting tips I'TI\Jst haw gone over okay. because the White Owar! 
guys asked me back to do another article for them, Greal. I thought. This will give me a 
chance to do 8 Thrall to go along with Andrea, my Lahmian Vampire!Then , as il reading 

=-_.=.j guide us through the 
world of painting 

miniature soldiers. This month we 're 
gonna charge into the 'ray with one of 
the new Dark Elf Cold One Knights Bnd 
see what differences there are about 
painting a mounted model. 

my mind. our esteemed edilor-in·chieliness, Drew Will, chimed in, 
"This lime let's go beyond just a foot model . Lets take it up a step and 
do some cavalry, ' 

I was just about to suggest a mounted Thrall, but of course Mr. 
Mindreader stopped that one cold. "I was thinking 
something Dark EIf,~ said Drew. "How about a Cold One Knight?" 

Well , I started to be a little bummed until I remembered that my next 
army was going to be Dark Elves! Perfect! I had been sort of stymied 
about how to paint them once ' started the army. This would be the 
perfect place to experiment So, with that, I was about to embark on a 
Journey 01 exploration and learning. Ce,rtainly the focus will be 
specifically on how to go aboullackling a c.waJry model, but I think the 
real value of this experience, for both you and me, lies in improving our 

painting skills by trying something new. Maybe it will wort<, maybe oot. 

Joe's finisheci 
model from last 
months article 

The first thing I decided was that purple was out Everybody and their brother paints Dark Bves in purple. Imagine you lost your Dark Elf on 
a day trip to the planetarium. You are talking to the policeman about the incident: 
"I've lost my Dark Ell spearmanl Have you seen him?" 
"No sir, what does he look like?" 
"Well, he's about yea tall. has a spear and was last seen wearing dark purple and black." 
"Gee, that narrows it down. Any disUnguishing marks? Anything at all that would idEmUfy him as 
}'OUr Dark Elf?" 
"Umm. he's gol a Iovefy white skull on his head .. ." 
"' see. sir. We'lI be in 10uch. Don't hold your breath." 
No way was my Dark Ell going to be just another statistic. 

Mind you. there is nothing wrong with purple (I imagine so many Dark Elves are done purple and black 
because illooks really good on them!), but I wanted to be different. On we go. 

PREPARATION 
Jusllike we discussed last month. I grabbed my color wheel and 

set about picking two basic colors to work with. 
This was going to be a rider on a lizard. lizards 
are often green. , could paint the lizarc! green 

and bits of the rider in red, but I had used those on 
the Vampire last month, so I lell I had to pick something else. 
I brieffy considered painting the lizard yellow and the rider 
black (like the good Pittsburgh Stealers Ian that I am)1 bot 
I canned that idea. as I thought a yellow Uzard might 
be ... a litlle mUCh. Most of the other combos I came up 
with were dark and brooding. I decided that being a Dar~: 
Ell did not mean one had a dark lashlon sense but rathEir 
a dark view of the world. After all, Ihese guys were once 
High Elves who jusl got the short end of the stick. So, I 
decided to go with brighter coIors. l did want the colors to be 
a bit 'oN' . however. Oespite lhe ties to the past, these were 
not High Elves. In the end I opted fo( strong pastels. Yeah, I 
know, it's an oxymoron. You can see from the photos wllat I 

mean. I look the red out to orange and the green out toward teal. This way the color wheel glods 
were appeased and so was t. All that was left was to start painting the model! 

This is another stage by stage guide, but there are two big differences this Ume around. The most 
obvious is the fact that my Vampire was a loot model and this is not. This model (whom I will name 
Oapsh. member of the Betrayers eUte Cold One cavalry unit) was. In effect. two mooels - a rider and 
a mount. The other difference is thai this is oot a character model. The Vampire, while not painted 
to display standards (remember - gaming models get used and chipped). was a character and 
deserved a little more refinement in the painting techniques used. It is different for a model thai 
is one of 10 in a unit. 1"11 point out things t did differenlly as we go. 
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I began like last time by priming white, gluing l ine b8l1iast to the base, painting the base Goblin 
Green, drybrushing it with Bilious Green and base coating the model. FO( more details, see last 
month's article. Unlike last month, I did not start with the darKest color, since I was going to give it 
an Ink wash. The colol" used in this case was, appropriately, Scaly Green. The mouth area was 
painled black. The talons were given a coal 01 Bestial Brown. 

I. _":::':=====:-=:-:..::-cS..:.J The only thing done here is the application of an ink wash 01 
L Dark Green Ink mixed with Sky Blue Ink. Try not to slop on 
the ink and lei it dry. II you do, you'll often end up with little puddles in which Ihe ink will flow to the 
outer edges and stick to the higher sides of the pits on the model. What you get is the reveme 01 
what you want. You want the inks to settle into the deepest areas 01 the pits. Instead 01 glopping on 
the ink, apply it like you would paint. Do not overtoad the brush. Leave no puddles. You can do a 
second coat if needed. 

Here I did two things. I applied a fairty heavy drybrush 01 
Scaly Green over all the scaled areas and painted on Jade Green to the flesh. When drybrushing 
be sure to move the brush over the surlace 01 the modEl1 in a direction where the bumpy high points 
are more likely to get hit than the valley areas. On the scales along the spine, start at the ta il and 
brush In the direction 01 the head, so you are more lik!~ly to hit the ridges at the top of each scale 
than you are to hit the low points. 
The flesh areas get Jade Green simply painted on everywhere except the deepest areas like elbow 
joints and neck muscle delineation creases, 

Now we'll start to really see the difference betweeo painting characters and painting the troops. 
added some Skull White to the Scaly Green and painted the top edge of each scale where it would 
catch light Irom our imaginary light source. There is no blending, no attempt 10 make this line 
transition smoothly into the scale. The firsl reason lor this is that, as mentioned, this is one model 

01 10 in the unit. The visual effect 01 seeing all ten together is 
more Importantlhan each model in the unit. The other reas!)n is 
that I wanted Ihe scales to look a bit rough (see close up photo 
at lell). This is a harsh beast, not an ermine, 

The lIesh areas are a mix 01 Jade and Vile Green, leaning more 
toward the Jade. When doing this sort of stepped painting, where 
blending is kept to a minimum, the first few tightening sequences should have less 01 the lighter color 
added to the base colof than you'll add in later stages. This is because you are working in 
broader strokes on larger areas. Large jumps in shade will be very noticeable. Later on your highlights 

will be much smaller and will actually need more dramatic jumps to be noticed. You'" see. 

I also painted the talons and teeth Snakebite Leather at this stage. The talons and the scales on the spine are getting a bit 01 a special job. 
To make both look lik.e beelle chitin or layered resin with little ridges and rough color variance I painled their 
highlights in long, thin streaks. There are a lew keys to doing this correctly: 
1) Keep a good point on the brush. Keeping it moist will help. 
2) Pull your brush as you paint. The beSI way 10 think of this is to imagine yourself at a blacl<b!)ard. 
You are told to draw a line straight down to the bottom 01 the board. You would reach up with t~le 
chalk held along the line of your index linger and stroke downward in one motion, Do the same 
in painting. Putl the brush along the line of the paint stroke. 
3) As you move toward the end 01 the line, where It tapers ot!. lessen the pressure so thaI 
the line naturally thins 10 a point. A brush is flexible. Use diminishing pressure on the 
bristles to your advantage. As you progress through tighter and lighter stages, be sure to 
shorten the stroke length. This will create the layered look we are going 10(. 

I added more Skull White 10 the Scaly Green 
and highlighted again, this time with smaller 
strokes. The flesh areas got a pure Vile 
Green highlight. remembering the 
Imaginary light source. I also painted the 
tongue Blood Red. The lirst coat of this is 
hard to see, The second, on the edges and 
the tongue tip, is brighter and more visible. 
Nothing lancy. The eyes are also done at this 
stage. Paint Ihe entire orb black. When dry put 
a dot of while on either side of the 

center. Since this is a lizard, I made the dots bigger than normal. This made the 
center black line more of a slit. I then painted the white areas Sunburst Yellow, The last 
thing t did at this stage was the horns on his head, I did them like the teeth and talons 
with Snakebite leather and Bleached Bone in successively lighter streaks, It looks 
rough. but I like that on horn and nail areas . 
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We are now coming to the end. I added some white to thE! Vile Green and put smail thin highlights on 
areas like the jaw line. the skin by the talons, ankles, the light gathering areas of the tail and neck 
creases, and the tip of the nose. The nose is worth mentioning here. I had been painting it somewhat 
liKe the talons. with streaKs that fade into the plate on his head. The only difference is that as I added 
lighter highlights I made sure they followed the layer beneath. These lines were not as haphazard. I think 
it helps make a nice transition from the hard scale 10 the .solter nose lIesh. Also. since the tail tip was 
also the light flesh color. this helped to frame the over all rnodel. Be aware of your composilion. 

This was it. Only the highest areas got hit. Again white was added. Not every area of flesh or ellery scale 
got this last layer. Only harsh edges or spots that were on the outer edges of the model , where light 
would absolutely have 10 catch, were highlighted. 

I then painted the edge 01 the base Goblin Green and did my happy dance of JOy. though only a minor 
one since I still had the rider to go. 

t. - .. - " '~' 
_.tr:~ 

I mentioned lasl month black primer is the root of all evil. 
Nalurally, one might think that Dark Elves should, therefore. be 
primed black. Nope. I knew this model would end up t,eing fairly bright. so I went with white primer. 
Just like the Cold One I did not start darkest and work up. I painted the orange areas Blazing 
Orange, the armor areas Chain mail, the gold areas Stl ining Gold and the flesh with my favorile mix 
of Elf Flesh and Dark Flesh. ~, I thought about painting the knee skulls as actual skulls. but there were composition reasons not to 
(remember the 4 C's from last month?). They would have been the only bone areas on the rider 

and would have looked odd. J opted for gold to tie the lower portion of the model to the upper areas and to limit the number of colors used. 

As you can see I put the model on a cavalry base for painting. Don't be tempted to cut off his tab right away, figuring you'll hold him 
direclly while you work. The worst "don'r of all is this: don't glue him to the mount. It is so much easier to bend the lab on his feet and 
wedge him into a base temporarily. I did glue the lance arm on, but the shield is affixed to the base with the help of a little btu-taco Actually. 
being American. maybe I should just call it poster putty. Whatever you call it. be sure to use Emough that you can prop the shield up at an 
angle that allows you to paint it when you rest the cavalry base on the table. 

This was a fairly direct stage. I washed the orange with Orange Ink, the silver with a mix of Black 
and Sky Blue Ink and the gold with my special 'Oh·dear·Sigmar-l-hope+never-run-out-because-rll­
never-be-able·io-duplicate·this· gold wash. The same comments about washing the Cold One apply 
here. No puddles, please. 

I went back over all the 
areas of the model with 
the original basecoat 
colors and re -applia.j them everywhere but the cracks. creases 
and other such spots. One particular trouble spot to be careful 
with is rivets. You ha.ve to take just a IiWe extra care when going 
around them so as not to ruin the effect of the wash. 

Just so I could see how the model was coming !ogether I put the 
I did this with the poster putty so I could take it 'Jif again lor further paint ing. 

The lastlhing I did here was as a result 01 an ·Oh , dra,t" (or something like that) revelation. I have 
been used 10 painting Empire horses. You know, models that have saddles, bridles and other parts 
that you can paint in a color that links them to their rider. Well . like I said, this was my first Cold One. 
No saddle. No orange on the beast. No connection. Oh. dral. I had two choices to try to link the 
rider to the beast: I } I could paint the silver areas of the shield Scaly Green (too much redone work 
for my tastes), or 2) I could paint the gem on the shield Scaly Green (much better). I went the 

At some point I'll go over gems in more detail. but for now the thing to remember is to highlight them 
in reverse. The lowest point on the gem is where the light collects and the high area is darker 
(except for a single white dot of reflection) . 

Even though I opted for the easier option here, it must be said that, if this were a character, I 
would have gone back and redone the silver areas on the shield. Do not ever be afraid to 
experiment, but also don't stop yoursellfrom going back and reworking something if it needs 
it. I will say this, though - see it through to the end first You may be surprised at how it 
turns oul. 
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At this stage it got pretty mechanical. I just started highlighting where the light source dictated. I 
added some Fiery Orange to the Blazing Orange, some Mithril Silver to the Cl'Iainmail and some 
Burnished Gold to the Shining GOld. I also began work OI1lhe lace by painting the eyes black and 
acktlng more Elf Flesh to the milt lor the ctleeks and I"IOse. Remember- let your imaginary light 
source be your guide as to where to put the highlights. 

The orange is now straight Fiery. The silver is pure 
Mlthril. The gold has had some Mithri! added. Either 

Mithril Silver Is very strong or Burnished Gold is really weak. Either way, don't 
add much Mithrll at this point. as the gold will be overpowered. 

rve also worked on the gem. I wanted sort of a deep and 'bottomless pool" look 
to the gem. so I kepi the highlights (again, on the bollom) minimal and most of 
the gem surface remained dark. I also put the white dot on the lop. There is 
another picture which shows Ihis beller alief!. 

White has been added to Ihe Fiery Orange and applied sparingly to the edges 01 the cloth behind 
his legs and to the tops and edges 01 the lance wrap. A tiny spol 01 pure Mithril has been added 
10 Ihe gold highlights. also on the edges and peaks. 

I dotted the eyes with white just like the Vampire from last lime. Don', be intimidated by eyes. You 
can always correct (4 C's!) later. 

Almost there! All I had to do was add some more wIlite (almost pure white, actually) to the 
orange, Then I went to areas that t had been sloppy on and cleaned them up. This helps to 
delineate sections of the model - from the foot armor bands to !he gap between the leg and the 
rear chainmail. You can see it espeCIally well in thH lines between the gold and silver paris of 
the shield. 

In this final shot you see Ihe linished work. Not bad, I think. My goals were achieved 
despite some hiccups. The concern I had over there being no saddle to carry color 
between the two distinct parts of the model was alleviated when I put the rider on the 
beast. The ride(s Ofange skirt (hey, this is an Elf, after all) sits so low on the side of 
the Cold One. that il acts like a saddle would tn terms of composition. 

If thiS were a character, Ihere are things t would do differently. but its not. I would be 
proud to put to of these on the table and say ' Hey. Ma! Look what I didl" 

There appears to be a fairly deep line running along the lenglh of Ihe tai! . This makes 
the lIesh look, well, fleshy and the skin tight. While the model does have a line there, 
II is not as deep as the painting makes it lOOk. This is the sort of thing you can do 
1'1111'1 your Ilghl source. By making the Chasm dark and the flesh immediately below 
it light, you'" creale the illusion of depth. EJ(\reme contrast is Ihe key. To create Ihe 

bulbous and rounded look 
of the /lesh both above and below the chasm, you need to take care to apply the 
highlights to the upper most area of the pucker and get fairty dark on !he shaoews 
of the underside oltha pucker. Again , exaggerate, 

PAl 

Tharll do il this time around. Maybe one of these days I'll get to go into the evils 
of toothpicks. but once again that will have to wait. 

JI I I IUtYlf 



local sculptor Chris FitzPatrick, master of thE~ changing hair color. talks about the 
life cycle of his most recent project. the Albion Dark Emissary, from first thoughts and 
ideas through the entire process that created the beautiful piece we see in the Dark 
Shadows worldwide Warhammer campaign. 

1IIIIIIIi ... __ 4em", Start; '(PMf 1) ----
This figure is going to be based upon some oncept sketches by one of the Studio 
artists, Dave Gallagher. Dave has put lots of ide'~s down, so I've got a whole 101 to work 
with here. ' 

All miniatures begin with an armature, aslmpl8i keteton upon which the figure is buill. 
The armature needs to be strong enough tc hold it's 
shape while you are sculpting on top of it ~'d strong 
enough 10 survive the motding process. I use I pre-cast 
armature, which is 'basicatfy a stmpttfIed huma I skeleton 
that I twist into the pose I want. For peginners I'~ suggest 
using brass wire to make your skeleton •• it's v ~ry slrong 
and durable. However, you'H likely need a pair 1)1 needle­

nosed pliers to get II into shape ... brass is too stiff to bend with- your fingers an get the 
proper proportions for a 28mm figure. 

I'll use a cork as the figure'S base, available in most craft stores. This provides a nia~ ' handle" 
to hold on to while you work, and it keeps you from getting your fingerprints all over the figure 
and ruining the work you've done. -

~ . 
After I've bent the armature inlo shape, I'll roughly block out some of the major m.ses 01 the 
figure to build a firm base to work from. I'll also slart by sculpting their feet - oncEi ried, the 

putty will help to hold the figure onto .... the base. Day ,: Building up !he mass of 
the figure as a base to work upon 

-------PMf~~---~~.~~~~~ 
The first step is to start working on the robes of the ~ ure. Thts guy is really wide and could 
easily end up looking kind of stiff and clumsy. S'lnce 1 '~suaIlY try to get my figures to suggest 
movement, I'll make the folds on his robes ' Iean° slight ~ to the right, following the angle of his 
staff (Ihe brass rod). This should gIVe the feeling that Ile's scooting along on some mission for 
his dark master, leaning heavUy on his staff for supp 1. You can't really see this yet, but you 
have to plan ahead. 

I made Ihe ' folds' in the putty with the blunt end of tho Wax #5 (see WD 256, p. 57) with the 
raised area pulled down to the lop of the cork. and cut iff (while still wet) with the Spalula Tool. 

------PMf.7 -----!! 
The next step is to add the nexllayer to the figure. a t4 ic wilh 
a tattered hem. I' ll work directly on top of the robes, andlsmooth 

the putty out as best I can. The folds in the fabric are added now, with the round edge of the 
Putty Tool. Then, once the bottom edge is nice and smooth, (and while it's stll! wet) III use a 
sharp hobby knife to cut up into the hem to get a jagged, tattered look. The razor edge of 
the hobby knife will cut into the wet putty better than one of my tools. They are 100 I.mt and 
will not make a sharp indentation because of the high surface tension of the Kne!adatite. 
Then, I' ll use the Spatula 10 'pull' Ihe tatters down a bit, one by one. This will help to d~ean up 
any minor mistakes I made. Now I'll use a needle 100110 poke a few holes in the clqth. This 
helps to give the feel that the cloth is rotten and worm·eaten , a look that is alilhe IClge with 
the forces of evil. 

Day 3: Sculpting the tatters and 
holes into the hem of the tunic 

After this is dried, I'll go back and use a scalpel 10 gently ' scrape' the smooth surfa~;es of the lunlc. This is done by holding 
the blade al a 90' angle and gently scraping the area a few times. If done correctly, this will shave off the very top surface, 
cleaning up any uneven bits that there may be. This was helpful around the tattered hem. as it looked a little messy. 
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The third step of the day is 10 build the base lor his big trenchcoat. This piece of (;!othing is large and is going to cover most 
of his body, so I need to make sure I have a good foundation 10 work upon. So thla basic shape Is blocked in, and I'll worry 
about adding details later . 

............. P~ ~ .I .......... .. 
Today I'm going to start working on the head of the figure. Since only a small part of his face is 
going to be showing, I'm not going to bother rendering the parts that will be covered up in his 
overhanging shroud. 

Sculpting a head is a very complicated process, SO I'll just go into the basics of it here ... I start out 
with a smooth, egg·shaped oval for the face. The first steplis to cut the eye sockets in, leaving them 
empty. Next, I use the Spatula Tool to coax a tiny bit of putty up from the face to built the bridge 01 
the nose (a simple raised line will do for now). Then the mouth is cut into the lower half of the face. I 
clean up the whole thing with my Spatula Tool, gently shaping the putty beneath the eye sockets into 
cheekbones, and the putty beneath the mouth into a chin. Finally, I gently pun some of the pully above 

the eye sockets down, giving a scowling look 10 the forehead. All this is done in one sitting, while the putty is still wet 

After the face dries, I go back in with a tiny bit of putty, and build the nose onto the thin bridge I built beforehand. This bridge 
will help to keep the shape of the nose - a nose should look firm, not soft. After this Is done, I add a tiny bit of putty to the 
eye socket, for the eyeball itself. I'm not really worried about this guy looking too nprmal, so I give it a slight slant. 

___________ P~7 ........ --.. 
II's time to start working on his coal. This will be a rather elaborate piece, and I'm going to try 
to get the basics aU down In one sitting, so I get it all planned out beforehand. I mix up a bunch 
of putty and cover the whole area of the coat with a thin, smooth layer. I make the '9dges criSp 
and dean with the Spatula Tool, simply following the lines I blocked out beforehand. Gentle folds 
are added with the blunl end of the Wax #5. I then add a line of dots along the hep', to give it 
a rough-stitched leather look. Now I'm ready to start adding the detail. 

I want this ooatto look like leather, embossed with some kind of mystic, celestial charts and 
symbols. 1 cut the designs into the coat with the point of the Spatula, occasionally making a 
large hole in the line with the point of the Wax 1#5. These holes are sockets for gemstones that 
will represent planets and other celestial bodies -I'll add the gems after the coat hS'3 dried, and 
Ihen I'll clean up here and there on the coat. 

The Spiral is the symbol of the Dark Emissaries, and I'm going to incorporate 1I1is prominently into the miniature In the 
center of the back. Just for kicks, I'll make this out of a different kind of putty: a metallic bronze stuff called "Gas Tank Repair.· 
I occasionally use this putty for sculpting metal, horn or stone bits, as it's easy to !JElt a hard edge with it, and it cuts better 
when dry than the green Kneadatite. 1 make it very large and heavy-lookinn to assist the stooped feeling of the 
figure's posture. 

A little bit of putty is added to the arms of the figure today, Just to give me a feel for. the sort of mass they are going to have. 
I also remove the brass rod for the slaff, and I'll start working on this separately anlj add It later once it's finished . 

.......... __ P~ 6 

More detail work on the coat today. After a weekend away from the figure, I come back and real­
ize that the detail on the cloak is too subtle, After the fil~ure is cast, it will hardly even be noticed. 
I have 2 choices: either cut the coat off and start it oVer or try to salvage what I've done with 
some sneaky touch·up work. t decide to try to salvage the coat and spend most of the day 
adding tiny bits of putty along the celestial lines to inc~rease their definition. At this point I also 
add some swins on the shoulders - these will help to gracefully accentuate the round shape of 
his massive shoulders . 

.......... --P~ 7JI~ .......... . 
Now that I have the basics of his body done, Irs tim!) to start working on the cool stuff - his 
head and weapons. I'll be giving him a big weird staff in his left hand, but I'm not sure what to 
do with the right. But I'm not going to worry about it now, as t have lots of other parts to work 
on. To be honest, I'm not too happy with this figure currently, as it's just not really coming 
together like I want it to. 

When finished, the head Is going to be very elaborate - long twisted horns and a shroud that hangs down. I want the head 



10 sit in lroot of the shoulders, not on top 01 them. To do this I need to make it a sepa rate piece, since it would not be abte to 
be cast properly as one piece. So now I cut Ihe head off at the neck, and glue the back of the head to a piece 01 plasticard 
so I have something to hold 0(1 to. I'U start working on this tomorrow . 

............ _P~3 
The body of the figure stiU needs a lot of detail - lots of magical charms and small Ogham 
Stones hanging from beaded ropes. I'll start with the ropes, rolling out thin lines of putty, and 
putting them onto the figure where I want them. I clean these up with the Spatula, and let them 
dry. Afterwards, I sculpt the Ogham Stones at the ends of the ropes. 

~~~~~~~~~~T~h~e~S~la~ff~S~I~a"~e~d~.~7 S~i9ht Pi&~'.·O·f·",··re·. 
pushed into a cork, to give me somett)ing to hold 
onto. The basic shape was made by smoothing 
some putty onto the wire and genlly hvisting with 
my fingers. I do this because I want the staff to 
have an irregular, organic shape. o~ce I have 
the basIc shape, I clean it up a Ii e with the 
Spatula, at this point adding some kn ts and wood-grain, but not much. Once 
all this has dried, I use the scalpel to 'scrape' the staff, to give parts of It a 
nice smooth surface. Finally, I add So)me further details - ropes lied around 
the bottom and some thorny, spiky blls at the top. 

Once the head has been securely g ued to a piece of plasticard, t can start 
working on it. The first thing I need Ie' do is build the armature for his horns -
1 simply drill 3 holes through his head and glue three wires into them. I bend 
the wires beforehand, as it will be drHicull to manipulate them once they are 
attached to the head. 

The shroud is pretty easy to make - I simply sculpt this directly onto the plaslicard. After the head is all dried, I can pop this 
off the card, no problem. The horns are going to be a little more tricky. I'll do these INith 
the bronze putty. I'll shape them up with my Spatula, and once smooth, I'll add some 
grooves with the Putty Tool, as if the horns were twisted like a fam's or gazelle's. 

Not much work on the body today, moslly just some touch-ups to the detail and beads 
on the ropes, hanging form his shOUlders. The beads are quite simple, I just sculpt them 
directly on to the ropes - the trick is not to use too much putty, and just follow the tines 
on the ropes . 

.......... _P~fO .......... 
Today I finish up the detail on the body, adding the last of the beads. I'm thinking about 
adding a skull to the staff, so I glue a pre-made skull directly to the side. l atar I'll add 
some putty and sculpt the ropes it will be hanging from. Finally, I finish up the horn~. on 
the head, which takes me more time than I had dared to imagine. 

P~!1 

Day J J; The wrappings around the arm are desigMd ,,,_M.,," I 
/tie frailly of the Emissary's limbs 

I decided this morning to ij 
the skull off the staff. 1 wapt to 
stay away from 'tradlliclnal' 
GW imagery on the Dark 
Emissary ... skulls, ch.aos 
symbols, elc ... it's easy tOI overuse this stuff, anyhow. 

The arms are the next step. The idea here is to make them look like 
they are thin, almost skele'tal, but not quite undead. The wrappings 
ate made with the sharp edge 01 the Spatula Tool, cutting in the 
lines between the wrappings. These I clean up a little wilh the 
round side of a Needle Tool to give each wrapping a genUe 
concave curve. I also pull the putty down a little, so that the wraps 
look like they are hanging from the arms. The putty should stretch 
a little and give a realistic hanging effect. 



~r---------------------------------------------~ 

............ P~ ~~ .......... . 
Now that the head is finished, I finally gel it back together with the body. There Is a little 
bit of trimming involved to make it fit properly, but this just takes a few minutes. 

Next I start the hand, holding the staff. I make the hand a little oversized; this should help 
to exaggerate the thin, almost skeletal look 0,' the arms. I Just sculpt the hand and 
fingers first , then I'll add the thumb later once the rest of the hand has dried. 

I've finally had some inspiration and decided to give the Oark Emissary a scroll in his 
right hand. This should work nicely - it will be elasy for the moldmakers to cast, and it's 
appropriate to the character. .. walking along, e;arrying a message for his dark master. 
Making the scroll will be simple: I'll add a piece of brass wire for support and keep it close 
to the body. 

Now that the figure is nearing completion, I'm !ltarting to like him a little more. Looking 
forward to finishing him up tomorrow . 

............ P~f~ _ ...... _1-
Last day of sculpting .. . just the right hand and scroll to goll start wi th the scroll, sinc~) I'll 
have to sculpt the hand on top 01 it. First I shape it lip with the Spatula , and then I'll cut 
some 'swirls' into each end to suggest that the paper is rolled. Once this dries, I'll chgan 
it up a little with bits of putty and cut into the edges to make the paper look old and tat· 
teredo After al1 this is dried, I' ll ·scrape" the surface a little to make the parchrnent 

look smooth. 

Next up is the hand, done pretty much like the f irst 
one. After aU this Is done, I add some putty betwl~en 
the hand/scroll and the body - this area has to be 
filled in so that the miniature can be easily molded. 
After all this dries, I remove the figure from the cork 
and add its tab for the slotta-base. 

Now that the figure is done, I'm pretty happy with the 
way he's turned oui. This little guy has a lot of per· 

Day 13: Finally sculpling th8 hand to the 
EmlS$iiry's slaff 

sonaJity,and kind of reminds me of the Mystics fronl the movie "The Dark Crystal" (well, an 
evil version of one of them). This figure has been a lot of fun and a really nice departure 
from the Dark Elves. Now, all that remains is to se\ld the figure overseas to the UK Studio, 
where it will be molded, cast, painted and shipped all over the world .. . hopefully in time for 

The ccmpI8tecl Dark Emissary after 
being molded and cast In lin 

the Summer Battle Tour! 

Just as the secrets of the Dark 
Emissary are unveiled, the Dark 
Shadows summer campaign Is now In 
full swing! Choose to attack or defend 
the mystical island of Albion, get 
those armies out there and decide the 
fate of the Warhammer World. 

Inside this very issue of White Dwarf you'll find the Dark Shadows 
campaign booklet, a 24 page guide to this summer's worldwide 
extravaganza, as well as a guide to setting up and running your very 
own campaigns. 

Keep an eye on the progress of this ongoing struggle on the world 
wide web at: 

www.games-workshop.comlalbion/ 
See how the forces of good and the minions of evil sway back and forth 
across the tides of battle on Albion all summer longl 

The completed and painted Albion Daff{ Emissary. 
palnled by Dave ~ Amazing Kkr Thomas 



This month. armies from all 
across the globe are descending 
upon the fog-enshroudcd shores 
of the mystical isle of Albion as 
tbis year's sununer campalgu 
gets under way .•. 

For genct:ltiOns [he Icg~ndary isle of 
Albion h:ls been just thai - a 

Icgcnd. Occasionally a weary tr.l.veller 
will teU an oullaotlish lale of terrible 
creatures stalking the AlbiQn 
marshland or of ships lost withom a 
trace in the swirling mists. 1\ 
counterpoint to these fell storics are 
rumors of r:lbuious riches and 
powerful magics being brought back 
from an island swathed in fog. 
Rumors circul:ue that the mires and 
swamps of Albion house. huge 
menhirs, standing stones that control 
the flow of magic across the world. It 
ha.:. evcn been suggested that should 
the ancicnt :,tOnes full, the world 
iLSctf will be torn apan by the raw 
forces ofCh:lOS. The name of Albion 

DARK SflADOWS 
Worldwide Warha,mner Campaign 

inspires fear, greed and wonderment 
in equal me:l.'Sure. 

Now i[ seems that :1[] isbnd with 
gleaming white cliffs has suddenly 
appeared to the r:.r nonh of the Old 
World. All memories ofthe dangers 
thaI lurk upon the island have 
vanished as the thought of tn:asure 
occupies the minds of many ;l.cross 
the Warhammer World. \'('hilsl the 
coasts of Albion have once again come 
intO vicw as the mists recoil, the 
cenlral area of the Island is still 
obscured by heavy fog. Landing places 
:IR.' few and far between, and [his has 
been \vel! noted by interested panics 
eager to explore and conquer this 
mythical isle. 

All [:uk ;lCrosS the W:lrhammer World 
is of Ihe riches Ih;lt lie in \vaiting on 
Albion . 1bt: struggle for power and 
Cl'e:lSlltt await5 those who would 
venrure inlo the mists, but death and 
desolation also await [he foolhardy, 
for nOt ooly do [he Indigenous 
dangers pose a significant threat to 
[he unw·J.ry, bUI C\'cry race from acros~ 
the world is landing on Albion. Each 
will vie for comrol of the island with 
the Olher. 

More than rac:i:t1 pride is at stake, 
howe\'cr. A backdrop 10 this clamor 



for po'\\'er :Uld material gain is a 
greater baulc - between the force!> of 
light and dark, Mysterious shamans 
known as Truthsayers, native to 
A1bionJ have been seen lr.aven.lng the 
Warhammer World warning :lrmy 
commanders who would set OUt for 
Albion of the harsh weather 
conditions, hideous sea beaSts th:1( 
inhabir me coastal W',iters and the 
GiantS who like;: nolbing more than to 

hurl huge boulders at incoming ships, 
The Truthsayers d(:cI:rre themselves 
keepers of the .knowledge and power 
on the inberently magical island and 
warn of the dangers posed by these 
fell ad\'C~lries_ 

Also lold in hushed whispers art: 
shadowy rumors of dark strangers 
tr:welling wide across the world , 
Speaking or Ihe Dark Master who is to 
rerum to conquer aU, they have been 

named Dad;; Emissarics, Unit:: is 
known of the Dark M:t.'>ter bar his 
clarion call for his followers to join 
him at Albion, 

The possession of the man) ancient 
stonc circles loalted across Albion IS 
the key to controlting the island, but 
with both the Truthsayers and Dark 
EmisS:lries counselling the iOV:lding 
armies, such control won'l be an 
easy rask. 

Hordes of Gn!enskins are pouring 
down from the World's Edge 
Mountains. fanning a green tidal w:wc 
as thL'}' march rclcntk'ss l)' tow·.ards 
Albion. The dre:lded Black Arks and 
ftights of Black Dr-Isons have been 
sighted as the D:lrk Eh'es rum their 
auentioo towards the islc. Tht: EJve1> 
ofUltbuan have already pledged 
tbcmsdves to the Trulhsayers' caust:. 
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A neet of ironclad steam:.hips h:ls !oCt 

S.1i1 from Barolk·Varr ::I' tht: Dwarf~ 
lnvestig:lIc lhe rumors of vast 
treasures, All manner of annies are 
converging on the newl)" 
sighlW i~land. 

For Ihose who SUCCC1!d, power 
imme:c.urable will be thc uJtlm:uc 
reward. For those who f:li!, their 
deC'.a)'inS corpses will sink Silently InlO 
the fens and moorland that co\'Cr so 
much of Albion, The ~~hammer 
World is once again In sre:ll danger, 
for the immense power held in the 
isle of Albion is (he prize for those 
who win out. The foue or the 
\Varhammcr \'(brld is in the hands of 
the generals, w·.a.rlords and 
commanders of the armies which ha\,\::: 
travelled with all haste to the mist· 
enshroudt:d island. Only onc r.act' can 
win - battle is well and truly joined! 



Warhammer is 11 hbletop game for two or mOTe 

players where: you bc:come the: fearlc:ss 
commander of a mighty army - assembling and 
painting your owo army in n:adincss for hattie! 

The: huge: starter sct contains the: following: 
· 288 pig~ ,ukbook . I EmpilC Ccnm l . J ruined buildi llg 

(mibbk 5C:pm tdy) . I O ,c WiTho" . 3 wupon tcmpbl tS 
· J8 Empire Soldiers . 35 Orc Wmiors . 8 HSOm d diu 
· I Empire UIIDon . 1 OK Wu CNtiat . Z noge rukn 

WARHAMMER ARMIES, 
VAMPIRE COUNTS 

The Vlmpirc CoUII!S Ire 

sillincr loreb of the night -
uuly tcrrifyillg oppo~lIlS. 

Their umics of the 1IC"ly­
ri$ell dcul CV(lkc le rror i/l III 
thOk they (iCC. 

WARHAMMER ARMIES, 
THE EMPIRE 

The Empire is Inc urgest ,aim 
of Men in the Old World. The 
Emperor's powerful u mic:s form 
tnc bulioa thai keeps the 
nunudinll Oru 100 £o«tS oJ 
CJw:,s .It hay. 

WARHAMMER AI!MIES, 
ORCS & GOBLINS 

III every forest illd und,.T eVery 
mOl/nhi" lurk the ""rllke 
uibcs of CrccllSkias -
count less O rts ll1d Gobl ills 
who lovt nothiDg more dUll 1 

good ligh!. 

WARH AMMER ARMIES, 
DWARFS 

Deep ... ithill the heU! of the 
moulltlill$. the Dwufs luvc 
t lfvcd Iheir ll1tieDI empire.. 
Surrounded by l U m1DIICr of 
vile foes. lhey luvt beell II 
W" (Of tounlless CCll furic:s. 

















































CHARACTER SHEET 
NamE: Inquisitor Kessel 

\NS as S T \Np Nv Ld SpeE!d 

Starting: 81 76 62 68 71 88 91 94 5 

Ranged 'Weapons 

\N'eapon Type Range F"irlng Mode Accur.c,=, Oa.,.,age Shot, Reload Weight 

C lose CorTtbat \Neapons 

\Neapon Reach DarTlage Parr,=, Penalty 

Daemon 3 206 -15% 
5_ 4 0'. -'0% 
Force Staff (+206 on 

WP "," 

Equipment. Reloads. etc 

Daemon sword (WP 85) with Lashing, 
Mind-Slealer and Warpflame. 

Force Staff 

Special Ab ilities a Psychic Powers 

Leader; Ambidextrous 

Vampirism 

Psychic powers - Firestorm 
- Blinding Flash 

Knockhoocll (SIlO): (j 

Ra. I'\IUI')" 

,.'IIe(TIIOJ: 7 

Sy~ltm Shu<:k (I'IS): 

14 

J6-SO 
RIGHT ARM 

Armor: 2 
"""'« 

It.lulslAlcl 

RighI Haod 
CalT) in& 

OI-IS 1 RIGHT LEG Armor. :2 

"-ILI"lsjAlcl 

• Terrify 

Damage 

96-'00 
HEAD 

Annar. 

81.95 
CHEST 

Annor: 3 ""'"', 
ILlnlsl"lcl 

..... 
ABOOMEN 

Am~>r:2 

"-, 
IL!UISIAICI 

31·35 
GROIN 

1.""",,2 ....... 
ILI".A lcl 

CCH1'oci ..... ; .... (TJ::!l: 34 

51·65 
LEFT ARM 

1.""",,2 

0""", 

Len Halld 
Carrying 

' ~JQ 
LEFT LEG 

AfItl(r 2 
""­

ILlnlslAlcl 
NUI'U..,.: Suoo: • ..rul Too&h""'" Rlefdl..,: 1+0110 Injury lOW aI 

I~I mlUCC1 damollC b)l O} {+I for rnd ofno..,. tum. 
e'.'efY IOTOtJghnr ... c""r~). 
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or ... "Ask Dirty ,steve!" 

Dear Diny Steve, 

Hi, I w:as wondering by reading in the 
l'yr:mid Codcx ... wha\ is Green Stuff? 
Where can you buy it? Can you o rder il 
from Games Workshop? I would rc:llIy 
en joy making co nversions with this. 

Sincerely. 
Christian SoITCIl 

\f-ell, ~gn'(!" Sftllf. ~ as I L-'f! so lot:lllg/y 
call It. Chrlstfan, Is a lurO part epo:ry 
pI/fly (h al Is g rea/ for rej)(lirl" g gaps 
lell I" conllersiOllS or e l iCit jor 
sClilpting p u r ll)' seals or bair 0 1110 
)'Ollr II/orld. The awesollle sClilptors a t 
Gili' IISC /I 10 deslgll all Ihe pewter 
m(Nlels for (III of Ollr games. Alldlbey 
I:I/,:ell do It aClll(11 size.' l Oll cm/ 8(!1 It 
from Mall Order or a local Games 
\~'orksbop or other retail bobby slore. 

Dear Diny Slcve, 

I ha"e been collecting a Nccro n a rmy, 
and I wanled to know why there are so 
ft."", weapons and models. Maybe you 
could go Ihrough a big conversion like 
thc new l'ymnids. 

P. Bergdahl 

Hmm ... Nf.'CroIlS, NecrollS, NecroIlS.". 
Seems like EVER1'ONE walliS 10 see 
more of tbese melal heads wbo lllmher 
across lhe baUlefield and get rlgbl 
back liP afler helllg blasted by a boiler. 
/( looks lik e it 11'011'1 he 100 10llg tlJl 
lI'e sec a lillie bit more abolll Ibese 
811yS. S(/II, I don 'l hall/:! ally specifics, 
bill Necrolls seem lIlw(~)'s to pop liP 
whell least e.\pected . dOIl 't they? 

Dear Dirty Sieve, 

I"d JUSt like to say (hat Warhammer -10K 
has ne\'e r looked beu e r. I"ve been 
playing fo r a while. and the ru les arc 
the easiest :md s impk"Sllo"·cr! H<m'cver. 

I"m wondering: will there e\'cr be any 
more beakie Space Marines? I don ' I 
me3n these ncw ones in Ihe p last ic 
squad, I mcan the old oncs with the 
studded sho uld er pads, the real 
Beakies from 2nd lo-dition ! They h:I\'c 
al .... ':lys been my favorite Spacc Marine 
annor type th31 h:1S come out. I'm just 
wondering if you'll cver do a limited 
production run or some thing like that. 

Epsilitory 

11Je of" Beaksters do hal)e a certa in 
charm, dOI/'t they? So m ilch, II/ f act, 
tlml the Mail Order Archill/:! bas roNS 
of them, illcllldillg m)' f(we. Ibe rt/re 
a lld e/leN!iusil'e KUNG FOO MARlNE! 
A ~'('ry fly guy if 1 ever saw one. GiI>e 
tbose Trolls a call, amI the)' am book 
),011 liP with more Beakles tha1/ ),011 
Clm shake a cOl/versloll be(lmer al. 
And tell 'em Dirt)' Stelle sellt ),(1. I flsed 
to work witb tlJOS(' gll)'s back in Ibe 
good old da)'so 71Je)' {Oloe me. 

Dear Dirty Ste\Oe. 

l"ve heard tha t maybe, Just maybe. 
Games Workshop wou ld produce a 
Harlequ ins Codex and fi nally make 
them the army thlo'")' des rcve to be. What 
is the truth in this rumor? My aml}' is 
itchi ng to wrap thei r technicolor 
d~amco:us around some foul armies 
of Chaos! 

Thanks. 
Emily Long 

!"toe heard abollt as IIlllcb as Marcel 
Marcell ll Is willing to lell lIIe (he's a 
mime,,,U's a j oke. alheit a bad aile). 
There bm'e been a fell' whispers 
fiooling aroul/d the office, lIolbillg 
really concrete, bill tb('y 're lIot 
forgottell, Emil),. if t/){It's )'Olir fear. 
nJl.'Y lloere 111)' first 40K ttrm)'. so rd 
like to see them, too! 

Have a question about 
when new annies are 

coming out? Need some 
advice about painting 
or modeling? This is 

the place for 
your inquiries 
and opinions! 

Write or email us a t 
the addresses below! 

Dear Dirty Ste\'c . 

I was wondering if yo u could c nd 
months of internet specu lation and 
POSt whether or no t Chaos DWllrfS 
would get a new army book or if 
Ravening Ho rdes will be the ir Anal lis t. 
Us legio ns of-fun ny har- fu ns are dying 
10 know! 

Regards. 
BobW, 

nJis topic has been hotly debmed Ol'('r 

the )·ears. Bob. Are they 8Ol/tla come 
back Mel/ WI/hollt Hats, 01" aN! they 
8O1ll/{l be Ibe Sio /le Pipe Sf/miles we all 
know fltld 10/le? Or are tbey (GASP') 
galle fore /ler? No Oil/:! kllows. 8ul tbe 
more yOIl yell, tbe 1II0re they'lIlfslelll 

Dear Dirty Steve. 

I LOVE EU)AR! Why haven't you made 
a plastic Wave Serpent? I know Forge 
World makes o ne. but it would be 
much mo re convenient if you sold 
them in the ret:l.iI stores. 
I~S. Is the leader of the Incubi the same 
3S the Father of the Scorpions? 

Plastics ftlkl! (I I.ONG lillie to get from 
tbe dra wlllg boor" to the retail shelf. 
so it might be a bit before they U'01i1tl 
sllrfllce II/ a store. 0 " aI/other 1/ote, 
there is I/O solid accou"t of tbe fate of 
Arhrtl, the Fat/x'r of Scorpiolls. Bllt 
Cbaos Is IInder IJelW)' sllspic;OIl .... 

S"jlf;r 
Unfortunately, I lack the power 
o r (more rea lis tically) the vast 

knowledge to answer rules 
questions, but these guys can: 

roolzhoyz@games­
wor kshop,com 

Want to send a letter to theMailbox •• WrilellS at:GamesWorkshop.Alln: Dirty Steve's Mailbox. 6721 8aymeadow Drive. 
Glen Burnie. MD 21060. Or. send us some email atWhitcD@gamcs-workshop.com. but remember to gh'c us pcnnission 10 print your 

emaiis. We can', usc them if you forgel! 
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Not content with merelV .--. ~ 
Creallng, writing and 
overseeing our new game, HE A 0 E 5 
Head InqUISitor Gav 11I0rpe has 
been purging herellcs In the 
Studio campaign with his very 
own warband, 

Gav Thorpe has been 
contributing to White 
Dwarf for as long as 
anyone can remember 
(we just haven't got the 
heart to get rid 01 him), 

He also presides over all 
things Warllammer, 

and is responsible for 
the development 
of Inquisitor. 

r=iven Kessel's dubious nature, an 
L.::Iobvious accomplice would be a 
Daemonhost of some variety. I wanted 
something that would be completely off­
the-wall and bizarre. Something we had 
talked about during the development of 
Cherubael was the fact that he is 
sustained by psychic energy; the power 
of it lifts him off the ground. I decided to 
take this one step further and create a 
character who obviously did not walk at 
all but floated around on a current of 
magical power. 

I assembled l oa GOtg completely before 
attaching him 10 the base. First of all, I 
snipped the feet off Damien 1427's ~gs 
- a character with no feet obviously 
wouldn·t be walking anywherel To 
replace these, I fitted Damien's electro­
Itails onto the end of the legs, bending 
them beforehand to appear to be 
whipping around in loa Gorg"S psychic 
wash. I got a neat fit on each leg by 
clipping away where the electro-flails join 
the arm until a match was made that 
needed only a little filling. 

More tricky was fitting the body to the 
legs. Although the waistline on both was 
roughly the same, to get the right angle 
and sweep to make loa look as if he'd 
just swept down from a swooping dive 

GAV THORPE'S INDUISITOR \NARBAND 

When I first started writing Inquisitor, I made a few mock·up models 
(inspired by John Blanche) out of 1/32nd scale military models. 
These served me very well thro ughout the development of the 
game, but when we started getting some of the 'real' miniatures 
through I decided it was time for the old·timers to retire; some fresh 
blood was needed. Inquisitor Kessel and his warrior band are the 
result. I didn't really have an overall idea of what I wanted in my 
warrior band, and each of the following models was inspired by the 
original miniatures as they appeared from the miniatures designers. 
Here's what I did. 

LOA GORG - OAEMONHOST 
and was rising again I wanted 

a definite curve to his 
back. This was where I 
employed the most Green 
Stuff, using bin to bulk out 

the gap and get the angle 
right, then waiting for that to dry fulfy 
before filling in the spaces to smooth the 
fit between the two parts. The face is an 
Arco-flagellant head which sits on top of 
the collar very neatly, in fact it's just a 
little bigger which makes it look like the 
collar is bolted on reaUy tightly and is 
squeezing into the flesh. 

To move the silhouette even further from 
CherUbael, I repositioned one of the arms 
so that it was raised. The shape of the 
hand fitted perfectly with a skull from my 
bin box, and I could imagine the skull's 
eyes blazing with unholy light as the 
Daemonhost focused its psychic energy, 
terrifying Ke ssel 's foesl As a fina l touch I 
glued on an Inquisition symbol hanging 
from the bindings on the raised arm, just 
as a small reminder that this creature is 
one of the EmperOf'S servann. albeit 
unwillingly .. _ 

I then used a flying base stem to mount 
Loa Gorg on his base. hiding the join 
between the stand and his body behind a 
piece of parchment attached to his waist. 

PAINTING LOA GORG 

Across my warrior band I wanted some 
different skin tones and textures. For l oa 
Gorg the effect I was after was 
something leathery and ancient, a 
Daemonhost almost at the end of in life, 
in physical shell almost totally corrupted . 
Here's what 1 did: 

1. The all- important black spray 
undercoat! 
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2. The skin was drybrushed with Skull 
White. Over this I applied a thinned 
down brown/black wash. When this was 
dry I used another drybrush layer, this 
time with a mix of Snakebite leather 
lightened with Bleached Bone. Another 
brown wash smoothed out the colors and 
it was done. 

3. The bindings and hood were painted 
with Snakebi te l eather. highlighted with 
Bleached Bone and then Skull White. I 
then used Chestnut ink to add a layer of 
shading, and a final highlight with more 
Bleached BOfle. 

4. To tie in with Kessel (and to keep that 
theme of colors within the warband), the 
metal decorations were drybrushed with 
Dwarf Bronze and then given a Chestnut 
Ink wash. 

5. The implann in the legs were painted 
flat Mithril Si lver over the black 
undercoat, and then a thinned blue wash 
added a blue-silver sheen. 



IL essel was th! first miniatur! that I 
""'converted in the warrior band. As 
Brian Nelson was sculpting the Eisenhorn 
figure 1 knew thai when 1 could get my 
hands on on!, I'd want to do som!thing 
with it. rd alr! ady dedded that I wanted 
a radicallnquisilor rather than some 
goody-goody Puritan, and initially t 
thought of Quixos, the daemon·cursed 
Inquisitor hunted down by Eisenhorn in 
his early career. In the end, I opted fOf 
someone new, but with a similarly 
corrupted app!arance. 

First of all t mounted mesh on the base 
and assembled Eisenhorn's legs and 
torso. before firmly filting them to the 
base, too. t snipped Eisenhorn's runestaff 
from the scroll cases hanging from it. 
which neatly I!ft two pi&es which could 
be stuck to either side of his hand once 
the sword-stick sheath was removed. 
Now. the staff is too thin to pin and the 
join is quite weak, so unfortunately it has 
broken off on a few occasions, but 
successive regluing has formed quite a 
bond now! 

Eisenhorn's thin blade is kind of a 
trademark for the figure, and I definitely 
wanted Kessel to have something a bit 
heftier to be his daemon blade. 
Covenant's power falchion seemed 
perfect and it was quite easy to fit on to 
Eisenhorn's fist at the quillions (the 
crosspi&!). I snipped off the skull 
pommel and fitled that to the back of his 
hand to finish it off. 

Getting a h!ad that suited took a while, I 
wanted something that was a bit off-the­
wall and disturbing. When I saw 
Cherubael's face I knew that I'd found 
what I wanted. Now, after removing the 
collar, this left Kessel with no neck, so I 

INUUISITOF=l KESSEL 
used a small piece of spare metal (I think it 
was a tag) to lift Ih! head out of th! 
recess inside Eisenhorn's collar. Since most 
of it can't be seen, this worked very well. 
It was at this point that I d&ided to stop. 

Part of the beauty of the Eisenhorn 
model is the elegant lines, and so I 

d&ided not to clutter it 
up with additional 

wargear and bits 'n' 
pieces. 

PAIN TIN G KESSF;L 
It was Kessel who established the overall 
colour theme fOf the whole warriOf band 
I wanted something a bit plush, regal · 
looking. Here's what I did (Oh, by the 
way I used a Detail brush for most of this 
- I find Fine Detail brushes too fiddly for 
my clumsy fingers. AI! the models were 
also spray varnished when I was done). 

1 Black sJH"ay undercoat, with the 
rKesses touched up with slightly thinned 
down black paint to give an 
even coverage. 

2. I painted the red coat first - any slIps 
could be painted over with black. I 
painted Red Gore over almost the entirety 
of the areas, leaving only the deepest 
creases black. I then did another coat of 
Red Gore over th! higher areas for a first 
highlight. This gave a nice base for Blood 
Red on the highen point of the folds. 

3. Over the Red Gore and Blood R!d base 
I washed a mi~ture of Red Gore and 
Chestnut Ink, with the tiniest of drops of 
Brown Ink to darken it down even more. 

4. With the wash dry, I used more Red 
Gore to reinforce the highlights that 
showed through. That was it. the red 
was done! 

5. For the blue areas Ihis was even simpler 
- ~gal Blue over which a wash of Blue 
Ink and Black Ink was painted (about one 
part Black Ink to every five parts Blue). No 
additional highlighting was needed, the 
wash did it all for me. 

6. The coppery metallic areas were 
painted with Dwarf Bronze for a more 
aged look than you get with gold. 
Chestnut Ink over this added a layer of 
shading and that was finished as well . 

7. The actual black coat needed very 
little - I was very wary of making it too 
grey or too bluish with lots of 
highlighting. I restricted myself to a thin 
line of Elf Grey along the edges of the 
sleeves and bottom of the coat using the 
side of the brush bristles. I gently built 
up three layers of drybrushing on 
Kessel's trousers and when this was 
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done, picked out the calip!rs and bionics 
with Mithril Silver and th! odd part with 
Burnish!d Gold. 

B. I wanted Kessel's skin to appear 
ghostly and inhuman. so I painted over 
the Black undercoat with Skull White. 
Onto this I painted thinned-down Elf 
Grey with a smidgen of Blue Wash mixed 
m. When this was dry I used Blood ~d 
for the Inquisition rune on his forehead 
and in his eyes, and the inside of the 
mouth is Red Gore. With the red dried, I 
went over with the Skull White again, 
highlighting the horns, knuckles and 
other prominent areas, as well as tidying 
up a bit around the symbol and his eyes. 

~~. t drybrushed Skull White over the 
sword to highlight the edges. and 
worked this towards the tip so that it got 
lighter at that end . Over thiS I painted 
some fairly rough and ready lightning 
arcs crackling off the edges. To get the 
finished daemonsword appearance I used 
three or four washes of Green Ink to add 
an unearthly glow through which the 
energy patterns still show through. 

10. Other details: The leather crossbelt 
was painted with Snakebite leather. 
highlighted with a mix of that and 
BJeach!d Bone. Burnished Gold was used 
on the buttons, studs and trim on the 
inner coat. The wax on the purity seals 
was ~d Gore (for the shoulder) and 
Blood Red (on the daemonsword). The 
parchment effect was achieved with 
Bleached Bone highlighted with a Skull 
White/ Bleached Bone mix, given a thin 
(very thin) Chestnut Ink wash. and 
highlighted once more with 
E',leached Bone. 

11. All of my bases were painted black 
ever any earlier spillages and then 
drybrushed Boltgun Metal. 



L ogan Storm was a later addition to 
the warband to give it some ranged 

firepower - I realized that not one of 
the characters I had already made 
actually carried a gun! Parts from Slick 
Devlan, Sergeant Stone and Preacher 
Josef 500n began to assemble on my 
cutting board. Grabbing an old Titan 
weapons frame, a plastic galling blaster 
seemed perfect for a multi-barreled 
autogun (not an assault cannon, that 
would be bigger). It was a bit plain 
though, but sorting through my ever 
increasing pile of bits, I managed to 
salvage the belt feed from a Space 
Marine Land Speeder heavy bolter 
which matched nicely. Rather than 

LOGAN STORM - SKITARII VETERAN 

worry about trying to remodel some 
hands to grip this weapon, I went for 
the easy option of turning it into an 
implant. I chopped off the right hand of 
Stone and stuck the gun in place. It was 
as simple as that. 

The left arm took a little more work and 
involved chopping off the forearm of 
Sergeant Stone and swapping it with 
Preacher Josef's armored gauntlet. 
Twisting this slightly allowed me to bring 
the arm across the body which made for 
a much stronger pose. than leaving it 
hanging free. Preacher Josef's face 
seemed to match the bulk of the model 
quite well and fitted into the neck space 
easily enough without any chopping. For 
a little added character I added the 
loincloth from Stone and a head with a 
chain which I think came from a Chaos 
accessory frame. 
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PAINTING 
LOGAN S TORM 
Most of the techniques I used on my 
previous models were duplicated on 
Logan. so here's what I did differently. 

1. I used more Blood Red to highlight 
the demi-tabard, giving it a brighter 
finish than on the other characters - I 
thought that the deep Red Gore was 
okay for two of the characters but 
would get too repetitive if used on three 
out of the foor. 

2, The trousers were built up with 
successive layers of Snakebite Leather 
and Brown Ink wash, then Bubonic 
Brown mixed with Bleached Bone. 

3. The skin was more Bronzed Flesh 
shaded with a mil( of Brown and 
Chestnut Inks, then drybrushed with 
Bronzed Flesh and a final subtle 
highlight with Bronzed Flesh and a little 
bit of Skull White. 



MECHISMUS OILRELIUS - CHRONO-GLAOIATOR 

\Nhen we'd been devising 
Inquisitor characters there 

were various modified fighters who we 
lumped under the heading 'cyber­
ber>erkers'. From these came the Areo­
flagellants, but another one that I really 
like was the Chrono-gladiator. These are 
bionic pit fighters who have a built·in 
self-destruct m~hanism that can only 
be forestalled by fighting, thus every 
second in combat is a second added to 
their life. 

The basic inspiration for Mechismus was 
finding a really old frame of plastic Titan 
weapons (the original Adeptus Titanicus 

So there you have it, how I 
assembled and painted K~sel's 
Heroes. Even as someone who 
isn't much of a modeler and 
converter, I found the experience 
immensely enjoyable and 
rewarding. Getting the right bits 
was the most useful thing to start, 
the actual process of converting 
and painting I found 
straightforward and not really any 
different from Warhammer or 
Warhammer 40,000 modeling. My 
final piece of advice would be to 
let your imagination guide you -
don't worry about what the rules 
will be, you can sort those out 
once you have that character 
miniature finished I 

Well , ta ta for now, you'll be 
seeing more of Kessel's Heroes in 
the future. 

ones, for those whose memories reach 
back that far) . The chain fists looked the 
perfect size - brutal and unwieldy but 
small enough to mount on a 54mm 
character's arms. By odd coincidence 
(not!) I had Damien 1427's arms without 

their electro-flails ... the joins 
were covered with Green 
Stuff to create a 
mechanical/organic 'weld '. 

Using a knife, I chopped out 
the bottom and back of one of 

the plastic Titan heads to fit 
between he shoulders of Damien 1427. 

I envisioned this more of a 'brain pan' 
than an armored head - the brain is 
floating inside the armored shell. the 
somewhat fragile skull having been 
removed long ago. I then pinned the 
arms to the body and inserted the 
syring~ down the spine. and that was 
the upper torro finished. 

I looked around for some suitable legs. 
and finally settled on Devotee 
Malicant's. The bare chest combined 
with the kilt-like rob~ of Malicant 
worked well together. I filed off the rope 
on the front of the legs hanging over the 
demi·tabard, and covered the flat area 
left behind with purity seals stolen from 
my bits box - much easier than reo 
sculpting detail! So the seals didn' t look 
too odd. I stuck on some more 
Inquisition symbols from the same 
accessory sprues, to make it look as if 
Mechismus has been passed from one 
Inquisitor to another over decades of 
fighting, each conflict putting off his 
death by a few more years. 
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PAINTING MECHISMUS 
Here's how I painted my Chrono-gladiatot: 

1. Black spray undercoat 

2. The red, blue and black areas, as well 
as the purity seals. were painted using 
the same methods I employed on Kessel. 

3. For the skin I painted over the 
undercoat with Skull White, then a layer 
of Bronzed Flesh. For a weathered look, 
I washed this over with Chestnut Ink. 

4, I wanted the metal areas of Mechismus 
to have a greased, oily feel to them. 
Mithril Silver formed the base coat and 
over this I used a mix of 81ue Ink and 
Brown Ink, with a little Chaos Black to 
thicken it up. I was going to drybrush it 
after this, but decided I pr!ferred the 
effect as it was. For the icons and 
symbols, I drybllJshed Mithril Silver over 
the black undercoat. so that they stood 
out as slighlly different. I then picked out 
the odd detail with Dwarf 8ronze to 
provide another visual connection to the 
other warriors. 



An evocaUve semng can reallY 
give vour Inqulsnor campaign 
an eKe lUng edge. In this anlcle. 
Gav Thorpe describes how he 
went aboUlthe creaUon olilaris 
Cephalon. the semng lor the 
Studio Inqulsnor campaign. 

O ne of the things Ihat really helps 
make a campaign work is having 

a well thought Qut, consistent setting 
which grows and changes over the 
course of the campaign, providing a 
'real ' environment in which the players' 
battles are set. Having done a bit of 
this myself, this is the first in a series of 
articles in which I'll be explaining how 
to go about doing just that - creating 
and running a world. To illustrate what 
I'm talking about, I will be developing 
the Imperial world of Karis Cephalon, 
the setting for our first Studio 
Inquisitor campaign. 

GETTING STARTED 
So, what are those basic details you'll 
need to know? Broadly speaking, you 
need to think of two things - politics and 
technology. In the Imperium, the two 
tend to be related to each other, and 
generally worlds are categorized by 
these two factors (see the box opposite 
for some examples of different Imperial 
worlds). Of course, Inquisitor being the 

CREATING 
VVOF=lLDS 

INQUISITOR CAMPAIGN SETTINGS 

game it is, you may even want to set 
your campaign on a non-Imperial world; 
don't forget locations such as mining 
colonies on asteroids, orbital space 
stations, aboard starships and the like. 

Many of the categories listed can be 
mixed and matched to create more 
complex environments, which come 
under the general heading of 'civilized 
world'. This is what I did for Karis 
CephaJon - I decided to go for a mix of 
agriculture, mining and commerce. I 
didn't want a cardinal world as such, 
but to create some intrigue and interest 
I gave the world a heavy Ecclesiarchy 
tradition. so that while it is actually 
ruled by an Imperial commander, the 
Cardinal of Karis Cephalon has a great 
deal of influence. 

Technologically. I went for a fairly 
standard mix of high-tech and low-tech 
equipment. r wanted to create the 
impression that while the citizens of 
Karis Cephalon had access to certain 
wonderful advances of science, it was 
by no means complete. I picture a 
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world where steam-driven monorails 
criss-cross the continents on great steel 
constructions, but smaller combustion 
engines are not used. Instead, local 
transport is in the form of horse drawn 
carts and the like. It is this contradiction 
of different technologies which is one 
of the strongest themes of the 
Warhammer 40,000 universe, and I 
wanted a world which captured that 
theme in some very real wayS. 

PUT IT SDME\NHERE! 
Have a look at a map of the Imperium 
and decide where you want your world 
to be. A world's location within the 
Imperium has an effect on many things, 
including how isolated it is from Terra, 
how much the Imperial organizations 
interfere with its running, how 
important it is considered and so on. A 
world in the Segmentum Solar, dose to 
Earth, is likely to be old, established and 
an important part of the Imperium. 
Whereas a planet on the Eastern Fringe, 
at the edge of the Astronomicon and 
far from Terra, will be more of a frontier 
world. isolated from authority and left 
to its own devices for much of the time. 
Its locale will have other influences. 
such as the proximity of threats such as 
the Eye of Terror, the Tyranid hive fleets 
and ark domains. Also, the position of 
your world will have some significance 
when determining its history (which I'll 
write about in a bit) and its part in 
major events that have affected the 
Imperium. This is where a bit of 
research will come in really handy. 

Karis Cepha/on is quite close to the 
center of the Imperium, on the border 
between the Segementum Solar and 
Segmentum Tempestus. Its location 
suggests that it's quite an old world, with 
regular contact with the Imperium, and 
reasonably close (in galactiC terms!) 10 
the spirituaUy important worlds of Terra, 
Ophelia and Cathalamor, establishing a 
reason for the Ecdesiarchy's greater 
influence in Ihe world's politics. This also 
places Karts Cephalon quite close to the 
newly arrived Tyranid hive fleet 
leviathan, and the growing ark Waaagh! 
centered on Armageddon. 



IMPERIAL \NORLO T 'YIPES 
A GRI-\NOR LOS 
Agri-worlds are huge fanns, geared 
towards elCporting foodstuffs to hive 
worlds, forge worlds and other non-self 
sufficient place5. They have a low 
population density and t~hnology can 
range from self-managed farming with 
automated harvesters down to horse and 
plow level. Agri-worlds don't have a tot 
of military resource and are often 
vulnerable to attack. There are few large 
conurbations, and most of the populace 
lives in scattered rural communibes. 
Slave labor is often employed in lower 
tech environments. 

D E A D \NDRL D S 
These wortds have minima], even non· 
existent, Hie traces. This results from 
ecological catastrophe. devastating 
Internedne war, Imperial or alien 
int~ntkJn Ot no attributable cause. 
OcCasionally a dead world may harbor 
ancient technology, alien ruins and other 
sites of intl!fl!st to the Inquisition. and 
some may have research stations, 
expiOlatory camps or fIed&flng colonies. 

F ORGE WORLDS 
Forge worlds are the soverelB" domains of 
the Adeptus Mechanicus. They are pIanet­
widt- ladorits andrnay aM serve as .. 
base of operations for one of the TItan 
legions. Forge wol1ds are essential for the 
supply of arms and armor to the 
Imperium's combat forces. They art also 
vast repositories of knowledge, with 
extensive libraries and archives which 
would contain much of interest to an 
Inquisitor. The Adeptus MechanictJs guards 
this knowledge jealously, though, and 
outside interference and visito~ afe 
not encouraged. 

MEDIE VAL WORlDS 
These have a tecnnicaJ ba5e jllSt priof to 
or just after black powder state 
Establishment of wide surface cultural 
and political organizations, for example 
trade guilds. fiefdoms and such like. 
Some useful reautting fer Imperial 
Guatd and Adeptus Astat'te$. As with 
feral worlds, these planets are vulnerable 
to attack as they nave nWe central 
organization and very crude battfegear. 

CARDINAL \NORLDS 
Cardinal worlds ate ruled over by the 
Ecclesiarchy and act as centers of 
spiritual and physical power of the 
Ministorum of Terra. The Ministorum has 
a great deal of temporal power and 
rewurces, and cardinal worlds tend to be 
well-deiended, with a fairly high degree 
of technology and standard of living. 
Usually they are govemed by a council 
of cardinals (hence the name) Of 

perhaps a ble cardinal acts 10 the role 
of Imperial commander. 

R ESEARCH STATIONS 
This categot)' contalJlS a wide variety of 
locations. induding orbital stations, 
astetOidaJ emplaumen15 and other 
major faciJities on dead worlds, death 
worlds or on other planets. Research 
stations are responsible for a Widt 
variety of research, from animal breeding 
and cfomestic.abon to weapons testing 
and sene engineering. They are also 
listening and watch posts for plandaty 
and system defense of important worlds. 

G A R DEN WORLDS 
Garder! worlds are paradises, with rolling 
plains. deep forests, impressIVe mountain 
ranges and sweeping coastlines. The~ 
are havens for Imperial nobles and those 
with the resources and pgwer as retreats, 
where they can go hunting. fishing. 
camping and other sum wlderness 
delights. As you can imagine. these 
worlds are hotbeds of Inbigue and 
heresy as decadent nobles. rogue 
traders, Imperial commanders and their 
Ike mix together, plotting and scheming 
as thefr kind are wont to do .. 

MINING WORLDS 
As agri-workts are to foodstuffs, mining 
worlds are to minerals These are ore­
rich planets which export unprocessed 
mInerals and metals for manufacture on 
forge worlds and hive worlds. They are 
usually very rough and ready places, full 
of hardened miners and their equally 
hardened families. Digging under 
mountains often turns up strange 
artifacts. ancient fossilized remains and 
other material that would grab an 
Inquisitor's interest. 
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DEATH WORLDS 
These are planets which are too 
dangeroos to support widespread human 
settlement. They vaf)' a great deal In 
type. Typical worlds may be world-wide 
Jungles which harbor man-eating plants 
and carnivorous animals, Of barren 
rodcscapes strewn with volcanoes and 

ad<ed by nudeat stonns. These worlds 
are nw-Impossible to colonize but must 

properly explored, which necessitates 
the provision of outposts and other 
facilities. Some harbor rich mineral, 
vegetable, animal Qr gaseous resources. 

F ERAL WORL D S 
Feral worlds have a technoioSiCaI state 
which is considerably pre·black powder, 
even pre-Bronze or Stone age In the most 
backward castS. Sometimes tftey are a 
good SOUI"te of Imperial Guard and Adeptus 
AstaItes rec:ruits.. The Imptriat commander 

often distant, in orbit usually, with 
Infrequent surface fonIys to est4bIhh 
pu~ of psydIic talent and mutation 
Warrior cults and widesptead religious 
neresy in general are common amongst 
eraJ worlde~. and Imperi.al commanders of 

:sum planets are frequently under suspicion 
of 'going native' 



POLITIC AL 

ORGANIZ ATION 
How is your world ruled? Does it have 
a sole Imperial commander (this is 
usually the case) or some kind of 
committee? Does the title pass by 
hereditary right or is there some form 
of election system? What other 

organizat ions have some power on the 

world? Examples include: trade guilds, 
workers unions, planetary aristocracy, 

slavers, manufacturing cartels. reJigious 
cults and of course Imperial 

organizations such as the Adeptus 

Mechanicus. Arbites. Sisterhood and 
the Adeptu5 Astartes. 
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There are not only legitimate power 
blocs to consider. Are there rebels on 
the world. who wish for a change in 
rulership? There may be pro- and anti­
Imperial factions vying for dominance, 
terrorist groups who are pro-alien. or 
anti-mutant. There may be subversive 
rel igious sects. These underground 
factions can be used to aid or oppose 
the InquiSitors. depending 
on circumstances. 

It is the interplay of these organizations 
- their politicking, backstabbing 
powerplay - that can generate many 
campaign and scenario plots as the 
Inquisitors try to unravel dastardly 
schemes and bring troublemakers 
to account. 

What are the resources of these 
organizations? Do they have their own 
security forces, do they hi re 
mercenaries (perhaps from off-world), 
is there a militia or standing army of 
some kind? 

As I mentioned earlier. I wanted the 
ECciesiarchy to playa strong part in the 
running of Karis Cephalon. as well as the 
standard planetary government. I opted 
to have the planetary commander as a 
democratically elected official. voted for 
by the ruling elite of the world. This 
electorate is formed from the farm and 
mine owners as those with economic 
influence gain political influence on Karis 
Cephalon . For some extra color I also 
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RESEARCH 
It's worth spending some time 
I'Nding existing material, such as 
Warhammer 40,000. Codl!xe5. White 
Dwarf and Black Ubrary publications. 
For a start, there's probably plenty of 
things that will inspire you for ideas, 
while it wiH aiso hi&hi8ht ateaS you 
might want to think about when 
creating your wortd. Plus, of course, 
it's fun reading all that 
background Information .. 

gave Karis CephaJon a slave undercJass 
of mutants. Mutant labor is an important 
commodity, and would be a defining 
part of life on Karis Cephalon. Obviously 
a large mutant population would be 
frowned upon by certain members of the 
Inquisition, while the elite are built upon 
the use of slaves and would be very 
keen to protect their interests against 
interference. The slaves themselves are 
another dimension. With any forced 
labor, insurrection is a very real threat, 
and I created a mutant underground 
movement which engages in terrorist 
activities to repeal the slave laws 
(without much success to date, I 
might add!). 

ECONOMY 
How does the world and the 
population sustain themselves? Is there 
a free economy or a socialist 
distribution of wealth and resources? 
How does money reflect political 
power? Is there a feudal system of 
taxation, or a more centralized 
economy? Does the world trade with 
other planets. or is it self-sustaining? 
The interaction with other worlds can 
be used to kick oH a campaign and 
draw the Inquisition's attention. For 
example, what if a mining world 
suddenly stops fulfilling its contracts to 
an important military factory? The 
Inquisitors must find out what has 
stopped the mines producing, or 
perhaps someone on the inside is 
feeding information to human or alien 
pirates so that they can ambush the 
convoys en route. 

This can also happen internally on a 
worfd. Picture a hive world where 
something has happened to the water 
processing plants. Water is in short 
supply, the populace is on the verge of 
dehydration and rebellion, those with 
the correct contachi start running black 
market supplies, and all the while no 
one knows why the water has 
stopped flowing. 

As I mentioned, Karis Cephalon has a 

mix of agricultural and industrial 
economy, and is generally self­
sustaining. Individual wealth is based 
upon slave labor for the majority, and I 
figured that most of the people on 
Karis Cephalon were either members of 
or worked for one of a few merchant 
families that hold most of the planet's 
wealth. Only those of the Ecdesiarchy 
clergy would be outside this 
framework, although the Ministorum 
would also have its own mines and 
farms for generating wealth . 

HISTORY 
Nothing adds depth and gravitas to a 
setting like a bit of history. If you can 
make the players feel like this world has 
had an existence of its own before they 
arrived, that it's not just been 
constructed for them, then it becomes 
more real as an environment. 

The detail of your history can vary. You 
can keep events that happened a long 
time ago reasonably vague, even 
mythical in some cases. Establishing a 
history isn't as diHicult as it sounds, all 
you really need are a few key events 
that help to define the way the world is 
nowadays, or that introduce elements 
that may be picked up on in storylines 
during the campaign. 

A good start is a limeline - a record of 
events that have occurred prior to the 
characters arriving. This is for your own 
reference more than the players, and is 
something which you can expand upon 
at a later time. The first thing to 
establish is how long the world has 
been settled. Does it pre-date the 
Imperium, was it settled during the 
Great Crusade, or has it been 
discovered (or rediscovered) in the last 
10,000 years? This has an eHect on the 
sort of world it will be, what customs 
and traditions may exist, and the kind 
of relationship it has with the rest of 
the Imperium. Generally, the older a 
world, the more set in its ways it will 
be. It may have religions that precede 
the Emperor and have been modified 
by the Ecciesiarchy, brutally stamped 
out, or perhaps still exist in heretical 
cults that are hunted down by the 
authorities. Over a long history, a world 
is likely to have been through all sorts 
of events, such as rebellions, alien 
invasion, Chaos incursions, schisms of 
faith, etc. Have a look al the 
background in Warhammer 40,000 
publications and decide what was 
happening on your world during 
important ages such as the Horus 
Heresy, the Age of Apostasy, 
Macharius' Crusades and similarly 
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important times of upheaval and 
change. Was the world affected at all, 
involved heavily in these events or 
isolated from the turmoil engulfing the 
rest of the galaxy? 

As well as the world's involvement in 
wider events, it's a good idea to come 
up with one or two pivotal moments in 
its own history. These should be 
something that have changed the 
course of the world 's development, 
polities or economy in some way, such 
as a civil war, a natural catastrophe, or 

perhaps oUBide intervention such as an 
invasion. A dramatic event like that can 
be used to explain why things are the 
way they are in the 'present' day. 

For Karis Cephalon, its location would 
suggest that it was probably around at 
the time of the Horus Heresy, and 
definitely would have been involved in 
the centuries-long religious schism 
known as the Age of Apostasy. For 
some local flavor, I concocted a 
revolution a few thousand years ago, 
during which an old monarchy was 
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overthrown by popular revolt, 
establishing the new 'aristocracy' of 
plantation owners. mining families and 
slave traders. Perhaps there are still 
royalist factions on Karis Cephalon 
(though after several thousand years 
it's unlikely). It also serves to give Karis 
Cephafon a bit of a reputation for 
uprisings, and adds tension (and 
inspiration) to the current situation 
involving the mutant slave populace. 

PLOT HOOKS 
As well as older history. if you can 
come up with a few recent events, that 
have occurred just before the players 
arrive, or just after they've got there, 
this will add a sense of urgency and a 
feeling of the passage of time. Some of 
these should be connected to the 
campaign you have planned - cult 
activity, Sl.Jspicious gOings on, portents 
of doom - as well as unrelated 
occurrences which will serve to both 
mislead the Inquisitors and also 
reinforce the idea that the world 
doesn't solely revolve around the 
actions of the players. 

Current affairs are a great source of 
plot hooks - ideas for adventures or 
campaigns that the players might 
follow up. You don't have to have plot 
hooks worked out in much detail, just 
enough that you have an idea where 
they will lead, and enol.Jgh to excite the 
interest of the players without giving 
too much away. 

Plot hooks can be characters as well as 
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events, such as the arrival of a certain 
Inquisitor or other important dignitary. 
Your plot hooks can be tied in with 
ancient history, as well, with all manner 
of prophecies, mystic cycles and 
recurring events to foreshadow troubles 
yet to happen. 

For Karis Cephalon, I set up a plague 
sweeping the mutant populace, leading 
to an upsurge in pro·mutant violence 
and activity. I also decided that the 
portents of the warp have led many to 
believe that Karis Cephalon is located at 
the center of an astrological 
convergence, This will las! for several 
years and narrow the gap between real 
space and warp space, allowing 
daemons and other entities to break 
through more easily, Such an event 
occurs very rarely and not only has it 
started to attract attention within the 
InquiSition , Adeptus Astra Telepathica 
and Scholastica Psykana, but also 
undoubtedly alien races will be drawn 
towards the world, If that wasn't 
enough, rumors are circulating that in 
the labyrinth of catacombs beneath the 
capi tal is an ancient weapon from the 
Dark Age of Technology, known only as 
the Angel. AU three of these plot hooks 
can be expanded upon depending what 
grabs the player5' attention, and maybe 
they are all linked in some way .. 

TELLING THE PLA YEAS 
Now that you've thought about all this, 
you need to find a mechanism to 
inform the players of some bask 
details. Depending on the character 
they are playing, this could take the 
form of an official briefing, gathered 
rumors, research in ancient tomes and 
the like. Present them with a document 
which contains information pertinent to 
their character. and unveil more as the 
campaign progresses. In fact. the quest 
for information may actually form a 
scenario to play - how about a heist on 
a library or archive to dig oul some 
secrets, or perhaps the kidnapping of a 
local historian or archaeologist who has 
been digging around in places he really 
shouldn't bel 

Opposite IS an InquiSitorial report on 
Kans Cephalon which I would hand out 
to players before the campaign starts. 

Well. that's Just a few pOinters to going 
about creating a world for your 
Inquisitor setting. In future issues I'll be 
looking at developing actual locations 
within your setting, and also scripting a 
campaign for your players. 



GET READY 
August 

6900 Airport 
Ticlcets 

All the fun of Games Day is now available in Canada. 
Sunday August 26th, 2001, at the International Centre i 
Mississauga. The doors will open al 10:00 a.m. and won'l 
close until 6:00 p.m. Come in and participate in Bring and 
Battles, Unregistered tables, Special Events, Multi-player 
Mega Events and more. There will also be registered 
gaming sign up at the door where space is available. Plus, 
be sure to enter the Golden Demon competition! 

General Ticket Information 

$11.50 CON (price includes tax) -
General Admission Ticket 
A General Admission Ticket Gives You: 

• Admission to Games Day 
• Gaming in all the Bring and Battles and any other 
unregistered gaming and events. 

• Entrance into the Golden Demon Painting Competition 
- Chance to register for games at the door (if available) 

$34.50 CON (price includes tax) -
Package Deal 
You Get: 

- 1 General Admission Ticket 
-AND a Games Day 2001 T-Shirt 

No refund on purchased tickets. You can this 
through Games Workshop Mail Order 
Depending on availabili ty, general admission tickets will 
available at the door. 

Game Pre-Registration 

+$2.00 - Pre-Registration Upgrade 
Just by adding $2.00 10 your ticket (or package deal) you 
can choose to reserve your spot in up to TWO registered 
games over the day. Additional games can be 
registered at the door. 

This ticket can only be purchased through Games 
Workshop Mail Order's toll-free phone number. 

Games Day 

What Games Day 
would be complete 

without Special 
guests? Tim Adcock 
and Andy Chambers 

will be on hand to 
answer all your 

questions about 
upcoming prOjects 

and provide you with 

t~~~~~j an inside track to what's going on at 
===-' the Studio. 
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How to purchase a ticket 

Phone Mail Order: 

1-888-GW-TROll 
Fax (Attention Games Day Ticket): 

905-195-2961 

Email: 
mailorder@games-workshop.ca 
Make sure you 1111 out your Purchase Form completely and 
clearly if purchasing by Fax. If you are sending your request by 
email all of the inforlTlation on the Purchase Form must be 
included. All prices are in Canadian funds. Tickets NOT 
purchased by phone must arrive before August 1, 2001 to 
en sure you get proces!;ed in time for the event. 

GAMES DAY TICKET PURCHASE FORM 
Name: .. ............................. . 
Address: ..................... ............... .. 

City: ........ .......... . .......................................... .........•....•• Slateil'"rovince: 
Zipil'"ostal Code: 
Home Phone: 

. ..... Cnunlry:. 
............................. Work Phone: ... 

Method 01 Payment: Money Ortler 0 Check D MasiefUid O"iSi 0 
C,,'N • . ,DIIJI I I nOD 0' UL 
Expiration Dale: ... .. 

Tickel Choice: bral Admission TICkrt 0 Package T-$hrrI TIdeI Deal Q 
SII 50 CON 534.50 CDN 

00 you need a Runtherd Pass? u 

Cardholder Name: ......................... .... ............ ................ ...... ........... ...... .............................. . 

Cardholder Signature: ..................... ........... ...................................... ......... . 

NO REFUND ON PURCHASED TICKETS 

GAMING SESSIONS & TIME SLOTS 
Gaming Sessions separate the day into even segments so every· 
body can gellnto .t~e aclion. This years breakdown is as follows : 

.SUNDAY GAMING SESSIONS 
. - • S~slon 1 ":00 to 12:30 

Session 2 
~ssion3 

- '. Session 4 

12 :45 10 2:15 
2:30 to 4:00 
4:15 to 5:45 

REGISTERED GAMES 
These table, have a ll the scenery and miniatures ready to play on 

them · YOU MUST REGISTER FOR THESE GAMES! 

War. 40K · City Fight - " Ambush in the Alleys" 
Across the ruined city 01 Stalinburg, Ihe remnants 01 several forces 
haunt the devastated buildings. They creep stealthily lrom ruin to 
ruin, Irying to stay alive, while ambushing each other when the 
opportunity arises. You are in charge of one of these forces ... will you 
lead your troops to victory or be gunned down in the streets? 

War. 40K • Last Stand· " Defense of Outpost XIV~ 

On a Tyranid infested world, one garrison remains. Can the 
remainder of the 25th Cotellan regiment hold out against 
innumerable horrors in the form of a Tyrnnid horde? Man the waflsl 
Open fire! And hope the evacuation ship arrives in time ... 

War. 40K - Armageddon - " Attack at Eagle River" 
Sring a unit to light on the Armageddon table built by Canadian staff 
for the 2000 Battle Tour and US Games Day 2000. Ba«le among the 
ruins and devastation wrought by the Ork assault on the Eagle River 
pumping station. Relive the glory days of Armageddon ... 

War. 40K • Retreat from Devlen Primus· "Twenty Days in Hell" 
Something lurks In the outer bastion 01 Devlan Primus. U's killed 24 
men already, now something has 10 be done. Lead a squad of 
guardsmen on a hunt lor the beast. Find it. kill it. Chase the 
abomination through the access tunnels of the outer hive ancllry oot 
to let the prey become the hunter ... 

War. 40K - Fighter·Sommazl - " Rule the Skies" 
Strain against the G-lorcE~s as you twist and loop, trying to get your 
enemy into your sights before you find yourself In his! Fight for 
aerial supremacy as one 01 the Knights 01 the Air, guns blazing, 
engines screaming as bullets till the sky! Stick with your wingman 
and check your six. Maybe you can outlast your 7 minute 
life expectancy ... 

War. 40K - " Sattle Amongs t the Tar Pits" 
In the dead 01 nighl two mighty armoured columns (one Imperial 
Guard and one Chaos) meet head on amongst the rocks. tar pits 
and ancient bones of Tharkan Prime. In the conlusion and carnage 
that follow only one side will be victorious. 

War. 40K - " Battle Through the Trenches" 
The Dark Angels have been given the honour 0 1 defending the most 
Important section 01 defences. On the Agrian Front they lace the fu ll 
force of Warlord Washnack's Ork hoardl Will the Dark Angels 
triumph or will the Orks b reak through ... 

War. 40K • MSwamp Fevert" 
A Chaos armoured column must pass along the only stretch 01 road 
available to gel to the Imperial drop zone on the planet Loki 7. 
surrounded on either side by impassible swamp they must run a 
gauntlet of the Imperial h~ad and use energy beams 10 push back 
the Space marine landing lorce. 

War. 40K · "Bug Hunt" 
On the hive ship code-named BoIesius. the Marines are planning a 
desperate ralclto destroy the neural center of the ship itself and halt 
this tendril 01 the hive mind. Can the bugs stop Ihem? 

Warhammer · The Colisl!um - "Last Man StandIng" 
From the lar corners 01 Ihe Old World come Ihe greatest fighters. 
most exotic creatures, 'fastest chariots and racing beastsl All 
different types of events, with one Ihing in common: they all end with 
malming and bIood-spillingl Miniatures witl be provided as you taka 
part in Ihe spectacle the onlire Old World is talking about! 

Warhammer · Dark Shadows· "Hordes of Hatred" 
The High Elves have amassed a huge army to fight against the Dark 
Masters that threaten the world with Chaos. Rather than defend 
against tha army Ihemselves, the Dark Masters have spread word 
to the Dark ElVes. who hetve in turn muslered an army of their own 
to thwart the plans of thei r most hated foes, tha High Elves. On the 
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Plalns of Blood they meet, Elf versus Elf. in a huge batHe where 
neither side will give ground it is soaked with the blood of their kin. 

Warhammer - Empire YS. Unoead • "Graveheart" 
The Undead have been trodden on and walked over for 
generalions, but now a new hero arises to lead them against the 
oppressioo 01 the Empire nobles. William Walach spurs his 
unpeople on against the tyranny 01 the Empire and attempts to sacl{ 
the city of Slirland. A huge army stands In their way. Stirred by 
Walach's words, the undead attack. They may take their lives 
(again), bul they'll never take ... their FREEDOMI 

Warhammer - Vampire Counts vs. Khemrl • "Sudden Death" 
The Vampire Counts have found one 01 The Books of Nagash al"lCl 
a Tomb King wants il for himself. He will stop at nothing, sending 
every resource he has to get it. 

Warhammer • Dwarfs vs. Orcs· "Enemy at the Gates" 
The OWarls must defend a mountain pass against the Orcs or else 
all is lost Win the Greenskins dance 011 lila skulls of the tallen? Or 
wilt the Owarfs succeed in holding the gates? 

Warhammer - Skaven vs. Vampire Counts· "The Skaven Cliffs" 
Since ancient times when Nagash himsel1 walked the face of the 
Old World, the Skaven and the Undead have harbored bitter hatred 
for one another. Now this hatred has exploded into bloody conflict 
as a Skaven horde swarms the decrepit caslte of a Vampire Count. 
Come register for this vicious struggle of reek versus rot, and watch 
the fur fly! 

Warhammer · Orcs vs. Dwarfs - " Halt 01 the Mountain King" 
WorKing secreUy in the Cf8.mped depths 01 the World's Edge 
Mountains a small core of Skaven engineers has succeeded In 
breaching the lower depths 01 Karak Izor, Now a great mass of Orc 
and Goblin mercenaries has swarmed the dwarlen city. Grab you're 
axe and /Oin the fray as the dwarves make a last ditch stand against 
the green tide. 
Warhammer· Chaos vs, Dwarfs - ~The Nautilus Attactt" 
Chaos pirates have been marauding up and down the coasts 01 the 
Empire for weeks. The Emperor himself has offered a huge sum 01 
gold for the captain WhO puts an end to these dreaded raids. Now 
the brave crew of a Dwarf Nautilus has found the pirates' secret lair. 
Join the landing party In a quest for blood and gOld, Aaaaarghl 

Warmaster - The Ban le of Five Armies 
The Dragon Guardian is dead, killed by the Black Arrow. Now join 
the carnage as Elves, Dwarls. Men, Orcs and Goblins battle at the 
foot of the Lonely Mountain for the ancient treasure of the Owarls. 

Space Hu lk - Scythe 01 the Righteous 
Lost lor almost a century, the ancient battle barge of the Scythes of 
the Emperor has been foondl Now an elite lorce of the Emperor's 
finesl. lead by the survivors of this shattered chapter, have returned 
for vengeance. It's Bugs. Boilers and Blood In the narrow corridors 
of this infested hulk. 

Blood Bowl - Beat the Ctock 
The game is tied and there's two minutes lell on the clock. The 
crowd rants and screams with excitement as they literally chuck 
their smaller friends into lt1e air, Score a touchdown and you'll 
be a hero. Fail, and you won't make it out of the stadium alive, 
No pressure ... 

Epic Wathammer 40,000· The Plains of Anthrand 
Come join the greatest armour battle 01 the Third Armageddon War 
as the tanks of the Salamanders, Black Templars and the Steel 
Legion clash with the wheeled mayhem of the Blacklire tribe and 
the Kult of Speed. Be the Patton of the 41s\ millennium and drive 
your tanks to victoryl 

Mordhelm - Carnage at the Convent 
The Holy Convent of the Order of Merciful Sisters is burstlng with 
wyrdstone, and everyone wants a piece of the action! Come join the 
Sislers of Sigmar and their allies as they defend their wyrdstone 
stash, or Join in the bandit hordes who will stop at nothing for 
riches and power. Orcs and Elves fighting side by side? Wyrdslone 
makes strange bedfellows ... 

Necromunda - The Quick and the Mutated 
The decadent nobles of the Spire are hosting a contest of speed 
and grit. and you're invited. The prize? 10,000 credits. It's high­
noon ten kilometers under the hive, and only the fastest wi!! survive. 

Battlelleet Gothic - TE,rror of the Blackstones 
The ancient creators of tha Blacl{stone Fortresses have returned, 
and they are not happy. Join the battte as a fleet 01 Necron Raiders 
strikes deep Inlo the Eye of TerfOf to reclaim their lost toys. II's 
Chaos versus the Machine at the edge 01 insanity. 

BRING & BArrLES 
Just . how up and play! YOU DO NOT HAVE TO REGISTER FOR THESE 

GAMES BUT YOU MU$ T BRING YOUR OWN MINIATURES TO PLAY 
WITH. Troop requlreml&nts (points, restrictions, elc.) are listed with 

each table. 

War, 40K • ~Tanks for the Memories" 
Join a force 01 rumbling war machines as they engage and destroy 
the enemy force while they battle for possession of the last bridge 
over the Tyco Gorge! Bring 500 points of vehicles, and 
fasten your seatbeltl 

Warhammer - ''The Dark Shadows Campaign" 
The struggle between the Truthseers and Dark Emissaries has 
begun, and the fate of the Old World hangs in the balance, 
Powerful druidic magie courses through the ether as the forces of 
good and evil draw a l.ine in the sands of Albion. Bring 500 points 
worth of painted miniatures following the army restrictions located 
In your army book or Flavening Hordes. 

SPECIAL EVENTS 
These arln'l Proper~games" in lhe textbook sense, but they lire a 

great wily 10 ,pend $aRle tlme betw .. n gaming sessions and get your 
fill of playing with some r .. lly COOL lay soldiers! 

Always a crowd favorite, this highly contagious event allows you to 
paint figures (and yourself if your not careful) In record time to win 
prizes. Us not as easy as it sounds though. as the staff will try any­
thing they can think of to distract you SUCh as taunts, riddles, 
quizzes, blind folds and even water guns! 

Bitt Box Wars 40,OOCI 
If you've seen Junk Yelrd Wars on T.V, then you already know what 
to expect. We've borrowed a huge pile of plastic sprues from .. . 
well, no names no pack drill. Butt This is your chance to construct 
a mighty war machine to race and combat your fellow players to 
ultimate victory on the! Bitz Box Wars Course of Doom! And If that 
wasn't enough, you can take it home with you when you're finished. 

Tlddley Squlgs 
How does a hungry Squig find its way to dinner past bad tempered 
Trolls' (not the Mail Order ooes) unscrupulous Squlg Herders and 
perilous traps? Welt ... you'll just have to play to find out! Be 
prepared lor extreme .zanlnesslll 

Barracka Brawl 
The 2nd Catachan Rangers have been pulled from the front for 
some well deserved I~&R. Unfortunately, the planet they've been 
garrisoned on is rath~~r dUll, How long will It take before the lists 
start a-flying? Probab.ly not long, and guess what? You get to play 
the part of an out of control Guardsman running amuck wilh his 
buddies as they rearrange fhe furniture and each other's faces, too. 

Rule The Skies! 
Above the relenUess OrK attad!. on the Hive World of Caledonia, 
brave Imperial pilots fly endless sorties to control the skies. 
Deflecting Ork Rghta-Bomma attacks in their Thunderbolts, or 
Itying bombing missions of their own in Marauder Bombers to slow 
the Ork advance, there is no rest. only time to rearm and refuel , 
The late of a world mny depend on a handful of elite pilots. Will this 
be their finest hour? 
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Jungle Lane 
Take a squad through a combat lane against bunkers. tanks and 
pop up targets that shoot bad( if you don't drop em with the first 
round. Navigate your way through the course in as few turns as 
possible racking up points with each engagement. But watch out. 
'cause there may be some unwelcome visitors hanging about. 

SPECIAL EVENT TABLES 

MULTI·PLAYER MEGA·EVENT 

Leman Russ. the legendary Primarch 01 the Space Wolves 
Chapter. has been on a lone journey in the wilds of Fenris and has 
not been in contact with his progenies for some time. 

Best Warhammor 40,000 - Singlo Miniature 

The Hive Mind has dete,rmined that their next objective should be 
to capture the geneset!ds of the highest ranking Space Marine 
commanders. Their primary target is the undefended Russ. A large 
Tyranid fo rce is on its way to Fenris with orders to find, capture 
and/or kill their quarry. His gene seed would be a most valuable 
prize. for it could be used to create even more deadly and ferocious 
bio-horrors that would no doubt make it even harder to stand in the 
face of the onslaught of Tyranids. bent on aSSimilating the 
entire universe. 

Unbeknownst to the vile insects. the Space Wolves are not quite as 
unaware as anticipated. A massive force of the Sons of Russ has 
been assembled to locale and rescue their honored Primarch 
before the nefarious plans of the Hive Mind can be carried out. 

THAT'S WIIERE YOU COME IN! 
All of the models you need to play will 

be provlded 'i Big prizes for the most 
valiant (or sln,lster) players! Souvenirs. 
Ice planet se,mery. battle honors. and 
more! THERI:'S NO EXCUSE FOR YOU 

IIIOT TO PLAY! 

Any single Warhammer 40.000 miniature (including Necromunda models; mounted on a 251010 or 40mrn (except for vchicles on 40mm. they 
should enter the Vchicle or Squadron category) round slottabasc. Bike-mounted characters must be entered into the vehicle category. 

Best Warhammor 40,000 - Vehicle or Squadron 
This category is for any single large or small Warhammer 40.000 vehicle. Dreadnought. walker model. or small vehicle :;quadron. (Ballkl1eet 
Gothic ships and Forge World Irnperial Annour vehicles also fa ll imo this category.) Any single model mounted on a bike or other cavalry 
oase sized vehicle must be el1lered il1lo this cmegory. Any :;quadrons of smaller vehicles must be on a display base no bigger than 6" x 9" . 

Best Warhammer - Single Miniature 
This is open to any Warhammer model on a 20mm. 25rnm. or cal'alry base. (Warhammer Quest. Mordheim and Blood Bowl single rniniaUlres 
also fall into this category.) Mounted rnodels. such as chamcters. are allowed unless they are on a large monster. 

Best Warhammer large Monstor or war Machine 
This is for all Warhammer single monsters on 40mm or 50mm square bases and beyond. or any Warhummer war machine complete with game­
legal crew. This covers Dragons. Greater Daemons. Trolls. Ogres. clwriots. eIC. War machines nlU.~t be moumed on display bases no bigger 
than 6" x 9". 

Youngbloods 
The Youngbloods category is reserved for painters aged 14 and under. The emry should be any single miniature from any Games Workshop 

game. including models on bases up to 40mm :;quare and mounted miniatures. 

lhe Open Compeuuon 
The Golden Demon Open Competition is literally an open opportunity for you to let your imagination ron wild. Your entry can range from a 
ingle figure to a sweeping diorama. Anyone can enter the open competit ion. as this is the only ·category av;,ilable to Games Workshop staff 

and previous overall Golden Demon winners!!! 

Remember. no mailer how wild your entry. the judges will be looking for well painted miniatu.res that adhere to the irnagery and ethos of 
Games Workshop's un ique gaming universe. Conversions are allowed. bm should also be consistent with the atmosphere of the game world 
and the spirit of the miniatures. The only re.~triction is your entry MUST NOT be larger thnn IS"x IS"x IS"' . Go for it!!' 
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CANADIAN STORES 
ALBERTA 

SUNRIDCE MALL 
2525 36t!1 51,,"!. Unrt .284 
Calgary. AS T1 Y ST 4 
(403) 590-n3t 

KINCSW,\Y GARDEN MALL 
109th 51. &. Pnncess E/izabetto Ave 
Edmonton, A8 TSQ 3A6 
(780) 474-7166 

WEST EDMONTON MALL 
8S82 !7oth Street 
Edmonton, AS TST 4J2 
(780) 486-3332 

BRITISH COLUMBIA 
M£l"ROTOWN CENTRE 
4800 Kingsway 
Bumaby. BC VSH 4J2 
(604) 435.(1111 

VICTORIA 
625 JohI'l$Ol'l $1,"", 
Vicloria, 9C vaw 1 MS 
(250) 361-1499 

PARK ROYAL 
SHOPPINC CENTRE 
2010 Park RCpttlI South 
West Vancouver, Be VTT 2'114 
(604) 925-3440 

ONTARIO 
DEVONSHIRE MAll 
3100 Howard AY8I"IOe. Unit '17 
Windsor. ON NeX 3ye 
(519) 250-6120 

MAPlEVIEW SHOPPINC CENTRE 
900 Maple AY8nue. Unit '''045 
Burlington, ON L7S 2J8 
(905) 834-2101 

SGU ..... RE ONE SHOPPING CENTRE 
100 City C8fltr& Drive 
MlWssauga, ON L5B 2e9 
(905) 281-8695 

WHITE OAKS MAll 
1105 Wel~ngIon Road, Unit 1411 
London, ON N6E 1V4 
(519) 668-3713 

BAYSHOR[ SHOPPING CENTRE 
100 Bayshore Drive, Unit T-59 
Nepean, ON K2B SCI 
(613) 721-9604 

SCARBOROUGH TOWN CENTRE 
300 Borough Drive, Un~ .80B 
Scarborough. ON M1P 4PS 
(416) 290-0041 

EATON CENTRE 
Box 1039, 218 YOf9I Street 
Toronto. ON M5B 2H6 
(416) 9n~683 

UNITED STATES STORES 
CALIFORNIA 

CLENDALE CALLERIA 
2245 Glendale Galleria 
Glerdale, CA 91210 
(818) 242-4433 

THE BLOCK 
20 City Boulevard, Unit .S07C 
Oninge, CA 92tI68 
(714) 769-3189 

CONNECTICUT 
W[STFARMS MALL 
500 Westfatms Road 
Famlinglon, CT 06032 
(960) 521·2280 

ILUNOIS 
CURNEE MILLS 
6170 Grand Avenue 
GUm&!!, IL 60031 
(847) S56-0885 

RANOHURST CENTER 
999 Elmhurst Road, Unit'3030 
MI. Prospect, IL 60056 
(847) 797·9957 

MARYLAND 
ANNAPOLIS HARBOUR C[f..'TER 
2466 Solomon's Island Road 
Annapolis. MD 21401 
(410) 57HI222 
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ARUNDEL MILLS 
7000 Af\.IOdeI Mdls Circle. Suile 344 
Hanowt. MD 21076 
(443) 75S-1660 

CLEN BURNIE HEAOOUARTERS 
6721 Beyrneadow Driw 
Glen 3urnie. MD 21060 
(410) 59().8675 

ST. CHARLES TOWNE CENTER 
11110 Mall Circle 
Waldorf. MD 20603 
(301 ) 645-4749 

THE AVENUE AT 
WHITE MARSH 
8137·A2 Honeygo Boolevard 
White Marsh. MO 21238 
(410) 933-2008 

MICHIGAN 
CREAT LAKES CROSSING 
4340 BaldwIn Road. Suite e722 
Auburn Hills, MI 48326 
(248)454-7708 

F:-\IRLAN[ TOWN CENTER 
18900 Michigan Avenue. Uf'Ilt.203 
Deamorn. Mt 48126 
(313) 982.0032 

TWELVE O.o\KS MAll 
27712 Novi Road. Unit .277·108 
NoYi. Ml 48377 
(248) 380-8232 

NEW JERSEY 
CHERRY HILL MALL 
2000 Rou1e 38. UniI.,200 
Cherry HiU. NJ 08002 
(856)663-3303 

NEW YORK 
WALOEN GALLERIA 
1 Galleria Drive. UnIt .F217 
Cheel<towaga. NY 14225 
(716) 651-9440 

CREENWICH VILLAGE 
54 ENt 8th Street 
NewYorlI. NY 10003 
(212) 982-6314 

NORTH CAROLINA 
CONCORD MILLS 
8111 Concord Mills Boulevard. UnU . 422 
Conoord. NC 28027 
(704)979-1333 

PENNSYLVANIA 
FRANKLIN MILLS 
1281 FrarHdln Mills Circle 
Philadelphia. PA 19154 
(215) 501-(1230 

TENNESSEE 
OPRY MilLS 
368 Opty Mills Drive Unit .368 
Na~vIIIe. TN 37214 
(615)514-3150 

TEXAS 
KATY MILLS 
5000 Kaly Mills Circle. Unit 1140 
l(aly. TX 77494 
1281) 644-6644 

VIRGINIA 
SPRINGFIELD MALL 
6385 SprIngfield MaU 
SpnngIieId. VA 22150 
(703) 719-9300 

POTOMAC MILLS 
2700 Polomac Mil15 Circle. UniI,,64 
Pl1nce Wdliam. VI>. 221112 
(703) 492·4555 

WASHINGTON 
.SUPERM,.\lL OF THE GREAT NW 
)101 Supermall Way. Unit '358 

,~. WA98001 
,:253) 288-3904 

""LOERWOOD MALL 
:3000 164th Streel S.W .• Unll'378 
I_ynnwood. WA 98037 
1:425) 640-5155 



Space Marine 

• DOIUBLES TOURNA 
DOIUBLES TOURNA 

TAKE PA~T IN THE BATTLE F'OR ALBION! 
, \ 

Come check out all of the Oark ~ffadows action and decide the late of the Old "Yorld in these fun and frantic Warhammer 
u. Doubles Tournaments. Over the month of August we will be running a m¥ive Wali1ammer tournament in all of our Games 

Workshop Hobby Centers. 

The Doubles Tournament will start on August 6th and end on September 2nd. That's right! Four whole weeks of gaming 
madness in the troubled Old World and the mysterious island of Albion! 

- - I 
Registration will take place on the 23rd thr'Jugh 29th of July! 

w 
Each week will feature a diffe(ent scenario. For example~ week one will feature the forces making a beach landing on the misty 
shores of Albion. The results -.of those who participated will be included in the Dark Shadows Campaign. Help write the 
history of the Wamammer World! 

The entrance fee for the entire campaign will be $30 per pair. 



DOUBLES TOURNAMENT 
DOUBLES TOURNAMENT 
> 

BLES TOUR 
I)OUBLES TOU 

FIGHT FOR GLO~Y AND RICHES! 
Each participant will need to bring a' 1500 pOint army 10 a parnes Workshop Hobby Cl~nter 
to participate in all the Dark Shadows Campaign..: Ikan irtny book has been published for 
your particular army, you must use that rulebook. Otherwise, armies must be mustered using 
the rules found'ln the Ravening Hord~.§JIrmY book. No alternate army lists (those found in. the 
back of the army books) are allowed. Army fists will be handed jn at the lime 
of registration. 

'-' 

Make sure you stop by your local Games Worksho'p "'~ 
Hobby Center for more details! , 

There will be one pair of overall national champions chosen in both Itle United Stales and Canada. 
The winners will each receive a $2,500 Games wofk~ shopping -spree in their local store! With 
that kind of reward, hOW could you nolrshowlip for this mighty campaignl 

" 
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CAmORNIA: USA 
July 21 s1 - Sacrtuncnio 
Greal Escape Games 

916-927-0810 

July 291h - Roseville 
SAWS 

916-789-PLAY 

COWIIIIID : USA 
July 21 SI - Colorado Springs 

Gamer's Haven 
719·531 ·9863 

MASSACHUSms : USA 
July 14th· Amesbury 

Toy Soldier 
978-388-2511 

July 21nd· West Springlicld 
Dragon's Lair 
413·731 ·7237 

MuYWlD:USA 
July 14th · Eldersburg 

Dugout Zone 
410-5524452 

July 14th - Glen Burnie 
B:mle Bunker 
410-590-4169 

MICHIGAII : USA 
July 14th - Garden City 
Neutral Ground Detroit 

337-417·145 1 

NIW BRUNSWICK : CAN 
July 15th - Munclon 

Game Zilla 
506-855-710 I 

NIW IIRSH : USA 
July 1st· Maplewood 

Maplewood Hobby 
973·378·3839 

NIW YORK: USA 
July 22nd· Rochester 

Boldo's Armoury 
716·271-3880 

OKWlONII:m 
July 14th - Oklahoma City 

Grey Knight Comics & GDllles 
405·722·6642 

RHOOllsWiD : USA 
July 1st - Providcnc(! 
Your Move Games 

401--'55-2300 

TDlAs:USA 
July 141h - Kileen 

Slaughterhouse 
25.t-554-5596 

WISKIN&TGN: USA 
July 1st - Lakewood 

Game Matrix 
253-583-9708 

PLA R 

BATTLE FLEET GOTHIC 
ROGUE TRADER 
TOURNAMENTS 
COMING SOON! 

Thai's right, soon you'll be able 
maneuver your fleet into the Hall 
Heroes! Watch as your Fleet Admiral 
~Iains glory or crashes and burns into 
the nearest star. 

What should you do to start getting 
ready? Either bring your fleet out of dry 
dock, or slart a new one! All the fleets 
found in the main Battlefleet Gothic 
rulebook and the fleets found in the 
Battlefleel Gothic magazine will be in 
use. Specific rules will be available 
soon on the Rogue Trader website! 

WANT MORE INFORMATION? 
For full rules and restrictions, log onto: 
vvww.ga mes-works hop .com 
21nd check out the Rogue Trader 
Upcoming Events. 

GET ROGUE TRADER 

TOURNAMENTS HOSTED AT A 

STORE NEAR YOU! 
We receive a lot of calls from people 
wondering when a RTT is coming to 
their local store. Our advice? Ask your 
store manager to host one, or see if 
tl1ey will lei you and your gaming dub 
host one at the store. Once staff see 
how much fun and excitement it 
generates, you can be sure that the 
store will start hosting them regularly. 

, RESOURC.L~"'J 
Wonder what judges look for in painting or 
army selection? How should you resolve a 
rules dispute? All this and more can be found 
in the new downloadable RTT Player 
Handbook at the Rogue Trader website! 

New for you is the Rogue Trader Tournament Player's 
Handbook. This little tome contains tons of tips, tricks and 

other things you cun do to make your tournament 
experience the best it can be. 

To download your copy, point your browser to the Games 
Workshop website: www.games-workshop.com and head 
to the Rogue Trader Tournament section. YOU'll find the 
handbook in the downloads section. To view the file you'll 
need the Adobe Acrobat Reader -there is a free download 
off 01 their website at www.adobe.com • get iltoday! 



On more than one occasion. Mall Order Troll and noted Conversion Master Aaron 0111 has graced the pages of 
TROLL magazine with some uncanny and truly fantastic conversions he has done for his own armies. We 
decided to sneak Into his secret laboratory to see what inspires him with id,eas to begin striking his very own ... 

UNES OF FORGING 

" Mflil Ord" .. Pbo"lII ThJII "'I(I 
1",0"'01111 Et·1I ~ .. I .. s. ..tnro .. 0111 
INu mild" flO",,, qf 1M cooI4<fIt 

ro, ... "rslo .. :s 0 .. IIH pI"""t. 

For about a year now. there has been a strange presence gathering strength in the 
dark recesses of the GW Mall Order Trolt Cave. Bizarre mutations and fantastical 

constructs of metal. putty and plastic lurk beneath the tranquil facade of the Phone 
Trolls' workstations, wai ting Impatiently for the day of their reckoning when they will 
rise up and burst forth en masse to storm the headquarters in lilliputian glory! Then 
again. there might just be a LOT of cool conversions on Aaron 's desk. From 
aboriginal Orcs and reptilian Eldar to Clockwork Knights and Ash Waste jetbikers, 
Aaron Dill has made a name for himself throughout the office as a Master Conversion 
Modeler. Aaron's been working as a Mall Olrder 
Troll for about a year and has played GW games 
since the Rogue Trader days! He tells us his Blood 
Angels army from that bygone era Is still kep t In 
good shape by a friend who lives in his hometown 
of Charlottesville, VA. So good, in fact. that he stili 
battles against it every time he goes home to visit! 
He took a ~wargaming hiatus~ for about five and a 
half years, but he got right back In It while at 
college, and this is where the mastermind of 

modeling began to take hold. 

HMost of my current Ideas,H Aaron tell us, *come from work. actually. We just 
bounce ideas around when the phones are kinda slow, and we think, 'Va know 
what would becool ... ,~ and the other guys say, 'Veah that would work! I'm gonna 
go buy those bits!' Next thing you know, these things are being built and 
hanging around on our desks. M 

;see"" 1$ nH "I"oo,."'e n .. d 
I/",e «»IlI .. ",/"g mood, " .. , III« /HIJ~O.J1l1 am 
""I~1' be ".o,.th 11/ ..tnroot ·lI ",,01'111" ~ IHu 
lI/MU:S ,<'he,... Iw crYlU'filS ",10 II flO Ib(lllbf!y ca .. 
lie ,."mo, ... /I nll cm/otflIUes. 

l1>ot! 1'Ul qf tbf! ,,,oo.,IN.,.,,1 IN'y Is filled '4'llb 
bln"k 601ft's ""d jlocllt'ol 1Jl"'~ ".lIb g,.nvel (1m/ 
;sImlcg,.ma. 

conversion , of 
course, takes a varied 
amount of time. 
depending a lot on 
what needs to be 
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done to the model. or sprues for the desired effect. Most 
models, he says, take about 3 or 4 hours to complete. 
Something like his Ash Waste jetbiker (just a blade 
swap, and he uses the old Space Marine jetbike, a 
Taliarn Rough Rider torso and Tallarn gunner legs) is 
what he calls a "one cut conversion." (see photo above) 
The pieces already fit well together, so the only real 

modeling was to put the new blade in his 
hand. This would take maybe a few 
minutes or so. but something a bit bigger 
and more elaborate like his Empire Mortar 
scene (photo at left) would take around 
eight or nine hours. That doesn 't stop 
Aaron . though! As long as he and the 
other Mail Order Trolls can come up with 
cool conversion Ideas. he'lI still be creat­
ing the most imaginative models around! 
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AARON DILL'S CRAZY 
CONVERSION COMPETITION 

DA RULES 
• Rule .1: Models MUST be able to be 
constructed purely out of Citadel pewter, I 
plastics or "green stufF modeling putty. 

• Rule .2: The model. upon completion, 
must be no bigger than 8" x 8" x 8". 

• Rule .3: All entries must be sent In via 
U.S. Postal Service/Canadian Post to: 
Games Workshop Conversion Contest. 
Attn: WhIte Dwarf. 6721 8aymeadow Pr .. 
&len 8urnle, MP 21060-8401. No taxes, no 
emalls, no carrier pigeons, no flaming 
messenger arrows. We have enough of 
those already. 

• Rule t<4: All entries MUST be postmarked 
by July 31st. 2001. How could you 
POSSI8LV need more than a month?!? 

• Rule 41'S: No live animals may be used In 
the construction of the converted model 
(Llamas, however, are an exception to this 
rule. Very small ones.). 

Good Luck! 

Ever have an Idea for a conversion that you thought was 
cool but never had the time (or the bitz!) to do it on 

your own? Well. let us know about it! Our resident 
madman Aaron is taking any and all requests for a 
conversion that YOU, the loyal fan. want to see come alive! 
Send us your wildest. wackiest and most nerve-wracking 
conversions for Aaron to attempt. and he'll pick the best 
one to throw on his table, construct and create. Then we']] 
photograph It for White Dwarf and send it to YOU! You'll 
get your very own "Mad Aaron 0 111 " original conversion! 
Wow your friends! Be: the talk of the gaming dub! More 
Importantly. kick the soot out of all your opponents w ith 
such a magnificent crt!ation! 



$14.99 US, $20.00 CDN 
The Space Marines are the finest troops in the 
Imperium. Their genetically engineered bodies 
have been honed far in advance of any human, 
and their baHie skills are second to none. 
Combined with the besl wargear mankind can 
offer end a lilMpan lasting hundreds of years, 
theM champions of the Imperium are feared 
and_", 
tt)ro\Ighoul the universe. 
Each Chapter of the Space Marifl9S; has its own 
dis!in(:1 history and background, and as such this 
Codex forms the 
basis lor several 
supplementary 
COdex army 
books (see 
right). 

You will need Codex Space Marlnen to UM the 
following three Codal( army books, a'll they further 
highlight an individual Space Marlne Chapter. 

CODUBLOOD ANGELS $9.99 USt$12.oo CDN 
The BlOOd Angels lite the most blQpdtlhrsty 01 all the 
Space Marine Chapters. unstoppable if.( their fury 
infamous in their quest to spill blood in the name , 
the Emperor. 

twavery alJd 
willingness to fight no 
matter 1hI, odds. 



The Imperial Fists are one of thE! most respected Chapters of the 
Adeptus Astartes. Not only is their loyalty to the Emperor 
acknowledged as absolute, but their standing with the institutions 
of the Imperium is unparalleled. Their reputation with the enemies of 
the Imperium is a greater SOUrCE! of satisfaction to them, though. 
They have gained battle honors against eight major alien races, 
been instrumental In holding thl:t Imperium together through the 
darkest of times, and have the honor of being one of the Chapters 
to have defended the Imperial Palace In the greatest battle of the 
Horus Heresy. 

Origins 

The Great Crusade had reached the 
Ice Hives of Inwit when Rogal Darn 
presented himself to the Emperor for 
the first time. He arrived at the helm of 
Phalanx, the great mobile station that 
was to become the Imperial Fists' 
fortress-monastery. The ship was his 
gift to the Emperor, and its like had not 
been seen since the Dark Age of 
Technology. The size of a small moon, 
its foredeck could dock a dozen 
cruisers and its superstructure was a 
towering forest of spires interlaced 
with flying buttresses. It shone like a 
small star, a precious treasure and a 
momentous portent in the days of 
the Crusade. The Emperor duly 
welcomed Dorn and appointed him to 
the command of the 7th Space Marine 
Legion - the Imperial Fists, returning 
Phalanx to serve as their 
Fortress-Monastery. 

The 7th Legion had been formed on 
Terra as evidenced by its earliest 
battle honor 'Roma', now only 
discernable on a ceramite icon too 
precious even to be displayed in the 
Inner Reclusium. The 7th Legion had 
recruited heavily on Inwit and over 
70% of its strength were aspirants. 
The Imperial Fists were therefore a 
rarity in that Battle Brothers and 
Primarch were united very early in 
their service to the Emperor and 
quickly formed an unbreakable bond. 
Born from the same gene-stock , 
Primarch and Legion had the same 
uncompromising sell-discipline and 
total commitment to order. 

The handful of Terran Battle Brothers 
brought a tradition of honor duels that 
was readily embraced by the Legion 
as a whole. Brothers still duel with 
swords following the same 
conventions. No man knows the true 
age of this form of ritual combat but 
il binds the brothers together, 
giving and receiving honor and 
remembering their Terran heritage 
even if far from their home. 
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The Legion's early actions were 
extremely successful; while the Great 
Crusade pushed forward, the Imperial 
Fists acted as the strategic reserve of 
Ihe Emperor's forces. Able to deploy 
quickly and reliably where and when 
required, the Imperial Fists struck the 
decisive blow in many battles. Their 
detailed planning made them 
especially efficient at sieges and their 
resolute endurance made Ihem 
superb city fighters. They remained 
the Emperor's Praetorians throughout 
the campaign and when he returned 
to Terra to build a capital from which to 
rule an Empire of a million worlds, the 
Emperor took Rogal Darn with him. 
Dorn was charged with the task of 
fortifying the Imperial Palace, an 
honor that did not go unnoticed by the 
other Primarchs. 

In all this time Rogal Darn had sought 
no favor and exemplified the qualities 
of truth, courage and humility more 
than any other Primarch. Although 
some of the other Primarchs resented 
his closeness to the Emperor, most 
held him in high esteem. On 
Macragge, home of the Ultramarines, 
Darn 's statue is one of the four 
Primarchs that stand alongside 
Guilliman's in their Hall of Heroes. 
Jaghatai Khan is shown gifting Dorn 
with a dozen of his finest stallions as a 
gesture of eternal brotherhood shortly 
after the defeat of Horus in the 
illuminated preface of the Apocrypha 
of Skaros. Darn 's rivalry with 
Perturabo, Primarch of the Iron 
Warriors, was the most marked 
exception. One of Darn's qualities was 
thai he always, without fail , told the 
truth. On Schravann, the Iron Warriors 
won a great victory when they 
stormed the final refuge of the 
Badoon. They breached the defenses 
and held while the other Legions 
carried the city beyond. During the 
victory feasl, Horus proclaimed 
Perturabo the greatest master of 
siege warfare in the Crusade. Fulgrim, 
Primarch of the Emperor's Children 



then asked Darn whether he thought 
even the defenses of the Imperial 
Palace could resist the Iron Warriors. 
Darn considered carefully and then 
said that he regarded the defenses as 
being proof against any assault if well­
manned. Perturabo flew into a rage 
and unleashed a torrent of vitriol at 
Dorn, accusations so unfounded that 
the onlookers were dumbstruck. After 
this the two rarely spoke, neither 
Legion serving in the same campaign 
again. The Imperial Fists were ever at 
the Emperor's side and the 
Iron Warriors were part of 
Horus' vanguard. 

After the Imperial Fists won a major 
victory against the Orks on the ash 
wastes of Necromunda, the Hive 
Lords consented to recruits being 
drawn from their population in 
gratitude. A Fortress-Chapel was duly 
consecrated, but the Imperial Fists 
were there as esteemed guests, not 
masters. Rogal Dorn asked no special 
rights on the worlds where the Fists 
recruited. Some Primarchs, such as 
the increasingly mercurial Perturabo, 
took every opportunity to garrison a 
world and claim its tithes. Darn is 
famously recorded as saying ul want 
recruits not vassals," and was always 
satisfied to keep his Legion as a 
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military unit with none of the civil 
responsibilities that came with having 
a home world. 

The Horus Heresy 

When the drop site massacres on 
Istvaan revealed the full extent of 
Horus' treachery, the Emperor, 
accompanied by the faithful Rogal 
Darn, was on Terra, determined to 
prevent Horus claiming the throne of 
the Imperium without a challenge. 
Along with the While Scars and the 
Blood Angels, the Imperial Fists put 
up a heroic defense of the Imperial 
Palace that has since passed into 
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Index Astartes First Founding: The Imperial Fists 

C H APTER MASTER VLADIMIR PUGH 

Whilst not a pormubrly mspLnTional Iclder. VI. dLm;r Pugh IS . s meticulous. pl. nDcr 
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legend. Then, when all hope seemed 
lost, they accompanied the Emperor 
in his last battle aboard Horus' battle 
barge. It fell to Darn to discover the 
bodies of the Emperor. Horus and 
Sanguinius after the final drama had 
run its course. His grief was immense. 
Until that point Oorn had been true, 
noble and enduring, but now he 
became an avenging son. While the 
Ultramarines maintained order within 
the Imperium, the Imperial Fists 
hunted down the traitors, leveJilng 
fortress after fortress. Dorn led them. 
dressed in the black of mourning. his 
customary mercy set aside until the 
guilty were punished. While others 
shaped the new Imperium. Dorn 
immersed himself in implacable 
justice. It was rumored that he saw the 
Emperor's death as his personal 
failure and his crusade as penance. 
After al1. were the Traitors not his 
brothers? Whatever the cause, Rogal 
oorn was absent from the highest 
councils until he was summoned back 
to Terra when Aoboute Gutlliman. 
Primarch of the Ultramarines 
presented his Codex Astartes as the 
future of the Space Marines. 

Oorn was shaken, his quest for 
redemption had blinded him to 
changing times. He could not see why 
humanity would not trust the Imperial 
Fists because of what the Traitor 
legions had done. Without the fire of 
battle to engage them, Rogal Dorn and 
the Imperial Fists hovered on the brink 
- the Emperor was gone and now it 
seemed that their very brotherhood 
was to be sundered. At this time of 
uncertainty, the Iron Warriors issued a 
clear challenge to the Imperial Fists by 
building a formidable fortress and 
daring them to attack. 

The Iron Cage 

wavered in their faith, thinking the 
Emperor gone, but they knew that he 
was still watching them from the 
Golden Throne. The Imperial Fists 
could no longer serve the Emperor 
that had been, but they knew they 
must still be true to the Emperor that 
was. Rogal Darn decreed that the 
Imperial Fists would symbolically 
enter the pain glove as a Legion and 
emerge redeemed as a Chapter. Dorn 
knew that many of his Battle Brothers 
did not wish to found new Chapters as 
the Ultra marines were eager to do. 
There would be far too many left for 
one of the new thousand strong 
Chapters. Leaving Phalanx, he led 
these die-hards against the Iron 
Warriors in their lair. 

His doubts gone, Dorn focused on the 
enemy ahead. Perturabo was a 
master of fortification whose writings 
had been retained by Guilliman in his 
Codex. oorn had always been his 
match. though , and, what was more, 
his honest warrior's soul was 
indignant. The Iron Warriors had 
rebelled and losl. Their master was 
dead and the Emperor still ruled. Yet 
still they dared raise their heretical 
banners over another Imperial world 
as if they had some right to be there. 
Dorn would not tolerate this. Without 
his customary caution and planning, 
oorn led his men into the heart of the 
Iron Warrior defenses. The battle 
should have favored the treacherous 
trench-fighters. but the Imperial Fists 
endured. They countered every 
ambush and fought their way out of 
every trap. Rogal oorn was a 
colossus who personally turned back 
attack after attack. Ammunition 
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expended, Brothers fought in half­
flooded trenches with combat knives, 
giving and expecting no quarter. 
Eventually it became apparent that 
the Iron Warriors could not finish 
them. For all their skill and ferocity, the 
Iron Warriors lacked the faith to make 
the ultimate sacrifice that victory 
demanded. While they paused, the 
Ultramarines intervened; Guilliman 
had decided that Perturabo's 
destruction was not worth the loss of 
Rogal Dorn and had brought his 
Chapter to drive off the Iron Warriors. 

Cleansed by their sacrifice, the 
Imperial Fists immediately began their 
reorganization. For the next two 
decades they went into retreat, their 
successor Chapters taking to the field 
in their stead. Darn used this time to 
retrain the Chapter to embrace all 
aspects of the Codex Astartes. When 
they later emerged, their adherence to 
the Codex was matched only by 
the Ultramarines. 

The New Imperium 

Early in their reorganization , Space 
Marines from the Imperial Fists 
departed to found the Black Templars 
and the Crimson Fists. The 
willingness of Dorn to put his initial 
misgivings aside and embrace the 
Codex Astartes reassured the High 
Lords of Terra. Because they were not 
tied to a home world and had a mobile 
Chapter Fortress, the Imperial Fists 
could be more responsive to calls for 
help. In particular, Rogal Dorn was 
more amenable to requests from 
other institutions for assistance than 
other Primarchs. and this built a 
valuable store of goodwill. When the 
Age of Apostasy engulfed the 
Imperium none of the protagonists 
were wilting to risk their good relations 
with the Chapter, which continued to 
conduct a campaign against the Ebon 
League unaffected. Often the Imperial 
Fists were able to unify the rival 
factions to face a local threat which 
would have otherwise found them 
divided and vulnerable. 

o CH ANG 

Imperial Fist Chaplains teach that 
oorn found strength in meditation. For 
seven days he resisted the pain glove 
until at last he was gifted with a vision 
of the Emperor. The Imperial Fists had 
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Rogal Oorn outlived many of his 
brother Primarchs, and each loss 
saddened him greatly. Also, as fewer 
Primarchs remained, each began to 
attract unhealthy respect. With the 
Emperor on Terra, some distant 
systems began to deify the Primarchs 
they encountered. To Dorn, only the 
Emperor was worthy of this attention 
and he feared the consequences. 
However, sacrifice came easily 
to Dorn ... 

Soon after the disappearance of 
Corax, Primarch of the Raven Guard, 
the Imperial Fists were asked to help 
against a Black Crusade bludgeoning 
its way through the Cadian Gate. 
Phalanx and the majority of the 
Chapter were committed to 
shadowing the movements of Ulthwe, 
the Eldar craftworld, and could not 
be spared. Rogal Dorn managed 
to piece together three ! 
Companies to join the cadiar 
campaign, which he led 
himseH. The Blael< 
Crusade threatened to 
envelop Cadia, and 
the Imperial Navy 
had failed to see 
the threat until it 
was too late. 
With his 

infallible sense of 
Dorn, with three i 
surprised the heretic 
the Pelenos Belt before they 
could strike. The Imperial 
force struck at the center of 
the Black Crusade, their 
Thunderhawks wrealSing 
tremendous darwj~e 
on the unprotecf.d 
troop ships while 
Imperial Fists 
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Space Marines teleported aboard the 
largest warships before they could 
raise their shields. Although the 
powerful Chaos armada was able to 
overwhelm the Strike Cruisers one by 
one, they were unable to deal with 
the Imperial Fists assault teams. 
Rampaging through the enemy 
vessels. the boarding parties sought 
out the engine rooms and succeeded 
in disabling many warp drives. Their 
tasks accomplished, the boarders 
would call in Thunderhawks and move 
on to another vessel. Some managed 
to use their victims' own teleporlers to 
move on and a few even captured 
batteries long enough to redirect their 
fire against the other Chaos ships. The 
uneven battle could end only one way, 
but Rogal Dorn was determined to 
inflict every last grain of damage, 
whatever the cost. He made his final 
stand aboard the crippled Sword 

• 

of Sacrilege, a Despoiler class 
Battleship that had been rammed by 
the last Imperial Fist Cruiser. The final 
report by the serving Chief Librarian 
commended their souls to the 
Emperor before Dorn led a desperate 
attack on the Sword's bridge. 

There was no Chaos attack on Cadia. 
The Imperial Navy arrived in force 
while the Traitors were still licking their 
wounds. Released by the sudden 
disappearance of Ulthwe, Phalanx 
and the Imperial Fists led the Imperial 
counter·strike. They caught the Chaos 
fleet In the midst of repairs and routed 
it decisively. Even without their 
Primarch, the Imperial Fists were able 
to get to the right place at the right 
time. They boarded the Sword of 
Sacrilege before it eQuid flee and 
recovered what remained of Rogal 
Dorn. His engraved skeletal hand 
continues to be maintained in stasis, 
their holiest icon, and serves as a 
constant reminder of the commitment 
expected of a Space Marine. 
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The Imperial Fists gene-seed is very 
stable and has never exhibited signs 
of mutation. They have, however, lost 
the use of some of the more minor 
genetic enhancements of the Space 
Marines. Specifically they no longer 
possess the sus-an membrane that 
allows the Space Marine to enter a 
state of suspended animation. Neither 
do they have a Betchers gland, which 
allows a Space Marine to spit 
corrosive poison at a foe. 

With the exception of a peculiar and 
unexplained need to scrimshaw the 
bones of past Battle Brothers when off 
duty, they have exhibited no 
weaknesses. One trait that has 
attracted scrutiny is the practice of 
using a device called the pain glove to 
punish infractions. Named after a 
more ancient device, the pain glove is 
actually an all-encompassing tunic of 
electrofibres suspended in a steel 
gibbet. The errant Space Marine is 

placed entirely within the device 
and kept conscious while waves 

of pain wash through him. 
Through this ordeal, the 

miscreant learns 10 



focus past the pain and strengthen his 
link with the Primarch. However, the 
Chapter tends to use the sanction with 
unusual frequency for a unit whose 
discipline Is legendary. Considering 
the circumstances of Rogal Dorn's 
eventual death. it is clear that the 
Imperial Fists have a drive for self­
sacrifice that they must continually 
battle to overcome. 
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Combat Doctrine 

Initially. the Imperial Fists were an 
inflexible formation; each Company had 
an identical organization and Company 
Commanders tended to be 
unimaginative. Overall planning was 
excellent, however. and this, coupled 
with the unshakable determination of 
the individual Fists, made them an 
excellent assault formation against 
static defenses. Throughout the Great 
Crusade. the Imperial Fists would be 
held in reserve waiting while other 
legions pinned the enemy in position 
and identified the keystone of their 
defense. Inevitably, that position would 
then be shattered by the Fists. They 
were equally valuable when resolutely 
blocking, and often totally defeated 
enemy breakthroughs. The legion had 
a will ingness to fight until they won, 
which few opponents could match. 
Rogal Dorn led from the front. a tireless 

• 

L1BR.\RIlIN FR. NZ GRENSTEIN 
Dusky-skinned. Grensle!n', cheeks ue cns. lros,ed wilh ducllinll sors He " Inlense 
.nd preo{(upicd. liking IllS responslh,llll S In keep Ihe lmpeml FiSh s~ f e from 
psv{hi{ or d.cmonJ{ entnl1CS ,'cr,' serlousl· On the rue o(Usums .n Imp""! FlSls 
Sp'" Mumc ,s m (onl>e t wllh cnemlC~ ,"nnll Ihe I.ml 01 Ch"". II IS Grenslem 

who will he lS"gned 10 help Ihem Tell"n ~hw menlol sl,h,],I." 'nd <nw" IhC\' h.n 
Dol hroughl Ihe I.ml With Ihem 

warrior who, having set the strategy for 
a baflle, would unerringly place himself 
in the most critical engagements. 

In the immediate aftermath of the 
Heresy, the Imperial Fists became 
noticeably fiercer In their approach -
attacking with virtually no 
reconnaissance and fighting on when 
a tactical withdrawal would have been 
wiser. With their adoption of the Codex 
Astartes, this tendency was less 
evident. although their determination 
was undiminished. Some of the more 
fanatical Battle Brothers had departed 
to become Black Templars - a 
Chapter on permanent crusade. Many 
of the more recent initiates, less 
rooted in the traditions and philOSophy 
of the Fists, had departed to found the 
Crimson Fists. They quickly 
developed a reputation and a legacy 
of their own which was also a source 
of pride for the Imperial Fists. After the 
carnage of the Iron Cage, what 
remained was a hardened, veteran 
force fully able to embrace the 
concepts of the Codex Astartes. 

Alongside the U1tramarines, the 
Imperial Fists have become the 

epitome of Codex doctrine. All ranks 
are able to make tactical decisions 
and are encouraged 10 act on 
initiative. The Imperial Fists combine 
all arms in lIexibie balanced battle 
groups each of which can presenl an 
opponent with a diversity of threats 
then press their attack so swiftly that 
the foe is overwhelmed before he can 
react. They retain their traditional 
skills in urban and siege warfare, 
although they are quite willing to 
engage and defeat the enemy in open 
battle. They will use fortifications on 
the defenSive, but only after all more 
aggressive options have been 
exhausted. Their only weakness is 
perhaps a reluctance to accepl the 
possibility of defeat that sometimes 
blinds them to risk. 

Battle-cry 

First pronounced by the Chaplains 
and then repeated by the Battle 
Brothers before going into action: 

"Primarch - Progenitor, to your glory 
and the glory of Him on Earth". 

USING AN IMPERIAL FISTS ARMY IN WAn HAMMER 40,000 
The Imperial Fists are selected using 
Codex Space Marines. 

SPECIAL RULES 
Bl ind to the Risk: In a mission with a 
variable game length, when the game 
ends, the Imperial Fists' opponent may 
choose that a single extra turn of tile 
same is played (one player turn each). '-SIEGe'!!.~STERS 
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detailed 'below: 

c..a tions: Siag'e Masters 
Armor Pfl:netration 

against bunkers, and their own 
bunkers have Armor Value 14. 

Hidden Set-Up: When moving over 
a minefield, Siege Masters only 
trigger a mine on a 6+. 

Obstactes: A Siege Master tank trap 
has an Armor Value of 12. 

Preliminary Bombardment: When 
resolving preliminary bombardment, 
Siege Masters are belter able to 
direct their supporting fire. They 
receive one extra roll for every 500 
points being used. This can result in 
a single unit being hit several times. 
The Siege Master cannot choose to 
roll extra dice against a unit that has 
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nlready been attacked; aU the dice 
;:lttacking a particular unit must be 
rolled together. 

m ubborn Defense: When 
occupying fortifications in miSSions 
where they are the defenders, Siege 
Masters are treated as being 
stubborn. They will automatically 
pass any Morale checks even in 
s;ituations where normally they would 
slutomatically fail. They may never 
Lise the Voluntary Fall Back optional 
rule but test for pinning as normal. 
Outside fortifications and in 
brtifications built by the enemy (I.e., 
when attacking) they get no benefit. 

• 



Warhammer 40,000 Overfiend 
Andy Chambers is currently 

basking in the light of the Chapter 
Approved Compilation released this 

month. 
Don " worry though -

there are plenty 
more ideas for the 

game lurking under 
his fevered brow ... BY ANDY CHAMBEIRS & PErE HAINES 

GreeUngs .• Itllen~ In. welcome to thiS month's ChaDler "praved. Whhln tho .. 
pagosls • lreaHse on utlllling thO lUll pOllondal 01 the lannllable Deathwatch 1111 
, •• ms anti also a 1G0k at tIIo "'asto, ollbo Ravenwtng. allowtng him to lead his 
IrOOPS from the front line. furthermore, Brother-Scrlvener Hllnes gives us an 
aUloPSJ on the twisted bohomaths althll "'anlds. 

USING DEATHWATCH Kill TEAMS IN WARH MMER40.000 

Deathwatch members are volunteers 
from Space Marine Chapters that 

rigidly adhere to the Codex Astartes. 
Because teams are made up of Battle 
Brothers from several Chapters, it is 
essential they follow a similar doctrine. 
On the Eastern Fringe of the 
Imperium, the Inquisitorial Fortress at 
Talasa Prime has recruited, trained 
and equipped Kill Teams from the 
Ullramarines. Scythes of the Emperor 
and Lamenters Chapters for service 
against the Tyranids. 

There are two ways that members of 
the Deathwatch can be incorporated 
into normal WartJammer 40,000 armies. 

Marines', any Imperial Guard army 
(including Catachans, Steel Legion 
etc.) or any Sisters of Bailie army. 

As an alternative to ftelding entire Kill 
Teams, you may upgrade one or more 
members of any Space Marine army 
selected using only Codex Space 
Marines' to members of Deathwatch. 
Only independent characters or 
members of Headquarters, Veteran or 
Taclical squads can be upgraded, and 
these must wear the distinctive 
Deathwatch shoulder pad. Deathwatch 
members must be armed with a bolter 
or a combi-weapon with a bolter 
component. II costs 5 points to make 
a model a Deathwatch 

• MAO targeter with auto-sense link 
and Stalker silenced shells 

• Metal storm ammunition 
• Inferno bolts 
• Kraken bolts 
This ammunition may only be used 
with a bolter or the bolter component 
of a combi-weapon. As a reward for 
the service provided to the 
Deathwatch, the rare ammunition 
types they use are made available in 
limited numbers when the volunteer 
Space Marine is back in regular 
service with his Chapter. 

Below: Keith Robertson's 
Deathwatch Librarian and Veteran. 

The first is to use an entire team of 
Deathwatch Space Marines. Up to one 
Kill Team can be included in any 
Imperium army as an HQ choice (see 
right for army list entry). For this 
purpose, an Imperium army will 
consist of any Space Marine army 
picked using only Codex Space 

Veteran (there is no change 
-_._----, 

to their profile). Each may 
then select one of the 
following ammunition types 
al the cost specified in the 
squad rules opposite, 

' Dealhwalch are. of course, recruiled from ell different Chaplers including Space 
Wolves, Blood Angels elc. HowsVfJf, Ihe discipline and training of such individuals is 
legendary amongst their own brethren. so, for the purposes of the articie. we'VE! only 
covered 'Codex ' Deathwatch - other Chapters wilh their own Codexes gel plenty of 
extras alreadyl 
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HQ 
0-1 ' DEATHWATCH'I KILL~T 

Captain 
Veteran Space Marine 
Space Marine 

PointsIModel 

50 
30 
20 

WS 
5 
4 
4 

BS 
5 
4 
4 

S 

4 
4 
4 

Squad: The Deathwatch squad consists of one Space Marine 
Captain and between 4 and 9 Deathwatch Space Marines. 

Weapons : Bolter and close combat weapon, frag grenades, mella­
bombs. 

Options: 

• The Captain may select items from the Space Marine Armory. 

• The Captain can be upgraded to a librarian al + 15 points. As a 
Librarian he may use the Psychic Power 'Smile' and select Librarian 
only items from the Space Marine Armory. 

• Any squad members can be upgraded to Veleran at + 1 0 points. 

• Up to 2 Space Marines can be armed with a special weapon from 
the following list in place of their bolter: Heavy boiler with Hellfire 
ammo and suspensors ('1) al +15 pts, M.40 targeter, bolter & ammo 
("2) at + ' 0 pts, plasma gun at +6 pis, meltagun at + 1 0 pts, lIamer 
at +3 pis. 

• Any Veteran can be armed with a weapon from the following list 
unless they are also armed with a special weapon. The new weapon 
replaces their close combat weapon: power fist at +25 pts, lightning 
claw at +25 pts or a pair of lightning claws at +30 pts (replaces both 
boiler and close combat weapon). power weapon at + 15 pIS. 

• All models not armed with a special or veteran weapon may be 
issued with one 01 the following special ammo types: metal storm 
ammunition ("3) at +5 pis, inferno bolts ("4) al +5. or kraken bolts 
("5) at +5 pis. Note thai the same ammo must be used throughout 
the squad. 

T 

4 
4 
4 

w 
2 
1 
1 

5 
4 
4 

A 

3 
2 
1 

Ld 

9 
9 
9 

Sv 

3+ 
3+ 
3+ 

SPECIAL RULES 
True Grit. All Deathwatch Marines 
have True Grit. 

Bolters have a 'pistol grip' which means 
that they can be fired wilh a single 
hand. this takes considerable practice 
and skill so Is not normally 
encouraged. Units noted as having the 

'True Grit' skill , however. have learned how to use their 
botters in this manner. In game terms. this means that 
they may count their bolter as a bolt pistol in close 
combat and will therefore be allowed to roll an extra 
Attack dice if they have been equipped with a second 
pistol or close combat weapon. However. a model using 
their boiler in this manner may not receive the attack 
bonus for charging, as a boiler is too unwieldy to be fired 
with one hand while simultaneously hurling yourself at 
the enemy. 

Transport: A Deathwatch kill team may be mounted in a 
Rhino at +50 pts. 

Deep Str ike: The Deathwatch have many ways of 
reaching a battlefield by surprise. Unless they are 
mounted in a Rhino. they may always start the game in 
reserve and arrive by Deep Strike. Whether this is by 
teleporter. termite. alien technology, drop pod or grav­
chute is up to the player. 

"1 The heavy Bolter is potentially a very versatile weapon - if 
equipped with an additional suspensor unit that provides just 
enough stability to allow it to be fired on the move. The etlective 
range is seriously reduced but it gains the ability to provide 
suppressive fire while advancing. Because Kill Teams often 
operate alone, this justifies the use of the Increasingly rare 
suspensor units. 

' 3 Metal storm ammunition. A bolter loaded with metal storm 
ammunition may be fire(j from the hip wilh remarkable accuracy. 
The metal storm shells explode in proximUy to the enemy. their 
fragmentation casing making pinpoint accuracy unnecessary. The 
penetrative and destructive qualities 01 the round suffer as 

Range: 18" Strength: 5 AP: 4 Assault :3 

It is also capable of utilizing the Hellfire round. The Hellfire is a 
ceramic sheath which shatters on contact Into thousands of 
needle-like shards which penetrate the hide of the target and 
carry mutagenic acid into the enemy's blood stream. The acid Is 
so powelful that even the most enormous creature Is vulnerable. 
A Hellfire round is loaded and fired singly. It always wounds on a 
2+ regardless of the target's Toughness. 

Range: 38" Strength: 5 AP: 4 Blast, Heavy 1 

' 2 A normal bolter equipped with an M.40 targeter with auto­
sense link and Stalker silenced shells acts as a per1ec1ly 
satisfactory sniper weapon. In this mode the bolter is a Heavy 2 
weapon which causes Pinning tests btlt is otherwise identical in 
terms of range. accuracy and strength to a normal bolter. 

a consequence. 

Strength: :3 AP: - Assault 2 

"4 Inferno bolls. A boiler loaded with Inferno rounds can cause 
far more horrific wounds than a conventionally loaded boiter. This 
is achieved by filling the bolt with an oxy-phosphor gel. Re-roll 
any failed rolls to wound (OOt not any vehicle armor 
penetralion rolls). 

Range: 24" Strength: 4 AP: S Rapid Fire 

"5 Kraken bolts. A bolter loaded wUh 8 Kraken penetrator round 
is capable of piercing th e toughest hide thanks to its adamantine 
core and improved propellant. 

Range: 30- Strength: 4 AP: 4 Rapid Fire 
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i 
Illhilsilhe Ravenwing is frequently 
R commanded by the Masler of the 
Ravenwing from his powerfully 
augmented Land Speeder, this is not 
always the case. At various times in 
their long and glorious history, a 
Master whose preference was to fight 
from a Space Marine bike has 
commanded the Ravenwing. 

T
he M.st .. of the R"'cn",,ng 

~k,otrl h,s bIke P"S! Inolher 

,pIked ploot. Ius ,humlDK '''es 
Ihlow,08 up grc.ol dods of bl"k 
<ulh S'x R.VCDWHlIl biktr~ followed 
him. ,wcrvl1I8 expertly through Ih. 
lulIgle A w.vpoinl IUDC Ibshcd on 
hi, vi~Qf .nd he pulled Lolo • 

'("amllt}:. <Ollllollcd sk,d ond 1<, OU1 

the ,h.ollk 'he hike fOmog Th. 
Tyu.w/s werC Den; he .:auld 
P'l(Il,"JJV I,slc Ih.Ir loulo<ss 

The ,f\Up drop he Iud b.cD expnllDg 

"'"S suddenly bdo!. lum. Ind h" bIke 

",ied through Ihe m Al,e~ hc.ds 

spun 10 hu h,m, hlssmg IS he bnded 

III theIr mldsl, Ihe Impoci Cfu,hinll I 

Term.g.nr Purple H:hor .puned His 

midlllghl bbck sword licked OUI " he 

sped forwnd, b<h.:..odin!; Ih. Ingesl of 

Ihe b •• 'I' eh.llmb!! hohers .. nd 

fl.shlDS ,h"n bl.des m.de ,hon work 

of Ih. rcm.md.r of the !>rood ... nd 

wllhul seconds the R.ve8wmg were on 

Ih. hUbl oble mOT., 

MASTER OF THE RAVENWING 

These rules enable Aavenwing armies 
to field the Master on a bike, either 
representing an earlier Master or the 
current Master switChing mount for 
tactical reasons, A bike has several 
advantages over a Land Speeder, 
notably the Master can command 
units far more directly and make his 
presence really fell in an assault. 

Note that the Master of the 
Aavenwing, if mounted on a bike, is 
not a special character but a special 
variant of the Heroes entry in Codex 
Dark Angels. 

N,B,The Master may be based on 
either the Grand Master or 
Master profile. 

THE MASTER OF THE RAVENWING 

- _ "'- ~~ _ MASTER OF T E RAVENWING -

Points WS B5 S T W 

Grand Master 140 5 5 .. 4(5) 3 
Masler 125 5 5 41 4(5) 2 

5 
5 

A 

4 
4 

Ld Sv 

10 3+ 
9 3. 

NOle Ihal lhe Mnle r 01 the Rnenwlng, mounted on I bike, II not I lpeclal character bul a 
apecia l variant 01 thl Heroes enlry In Code;!! Da rk Ange ls. Th' Master may be based on 
either the Grand Master or Master profile. 

Options: The Master of the Ravenwing will aiw~IYS carry the Riven Sword. which is treated as a 
master..cralled power weapon. and he mus! be mounled on a S9ace Marine bike. The points costs 
above include these ilems and the revised TOlJ!t!ness is shown. Additional wargear can be chosen 
Irom Ihe ~sts in Codel< Space Marines and COdex Dllfk Angels. but no more than 50 poinIs 01 
adcMional wargear can be chosen. 

SPECIAL RULES 
Independent Character: Unless accompllni!~ by a Command Squad, the Master 01 the 
Aavenwing is an independent cf1aracler and ~~I0W5 the Independent Character specIal rules 
as given in the Warhammer 40.000 rulebook. 

Command Squad: The Master of the Ravenv.'ng may be accompanied by II Ravenwing Bike 
squadron. See \he $p8Cial ent/Y on page 7 01 Co<Iex Dar1c Angels lor details. 

Ravenwlng: The MaSler 01 \he Aavenwing may re-roll the dice II he fails a Oifficult Terrain tes! 
and may 'jinll'. ".Iinking' if1'o'Oives weaving the bike from side 10 side lind allows It1e Mastar 01 the 
Ravenwing a 6+ Invulnerable save against IlIrj enemy shooting el1adts as long as he moved 
in his previous Movement phase. 

Note thaI. unlike al olhef Dalk Angels heroe~l. \he Master of \he Ravenwing is not stubborn 
ex inlflllcfailM. 

MAKING THE MASTER Of THE RAVENWING 
Tammy: f started off with 
a Space Marine Bike. two 
Kislev Winged Lancer 
wings, Itle fairing from the 
Chaplain on Bike model, 
and the top hall 01 a Biker 
Sergeant model. 

Putting the wings in place was easy; I 
simply pinned them to the back of the 
bike, then added two little skulls on the 
tops, I used Blu-Tac to temporarily stick 
the Sergeant's body to the plastic riders 
legs, so I could position the arm holding 
the handlebars correctly. After sticking 
the arm on, I just removed the Blu-Tae 
and superglued the body to the legs. 

Next up was the sculpting. I started with 
the cloth on the torso by p!Jtting a layer 
of Green Stuff on tile chest in the shape 
01 a small triangle. Then I took some 

thin rolls of Green Stuff and put 
them on top to make the basic 
shape of the folds, which I then 
molded using a sculpting tool. 
Sculpting the robes around the 
legs was a bit trickier, because I 
wanled 10 get some volume in 
the robes yet still be able to take 
the figure off the bike to paint it. I 
got round this by filling In the 
space behind the legs with Btu­
Tae, so I had a flat surface to 
work on and the Green Stuff 
wouldn't make the rider stick to 
the bike. I finished the sculpting 
the same way as with the torso, 
Lastly, , stuck some purity seals 
and equipment on the model and 
swapped the sword with one 
from the Space Woll trame. 
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· TYRANID MONSTROSITIES: RETURN OF TilE SPAWN 

By Pete Haines 
Since the rules for designing Tyranid 
Monstrosities was originally published, 
players have eagerly (almost too 
eagerly) sent in questions and raided 
their local toy slores lor large rubber 
monsters. I can do nothing about the 
large rubber monster problem, but I can 
answer the questions. 

Firstly, there is the question of what 
exactly is the base cost and how do 
you modify it lor Toughness/save and 
movement type. 

A creature's base cost Is 50 points 
per point of Mass plus 10 per wound. 

This base cost is then used to calculate 
the cost of Toughness and armor save 
and then again 10 allow lor movement 
type. Each is a separate calculation, 
and the increase in base cost is noted 
lor each. 

EKample - a creature with 5 Wounds 
has a base cost of 50 points. It is also 
Toughness 5 with a 2+ save. This costs 
25% of the base cost, or 12.5 points, 
Finally it is agile cosling 25% of the 
base cost or another 12,5 points, The 
total cost to this point is therefore 75. 

Decimals should be rounded up to the 
nearest full point at the end. 

Next, there is the thorny issue of just 
how tough these critters can be. I 
have seen a rather naughty ploy in 
use whereby a creature is given a 
very high Toughness and a point of 
Mass. This makes lor a very points­
efficient design. This sort 01 system 
isn't about points efficiency though, it's 
about being able to use a scratch-built 
Dominatrix or Harridan so I'm afraid I 
must curtail these min-maxing 
activities. I did point out originally that 
Toughness 9 or 10 should be reserved 
lor bio-Titans, but no one seems 
interested in a guideline, so ... 

The lollowing table sets practical limits 
for Toughness based on the number of 
Mass points assigned to the creature. 
To give some guidance on the scale, a 
Hierophant bio-Titan would have 8+ 
Mass, a Dominatrix or Hieroclule bio­
Titan between 4 and 7. 

NUMBER OF MAXIMUM 
MASS POINTS TOUGHNESS 

1 o r less 7 

2·3 8 

~ 9 

7. 10 

2. 
10% 
25% 

As a brief interlude between the more 
intellectually challenging clarifications I 
will point out now that an creatures 
created using this system count as 
Heavy Support choices. Pretty obvious, 
rea ny, but that's the charm of this sort 
01 interlude. On a similar level, any 
references to the Terror do, of course, 
refer to the Horror instead. 

The next point is really a follow-up to 
the high Toughness issue. Alas, I failed 
to cater for the sheer invulnerability thaI 
can come with high Toughness. The 
table above is a replacement for the 
original and makes high Toughness a 
tad more expensive. 

One area that has caused confusion Is 
how to deal with the type of weapon that 
has written into its description 
something along the lines of 'aod will kill 
any enemy wounded regardless at how 
many wounds they have', As you might 
expect there are a lot of these sort of 
weapons in the Warhammer 40,000 
universe and the list includes (deep 
breath): the Dark Eldar stinger, shrieker 
cannon, plague sword and plague knife, 
lorce weapon, wraith cannon, neshy 
curse (I'd hate to see the Chaos Spawn 
that appears when a Hierophant gels 
hit!), Drach'nyen, Rod of Torment, Dire 
Sword, Blades of Reason. 

This list probably isn't complete and, 
even if it is, it won't stay that way long. 
That doesn't matter, though, because 
the resolution is a sweeping one. Mass 
points are not wounds, and lhe only 
way to inflict more than one point of 
mass damage at once is with a razor 
claw or a Titan close combat weapon. 

Weapons that inflict multiple wounds, 
like those listed above will use the 
same table as ordnance, massive 
weapons and mega·weapons when 
deciding if a serious wound is inflicted. 
Weapons with special characteristics -
tor example, the slun effect of a 
thunder hammer only work if a wound 
is serious and a mass point damage is 
Inflicted. Once a Gargantuan creature 
has no Mass left then all these 
weapons work normally. 

That's about it, happy spawning! 
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eODIII TYRAMIDS ADDENDA 
A nasty oversight has become 
apparent in Codex Tyranids, 
specifically that a brood of Tyrant 
Guard can only protect a single 
Tyranid monstrous creature at a 
time, not six or more as has been 
suggested by some unscrupulous 
hive minds. 

For those of you wondering, 
Tyranid monstrosities created 
using Pete Haines' guide to 
spawning cannot be protected by 
Tyrant Guard at all - they're just 
too big. 



, 
~Inntn~ 

The noble IlrelOnnians 3re the latest addition 10 
our growing range of Warm aster annies. 
Brelonnian armies are famous for the impetuous 
,md unstoppable charges of their armored 
Knighl5. 'Ibe Grail Knighl5 are the most f.lmous of 
all of the Bretonnian Knightly orders, and are 
sworn to protect all that is good. 

FWAM02t 
$7.99 US. $t8.00 CON 
Bretonnlen Peasants 

FWAM017 

FWAM018 
SB.99 US. $18.00 CON 
Bretonnlan Knlghl$ 

FWAMOt6 
$7.99 US. $18.00 CON 
Bretonnlan Bowmen 

FWAM019 
$7.99 US. $18.00 CON 
Bretonnlan Spearmen 

SB.99 US. $18.00 CON 
Bretonnl. n Mounted Squire. 

FWAM023 
SB.99 US. $18.00 CON 

Bretonnlan Grell Knights 

Be sure to clleal 0111 

Warnlllsler Magazine #4 
for t/le Bretonnilln 

Army Deal! 

FWRM02<l 
$7.99 US. $18.00 CON 

Bretonn!an 
Character set 

W.rmaster 4 
$6.95 US. $10.00 CON 

Warmaster models are sold as 'units' wh ich normally consist of one com mand sprue and five 
troop sprue$, plus the bases needed to mOUn! them on. Exceptions in the Bretonn ian anny are 
the Peasants and Bowmen, which consist o f six trOOp sprues, and the character set wh ich 
consists of a set of individual character models. Note llial 50ml' of lite pictures llbove lIfe /Iot 
complefe Imiu. 

All of the Bretonnian models were sculpted by veteran Citadel designer Dave Andrews. They 
were painted by Agis Neugebauer - you can see more of his superb pain! jobs at the fo llowing 
website: www.brumbaer.de. 

, .. UlbloIlCIUSMIY IhrtUUb BW Mall Onler 1-80D-394fBlME Us. 1-888-BW-TROU CON 



THE CHILL OF 
THE GRAVE 
This month. the Dark Elves emerge 

from their ominous towers to stem 
the tide of walking dead encroaching 
upon the non hem reaches of the 
l:md of Chill. 

Wilh the ad\'ancing hordes of dead 
and diseased flowing from the Chaos 
Wastes. the moumed troops of the 
Watchtower "alro! Force fide north, 
guiding a fomlidablc anny of Dark 
E1V1.'s intent on destroying the evil 
forces that have the temerity to invade 
their lands. The image of a lighming 
roumcr-;lwlck from Dark Riders and 
Cold One Knights was 100 cool to 
ignore. so we decided 10 playa Flank 

Mouthi licked hn swltt lips IS her 
slim finge" Tr1i]ed Through the gory 
conleDis of her scrying-pool. ils crimson 
depths (onhining i drop of hcutblood 
hom every SOfeness in Nlgsuond. The 
suthce shimmered ;IS she dipped her 
dciiulc hud. her tongue bruking the 
JUff~(C for I second. She fought the urge 
to drink deep of the sp.orkling vilic: to 
do $0 ... ould be to invite ullcontrolhble 
h~lIucinationl Ind wncking p~iD. Raising 
her held. she allo ... ed Ihe duman-gifted 
propht;Sies to filter inlo her consciousne,s. 
VllIions of aurthing troops sWim across 
the lud"e of Ihe pool. Red smoke 
furled Ibove the foul '\I'alers. c~lest'ng 
iolO I l ... iSled, horned form. stuing 
malcvoleDlly It her from behind, 
hideoWi p.ofody of her o'\l'n C1elD.1l1y 
beauliful bcc. 

It '\I'iS grinnillg. 

"SpCik. blood-dlemoll. lest spit you 
blck inlo HeW" hisscd Monthi. her 
perfe" eyt;S lIarrowing to crud slit s. 

"Mistrt;Ss. your minioos march 10 W.I! II 
your tomm~nd. Your pretty knights ife III 

posilion. Ind your bvored ones mouth 
Ihe liIJoies of plio. BUI they do 
001 ho ...... -

"Hide nol the Irulh from me. busl. 
Whit is it Ihey do 1I0t kilO"''!' 

'"They meet 'lll'ith de"h inurlLl.te. mistress.­

The poo!"s surf,(C flickered black for J 

secood. I form disccrlllblc '\I'ilhin. It .is 

Anack with 3.000 pointS a side. The 
Vampire Counrs arm)' wert to fucc off 
against the main Dark Elf force. 
defending the ground they had 
already taken. with the moumed 
troops of the Palrol Force cr.tShing 
imo the Undead flanks. 

At this poim. we got a hit C'.urled awa)'. 
with Mati suggesting th:u we pit Ihe 
heavyweights of each ra(e against each 
other :tnd use no less than IWO special 
characters from their respe(lh'c ann)' 
books. Man decidt.'d 10 lake Ihe 
mistress of Dark Magic. Morathi the 
Hag Sorceress. moumed on her Dark 
Pegasus. SulephCL In a momenl of 

shrouded in I miJSma of deilh. I pO'lll'er 
so formidlble Monthi could hlfdly pierce 
il. She hid the impression of I winged. 
g.lfglntuln corpse. It bore ,lair I beiog so 
polent it shone like I bel(QD of dirk 
light. but ils form '111'15 shrivel led and 
benl. It stank of antiquilY, Ibd het 
£lawless. ,llbaSler flesh prickled 15 the 
chill of Ihe guve r(Jched out from 
it like ibsidious tend,ik Whtu 
she recognued .. lut it '\1'1'. ,he 
felt tl!.: cold grip of fur around 
her heul. 

-Mistress ... it is he ... lord ZiChifi~s. 
Ihe dUlhless ont ... ~ 

Shrieking. Mouthi luhed out. her IhiD 
fingers ripping into tht Ippitition. HOI 
blood spnytd Icross Ihe 
porcellin flesh of her 
checks. Bloodied 
lad nging. sht 
tiD for the gilC5. 
AI her menul 
commlnd. her 
Duk Pcgasus. 
Sulephct. '111'15 a1rudy 
daning 10'lll'ud her. 

Without brnkiug 
her stride. Moulhi 
vaulted onlo the 
s'\I'ooping bust. With 
Ihe bUling of 
membuDOus wings. Ihe 
Hag Queen ... IS borne 

Phil KeUy reports on Ihe clash 
of evil between the vicious Dark 
Elves, taken inlO battle by Malt 
Hutson, and Mark Raynor's 
rolting horde of Undead 
warriors, With both sides using 
special characters, it would be a 
bloody struggle indeed ... 

true bravado, he also suggestt.'d that 
Mark should take the mighty Zacharias 
10 lead his force. The Nl-crMch Lord 
Zacharias the E\'erliving. with his 

Zombie Dr.lgon. weighs in at a heft,. 
1.015 points (No, tbat'S lIot a typo­
Ed). This would mean thai O\'er a third 
of Mark's points would be tied up in 

one model! 

So. after a week of fra ntically tesling 
out each other'S ",nnies. Mark and 
Mati girded their colleclive loins and 

stepped up 10 the desolate 
tundr.l landscape ... 

iOIO the dukeniDg sky. her blule-cry 
echoing iota Ihe night. 
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A CLASH OF EVIL 
Matt: When I choose 
an army for 
Warhammcr I l ike (0 
first pick the units 
thai look the cooiesl 
:md then build the 
army around them. 
Seeing as the best 
looking models are 

always the hardest on the tabletop. 
surcly nothing could go wrong. With 
this not-so-cunning plan in mind. I set 
about chOOSing my army. 

As this game would be a Flank ;,nack, 
and I was [he atlackcr. my army would 
be splil up into twO contingents with 
up to a third of the army being the 
flanking force. Now the SlUdio actually 
has twO Dark Elf armies. the main 
Dark Elf army and the WatchtOwer 
PatrOl Force. The Palrol Force army is 
completely mounted. making it \'cry 
mobile and hard-hitting. What better 
army 10 use as a flanking force? 

Staning with this (Xln of my aml)" my 
first choice was a unit of 9 Cold One 
Knights led by my Ann)' Standard 
Bearer bearing aloft the deadly Hydra 
Bal/lIer. Cold One Knights have always 
been my favorite unit in the Dark Elf 
amly. partly IX.-cause they look briUiant 
and are totally unlike any other cavalry 
unit, but also because they are 
probably the hardest unit of heavy 

FlANK ArrACK 

ca\~klry in Warhammer. Aided by the 
Hydra Bal/I/er (+ lA to all models, 
Including s[(.'eds. when the unit 
charges) these boys should easily be 
able to wipe out any unit on the tum 
it charges because of the o utrageous 
amount of high Strength attacks it will 
have. To support this unit and make 
sure that they get into hand to hand 
combat. I have also chosen a unit of 
Dark Riders. 

Fo r the main force I needed an army 
that could survive for two turns being 
st.-vcrely outnumbered. As a lready 
agreed. Morathi was my first choice. 
Offensively her magic is rock hard but. 
as befits a practitioner of the Dark Art. 
she has nothing extraordinary to 
counteract the enemy's magic. To 
support her, then. I opted for a u..'ve l 2 
Sorceress equipped with IWO Dispel 
Magic scrolls. My plan for my main 
force was to stand back and make the 
Undead come to me, giving me some 
lime to thin down their ranks with 
missile fire and magic while I waited 
for my flanking force to arri\·e. 

To achie\'e this. I needed some 
dependable missile troops along with 
some solid Core regiments: twO units 
of Crossbowmen, a unit of Spcamlen 

The Flank Attack scenario means that Matt, as the attacker. must choose one 
third (or less) of his troops as a Flank Attack force. At the beginning of his 
third turn, Matt would roll a dice: on a 4+ his entire flanking fo rce arrived. 
The next turn, if they had not appeared, they would enter on a 3+, then a 
2+ in subsequent turns. The flank which Matt intended to usc was specifled 
before the battle. In this case, Matt chose his left flank , able to deploy his unit 
of Cold One Knights and unit of Dark Riders. held in reseryc. an~"vherc on 
thac table edge on Mark's side of the board. 
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and a unit of Cors;lirs ably supported 
by two Reaper Bolt Throwers would 
do the job. To g ivc me some real bite 
in combat (as well as scratching and 
hair pulling). I chose a regiment of 
Witch Elves. as their sheer amount o f 
attacks can often bring down even the 
heaviest armored foe. All I needed 
now was some stuff to s low the 
Undead down and SlOp chern from 
flanking me. To achieve chis I selected 
two units of Shades and a unil of Dark 
Riders. all armed with repeater 
crossbows. It just wouldn't be evil 
enough if I didn·t have at least one 
nasty trick up my 5Iec\'c, so with JUSt 
o\'Cr a 100 points left I chosc a Noble 
arm(.'"<1 wich the RII/S of Hotck and the 
Cryslal of Midlligbl to give 
M;lrk a nasty 
little surprise! 

I 

I 
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THE DEAD MARCH ON 
Mark: ·Wheneve.r I 
play a g.'lme of 
Warhammer, my 
personal preference 
is: the bigger the 
~me the better. 
There'S just 
something about 
having loads of men 
on the tabletop. a 

sight that makes me eager with 
anticipatio n! Knowing thai this was 
going to be a 3.000 point game. this 
was Just the kind of gaming territory 
thai I like! However. the a rmy choice 
was going to be a liUle different in 
Ihis case, as Man and I had both 
decided [Q take a special character. 
Matt decided thai Morathi was the g irl 
for him. Myself, [ needed something 
with just that liule bi! more -
Zacharias the Everliving. 

Costing a whopping 1,0 15 points, 
howewr. he was a serious drain from 
Ihe points pool , but this boy is 
seriously hard! Having all six 
Bloodline power,;. knowing all s ix 
Necromancy spells. having a Dispel 
Magic scroll every turn. a re·ro ll if 
Ihings gef nasc}' and then. the icing o n 
the cake wilh a cherry on tOp, he 's 
mounted on a Zombie Dr-olgon. I knew 
thaI he was going to be a force 10 be 
recko ned " i lh. and could easily 
compete wilh MOr-ollh i. liowever, it's 
quite well known in the Studio that I 

do like to go to extremes. so, 

jUSl10 gh'e myself Ihat 'comfort zone' 
when il comes 10 Imlgic, I decided to 
take a Necromancer a.'I o ne of my fina l 
character cho ices. The n on second 
thoughts I upgraded him to level 2. 
Oh and gave him a Power Familiar as 
well - you can't be too careful. Top it 
off with a ":tight tord with a couple of 
magic items (Sword of (be Killgs and 
Ihe Cursed Sbield of MOllsll/o,,). PUI 
him o n a barded Nightmare, and 
that's the he roes sorled. 

The next stage was the good o ld· 
fashio ned r-olnk and file . laking into 
account that Matt was the a rtacking 
force in the Flank Attack scenario. 
there were some considcroltions 10 be 
mHde. I knew thai up to a third o f 
Matl's army wou ldn' t be curning up 
unlil lurn 3 :1.1 the earliest, so I 
dt!cided to divide my own defending 
a rmy into two. One half would be fast 
attacking (yes. I did S:ly fast auacking) 
hoping to make fu ll use o f their 
march move when within 12" ofthe 
Gener,l l and. with a bit of luck, taking 
out some of his army before the 
reinforcements a rrived . The olher h:llf 
wou ld hold back, ready for the Flank 
Attack cavalry charge fa ensure that 
they didn 'l charge me in the Hank o r. 
heaven forb id, the rear! 

For the fa.'1t units, the first choice 
wo uld have to be Dire ''('alves. Now if 
you need a unit that C:LO seriously 
move in an Undead army, Ihen Ihese 
babies arc it. Able to march and 
charge a healthy 1 8~, they should be 
able to get into combal in a couple of 

turns (providing they don't get 
shot Into Ihe 

ground 
beforehand). A 

favorile tactic of mine 
whenever I'm playing againsl 

an army that contains war machines 
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is Ihal 1 take at least o nl" unit of Fell 
Bats o r, if I can afford ii, two Oust in 
case J lose one of the units). I lopped 
these three units o ff with a unit o f o ld 
fa ithfu l Black Knights (I ne"er playa 
game without them), and that"s thc 
fast half o f my army pretty 
much complete. 

1b provide the backbone of my 
remai ning army, I nceded something 
!.hat could take a charge from some 
heavy C:l\·a]ry. Grave Guard were the 
boys for me, giving them the hand 
weapon and shield combination lhat 
entitled them 10 a good annar saw 
and, with a basic Strength of .j, they 
could do some damage back to the 
Dark Elves. I reinforced this unit with 
a couple of units of Skeletons (one 
with hand weapons and shields whilt: 
the other had spears and shidds -
good for receiving charg~). A unit o f 
Zombies. ready 10 lie any unit up for a 
couple oftums. completed the 
st.'Cond half of my a rm y. 

11dlying up th(~ poims COSt. I realized 
that I had JUSt under a hundred points 
left to allocate. Normally a unit of 
Ghouls would be useful (quite able to 
handle most o pposing scoutS and 
skirmishing uni ts) bUI wanting to be 
char,lcterful with the Necrarch army 
and having nothing but dead things in 
it, I thought I'd go for a Banshee. 
This. I thought. could be a bit risky 
because unless you roll pretty high. 
she wasn 't going to be doing much 
against a Leadership of 8 and higher. 
"Piling a chance with Lady Luck (and 
the Banshee) I kept her. Besides. she 
couldn't be hit by any of Matl's missile 
fi re. So, providing [ kept Zacharias OUI 
of the \I:ay o f those Reaper Bo lt 
Throwers (anything shaped like a 
s take has got to be nasty) I might be 
onto a winner here! 



THE HOST OF THE HAG SORCERESS 

CHARACTERS 
LORD: Moralhi, the Hag Sorceress with 
Hear/render, the Thousand and One Dark 
Blessings and Dark Pegasus Sulephet. 470 piS 

HERO: Sorceress Malkeus (90) with an extra level 
(40) , hand weapon. and twO Dispel Scrolls 
(25 each) . 180 piS 

HERO: Noble Korhedron (70) with sword. heavy 
armor (4) , shield (2) , Cold One mount (26) , Battle 
Standard (25) - Hydra Banner (SO) . 

207 piS 

HERO: Noble Tualarc (70) with halberd (4), heavy 
armor (4) , OJ'stal ofMldnlgbt (25) and 
Ring of Hotek (20) . 123 pts 

CORE 
20 Corsairs (200) with light armor, Sea Dragon 
Cloak, two hand weapons, Reaver (10) , 
Standard Bearer (10) and Musician (5) . 225 pis 

20 Dark Elf Warriors (ISO) with light armo r, 
shie lds (+20) , spears, Lordling (10). Standard 
Bearer (10) and Musician (5). 225 pis 

11 Dark Elf Warriors (99) with repeater 
crossbows (+44) and light armor. 143 piS 

12 Dark Elf Warriors (108) with repealer 
crossbows (+4S) :md light armor. 156 piS 

5 Dark Riders (90) with light armor, swords, 
spears, repeater crossbows (+20) , Herald (14), 
Standard Bearer (14) and Musician (7). 155 piS 

5 Dark Riders (90) with light armo r, swords, 
spea rs, repeater crossbows ( +20) , Herald (1 4), 
Standard Bearer (14) and Musician (7). 155 pis 

SPECIAL 
9 Cold One Knights (261) with lances, heavy 
armor, shields, band weapons, 
Dread Knight (18), Standard Bearer (IS) 
and Musician (9) . 306 piS 

5 Shades with swords and repeater crossbows. 
70 piS 

5 Shades with swords and repeater crossbows. 
70 piS 

20 Witch Elves (260) with two poisoned hand 
weapons, Hag (12) with lVitcbbrew (25) , 
Standard Bearer (12) and Musician (6) . 315 pIS 

RARE 
2 Reaper Bolt Throwers 200 pIS 

TOTAL 3,000 pt. 
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THE MINIONS OF ZACHARIAS 
CHARACTERS 
LORD: Zacharias the Everliving, mounted on a 
Zombie Dragon. with Book of Nagasb , Staff of 
Kapbamon, Scrolls of Sembtep, and Circlet of 
Ratbek. Zacharias' Bloodline powers are 
Nebekhara's Noble Blood, nJe Awakening, Dark 
Acolyte, U17boly CY17oslll'e, Master of tbe Black 
Arts, Forbidden Lore. 1,015 pts 

HERO: Wight Lord Lachanes (60) with heavy 
armor (4) , lance (4) , Nightmare (8) with barding 
(4) , Sword of the Kings (25) and 77Je Cursed Sbield 
of Mousillon (25). 130 pts 

HERO: Necromancer Chardrel (65) with extra 
level (35) , hand weapon and Power Familiar (50). 

150 pts 

CORE 
21 Skeletons (168) with light annor (+42), hand 
weapons, shields. Captain (10) , Standard Bearer 
(10) and Musician (5). 235 pts 

20 Sk eletons (160) with light armor (+40), spears 
(+20) , Captain (10), Standard Bearer (1 0) 
and Musician (5). 245 pts 

10 Dire Wolves (100) with Doom Wolf (10). 
110 pts 

10 Dire Wolves ( 100) with Doom Wolf (10). 
110 pes 

20 Zombies (120) with hand weapons, 
Standard Bearer (10) and Musician (5). 135 pts 

SPECIAL 
25 Grave Guard (300) with heavy armor, shield 
(+25), hand weapons, Crypt Keeper ( 12) , 
Standard Bearer ( 12) , Musician (6). 355 pts 

9 Black Knights (207) with heavy armor, shield, 
hand weapons. lance. Nightmares with barding 
(+18) , HeU Knight (16) , Standard Bearer ( 16) 
and Musician (8) . 265 pts 

8 FeU Bats. 

RARE 
Banshee 

TOTAL 

160 pts 

90 piS 

3,000 pt. 
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DARK ELVES TURN 1 

Having won the roll-off 10 sec who 
would take Ihe firs( tum. Mati decided 
10 lake the iniliath'c and open 
hostilities (unsurprising, considering 
that his ann)' could loose 86 crossbow 
shots in o ne tum .. ,) with his first 
move centering around the 
repositioning of his forces on the left 
flank . The Dark Riders, with their 
incredible 18~ march mO\'e and frt·c 
refonn, took up position o n the far 
left. The Shades emerged from the 
watchtower to support them . Even 
Morathi herself \\~.lS rcdeployed on 

the left, adding consider.tble potency 
to what was looking to be a strong left 
hook. The maneuverability of the Dark 
EIr troops was really <:oming into play; 
Malt had div<:ned a consider:lble 
amount of his troops OntO 
Mark's flank. 

Altho ugh he was too far away 10 use 
any of his offensive spells, Mall funher 
reinforced Mark's suspicions about 
the left flank when hc opened fin.: on 
Ihe Dire Woh'es opposite. Although 
the majority of the army was still out 
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of range, one of the 
Undead hounds fel l 
10 the quarrels of (he 
Dark Riders, whilst 
another two were 
downed by the lethal 
spears of the Reaper Bolt 
Throwers. Mall W'.tnted 
that flank wide open 
when his reinforcements 
piled in, .. 



VAMPIRE COUNTS TURN 1 

phase was far morc evemful 
than we had come to expect. with 

pr.lctically a ll of his army within 12-
of his Gener.ll. and therefore able to 
march mOllc. Mark made the most of 
this by sending ahead a strong 
contingent of Undead: the Dire 
\'('oh'cs. Black Knights and Zombies 
marched up either side of the 
gnarled tree in the center of 
the baulefield. 

On the right fl ank, the emaciated. 
incorpore;!,1 form of the Banshee 
fl oated before the Undead line. as 
the barbed darts o f (he Dark Elves 
could ha\'c no effect upon her. The 
Fell BalS on the hill wcre sent to 
intercept Mau's fl anking force , their 
leathery. ragged wings carrying them 
into position. 

Zacharias himself also took up 
position on the flank, with Mark 
taking care to interpose the 
looming edifice of the 
watch lOwer between his 
General and Mau's Bolt 

Throwers. It was looking very much 
like he intended Zacharias to meet 
Morathi head-on, 

Gathering all the dice he CDuld find. 
Mark began his pOlcntially 
devaStating Magic ph:.se. His first 
aClion was to cast IIwoc(ltion of 
Nebek. aiming to bring forth a unit or 
Skeletons right in front of the Reaper 
Bolt Throwers. Mall dispelled it with 
a lucky ro ll . Mark's second allcmpt, 
this time cast by Zacharias. was not 
good cnough to make the casling 
value e\'cn with 
a Ne<:rarch's 

muur.11 + I on spdlcasling foils. His 
final spell. Gaze ojN(lg(lsb. aimed a( 
thc Dark Riders, was dispelled with 
thc first of Matt's Dispel Scrolls. Malt 
had kepI a lid on what had promisl'cI 
to be a vcry influenti:.l Magic phase. 
'With the Banshee out of range and 
'00 combal taking placc. Mark's 
tUfn ended . 
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Passing their Fear tes t. the Dark Riders 
facing off against the Dire Wolves 
charged. spears levelled. Morathi 
decided that a game of chicken with 
Zacharias was not such a good idea. 
and directed her Dark Pegasus to the 
othcr side ofthe watchtower. Man 
moved the Witch Eh'es up to support 
her, ;J. nd the Spcannen. under the 
instruction of Noble Thalarc, followed 
suit. On the right flank, the Corsairs 
movcd to intercept the approaching 
Zombies. Matt's Sorceress lurking 
beside them. 

The Magic p hase opened with an 
anempt to cast Doombolt at the Black 
Knights. with a respectable fourteen 
on the casting roll. Due to Morathi"s 
mastery of the Dark Ans. her total was 
raised to 16 and. mlher than risking it. 
Mark decided to use one of Zacharias' 

DARK ELVES TURN 2 
Scrolls of Sl!mbfep (he may use one 
each turn. and they have the same 
effect as DlsjX!/ Scrolls!). Morathi"s 
successful attempt to cast Anlzlpal"s 
Black Horror on the same unit was 
halted by a shower of dice from 
Mark'S Dispel pool. Seeing that his 
opponent had used up all o f his 
Dispel dice. Malt used his bound 
item: the Cr)'swl of flUdnight. This 
he llish lillIe toy releases an evil spirit 
th:u seeks out an enem), magic user 
and ravages his mind. Man's choice 
W".lS, o f course, Zacharias. The 
Necrarch had to pass a [..t:adership test 
on 306. or lose a spell. He failed o n a 
spectacular three sixes, and Helllsb 
Vigour was removed foreve r from 
Zacharias' repertoire. 

Man's Shooting phase turned out 10 
be an anticlimax: he was able to fi re 

no kss than 62 shots at the 
approaching Undead. but chose to 
target the approaching Black Knights. 
Their high 'Ioughness and revoltingly 
good saving throw prou .. -aed them 
against the damage. however, with a 
hail of barbed darts clattering fro m 
bone and ragged barding. E\'en the 
Bolt Throwers were unable to 
penetrate their armor. 

The Combat phase proved more 
productive as the Dark Riders 
skewered two Dire \Il'oh'es o n their 
spears. their steeds trampling rwo 
more ofthe roning lupines into the 
dust. The Din: Wolves were unable to 
m:lke their mark in return. and the 
remainder collapsed into the din as 
the triumphant Dark Riders g.1.lIoped 
into the distance. 



VAMPIRE COUNTS TURN 2 
Mark \\~.lS not best pleased at the loss 
of his Dire Woh'es, In re taliation. he 
utilized the maneuverability of the 
Fell Bats by charging the Dark Riders 
in the fla nk. In the cem er of the 
battlefield. ra ther th:tn standing in 
front of such formidable firepower. 
the BllIck Knights charged the 
Spearme n, backed up by the second 
unit o f Dire Wolves as they charged 
the crossbow-amlcd warriors in the 
woods. This didn' t seem to be a good 
idea when Mau 'S charge reaction. 
s tand and shoot, killed fou r of the 
Dire Wolves before they hit home. On 
the right flank the Banshee skirted the 
Dark Elf line with the express 
intem ion of frigh tening [he life o ut of 
the Corsairs in the Shooting phase, 

Zacharias, having fl own over [0 the far 
left of the bat tlefield, attempted to 

bols te r his forces with the 
IIIf'Ocatioll of Nebek. M;IU was 
quick to whip out his las t 

Dispel Scroll. Zacharias ' 
Gaze of 

Nagasb, aimed squarely lit Morathi, 
was also dispelled (as a result of her 
1,001 Dark Blessillgs. Morathi not 
only has a 4+ Ward save but also 
Magic Resistance 1!). 

Mark fina lly had a bit more luck when 
his Necromuncer. skulki ng behind the 
twisted copse. su mmo ned a new unit 
o f thirtt.'Cn Zombies, clawing their , ... ay 
out of the ground in the wake of the 
Black Knight's charge. M;\U 's d ispel 
attempt was ineffective, but worse 
than that he had used up a ll o f his 
Dispel dice. It \V'J.S now Mark's tum to 

play his bound spell trump card, 
Zacharias' Staff of Kapbamoll. which 
casts J)(Irk Haml of Dt.'mb once per 
Magic phase. Mark took full 
advant:lge. scoring the maximum of 
six hi ts o n the nearby Sh:ldes, leaving 
them drained husks l)'ing in the dust. 

The Bansh(.'C gave voice in the 
d irection o f the Corsairs, three o f 
them sUl'Cumbing to the wails of the 
evil witch-wraith lind dropping dead 
with terror, Over on the other flank. 

the Fe ll Bats 
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descend(.-d upon the Dark Riders. 
their unnaturally large maws tearing 
open lWO of the fast caV'.llry. Being 
both unable 10 attack buck and 
outnumbered. the Dark Riders fled 
aUlOmatically, the batS c:uching them 
in their flight. 

The charge o f the Black Knights hi t 
home against the Spearmen. who 
levelled their weapons read)' to 
receive the altack. The \'(light Lord 
lashed o ut. his Sword of fbe Kings 
tearing through the Spearman 
champion. The lances of the Black 
Knights took another Spearman from 
his feet. impaled through the gut. but 
t he Dark Eh'es' light chainmail armor 
p rot('"Cted them from the hooves of 
the grave-steed s. In rcturn. Dark Elf 
Noblc Tualarc took twO of the Wlghl~ 
from the ir saddles with his halberd, 
the Spearmen fell ing anothcr with a 
w ell-placed thrust. Combat resolut ion 
proved that the Spearmen were the 
dear victors. with their kills, rank 
bonus and outnumbcring causing 
a,nother four wounds on the Wight 
Cavalry. Mark was not amused: his 
lightning charge had resulted in most 
of his u nit collapsing. 

I n the wooded hill next to them, the 
Dire Woln:!s ripped open a Dark Elf 
Warrior. but as they were uphill the 
combat ended in a d rJw. The Undead 
c harge had been held in ch(."{:k. :md 
Matt'S forces were poised for a 
cou Ole r-attack, 
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At the starl of Matt'S turn. he ro lled to 
see if his flanking force turned up, 
and was pleased [0 sec a six on one of 
the most imporlant rolls of the game. 
The Cold Ones and Dark Riders both 
rode OntO the field in the top left of 
the battlefield. poised to thunder into 
the Undead flanks on the next tum. 
The Witch Eh'es charged the newly. 
raised Zombies. blades flickering and 
curses on their lips. The Shades 
moved around to supporl them, and 
o n the right the Corsairs moved on. 
ignoring the ethereal Banshee. 

It was then that Matt made a 
potentiall)' disastrous move in 
supporling his new flanking force 
with Morathi herself. Although she 
was well out of Zacharias' charge arc, 
the skinnlshing Fell Bats with their 
360" charge arc were nearby. and had 
the numbers to tic her down until the 
hideous corpse.lord could tr.tnsfcr his 
ghastly allcntions 10 her and her 
dark pegasus. 

The Magic phase kicked off with the 
Sorceress casting Chill Wind on the 

DARK ELVES TURN 3 
Banshee. both cast and dispelled on a 
meager six. Evidently [he dice were 
being saved for a more momentous 
spell, and with a show of defiance 
Atting for a queen, Morathi attempted 
to cast Dominion on Zacharias 
himself! 1£ it was successful. she would 
be able to totally prohibit his 
movement, shooting or magic use in 
the next turn. Unsurprisingly. 
Zacharias pulled out another of his 
Scrolls ofSemiJlep, the powerful anti­
magics dispelling the mental control 
Morathi was exerting. M;ut's 
remaining two dice were used in an 
attempt to alSt Amizi/XI/'S Black 
Horror. but unsurprisingly the potent 
spell failed. 

Resolme, Matt went on to his 
Shooting phase. The Bolt Throwers 
both hit home on the Grave Guard 
but. amazingly, the wounds infiiett.~ 
were all sa\'ed by a show of sixes from 
Mark. ironically. the barbed bolls of 
the crossbow-armed warriors next to 
the Reapers then felled two of the 
Grave Guard . On the left nank, the 

newly arrived Dark Hiders sent a 
volley of bolts into the Fell Bats. 
wounding one before tht.-y 
could react. 

in the central mCice, the Noble 
Tualarc issued a challenge to laCh3tCS, 
the Wight Lord. Although his halberd 
smashed down upon the Undead 
king, il fatled to kill him. In return, 
the Wight Lord nicked out with the 
Blade of Kings, its vorpal edge parting 
the arrogant warrior's head from his 
shoulders (the Wighl Lord's Killing 
Blow ability meant (hat Ihis wound 
counted for tWO tow.trds combat 
resolution: both of Tualarc's wounds). 
The Spearmen and the Black Knights 
accounted for one kill each, but the 
Spearmen's rank bonus was still 
enough to tip the balance. and 
another mounted Wight tumbled 
into dust . 

Contmry to c\'eryonc's expectations. 
the Dirt: Wolves in the woods next to 
them fared brilliantly against the Dark 
Elf crossbowmen. killing twO without 
sustaining a loss, ThL-Y then 
outnumbered their foe, forcing the 
Dark Elves to flee. who were promptly 
caught and eaten by the 
hideous hounds. 

In the shadow of the tower. Malt hud 
more luck; the Witch Elves hit with no 
less [han 13 of their attacks against 
the Zombies. three of whieh were 
sixes (poisoned) and so automatically 
wounded. A respectable six more 
wounds spelt doom for the Zombies: 
they had lost the combat by a 
staggering thirleen. and were 
trampled by the frot hing Witch Eh'es 
as thL-Y overran 8" into the path of the 
Gra\'e Guard. 



VAMPIRE COUNTS TURN 3 
Mark's next move was to cou nter· 
attack; he charged the Witch Elves 
with the Grave Guard in the center 
and MOr.lthi with the fe ll Bats on the 
left flank. The Skeleton units both 
tumed 90" to face thc fll."W threat of 
tht: Cold Oncs, and Ihe B:mshee 
continued her unhindered roaming 
towards the Dark Elf 
deployment zone, 

The Magk phase opened with the 
obligatory bllJQC"lIol1 of Ne/Jek, this 
time to reinforce the Zombies that 
had anacked the Corsairs. "en mo re 
clawed their way from the earth . and 
the whole u nit was propelk"d into 
combat against the Corsairs by the 
successfu l casting o f V",,/Jel"s 
Dmlse Macabre. 

Zacharias then attempted to cast 
Curse of l'ears upon the Cold One 
Knights. He rolled a respectable 13, 
but Mark was not confident that this 
v.-auld carry the spell past Man's 
dispel anempt. Using the Necrarch 
bloodline power UI/boty C)IfIOSIII'/!, 
Zacharias used his o ne rc·roll to 
change a one on the casting dice to a 
three. Man 's Dispel dke vindicated 
this decision when he ro lled thi rteen 
to d ispel the curse, and Mark was 
rewarded by the subsequent death of 
three of the Cold One Knights. 

The Banshee'S hateful waH was 
din.:·(:((::d at the Dark Elf Sorceress 
Malkeus Ihis lurn. and she fell to the 
fl oor, cold as stone . The tide was 
beginning to tum for Mark. 

In the protracted combat betwccn the 
Spearmen and the \"t'ight ]'ord, the 
Undead hero fln ally faltered as a spear 
found its mark, and he was 
vanqu ished by Ihe overwhelming odds 
against him. The Spearme n, having 
taken relatively few casualt ies, were 
free to act once more. The many 
attacks of the Corsairs sliced through 
four Zombies, dead flesh dropping in 
chunks at their feet . The Zombies' 
frantic clawing could not penetrate 

the Corsairs' thick sea-dragon c1oak.~ , 

and another twO Zombies l"Ol1apscd at 
l-ambal resolution. 

By the copse of twistl"d trees, the 
Gr.l\'C Guard managl-d to fell one 
Witch El f, but the flurry of att:.cks 
from their half·naked opponents 
al"COunred for two of the Wights in 
retu rn. Due to the intoxicating effects 
of the Witch Elf champion 's 
Wllcbbrew, the warrior·maid ens were 
unaffected by the Grave Guard 
o utnumberi ng them. and so won the 
combat by one, Another Wight 
dis.sipated with a distant sere •• m. 

On the flank, the Fell Bats clustered 
around MOr.lthi, their fangs snapping, 
but her Dark Blessings protected her 
alabaster skin from their vi le assault. 
In return, she speared one of the 
creatu res o n the e nd of Heartrellder, 
p lucki ng it o ut o f the sky. Sulephct. 
her Dark Pegasus, leaJX."d into the sky 
to combat the wingl."d ass::tilants, his 
hooves sm:.shing another bat to its 
death. MOr.llhi was whi ttling [hem 
down. but Mark doubted thai she 
would be free of them before their 
loathsome lo rd joined the fray ... 

TIl( -.J. IF TIllE CIUIVE • Sf • MY ZIIU 
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Thc Dark Ridcrs, al thc harsh 
commands of Ihc Hag Quccn, charged 
the Fell Bats, as the Cold One Knights 
mm'ed into position facing the 
Skt:lelons. Thc Crossbowrnen 
remaining on the wooded ridge 
allcmpted to charge the Banshee, 
dissipating her by force of numbers 
:llont·. but werc well out of charge 
"lllge and so mcrclr ;tligned to face the 
ghastlr speclrt:. The Spearmen about­
faced 10 f('cci\'(: the ch;lrge of the Dire 
~'oh1.."s. and the Shades moved up 10 

suppon the Witch Elvcs. 111e 
atmosphere was tt'nse: both players 
knew that the game hingcd upon 
this tum. 

Mates Magic phase s taned with 
another attempt 10 cast Dolllillioll over 
Zacharias. but Mark dispelled it wi th a 
contemptuous throw of the dice. 
Things were lOOking bad for Morathi. 
Using his Power dice to dispel Cllrse of 
Hmrs, Malt was horrified when three 
dice lumcd up a paltry five, nowhere 
ncar enough to rid the Cold Ont: 
Knights of their curse. 

DARK ELVES TURN 4 
The Shooting phase was a shadow of 
its former glory, with o nlr the Shadcs 
and o nc Bolt Thrower Anding a viable 
target. a lbt:it in the f:lr distance. Three 
Skeletons fell , shallercd by the bolts 
of the Reaper. The Combat phase was 
far more violent, with the Corsairs 
slicing apart columns o f dead fleSh; 
e ight Zombies were CUI to ribbons. a 
funher eight dying in 
combat resolution. 

The Witch Elves PUt up a similar show 
of strength. scoring a horrifying 21 
hits on the Gr.l\'C Guard, ten of which 
\1:ounded. Luckily for Mark. Iheir 3+ 
armor save in close combat prolected 
all but twO, (al though he insisted a t 
the time that he W"AS not worricd ... ). 
In rerum, the Grave Guard CUI down 
[V..'O of the W".lrrior-maidens, but again. 
due to their WilcbbN.'w, the combat 
was a draw. 

On the left flank, 
the Dark 
Riders 
thundered 
into the 
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Fell Bats. spi tting one o n an ou t-thrust 
spear. Morathi continued 10 pluck 
apart the evil beasts with Hear/render. 
her Dark Pegasus wounding another. 
The Fell Bats descended upon the 
Dark Riders. o ne draining an unlucky 
rider of his blood, whilst another 
attached itself to Sulephct li ke a vi le 
lamprey. wounding the Dark Pegasus. 

Although the combat \V,!S dearly won 
by the Dark Elves, the 
resultant Ave wounds was 
not enough 10 kill all of 
the Bats. They had 
served the purpose 
Mark had assigned to 
them and tied 
up Morathl. 



Wnh • helh,h "mm. lbe ZombM: DugoD 
mo .. ed IhloBSb the .il .1 Moulh; iii ,he 
lIubbed .DC! sliced JI the fdl aall "ou,..! 
her. The ilipPLDlj brulJ Iud up! h ... 
oteuplCd fof too Ioag. ad ., SlIlephel 
kidu:d Yp 'DIO Ibe w. m.. I~ ..... d hu fyll 
.IInl;"" oa rbe Uodad lord uslll1 .. S he. 
Zac.huiu the Emlivi.g. I DJoIII<. ..Jy JPDku 
of I. h..,haI .. hllpas. ' Cldu:d 0111 ~ bODy 
fiagu Io."d, hel. He .. ., ., b!deo~, iii .he 
.. ., bu.tifal for • _01. lhe ... y<l 
Iotud. the .i, (fockl.,S wilb IOrtUOUS 
... :rgy. She ,. ... d. 'pp"lkd by tbe IIUK.!. of 
rhe fo~l killS • .d his g~rn. TIle 
V.mp'" gr;olKd. ukiog Ur h •• <lh .... 1 hauly 
.. ilh 10 .ppuisiog SIIlKe. Thea. Ihe beul he 
lode Jlruck OUI like. s •• ke. ;IS rolhDIl p.w, 
fixing 011 S41kplld· • ..u. Wi,b • ,ic.ulioS 
wreath. die: Dnp p"1kd he. w,lbi •• cxh 
of Zac.h.a1iU. Sh< ", .... med J INllle-<ry II he. 
IoIK.t. Harlre.dcr. 'pared ,DID .IS flesh. but 
,be tollid 1101 pierte 11 •• ruDe tOIp"""wlld .. 
Z .. buiu Hlllek .. ,Ih uDbDly .peed. oKe. 
IWKe. 'hree "mtJ.. her lDlriule prOlcthOIS 
modcd by the wu po ..... of hI:o .tld 
Sh.c: ftll from her brokeo Heed. • .d .... lhe 

NoeuKh '''~ dism..,.ilS he. 
befo.e Ihe Fel l aall 

dcs< •• dcd. ,b_diIlS he. 
ill ku hery. '011", ...... 

first action was 
charge Mor.lthi with 

Z"ch","", She passed both her 
'Icrror and I'anic checks; it looked like 
we wcre in for :1 real dash of 
thc titans! 

Mark also n'1:klcssly charged his Dire 
Wol\'es straight into the massed ranks 
of waiting Spearmen. The Dark Elves 
fa iled thl'ir Fl'ar teSI, however. 
meaning that instl'ad of hilling o n 3+ 
they were now hitting o n sixl's. 

'Ine Magic phase was do minated by 
Ihe Undead even more SO than 
normal. as Mali'S Sorceress had died 
to thl' screams o f the Banshee. First 
off. thl' Curse ofl'ears still in play nOl 
only killcd anothl'r Cold One Knighl 
bUI also wounded Korhedron, the 
Dark Elf army standard bearer. In a 
clas..~ ic Vampire Counts m:tneuver, 
Mark's Necromancer mised a unit of 
nine Zombies jusl next 10 the flank of 
the Corsairs and impelled them imo 
Ihe flank of Ihe Dark Elf unil with 

VAMPIRE COUNTS TURN 4 
Vtmbel's Donse 

At,,,,,b,,'" ' ., forcing Ihl'm to 
reform, and takl' bot h a Panic :tnd 
Fear test! 

'111e Comb.u ph:L~e started with the 
Corsairs ' violl'nt reply 10 thl' incursion 
of fresh corpscs o n their flanks. killing 
three from each of thl' Zombie units. 
Ahl.'r the Zombies' attacks were saved 
by the Cors:li rs· :Irlllor and the combat 
resolution resul ts appli( .. d. holh units 
of the W'.llking dead lost a further [h'e 
models. meaning that o ne solitary 
Zombil' wa..'i left! 

The Gr.lve Guard once again fell prey 
10 a staggering twdve wounds from 
thl' '«'itch Elves, eno ugh to wipe o ut 
half a uni( of Orcs. but against the 
tough armor of thl' Wights, only tWO 
died to thcir blades. Mark was gelling 
hl'art ily sick of this comb:u and so 
directed as many hits as he could 
against the Witch Elf Champion. He 
causcd two wounds, I3king thl' 
Witcbbrew out of the (..-qualion, and 
the o the r Wighl~ took down a furthe r 
three. This time. when thl' combat 
resu lls were ta ll ied. the Gr.t\·e GU:lrd 
had won by a clear margin, and 
pursued and caught thcir foes. 
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hacking down their u narmored f1l'sh 
with wight blades. The resultant 
punsuil move brought them into 
combat with Matfs Shades: it looke<] 
Jikl' they wou ld suffer a Similar fatl' . 

In the all.important comb:1I eS(.-alat.ing 
on the left flank. Zacharias plunged 
into the melee, his undh'ided 
auentions focused on thl' Hag Queen. 
Despite her ethl'real beaut)' (au ackl'TS 
ha\'l' 10 pass a Leadership lest to even 
consider atlacking a being of such 
surpassing grace) lhe Vampire hit :tnd 
wound(.."(1 with three o f his Attack.~ . 

Mo rathi ·s Ward save o nly protecling 
hl'r from o ne of Zachari:L>i·S blow!>. 
',"'or.;c still. the Zombie Dragon ripped 
into Sulcphl't. the Dark l'cgasus. 
killing;1 o utright. Mor.lthi"s \\"l'lI· 
placed coulller wounded Zacharias. 
but his Clrclel of Ralbl'k protected 
him . Ahhough the Dark Riders caused 
one wound. ac(."Ounling for one Fc:1I 
Bat. thc bcaslS attacked Mor.lthi 
nonetheless. a lucky blow dropping 
her :1I 1:lsl. The Dark J:lves had lost the 
combat , :tnd even the nl'cing Dark 
Riders were caught ;lnd deslroycd by 
the Fell Bats. Things did nOl look 
good for Matt. 
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Determined 10 cxaCl a price for the 
loss of MOr:llhi. Man passed the 
Stupidity test fo r the Cold One 
Knights and charged them imo the 
mass of skeletal warriors. 

The Magic phase left Matt with a 
pathetic two Power dice; since 
Mor,Hhi and her apprentice Malkeus 
had died there was Iitde the Dark 
Elves could do in the way of sorcerous 
harm. The two dice were used for an 
anempted dispel on the Cllrse of 
tC(lrs, but to no a''llil. 

The Dark Elf Shooting phase had also 
been stymied. As the crossbows on 
the right flank turned 10 face the 
Banshee. on ly the Boh Throwers were 
left 10 fire. They opened fire al the 
unengaged Skeletons across the other 
side of the balllefidd, killing four in a 
shower of splintered bone. 

In the combat phase, Mark 
nearly remo"ed his lone 
Zombie from the l:omb;11 
with Mall's Corsairs 
before any dice were 
rolled: thcre was no 
w:ly it could 

DARK ELVES TURN 5 
stand against sUl:h fomlidable foes. It 
was duly ripped apan by the skilled 
blows of the Corsairs. The Dire Wol~ 
in the wooded ridge fared lillie better 
with the Spearmen, four of the m 
dying, spitted on the thin stakes of the 
Dark Elves. The rest coll:lpsed in on 
themselves, m:lgil: no longer 
animating the rolling s:lcks of mangy 
fur and brittle bone. 

The Shades never really had a ch:lncc 
against a full unit of Grave Guard, the 
o ne v.'Ound they inflicted out of 
desperation was sa"ed by the Wights' 
armor. one Dark Elf culled by the 
Wights' charge. The Shades fled, the 
resuiling overrun cutting them down 
and bringing the Grave Guard 
alongside the Spe:lmlan unit. 

The real carnage was saved for 
the end of the Combat phase: 

the Cold One KnightS 
impacted with the 

Skeletons with 
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force of:l battering ram. The H)'drt/ 
Balmer, held aloft by Noble 
Korhedron, spurred on the Knights 
and their mounts, doubling their 
auacks in a frenzy of destruction. 
Mark presumed there would at least 
be a fL'W ragged Skeletons left at the 
end of the phase. a llowing him to 
slam his Skeleton Spearmen into the 
flank in his next rum. Thirteen 
unsa\'ed wounds from the Jance­
armed Knights and their reptilian 
steeds pro"ed otherwise; the 
skeletons lost by eleven. The emire 
unit dis:tppcared in an explosion of 
dry bone, and the remaining Cold 
Ones OVCff'oln. dipping the Skeleton 
Spearmen's flank. 



VAMPIRE COUNTS TURN 5 
Mark was a lillie 

taken aback by the 
destruction caused by the Cold 

Ones, but knowing fu ll well that the 
resil ient Curse a/Years had thinned 
their numbers dramatiCally, was nOl 
Q\'crly worried. He had a plan, 
although risky, and ,In evil onc it was, 
100. Contrary to all expectations he 
charged the Boll Thrower with the 
Graw Guard. rather than the Dark Elf 
Spcamlcn's flank. Eyebrows were 
universally raised, but Mark was 
undaunted, moving Zacharias around 
in froot of the watchtower and 
bringing the Fell Bats back onlo the 
table nl;'ar to the combat involving his 
remaining Skeletons. 

The Banshee casually moved OUI of the 
charge arc o f the Dark Elf crossbow 
unit o n the right. and Mark marsh.dled 
his vast magic dice pool with some real 
carnage in mind. 

First off was resolving Zacharias' Cline 
o/ l'ears already in play o n the Cold 

One Knights. :md Ihis lime il was 
\\uunding o n a frighlening 4+ . Three 
mon: Knights d ied. including the 
musician. I.'vcn polishing off 
Korhedron himself as the warriors 
aged horrifyingly rapidl)', racing 10 Ihe 
groWl'. Nt:XI was Zacharias' Gaze 0/ 
Nagasb on the Spearmen unit . scoring 
a horrendous cleven hilS and killing 
four. A renewed allempl 10 hurl the 
d(.'adly ClIrse o/Jears. Ihis lime o n the 
Spcannen. was caSI wilh hTesislible 
Fo rce, and accounted fo r anOlher four 
of the unlucky Dark Elves. 

The Necromancer hiding al Ihe back of 
the wilhe red copse casl/llVQCllfioll 0/ 
Nebek on Ihe SkclelOns fighting the 
Cold Ones, and yet more dead 
warriors crawled OUI of the eanh to 
reinforce their unil . 1'inally. Zacharias 
allempled to casl Dark H(IIui Of Deal/) 
from the SU/fJ of Kepbamoll, blU at last 
M:m had enough dice to dispel. 

The Speannen, under such an 
unrelenting bombardment o f magical 
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death. broke and r.m. bUI due 10 Ihe 
combat between the Gra\'e Guard and 
Bolt Thrower, ended up directly 
behind the Reaper Crew. 

In the Combat phase. the Gran: Guard 
stonned through the Reaper Crew in 
shon o r(it= r, o\'erunning into the 
Speannen and forc ing them 10 run off 
the table. Mark assures us he had this 
planned all a long (the devious swine). 

The Cold One Knights fared linle 
better against the growing numbers of 
the SkclelOns, and the Dark EI\"(:s' 
numhcr had been so draslically 
reduced that they wen: unable even to 
counteraCllhe Skeletons' rank bonus. 
As a result , and a genel":ll incapability 
for Ihe antiquarian Dark EI\'Cs to kill 
more Ihan o ne Skeleton. the Cold One 
Knights fl ed. Although the SkclelOns 
could not C".lIch them , they were below 
25% of their original number, and 
hence could not ra ll y. 
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DARK ELVES TURN 6 
Unfortunately, Matt had got 10 that 
stage in the gamt: where he had lost 
so many troops that he had \'ery 
limited options. 

Fearing a devastating flank charge 
from Mark's General. his Corsairs 
turned through 900 to face Zacharias. 
Matt also repositioned his 
Crossbowmen 10 face the Banshee 
once more. The Cold Ont: Knights. 
unable to rally due to their 
horrendous losses, fled 14" toward 
the table edge, staying on the 
baulefield but still counting as 
destroyed due to the fact that they 
were fleeing at the end of tum six. 

Tht: Magic phase passed with little 
morc Ihan a ripple in the wind; Man's 
magic users were long gone. 
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The Shooting phase hemlded a last 
act of spite for the Dark Elves. From 
the Reaper Bolt Thrower that the 
Banshee was drifting towards, a volley 
of bolts arced IOward Zacharias. Mer 
mndomizing the hits. all present were 
shocked whem one of the bolts 
actually wounded the Necrarch 
himself! Mark was unperturbed. it 
wou ld take a lot more than 
that to fell the mi11ennia-old 
Undead Wizard. 

There W'dS no combat anywhere 
;tcross the entire battlefic1d. and 
so, with a glum expression, Matt 
ended his turn. 

POINTS 
Dark Elves: 1,340 
Vampire Counts: 2,855 

Difference of 1,815: 

MASSACRE 



VAMPIRE COUNTS TURN 6 
Relaxing in the warnl 

glow of what was certain 10 
be a victory. 1\.1:Irk charged the 
Banshee into the last remaining 
Boh Thrower Crew. He had nothing 
to lose, c\"cn if she did not causl' a 
wound. she would only lose the 
combat by one (this SOrt of cold 
logic comes easy to Mark ... ) whilst 
Zacharias flew across ID the 
Corsairs. the Dragon opening its 
stinking gu llet in prcp;mnion to 
co\"cr the Dark Elves in putrescent 
filth. The Fell Bats flew up onlO the 
hill once mo re 10 claim a [able 
quarter. and for what it was worth 
the Gran" Guard reformed to face 
the Corsairs. 

The Magic phase held ;! nasl}' 
surprise fo r M:lrk: the Miscast he 
was long overdue resul ted in his 
Power d iet' dr.lining :twa),. but it 
was tOO lillie 100 [ate for Matt. 

The Shooting phase saw the 
Zombie Dragon cover six of the 
Corsairs whh hs pest ilemi:Il 
breath. one s\lccumbing 
immediately to the airborne 
plague. The Banshee. wailing as 
she charged. provt.-d ineffectual 
against the Reaper crew. her 
ethereal blows failing to harm the 
Dark Elws. They outnumbered her 
,lnd she lost 01 wound. bUI Mark 
knew it was a safe gamble as they 
could not finish her off. With 
precious linle remaining on the 
battlefield and Zacharias roaming 
unchecked across the tundra. iI 
looked like the Dark Ekes had 
lost the battlc. All prescm kn(.·w 
that the bloody struggle was 
:It an end. and Jake 
Thornton appeared 
with a calcul:llor 10 

tally up the 
victory points. 
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Matt: II was all going 
so well up 10 lum 4. 
I'd slopped Mark from 
flan king mc wilh Ihc 
Dire Woh'es. my 
Spearmen had laken 
the Black Knights 
charge on the chin 
and J"d managed 10 
conlain Zacharias in 

the Magic phase, So where did il all go 
horribly, irrcdee:mably wrong? 

The turning point came when I lei 
Morathi gel charged by Ihc t:ell Bats 
which, in tum. allowed Zacharias 10 
charge and slaughter her. I W,lli so 
preoccupied in positioning Morathi out 
of Zacharias' charge arc that I 
completely forgot aboul Ihe t:ell bats, 
Wilh Morathi dead I just couldn't 
competc with me Undead in the Magic 
phase. This in turn led 10 the demise of 
my Cold One Knights but nOt before 
they managed to munch their way 

MASSACRED ... 
through a whole Skeleton regimcnt in 
one Combat phase. I think I was a bit 
unlucky with Ihe \Vitch Elves, as Mark 
just wouldn't fail his annor saves. 
Agains[ any other unil in his army they 
would have had no trouble at all . 
Witcbbrew proved its worth, though, 
and in my book this item is a must·have 
for your units of Witch Elves. 

The: plus sides in my anny were the 
5pcamlen and Corsairs. The Speannen 
did very well a~inst thc Black Knight.'i 
and Dire Wolves, and show how good 
blocks of Spearmen are on Ihc 
dcfe:nsive:. The Corsairs are a much 
more offensive unit. They easily 
managed 10 sec off Ihe Zombies despite 
being chMged in the flank, My Dark 
Riders performed pretty well againSI 
the Dire Wokes and fell Bats. Their 
charge of 18 inches. combined with 
their spears and rcpealer crossbows, 
make them a perfen unit for seeing off 
)'our opponenfs light troopS on the 

flanks and can be useful for flank 
charges. 

O\'ernll. I don'tlhink I played that 
poorly. The main thing I didn't do was 
make a real effon to kill Zacharias. 
Apan from magic, Ihe onl}' tool I had lO 
do the job were dte Re.tper Bolt 
Throwers, Mark, in his wisdom, kept 
his very expensh'e Vampire Lord oul of 
their fire arcs for mosl of the ~mc 
though. In hindsight. I probably should 
have taken four of them. Even if I 
couldn't get a shot on Zacharias they 
could have severely limil(:d his 
movemem around the battlefield, 

Looking back aT the battle it was a lot of 
fun to play. Mark's quite a will' 
opponem and a good laugh to play 
against. 111e Dark Elf army is a good all 
round army, ie's only weak poim being 
its l.tck of 10ughness and annor, but 
hey, tha(s Elves for you. If it wasn'l for 
that pesky Zachari'lli I would have 
gottcn away with it! 

MORE CORPSES FOR THE HORDE 
Mark: Victory, such 
swet."l music to my 
ears! Zacharias the 
Everliving proved his 
worth and stomled 
forward with his 
Undead horde to 
f:lXagc tile Dark Elf 
army - and I was the 
defender! 'X'hat more 

could you want from a Vampire Coums 
speCial charat"ler? Alright. so [ had him 
tucked awa)' for the first half of the 
g.1.me. bUI I know that large targets and 
Reaper Bolt Throwers jusl don 'l mix. 
Cheering aside. how did I achic:\'c such 
a stunning \'ictory? 

The SI,'1,:ret 10 mr success was 
prep,tralion, prepa .... lIion and a bit more 
prcparalion , Spending nearly twO hours 
on an army list might Sl'Cm :1 lillie 
drastic. but I ah\"Jys adapi my army to 
whatever foc I mOl)' be facing (this means 
different Bloodlines :lli well as different 
troops). This game was no exceplion 
and knowing my army in depth. as well 
:lli the Dark Elves, was what hclpl,'d in 
choosing my tTOOps. It's useful ifrou 
know your opponent - Matt had been 
taunting me about how lucky he was 
(note fIJI' past fellse bere - Ed) , so I"d 
battled him quilt: regul:lrly over the 
previous week or so. This helped me 10 
develop an understanding of jusl how 
Matt fights his gOimes. 10 neatly wrap all 
this IOgclhcr. I formu1:Ltcd my battle 

plan_ l'laving decided 10 divide m)' army 
into two. I gO! stuck in wilh one half of 
the army, while the other half waitl'd for 
Malt's reinforcements, This happened 
just as :lOticip:lted and I was evc:n able to 
take advantage of some of the errors thoU 
Mall presented to me on a silver pl:lI1er, 
When he placed MOr:uhi out in the 
open, il was an opporru ne momenr Ihat 
JUSt hOld 10 be taken advaOlage of. 
Charging Ihe Fell Bats inro her was all [ 
needed to kl'Cp Mor:uhi there while I 
positioned Zacharias for Ihe charge. It 
was only too filling that the Hag 
Sorceress should be o\'erpowered by Ihe 
Necrarch Lord. 

My real surprises oflhe game were rhe 
Gr:t\'e Guard and Ihe Banshee. The 
Gra\'c: Guard kepI 
the Witch Eh'es 
busy for a couple 
of turns. :!Od once 
they'd taken carc 
of them, Ihere was 
no stopping them. 
Thl' Gra\'C Guard 
wenl on to son OUI 
three units in I"\>:O 
turns and chased 
another one off the 
table (lovely!). I 
look a real chance 
with the Banshec 
as I pined her 
a~inst the Dark Elf 
Sorccrcss. The 
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Dark Elf's high Leadership was always 
going to be a problem. bUI I still 
managed kill the Son . .'eress, which 
narrowed the chancc of an}' more 
sneaky spells from the Dark Elves. On a 
different nolC, the Black Knights failed 
to achieve my e"peclations. Charging 
head on into a unit of Spearmen wasn'l 
thc wisest Ihing to do and I suffered the 
consequences. I normally ch.u'gl' these 
bo}'s inlo the opposition'S nanks - I 
suppose I should .~I ick 10 what I know! 

Howe\'e r, this bailie (lid pro\'c a poinl. 
Good preparAtion and planning always 
pays off, bUI being able to adapt your 
plan to Ihe changing tides of battle 
means that a viclOry can become so 
much more! 



o REASONS WHY You SHOULD CALL MAIL ORDER 
• TheMail Order phone lines are open seven days a week, including most holidays. 
• Mail Order can get you any Games Workshop games, boxed sets, and blisters. 
• Mail Order can provide you any individual bitz you need for convertIng and 

customizing your own army. 
• Mail Order can take your pre-order for al/ the exciting upcoming releases. 
• Mail Order is the only place you can get your hands on ti7e awesome 

TROLL magazine. 
• Mail Order always has many exciting deals and special offers. 
• Mail Order can hook you up with a subscription to any of your favorite Games 

Workshop publications such as White Dwarf. Citadel Journal, Warhammer 
Monthly and Inferno! 

• Mail Order can ship your order right away. so you'll usual ly receive It within 2-3 
days in the U.S. and 2-5 days to most of Canada. 

• Ds Mail Order Roolz Boyz will happily answer any of yowr gaming questions. 
• Ds Mail Order Boyz can also give you advice on tactics and how to build that 

perfect army, so you can crush your enemies. 

Mall Order at: 1-800-394-GAME 
Call 7 days a week, 

from 9:00am until Midnight - Eastern Standard Time 
Have th. quantity, eoeIe, and dnerlptlon of the product(s) you wish 

to order. 
• W. aeeept VI .. , MasterCard. American EXpress. and Discover. 

you can mail your order to: 
Games Workshop Mall Order 

6121 Bavmeadow Drive 
Glen Burnie. MO 21060-6401 

Fax your order to: 1-410-590-6100 
For Mail or Fax Orders: 

8e sure to Inelude a complete ma111ng &ddre .. to ship your order to. 
o Include the quantity, code. and description of the product(s) 

Call Mail Order "t: 1-888-GW-TROll 
Call Mon.-Fr!.: 9:001am - Midnight, Sat. & Sun.: 1 0:00am 

• 8:00pm - Eastern Standard Time 
• Have the quantity. coc!le, and description of the producl(s) you wish 

to order. 
• We aceept Visa, MasterCard. ell(! American Express 

or you can mail your order to: 
Games WVorkshop Mail Order 

1645 Bonhill Road. Unll11 
Missil;sauga. ON l5T-1R3 

or Fax your order to: 1-905-195-2961 
For Mall or Fax Orders: 

• 8e .ure to InClude a complete mailing &ddre .. to ship your order to. 
• Include the ql.llntil'y. code. and deKriptiOn of the produet{l) 

Or vou can Place vour order in the U.S. or Canada. 24 hours a dav. seven davs a week 
at the Games Workshop Mall Order OnIiDl~ Store at 

www.games-workshop.C 1m 
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The Orllo Xenos ueathwatch Marines are tfie front l!.ne defense again 
the marauding aliens of the WarhalMll' 40,000 unrV8fSe. Specially trained 
to combat the allen menace a,", equl~"iI with the most advanced equip· 
ment available. the Deathwatch are Humanity's best weapon against the 
allen foe. 
You can buy Ihis Deathwatch kill squad exclusively from'Mail Order. 
ConsistIng of five plastic Space M8IIHS, ORe heavy bolter and backpack, 
and enou~ Deajhwatch bits to complet the squad, this offer allows you to 
field your own Deathwatch kill squad, 
Just pllone Mall,Order to get your kill squad, or o(der Individual Deathwatch 
components to build your own! /'l 

US, $18.00 
IIcll 

Deattlwatch Heads 
$1.00 us, $1.50 CDtl 

V 
Deathwatctt ShltUlller Pad and Bolter 

$2.00 US, $3.00 CON 



Sisters ol8<ltue 
O ....... I-IJ .. _. $3.50 US, $5.00 CON each 
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SUBSCRIPT'IO S 

All of these awesome Black Library and 
Fanatic publications are great purchases for 

any Games Workshop enthusiast. Whether you 
prefer the all-action fiction of Inferno! or 

Warhammer Monthly, or you want to keep up 
with all the latest official rules, new scenarios 

and new releases for your favorite games in the 
pages of Fanatic's magazines, these are 

indispensable to any hobbyist! 

Subscribe to two of these publications and get 
3rd subscription to any publication for 112 

price ... $20.00 US I $25.00 CON! Subscrib" 10 
three and get a 4th subscription for FREE!!! 

(Please note this is not valid with any 
other offers.) 

ADVANCE ORDER S 
Q _ How can you get 

• your hands on the 
newest Games Workshop 
games, models and boolts as 
soon as they come out? 

A - By taking advantage of 
• Mail Order's monthly 

Advance Order de,als! 

Every month Mail Order offers advance order deals out 
new games, models and books. As well as paying for first 

class postage only, all Advance Orders are delivered to your door on the day of the release, so 
you need not worry about your local shop running out before you get there! 

For further details about our Advance Order service, and to find out what great Advance Order 
deals are available, call the Mail Order Hotline today and talk to our friendly staff! 



Skulz is lhe great ne ..... olter lor aU North American Mail Order customers. You gat~ho~'~Ihe~Sk="~" ~I<~""'M:-~~~~~~~~~~~~ 
on the special Skull Collector's card sod use them to claim Iree gills aod special offers. You" get one Call Mail Order today to get 
token lor every $15.00 US Of $20.00 CON that you spend with Games WOtIIshop Mail Order. (Spend your FREE Skulz Collector's 
SI5.00 us. get a token. Spend $30.00 US. gel two tokens. Spend $45.00 US ... well. you gellhe Idea.) Track Card! For more 
Once you·va reached 10 Skulz, you·re ready 10 claim yourlirsl Iree gilt trom the (aplly named) "10 S~:u(z" information check out 
calagory. Or you can Shoollor a higher Skull category to get even better priles. (Once you·ve reoeelTl$d our website: 
your loIIens. you start back at zero. so choose wisely). You can gather enough Skulz to choose from 
some reaHy spectacular prizes at the higher Skulz levels. Check out the ~st of great stuff over these two www.games.workshop.com 
pages 10 see ..... hat you can get! 
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USING MAIL ORDER 
Using Mail OHler couldn1 be 
aasier. You're just loor steps 
1tRf I«Im the miruatures 01 mny 
!hat you'Ve always wanted: o Choose your purchases 
CIloose the miniatures and 
produCI$!hat you would like to 
order lrom these White [)war! 
pages. the ~ Annual. the 
ye.uIy Cob" ~, $OITHI GIllie 
IlWlY maiIshots that we send to 
faQuIir ~R Onler customers Of 

our wetlsiIe. a Place wour order. 
There .re many ~ you can 
do It\iS: 
• You ClIO all ... aI _1IiIrd\r -,. 
us: t....a.l-GA/IIE 
ctII: ....... OW·TIIOLl 

• Yoo ctMlId also iii in IhfI to<m on Iht 
rIVM Qj MIld kin It>iI mail 10 IhI .... -
• 01, • I'W I'tIIIr. j'GU all use DIll 
folaII 0rdIr ~ *",;11: _ .... ......,.-
a Shipping & Handling. 

U.S. AIRBORNE EXPRESS 
Ofdtrs LO S20,00 $6.50 
$2<1.01 IOS4QOO $1.50 
SoW.OI IO$6QOO $8.50 
SIlO.Ol 10$80,00 sa.50 
$80,()1 10$100,00 $10.50 
$1(10m 10$120.00 SIUO 
$120.0110$150,00 $13.50 
SI50.01I1lOVEA $15.00 
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110M'11O S12000 110.50 
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$150.0110 0'0tII 115.00 
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DESCRIPTION/CODE PUBLICATION/PAGE PRICE aTY TOTAL 

SUBTOTAL: 
U.S. ONLY - RESIDENTS OF MO. ADD 5% & VA. ADD 4.5%: 

CON. ONLY · RESIDENTS ADO 7% GST & ADD PST fOR YOUR PROVINCE: f-:===~ 
SHIPPING & HANDLING: ~ 

GRANO TOTAL: 

Name:................ . .................................................. . .. ....................... Dale 01 Birth: ..... ................ .. 
Address: ................... ......................... .. 

City: ....................... .......................... ........................ State/Plllvince: ............................ .. 
Zip/postat Code: ............................. .. ........ Country: .................................................................... . 
Home Phone: .......... ............................ .. .. ....... Wort Phone: ............................... . 

Method of Payment Money Ordef D Check 0 t.Ia$Iercard []v.sa. D Amer. Express D IS IIf. Iliscowr D 
C,,' No., OOCIJ ITIlD CIJOD ~ moo 
Expiration Date: ...... ......... ....................... ............................................................................................. ..... ... .. 
Cardholder Name: ............................. . 

Cardholder Signature: .................................. .. 
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White Dwarf Magazine is your ticket to the 
Games Worl<shop Hobby! Between the 

covers you 'll find 
exciting battle reports, full color 
photos of new releases, hobby 

articles, and much, much more!!! 

SUBSCRIPTIOI'I 
Subscribe to White Dwarf today, and not 

only will you get your monthly fix of Games 
Workshop news, info, and rules delivered 
to your door each and every month, you'll 

also get a bonus from the 
Mail Order Trolls of 

$25.00 US 
$40.00 N 

in loose metal bits 

and 

IREElDD'! 
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~6 ~M~''---~W~H~I~TE~D~W~A~R~F~FR~E~E~B~I~TS~A~N~D~S~K~U~U~S~U~B~S~C~R~' P;;n~O~N~DEA~L----' 
iI 0 I would like \0 subscribe to White Dwarf fOf 1 year for $50 US Ofl~5 Can. And would 

&.. :1' , ! _ like to receive my FREEl loose metal bits and Sku[z!!! 
_~ _ _ Maryland residents add 5% sales ta~ and Virginia residents.add 4.5%. 

Canadian resklents add GSTIHST. Manl10ba and Quebec residlmts add PST. 

Form ot Payment (please cirde one choice) 
Check. Money Order - Mast.r Card - Visa - American Express - U.S. Onlly: Discover 

Creda Card Number: ________________ Exp. Date: __ , __ 

CiIrdI'IoIdef's Name: .......... ........................................... ...... Cardholde(s Signature: 

Name: ........................................................................................................................................................................ . 

Address: ................... . 

City: ............................................................. StateJProvinoce: ..................... ZipIf>ost Code: ............................................ .. 

Pnone Number Home: ( ) .......................................................... ... ,Work: ( ) ........................................ . 
1- _____ _ ______________________ _ 




