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Gomes Workshop N_s 
The lola,. lIoppen,rogs 01 GomM Wotbhop 
New R.!.oMI This Inu • 
n.. 10 .. 11 m'AJCIIu ... , baJIDd .... ond booQ • ...,..d thi' month 
Rhino Auault (Worhomme, 40,000) 
A dOMf 0 i0oi. ot 01 ItIIO dalail on the new RhirlQ, 

Rhino Concepts (Worhommer 40,000) In,,,,'" Of! the c .... hon 01 th. .- Rh,rlQ 

Aboddon the Oespoi .... fWorhamme, 40,000) 
Grohom MpIores the do.\ hi~ 01 Aboddon 

Auoun on the Holy T.rro IWorhamm ... 40,0(0) 
ie«tUnh'"9 !he 8orIIao fO. !he Emf*Of'. PoleK. 

Ind.x Altortes: Son. of Horus (Worhomm. , 40,0(0) 
The h,slClty 01 .... 810ck legion 

Bitter ond Twisted (Wo,homm. , 40,000) 
The new Iron Walrlol$ tquod 

Ancient Th,. o' fWorilomm.r 40,000) 
A I,*,k peek a! the NKfOO'! 

Tat'tka Choos Space Marin • • (Worhomm. , 40,000) 
SpoII'9ht,ng Ioc.tJC..I 10. pioyIrog w,th Clloo. Spac. Meliloe. 

Ind. x Astortes: Sons of the Emperor (Worhomm., 40,000) 
The ~ Sons 01 the EmperOf ~ood 

U.s. Games Do,. aalti~ 
n.. 10th onn'-.ory U S Gotnft Doy il com'"9 MlOOI 

OW Mail aax 

U.S. Chkogo Orond TourftOmen' 
Reg''''' 10 be !he Gomes Wofbhop Ki"9 of Chicagol 

0e0tf,1y Sil.nc. (Wo,homme,j 
A IoIe 01 ~ by Spac. McOI.,t\. 

NiVht .unn. rs (Warhommer) 
How 10 get]lOU' Night Ru~ • ..dy 10. ..-

' Eavy Metol Mo.terdan (Worhomme,) 
ThonquoI one! 80nerippDf 

The Do,Ic Moste, (Wo,hommet') 
AlIthony Reynokb de!.... IIIla .... botkgfOUfld of thl' powwful aeal\lr. oI .... naI dorkneu 

Worhomme, Chronkles fWarhomm ... J 
Read all ..bc:out GobI,n Ecclogy by Kevln J. Colemon 

' Eavy M.etal Moste,clan (Worilomm ... ) 
The SkGYeIl Warp Llgh''''"9 ConrlOll 

Wo,hamme, Chronicles (Wa,homm. ' 1 
Anlllony Reynold. UJlflClfthl the Fearsom. Rug lid's Armored Or" 

Vermin'ide' (Worhomme, ) 
Th" month. bolli. report Io.:v ... on the conhontotlOf! between the Slo.ovefl and the \/Oslly 
outnumbeled Emp". 

Th. Lord of the Rings N_ R. leas.s (Th. Lord of the Rin"s) 

Po;nti"Sl Moste,dan [The Lord of the Ri"Sll) 
feot",,"9 the good dlafOCWS "om the loll Alhance 

Ambush ot Amon H.n (Th. Lord of the R' ''Vs) 
A IWOpcI!t bailie repoft "-0"""'"9 the f.Ilow .... ,p ..... w. the U",k-Ho, 
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OLar, all nltht. ~Inng me up by nI} Ihumb~ ami hI' me 
\\, ilh "ttcl.. .. , I ".IS I I know 11\ di fficult 10 he lie"c. but , I'~ 

true) wron!!. I ";I~ wrung about I h~ rD~ 1 (hal Warbanuncr 
Sllmli .. h would he malin)! iI, gr.tnd debut in Ihi\ munth'!' 
I ~~UC nr While DII.arf Apparentl). 1 ~e been contu sed on.;:.: 
1I/l.lin b) tho: re lallvely 'Imple concept of cal<!nd:tJ", :lnd 
\(.'hcdub. I rronll'>C. Ih ... "' hole d~ \\111 hi: In i, .. uc Iflb9. 
'" Ilh sl,:cnnnt>'t and c:\cl) lhmg ..... ilh an 101m and .... "lcumc 
10 \\amarnmer SJ.. um"h In nell mmllh'" i ,ue. 
Ola). nuw that Ihe l!r.anJ apnlUb'Y "nul nf the WS}. le i Ill!,' 
le ll you a 1I1I 1i:' ~t!melh ll1 )! about the Grand Tuumamcnh 
By the Itnll" )'uu read ,hi .. , the Ba h,m.)re Grund 
TOUmaml'nb \\'1 11 rrn:r.1 hkdy be II Ji~tan l memory a .. ~nu 
1.I.a.1I for CO\crul!l.' \0 .. how up here In the p:l£c~ or \\ hl le 
Ov.an Ho .... c\'cr, I wanled 10 lei you lnow 1IIal ll l00k J11" 
O\L"f an hour tu .. e ll (luI a ll 01 Ihe online ~p()b fllr Ihl' 
Warfla0l1llC!1 punu'ln llt the Tnumament, wi th only" _cant 
lew rCllInmmS fnr .. OK uft!! r spot ~ hccame ;Jv3Jlable on 
Fellruaf)" I n ,an!..:. to a ll of you for Illuki ng our fir" big. 
l ime online lX'!!islrullon even! U ~ucce~,. lind wc hvpc ytJu 
had lun Ill l h~ GT 
No" that It ', Apnl. it \ hm!! IV , Ian Ihinkmg about a ll fir the 
gn.'a. ,tun that haf111':' n, III I hI> ' pring und , umllle r And "r 
cour'iC hy Ihlll I mcan not one, nnl IWI1. bUI THREE Game'! 
Da)'11 tal.:m~ plu!;c IhnlUllhout Nonh A men!;a. TIle fir-I. 
GWIIC\ Day BallUnore. feature, lho: US Golllcn Demon 
Pamtlng Compet it ion and will be the t~ntJl anm\e~1')' uf 
the liS cv~nI Lool fnr Jct::III , un Ihl (Inc m till' ' ''UC TIlt: 
ne\1 1\ Ihc maugur,1I Gank:, Day Chicago padun)! " 
)!anung II.celcnd punch I"rlhe WtnJ~ C IIY III late July. And 
\II round nul tlk! Inn of )!:Ull lIIg m:tdne'~. lhere'~ the \t.>('ond 
annual Gaffil"\ nay CalUdalll Augu I , ...... -e info I' n lhat ,U,t 
10 the n~hl on Ihl' \ery pagel. Mnl.e 'ure that >tJu'~c got 
your Tnth-I pl,m, a ll '>I!'t 10 m~le II 10 the Game., Day Cur 
a,Ulle Da), II you wi\h) of yUI.lI choit:e Ko!ep up on Ihe" 
IlC k ~t 3nd 1"~I' l rnlU'n III10rmal iun h) ch<.'Clinl:! OUI th e 
1)'1j!C' of Wh,le IJwarf ~;I!;h (lnd eVo!f) month 

1n(lI-\ uh .. ul iT. It\ li nk' r,IT me 1\) ~ct ba(l 10 ulh-=T worl 
I like ~c"m~ Ihe lar ht..'1l1 out of me ploy.le(ling _klmli,h 
\cenarios 1. I ,h .. uld be bael ne\! month wnh a full do~c 01 
tn lQnnntton \bolh llrounJt>r<!,Il lfll:! and Irivi1lJ) II) dl\pt'nse, 

See you next month l 

No Foolin' • April 's Full of 
Great New GW Stuff! 

Games WorUhop products life a\'Il11llble all over North Amenc~ at 
Game$ Wor b hop Uoh" y Centers ~nd Rogue Trader 
JndtVC'ndt <lt KtiaUtrs, To find .he l ien nearest you, take a peek: 
at lhe Rope TrlIder List, p;il:kal In with each issue ofWbne Dwarf 

If there :ItC no stores slOclon, Games WOIisbop products !\Car YOll, 
!hen our.sp:edy and effictent Mall OI'1lI'rSC~ will be more than 
happy \0 help)'QU get \Ooha. you need Just call I-800-J94-GAM E 
in the UnI.ed Slates or T-88IJ..GW_ TROI.L In Canada for up 10 the 
mmute prudU!;1 Inrormatlon and cu~nl release dal~ 

AI'IO, don' l forget tocheck OUI the Gallles Worl~hop web<IIe. Along 
wllh all the TalC'SI releases. news updates. and upoonnnj! e~nt 

mfonnauOfl, you' lIaT§O find OIIr Mall Ordl'f Online Sto~ where 
you tan browSC'. pun:hpsc: lanteS and miniatures, Individual blQ, 
vl~11 Troll Boss 800'$ 8 11fl!31n 8asc:mcnl, and a whole 10I1TIOf'C1 

http://www.games·warkshop.com 
If yuu find any prohlernJ WIth your product please email UJ al: 
cusbcrv@l!ame~.workshop.com. Dr. ,r yotl ha~'e a ru les qU~lIon 
please email us AI : roo lzboyt@g311Ic5-workshop.cmn, 

And Now ladles and GenUemen. 
the Funher Detailsl 

Sure yoo may already know thaI Il1ls year's big event is 
being held at the International CenTle, Hall 1 In 
Misslssal.lga, Ontario. canada, 

And okay, maybe you were more than well aware that ii's 
Taking place on SalUrday August 17th with the doors 
opening at 8a.m. lor ticket sales and Golden Demon 
registration. GameS Day will s tart al 10a.m. and run 
till Sp.m, 

Well. s marty-pants. did you know any of THIS?: 

Advance ticket sales and game 
registration begin May 24th and will take 
place in our retail stores and through GW 
Canadian Mail order at 1-888·GW-TROLL. 
The Golden Demon Painting Competition 

will be twice as big! 
More Special Guests than last year! 

A bigger and better Games Day Store with 
more great stuff and LESS WAITING! 

50% MORE Gaming tables! 
A huge and spectacular display table! 

And special attractions such as: 
Battle your way through Mlddl~arth! 
A Necron Invasion Mega Game event! 

Bigger and better Bltz Box Wars! 

And MUCH MORE! 
Look for even more details 

In the next Issue of White Dwarf! 

Full coverage Ihe 
Toumanlents is Ju,>1 one o f the things you' ll find II.hen 
you viSIt the official Games Workshop website this 
month, There's also the nOI so lilllc mailer of the Skaven 
Infe,~t ing every nook and Cnlnny in the I 
World . And then there 's a preview of the impending 
anivnJ of the mystenous Necrons from across the 
limit1c ~,> void of sp.'1ce, WC'\C got de~igncr interviews, 
hobby artic1e ~, all son s of hackground infonnution and 
a w hole 101 more (inc1udlOg a ~ urpri~c or TWO), SO stop 

lind check it uul l 



THE FINAL ALLIANCE! 
TIus year at Games Day in Balumore. players will h:l\Ic the 

opponunity 10 take part in one of the biggest batl1es (in :I 

tabletop gaming sense. at least) In the history of Middle­
eanh. The Final Alliance. the huge bailie seen al the 
beginning of New Line Cinema 's Tire Lord o[th,. Rillgs: TlII~ 

Fellowship oflhe Rillg. is the impetus fora huge multi -player 

mega event III Gnmes Day where plnye" can take the side 
good or evil and fi gh t to the death. More details are being 

romle<! and will be re leased IlS the e\enl dmws nc.v. Let'~ 

just say. however. thai you do NOT want to nllss lhb! 

LOTR AT COLD WARS 
Cold Wars. the annual miniatures guming cxtmvagnnza in 
Lancaster. PA. on April 19-1 1. will have a portion o f its 
gaming noor taken to the realm of Middle-canh. Gamc~ 

Workshop will be running The Lord of Ihe Rings: 1bc 
Fellowship of the Ring games on Friday and SalUrday al 
Cold Wars. We wi l1 provide all thai is needed 10 play the 
game. you JU'>I provide yourself and be ready to play! Check 
oot the Cold Wars game regl ~tr.lIIon pad,et for limes and 
avaLlabllity and visi t www,coldwars.org for more 
information on how 10 gel involVl .. "<I 

ID '''''' "''''. B3El3 
e". .... ~_~ .. __ '~ ... ,~_ ... ,_ .... ~ .... _ .. 

.. ~_ .. ~"""~(,.....,,,,, ",~, ___ ,,,w,_ H ...... __ .. __ ... 

annual 

biggest lind the best Rogue Trodcr TounLamcnlS 

Nonh Amcrica tokes plan ' in Winmpeg, Mnniloba. 10 May 

(but iI's never to early 10 get rcadyll Th;~ Warh:ullIner ~O,OOO 

tvcnt even garnered the love :lOd rcspt.'C1 uf one Jervis 

Johnson him~lf Ilbt year! This year, Pete Haine~ will be 

making the Journey acros!> the pond to be the tourney's 

~pecial guest! Too far to travel . yoo !oU)"! Well , people have 

come from a~ far away as Texas jUS110 join one of the holiest 

Rogue Tmder Tournaments, w p.1cl your bags (and your 

anny) and gel ready! Gel all of Ihe dellLil s, including how to 

go obout registering at www.oStrononu-con.COIn. 

All events i the Bunker begin I I :OOam, with 
rcgistrlllion (if any is required) slaning:ll 1 0:00am. So 

don't dawdle. and make sure you 

GIl'(' IN ON l 'UIlSE lUG EVEN'I'S 
A'I' 'l'DE BA,.w.'LE BliNKER A'I' 

GA~lIlS WOIU{SIIOI' DO! 

April 6th 
GAMES DAY TABLE MADNESS 

Bnng.500 points wonh of Warhummcr forces and get ready for 
a fight The best rart. oowe\'er, is Ihm Inc ternlin you' ll be 
plaYlOg on IS dmx:t from the floor at GalllC!! Day! Gamt staJIS 
at II OOam With ackhtional forces arrlying as often as llCW 
players do. 

Ga\hc'r your 1.500 point Bauleflc:t:1 GothiC fleet for • day of 
space rombal in the Gothic Sector, Rogue Tr.tder style! Call the 
Bunker for reglstr.ltlon details. 

'I 'f" ~~ "'~,~~~. , '\ '\ '\" 

April 20th 
BAmE BIKE RACING 

Choose your "Battle Bike" te.1m (one vehkle or ~uadron wonh 
up to 250 POlOtS) from your favorite ilfOly'S Fht Allack hst and 
Sian your englOes! Call the Bunlcr for detalls_ 

April 21th 
CAGE THE RAT 

1\1 the beheSt of your arTIly's magic user, yot! arc off to capture 
a strange creature that's been temmzing the villa8~ nearby, 
Bring a ~i ng le hero lind a fool troop from your favori le 
Warll:lmmer anny list's core or spi.'(; ial unus wonh .. ",,:_,­
\OIal pOLnl~ Warm up to the rule~ for ~ ~Lnnl ~hlng In 

the Warhammer ruleboot.: and Annual 2002 Cage the rat and 
daml the poze l 

Open Gaming All THE TIMEI 
'f'III <n "un, II) tilt 8I1n~M" .. t 11"", and,.. on""M ......... n..a., nJl,ht. 00 
..... 11('f .. hod GW "1nC')0\I plly, ~' •• ~ rOIl y .... 8n." )'''' 8tood!knlt 
)C';qn. \""",,",U" """. Goth", 8~lIl<fI«I. \\.:utummtr .. .aut{ 1IIlOI) and 
prtpue rur ""n'" I'I~) ...:JI1lI'bo<lY!lel" or <h.otl<llJI' ,''' (i\\ \1.>(1" 

elll tbllulll,r 'Ir tIMl carreat ICHP' (4111 590-4169 

WIiTE Iwa. I#Z:S7 • 3 . lPllI.. 2112 



Warhammer 40,000 stories. 
Published by the Black Library. 
'Words of Blood ' is packed full of 
Stories of the Imperium's heToic 
dcfendcN and locludes adventures o f 

( h:u-:.cters such as Inquisitor ~:":':~: I 
(Xenos, /0111/11"11$). Captam Unci 
(Nighlbrln1!u) and Kage and the Last 
Chancer'S (Ij,h I, kill Tl"am). 

Canoodli U,S 
Clilltlel Jourmll ,u8 10.00 56.95 

I Al lcnune Rules. Scenorio<o. C()llvtT\ i("ln~ and More; 
I'oOT f.: 1"'" abo'·~ ",I<1I~ ;< "" II' hi. ,""llc, 00 April 101, 001 .. ... .00,," 

10 .tl\! MIII'CII,~ to m~~~ ro"", ror atl ... flho< m"nl~ ', fl:leaso 

NKNlnlnmll1 Mogul ln .. If7 16.00 $l.99 
\NecmnHlndn Rule" Sccnun()~. ~nd More) 

Town Cf)U 1 1K $10.00 $6.95 
IMonIhcml Rules. &t'nano... Mild More ) 

Exll'nniulIlus MO#D"lillt' 12 $ 10.00 $6.'15 
(InqUISitor Rule~. ScenanO!.. a.nd Mrore) 

Hauknm Gothic: Mapzlnt 18 56.00 $.).99 
(81'0 Ruks. Scen ... n os, and More) 

.:pk \ \ llrhammCT 40.000 Magulnt' til $6.00 $3.99 
IhplC 40K Rule,;. &cnllno\. ami Mon-) 

\\'''rmn~h: r MlIgil1.in~ # 10 $10.00 $6.95 
(WDml:t~!er Rilles. Scenhno:o;. lind More-I 

A PRIL RELEASES 
e ..... - tltood A ni:t l~ Ked Sprn) I'nlnl 

{Citadel ("'oIour Anyh. Spl"3) J>;UlIlI 
00 .. U8rk \ngels G I"ftIl " IJrIl) 1' " lnl 

{Citadel ("'ulullr A~rylk Spni) ['Jlnll 

""" IJUnllmllin~ IJIlle 'iIU11} 1'lI lnl 
(Citadel ("'ul"llr ""ryil.; Sl'nl) P.nnll 

0069 SPIICf \\ ufrC",> S l)rll~ 1'lI lnl 
.Cit .. ..kl ("'ol"IIT Aen tl~ Sf'I""Jl P.,oI11111 ,... ltoltl lln Meed 'iprn) r lllni 
t("UJdel CuI.lIlr I\~ryh. SJ'f'oI,. P,III111 

C itlldcl Colour spray paints provide a quick lind 
casy method to bascwat large Ilrcns and large 
group, of models in swi ft, ea~y strokes (Oh, ftnd 
the Dark Angels Green is really useful for 
quickly making movemcnt tmys look good). 
This month we'rc restocking lhe markct wllh 
some of the mosl popular color-s from the line. 
Bc on the lookout for these sprnys thtS month! 

$ l l..OO 

12.00 

$12.00 

'11.00 

11..OO 

n 
$7.9'J 

$7.99 

l.W 

$7.99 

S7.99 

March. they SII). con~ 111 like a lion lind goo:.~ OUt like a lamh. bil l 

when thelJuuie Wagonl~ arouml, il\ ALL about Trolb. Metal bits 

and more are OIl their lOiDy to a ~ton: r10Car you Be the",' 

Apr 4 . Garners Realm - West Windsor, NJ 
Apr 5 ... Jersey Shore Hobby· Sea Girt, NJ 
ApI" 6 ........ Only Game In Town· Hillsboro, NJ 
Apr 7 ........ .J&O Railway - Melville, NY 

Apr \ 1 ...... . Gusrd Tower, Columbus. OH 

Apr 12 ....... Reshty Recess 1- NOt'lh Olmsted. OH 
Apr 13 ....... Bookery - Fairborn, OH 

Apr 14 ..... Comic ParadIse Plus - Fairmont, WV 
Apr 18 ..... T1me Machine - Manches\er, CT 
Apr 19 .. Clockwor1c: Comics - Orange, CT 
Apr 20 .... Sarges Comics - New London, CT 
Apr 21 ....... 0ra9OO·s Den - Poughkeepsie, NY 

Apr 25 ...... Toy Soldier Gallery· Ugorller, PA 

Apr 26 ...... . BHI + Walts· Greensbu~ , PA 
Api" 27 ....... Gatehouse Games - OtJncansvllle, PA 
Apr 28 ....... MAG.E . . Gallhersburg. MO 

wmn IWAIf HZl7 . 4 . IPo. 2HZ 
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APRIL RELEASES 
,~ ... 

161 7 Ru ItJud '(1 \nnored On... $65.00 
!Cmnpll'le 8o~cd RI'~II1I"nl 1>' 10 1\klu! On:,) 

KS IIU. SkllHn Warlord 1.1.00 
(I $lll\cn CharlIe!..:. model 1"<" Ah,kf) 

/!L54!H\' Ruglud \ \nnorrti 0 1"(" ~IJ.OO 
.1 ,\nnored 0("1.-1"<" Ali,I":, 

I , 

"'.W 

.. " 
'0"' f, The ..... ,~ ... ~ an _,:t~, h".J\rI, 'III 'I'll) ,~. "", 'of\; 

"", nlll,lorM""h. "", .. lUI It all .r" n~...u.·, k"",· 

16 15 ... kPH'., \\arp Liith."lnlil ( '.nr.on 'l.OO 51.1.'19 
!Slil"'O \'iI' \l""hrne nuu'IJ \.,n 

IflU, Thanquol - SkH, .. n (; rr, ~r \1.00 SU .99 
(~I.a'cn SpttlM Ch.on..ln" 1111,1 R.L1 O~'" B,,~ed !kl' 

~1 8U "'''11\'' 11 J tuall I.UlII S9.99 
I] S~aH~n Wcapon 1..: nl r<=r HI,,'crl 

115 11111 " kilHIl \\ :.rlock EnghwH .\8.00 ~ .':N 

11 \1..,"'\'11 Chilru~ICI Model per 81"'cr) 
IISIIU .'ikan" Packrna!otc r II lId RII I~ SI.t OO 59.'19 

II "1out'l'n P"d.rua ler dnd 1 Kith [)Cf BI,\tcrt 
~ 18" Sl.aHn Rlliling Gun ' ·&'OO S'J.?9 

II Sl~\cn "ill 'l.I.IO:hm ... p:r Bh'iCf/ 

The Skaven continue Ihcir a..~sallit on the Warhanlfner World thil> 
momh In the forlll of both po",erful dmrolCters and some !\cavy 
Skavcn artIllery. Grey Seer Thanquol (arch nemesis of the famed 
Gocfck and Felix) bringl> his Rat Ogre bodyguard Boneripper to 
ool1le With him. Jczzails and Ratllng guns provide plenty of 
supporting fire for the teeming hordes of venllin. The tClTifying 
Wllrp LIghtning Cannon should in'pm.: fcar in the heaniesl of 
opponents. And what Skavcn Army wl1uld be complete withoul 
PlIckmasters and their hordc~ of Giani Rats" 

~'S"UI .. _­
behind all Of the 
"""'1119 elM Skryrtl 
diI'Vk:n ttlll! 1118 

ava,labIIi '0' thII 

WIlTE IWAIF ilZS7 • 5 • A'M ZII2 



INSIDE IseDDP 
CLan Moulde' bfeeds \t)e$e GianI 
be as boO and jlO'Iit'rtui as woIvetI yel ,ust 
• IenX:Ious and tenaCIOUS as In.lI 

--~ 

engmeenng II , 
e.pIode and c .. ate I 

8 welllll/leed shol 'fom the cannon will 
declma,e anythlfIQ In 

WIITE IW.IF 4nI7 . I - IPiI. 2112 



lake oen\er stage ~ 
tncluded In the MIt !lIe 

CIlaoS Space Mannes 
tl>e IWImill 01 StaRnut> ,nd 2 

leads h,. troops In the" chosen 
,(\&ats. lind Into bailie ..... 'th 

,~,tI 
the 'ooal that I 

.. ultlmlilely $UpeflQf to 
biolOgy AI 'MII)' OPPOJ1UMy. 

they .epl&ce ttlt", human 
bodiM by pIeOII WIIh , 

Wlllt 1."1f *ZI7 . 7 . "Pill ZIIZ 

!he pel1eC1 dlOICI 
10 Ial<e you. afITty 01 Slaanesh Space 

M.nr- onto botlla agalNit the 
toIIowotrI 0' !he Faile Empe<Of ,And 

me /TOOOII1ooks Pl'eny coot 100') 







Hara In all hs glory Is tha 
naw Spaca Marina Rhino. 
ralaasad this Issua. It 
comas complala whh a 
hOSI 01 aKclUng lealures 
such as moving doors and 
a lullv detallad Inlarlor. 

RHINO 
ASSAULT! 

The new Space Marine Rhino rumbles In 

MaN Hurson's Rhino delIVers ifS deadly cargo Into rne heart of the Tau defenses. 

MINI ASS'.U - • - .'IIL ZIIZ 



Tank Shock! The 8kxJd Angels follow rhelr Rhino over the top. 

rear compartment hke the Land Ralder'sl 

amazing detaits such as control 
panels and a boItgun. 
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TIm Adcock recenUW embarked 
on a massIVe proJecllo bring 
the ublquhous Space Marine 
Rhino UP 10 dlle. SPice 
McQulrk Clughl UP WIth TIm 10 
g81 an InslghllnlO the creaUon 
01 the RhIno. 

nm Adcock, the man behind such 
awesome vehicles 85 

the Sentinel, the Tau 
Devilflsh. the 
Hammerhead and 
the Empire Steam 
Tank, has recently 
completed this very 

special project. 

OV8r the tast lew years, 
Jas Goodwin has been very 

purposefully designing the new Space 
Marines plastic range so that each kit 
integrates with the others. The results 
have been clearly evident with the 
land Speeder, Space Marine Bike, 
Dreadnought and the Land Raider. 
Last, but by no means least, it was felt 
thaI the long-serving Ahino could 

RHINO 
CONCEPTS 

How the new Rhino was broughllnlO being 

benefrt from a similar overhaul. This 
project was no small undertaking. The 
Ahino forms one of the core transport 
vehicles of the Space Marines, the 
most popular Warhammer 40,000 
army, and they are a strong favorite of 
many garners. Working alongside Jes, 
Tim was given the job of making the 
new Rhino. 

The prBVious versIOn of the RhIno -
now rBtired from stJrV/CtI. 

Over the fifteen years that the Rhino 
has been in service tor the armies of 
the Imperium, the Studio has spent 
considerable lime and effort working 

, 

Some of Jes Goodwin"s concept skelches for 1M Rhino . 
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out exactly how it should function and 
appear on the battlefield. In many 
ways, far from simplifying Tim's lob 
this put extra constraints on his work. 
He would have to keep his project 
bound within the commonly 
accepted ideals. 

Tim took a lot of inspiration from Jes 
Goodwin's Land Raider. Jes had 
succeeded In improving upon an old 
design. allowing a great deal of 
flexibitity and versatility within a single 
model. The new Rhino design woutd 
also give us the opportunity to make 
new plastic kits for the Predator and 
the Razorback and later the Whirlwind 

The first cardooard mock·up. 

and Vindicator. These elements would 
have to be taken inlo account when 
Tim designed the model. 

At the same time that Jes started his 
concept designs 'Of the Land Raider 
back in 1997, he had also worked up 
sketches for the Rhino. Tim took these 
concept plans and used them as the 
blueprint design for the new Rhino. 
While retaining some 01 the elements 
of the old Rhino, such as Ihe four 
exhausts and familiar sloped Iront. 
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Tim also wanted to keep the design 
themed to Space Marines by adding 
small points of detail that appeared on 
the Land Raider. He used the same 
layered armor panels, headlights, 
aerial and door hatch design, and an 
a detailed interior like that used on its 
larger brother. These small details add 
a significant Ihemed element to the 
model, encapsulating the idea of 
Standard Template Construct design 
that fits in with the background 01 the 
Space Marines. 



One important factor in the design of 
the new Rhino was that it was to be 
simple to construct. This allows for 
gamers 10 use the kit easily bUI lets 
the more experienced modeler 
concentrate on adding fine detail to 
the modeL 

There is one very special feature of 
the kit. On the Rhino frames you also 
get the reversible turret ring for the 
Razorback and Predator variants. 
Remember not to throw these out, as 
they could come in very useful later 
on. In fact, you should never throw 
components away - add them to your 
bits box for later conversions! 
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When lhe I. 7 scale mock-up Is finished 1/ Is 
then sen/to rtle pal/em makers. Thrs is so 
they can make a 3: 7 scale version, hnown es 
a 1h1"Bfl-up. 

When thB three-up comes baclc, it I18s to be 
c/l6ckOO 10 see if a/llll8 parrs are correct 
end everything fits togBlher Additional derail 
Is OhBfl 8CUjplBd (It! al this srage. 

CJncB thats done, resin caS/S of rtle thfOO-UP 
can 00 made. and II>B final mold (calIOO the 
tool} can be CtJI using /he resin casts and e 
panlogreph machine /CI redIJce lhe SC8ltJ 
bBc/I down 10 I: I. 

The finished product ready for painting. 
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leadBr 01 the apocalvPllc Black 
Crusades and destroyer 01 worlds. 
ibaddon the Despoiler has 
caosed the death 01 untold 
billions throuuboutthe Gothic 
Sector and beyond. Graham 
McNeill uncovers the dark history 
01 this evlllDrd 01 Chaos. 

It is said that the name of the Despoiler (s 
a curse thai blights the lips 01 those who 

speak it, br'Inging iIIlortune and misery 
upon the poor unfortunate who gave voice 
to that damned name. It Is not for nothing 
that Abaddon's name carries such power, 
for he was once a favored servant 01 the 
Emperor belore being cast down into the 
depths of madness and hatred. Once, 
Abaddon carried the Emperor's light to the 
darkest corners of the galaxy, bringing tire 
and steel to lhose who would nOl accept 
the manifest destiny of Manl(ind to rule the 
stars. Many thousands of years ago, 
Abaddon was a caPtain in the Luna 
Wolves, one of the greatest legions of the 
Emperor's armIes, but who treacherously 
betrayed their master and plunged 
Mankind into one of the most destructive 
wars ever to tear althe galaxy. Now Ihal 
once-proud champion has sunk Into an 
inescapable morass of bitterness, haired 
and obsession, 

The luna Wolves lell uncler the command 
01 the Primarch HOIUS, first among the 
Emperor's sons. and Abaddon 
commanded the First Company of Ihe 
legion. Abaddon was a mighty hero and a 
warrior almost withoUl peer. He marched 
at the forefront of the Emperor's Great 
Crusade, liberating world after world Irom 
alien oppression or the corruption 01 
Chaos, and records 01 his leats 01 bravery 
and heroism filled entire halls of the 
legion's Ubrarlus. He revered Horus as a 
god, venerating him above all others. and 
Horus, In tum, treated Abaddon as a 
favored son, bestowing upon him all 
manner 01 honors and plaudits. II was 
even rumored by some, perhaps jealous of 
Horus' favor, that Abaddon was in fact his 
clone-son, the result of the eanlest 
primogenitor expenments. The trulh 01 
Ihese rumors was never proven. and 
whether avan Abaddon himself knows Is a 
secret k.apt only by /'11m. 

THE HORUS HERESY 
As the Great Crusade continued, It 
seemed as IhOugh nothing could halt the 
expans10n ollhe Emperor's realm, and 
after the luna Wolves' SlJCCesses in the 
Ullanor Campaign, the Emperor declared II 
to be the greatest victory yet achieved by 
any of his Primarchs. He bestowed the 
title Warmasler upon Horus and renamed 
the legion Ihe Sons of Horus, in honar of 

ABADDO THE 
DESPOilER 

its Primarch, He then bade him return \0 
Terra to receive his battle honors. What 
happened next has been so clouded by 
myth and outright falsahood lhat the truth 
of the mattar is unllkely ever to be known, 
For unknown reasons, the Warmaster 
Horus tumed to Chaos and lebelled 
against the Emperor's rule while en rOUle 
to Terra. beginning what historians have 
chosen to call the Horus Heresy. Whole 
swathes 01 the Imperial armed torces 
sided with Horus, from the Navy, divisions 
of the Collegia Tilanica, factions of the 
Adeptus Mechanicus and enllre regiments 
of the Impanal Guard Even worse, a lull 
nine legions of Space Marines joined the 
Heresy, pitting brother against brother In a 
galaxy-wide civil war, 

Abaddon was instrumental in the rebellion. 
tearing down what he had helped 10 build 
In the Great Crusade, smashing down tha 
statues of the Emperor and defiling his 
temples in the name 01 his new mastel's, 
the gods 01 Chaos. The name of Abaddon 
became a byword lor betrayal. second 
only 10 that 01 his Pnmarch , as the Sons of 
Horus advanced relentlessly lowards 
Terra, defeallng every loe that stood 
belore them, 

The fall of Horus Is one of the greatest 
tegendS of the Imperium of Mankind, and 
its telling would take many volumes of 
greater size than thIs. Suffice to say lhat 
Ihe rebellion faltered al the cusp of victory 
when the Emperor took the fight to Horus 
on his own battle barge and, in a battle of 
such titanic proportions Ihal only the most 
gifted storytellers may attempt its retelling, 
bested his once·lavorile son. Fighting on 
another part of the mighty vessel, it is said 
that Abaddon felt the psychic backlash 01 
his master's death and that the trauma 01 
Ihls calamitous event pushed Abaddon 
deeper into Ihe pits 01 grief and madness 
than any mortal being should ever sink, 
Enraged with a deathly fury, Abaddon 
hacked and slaughtered his way to the 
bridge of the Warmaster's lIagshlp, cuning 
down those Imperial warriors who yel 
remained on the vessel. He reclaimed Ihe 
boc:ty of the fallen Horus, tearing the 
Warmasler's lightning claw from his wnsl 
ancl taking It for his own as a symbol 01 
Horus' legacy, His howl of angUish echoed 
through Ihe immater'lum, and the forces 
fighting below on Terra sLlddenly knew that 
their cause was 1051. 

AlAlDOM ,. HSI'OI.O • • - .,IL ~ 

As the Chaos lorces withdrew from Terra 
and their fleets fled Into the depths of 
space, Abaddon took command 01 the 
Warmaster's battle barge and escaped to 
the Eye of Terror In the galactic northwest. 
The scale of Abaddon's fury knew no 
bounds and entire syslems wele ravaged 
In his bitter !light from Imperial forces, 
Belore he could be stopped, Abaddon's 
ship vanished into the Eye of Terror and 
disappeared from Imperial space, and 
many hoped that this would be the last of 
hIm, Bullhe powers of Chaos are mlndlul 
01 those pawns Ihal may yet serve them 
and Abaddon was to return, many years 
later, more powerfullhan ever, at the head 
of his first 'Black Crusade'. 

THE DESPOil ER 
Abaddon returned al the head 01 a vast 
army, laying waste to entire regions of 
space around Ihe Eye of Terror !n a 
devastating crusade that almost managed 
to break through Into Imperial space. The 
noble champion of Humanlry that Abaddon 
had once been had vanished forever, 
swallowed by the dark powers of Chaos, 
and he deslroyed wlthoUl mercy, killing 
every living thing before him, Where Horus 
had failed, he Yowed thai he would one 
day succeed. He would see the galaxy 
bum. And but for the combined might of 
the Imperial Trtan legions and severa! 
Chapters of Space Marines, he would 
have succeeded. Abaddon was driven 
back to Ihe Eye 01 Terror. bringing to an 
end the first of his Black Crusades, but it 
woutd not be long until he returned. Each 
tlme Abaddon brought dealh and 
destruction 00 a massive scale to the 
Imperium. he made unnumbered pacts 
With the diabolic entIties of the warp in 
return fOf power beyond lmagltling. led by 
a monstrous, golden messenger, Abaddon 
discovered the daemon weapon 
Orach'nyen beneath the Tower 01 Silence 
on Uralan and became nigh unstoppable, 

The Chaos gods lavished unspeakable 
and Inhuman strength upon their 
champion. Investing him with powers 
beyond mortal ken, and he repaid them in 
blood. At Et'Phanot, his forces assaulted 
Itle Citadel 01 the Kromarch; a fastness 
buill with silihe cunnillQ Its designers 
could muSler II was pierced with but a 
Single portal, a mlghry gate of 
adamanllull'), fully three meters thick. but 
Abaddon cared not. He boasled thaI he 



would feast on the Kromarch's kin and led 
the charge of the gale himself. The Citadel 
was a masterpiece of military engineering 
and barely one In ten of Abaddon's 
warriors survived to reach the gate. To 
either side, enemy weapons prevented 
their retreat, but Abaddon laughed, rrusing 
his sword wreathed in black flames high 
above his head and smote !he gate a 
blow that smashed it to splinters 
and shook the very foundations 
of tne citadel. As Abaddon had 
promised, he and his warriors 
feasted upon the Kromarch. 

On the bloody fields of 
Mackan, Abaddon sought 
out the Blood Angels and 
repaid them for the part 
they played In the downfall 
of Horus. Leading a charga 
of berserk warriors towards 
the dug-in positions of the 
Sons 01 Sangulnius's heavy 
weapon squads, Abaddon 
and his warriors charged 
through a storm of gunfire 
that should surely have 
seen them aU slaln. But 
Abadclon clawed his way 
across the Blood Angels' 
barricades unharmed, and 
he and his few surviving 
berser1ters tore the beating 
hearts from their enemies' 
chests. When the inevitable 
counter-anack struck, the 
victorious Abaddoo fought 
with such tenacity and ferocity 
that the Blood Angels were 
unable to reclaim the fallen 
bodies of their banle brothers. 
Abaddon had special reason 10 
hate the Blood Angels - now 
they had one 10 hate him. 

To date, Abaddon has led twelve 
Black Crusades Into the Imperium, 
vast sector-wide campaigns and 
countless seemingly random raids, 
and though every one has thus far 
been defeated, the cost of holding 
them at bay has proved almost too 
much to bear. The one stable route 
through warp space that leads from 
the Eye of Terror is known as the 
Cadian Gate, and the entire Cadlan 
sector has become a military camp, 
its every resource dedicated to 
martial Industry and holding the 
forces of Chaos at bay. Its 
manufactoria chum out millions of 
tons of ordnance every day, 
thOusands of armored fighting 
vehicles rumble from the assembly 
lines of its hangar forges and every 
man and woman Is trained from 
birth as a soldier. The wars fought 
In this sector are Without 
number, but perhaps the 
most destructive 
incursion which 
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Abaddon has made into Imperial space 
occurred in the early years of the second 
century of the Forty-First Mlliennium, and 
has since baen dubbed the Golhic- War, 

THE GOTHIC WAIl 
The seeds ollhis devastating war had 
been sown some years earlier, In a series 
of seemingly unconnected raids on 
Imperial outposts across Ihe Segmentum 
Obscutus. Warp storms buill across the 
sector with growing fury, and zeelots 
preached that the Emperor was 
displeased with his Subjects' wickedness 
and was sending these storms as a Sign 01 
his displeasure. Despite all attempts by 
planetary officials, fanatic cults formed. 
hordes of flagellating doomsayers 
engulfing the Gothic Sector In violent 
upheavals. Secret culls and covens used 
the cover of these upheavals to insinuate 
their depraved members Into positions of 
power and authority. After several naval 
vessels were lost to explosions In dock, 
widespread reports of suspected sabotage 
did nothing to calm an already volatile 
situation. With sightlngs of Chaos vessels 
in the sector Increasing alilhe time, It was 
soon clear to even the most bllnkered 
official that the lorces of Chaos were 
pl8flning a major incursion into the 
Gothic Sector. 

Abaddon's fleet struck as the building 
warp storms swirling around the Gothic 
Sector surged into terrible life, cutting off 
Ihe Imperial defenders from any help. 
Dozens of Imperial outposts were anacked 
simultaneously throughout the Gothic 
Sector, naval vessels were ambushed and 
orbilal docks were bombed by saboteurs. 
Though taken by surprise. Imperiallorces 
were able to hold on and prevent 
themselves Irom being totally 
overwhelmed. 01 the seventeen naval 
bases In the Gothic Sector, six were based 
on what were known as the Blackstone 
Fortresses, ancient star Citadels 01 
unknown origin. Who had created them or 
what their original purpose had been was 
a mystery. but they made perfect bases of 
operation for the Imperial Navy. After 
extensive refitting by the Adeptus 
Mechanicus with primary power and 
weapons systems centuries before, each 
was the equal of Naval Command at Port 
Maw The Navy prided Itself that none 01 
Ihe Blackstones had ever fallen In batlle, 
but alter the battle 01 Blackstone IV, this 
was all to change 

As the Chaos fleet moved In to attaCk, 
Blackstone IV's power grid suddenly and 
fnaxpllcably shut down, rendering the guns 
useless and the personnel on board 
defenseless. The battle was short and 
bloody and. after a humed aslropathic 
plea for aid, there were no more 
communications with Blackstone IV, But 
there was worse to come. Abaddon had 
not been idle in his lime within the Eye 01 
Terror, uSing millions 01 slaves, sorcerers 

a/'ld polluted maglcks to create a 
gargantuan vessel, simply dubbed the 
Planet Killer. The cardinal world of 
Savaven was the first to feel its wrath and 
was destroyed In a single night as the 
Planet Killer 's unholy weapon sp1lt the 
planet's core apart. An impenetrable 
asteroid field Is aU that remains to even 
prove 11 existed at all, and Imperial morale 
was hil catastrophically by this colossal act 
of destruction. 

Sub-seclor aher sub-sector fell to the 
legions of Chaos. worlds surrendering 
wholesale ralher than face the awesome 
power 01 the Plaflet Killer, Another 
Btackstone Fortress fell to Abaddon at 
Brinaga when it appeared that hiS minions 
had some way of actlvatlng the Iong­
dormant weapon and power systems 01 
the mighty lortress. With the power of two 
Blackstone Fortresses at his disposal, 
Abaddon attacked the defenders of 
Blackstone I at Fulans II , utilizing the 
unknown power of the Blackstones to 
combine their energies In an unholy blast 
of warp-spawned power to annihilate the 
Imperial forces and capture the Fortress. 

The war dragged on lor many years. with 
Abadclon's lIeels continuing to ravage the 
sector untillhe warp storms thai had 
isolated the Gothic Sector for so long 
began. finally. 10 abale, AI Tarantrs, 
Abaddon demonstrated the fearsome 
power of the Black'Stones once more, With 
the combined mIght of the three now at his 
disposal, he unleashed their energies lnlo 
the core of the star at the heart 01 the 
Tarant;s system before making a lighting 
withdrawal. Tne star seethed and boiled 
for many Weeks, 8fld those that could flee 
the system did 60 until, four weeks alter 
the attack. Tarantis' star wenl nova, 
destroying everything for many thousands 
of billions of mllas in all directions and 
renderIng the system uninhabitable. 

The climactic battle in the Gothic war was 
to take place at Shindlegeist, where 
Blackstone V orbited in the depths of 
space. Eldar forces that nad chosen to ally 
with the Imperial forces, lad by lOfd 
Admlrat Ravensburg, had discovered 
AbaGdon's intent to attack Btackstone V 
and allowed the Imperial fleet to utilize 
their ancient warp portals In order that 
they mIght spring a trap on the Oespoller. 
As Abaddon began his attack. the allied 
forces lell upon hIm wllh all their might and 
there was little the traitorous captains 
could do except to die fighting. The bailIe 
was one of the most destructive 800 
bloody of the war, lasting for fully three 
days. AI the battle's climax, Abaddon 
ordered the three Blackstones under his 
command to dri\le for the system's star 
and inflict upon It the fate that had befallen 
Tarantis. But Caplaln Abrldal aboard the 
Flame of Purity flew his ship Inlo the path 
of the Blackstones and managed 10 disrupt 
their powerful beams. His ship was lorn 
apart by the lethal energies, but his heroic 
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sacrifice saved the star from destruction. 
The Blackslones had expended their 
power and Abaddon had run out 01 time. 

Abaddon fled into the warp with two 01 the 
Blackstone Fortresses, the Ihird hOlly 
pursued by the vengeful Imperial fleet. The 
Imperial ships hammered it with their 
weapons, to flnte effect, until Strike 
Cruisers from the Angels of Redemption 
and assault boats Irom the DivIne Right 
were able to close and board the Fortress. 
They found the interior of the Blackstone 
Fortress changed beyond all recognition, 
Ihe modifications rnade by Ihe Adeptus 
Mechamcus \lanished and the walls 
pulsing with a dark. internal light. No 
sooner had they boarded than Ihe fortress 
began to break up around them. slowly 
cracking apart Into thousands of 
fragments. And with Abaddon's defeat at 
Shlndlegeist, the Gothic War was over 

Throughout the Gothic Sector, the 
remaining Blackstone Fortresses 
destroyed themselves In a simnar fashion, 
Ihough whether the two stm under 
Abaddon's control also broke apart Is not 
known as there have been reported 
sightings of Ihe Despoiler, bolh with and 
wilhoutlhem in the years slnce the Gothic 
War. And as lor the Planet Killer. 
unverifiable reports claim that it was 
destroyed by Omega Squadron al 
Kharlos II, but when Adeptus Mechanlcus 
salvage teams led by Inquisitor Horst 
journeyed to Ihe sile of the battle, they 
could find no Irace of the vessel. 

Abaddon has been a constant threat to the 
Imperium ever since the end of the Gothic 
War, but thus lar, has yet 10 raise as vast 
a force as he did during those dark days, 
The High Lords 01 Terra live in lear 01 the 
day thai Abaddon is able to unite the 
various armies of tha Eye 01 Terror, but the 
very fractious nature of its lnnabltants may 
be tha High Lords' greatest ally In 
preventing such an occurrence . There are 
a multItude 01 ruthless war10rds wIthin ils 
anarchic depths. and 11 is hoped thaI many 
would be unwilling to unite under a single 
banner. lesllhair own monstrous ambition 
be oulshone by Abaddon's dark glory. 
However, many who are given to know 
sucl1thlngs speak 01 dark portents and 
dreadhJI omens that polnt to the rise of a 
great uniter within the depths of the Eye of 
Terror. The identity 01 this mysterious 
ligure remains elusive but, knOWing the 
lorce of Abaddon's leadership. it is difficult 
10 sea who else It could be. Currently 
there aTe the usual scattered reports of 
Chaos vessels probing Imperial picket 
lines, though perhaps on a mora regular 
basis. A dire warning Irom the Eldar 
Farseer, Eldrad Ulthran. telling 01 
Abaddon's ralum has caused alarm In 
some circles, but the words 01 such a 
manipulative xenos obvloosly cannot be 
trusted and his lies have baen discounted. 



Abaddon is the Lord of the Black Legion of Chaos Space 
Marines and rumored to be clone-son of Horus himself. 

Not only is Abaddon a Warhammer 40,000 miniature sculpted 
by Jes Goodwin, It's also an imposing piece from Forge World. 
Abaddon is one of the mosl detailed and charactertul models 
you can own. 

Sculpted by Simon Egan (based on 
Jes Goodwin's original concept sketch 
below), this la-part resin model stands 
some 11 inches/275mm tall 
when assembled. 

You can find more informatlon on 
this fantastic model and others 
like it at www.forgeworld.co.uk 



USING AIADDON IN WARHAMMER 40,000 

A Chaos Space Manne army of 2,000 
pomlS 01 more may be led by 
Abaddon. If you deade to fake him 
then he counts as one of the HO 
choices for Iflo army He must be 
used exactly 8S described opposite 
and may not b6 gtVBn exIra 
eqUIpment from the CMos Armory. In 
addition he, may only be used In 8 
battle where both players 
have agreed to the use of 
specIal characters . 

Points WS BS S T W A Ld Sv 

Abadclon '40 6 , • , 3 7 3(t1) 10 2. 

Wargear: Talon of Horus, Daemon Sword Drach'nyen, Chaos Terminator armor, 
Mark 01 Chaos Undivided. 

SPECIAL RULES 

Talon of Horus: With this armored claw, Horus lought the Emperor and strangled the Primareh 
Sangulnlus. II was 10m from Horus' armor by Abaddon and Is now fused to his own. The Talon 
moUnlS an early version ollhe Imperial storm bolter on liS back. (which Abaddon may ShOOt With 
In the Shooting phase) snd Is trealed as a lightning claw In close combat. The Talon Is an icon of 
evil Incarnate to Ihe Imperium, so all Imperial units with a model within 6" of Abaddon must 
subtract - t from their leadership. The only exception to this are Blood Angel Space Marines, who 
hate the Talon because it was used to slay their Pl1march and lherefore add + t to their Leadership 
If they are Within 6· of It. 

Daemon Sword Drach'nyen: This arcane blade contains Ihe bound essence of Drach'nyen, a 
writhing warp entity lhat can rend realily sparl. In close combat, Abaddon can make one ahack 
with Drach'nyen in addition to his normal Ihree anacks WIth the Talon 01 Horus. The sword may 
not make more than one ahack per tum and no attack bonuses can Increase this. Any hit Inflicled 
will wound automatically with no saving throw allowed tor armor, though invulnerable saves may 
be taken as normal Vehicles struck by the blade are penetrated automalically. Any model 
wounded by the sword is Slain outright no maher hOw many Wounds it has. 

Chaos Terminator Armor: Blessed by the fickle powers 01 Chaos, Abaddon's Terminator armor 
not only has the abilities of normal Terminator armor but it also provides a 4+ invulnerable save 
against anacks that penetrate armor automatically The armor will also nUllify any psychic power 
used against AbaOdoo, or that includes him In its area of elfact, on a 06 roll of 4+. Note that 
Abaddon may lake either the Chaos TermlnatOf armor 's normal 2+ armor save or its 4.,. 
invulnerable save, not both. 

Independent Character: Unless accompanied by a Aetlnue, Abaddon rollows the Independent 
Character special rules In the Warhammer 40.000 rulebook. 

Aetlnue: Abaddon may be accompanied by a bodyguard 01 his linest wamors. See the Aetinue 
enlry In Codex Chaos Space Marines army list for details 
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USING ABADDON IN BATTLEFLEET GOTHIC 
AbaOdon Is known \0 be the driving fOfC& 
behind the Black Crusade which ravaged 
IheGathic Sector between 142.M41 and 
160.M41. What means he used to bring 
together the lleels 01 so many dilterenl 
Chaos Lords and Warmasters Is unknown, 
but even his unholy gilt alleadership must 
have been stretched to Ihe full when 
coordinating the snacks of such an 
anarchic coalition. Abaddoo's own warfleet 
was the most powerful In the sector and 
one of the last to be defeated. This was In 
no small pan due 10 the awesome power 
01 the Planet Killer al his command. to say 
nolhlng of the Blackstone Fortresses he 
succeeded in COfrupting to lhe service 01 
the Darie Gods 

Abaddon was once a Space Marine, a 
captain of the luna Wolves 151 Company 
during the Great Crusade. over len 
thousand years ago, conquering distant 
stars In the name 01 the Emperor. The 
Luna Wolves battled across uncounted 
wOOds \0 free them from allen tyranny or 
the taInt 01 Chaos. and Abaddon was ewu 
althe lore. But at the lime of the Great 
Heresy, Abaddon chose to betray the 
Emperor and join with the forces of hiS 
Prlmarch, the Warmaster Horus, In his 
aHack on Earth. Upon Horus' deleat. 
Abaddon milled the remnants of the 
hOfdes whIch had fought on Earth and lied 
to the Eye of Terror, where the powers of 
Chaos welcomed him as their champion 

For len mlllennla, Abaddon has continued 
to hany the Imperium al every opportunity, 
raInIng fire and destruction on the emplre 
01 Mankind thaI he helped to build. The 
Gothic War [5 one 01 the most recanl of his 
terrible works. but his history of bloodshed 
extends as far back as the Imperium itself 
During the Gothic War, Abaddon took 
personal command of the Planet Killer In 
many engagements, although he escaped 
Its rumored destruction at Khar10s II 

ABABDDN IS fUET COMMAIIOER 
Abaddon can be chosen to act as fleet 
commander in any game In which the 
Chaos fleet 15 worth 1,000 points Of more. 
You may not place a Chaos Lord on the 
same ship as Abaddon (you don't get to 
be a Chaos Lord by spending lots of time 
near a bloody· tempered manlacl) He has 
the lollowlng charact8f1stlcs~ 

l EADERSHIP: 10 
Abaddon is 811 eKceptlonal commander In 
all respects. His crew and fleet live in 
mortal terror of arousing his anger and 
per10fm at peak effICiency when he Is 
aboard. He Is also aided by the 
prophecies 01 the Sorcerer Zaraphiston. 

HE-ROllS: 1 PER TURN 
Abaddon's fleet Is allowed to re·roll a 
single Command check or LeadershIp test 
each tum. Abaddon's awesome reputatlon 
and dogged determination ensure Ihat 
there are seldom any tallures In the chain 
01 command. When there are, the 
consequences are likely 10 be dire 

SPECiAl RUIlS 
Boarding ActIons: Abaddon Is 
accompanied by his company of Black 
Legion TrailOf Marines aboard the ship he 
Is commanding. This, combined with his 
own abilities. means that the shIp doubles 
Its value In boarding actions and gaIns an 
extra + 1 boarding modifier. 

Hlt·and-Run Attacks: 
Abaddon will have his own ship sealed 
lighT against hll-and·run raiders (he knows 
every tnck in the booIt). Therefore, hit-and­
run raids deduct -, from their dice ron 
against Abaddon's ship. 11 Abaddoo's 
vessel makes any hit·and·run teleport 
attaCks. add ... 1 to the dice roll for the 

aHack as 11 will be undertaken by elile 
Black Legion Termlnat~. Boarding 
torpedoes and assault boats trom 
Abaddon's ship wJl1 be manned by more 
mundane minions and do not receive 
this modifier. 

" You have failed me for the last t ime ... " 
Abaddon the Despoiler does not tolerate 
falture , as many of his followers have 
discovered to their cost. If Abaddon's 
fe-roM is used IOf a Command check or 
Leadership test on another ship or 
squadron and the lest Is tailed a second 
tune, he wlH become angry - very. very 
angryf In the Chaos Shooting phase 
Abaddon will direct al least hall the 
available IIrepower and lance strength 01 
the ship he is comm8lldlng against 
Ihe weaklings who have tailed him 
(assuming the worthless scum are within 
range and lire arc). Resolve the anack as 
normal, Just as II Abaddon's vessel ware 
an enemy 

The victims of hIS wrath (assuming they 
survive) Will be suitably chastised and gain 
a ... 1 Leadership ioCrease lor the 
remainder of the game. The leadership 
bonus Will only take effect once (after that 
the craws are wortdng as hard as \hey 
cant). II the object of Abaddon's wrath Is 
nolin range an~or fire arc he Will leave 
them to their tale - Abaddon's re-rolls may 
no longer be used on I\. This means that 
no further Commander re·rolls may be 
used on the ship or squadron unless Ills 
carrymg 1'5 own Chaos Lord Wilh a Malil: 
01 Tzeenlch 

Should this dreadfutlanure occur on 
Abaddon's own ship, II wilt lose one 
damage pomt as the Black Legion 
massacre those who failed him. No 
Leadership increase is gained. 
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On the thirteenth of Secundus, the 
bombardment began. From orbit. Ihe 

Warmaster's ships laid down an 
unrelenting barrage of missiles and 
deadly energy beams. The aim was to 
cripple the defenses around the 
Emperor's Palace and make possible a 
massive invasion of Earth. The lunar 
bases had already fallen, and the 
defending Battleflee\ Solar had been 
scattered. On Mars, as across the entire 
vasl Imperium, biller civil war raged. 

On countless worlds, blood-mad warriors 
clashed. Those who had pledged loyalty 
10 the Emperor fought those who had 
sworn fealty 10 Warmaster Horus and, 
through him, to the dark powers of 
Chaos. The Emperor's realm was in 
turmoil, and some of the greatest battles 
in human history were being fought. On 
the hive-world of Thran)( over a million 
warriors died in a single day on the 
killing fields of Perdagor. On the blazing 
deserts of Tallarn , at the Ka'an Salient, 
fifty thousand tanks clashed in the 
greatest armored action of all time, 
During the space drop on Vanaheim, 
three hive-cilles were depopulated by 
rebellorces as a warning against 
resistance, yet still the defenders fought 
to the lasl man . 

like a cancer, the Heresy infected the 
entire structure of the Imperium. 
Everywhere brave men gave up their 
lives to try to excise that cancer. 

It was on Earth, at the very heart of the 
Emperor's realm, that the fale of the 
galaxy was to be decided. In those last 
days, the sky was black with dust clouds 
and the earth split by gigantic fissures, 
Tectonic plates shifted under the stress 
01 the bombardment. Mountain chains 
shivered and seas evaporated and 
became barren deserts. Rains 01 blood 
and ash dripped from the dark sky. 
Astropathic choirs sang 01 evil portents, 
and men went mad with fear. Hideously 
twisted ships full of the lost and the 
damned hung in orbit over the ravaged 
world. Shielded from the devastation by 
the cunningly wrought defenses of the 
Adeplus Mechanicus, a pitJIullew stood 
ready 10 repellhe Invaders. 

The embattled remnants of the 
Emperor's army were desperately trying 
10 hold out until reinforcements arrived. 
The Emperor himself oversaw the 
defense 01 his fortress-palace. 

ASSAULT 0 
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personally commanding the Adeptus 
Custodes, his elite guard. He was 
accompanied by Sanguinius, white­
pinioned Primarch of the Blood Angels 
and his legion of Space Marines. In the 
palace grounds stood the stalwart 
Adeptus Arbites. The palace was not the 
only bastion of resistance; there were 
others, each an awesome fortified city 
filled with dauntless soldiers. Beneath 

the ruins of the Imperial Basilica, grim­
visaged Rogal Dorn led the stern 
Imperial Fists In final prayers. Within the 
armored factory complexes of the 
Adeptus Mechanicus, tech-priests put 
aside their tools and girded themselves 
with the fearsome weapons of their 
order. In the rubble of burned-out hab­
areas, Primarch Jaghatai Khan 
mustered the White Scars, the Chapter 
of Space Marines which he had 

personally instructed in the art of 
lightning warfare. Three full Titan legions 
stood ready to defend their Emperor. 

As the earth shuddered under the 
bombardment, tank divisions roared 
across the tortured landscape to take up 
their position against the coming 
invasion. Brave men checked their 
weapons and offered up last prayers. 
Defense lasers swiveled to face the 



turbulent threatening sky. Suddenly, the 
night was streaked by the plasma 
contrails of drop-pods. Within the 
Emperor's halls even the Space Marines 
shuddered, knowing that they would 
soon confront their IOSI and damned 
brethren . The terrifying prospect 01 
lacing these corrupt Primarchs who had 
sold their souls to Chaos IIIled every 
man's mind with Indescribable horror 
and dread. 

The pods touched ground and Irom 
them erupted the mightiest champions 01 
Chaos, the renegade Space Marines 01 
the lost legioos. These were no longer 
the fine human warriors of tegend but 
twisted creatures, bodies warped by the 
energies of Chaos, minds twisted by 
their devotion to the dark powers. If what 
had happened to the Space Marines 
was bad, then what had happened to 
their Primarchs was worse. They had 
been created higher In the Emperor's 
esteem and had fallen further. None of 
their lormer comradas would have 
recognized them - they had been 
transformed Inlo creatures both 
daemooic and exultant. 

Mighty Angron bellowed orders to his 
blood-drinklng followers, the World 
Eaters. Brandishing his great runesword 

he led them against the defenders of 
Eternity Wall Spaceport. Around his red­
armored followers bolter shots whined. 
Unllinchingly they advanced, determined 
to spill blood for the Blood God. 

At Monarion's rasping command. the 
Oeath Guard emerged silently from the 
festering cocoons of their drop'pods and 
advanced on their terror-stricken foes. 
The dread runes on Monarlon's scythe 
glittered eerily in the night as he 
gestured for them to advance. 

Magnus the Red glared triumphantly 
about him with his one watchful eye 
before ordering the mage-warriors 01 the 
Thousand Sons to cast their spells 
of doom. 

A hail of deadly bolter shells cut down 
dozens of the Emperor's Children. 
Undeterred. the wounded howled with 
pleasure al the experience and chanted 
the praises of their Prlmarch. Fulgrim. 
The renegade Space Marines surged 
forward 10 carve a path through 
their foes. 

Perhaps some delenders went mad with 
fear. Perhaps the corruption of Chaos 
ran deeper than anyone suspected. 
Perhaps some were looIlsh enough to 
think that they could negotiate with the 
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ultimate enemy. Whatever the reason, 
one last vile treachery was to lake place. 
Many units 01 the Imperial army that had 
pledged loyalty to the Emperor tumed 
blasph&mer even as the Traitor Space 
Marines made their drop. It was almost 
as If it were a pre-arranged signal. In 
one of the basest acts of betrayal In 
Humanity's history, they turned their 
weapons on their brother warriors and 
cut them down like dogs. Thus did the 
lions Gale Spaceport lallto the rebels. 
As the heretics chanted and howled their 
mad prayers, the air shimmered and 
slavering daemons emerged from the 
warp to spread lelTOf and dismay. 

Then indeed did It seem to the 
defenders that they were living in the 
last days of Mankind. Huge bat-winged 
Bloodthlrsters swept triumphantly across 
the weeping skies. Clawed Keepers 01 
Secrets danced lasciviously on pites of 
corpses. Great Unclean Ones chuckled 
as they lumbered through the ruined 
streets spreading tralls of filth and slime 
and disease. Enigmatic lords 01 Change 
perched atop the towers and statues 
and supervised the coming of Chaos to 
the heart of the world. Mighty ships 
began the descent lrom orbit, hoping to 
overwhelm the defenders by sheer 
weight 01 numbers, Unlike the drop-



pods, these presented fine targets for 
the weapons 01 the defenders. And thus 
did the battle lor Earth begin in eames!. 

Delense lasers blasted many renegade 
ships from the sky, sending thousands 01 
tons of fused metal death raining down 
onto the ground below. One giant ralt 
span out 01 control and crashed into a 
hab·unit, killing a hundred thousand 
people. Another was welded to the 
ground, disgorging its passengers Into a 
lake 01 bubbling tar and plas-crete. The 
vessel 01 the Leglo Damnatus was 
vaporized and that Titan Legion's name 
passed into history. As quickly as they 
dlsembarXed, the traitors surged lorth 
Irom the spaceports to besiege the 
bastions 01 the defenders. Their first 
objective was to silence the delense 
lasers Inflicting such casualties on their 
comrades. The rebels were mel by a 
wave of Imperial defenders, desperate 
men who knew that they were giving 
their lives tor their home world and 
their Emperor. 

In the tightly packed streets around the 
spaceports, the fighting was close and 
deadly. Bolters chattered and mlsslle 
launchers delivered cargos 01 death 
trom bUilding to nearby building. Traitor 
tanks rumbled through the avenues, 

turrets swiveling to bring weapons to 
beat on the hastily Improvised 
barricades of thelr lormer comrades. 

Soon the defenders of Eternity Wall 
Spaceport had been swept aside by the 
merciless assault and the Ilordes 01 the 
Warmaster were in total possession of 
the space field. More and more 
intricately wrought drop' ships 
descended from orbit. They towered 
over the landing ground like nightmare 
skyscrapers, Ihe dark runes on their 
sides glowing evilly In the gloom. 
Hundred-meter high doors opened in 
their kilometer'long sides. From their red 
depths, TItans emerged. They were 
warped giants: the armor of their 
carapace lused and molded Into new 
shapes by the power 01 Chaos. Within 
them were men melded to their 
machines. Some 01 the hideous Titans 
had strange and potent weapons, others 
were a bizarre hybrid of Ihe organic and 
the machine. Metal tentacles lashed, 
spiked tails whipped back and lorth. 
Engines roared like the voices of angry 
beasts. Banners fluttering, the Titans of 
the Storm Lords and the Flaming Skulls 
legions marched forth. At Lions Gate 
Spaceport, the traitors welcomed the 
towering black war engines of the 
Khomate host. Moosters, mutants and 

cultists seethed like angry ants around 
their bases. 

Reinforced by this fresh wave of ttoops, 
the hordes swept on, driving through the 
exhausted and demoralized Imperial 
troops to Ihe very walls of Ihe Emperor's 
palace. Khomate warriors howling their 
basllal war cries raced lowards the 
marble and steel outer ring. Hordes of 
unstoppable Thousand Sons marched 
relenllessly forward, boiler lire raking the 
defenders. Sleeneshl Noise Marines 
swept aside the Imperial Guard inlantry 
and reached the Saturnine Gate. Round 
Ille walls bitter I1ghllng ensued as the 
Imperial soldiers sallied lonh, trying to 
drive the attackers back belore the main 
body of the assaulting troops arrived. 
Men died In their thousands. From 
pillbox emplacements in the palace wells 
Imperial gun crews rained death down 
on the relentless attackers. Again and 
again the streets outside the palace 
were swept clear 01 heretics. Again and 
again new loes stepped forward to take 
their places. 

Now, Indeed, it seemed that the tide 01 
battle had lumed against the Emperor. 
The spaceports were firmly in the grasp 
of the minions 01 the Warmaster. 
Hundreds 01 thousands of troops poured 

The Siege of file Emperor's Palace was Games Day 98's megad,splay. 
Months In me meklng, the diorsm8 fells of the final. despersle struggle 
for control of the Emperor's Palace on anClenl Teml . The finished piece 
stood over 6 ' lall and 12' Wide and Included bolh a Chaos and Impanal 
Warlon1 class Titan. an awesome scratch..lJufn Chaos mole made by 
Tony Cottrel/and even incJuded the /eg8nd8ry Jaghat8i Khan, Pnmaltll 
of /he While Scars, leadfng his LeglOfl aul for 8 lightning fast attack on 
thfJ Chaos hordes as he speeds towards the Lions Gale spaceport 
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down from orbit Gibbering mutants and 
hideous amorphous Chaos Spawn 
surged out of the dread ships. Under the 
banner of the greal eye, the sign 01 
Horus, the lackeys of the four great 
powers of Chaos marched united. 
Mounted in Rhinos, lur1<lng within mighty 
behemoths and clinging 10 the sides of 
glganlJc war-engines, they made their 
way en masse to the Emperor's palace. 

Looking down on the seething sea of 
foulness, the defenders' hearts went 
cold. Mingling with the daemons and the 
mad-eyed cultists and the mutants, they 
could see heretical Space Marines and 
traitor Guardsmen. These were people 
they might have once fought alongside, 
who had once been as loyal to the 
Emperor as themselves. They looked 
upon a dar1< mirror of their souis. Down 
there they could see martial honor 
become berser1< madness, human 
cleverness become sly treachery, hope 
become foulness and love become 
abominable lust. The brave men on the 
walls knew Ihalthere was no way out. 
Here they must stand and fight and die. 
There would be no mercy from 
those below. 

This was a war where there could be no 
honorable peace. It was destroy or be 
destroyed. For a moment all was 
silence, then Angron strode forth. In his 
brazen voice he demanded thlu the 
loyalists surrender. He told them that 
their cause was hopeless, as they faced 
a foe which could not be defeated. They 
were cut off, outnumbered, and 
defending a ruler 100 weak to be worthy 
of their loyalty. In that moment the men 
on the walls feit their resolve weaken. 
Looking at the transformed face of the 
Primarch who had once been one of the 

Emperor's finest warriors, they saw an 
Invincible, relentless foe backed by a 
numberless horde and all the daemonlc 
might of Chaos. 

There was a clamor on the walls as 
Sanguinius and the Blood Angels 
arrived. Standing on the wall, the angel­
winged Primarch glared on Angron with 
angry oontempl. For Ioog moments their 
gazes locked, each Primarch seemed to 
be measuring the other. searching 101' 
chinks in the armor, lor any sign 01 
weakness and lack of resolve. Who 
knows what they saw there? Perhaps 
they communicated telepathically, 
brolher Primarch to brother Primarch. 
The truth will never be known. 
Eventually Angron tumed and walked 
back 10 his lines. He told his troops that 
there would be no surrender: they 
should kill everyone they found within 
the palace. No stone should be left 
upon slone. 

With a roar the horde advanced towards 
the walls. Great Lords 01 Battle lurched 
fOlWard on iron wheels, crushing 
anything In their way, unloading racks 01 
missiles and turning lhe area on the lop 
of the walls into blazing storms 01 death. 
Doom Burners sent tongues of 
superheated metal licking 001 at the 
emplacements. Molten brass fillered 
through the WIndows and scalded those 
inside. Muni·lracked Cauldrons 01 Blood 
squirted jets of obscene daemonlc Ichor 
onlo the defenders. Enormous Resh 
Hounds 01 Khome loped lorward in theIr 
wake. Tlt8tls armed with specially 
COflStructed siege Mlapons lumbered 
Into position . Battle cruisers dropped 
megatons of explosive death onto 
the defenders. 

.SS.UlT III _y m •• . ZI . • PlIL Zlil 

Every loyal warrior knew that he was 
already dead. that thera was no way he 
could survive the coming of the 
daemonic army. The soldiers lought with 
the desperate lerocity of hopeless men, 
firing until their weapons were empty, 
snatching up the bolters of the IaUen. 
and lacing monsters with the butts of 
their guns when all ammunition was 
eXhausted. Three times the horde 
managed to scale the walls, and three 
times H was driven off by tha valianl 
efforts of Sanguinlus and the Blood 
Angels. Wearily the Prlmarch marshalled 
the defenders. rallying the broken, 
speaking words of comfort to the 
mortally wounded, fighting with cold, 
Implacable fury when he was called 
upon 10 do so. Slowly, though, despite 
his elfons, the Chaos forces managed to 
erode the defense. They seemed 
numberless as the grains 01 sand on a 
sea shore, and Horus spent theIr 
lives carelessly. 

Outside the walls. Imperial forces 
lranllcally raced from their bastions to try 
10 relieve the palace. Titan legions boldly 
cut their way towards the center 01 the 
rebel army. The White Scars Space 
Marines harried Its flanks. No attemplto 
break the rebel line succeeded. 
Breaking through that blood-mad horde 
was a near Impossible task. All lour 01 
the daemomc Primarchs Inspired their 
followers to leats 01 fiendish bravery, For 
every Chaos warrior who died it seemed 
that two more stood ready to take 
his place. 

In orolt, the Warmaster watched 
epprovingly. lithe palace fell and the 
Emperor dJed, loyaJist legions across the 
galaxy would lose heart and the war 
would be over. Without Ihe psychic 



shield of the Emperor's power, Humanity 
would swiftly fall prey to Chaos. Horus 
would stand triumphant amid the rubble 
of Humanity's greatest empire. He would 
become a new and angry god. If he did 
not win soon, reinforcements would filter 
in from the corners of the Imperium, and 
his attack would falter. For the 
Warmaster this was the desperate, 
ultimate gamble. Everything was staked 
on this attack. It had to succeed, and at 
that moment it looked as if it might. 

Day by day the siege wore on, 
casualties rose from the thousands to 
tens of thousands to hundreds of 
thousands. Bodies had to be bulldozed 
from the access ways to the Saturnine 
Gate by war machines. Chaos Titans 
blazed at the walls, specially constructed 
missiles ripping great chunks from the 
masonry. The Titans of the Fire Wasps 
answered their fire with volcano 
cannons. The smell of burning flesh 
filled the air as the corpses of the dead 
were incinerated in funeral pyres a 
hundred feet high. Obscene ash 
parched the throats of the defenders. 
The World Eaters built a pyramid of 
scorched skulls sixty feet high in Temple 
Square. By night the chants of 
degenerate cultists echoed through the 
streets and daemons flitted among the 
ruins of Earth. 

Slowly, foot by torturous foot, the 
defenders were forced back. The great 
walls of the palace were riddled with 
hundreds of kilometers of bulkheads and 
corridor. Within this maze, bitter hand-to­
hand fighting ensued until entire 
sections of passage were filled with 
bloated corpses. Feeling that progress 
was too slow, Horus ordered the Titans 
of the Death's Head Legion to demolish 

entire sections of the wall. Despite 
taking tremendous casualties, the great 
Warlord Titans broke through, and the 
forces of the Warmaster flooded Into the 
palace grounds. 

While all this was taking place, Jaghatai 
Khan of the White Scars had 
implemented a change of plan. Rather 
than throwing away his forces against 
the near invincible bulk of the main 
Chaos army, he launched a lightning 
raid against Lions Gate Spaceport. This 
night attack was spearheaded by the 
savage warriors of the White Scars, who 
led the remnants of the 1 st Tank Division 
and elements of the surviving Guard 
armies against the surprised heretics. 
Khan threw a defensive perimeter 
around the spaceport and held it against 
all counter-attacks. The flow of men and 
materials towards the palace was halved 
at a stroke. 

This success gave heart to the 
defenders. They swiftly attempted to 
seize Eternity Wall Spaceport, but here 
the forces of the Warmaster were better 
prepared. The attackers were ambushed 
and driven back by traitors. Horus knew 
it was imperative to keep his beachhead 
secure. The final push on the inner 
palace had begun. 

The battle raged across the grounds of 
the Inner Gardens. What had once been 
a vast parkland was swiftly turned into a 
killing ground. Men used statues for 
cover and monuments for bunkers. 
Blood swirled in the waters of the 
ornamental lakes. Groves of ancient 
redwoods burned. The smell of the 
burning mingled with the acrid odors of 
weapons and engines and death. Red­
eyed, snatching sleep when they could, 
both sides fought a total war. Trenches 
were hurriedly excavated in the 
meadows. Snipers killed men as they 
tried to sip brackish water from the 
ruined fountains. 

Both sides fought with unimaginable 
naked ferOCity. Both sides sensed that 
the end was near. 

Eventually Sanguinius was forced to 
retreat to within the palace itself, 
personally holding the Ultimate Gate 
against the oncoming horde while the 
last of his wounded men was carried 
through. Just as the giant ceramite gate 
was about to close, a Bloodthirster of 
Khorne leapt upon him and the 
daemon's huge talons closed around 
Sanguinius' throat. The Primarch took to 
the air, angel and daemon wrestling over 
the warring armies. Both sides halted for 
a moment to watch the titanic struggle. It 
was a conflict such as has been rarely 
seen; two beings of awesome power 
wrestling above them. 

Sanguinius was weary and near the end 
of his strength, and the daemon gouged 
great wounds in his flesh . The heretical 
throng roared its approval as the 
Prlmarch was cast to the ground, the 

impact splintering the granite. For a 
moment the Primarch lay still and a 
groan rose from the Blood Angels as the 
daemon stood over him and howled in 
exultation. Then slowly and painfully the 
Blood Angels' Primarch rose and seized 
the creature , raised it high and broke its 
back across his knee. Then, with a halo 
of power playing round his head, he 
tossed its broken· carcass back amid its 
followers. They beat their chests and 
rent their hair and wailed in dismay as 
the Ultimate Gate shut. 

Above, the great Sky Fortress bore 
Rogal Dorn and the remnants of the 
Imperial Fists to the inner palace. The 
loyal Primarch was determined to stand 
and die with his Emperor in the final 
hour. The Sky Fortress then raced away 
from the palace in a desperate attempt 
to reach Jaghatai Khan and return him 
to the palace. It was destroyed by a 
blaze of fire from the Death's Head 
Titan Legion. Even in death its 
commander wrought havoc on the 
enemy, bringing the crippled vehicle 
down into the center of the Chaos 
horde. It seemed as if a new sun was 
born on Earth as the plasma reactor 
exploded, blasting out a crater three 
kilometers across. Those within the 
palace knew they were cut off; now they 
were truly alone. Only a miracle could 
save them. 

Now the final siege began. Through 
great breaches in the outer walls more 
and more armaments and 
reinforcements were brought to bear. 
The Warmaster himself prepared to 
teleport down to the surface and 
supervise the destruction of his former 
lord. Then a daemon from the Warp 
whispered to him the words that he had 
dreaded. A loyalist fleet under Leman 
Russ and Lion El'Johnson bearing a 
fresh army of Space Wolves and Dark 
Angels was only hours away. It would 
take days to break Humanity's last 
citadel , even with Horus leading his 
troops. It seemed that time had run out 
for the Warmaster, that his gamble 
had failed. 

Horus was first among the fallen, with 
the power of a god and the cunning of a 
daemon. He resolved to try one final 
desperate gambit. He could still kill the 
Emperor. He ordered all comm-net 
communications blocked so that the 
defenders would get no word from their 
rescuers, and then he used his psychic 
powers to the fullest to prevent the 
Emperor becoming aware of this. Finally, 
he dropped the shields of his command 
ship. It was an invitation and a personal 
challenge that he knew the Emperor 
could not resist. He was being offered a 
chance finally to smite the foe who had 
harried him for so long. 

The Emperor rose to the challenge, and 
he and his surviving Primarchs 
teleported aboard the Warmaster's battle 
barge. Horus used his powers to 



separate the Emperor from his loyal 
followers. The loyalists were transported 
to different spots within his hideously 
altered ship. Sanguinius fought his way 
directly 10 Horus' throne room. In his evil 
cunning the Warmaster offered the 
Blood Angel a chance to switch sides, 
reasoning that the winged Primarch's 
followers would be useful when the 
Space Wolves and Ihe Dark 
Angels arrived. 

Sanguinlus refused. Horus grew wrathful 
and attacked him. At the peak of his 
powers the Blood Angel would have 
been no match lor the Warmaster and 
now. sorely wounded and weary. he had 
no chance al all. Horus strangled him 
with his bare hands belore the throne 
which the powers of Chaos had gilted 
him with. 

The Emperor found Horus shortly alter 
this. and what happened next Is the 
subject 01 legend. The two mightiest 
beings In the history of Mankind clashed. 
They met blade to blade. power to 
power, mind to mind and tested sinew 
and psychic abil ity to the ultimate. 
Behind Horus was the massed power 01 
the Chaos gods. The Emperor stood 
alone and still he triumphed. though he 
was terribly wounded in Ihe process. 

The psychic shock wave of the 
Warmaster's passing rippled outward 
through the warp. On Earth, daemons 
screamed and vanished. and the rebel 
Primarchs stood dumbfounded. II was 
their leader. not Ihelr enemy's. who was 
dead and Ihey knew It. With the one who 
had raised the banner 01 rebellion dead. 
there was nothing to hold the rebels 
together. They were demoralized and 
dismayed. When word ollhe oocoming 
Imperial fleet reached them they knew 
that they must lIee. 

Within Ihe perimeter of lions Gale 
Spaceport. Jaghalai Khan and Ihe 
handful of unwounded White Scars 
watched In amazement as Ihe horde 
halted In confusion then retreated. 
Angron. Fulgrlm. Magnus the Red and 
Mortarion led their men to their ships 
and departed. leaving the deluded, 
traitorous lollowers 01 Chaos to their 
lale. As he slepped aboard his ship. 
Angron tumed and shook his fist al Ihe 
glittering dome of the Imperial palace 
that had prOVed just out 01 his 
taloned reach. 

Then he shrugged: he and his fellow 
rebels had all eternity to seek revenge. 
The Battle for Earth was effectively over. 
The Horus Heresy was ended. Rogal 
Dom lound the Emperor's broken body 
In the ruins of the Warmaster's throne 
room. Through mangled lips, the 
Emperor whispered inslrucOOns lor Ihe 
creation of his goIderllhrone. Dom 
smiled, lor while the Emperor stili lived 
there was sti ll hope. 

The veteran Primarch returned 10 Earth. 
There was much to be done. 
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The Primarch of the Luna Wolves was the infamous Horus, first and 
greatest of all the Primarchs. His Legion conquered countless 
worlds during the Great Crusade before Horus betrayed the Emperor 
and led a violent rebellion that devastated the Imperium. The Luna 
Wolves are the only Space Marine Legion to have changed their 
name, becoming the Sons of Horus and finally the Black Legion. 

Origins 

The early history of the First Founding 
Space Marine legions Is largely lost to 
the relentless march of time. Accounts 
and details of those legions that 
rebelled (and especially of the 
Arch-Traitor Horus himself) were 
further eKpunged from Imperial 
records after the Horus Heresy, to 
deny any knowledge of those evenls 
from the vulnerable minds of Imperial 
citizens. Indeed, only a select handful 
of powerful individuals know any of the 
truth. and It is likely Ihal none know it 
aU. Such informalion thaI does eKist is 
sketchy and anecdotal, and lies In 
ancient heretical tomes closely 
guarded by certain InquiSItors or 
handed down Within the sacrel orders 
01 the original legions thaI 
remained loyal 

These records suggest thai the Space 
Marines of the Luna Wolves LegIOn 
were created using human stocK taken 
from the VIOlent hive gangs Inhabltmg 
a planet called ethonia ThiS planet 
allegedly eKIsted In one of Earth's 
closest neighboring systems Being 
Within reach even lor non-warp 
spacecraft, ethonla had been 
colonized, buill upon. tunneled and 
mined probably since the dawn of 
space traveL As such, all natural 
resources had been stripped away 
and used up millennia belore, and the 
ancient mining technology had long 
since been rediscovered and removed 
by the Adepts of Mars. The planet that 
remained was largely redundant and 
abandoned, completely nddled With 
catacombs, crumbling Industrial ptants 
and exhausted mine-workings 

Fierce gangs inhabited the lawless 
depths of Cthonia, enjoyIng freedom 
from the rigors of Imperial CitIzenshIp; 
but at the lime 01 the First Founding 
they prOVIded an easy source of 
Human specimens whom nobody 
would miss. One report talks 01 50-
called 'recrullmenl squads' rounding 
up lhousands 01 gangers and shipPIng 
them away, chained together In the 
holds of prison·shuttles, to geno­
laboratories on luna. Here they were 
modified using the genetic coda of the 
Pnmarch Horus. It Is more common lor 
Space Marine genetic stock to be 
gleaned Irom fernl or primitive worlds, 

however. after the usual hypno­
psychological indoctrination process, 
the luna Wolves recruits emerged 
as eKceUent and ferociously 
loyal specimens. 

Horus 

Information about Horus himself Is 
even harder to uncover. II is thought 
Ihal he was the first of the Primarchs to 
be recovered by the Emperor, having 
been cast much closer to Terra than 
the olhers, and was found at a much 
yOU"ger age As a result, Horus was for 
many years the Emperor's only son, 
and Ihere was a great affinity between 
them. The Emperor spent much time 
With his protege, teachmg and 
encouraging him. Horus was soon 
placed In command of the luna Wolves 
legion - ten Ihousand Space Mannes 
created from his own genetic code. 
With these warriors 10 lead, Horus 
accompanied the Emperor lor the first 
Ihlny years of the Great Crusade, and 
together they forged the iniltal 
eKpansion ollhe young Impenum 

The two lought togelher on many 
occasions. Attha lortified city 01 Reillis, 
a Human settlement unwilling 10 
accept the Emperor's beneficent Will, 
the defending army used secret 
tunnels to Inliltrate behind Ihe 
beSIeging Imperial army and hundreds 
of shock Iroops swamped Ihe 
command encampment. Unprepared 
and unarmored, the Emperor and 
Horus lought back to back until a 
plasma blast stunned Horus and sent 
him staggering to the floor. The 
Emperor stood over the Primarch and 
refused 10 give ground until 
relnforcemenlS arriVed 10 dnve their 
attackers back. On the Ork-Infested 
planet of Gorro, Horus repaid the debt 
by hacking the ann from a huge, 
frenzied Greenskin warlord as it 
struggled to choke the Emperor's lile 
out of him 

Then came the day that the Emperor 
diVined the presence of a second 
Ptlmarch tn Iheir proKimlty and 
Immediately set out to find him. leavtng 
Horus In temporary command of the 
massed legions of the Great Crusade. 
While he rejoiced at the discovery 01 
one 01 his brothers, Horus was 
determined that the Emperor would 



always remain most proud of him, his 
firsl son. 

As other Primarchs were discovered, 
the Emperor's lime was pu11ed more 
and more In other directIOns and. while 
many 01 the other legions now had 
their destined leaders, Horus was allen 
given overall strategic command. II was 
a position he relished, proVing himseU 
time and again a consummate general. 
winning praise and decorations Irom 
the Emperor lor his achievements and 
conquests. He had the approval and 
admiration 01 all the Space Marine 
legions, including their Primarchs. 
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II is said thai as well as being a great 
warrior and strategist. Horus was 
fiercely intelligent. He was charismatic, 
persuasive and had an Innate 
understanding of psychology He CQuid 
read men in order to use their strengths 
or exploit thel( weaknesses These 
skills made him a well-Joved leader, but 
also allowed him to find non-military 
solutions when others would Simply 
have attacked. On many worlds, a blunt 
explanation of the destructive might at 
his disposal and a day's parley With the 
planetary leaders was enough to bnng 
them Into the Imperial fold without 

• 
bloodshed. Horus always took trouble 
to follow the local Human customs and 
modes 01 greeting if he thought it would 
lessen the chance of a hostile reaction 
to hiS arrival His practice of taking parl 
in local ntuals to establish lies for 
later exploitation soon became 
Impanal pohcy. 

Horus was also skilled in getting Ihe 
best out 01 the other Primarchs and 
Ihel( respective Legions. Many of them 
excelled in a particular style of fighting. 
and Horus encouraged thiS dIVersity 
and endeavored to deploy them to war 
zones that would SUit them best 

L . .. W..!", Pl-"Iq""" t..v.I. ,..31 

I .. "-' 

II .. " ASJUTIS. If _ 11 &PIll ZIIZ 



If a sudden strike was needed, he 
would send Ihe White Scars or Ihe 
Night Lords. II a protracted campaign 
was expected, then the Death Guard 
or the Salamanders were used. When 
precise liming or covert operations 
were reqUired, Ihe Alpha Legion were 
favored, and if simple ferocity was 
called lor, other LeglOOs Were bf"ought 
10 the fore. Horus Wielded the 
Space Marine Legions as a lesser 
commander would wield the squads of 
his army, posilioning them so Ihal 
each could perform 10 Iheir 
ad .... antages and win glory tor all There 
is also eVidence that he senl 
dispatches detailing Ihe Worid Eaters' 
most ferocious victories 10 Ihe Btood 
Angels Legion and vice versa, 
presumably 10 fosler a compet!tlve 
rivalry. Ukewlse, il can be assumed 
Ihal Horus was well aware 01 the feud 
belween the Space Wolves and the 
Dark Angels. These two Legions were 
repeatedly deployed In joint acllons, 
spurring Ihem bOlh on to grealer 
military feats In order 10 outdo 
each other 

His own Legion had all lhe glory 01 
being the greatest Primarch's personal 
guard, and they shared Horus's credo 
of fighting to be the best Under hiS 
InSpiring command Ihe Luna Wol .... es 
were always al the forefront ot Ihe 
lalest campaign, pushing the 
boundaries of the Imperium ever 
wider, dnving further and further Into 
the galaxy and strl .... lng to conquer and 
liberale more worlds than Ihe other 
legions. In the Aartuo. Keskas!lne and 
Androv Syslems, the Luna Wolves are 
known 10 have moved SWiftly on to 
planel alter planet as soon as the local 
armies had been subdued Tha 
Ultramannes and the Iron Warriors, 
who ware lighllng alongside Horus's 
Legion at this time, were repealedly 
left to mop up any final pockets 01 
reSistance and establish garrisons on 
the conquered worldS. The Luna 
Wolves' ollicers apparenlly relused 
point blank 10 aSSign any troops to 
these duties. Inslshng that every man 
was reqUired for Ihe ongoing crusade . 
Further rebellion flared up on a 
number of Ihe planets after Ihe Luna 
Wolves had left, and II is believed thai 
the Ullramannes' Primarch Reboule 
GuilUman subsequently had words 
wllh Horus on the matler, AI the lime II 
seems Ihat Horus pacified Ihe 
Pnmarch by admItting that GUlUiman 
was much beller at thiS sort of Ihlng 
than he was, however In hiS great 
work, Ihe Codex Astartes - completed 
much later - GUIIUman prescribed a 
much more thorough tactical doclnne 
for the suppression of a planel 

• 

Heresy 

The Ullanor Crusade saw Horus 
battling a huge Ork empire. At liS 
conclUSIOn, the Emperor declared II 
the greatest Victory yet for his mIghty 
Imperium and was said to bestow 
much praIse upon the Luna Wol .... es 
and Horus for Ihelr part In the 
campaign. The most notable reward 
was Ihe renaming of the legion The 
Emperor sent word Ihal henceforth 
they would be known as the Sons 01 
Horus, in honor 01 their Primarch. 
Horus himself was gIVen the IItle 
Warmaster - now officially supreme 
commander of the Emperor's forces 
Despite these greal honors, there IS 
some suggesllon that Horus was less 
than con tent. The wording of the 
Emperor's proclamation clearly 
claimed Ihe glory of Horus's vlclorles 
as his own. This was the usual rheloric 
for such announcemenls - afte. all , 
the Primarchs were the sworn vassals 
of him and his Imperium. And yet In 
the Primarch's eyes, Ihe Emperor now 
spent hiS lime in safety al hiS palace 
on Terra while Horus won hiS 
Imperium for him II seems likely 
that a deeply-rooled resentmenl 
had surfaced_ 

Before he could relum to Terra to be 
officially in .... ested wilh his new tllJe, 
Horus apparenlly feU ilion a small feral 
world called DaVin Dunng his 
con .... alescence, he look part in tl'le 
Induction ceremony of a wartiof lodge 
on the planet. This was the Primarch's 
well·tried praclice 10 develop ties wUh 
local populahons - feral nslNes were 
more easily recfulted Into the Impertal 
fold when the 'Warriors from the SIsr6' 
had become brothers. However, this 
lime was different. in the days that 
followed, Horus's officers detected a 
change in his character. II IS now 
presumed that the warrior lodge waS In 
fael a Chaos coven, which 
somehow managed to ensorcel 
the Warmaster 

The 
Primarch 
",oce_ 
10 Introduce 
SImilar 'wart10r 
lodges' Into hiS 
own Legion, 
and then others 
under his command. Horus's feally 
had changed; his Legion belle .... e 
Ihal he was aClually possessed 
by a Daemon. Whelher or not 
this Is true, ills certain that he 

now atll&d body and soul to the powers 
01 Chaos, and he had a new vision for 
the Imperium with himself at Its head 
Whether the events on Davin were 
planned by the gods of Chaos or just 
the work 01 an isolated group IS 
unsure. Certainly a Primarch 
becoming ill was almost unheard aI, 
and .t would surely have required a 
virulent and unique ailment to affect 
him, perhaps indicating a 
greater conspiracy 

The Sons of Horus, already fiercely 
loyal end proud of their Warmaster, 
had no hesltation_ They quickly 
renounced their oaths to the Emperor 
and start&d to worship Horus and hiS 
new gods. The corruptiOn spread to 
every organization wllh which Horus 
had dealings, Including a diviSion 01 
the Adeptus Mechanlcus, and from 
there to the COllegia Titanlca and the 
Legio Cybernetica The other 
Prlmarchs, Horus knew like brothers, 
and was already well practiced at 
motivating them_ Appealing to their 
pride, martial prowess and courage. 
while plaYing upon past grudges and 
fa .... ors , the Warmaster gained the 
loyalty of lully hatl the Pnmarchs The 
war thai lollowed was Ihe most terrible 
,n Ihe history 01 the Impenum, and 
came ctose 10 shattering II fOre'Ver 
Space Marines lought Space Marines 
and Titans lought Titans as Earth was 
In .... aded, and the Emperor's palace 
IIsell was besieged and breached 

History records that on the 55th day of 
the battle, overwhelming Imperial 
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THE ULLANOR CRUSADE 
Th~ UII'lIot Se(!ot 1"111 Ihe domllD of Ork Overlord Urukk Urg. H~ emplte "IS 
founded all dOICM of OJII'Iucrcd Ind cn~u"ed Humin pl,neT$. Kno'l7lng The Orll" love 
{or 1»1I1t. Ihc Wumulcr', ,,(li.s werc 10 IUf( The Creenskm fOKC5 Iway from hi, rul 
Ingels. Olher Sp,iec Mlflne u:g!ObS "e~ t>.Ske:d 10 r(lake: Ibe outl Ylb1l pl.IICh. 
suppotlCd by ntwly-nised Imperill Cund reGlmeDls. As Ihe Ork .,mldls moved oUI 
10 rOISI thUl IDVUIOD. Ihe l U1l1 Wolvo fled drove slULght {or the «lIlnl sysTem 

Drop pods cu.shed 10 Ih. ground .11 nound Url.kk·s fOflrcss-p,iIICt. HClVY .hullleS 
d~plored Lnd Rllders 'lId Predllors .nd umorcd SPI« Mirilla Idnlltcd on Ihe 
ddcoSl:$. Then .• 5 hundreds of Od.s rush.d 10 10m Ih. b.lIl. 011 Ihe pmmelcr w.lI,. 
Horus .Dd Ih. CDllr. l Clm'II.lor-,umof.d lsI ComPlDy IcI'potled dLfeCllv 10 the foot 
of the gre.1 telllu l 10'ller ~ Ihe lUD' Wolvts blnted .... ly Ihe suuds.. mobs from 
Ihe '111'.115 r.ted bull 10 prolett Urhkk. Horus lefT mGSI of Ihe Termm.tofS to hold 
buk Ihe Orks .Dd push.d 00 up ,h. lower with IUSI leD 5JnCC Mlrlnt.'l .1 hiS Sid. 
AI the plOlI.d. of the towet Ihcy found Urhkk in • gl.Dd (h.mber. ,,,omp.DI.d by 
fatly of Ihe b'Hsest Ork~ In hiS empire, Hol'1Js , huged 51niSl\l iolO the midst of Ihe 
Nobs, sht ln!:! .put the muscled. gre.n bodlcs With the twiD lighlDIDlI d .ws of hiS 
billie umor, The l crmm.lon wilh him would oot fire Into the mdte for feu of 
hillID8 Ihm beloved Prunuch, so they 100 tt",hed iMo Ihe tomb.I. Slowly Ih~y h"ked 
• Pllh rhrough the mob unlLl Horus httd Urhkk himself The Overlord '11.5 In 
ellormous Ork. but he WIS simply 110 maICh fOf Ihe Primlf( h's skill .nd unll.lunl 
power FiM Cflppllllif hiS enemy. Horus helted Url.kk's broke:n body out ooto Ihe 
1001 .nd Ihrc~ ;1 sCfumlllg from Ihe hmlcmcnls 10 fill far below .mongSl Ihe horde 
of Orb slill .SSlulILng Ihe lower levels 

Tht suddeD demis<: of Ihm mllfhly lude! stol l ]»oi( Ihrough Ihe CrccD,k,o folCCJ. 
... hlch s"'ltd 10 1.11 buk Irom Ihe Termlllllors BUI Ihe fleeing mobs found Ihey h.d 
Ilo ... hcre to run, '" Ih. ouler .... lIs h.d beep bruched by the lIlICking lUll. Wolves. 
IDd Ih. dly lurned mto I shughle,. Bltk In Ihe O .. erlord's (b.mber, HofWI fouod every 
Ork Ind Tcrmllutor dwl, 'p,irl from the gorc--drcDched upum of Ihe 151 Comp,i0Y, 
Al»ddoD, surrounded by crushed .nd broke:n bodiu 

As word of hl5 dCllh 'prud. Ih. Overlord·s .mplfe fflGmeDltd, The Impeml folto 
~cre .ble 10 dcslloy or d"ve oul Ihe tcmllnlllg Oth .Dd free Ihc 'IU.dUDt for Impend 
rule wllhm • yur (n.lUnlly, the lunl Wolves c1llmed to hn'C libenlcd IUbsl.DH.lly 
marc ~orld~ Ih.n Ibm .lIies) 

reinforcements appr08cned In a bid to 
slay the Emperor before It was too 
late, Horus lowered the shields around 
his baltle barge, daring his creator to 
tetepan on board, But II was Horus 
who was slain, and wUh him died Ihe 
rebellion It was a traumatic and 
devaslaling blow for the Sons of 
Horus. Everylhlng they had ever 
tought for was lost The Legion feU 
back .mmedlately from the attack on 
the palace and lought their way back 
to theil shu\ltas, This action atone IS 
thoughl to have secured the enmity of 
aU Ihe other TraItor legions. On board 
Ihe balUe barge, the Captain 01 the t st 
Company led a furious counter-aUack 
to drive the Imperials Irom the vessel. 
then fled Into space wllh Ihe 
Warmaster's body 

campaign against the lmpenum They 
constructed a lortress·tomb lor the 
body of the Warmasler and even in 
death still revered him as their 
commander Nobody was appointed In 
his place, and the Captains of the 
legion would offer sacrifices and pray 
for gUidance in his shrine In the 
following centuries they were the most 
active of the Traitor legions, possibly 
trying to malmaln their Iradlhon of 
achieving more Ihan the olhers, or 
perhaps seeking to atone lor their 
moment 01 weakness on Terta During 
this time they offered their worship to 
each of the Chaos gods in lurn, 
willingly giVing Ihelr bodies to 
possession by Daemons In emulation 
01 their dead Primarch. However, With 
every change In loyalty, the Daemons 
of the rejected god letreated Into the 
warp leaVing their Space Manne hosts 
nothing more than discarded husks 
The legion grew fewer and fewer until 
II was threatened wllh extinction 
Desperate experimentation and 
research by the legion's Sorcerer-

Exile 

Along with the othar rebel legions, the 
Sons 01 Horus found lefuge in the Eye 
of Terror, where they established a 
base Irom which to conhnue tho 

• 

librarians finally uncovered a method 
of possession that did not destroy the 
mortal host 

Saved, but still numerically inferior, the 
Sons of Horus loughl a series of 
bloody wars against the other Trallor 
legions, vying lor resources, power 
and superiority within Ihe Eye 01 
Terror. The culmination or the conflict 
was the destruction of the legion's 
fortress by a combined force of their 
erstWhile allles, including the 
Emperor's Children. Worse still, the 
Warmaster's corpse was taken and 
there were subsequent reports that 
a beln9 calling himself the 
Primogenitor was working with the 
Emperor's Children to clone the body 
With their Prlmarch taken from them 
and defiled by their enemies, the 
remains of the l egion finally swors 
fealty to a new teader - Abaddon, 
Caplaln of the 1 sl Company 

AbaddOn knew Ihat the memory of the 
Warmaster shsckJed his legion to the 
failures 01 the past, so hIS first edicts 
renounced the name of Horus and the 
aoclentliUe 01 the legion. Taking their 
last sUlViving battle barge, he led them 
in a lightnIng raid that destroyed Ihe 
Warmasler's body and the whole 
Cloning laboratory complex. For thIS 
action and in every subsequent 
slghtm9. each Space Marine's allTK)( 
was pamted black Since this time, 
Abaddon's 'Black legion' has rajded 
the Imperium, sowing havoc and 
misery on every world II anacks, 

Home World 

The legion's home world 01 CthonJa 
no longer exists, having apparently 
Iosl geo·structurallnlegrily and broken 
apart Into asterojds and debris dUring 
the centuries following the Heresy, 
Certainly the once ote-rlch planet was 
riddled wilh mine workings right 
through to its dead core (tn fact, the 
numerous gangers thai formed the 
population may onginally have been 
Imported as work teams to maintain 
the crumbling lunnels) , however, there 
IS much conjecture that Cthonla was 
destroyed deliberalaly 

SInce the destrucllon of their fortress 
In the Eye of TerTor. the Black legIOn Is 
no longer based on any panlcular 
plane!. Instead slaUoned permanenlly 
on venous spacecraft They possess a 
single ancient battle barge Irom their 
origlnat Ileel. es weH as other vassels 
commandeered or captured over the 
years, In particular, many Imperial 
Navy shjps that rebelled dUring the 

I 



Horus Heresy now seem to be 
under Abaddon's command, along 
with newer vessels he has 
ordered constructed 

Combat doctrine 

The Legion is a Ilexible fighting force 
that can perform well and adapt 
qUickly to any combat situation II was 
trained to respond sharply and 
decisively to !he tactical orders of lis 
Warmasler, and consequently the 

chain 01 command Within the legion 
was very effiCient. This suffered 
significantly during the early years of 
exile when the Legion was leaderless. 
but Abaddon has done much to restore 
discipline. mainly through fear and 
horrendous violence Inflicted on those 
that displease him. Horus's lavored 
doctrine of 'tearing the throat out of the 
enemy' by eliminating their high 
command In a SWill strike, remains a 
well-used taclic. 

• 
Organization 

After the death of Horus, proper 
structure within the squads and 
companies disintegrated, and their 
later dispersal In various spacecraft 
further Iragmented the Legion, Now 
warbands of virtually any size and 
composition can be found following 
Black Legion ChampIons - ranking 
officers from older times or newly 
emerged leaders who have won lavot 
through their violent deeds At times. 
such warbands rally together under 
the banner of a greater Champion or 
even Abaddon himself, for a major raid 
or Incursion Into the hated Imperium 
However, loyalty to differing Chaos 
gods often leads to Internal politics 
and conflict. Possession by Daemons 
is still considered highly favorable, and 
many mambers of the Legion have the 
honor 01 being hosts. 

Beliefs 

The overriding belfet of the Legion 
prior to the Warmaster's demise was 
in the ultimate supenority of Horus and 
themselves In conlinuaUy seekIng to 
prove themselves as the greatest 
Legion, they did indeed achieve most 
in terms 01 sheer numbers 01 worlds 
brought Into the Impenal fold prior to 
the Heresy. Their defeat and eKlle was 
a crushing blow to the collective ego of 
the Legion. It has taken all the strength 
of character of their new commander, 
Abaddon, to restore the Legion's 
sense of prIde and relocus on their 
ultimate goal- to overthrow everything 
which the false emperor of 
Mankind created 

Gene-seed 

The Legion's gene-seed, pnor to the 
incident on Davin, was reliably pure 
However, following thelf corruption by 
Chaos, Space Marines starled to 
exhibit random mutations. and it is 
likely that th1s taint goes right down to 
the gene-seed level. The regular 
practice 01 seeking Daemonic 
possession may also have 
aC(:eterated the effect However, such 
mutatfons are seen as a mark of favor 
from the Chaos deilies and are 
generally displayed with pride 

Battle-cry 

Up unlit the destruction of Horus's 
body: ~For the Warmaslert" 

Following this evenl. the various 
warbands each use their own 
battle-cries. Warbands fighting for 
Abaddon use ·We are returnedl~ 

• 



BITTERIND 
TWISTED 

TIlls monlh Ihe legIons 01 Chaos 
al'1l bolstered by Ihe release 01 an 
Iron WarrIors squad and an Iron 
Warriors Warsmllh. You can nnd 
Ihe rules lor Ihe Iron Warriors In 
Ihe Index Aslanes compllaUon. The Implacable Iron Warriors have landed I 

An Iron Warriors Wsrsmifh An Iron Warri0r.5 Watriors with 8 IascanrlQf1 and 8 





THREFIT 
Next Issue sees the return of an 
ancient and most formidable foe 
to the battlefield of the 41st 
Millennium - the Necrons have 
risen to plague the galaxy 
once again! 

A sparkling new 64 page codex 
along with an eKeellenl range of 
new miniatures will start hitting 
the shelves next month. 

The mists of time have finally 
Ufted to unveil the ancient 
masters of this un living race. 

Check oul next Issue and you'll 
have no doubt this metallic horde 
Is 8 very ~Ihal foe indeed ... 

The NEIC(on Desfroyer IS now a 
superb new plastIC kif. 

AI /he cere of any Necron army lire the Necron wamors. New plasflC models nav6 been sculpted by Jes GOOdWin 8nd Colm Gray$OfJ 
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ftghting with Chaos 
Space Marines for 
over five yealS 
and in this time 
has gathered 
together 8 vast 
warband of Black 
Legion Chaos 
Space Marines. 

0, all the different W/lorhammer 
40,000 armies available, the one 

with the most variety of units to 
choose Irom has to be Chaos Space 
Marines. You can have a full-on 'hack 
the enemy to pieces' dose combat 

CHAOS SPACE NES 
Denes Fa. PlaYING WITH CHAOS SPiel MUINIIRMIIS 
army. 8 solid, defensive torce stacked 
with massed firepower or even 8 
mobile army deSigned 10 outmaneuver 
the enemy. all with 8 different 
selection of miniatures. Whatever your 
favored playing style, the Chaos 
Space Marine army list probably has 
the troop types to accommodate It. 

In gaming terms, the result of sHlhls 
variety is thai your opponents won't 
know what to e)(pect when they tum 
up 10 play you. You also have the 
option of choosing your army 
specifically to beat one opponent. For 
e)(smple, if you know your mate's 
Tyranids always charge across the 
banlefleld at your tines, you could gain 

the upper hand by taking an entirety 
'shooty' army to mow down the swann 
before il reaches you. However, Ihis 
approach usuaUy leaves your army 
inflexible and vulnerable to a 'double 
bluff - Imagine the camage if your 
mate suddenly announces he has 
decided to use a Seeding Swarm 
army for a change, and deep slnkes 
into the midst of your troops! 

A more challengIng approach Is to 
select a fle)(lble, rounded army that 
can, il you play well, win against any 
enemy army with only a lew minor 
adjustments. Tournament play is the 
ultimate test 01 this approach, where 
you must play unknown opponents 
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with no change to your army at all . 
This article will deal with choosing and 
using this sort ot alf·round Chaos 
army, simply because that Is what I 
generally use. I moslly play agaInst 
Mati Hutson's Black Templars or Tau, 
Paul Sawyer's White Scars. Rowland 
Cox's Imperial Guard, Alex Boyd's 
Orks, and Phil Kelly's Tyranids and 
Eldar - so my tactics are largely 
formulated trom these games. Another 
effecl of all the variety in the Chaos 
army is that, beIng rather a slow 
painler, I haven't got around to 
palnhng up all the possIble choices -
so if , don'l mention your lavonle troop 
type it just means that I haven'llned 
them yet. (Not that It seems to matter; 
Graham Is a very capable 
player - Ed.) 

IITruJlllO ROlfS 
I consider my Chaos army as a 
miXlure of assault units and fire 
support units, The role 01 assault units 
Is to get into close combat (preferably 
by assaulting, not getting assaulted) 
and to hack the enemy to bits. The 
role of fire support units is to destroy 

anything that causes a real Ihreatto 
the assault units, whether that threat 
be from shooting or something that is 
likely to beat my assault units in 
combat. For Ihe army 10 function well 
(and hopefully win), as many units as 
possible must complete their roles 
successfully. This may seem like 
common sense, but it really is the key 
to winning, so II's important to keep 
these roles in mind when choosing, 
deploying and playing with your army. 

asSAULT UNITS 

Chaos lord 
Every Chaos army needs a Chaos 
lord or a Daemon Prince to lead It, 
and. with the addition of some tasty 
wargear, these can become eXlremely 
deslructlve combat monsters. 
I take a Chaos lord. riding a Jugger 
to gel five or six attacks, normally 
accompanied by a Chaos Space 
Marine squad armed with pislols and 
close combat weapons, Including a 
Champion with a power fISt. I can rely 
on this lot 10 tear apart most things 
they assault. 

Chaos Term inators 
These are great. They are hard to kill, 
especially since they were given a 5+ 
invulnerable save in WD250's Chapter 
Approved, and, unlike Imperial 
Terminators. you do not have to 
choose between combat and 
firepower prowess - you can have 
bothl Twin·lInkecl boilers throw oullots 
of accurate shols and you can throw 
in a heavy weapon (t always take an 
autocannon for the long range) and a 
few meltaguns, as well. However, It is 
their combat weapons that make 
Chaos Terminators really dangerous. 
Ughlning claws afe my favorite. Rs-­
rolling the To Wound dice makes them 
extremely efficient even against 
Toughness 5 foes like Space Marine 
Bikers, I like to take a good-sized 
squad of seven or eight Terminators­
if you lake only five. then a couple of 
early casualties severely reduces the 
unit's effectiveness. , expect to lose a 
lew to shooling, so I leave two models 
wilh jusllhe basic power weapons to 
be removed first, then give the rest 
lighlnlng claws plus a chainfist 10 deal 
with tanks and Dreadnoughts. 
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Chaos Dreadnoughts 
These are extremely dangerous 
assault units. They get one more 
Attack than their Imperial counterparts 
and may go into a Blood Rage, 
charging at the enemy with double 
Attacks. Don't forget to keep rolling for 
this when the Dreadnought Is In 
combat - it is now even more likely to 
go into a Blood Ragel Obviously. this 
model can be very destructive , af)d 
most Infantry models will not be able 
to cause damage back thanks to its 
heavy armor. Just watch out for huge 
squads of small creatures such as 
Gretchln or Termagants. Things like 
these can hold up a Dreadnought for 
most 01 the game as It will probably 
only kill two or three per turn - not 
much of a dent In a squad of thirty! It 
is much more useful attacking the 
enemY's expensive Elite units. 

Chaos Bikers 
Bikers can be very useful In an 
assault. Their speed means that they 
should get to charge, giving them 
three Attacks each in the first round 
thanks to the scythes end blades on 
their bikes. r always Include an 
Asplr'ing Champion witt'! a power 
weapon for extra bite. and the squad 
is very reliable at defeating an 
enemy's smaller units. They are great 
for speeding up a flank to take out 
heavy weapon teams or Infiltrators 

Raptors 
These guys cost a fair few points, so I 
generally take a small squad that can 
nip around the flanks. jump oul from 
behind terrain and attack. Keeping 
them hidden Is important because 
they are a good prize for a starcannon 
crew or the like. Fortunately, staymg 
out of sight is whal jump packers 
excel at. Their Fearsome Charge 
ability means they can force quite 
powerful enemy units to fait back (as 
long as they're not Fearless) by 
simply winning combat and haVe a 
good chance of chasing them down. 
too. However, remember to took at 

nun_lit nlE fIIIIlY 

where your Raplors will end up - you 
may be sacrificing them for the 
chance 10 kill the enemy. Equally, H 
you decide to use the Hit and Run 
abfllty, remember it IS your opponent's 
tum next and he will be gunning for 
Ihem If they haven't tun far enough. If 
the unit you charged has not fallen 
back (for whatever reason) , consider 
the option 01 trying to sUlVive another 
turn In combat and then using the Hit 
and Run when it is your turn next 

Possessed 
Possessed get three random 
daemonic abilities, roUed up at the 
start of each game; so taking them is 
a bll of a gamble, but if you get lucky 
you'll end up wllh an awesome 
assault unit. Even il you get a poor 
roll , you'll still end up with a decent 
close combat squad. You'll have to 
adapt their exact role depending on 
what you get. so prepare to be 
flexible. A Rhino may be worth taking , 
to keep them safe and make sure they 
reach the enemy lines with 
minimal casual ties. 

Plague Marines 
The best unit to receive an enemy 
charge and sUlVive - Plague Marines 
have Toughness 5 and are Fearless, 
making them really hard 10 get rid 01. 
More about that laler ... 

Bloodthlrster 
In big games I use a Bloodthirster 
because it's Just about the most 
dangerous and fear-inducing model 
you can get. In fact, all the Greater 
Daemons are fairly similar, but t think 
Ihe two with wmgs are easiest to use 
as they are more likely to be able to 
assault in the tum they appear. and 
hence not get shot at. They will smash 
apart tanks and are good lor 
disposing of Dreadnoughts. 
Termmators and other expensIVe 
units. Jusl try to keep them in combat 
so they cannot be targeted 
by shooting. 

As all Chaos commanders know, your Dreadnought is at risk of going Into 
Fire Frenzy. shooting all "s guns twice al the nearest models - friend or foe. 
Now, Andy Chambers has told me thaI some players moan bitterly about 
having their own troops mown down by their psychotic Dreads, but I think ,t Is 
a really entertaining and characterlul rule. Besides, if you go Into a bIg sulk 
while evel}'One around you is laughIng at the self-inflicted carnage. your 
opponent has got one up on you without doing anythingl Just walt until the 
enemy Is the closest target ... it'll all seem worthwhlfe. Victims of my 
Dreadnoughts ' Fire Frenzies range from Matt Hutson's Emperor's Champ/on 
and his entire squad. to another of my own Dreadnoughtsl 

nlE .. PPDIT UNns 
Chaos Space Marines 
Rather than using a Havoc squad. I 
like to take a couple of basic Chaos 
Space Marine squads armed with 
boltguns and one heavy weapon. The 
big guns are much cheaper this way -
lascannons are 15 points instead of 
35! It means my tank-busting 
weapons aren't all stuck In one place, 
making It harder for Ihe enemy to slay 
out of slghl as they advance. II also 
makes it much harder for enemy 
shooting 10 take out my heavy 
firepower, as they'll have to kill lots 
more men before I have to take off the 
lascannoos. Another advantage Is that 
these &quads are Troops choices, and 
their main targets. enemy tanks. will 
usually be deployed firsl, being Heavy 
choices. ThIs enables you to positIon 
the lascaMons in the best possible 
place. often with a clear shot if you 
get the first turn. 

Obliterators 
Obliterators are extremely expensive 
models, and righlly so as they can 
morph a huge range of weapons to 
suit their largel. You are allowed just 
one of each heavy weapon type at a 
time - against armored targets you 
can use the lascannon. multi-mella 
and twin-linked meltagun, while 
against light targets you can use the 
assault cannon , heavy bolter and 
storm bolter. Any more than three 
Obliterators and you would have to 
use less suitable weapons, so for this 
reason I only ever take three In a 
squad. Note that only the heavy bolter 
and lascannon have ranges over 24" 
and that the heavy weapons can only 
be used if they do not move. making 
the effective range of Oblltarators 
fairly short. This means that like NOise 
Marines they woO( best against armies 
thai come towards your lines Paul 
Sawyer's While Scars can vouch fot 
this! (Thanks for bringing that up 
again - Ed.) 

Chaos Dreadnoughts 
As they are striding 10IWard to attaCk 
the enemy, Chaos Dreadnoughts 
should also be acting as lire support 
units. Mine are armed with plasma 
cannons (the weapon of choice 
agamst Space Marines In particular) 
or autocannons (great for stopping 
armor 10 vehicles like Trukks, 
Land Speeders and Raiders) . 

Chaos Bikes 
Chaos Bikes have twin-linked boilers 
and can always rapid fire, so they can 
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deliver some very accurate firepower 
trom a IorIg distance away -
12" movement plus 24- range. 
Remember, if you move within 12" In 
order to getlWo shots each, your 
bikes may be assaulted by any 
enemies who survive the hail of 
bolt shells. 

Noise Marines 
These are armed with sonic blasters 
lhal can also throw out a serious 
amount of firepower, especially if they 
stand still. This makes them most cost 
effective in a defensive role, ideal 
against poorty ermored troops that are 
likely to edVance lowards you , such 
as Orks or Tyranids. 

IOO •• UTFOIL 
As with all armies there are certain 
enemy units that can really mess you 
upt These are some of the worst I 
have encountered ... 

Vindicator. 
t hate Vlndicalors, especially Matt 
Hutson'st Thai huge template tends to 

kill every Space Manne under it, 
including most of your Terminators. 
Battle cannons from leman Russ 
tanks have a bigger range but alleast 
Terminators get their armor save 
against them. Remedy? Keep your 
models well spaced out and shoot the 
tanks as soon as possible. 

Incubi 
Incubi accompany a killer Archon, 
come with a power weapon each and 
have a better Initiative than Chaos 
models. They will rip apart any of your 
squads without even working up a 
sweat, and tend to swoop In on a 
Raider so they invariably gel 10 
charge, too. Solution? Take out their 
Raider early on so you can shoot 
Ihem 10 bits as they trudge across the 
table. Alternatively, Induce them to 
charge your Terminators while they 
are in cover so you get to go first for a 
change (this only wone.ed once 
because the next time my opponent 
brought plasma grenades)J 

Nobl. mobs 
These can cause problems because 

their choppas reduce your armor 
saves, pius they'll probably fight Ilrst II 
they charge and they get a simply 
horrendous number of attacks. Again 
the key Is to largeltheir TrtJkk so you 
can whittle down their numbers before 
they assault , but Alex always has a 
number of ploys to stop me doing thlsl 

Dark Reapers 
Shooting from Dane. Reapers is always 
damaging to Space Marines, and they 
hide away right at the lar side of 
the table. Shoot back al them 
with aulocannonsl 

Wralthlords 
Wraith lords are as good as a 
Dreadnought at both combat and 
shooting They have to be wounded 
three separate times to kill them and 
you can't shake or stun them. II simply 
takes lois of big guns to destroy these 
Eldar giants Your best bet is probably 
a Chaos Predator equipped with all 
lascannons, but I don't have one of 
these yet (however, there's a tasty 
new model on the way)! 
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SUMMONING THE BlHlTHllITUI 
To summon 8 Greater Daemon you go through each of your characters In 
tum and the first time you roff 8 6, thet model Is possessed and replaced by 
the monstsr, If no 6 IS rolled you have to wa,t and try again next tum. This 
means that the number of Aspiring Champions In your army WIll affect when 
the Daemon is likely to appear. If you only have your Chaos Lord and one or 
two AspIring Champions then there Is 8 good chance that your Daemon will 
not appear until late In the game - hardly 8 good use of this expensive model. 
There is also a good chance that your Chaos Lord will be the model you lose 
- 8 serious blow - my usual Lord costs 140 points. 8S much 8S the 
Bloodthirste( Itselll Worse still, if things are going badly you could /oss all your 
characters before your Daemon has popped out 8t alll 

To ensure this doesn't happen, you can buy your Lord a retmue that Includes 
multiple Aspiring Champions. This way I can be pretty sure that the Daemon 
will arrive early on, and I win have to be much more unlucky to lose my 
Chaos Lord in the process. This method also makes the Lord and his retinue 
an awesome, if 8Xpensive, squad. The only problem now Is that the 
Bloodthirs/er may appear too soon, before you have got Info assault range, 
leaving him a great big target for all the enemys guns 

A good compromise I have found Is to take around three Aspiring Champions 
In total plus my Lord. With a bft of luck my Daemon will then appear around 
Turn 3, Just in time to charge In and cause havoc. 

TlIIT1lL 
So far I have assigned banlefield roles 
to all my units and mentioned a lew 
particular things 10 look out I()( and 
avoid. It IS also useful, once you can 
see your opponent's army, to think 
about the roles enemy units will play 
and, as the game proceeds, try to 
prevent them doing so. But how do 
you achieve all this? In the midst of 
battle how do you get all your units to 
do what you want while preventing 
enemy Units doing what your 
opponent wants? The answer Is all 
about deployment and maneuvering 

Deployment 
The key to good deployment Is 
thinking ahead. FIre support units 
obviously need a good line 01 Sight, 
not necessarily to where enemy units 
are deployed, but also to where they 
are likely to advance. Assault troops 
benefit from keeping terrain that blocks 
line of sight between them and the 
enemy's fire support units, so deploy 
them accordingly, remembering how 
far they can move each tum. Troops 
that move only 6" each tum take a 
long time to get anywhere, so you can 
rarely afford to change your mind 
about where a unit Is going hallway 
through the game. Faster units such 
as bikers or squads in transport 
vehicles are bener SUIted to roving 
about the battlefield, and I ohen 
deploy my Chaos bikes at the back in 
the middle, so they can move to add 
weight 01 numbers or to meet any 
new Ihreats 

Maneuvering 
Once the battle Is raging things get e 
lot more tricky, as both players try to 
get the best out or their own units and 
prevent their opponent from doing the 
same. My army always relies more on 
combat than shooling, and assaulting 
your enemy always gains you an 
advantage in combat, 50 maneuvering 
my squads to 'get the charge' is very 
important. In lact , assauiling 
potentially adds so much to a model's 
basic movement (adding on the 
assault move and poSSible sweep 
move) that it Is crucial for vic10ry In 
many a battle, whatever the armies 
involved I'll finish off with some lipS 
on maneuvering 10 gam the upper 
hand In 
close combat . 

D OW THY DISTIIICES 
Your opponent cannot charge if you 
don't move 10 within his charge range 
in your tum. For normal foot troops 
the crucial measurement Is 12" 
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(6" basic move + S" assault move). II 
you move within this distance you 
can, and probably will. be assaulted. 
Equalty, it's handy to recognize when 
the enemy has come too close and 
your own troops are in range. 
Remember that some units have a 
longer range - troops who can Fleet 
of Fool have a maximum range of 18", 
while squads in transport vehicles can 
charge anyone within 20· (12" vehicle 
move + dlsembal1< within 2" + 6" 
assault move) - and note thai certain 
lIehlcle upgrades can increase this 
even further. 01 course, you cannot go 
around with a tape measure to check 
these ranges, so you have to learn to 
estimate the distance on Ihe tabletop 

DDNT SIDDT TIll ONlY 
OIlS YOU CAlI RIACH 
A common tactic Is to shoot al an 
enemy squad to sofien it up before 
assaulting it in the same lurn. 
However, always remember Ihat your 
opponent is allowed to choose which 
of his models to remove as casualties, 
so he may remove the ones nearest 
10 your troops, leaving none 01 your 
models in assault range. 01 course, 
this only works if you are allhe limit 01 
your charge range and there are 
enough casualties, but it can make 
the difference between the chance to 
Wipe out the enemy or shooling Just a 
handful, only for the surviv()(5 10 
assault you inslead! II may be a belter 

.0lD AIID COUmR-CIlUII 
Sometimes you cannot avoid being 
assaulted by enemy squads, but 
you can manBwer your own forces 
so the unf! charged is one of your 
choice. Choose a unit that can 
survive the assault and not fa/l 
back, holdfng up the attack so an 
assault unit, conveniently waiting 
just beh{nd, can counter-chargB in 
your tum, Ideal holding units are 
those that are Fearless and will 
never run, It also helps if they are 
tough to kill, so In my army, Plague 
Marines get this job. 

idea to shoot at a different largello 
the one you want to assault, or even 
not shoot at all. 

AllY CMllA8l IS 1000 CAlIlA8I 
Atlhe end of the day, when the chIps 
are down, Ilry 10 remember that I am 
a Chaos player and my army Is led by 
a Champion of Khome. If everything is 
going wrong, then my linal order will 
be to charge everything possible into 
the assault. And I always try to get my 
lord into combat With the enemy 
commander. II he wins, then it is a 
huge moral VIctory. If he loses, well, 
it's just more dramatic thai wayl 
Besides, Khorne doesn't really care 
whose blood is flowing ... 

DISTllACnDI' AIID UCRlflCIS 
It may be useful to let the enemy 
assault one of your squads if it will 
draw them out of position -
sacrificing a unit to leave the enemy 
too close or roo far away. 

For example. if my Chaos bikers 
get behind or to the flank of an 
expensive enemy assault unit I 
would move them just within 12-. If 
the unit Ignores my bikers, they can 
continue to pour in close range 
bolter fire. If the unit wants to 
charge the bikes, then it must move 
nearly 12- back, away from the 
maIn thrust of the battle. I may los8 
a few bikes but if the enemy unit 
never manages to get back to 
where the real fighting is, it has 
been a useful distractiOfl. 
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FolloWIng the release 01 the 
superb new plasdc Chaos Space 
Marines our designers have been 
wailing Dn twa DI the leglDns 
IDund In the nrsllnde. Asllnes 
cDmpllldDD. This mlnth we bring 
VDU the EmperDrs Chlldren_ 

Children Lord 

SONS OF I HE 
EMPEROR 

The lavorltes 01 Slaanesh have arrlvedl 

SUS IF T. EMPEIO • . 41 . • 'IIL ZIIZ 



WrllI • blow ,Iu. _"Id Iu .. k,Jkd I 

_",0/ ham .. 0111"8111. ,b. Bbd: Ug .... 
Tu,IOf Mm .. 'lCDI Ev..1I$, chlmpoo. of 
St..lllah. IblllmID8 11110 1M hud llrouad 
(..'1"""< po .. flooded ,hu, RUG &ad 1(If 
brld 100<II<.1' E ... 1If pwotd oUI .a 

.... doal51K Il/glK. 

Oreal.1I II .. <y<>. F. .. allS nurvd.d ., 11K 
lI,u.dll)'OC c"uS'" u{tug ",ou ,h •• mel pll'pL. 
'ky .I>o~c A. IllS".' I.'e, ,ltd rho pc,,1 of b .. 
• na.l .... pc_trued ru. <OIIJeIOUlI!CSI la one 

,nedul mOhoa .... iC"llD8 bll pown nmorcd 
lonn "0lIl rhe puh 01 .he bLJd. as II 'lruck 
the rotlc .hac IIIOmcDb bdOfC h .. bud 
IwI. I .... 

Scre«hLDB , ... unbly del'Sh! E~nl flood 
• ntI I",.d 0(1 'S"ft$! h ..... ,1." The 

,_ ".",hmo's eiukd "ouad ,he 
po •• r ,"e>rd .mbedded 'a Ihe 
1I,0uod b., •••• ,h.m, ... tl! 
'ensed for ,he o,he" nlo ... 

TIle ,hrdl of tl)lllb.tl 
~ouncd ,hloullh ,be 

dum!,"--' body H. 
h~d lu. mOfl'CII'~ 

Mcl! .. Ihtlle; mom ... " .h<. OK um< 110 
ddlClOu)Jy dooc 10 <k1lb 'N' 1M .. ure 
nm:rsc 11100II b.IoDotcd 011 • h.re edge.. [YUill 

L><;ktd hIS 1'Pf .ad ,cgl-tdcd hIS Oppotocl{, 
up.alIiooltn. belO\Cted £.cc. H. l!)Ok I. nny 
nbd. InOvtmul. <Ycry 8ellu~ Inne $lowed 10 
• c ... 1 1J ,he dump_ rcaw:! ... '" super 
bumu IIUlliCk I. UpcCI.tIOD .ad .DhClp"'oa 

L •• he sky .I\ov< ..... ,p "~lalnH luted. 

,.~d " .. ",oa ,he henco. .nd lor • 
momon' ,he KeD< IKIOfC Eftnll' o:plDdcd In 

m,h, hied d"ploV H" ,h" RI''''''' .J" 
.!..orbed .I'm' ._ l.ci ... IC. e>1 "lIlu 
rdl.c .. d "" hll ..... y •• armIN I. ,h .... JI .. , 

of di.uJI()~ lho Ol>d. UI""'I'"'' d,", Iu. 
bolt p",..J .1Id pulkd III. '''!!II" Eu.~, 
locllSCd oa hll oppoocI'·' ('DII'" .. II d .. d 
QII ,h. "'gg<.r. ho •• lChed .be: m~ul. 11m 
bl_ .ntI 'IK uS'Y bol1 p,opel IIRJr 
'o ... rd, h"". ,,,ekIDg h .. u(hllt powu arme>t 
., h .. "Bill h,p ...d dtlr.a<h08 ., " humd 
IIMlf 10 h,s litlll!. 

1._1 .... 11 do ••• , h ... w..d. ,he slogh' .. , sl~h 
U(.fped .he dumpool-' lips 

-, ,hID. ~_ bro,her-

I, • stlllk. Ouod D\oO~m .. ' ha ... JP'u"I 
'OfY.rd IDd g"ppc.d. ,he "",Id II bolh h.ads. 

U""11 ,be m<>mu'um of h" IliaII<' .0 pull " 
I .... he s.rtlDM the .... p'" III •• ,d ••• e.. 
bc.h...d1D8 ,lie lIh.k U~IODft"' •• tth I 
IUpe,"uuul H'''. bo,. e>1 , •• Ihouund yu~ 
of IDC<SUnl .Dd mo., s"ulYln!! tQIIfl,u 

.... ,lie hudl ... co.pM <.I1""d 'e> .ho 
rocky II'OUM. ["".ws IOrvcytd 'he IUDe 
II""IId h,m Tb. daol". lud,,--,pe of 
E,h.mKl pl,~.d ..... , '0 • IUIlC 01 
du,h u.d dts'''''''1111 .Iu. b,olSh, • 
IlIUk to [""DU"' lull lip Tbe 
.. mon of ,"" 61><. L:¥",n Iud 
.ome ",.dc, • fl •• of •• "'. '0 
po.ky ... ,h !:.oUItl IDd h" 
[mperor·~ Ch,ldr.n .,,1.....:1 O~ 
.h,m .• "" SI"DC5,h, ell.mplOD h.d 
dK,d.d h. _uld DO' hooctr .11., 
illite: h. 1>OIIJd mh., .hy lb •• 
IIlk Tothr ., kUI 

" "I1IICi of h .. No,," MIJII.a 
.. ood IIOP • mouel 01 

n!Kk Lr,_ dud Tho .. 

SIllS IF TWi EIIIP£IOI • 47 •• Plil ZIIZ 

(hONl of dlMonioo. 111 •• ,II. •• a, • IIWIIM 
.hI0~8h ,ha, eacllllCl. .ho It II dut<h'OI ,1Ie1t 
!Iud ..... 1Ie p'ytbo- fOlI.te droc.s 01 ,be 
.. capoM ",dllCl:d lbelll '0 fillip "".de I"'" 
.. mot E~D"" l.h.lreI de. ply .., h. ~¥OKd ,be 
.,0111 ""IU.s. 'PP'«""ulI .\'C1'}' ...... 1101 .Ad 
ud<1I/;t. ap<Cl.lly ,d"hlD8 ,h. m'DIII.d '~'Clm1 

01 Ihc "bbe,,", "<IIm~ 

Tho 1..,,1 ••• , Iu. Ipp.GlthlDI II. (oullll'oft. 
uod E"CDUI fth • poDII of dWrP0llI.l .... al III.. 
111< d.logb",,1 ,IoUllhl<l mlll'l _II. ud He 
.",bed h .. el", men .. w, do.D {HI ,be 
rem ..... of .be IJIK. 1.ctI.0II {OKe. ,he: 
t.I¥Wtllll SlullC,du 10lJo.cn <aI1lDII do .... he 
Iut ft. l.glO.lI"a ,,1,1 OIIly .... fUI'-.1.1lCd 
W,,,, , S" ... 11. bat .ye. E~.IS oolC<d • 
"b,IoII.' .... H" .... ootS Irol< .11. mod IIIIU • 
,h. .. i.o,ds rGltlDII 11\(1 •• "beI from lhe Bb.k 
UIIKIIIOIII.·' bod, 

"No. •• ,11.11 h ••• o~1 pollcy-

Th. EmpClor'1 Child, .. ~'U'DI dnllll<'d I"" 
lIJ.d, UII'OD ..... ". berolt Ihm m ... ' •• ,lid 
IOffCd Ibm t.lp''''C 10 ~Decl II .Ix du.s. Wi.h 
drlte ... III1Ce.. Ih.-y ,.m" ... d .b. Ca.- Spot< 
M.n ... ·• htlm., • .d ,e,.dc.I, hw, {"mly. mM 
hllll look ~P " ["" .... , The: Ol .. k 
LegKllllUlle. q-a d"playul II 1I'<1Isrty of 
h.lttd .h. ''''''"p,oa 01 Slu..csh Iud tom< '0 
upct. I'r ,h. £.1 ... Emperor's "'''<y>. h;II h.d 
,udy Ku I •• TunOl' ~htl ... 

""Wd17 Ye>u .... be m_ago. of Ab.tddoll. II< 

y"" DO" Who, m~g •• ould you d.h_'T' 
E.nlll mOYed dose '0 ,he Bh~k ltjIODIU'" 
u h. 1\~110Kd him. "'11<11""111 ,b. ulwn 
bdOlt " ume. 

Tbe "'''''!lade lI"pcd 'hl'Ollgb ,be 1"" ",rtK1<d 
by bn. _\lad" "od .,Ih "",bl. dlou dr"",,"d 

bd II'1II"'. m ..... "" -My Lord Abaddoa uJb 
tI. \'O~, d~bt. E~ ... H. (omma..d. YCMI lad 
roo' lIN"''' ", • .d rum You. servK .. II. 0IlC. 

'R". "I\uu<d' 

• And ,I I hI¥<' mo« ImpomDI dmucI!ollll1" 

"You drm-I-

EnDu~' <fa lU"o..,d .. h~ po.d ... d Ih. 
ma.'~11 01 1M lIICIJ;j~e H< had kJIO •• lhe: 
.011 ..,.,Id ..... d.ay (ome. .he. A"'ddOl! lbe 
Dcspo<k. wo.ld ncr! ,he LDllle," be bad 
0'" E~II.I'" • .d ....... , e>.h.t:1 ,-, 
,lI.mp_ "f ,he Ch..o. po..,rs .1\0 Iwah' 
"lit .. ",Ihor ,,«uHy .111" •• ho Eye. of T.1TOf 

"I _ld {ar ",ber lui VOIIr hcod 10 Ih~ door 
01 my ,.mple. my brot"' •• bu. I .h.1I l~SI .. d 
1110. you 10 dcll~Ct m~ '''POll'!<. Tell you. 
mUlct I ~lull "'cad I\lm T.II h,m I C.\P«I 
p'rmul ,houllh. ,. ,h. f .. I .. ". '0 wh"h I Iu •• 
h«ome KClIlIlomed· 

-Oh. y .... ,h.1I ... P',eI. E~nlU. u ..u ••• 11 
Y .... 11.11 ,.«,,< mOT< p.ymeat llu. ..-.. you 
bo .. • 11., '0 do ."h-



THE DEFENSE OF FORTRESS 
Scenery Table Just CRAWLING with Cool Stun! 

'<"1"1"71 For the past couple of months. 
new Studio Scenery Guru Chad 
Mierzwa (don't worry ... we can' , 
pronounce it. either) has been up 
10 his e lbows in tanks and 
Tyranids! This unbelievably 
cool table was made for the New 
York. Toy Fair convention last 
February and drew all SORTS of 
attention while there. Bul even if 

you didn't make il up to the Big Apple and see it in 
pcr.on . you' ll be able to check il OUI in all its 
massive glory at Games Day 2002 right here in 
Baltimore, MOl!! Get a close look at what we 
could only hinl at on these two pages • the 
incredible amount of COOL DETA ILS all over 
Ihi~ babyl Make sure 10 bring some paper 
towels ... yau WILL be drooling ... ! 



Here are a few more of the awesome 
details inside the fortress and below 
ground in the descn Ihat make Chad's 
table tndy a work of art the weapons 
nnnory (above lefl), the Operations 
Control Panels (above), II droid fix ing 
a Leman Ru')s (lefl), and a cool 
robotic fork lifl (below). 

endless stream 
of Tyranids scutt les up from 
the cavern below the surface 
and storms onto Ihe desen 
plain (Iefl and above). Each 
new wave lessens the chances 
of the valiant Imperial 
Guardsmen surviving l 

horrific onslaught as the 
bellsts begin to overwhelm the 
hope less ly outnumbered 

of Fortress Meer. 



In the nightmare future of the 41st Millennium. Mankind teeters upon the brink of 
cxtioc.tioD. The galaxy-spanoing Imperium of Mao is beset on all sides by ravening 

aliens and threatened from within by malevolent creatures and heretic rebels. 

All You Need 

Warhammer 40.000 Boxed Game 
$74.00 US · $110.00 CON 
Warhammer 40,000 brings the war-torn universe of the 
41s1 Millennium onlo your tabletop -the ceaseless din of 
gunfire, thunderous explosions, the rumble 01 passing 
tanks and the high-pitched whining of antl-gravllie motors 
screaming overhead. You are in command of squad afler 
squad of banle-hardened warriors. futuristic vehicles and 
devastahng war machines. USing Citadel miniatures, 
Warhammer 40,000 turns your tabletop into an actiOn­
packed balttefield. In the grim darkness of the far future 
there is only war! Will you survIve? 

The Warhammer 40,000 box contains 
more than just the rules, It Includes 
literally everything you need to wage your 
own tabletop battles. The boxed game 
comes with a 288 page rulebook and 
enough models 10 field the backbone of 
two different armies - the heroic Space 
Marines and the SInister Dark Eldar 11 also 
contains plastic terrain , featunng golhic 
rUinS and jungle trees, as well as plastic 
weapons templates 

Warhammer 40.000 Rulobonk 
$44.99 US · $65.00 CON 
This 288 page Rulebook contains all the rules you need to 
create exciting battles In the dark future 01 the 
41 sl Millennium. It includes everything from a complete 
hIstory of the War1lammer 40.000 universe. to modeling and 
painting lips, scenarios, campaIgn rules, and army lists lor all 
the major races of the Wamammer 40,000 universe 
Chaplor Approved $24.99 US • $32.00 CON 
The Chapter Approved compilatIOn IS an informative tome 01 
articles collated from past issues 01 WhIle Dwarf, plus new 
material. Including updated rules 101 Terminator Armor, and 
special characters lor the Ultramarines, It's a must have for any 
dedicated fan of Wamammer 40,000. 



Warhammer 40 ,000 Cod .. e, 

Essential lor building your army. each of the Warhammer 40,000 Codexes contains rules and background lor specific armies. a 
comprehensive army list, painting and modeling gUides and special characters 10 use in the army The Codex supplements expand the 
rules given in their parent Code xes to include armies which delliate from the parent Codex, oHenng new variants lor your battles 

119.99.00 US • $28.00 CON 

Space Marines 
$14.99.00 US • $20.00 CON 

I 
$14.99.00 US · $20.00 CON 

$14.99 .00 US · $20.00 CON 

I 

$14.99 .00 US· 120.00 CON $14.99.00 US • $20.00 CON 

Supplementl lor Cod .. Space Marin .. 

Codex Blood Angel, 
$9.99.00 US . $14.00 CON 

Supplemenllor Codu 
Imllerial Guard 

Codex Catachans 
$9.99.00 US . $14.00 CON 

Supplemental Codex 

Codex Armageddon 
19.99 .00 US • 114.00 CON 

Codex Dark Angels 
$9.99.00 US • $14.00 CON 

Codex Eldar 
$14.99.00 US • $20.00 CON 

Codex 
BaUlelone: 
Cilyflghl 
$19.99 US 
28.00 CON 

Codew 
Banl8200e 

Clf'l'h~tlllS a supplemental ~<!I 01 
rules lor Warhammer 40,000 
FfJahll'flQ Ille deadly conhrtes of 
waHom Cities. CityllOtI! allows 
you to fight VIolent connlcls 
across ttle rubble slreWTl s1reel~ 
Dillie 41st Millennium 

$14.99 .00 US • $20.00 CON 

Codex Space Wolve, 
$9.99.00 US . $14.00 CON 

Supplement lor 
Clldu Eldar 

Codex Craftworld Eldar 
$9.99.00 US • $14.00 CON 

Index Aslartes 
$19.99 US $28.00 CON 

A collection of Space Manne 
ar\lcllIS taken from White Owarl 
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10TH ANNIVERSARY! 
June 28th - 29th, Baltimore, MD 

Tickets available April 27th 
This is it! The moment you've all been wailing for ... the most exciting, most extraordinary, most 
awesome event around, GAMES DAY BALTIMORE!!! It's also the 10 Year Anniversary, no 

less! We couldn't imagine any bener place to be this June! Come down and experience 
a two day gaming extravaganza of Rogue Trader Tournaments for Warhammer and 

Warhammer 40,000 along with Lord of the Rings gaming and the Warhammer 40.000 
Collectible Card Game! Enter the renowned Golden Demon Painting Competition, 

bring your own models to battle with and meet our special guests, Pete Haines and Alan 
& Michael Perry! Get T-shirts. receive door prizes. p lay games 'til you drop, and then 

gel back up and battle some more!!! The fun never ends (until Saturday nigh t, at 
least)! Don' t miss your chance to live the dream of a lifetime. GAMES DAY!!! 

Pete Haines, the brains 
behind the creation of the 

and Alan and 
Michael Perry, sculptors 

eX1raordinaire! Atso look lor Sabertooth 
Games who will host a 64 player 
Wartlammer 40K Collectible Card Game 

Tournament! Be sure you stop by to get 



TICKET INFORMATION 
GENERAL ADMISSION TICKETS & DEALS 

GENERAL ADMISSION 
$20.00 - General Admission Ticket 

A General Admission Ticket Gives You: 

• Admlssioo to Games Day for BOTH days 

• Gaming in all the 'Bnng and Bailie' games, as well as 
any other unregistered games and events 

• Entrance inlo the Golden Demon Painting Competition 

" A chance 10 register for games altha door (if available) 

• More gaming fun than you could ever Imagine!!1 

TICKET UPGRADES 

GAME PRE-REGISTRA nON 
+$2.00 - Pre-Registration Upgrade 

Make sure you can gel In on the games you want 10 play 
by ordering a Game Pre-Registration ticket! Just by 
adding $2.00 to your ticket (or package deal) you can 
choose 10 reserve your spot In up 10 TWO registered 
games over the weekend 

+$5.00 - 40K CCG Tournament 
Upgrade 

Sabertooth Games has loined us to hokl a special 
Warhammoo 40,000 Colleotlble Card Game Toumamenll 
Make sure you add this upgrade to your ticket or package 
deal. There is melfe information later in this article. 

GET YOUR TICKETS! 

ORDE NOW!!! 
~~~~~~~ ~--~ 
If you ate ordering a General Adml.slon ticket you can : 

• PUrchase your tICket at moSI G9me9 Workshop Retail stores 
· Ordor your ticket Of packag4:1 deal through Games Wol1tshop 

Mall Order 
· Ordar your IIcket or package deal through the Games 

WorkShOp Online Store (.....ww.games·workshop.com) 

It you are ordering a Pre-Registration ticket. a 40K CCG 
Tournament ticket or ptaylng In a Rogue Trader 
Tournament, you can !2!JLY order your ticket or 
package deal by phone through Games 
Workshop Mall Orderl 

CALL DA TROLLS AT GAMES WORKSHOP MAIL ORDER 

1-800-394-GAME 

PACKAGE DEALS 
$36.00 - Package Deal #1 
You Get· ..... .,M, 

· 1 Gam~s Day Ticket .JeR" 
- AND a Games Oay 2001 T·Shin 

$67.00 - Package Deal #2 
You Get: 

• t Games Day Ticket 
·A Games Day 2001 T·Shlrt 
- AND a Games Workshop Figure Casel 

ROGUE TRADER 
TOURNAMENT REGISTRATION 
+$30.00 - Tournament Upgrade 

This year the Rogue Trader Tournaments will be taking 
place over both days 01 Games Day. There will be one 
lor Warhammer and one lor Warhammer 40,000. Please 
check the inlormation later in this article lor more 
Information on times and schedules for the tournaments. 

n...~ Gamn Day ~ ........ 1"' .... NOT be...., M 11-. 
)IH1 .......... , 11 will be..,...,. lwa1 FREE 10 ~ .... /IO .n_. 

WHAT KINO OF TICKET SHOULD I GET? 
Good questlon1 We have to admit it can lOok a little conlU9lng 
WIth all of you, ticket OPtions. pre· registered gaming. 
loumameflts. and a multitude 01 other events! Hare Is our advice 

Buy a Ganeral Admission TIcket If ... 
you're coming to Games Day to enler GOlden Demon, talk to 

designers, check out upcoming releases, take advantage 01 
apeclal deals al tlla Games Day Store, and to bfing your own 
models 10 gel into Bnng & BalUe Gamesl tI you' re play ing in a 
toumament. you should buy this ticket since you won' be able 
to oat Into any other registered games throughotn the weekend! 

Upgrade 10 a Pr. Reglstratlon Tlckel It. .. 
you want to ensure you are getting into avery game you 

possibly can!!1 There are plenty Of Bring & Battle games to 
keep you busy during both days, but the registered gaming 
tablal ara e)(\ra spectacular. and by pre·registerlng on lhem 
you can guarantee yourseff spocttlc game hmes and armies 



GAMING 
TABLES 

REGISTERED GAMES 
Then tables ha"e all the KGnery and miniature. reMly 10 play an them · YOU MUST REGISTER FOR THESE GAMESt 

Table 1 • Pillaging in Sylvania· Vamplr. Counts vs. Dogs of War Table 8 • A 81U.r AIIV • Dark Elv •• Va. Dwarf. 
Wars are eKpensive and .n~ wants 10 hire the Uk" 01 rp. Ow"..,. are Ilred Irom the long march home and they lost many 
mercenaries because 01 thel' high costs. So the Dogs 01 War are at their kindred aiding their neighbor, The Empire. BUI a new enemy 
laking maHers Into tIlelr own hands and pillaging the countryside fOf ~IIS In ambush al a crossroads and Is wHlrng to lake actvanlage 01 
riches. SylVania looks like a nice target, but will the residents ttl91'S the weakened condition ollne Owarls 
allow thelt treasures to be laken wtthoul a light? 
Tlble 2· Legion 01 the Dammed · Brelonni.ns ilL Vampire Counts 
There has been a dfOlJghl In the eastern lands of Brel""nlll, and 8 
gafTlson has been senllo investigate the problem. The sCOuts have 
reponed a dam blocking the 110'011 01 water. Destroy the dam and be 
the hero or become the villain and wipe out humanltyl 

Tabl. 3 . Lost Civilization · Uzardmen vs. Orcs and Goblins 
The mighty Ore Waaaghl has led a band of Orcs and Goblins 10 the 
jungles 01 luSlna. After weeks with no signs 01 enemies to light and 
all the snollings eaten by the Orc horde, they finally stumble across 
a village. The only problem Is that the ltzardmen there may have 
some Issues 'o\I1th thelf home being burned and plundered. 

Table 4 • Uninvited Guests - Chaos Daemon vs. Wood Elve. 
In a glen just 0UIStde the loren Forest, a cull has just finished 
construction on a summoning circle 01 stone. Daemon hordes haw 
begun to Invade the loren Forest. and the Wood Elves have 
decided to lake action. Which side will you aId In their lime of ni!Ie<I' 
Table 5 · Treasure 01 the Old One. - Uzardmen vs. HlgH'Elve, 
The High Elves are making a move and they are oattemptlng to 
reclaim what was once theirs. The magic Items lhat are stofeclln 
this Lustlan temple Will aid In Ihelr qu Uniortunatety, the 
Uzardmen will protect these retlcs with t htes and try to preserve 
the sanctity of the Old Ones. 
Table 6 • Shores of Blood· Dart( Etves va. High Elves 
The ancient Civil War COfltinues WIth a bitter struggle lor a vitat jXlI1 
lor both the Dar\!; and High ElWls. The Corsars haw landed a Black 
Ark and Intend on staying, but the High Elf ga(fison plans on 
vanquishing their loes. 

Tabl.7 - The Northern Wasles - Chaos Warriors vs. Skaven 
The Skaven have tunneled to an area lhal has never been seen 
belore by their kind, and they're investigating the area with a sizable 
lorce for salety. The marauders at)d warriors rhat lnhabit the area are 
more than willing to give them all the trouble the Skaven can handle 

Tab .. t . Kro"eplatz - Empire va. Ore. and Goblins 
Once egain the town of Kronehelm Is under a"ack and the mighty 
Of'CI and Goblins have come to raze the city. The Empire militia and 
st.latroops sent 10 delend the town arB awalling the attackers In the 
otnter 01 Kroneplal2. 

Table 10· Skavenbllght· Bretonnlans vs. Skaven 
Skaven raids from Skavenbllght have prompted tha King 01 
Bretonnla 10 call lor a crusade to dnve the Skaven back to their 
cesspit and raze It to tile ground Can the Silaven hold their ground 
and deleal the armored man'f!lngs? 

Tab .. 11 - Hidden Treasure· Chaos Warriors vs. Empire 
A Chaos war1)and is raiding an Empire prOVInce. The Empire army 
dlspatctJed 10 meellhe foe hili ca~ht up to them at the deVastated 

!fa toWn of KrO(leberg 

'Table 12 - Scavengers· Skaven V8. Wood Elvas 
In an altort the funher the wishes 01 the 13 Lords ot Decay, Skeven 
hflve betn clearing vast chunks 01 lorest for a Vlte project. The 
Wood Elves will not 110'011 them to delile their sacred woodlands. 

Tabt8 13 · SUll'flse Attack - Chaos Warrior. va. High Elves 
In on:I6r 10 protect their bordars and their seafaring, Ihe High ElVes 
have decided 10 oestroy several marauder encampments aJoog the 
cotsthna. The maraudl!rs are unaware 01 this deviously aggressive 
act and are happily asleep when the High Elves arrive 

Table t4 - Circle of the Dud· Dwarf. VI. Vampire Countl 
Fir6, Orcs and Gob 5, then Skaven. now Undead. What's neXl? 
Kalak Kronag nas n Invaded by Undead and is nearly lost The 
miners nave dug lhe~ way 10 the surface and found a circle 01 stone 
thaI S&8ms 10 be us~ to raise the dead The Owarls must destroy 
lhe cHele at)d put an end 10 this Invasion as the graat necromancers 
Iry 10 prevant !IllS trom happening. 

' SRING AND SATTLE' TASLES 
Just show up Ind pllyl YOU DO NOT HAVE TO REGISTf:R FOR THESE GAMES. BUT YOU MUST BRING YOUR OWN MINIATURES TO PLAY 

WJTlt. Ttoop ~UIf9ments (point., ""riellons. Itc.Jar. I1slec:l with e.eh tlb" 

Table 1 • Burled Treasura 
A treasure map has been found and you are tasked with the 

responslbillty 10 S8aIt out the treasure and br1ng It ~ to your Ior'd 

Bring 300 polnts worth of core lroops and 1 heR) chok:e worth up to 

100 points. 

Tabla 2 - Better Off Dead 

Armies amass themselves and proviSions a¥. ru Ing loW. Your foraf 
has been sent out In search for lood at)d ot at materials Bri 

300 polnts worth of COfe troops and up 10 150 PoInts worth 01 spec 

Table 3 • Winds of Magic 

The lorces 01 good and evil dash once agam on tt)e Island 01 Albion, 
Bring up to 3 wizards worth no more than 500 pol ThIS bitter c 

goes until the last man Is standing or unlil time Is catled 



GAMING 
TABLES 

REGISTERED GAMES 
The .. 'abies have III the KltMry and mlnlaturu ready to play on them - YOU MUST REGISTER FOR THESE GAMESt 

Table 1 • Defend Kronratha Prime · Imperial Guard va. Tau 
NegoUations with the Tau have gone poorty. and the Invasion has 
begun. The Tau warriors plan on laking this planet and adding 1110 
thetr Empire. The Guardsmen have called for reinforcements and 
hopefully they won', arrive too late. 

Table 2 • Glacier Waates - Valhallan. va. TY'ranlds 
The planet has no natural resources or 105Slllu8ls. An expeditionary 
force has arrived to search a series 01 caves only to lind an alien 
race awaiting its prey. 

Teble 3 • Operation Muskrat - Calechana va. Dark Eldar 
A Catechan detachment has been sent to rid the planet 01 Elder 
raiders. Due to an Intelligence error the Eldar Inhabitants are 
actually Dark Elder In search 01 slaves and supplies. 

T.ble 4 • The Trenches of Kronos Secondus -
Black Templan! vs. Khome B.sarkon! 

Twenty-INe years 01 bIIter lighting and neither side has made any 
progress towards concluding this war The Empero(s finest refuse 
to gIve ground or leave th.s planet until tne 100000s 01 Chaos have 
been eradICated 

Table 5 - Ork 'n' Grad - Orks vs. Sialefll of Bailie 
One 01 the Impenum's planets has been overrun by the green tide. 
and the 51sl(II' 01 Banle have been tasked with the job to wipe them 
out The only problem lor bOth sides IS that the brunt 01 Ihe anack 
will take place In a town and there is no escape. 

Tab" 6 - Bailie In the Eye· Chaos Space Marines va. Dark Erdar 
The Kabals 01 the Black Heart have come looking lor fresh slaves 
eM lest subjects for thetr IWisted Haemoncull The Chaos CUltists 
WIll make eKoolient sub}ects, but the Chaos Manne gamaon 
stationed nealby thinks 01tle1'W!Se. 

Table 7 - Seve the Reeords • Blood Angels va. Orks 
A Chapel recently overrun by bruhsh Ofks holds vllal reootds and 
historical documents A small detachment 01 Space Marines have 
been called In to retrieve Ihe documents and destroy the Ofk 
menace 

Table 8 - Future Threats - Oark Angels ys. Orka 
An Eldar Farseer's vision of growing Imperial dommance has 
prompted them to launch a raId to eltmlnate all the leaders 01 the 
Dark Angels army. Can the Marines lend olt Ihe Eldar assaul1 or will 
the Eldar be successful at their gamble? 

Table 9 - Cleansing of Fenrls • Space Wolves vs. Tyranlda 

The Space Wolves are hunlmg doWn and cleansing the 

remnants of the Tyranid invasion Irom the Iitanic Hunl lor Russ 

banle . Can the Tyranlds hold on and establish a presence on Fenris? 

Table 10· Investigation· Dark Angels va. Neerons 

The disappearance 01 many loyal subjects and Imperial Guard 

legions has brought the Dark Angels in 10 Investigate and put an end 

to Ihe problem. Are they ready lor what they will lind? 

Table 11 - Colonies Under Attack · Nacrons vs. Tau 

A newly added workl to Ihe growmg Tau Empire lalls under attack 

lrom en Insidious afTTlY. The Necrons have relurned 10 claim what Is 

rightfully theirs. 

Tablll 12 - No Quarter - Ultramarlnes vs. Orks 

Ultramarines and Orks clash In a cllmaclic struggle. Only you can 

help one side 10 vlCtoryl 

Tsble 13 - Haunted Jungle - Necrons va. Catachana 

Directed by the Adeptus Mechanlcus, Catachans landed on 
jungts planet MullIS IV 10 search lor a rumored STC lemplate, but 

Ihere's an BnCIent horrOf wailing lor Ihem 

Tat»e14 • Obvious Tactics - Chaos Space Marines YS. Blood Angels 

Chaos Space Manne, bring lhelr secretllK1 earth policy to an 

embattled Imperial City Can the defenders ratty and drive the 

heretICS away 01' WIll the forces 01 Chaos be triumphanl? This table 

uses Codex C~t 

Teb .. 15 - PeacefullnvBslon • Tau va. Eldar 

T8U negollaUons With the Eldar have lalled aM now the Teu are 

attempting 10 storm a stranded Eldar Crahworid by IOfce. Who will 

be the YlCIors? ThIs table uses GodeK Cltylighl. 

Teble te - Desolate Banleground -lmperl.1 Guard vs. Imperial Guard 
A tank bailie 01 gigantic proportions wagos as Heretic and Loyal 

IOfce5 try 10 wresl control 01 ttle banlefleld from each other Only one 

side can claIm viCtory . 

. BRING AND BATTLE' TABLES 
.kilt show up Ind playl YOU DO NOT HAVE TO REGISTER FOR THESE GAMES BUT YOU MUST BRING YOUR OWN MINIATURES TO PLAY WtTH. 

Troop requl_nlS (points. tfl,muonl, elc.).,. listed wilh eec:h \.11)11. 

Table 1 • Return to Vollarius 
A Games Day classic that needs no description Bring up 10 250 points 
worth 01 troops and see If you can survive lhe horrors ollhe warp 

Table 2 • Ambush 
Bring 250 points worth oj troops aM one vehicle WOl1h up to 200 
pomts. Try and capture the woods that surrounds a waterfall . 



Some of the games thai have been listed 
in this article require you to pre·register, 
and some games (like the aptly named 
'Bring & Baffle' tables) require you to 
bring your own troops. The registered 
games are played during 
regularly scheduled gaming sessions 
throughout both days. The nice thing 
about the 'Bring & Baffle' games is thai 
spaces open up almost all the time, so 
there's not a lot 01 waiting to get in. 
Remember, the besl time to register for 
games is when you order your tickel, but 
the games liII up fast, so be sure 10 have 
alternates handy when you call. 

TYPES OF GAMING 
Our advice Is to gel yourself into a decent 
mix of the two types, so you'd better have 
your troops with you for those 'Bring & 
Battle' games. Don't worry, though, 
because you can check your cases near 
the front door to avoid lugging them around 
while you're not looking to play. One other 
reminder: II you sign up lor one 01 the 
Rogue Trader Tournaments, you are 
completely booked up lor the weekend and 
won't be able to register lor any other 
games. Please feel Iree to ask our Trolls 
any questions you may have about 
registering and the diHerent games. 



The perennial, highly madness of 
Painting returns to Games Oay again this year. II's a test 01 
your ability to paint as weU as your nerves. Can you 
withstand the taunts, jeers, distractions, ridicule and aU· 
around foolishness (and that's just from the judges), and 
finish your miniature in record time? 

Outriders are gaming fanatics Ihal are an Indispenslble part or Nch and every Games Day. Not only do lhey run 

plenty of registered games throughout the hall, but they also create and n.ln Ihelr very own special tablesl Look 
for Iheir tables al Gamet Day and lump right Into a game without having to sign upl 

T.b~ 1 • The Cleansing Of Rynn's World 

Aynn's World was. Ihe scene of one of the greatest ttagedies In 
recenl Imperial History. The laU 01 Ih. Crimsoll Fist's homeworld 10 
Ork raiders was seen by many as the end 01 Ihe chapter and Ihe 
beginning 01 an alien conquest 01 unprecedented proportions. 
More than ninety percenl althe chapter was lOst In the opening 
minules 01 the bailie to a lreak accident. FaUing back to their 
capital city, the survtvJng squadrons were able to hold out unfil 
Imperial relnlOfCements could arrive. Even WIth the relle!, lhe taslc 
of retakmg the world continues. 

After 13 years ollnlense campalgnll"lg, the pla08t Is firmly back 
under Imperial control, but there are s\1I1 pockets 01 ()rtI; reslstance 
plaguing Imperial resources Enough II enough Retreating up into 
tha pltnet's poIaf cap, the OrKS are on the run as lhe Imperial 
Crusade is hot on their heels. Committed to a nnal reSOlution, tha 
Space Marinas are relying on their lightning fast attacks \0 cripple 
the Oril.s, leaving behind much ollhelr heavy artIllery and ground 
support But the unstable terrain 01 the polar Icecap may prove to 
be too much even lor Humanity's linest. 

Table 2 • Night 01 the Witching Moon 
When Mannslieb and Morrslleb, the two moons ollhe Warhammer 
world. are full on the same night, an aerie light tails from the 
heavens onto the land, causing evil 10 stir. On this nlgl)l, known as 
Hexensnacht or W!tching Night, the dead are said to awaken. the 
shadows seem 10 move as II they Bre alive, and unspeakable 
creatures are said to drag innocent victims oil Into the daril.ness 
Doors are locked, windows are shuttered, and very lew will venture 
oo\lnlo the moons' light In fear 01 what may happen. But really who 
puis moch faith In auch myths and old wives' tates, anyway? II 
couldn't possibly be true ... 

For the Cfty 0( BogentIafen, t/'Ie sun Is creeping below the horizon, 
e thick misllS rising off the River Bogen. and tendrils of swirling fog 
enshroud the streets 01 the CIty as the TwO moons begin to rise into 
the sky. Only the bravest tind themselves on the streelS after claril., 
and h Is only they that will knOw the true horrors of the night. And 
so starts the Night 01 the Witching Moon, where one can only pray 
to make It through the nIght Bod again see the sun rise, chaslng 
Heltensnacht away for another year. 

ULTRAMARINE5 TAKE ON NECRON5! 
Ultima Segmentum 

Planet Mullax 
VI Moon - Ro class 

Xenos Research Station 
Population: 2,000 

Xenoblologlsl Argos has been tasl<ed With discovering the secrets of 
Tyranld BIology to help the Imperium develop bettsr methods 01 
dealing WIth the Great Devoorer Specimens trom Macragge have 
been shipped In stasis at great expense to the Xenos Research 
Station on Ihe 4th moon orniting Multax. 

Originally this moon was chosen because 01 the strange pyramid 
slructures built by an ancient unknown race. The research went 
nowhere as all attempts to penetrate the pyramids proved In vain 
and the research station was ell but abandoned until the battle 01 
Macragge against Ihe Tyranld Behemoth Hlvelleel provided the 
Imperium with many speclmans ot the Xenos Tyranld. Now 
conver1ed to the study 01 this deadly Xenos, Argos and his team 
have mede tremendoos breakthroughs. 

A message has been sent \0 Macragge, and Mameus Celgar 
himself has dispatched the SIrt\(e Cruiser MilXlmus and a lull 
company 01 Ultramarines to secure the data and escort it home to 
Macra~. But something In the pyramid was roosed Irom Its 
millennium long slumber, has Intercepted Ihe transmission, and 
wants the Information lor Its own twisted purposes ... 



FANATIC ALLEY 
Fanatic Alley is the haven lor all of the non-core games in the Games WorKshop universe. Mordheim warbands, 
Necromunda gangs, Blood Bowl teams. Warmaster armies and more all run wild in Fanatic Alley. You do NOT have to 
register to take part In Ihese games, but you do have to bring your own painted Citadel Miniatures. 

is ripe lor a new hive gang to 
Does your group have 

or II they just be another 5901 

The pon area 01 Mordheim is rite wIth wyrdslOIle alld all sorts 01 
other treasure. Only the bravest and heartiest warbands have made 
their way \0 the waterfront and returned with all of their own bits 
inlact. Are you up 10 the task against any challenger? on 

Crypt of Nehekhara 
Are you willing 10 Investigate the secrets and horrors of the crypts of 
Ihe old kings? Are you willing to lay down your afterlife \0 delend Ihe 
riches that hide Inside? Challenge any participant that walks by and 
wam him lhat you are the one and only warmaslerl 

Orcs on the Beach 
An abandoned Owarl mine, an Orc camp. a beaulitul beach and 
hundreds 01 rotting corpses. Will the bodies 01 the lallen end up 
being yours or the opponent you challenge? 

~ 

MacCragg's Last Stand 
Amongst untold billions of stars. waf exists between races and 
nations as they Struggle 10f supremacy tn a nameless and lorgonen 
Imperial city. your army marches to claim II as your own. Can you 
defeat your opponent In the confines 01 this de ... astated CIty or w1ll 
you becOme another IIIctlm 01 lis wrath? 

2·Mlnute Drill 
Ever try playing Blood Bowl under a 2 mmute time constraint tOf 
e ... ery tum? Well, there wltl be tables a ... allable 10 Impro ... e your 
existing team or stan a new one. Bring your team and challenge 
anyone who Is WIlling 10 gel blitzed and fouled constantly, 

ROGUE TRADER TOURNAMENTS 
Last year players had the opportunity to participate in even ffiOfe Rogue Trader Toumaments. This year, what we hope witt 
become a tradition continues. There will be two Rogue Trader Toumeys at Games Day 2002 to begin the 2002-2003 
season. Both of Ihese toumaments wilt take place over the course 01 both Friday and Saturday. You must register for these 
toumaments when you purchase your ticket through Games Workshop Mail Order. Space is limited, so don't delayl 

ALL WEEKEND LONG 
YOU MUST REGISTER IN ADVANCE TO PLAY 

WarNimmer players must bring a 2.150 poIflt army 
Tlle lame army list will be used lor aU ollhe games In lha loumarnen\ 
R"'rlc l lon,: .Il$ per 2.150 po/nl army 
Warhllmmer 40.000 playerl mull bnnO a 1.850 point army 
The lame army 1151 will be used for 19M oIlhe game$ In the Ioumamenl 
R" It1etlon,: a$ per 1,850 point army 
Ru,": 
I· Eadl Player in the Wama~ Tournamenl wm play 4 games 
2· You must use CIlaOeI Monia'I.IIM " they mus' be paklled [of !hey a~ 

not, youf painting score will ~1Ier), 
3·PI8ye., will be Judged on geme pII.~. paln111'1O a~ oompGSIIion." .,""' ... ,,,."" 
•• Upon 5Ign up we'U send you • TourTl8lT18fll guide sheet. the 

.cenarios. " more 10 help you rUl'Iher and 10 eKp!811l hoW we are 

.coring !tie ~rne'l 
Stgn·Up: 
You must cell Mait Order and Ilgn up In ortler to participate 11"1 the 
Toumament. Space IE t~lted. bill ~ WIlt ha .... a "Welling lis!" In cesa at 
cancelalions. If you are Interested, cell qulddyt Tha winners and en 'lIulIs 
wi. be announced ahe. 1ha Golden o.mon Award Ceremony on Salurday! 

FRIOAY: 
'200· 1 00 ~Iion 
100 , ,'S oam.l 
iltS • SIlO Brwk 
500 · 715 oam.2 

SCHEDULE 
SATUROAY: 
IUO ·1000 SetUp 
'000·12.1& a.m. 3 
'215 · 1 15 I!reaI. 
115 · 330 a.m.. 
.30 Ad ... ~_a 

-. """'" 



~ha,e,,' heard , the Golden Demon eo,npeiiiion 
Citadel Miniatures palntingl Some of the best II over and 

beyond put their best brush forward and show off their Iinest creations in hopes of 
winning the overall prize and earning the glory 01 hoisting the Golden Demon 

Slayer Sword proudly above their head. Below is a rundown of the categories for 
this year's competition. Many 01 the standards are stilt here, but you'll also notice a 

couple of completely new categories to keep aJi you veterans out there on your loes. 
So check out the categories and guidelines below and gel palntingJ 

est ._mammar 40,000 
Single Miniature 

I~ Wiuh;,""ner 4O,(X)) m;~ I~I"'" (Incl...!"" 
~OIJ. modcb) mounted 00 Q 25mnl round 

All mo<lrl. on 1"'8~r bases mu .. be enl~ 
mLO IIJIOlMr cale~-.y. ,ncludilll Or~ Will ....... "" .,Ill 
1 ..... 111 OmnNlf Ih~c-lfIOUnled chol'lClcr< milo.! he 
tnlnl'd 111'0 ,he ,'ehlde f&ll'8"')' 

~~!;~:;;:~::1~~:;:'; S.U.d \l;j1Oall' of fh~ 
Gan,S and EpK' 40.000 

f.1I ,nto !his C*IIO')'.I All ....... 1IOh 
in ",_.erms ludIC» .,11 he Ioolrnl for 
c~cmphry the '1uahues and d_1et of 

'M IIfmy .htt A:prt'!'C"t. !:IlkQ IlOd ~ >chlde 
",,\iIkln>n~ ~Iml In 'N: >duek CII.el.",. All ,oodel. 
oJ>olUlJ hi: ITIOIlnln!lon ,""ir Slandal1l ",mi", N.'itj; and 

mu01 ~ IImIII&cd IMIII dl~pl~y ~""""">emenl .noy "" 
11011" Ihall 6" \ \I" 

~~~~:w~~'rr~hlmmer 40,000 or Siluadron 
any slnl'c I .... " 'If l.I1Iali 

,chICk. l)r.:,ildllQlllhl, WlI'k ... 
,mlde "IuDon 'BIIQlt-f\tcI CoQth", 

kq" "'.-Id Impenal Armour "ehtCit-<. Ill .. , 
,h,"·tltJOt)'.)A"y wille model moulllnl on • 

bi~c '" (It/Wfu'.'ry ~ .mJ ,dIl<;l(! mb'" i)c, ""'erN 
,nil) Lhi. C"a'caory. Any squadroo!~ of ""'U .... ,dlld,,~ 
",U<l he on. J i.p'.y t......., no IHQ<'1" Lh40 ft··. <,)" 

It Warbammer 40,000 
urue Monster 

'
.iJ~l; ,nclU<b ."y ~;nJIe Warflamm,:r 40.000 

..... -Ulmm ..,..00. ,"""m '!i(jUIJ'e. elf 'IOmm 

Joq \eo. Th .. Ind\ldcr. lile A'·Jlllr, G.n.eT 
~ Op)ns. .... er 1')"nnl<ll.. Oft "'III"h ... -. rIC 

."y WlIrlwumer model on a 2Omm. 
'-':. tW..mammrr~ M' ......... ,m 

I Itnl"" m"""~~ .1'0 fall 1010 lh" 
roodels. .uch .. , ch_·",,,. ~ 

'"',~ ,,,,,. ,. on 1 lutp mon..,.., 

Wlrllammar lIeulment 
'1) ""Y w..tuImmrr "'"men, of Ii"" Of 

., ",d\I<J,ng "uf.lry .~ ~,illlC'nu or 

~~~~~"e", hkc Tmll. Of 0JreI. IMllI"t:lMim 
~ ,m"""" bnpdt!. aoo 1If,1OIJ I\o\t. I ,ums 
MI~ 0 Lhi, CII"'IVQ,) RCI"n,,"'" mu .. "" IC141", 
lime _. Judae- .... ,11 M loolm. f ..... un, ... Ihal IleSl 
nc,nphfy the I(U1Ihll'" and chanotter of 1hc IImlt Lhe-t 
~nt All 1"OOde1~ w.uld be mu.mled \JII LhI:,. 
)UnIianl J:om.", bil$C!> .rid """" he ...... ,.a ..... ~ 
JI<pII) bIoWmo'o'Clt\elllIl"l). no hoJp'f 111M 6- , rr 

:j[i;~;~~~:~~;~~~~~~· or W.r _.cblne 
_mM 

...", and beyond. or ""y \\.llIimltllTlC'r 

I ~""'tplelC .... ,Lh ._k,al "'". Th;~ 
t)r~gon~, G.e",., DacnlOtl., 1',,,1)<. 0JIu. 

",wnUl'. ,,'" W,.,- " l¥h" Ir' mu,' be mJlmted ..... 
dl,pl~y Mse!."" btaer Lh"" fI" a 9" 

Duel 

,;qlllln: ba!o: .... ,Lh • 
,,- No ronIaII rftlhttJoru 'rri). 

hili mo.Joel. Wlukl he dO'poaod UI 
"oI"ea;II~ 

"."""" , .. 1., ... Sc.n. 
~ml one or ""ore modds 

WoO.""-'P p,ne In a"y \I''''''oon 
Qf .he chll~n ,amt· .• • '.eddy 

~~t~:~ll1t:"' I"' 00 CUI""'" """'\:t l"n~ 
• Lheyml"'t>t:"""'Jlt'fLh:on I 2·· ~ 

12" , Ir Eltlncs ""It he Jud."d on p.\l lItJM,. 

~"."_III ... 00\, "«llie 1TI!lde ...... lro.I hoi> ... tll " 
,",,~01:)' I ... _ .. " Ide., 

~~r""'I' Modell 
I ..... ...;.aN: mo..h II-Ofp 

"~V~t;"I"' 1 The ""It)' oIr.lUId be • ~",,,, 
tIIn! ,lilli, • phnd. QIf chspl.ty 

ude, busI, ..... "II '" fUlI·Ii~ltJl" 
M1I '" IOU' oJ>o",IJ be ml<:<nl.n ulcaorr 
, Th~, CIIIC~ j, nero/" r ...... llIr o,,,rall Slay .... 
Swt)I1l .-omPO'"1OI1 

I r.;;Ol the IIlnUI: 
I I hiD .f Ibe IIlnu 

SlnUle Mode' 
" (lIf"'y ""II'" Lonl of the Rlnl>S' 

'P 0 'nl modtlmou"ted on iii <IIt.nd4rd 
'''''''"1 ","", ,ndud,", hUI" models""'" as tile IlIlIroa 
III!d Il"IOUnled mlnlliure, 

I the BlnllS: 
II of the IIIDD 

a'ete Fellowsbll 
for Illy h.U) "';nIai. """IIkr. 
uf F'ruG.l. s.m. MCfT}". PiI'P'l'­

Gand.If, uaolu. Glml!. A"",,", .nd BoromIT! 
mounled on ,00. MlnWnl,lmln, bun. 1lIty mat t.... 
moumcd on. dl'pl.y ~ no largn lhen 6~ • 9"' 

mmWIlres.. Th,. 
cuqcwy .. uempl from tlte uwtall Slayer S .... "'Ofd 

rotIIpttJuort, 

~~~~~~c::.~m:: •• :uu~ .n ~ is lilenlly ... 

10 k. )00' irTlil&lnallOlt fUJI 

from ~ .,nile ligUle 10 • 

n~ e"'er 1M Optn 

" IN: only c."'aor>' ~\'1Il1ltb1c to pI'C'"1(lU' II'Icrall 
GuIdO' .. Demo.,.. .... moen'l' Thll ealelOf)' i~ uempo 

from tile 11'1.,..." S"~'er S ... ord rompd"onn . 

Remcml>er. no m>ojtef IIuw l",kI)'tM ""try. Ihoe J~ 
,,,II be IoobnJ. rur ... ell fIIII/WN m.mllttrel' m...Jbo:on: 
to 1hc l.,..,.,.-y.,l(l M'" ofGtomal ~ •• uruquc 
..... 1111 unl_ Con,..,....1QRlo an: .no ... ed. bul Wluld 
.Iso Ile C ... ".<t .... , .... ,Lh 1hc .lmoophtn: of'M JIIIne 
... ...,.1.1 ,00 tile ',"n' or llle m.nlaluftS TIle onl~ 

fCSUiction II your entry MUST NOT I)., tllll'T 'haI! 
IInlg"~18·' Gnforlll1! 



HOBBYCENTE 
FIND OUT WHAT WE'RE ALL ABOUT! 

Aether you've Just pIcked up your first Issue of While Dwart or you're a veteran hObbyist, our Games Workshop retail stores 

/ 

halve something lor you. Our stores offer demonstration games to anyone interested in getting slaned In the Hobby, and all 
yo~ have 10 do is walk in the doors 01 the Games 
Workshop Hobby Center naarest you. If you've 
rever tried one of our games before, then an 

}ntroducllon bailie is just what you need 10 show 
- you how exciting the Hobby can be. For Ihose of 

you who have tried one 01 Ihem oul, utilize our 
expert staff 10 help you get started in the next 
game you wish to lackle. 

PAINTING AND SCENERY LESSONS 

Games Workshop Hobby Centers aren't just about carrying 
the vast tine 01 our miniatures and games. They're slaffed 
with some of the most dedicated hobbyists we could find 
who exhibit a great wealth of knowledge akin to the great 
Techpriesls of Mars AU you have to do IS stop by and ask 
our expert team members about all your hobby needs, like 
painting tips or scenery-building advice If you want it, they'll 
help you figure il oul 

We can gUide you along Ihe path to developing the skills you 
need to thoroughly enJOY the Hobby. But what is there left to 
do once you complete painting your army? Each Hobby 
Center hosts Veteran Nights. where people can bring In their 
own painted baIlie forces and lest their talents as a general 
against other hobbyists In their area. So what are you 
waiting for? Visit the Hobby Center nearest you todayt 

COITUS • A ._ 2IIZ 



HE HOBBY CENTER NEAR YOUI 
UNITED STATES STORES 

CALIFORNIA 
CU NDALE CALLERIA 
2245GIenclaIeGaIle,.. 
Gt.'Idale. CA9t210 
(818) 242-«33 
ONTARIO MilLS 
One M,1Ia CIfde 
Ootal1o, CA 917&1 
(909) 581-0001 
THE BLOCK 
20 City Boulevard, Ufll! t'507C 
DI'III"Ige. CA 92868 
(714[ 169-3189 

GEORGIA 
DISCOVER MILLS 
5900 SugarkMIt PlirkwaV. Unit "'21 
LawrenceYlIIe. GA 30()44 
1878) 847-5813 

ILLINOIS 
CURNEE MILLS 
S170GrandAvenue 
Gurnee. IL 60031 
(847) 8S6-088S 

RANDHURST CENl Eft 
999 Elmhurst Road. Un" 13030 
MI PI05p8Ct. Il60056 
(847)7V7-9957 

MARYLAND 
ANNAPOLIS HARBOUR CI:.N rER 
2-«16 501011'10'''' Island Ro.d 
AIwIapoIIs. MO 21401 
{410IS71~ 

CLEN BURNIE Hl/IOOUARTERS 
enl BIII~ Oflvto 
Glen SUtIlIe. MO 21060 
(4101590-8671) 

.... RUNDEL MILLS 
7000 Arundel M,1Is elida Sul'e a.4 
Hanover. MD 21076 
(443[7S5-1e«l 

ST CHARLES TOWNE CENnR 
11110 Man CIICIe 
WaIdorl, MD 20603 
13(1) 645-4749 

THE " VENUr AT WHITE MARSH 
8137.A2 Honeygo Boulevllrd 
While "'.raIl, MD 2 1236 
[410) 933-2008 

MICHIGAN 
CREAT L.\KI:S CROSSING 
4340 BaldWI/l Ra.d. Su'te 1f722 
Auburn HtlII. 1.41 48326 
(2.(8) 4S4-n08 
PAIRLANE TOWN CENTlR 
18900 Mct'IoQlIn Avenue, LlflII #203 
Dearborn Mt 48 ' 26 
13'3) 982..Q032 
TWUVE OAKS MALL 
2n'2 NOIn Road Un~ #2n·UlB 
NoYo Ml-t83n 
(248) 380-3232 

NEW JERSEY 
CHERRY HILL M .O\LL 
2000 Rovte 38, UnIt "'200 
CfflIffY HI., NJ 01002 
1856) 663-3303 

NEW YORK 
W.o\WFN GALLERIA 
1 Galiena Or ..... Ur'" #F217 
C",""towaga NY 14225 
(116)651·9440 

GREENWICH VILlAGE 
S.t EIISI 8!h Street 
New York, NY 10003 
(212) 982-6314 
CAROUSEL CENTER 
9660CarouselGenler Q?'illdP' 
Syracuse, NY 13290-950' 
1-800-394-GAME 
P.o\lISADES CEl\'TER 
4342 Palludas Canlef OrNe LInrI H40' 
West Nyack. NY 1099.t 
Ie.-S) 348-1739 

NORTH CAROliNA 
CONCORD MILLS 
8111 Concotd MIDs Boulevard, Un~ 1422 
Concord, NC 28027 
(104) 979--1333 

PENNSYLVANIA 
FRANKLIN MILLS 
'11 8 Franklin Min. CIr<:1e 
Phtladetphla. PA 191M 
12 15)5OH)230 

TENNESSEE 
OPRY MILLS 
368 Opoy Milts Drive UM ..-:368 
Nashville. TN 312 14 
(6'5) 514-3150 

TEXAS 
GRAPEVINE M ILLS 
3000 G,apev.ne Mills Pal1cway 
G.apevonEt, TX 76051 
19n1691-3144 
KATY MilLS 
5000 Kaly Mob CIIde UM "40 
Kaly, 1)( n494 
(281)644-6644 

VIRGINIA 
SPRINGFIELD M ALL 
6365 Spooglield Mall 
Spmgfl&ld. VA 22150 
(1031719-9300 

POTOMAC MILLS 
2700 Polomac MillS Glide Uno! "84 
PmceWIMl8m.VA22192 
(703) 492-4555 

WASHINGTON 
SUPERMAlL Of THE GREAT NW 
1101 Superman Way. Unlt.r3S8 
AubtJm. WA 9800 ' 
(2531 288·3904 
ALDER WOOD MALL 
3000 l84th Street 5 W Unll.r318 
Lynnwood, WA 98031 
(425) 54(},SI5S 

CANADIAN STORES 
ALBERTA 

SUNRIDCE to.M,ll 
2S2S 36m Slreet. UAII #284 
Cal!JafY, AS Tty 5T4 
1403) 590-7731 
KINCSWAY GARDEN M AU 
1000h SI & ~ E\aabe1l'1 AVfJ 
Edmonton. AS T5G 3AtI 
(7801474·1166 
WEST EDMONTON MALL 
8882 1701h Sir", 
Edmonton AS TOT AJ2 
(180)486-3332 

BRITISH COLUMBIA 
METROTOWN CI:.Nl RE 
4800 KJI"Igsway 
Burnaby. Be VSH 4J2 
(6041435-0111 

VICTORIA 
625 JohntOI1 Street 
VicIorIIl, BC V8W I MS 
(250136' · '4" 
PAliK ROYAL 
SHOPPING CENTRE 
2010 P.rII Roylll SoI/ltI 
West 1/<I1"IOOUVfJ(, BC vn 'ZW4 
(801) 92S-3440 

ONTARIO 
MAPL£VIEW SHOPPING CENTRE 
900 Msple A __ . UnI1'A~S 
Bu~lI"I(Ilon. ON L7S 2.18 
(905) 834·2101 
WHITE OAKS MAU 
1105 Wettirlglon ROM!, Ullit '411 
LonOOn, ON NSE lV4 
/5'9) 688-3113 
saUARE ONE SHOPPING C[NTRE 
100 CIty Cet\lre Drrve 
Mlliinauge. ON I.5S 2C9 
(906) 281·86lI5 
lIAYSHORE SHOPPING CENTRE 
'00 Bayshore Drive Un!1 T·S9 
Nepean. ON K2B 6C ' 
(813) 121·9604 
SCARBOROUGH TOWN CENTRE 
300 Borough 0rtVfJ, UM.reOB 
Sc.rbotougfI ONM1P4P5 
(416)~' 

EATON CENTRE 
80. '039, 218 Yonge Sb'fMll 
Toronto. ON M5B 2H6 
(416l 9n~683 

DI:"VONSHIRE MALL 
31oo~rdAY80U8 UrulII,7 
WindI(W, ON NIX 3V8 
(519) 250-8'20 

Be sure to stop 
by a Games Workshop 
Hobby Center and take 

advantage of having 
skilled hobby 

professionals to assist 
you with all your 

hobby needs! 
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APRIL 6 &. 7: 

APRIL 13 &. 14: 

April 20 &. 21 : 

ApdI 2.7 &. 28: 

ENTS 
The Seer Council has sent envoys to all parts of the Old World. 
These envoys are being escorted by units of C1anrats and Night 
Runners on their dark mission . Battle It out with the other races 
of the Old World In small skrlmlshes. 

Skaven Warlords are being united by the Grey Seers that have 
contacted them . Small scouting forces are starting to test the 
defenses of the other races. See If you can gather the 
Information the Council need, to put their plan Into action. , 
Hordes of evil rats are er~ Ins: ,Into every part of civilization 
Imaginable! Strange warpsto",~ vveapons support the Skaven as 
they start to lay Siege to all \lVho oppose them. Ancient 
wrongs are being revenged Grey Seer Thanquol emerges 
from the darkness. 

The elite and specialized troops of the 0 World armies are 
falling at the will of the Grey Seers. Skaven weapons are 
picking them off from every position Imaginable. The troops 
left on the field seem to be no match for the horde of Skaven . 

COME AND GET IN ON LL THE GREA: 
GAMING ACTIONI 

local Games Workshop 
~+~r for more details! 



Dc:ar Din)" SIC'\"e, 

I h:l~ been playing Dog5 of War fot 
aboUi a year, and I jusl read I h~ new 
arlicle on Dogs of \I['ar special characlel'$. 
nle..sc a.r-e greal addlions 10 Ih~ army, bUi 
I ha\"e a few questions aboul Ih~m 
Borgia and Lupo ha~ Ule abiluy 10 gi\"e 
a pike or cavalry unh 11 SO pL magic 
lY,mnet Currently Ih~ only banner a 
mercenary gener.i.l C'.ln lake is Ule war 
banner which COSf 25 pIS. So art: {hen:: 
:my plans [0 expand {he magic: ifems list 
for Dogs of War? Al...o, I W.IS curious if 
Ihere were any pbns 10 make rules for 
any type of non-human genel".i.ls? 

Th, ... 
Malt ~lder 

Hmm ... J·", "ot refllly Sllre, I have" " sect, 
..tM7"HJNG 0" liM> new Dogs of\far book 
(orl't,'en Iftbere will BE one .. .), so J en" 't 
U/J' for sllre wbat lhe Stlldlo Scribes u,1I/ 

do Il-'Ilb lOOse guys J would assume Ibm 
(My would hal-Of! their OW" selection of 
mnglc Items to choose from, like any 
otber arm)" but being mf!rCetUlries, It 
mlgbt he dOtle a bit differently for tbetll. 
For II0W, thougb, )'011 could rent tbem 
from mel Cbeap! "Dirty's Magic Item 
Rental SbOP R... . Wow, tbe business 
opportrmilies ben are IImltless ... l 

Dc:ar Dlny SIeve, 

In White Dwarf #260 Ptt 102·118 I see 
Ork l'ighla.oommers I wam one, bUI I 
can'l find them In the Gam~ \l[orl£shop 
Online Slore. So 1 was ",.ondering if you 
ClIn lill 10 the publishers and ask if Ihey 
will pUI In how 10 make the Fighta­
bommer or show us what ~ ClIn usc: 10 

make Ihem fmm ~roltch 

Thank you for your lime 
John Bunon 

\\wnt In ~nd. IdIN!U tile MlUlbolt'" 

Have a question about 
when new armies are 

coming out? Need some 
advice about painting 

or modeling? This is 
the place for 

your inquiries 
and opinions! 

Write or email me at 
the addresses below! 

Actually, tbose Flgbln.bommers are 
made by Forge World )(m call check 
Ibe'" alii all tbelr webslll! at 
wwwjorgelllQrld.co.uNalld look all tbe 
OnUPlf! Store for pbotos and prices for 
bOlb tbe Ork Bommers M'D Flgbttl . 
bom"'er$.1b~'re awesome! 

Dc:ar Diny, 

Are Ihere any pl:.tn~ fat Wa~"e Sc:rpenlS in 
the coming Ihis year? I'm sure mat there 
are p lenty of Eldar pJayel"$ [hat are 
wailing fo r them . I'm also wondering if 
there are any plans for Guardian 510rm 
Squads coming OUI KlOn And are then:: 
:lny plans fot Mordor Ora in II boxed Stt, 
or High Elves anne<! With spears 

Signc:d, 
A worried warlock, Tom 

Un/orlunalely, Tom, J think Ibat the 
IfWIW Serpe1Jt Is o1l/Y mnde by Forge 
World, Im/ess the UK bas plans to make 
II plastic kit for om! tball bat.oen " beard 
about And I fbl,1It IMI tbe GW O"lIne 
Store or Mati Ort/no 7roJlz mlgbt be able 
10 help wllb some Ideas for cool arms for 
yourStorm Guardians. Asfol'tbe Lord of 
tbe Rings releases, I'm not sure. Of 
course, we baL'#! Mordor Orcs ami Hlgb 
E/(J(>s wftb spears III bUsters, but I 
bown', seen a"ytbl"llyet for a boxed set 
for eltber Of tbem J don " e1:m 
ff1flflmber any of the Elt'fi hat'lng spea,., 
In lbe movlel '(be" again, J MIlo(> a short 
attention span ... 

See YOll next montb! 

Iknwmbrr ndH lfUnlI<Jfn ...... 
k>lrf' r r,bQ,: ...,... 

rooizb<>yPf<rll'l.n_" IH'bbnp~ 
n"'"1 ,".doL' rue ,.,.ml . '101 , bn bhm, nnnl 

'" h"nl YO" ,In .. " 
Sf'tl"O'1 ..... n ICy •• ..,.......,~ 

Wntc me at" Gam.: W(>I"l,hop. Ann DlRy ')1<'\<'" Ma,lbo\. 6721 8a)' l11C'a.Iow On ..... , 
Glen Bum,!,. MD ~1lJ60. 

Or, '<Cnd me "':'IIIC .. mail at Whu .. D(P'smn .. ,·wnrhhop.colU. but ",ulC'ubcr to tt,\( nlC ~nnl,~ioo 10 rrin{ )'\lur email, 
I "~n'l u..c them Ii )'011 fur!!"" 
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Apnl 20th. 1'01 ..... 

Oam«', Gu ild 

4H1U,)S-lII66 

CAllfIlNII: UA 
Apnl 7th· Sin Otego 

Game Empt~ 
6 19-S1"-674(l 

c,,, .... :w 
Apnl :nllt· CQkndo Spn"" 

lIobbyT.,...n USA 
71 11·6)1·0404 

"rfl I 1 4 1.h·Old~mar 

fil'llnk'~ Tl'lIi n~ /II: Uobbt ..... 
81)·8SS-I(l-l1 

"pili 14th· CIIItKJndIIe 
E&YlMIart Clmplllgn 20Ill 

61S-,29-J6)O 

Apr,l 211.h· F.as,~. 

Srnna Offen"",, 
3(19·2"3·9082 

Apnl .!O!h· Sitloul City 

A"'1e COOl''''' & CoIl«" ble<o 
712·2SS-617 1 

MMQM.:JIIA 
Apol .!O!h· Rachillc­

Ornm WWIfd. 
30 1 .~ I ·)SJO 

Apnl 20!h · Ru.so Il .. ,lIc 
WlZllflh 

270.126-3030 

MWII.n : HI 
"pnl 14th· S( Lou" Pm. 

Dftamm Cards....J CoIl«I,hIb 
9S2·9)8-8163 

Apn1711t· MIf!Ie-..ood 
Maplewood Uobby 

91)·)711-]839 

ImIC ... ,,!!:JIIA 
Apr;113(h · Ort<'nnlle 

Bl'lnkrland. 

t!l:>4-23S·3--I&8 

IlI"ISsn: ill 
AprIl 2I)h. " "'''''!liP 
~~Ke.e" 

613-883-41109 

Apnl Slit· 711t· San "n(unoo 
Ch,mer~ Oam,n. 

11(J..]42·11'7 

Apnl 2711t. MKhale 
I b$tur l~ 

801·.m·~ 

IVAHlHII!:W 
Apnl 2711t· LaU-..-uod 

n.. Game Moun 

2S1·5(U·9108 

For full rules and restrictions, log onto: 
www.games-workshop,com and 
check out the Rogue Trader Upcoming 
Events. There you will find the 
complete rules breakdown for each 
event, contact Information, entry fees, 
and any other special information you 
will need to knowl 

Cityfight 
Scenarios (or even whole Cityfight 
tournaments! ) and Skirmish scenarios for 
Warhammer, Hke those that appear in our 
Grand Tournaments! 

games In a way you haven't beforel If you are reglslering 
for a Rogue Trader Tournament, make sure you read 
through aU the posted rules carefully, both on the Games 
Workshop website and the tournament organizer's 
website. This way there won't be any surprises when you 
show up with your army. 

Do yourself a favor by making yourself familiar with these 
rules sets. At worst, you'll get a chance to play a few 

As the great Ultramarine Primarch Roboute Guilliman was 
reputed to have said , "Knowledge Is half the battle!~ 



It's that time again for Games Day, the biggest, most momenlous event for Games Workshop in 20021 
Wail a minute .. .is that a SECOND Games Day in the U.S. in Ihe same year?l? Get ready, all you fanatical 
GW hobbyists out there, the whirlwind fury of Games Day 2002 is hurtling towards Lake Michigan, and it 
won't stop till Games Day Chicago 2002 has led a path of gaming mayhem through the Windy City. Join 
the throngs of crazed Games Workshop hobbyists as they head to the Donald E. Stephens Convention 
Center for the biggest day of tabletop miniature wargaming the Chicagoland area has ever witnessedl 
With more events, games and all around wackiness than you can shake a Snolling at, Games Day 
Chicago 2002 promises to be one of the most torrid displays of gaming madness around! Don't miss it! 
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Saturdav. Julv 27th 
Donald E. Stephens 
Conventiion Center 

Rosemont. Il 
10am-7pm 

Gel ready for the Chicago eYent of 

the year, packing in gaming, Speed 

Painting, gaming, Troll 80ss Bob's 

Mail Order Siore, demos, gaming, 

hordes of pre-released figures on 

display. more gaming, WAAAGH!s. 

door prizes, crazy guys dressed up in 

goofy costumes (just check out 

Gob lin Boy below! ), nnd did we 

mention the tons and TONS of 

gaming?!? Don ' l dare miss this 

spectacular historic event! 
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This boxed set contains: 
• A 288 paOlI rulebook 
• 38 Empll8 Soldiers 
• 1 EmpIre Cannon 
• 1 Empire General 
• lOre Warboss 
• 35 Ore WarriOrs 
• 1 Orc Boar Chanot 
• I rumed bUlldlllO 
• 3 weapon templates 
• 8 assorted dice 
• 2 range rulers 

Warhammer Rutebook 

Warhammer Starter Set $74.99 US - $110 .00 CON 
The game of fantasy battles, Warhammer IS set In a fantasy world where you 
control a mighty army 10 crush )'Our loes. I(llIghts In shining armor c!;Ish into 
fegunents of bloodthirsty warnors while archers darl\en the sky WIth arrows 
Powerful war machlfle5 belch forth death wrth earspllll.ng fury. wMe heroes on 
fantastIC monsters sweep Into combat turnmg the bde of battle 

$49 .99 US - $65.00 CON 
This 288 page ruleboolc contains all the rules you need to create exciting fantasy battles In the Warhamml!r woOd 
In addillon to the core rules 01 the game the fulebook Includes advanced fules 101 deadly war machines and 
p~lful charaCler.; The slltllon on magic prOVIdes powerful spells to crush your enemies and enhance your own trooPl. 
tummg the tide 01 battle at cfihcal moments. Tha fulebook also IIlcludes background lor all the races. a 32 page 
Introduction to the hobby. scenariOS and supplemental rules In all. the Warhammer Rulebooil: IS an essential purchase 
lor any dedicated hObb)'lSl 

Warhammer Regiment Boxed Sets 
The Wafl\ammel Regiment boxed sets are a great way to start a new army 01 bUild up all eXlstmg lolte. Each Reolm!fll baKed set conlalll! a COfe ullil 
lor one particular army. Iflcludmg commai'ld vanants thus allowmg VOtJ to gel the 8SS8fltJallroops you require to bUIld your torees. Shown hele 1$ the 
HIOh Ell Spearmen baKed set. contalnmg enough parts to make sixteen HlQh Ell Spearmen. Includlno a Champion. Standard Bear8f and Musician. Models 
not shown at actual size 



Warhammer Armies Books 
The Warhammer Armies books are an essential purchase for any Warhammer 
general. They contain rules and background, painting and modeling guides, and a 
full army list. 

NEW! 
Skaven 
Armies Book 
' 1i.1I9 us . 528.00 CON 

The Skaven are a race 
01 evil rat-men who 
Inhabit the 
underground 01 the 
Warhammer World 
They gnaw at the 
roots of civilization, 
eternally scheming 
and preparing lor 
the day when their 
uncountable hordes 
will overrun the 

surface world 

Dark Elves 
Armies Book 
S191H! us - $28 00 CON 

From his dark tower 
In the distant land of 
Naggara!h. the Witch 
King strikes terror Into 
the heart of every race 
01 the Warhammer 
World Cold and 
heartless, hiS armies 
01 Dark Elves 
launch raids that 
enslave thousands 

The Empire 
Armies Book 
Sl1U9 us · $28.00 CON 

The Empire Is the 
largest realm of Men 
In the Warhammer 
World. The Emperor's 
powerful armies form 
the basllon that keeps 
the marauding Orcs 
and lorces 01 Chaos 
Irom overrunning the 
Old World 

High Elves 
Armies Book 
519.99 us - 528.011 CON 

An ancient and proud 
race, the High Elves 
have refined their 
martIal skills and 
magical prowess over 
the centuries They 
have watched empires 
rise and faU and 
ferociously repel all 
who seek to conquer 
their homeland. 

Dwarfs 
Armies Book 
511.99 us - 528.00 CON 

Deep within the heart 
of the mountains, the 
Dwarfs have carved 
their ancient empire. 
Surrounded by all 
manner 01 vile loe. 
they have been 
at war lor 
countless cenluries 

Orcs & Goblins 
Armies Book 
51999 US . 521.00 CDN 

In every loresl and 
under every mountain 
lurk the warlike tribes 
01 Greensklns, 
countless Orcs and 
Goblins who love 
nothing more than a 
good fight. 

AVAILABLE FROM YOUR LOCAL GAMES WORKSHOP STORE, INDEPENDENT RETAILER, 
MAIL ORDER 1·800·394·GAME U.S., 1·888·GW·TROLL CDN 

OR www.games.workshop.com 



A
lh iD hlle of rcd !rlCed 11K p.!lh of 
.be bbdc, Illd 1 I"dde or blood 
1111 dowo the ICII81h of Ih., fat 

hUII'IIII" cxpOkd D«k. The SJuvclI As:u.uill 
rdcucd Ius tight gup on hil vlChm llld 

leI 11K body of the uJbrmu slump to Ibe 
floor. He dngsc:d 11K (0'1* 'w,), from 
,be fOOl of the Shirl. hidlD8 II bcnel'h , 
luge f'1me ,Iu, supported 111 unme ... 
bmel Dozed of luch lund, filled lhe 
IOft8 lhlD (blmber The p.allet of 
M.ddCllhcllI'I wu 1I'ell Slotkcd. hul Ihe 
buck robed SkIveD Iud DOl (orne 11m: 10 
_ the mlD- thlllSI' luppha of brew. 

H e "" do.a the ICD81h of the chamber. 
eQUllliDg 11K: hmds u he puacd them. 
loniDcllvdy he kept III The ,h,do"., his 
moycmcntl .i1cDI !lId ,,,ift. AI the 
,hlflcCplh hurd from the elld he .. oppcd. 
The As:u"io 'Ipped three lima all the 
woodeD lid ... n The hue of hiS dluer 
HIS 1181111 ",. mel .llb 1 I lInlln reply. 
RUDIIlOIl h .. Ibm dn'cd Mild. 1(ron the 
mcliJ Tim he fOIlPd ~ .null Plthe IPd 
prCSKd o. It A dull click told him be 
Iud fOllbd wlut he IOlIgh!. ~od he Ilepped 
btc.k II lhe CrOllt of tht bmd Ilowly 
s..uIlS fOl'Yud He stued lDIO Ihe Ib.rk 
band ~.d hIDed. 

-Come-eom~ Ollltkly-

A pm of red er" IPIKued II tbe duk 
gloom of the burel. folloW'Cd by ~ 5C'tood. 
Ibeill I third.. A SklvclI Jllmped frool thc 
uflt: b.f1'd. qllickly followed by more of 

its killdred.. Thq- were drcssed I~ Ihe Sinu. 

bbtk robes u the Assani,l. with .hup. 
uloa- like blades lIf1pped to tbel! IuPdI. 10 
III I dono of Ihe eralllrc:s emerged. 
Ulmilllllg lheir 11I1IOII..:lillgi as ach of 
lhem Iw,iled theu mUlei, comnulSd. 

-eo DOW. Ip lIeps. - Tbe AssuSla ,ddrcocd 

hill IIl1dctllDgS. -Abo....:: as. , l1....::rll. filII I' 
IS. MlII-tbJaV- IlOl wmion.. drlllk.. Will 
die cuily - The grollp haded towucb the 
CDIUllCC mO'llag as ODe. like ghooly 
.ludo .. down Ihe knglh of the ¥llIh. 

·CIIDlhen yel led lbe I'",fl keeper. -Wh~I'. 

knpiD8 YOII? There', good CII.IOlneTt 
wliliag up here.- The p.alttc workc,.· iDa 
wu full 101llghi. ApgCStlg W ... ~IWlyl ~ 

bury nighl. The nobla of the palace ~lIld 

oflclI leI Iheir servlnt' luve Ihe diy oU 
whilst Ihey slept off Ihm ovellndulge",c 
011 Ihe .. (Ckelld.. Most of Ihe servll1l, look 

the opponuaity to unwiad 'Dd rein: wllh 
some good food nd n de or two wllh 
whu:h 10 sw.1l " dowa 

The cdlll door uuked optD. Wilbout 
looltillg lip from Ille pilll Ile W ... plllhllg. 
8tO$loW the I8l1ktepcr JhOllled II wlul he 
Ibo"Shl wu his ccllumu. 

··Bonl tlmc! Now be , good 'UII "d come 
III' help me hCf~ - He filllshed po"tIIlg tile 
lie - II Iud I flPc, (fumy- while had OD 
II. ,USf abO\/1 Ihe best ak he Iud ptllled 
Ihn lIighl. He rdlshed Ille Ihougb, of 
d05IDg lime whClt he wo-uld be. able 10 
rd,x Illd blVe I dnllk or IWO hrrnKlf. 
Punlllg Ih, upkud 011 Ihe bu. he w.ped 
Ius lullds 011 hl5 'prOD anel _ IbOUI 10 

p01l1 Illolha whell I IlIgh pitched "ram 
"uled blm 10 look up. 

M IIIC $aYe ",!" he .nmmer,d £I he 

eyed his bu. Wilh , 'Peed Ihe I.ktll of 
'Wfadl he h~d IIcWI se.CCI. , lIumbe.1 of 

• mUl bbd Ctalll~ Ic~PI from IIhle 

10 uble. Blades w,re dUliDg left alld righl . 
rippillg 0111 the Ihto.lll of his pa'lOlIS. 
Thq- looked hlu snull .hado." flillillg 
,CtoN Ihe room. III lhe aoise ,tid 
commOlIOD of Ih, pot.. tbe IIIV,de,. h.d 
alrudy ulIJ(;d , bloodbllh before lIy of 
tile CIiSTomers Iud rcalitcd wlul wu afOO'l. 
0.17 1I0W dMi il Ib.WII OD Ihc few 
fCfIU.illiog I,bltll llul Jomclhiltg wu 

Icmbly "0118' 

BrOlllow wl"hed U I YOllog couple tried 
'0 (Icc 10 tbe door. They Iud ooly gooc , 
few "e .. before Olle of Ihe black robed 
fl8uret dropped dowII from I roof bam 
OlitO Ihc hick of the girl. II dosed I furry 
11m uOIiDd her had twillling i, ll1d 
ID'pp"g her occk. whilsl II Ihe SoIme Hme 
Ihrullios the blade held ill its IIil inlo Ihe 
lower Ipille of hel pINner. 

A couple of off- dilly guud.mCD Iud draw .. 
Ibm lwords Illd fOlighl off the flurry of 
blows ftom Olle of Ibe duk (fullircs. 
Slowly. Ihe Iwo of Ihem forced ;, hlc.k 
11110 I toraer of tbe tlYera, bUI lhe (fallire 
rathed illlo Ihe folds of its tobes. From 
Ilerc lhe IIIak.cepct cOlild 1101 q'''le lell 
wh~1 11 w .. Ihe f_1 cratu" gtUpcd ill ,II 

ulolled fillgers. He w,lcbed III horrol £I it 
I~u fl(bed IWO prOJecTiles ,I Ih usnl"l$. 
Bolh met fell 10 the floor .,,,hI1l8 in 

dcalh Jpum5. dollk SICU Plrs. gloWIIIg 
1I11111111T1l1y. prolTlidlag from Iheir cbctts. 

Wilhlll momu" Ihe OtICe lcemillg 11111 b~d 
dcscCllded 11110 total ,lieltCC. As 8rOlllow, 
"gld w,lh far. CUI b.s eyes 1TOt.Illd Ihe 
room he .. w Ih.1 few bad evell m~llIgcd 10 
(leape flom Ihm Ilbies before Illey bId 
beell blUhlly , laiD. The bbck robed O~ 
pulled Ibeir blldes from Ihe COfpsct of 
Ihw Vf(luns. WlpiliS Ihe bloo.d on Iheir 
dOlks. Thlrleen ~iTt of eyes tllr!\Cd 
lowud. him nd 15 ODC Ihey .dYlfl(ed.. 

Bro.low "ITed II Ibe mu-sited c,o:a lll rcJ . 
They had Ille ¥wgc:s of tm bencalh Ihe 
((lwls of Iheir tobet: rows of razor wrp 
1eI:lh .·cre hued 15 Ihey slowly c~P' 
lowuds I 



~No, no!" he screamed as he tried to £Icc. 
but his legs would not respond. "You're 
not real! You're just a story told at 
bedtime to frighten naughty children." 

The largest of the creatures leapt onto the 
bar and drew a wicked looking blade. 
Green toxin dripped from it, causing wisps 
of smoke to rise as it struck the polished 
wooden surface. The Skaven hissed, 
bringing its blade down in a vicious HC. 

As a dark cloud covered the moons, the 
Skaven crept out from the tavern into the 
crisp, cold night air of Middenhcim. The 
trees in the palace ground had already shed 
their leaves and only the noise of frost 
covered leaves, quietly crunching underfoot, 
betrayed the presence of the dark robed 
Gutter Runners as they made their way 
through the grounds. 

They followed the Assassin as he pressed 
himself against the cover of the ancient 
stone walls of the city. Soon he 
disappeHed into the shadows of a small 
alcove facing the main palace quarters. 

"The Dark ones arc coming. Already they 
march from the north. Soon first of man­
things' cities faJ1. Here, our time draws 
ncar. Already clans gather in strength and ... " 
It hissed for the others to sby silent. The 
sound of a sentry's footsteps on the 
cobbled stones echoed across the square. 
They grew louder as the sentry approached 
their hiding place. One of the Gutter 
Runners drew his bbde in readiness to 
dispatch the guard. The man- thing paused, 
scant metels away from the alcove. The 
Skaven could smell the strong odor of his 
pipe. After a few seconds he resumed his 
patrol and walked away. 

"Tower: the Assassin continucd, 
to a building before them. Must 
get inside." 

t 
"Why masterT One of the Gutter Ru~ 
ventured a question. The ssin tUflred, 

... suddenly baring a set of slr.l 
yellow fangs. 

"Your's is not to ask why: 
With the tip of his dagger he 
scratched a rough map in the 
dirt beneath the alcove. 
every Skaven in the group 
knew his task, and they set 
off on their mission. 

Kurt Thersmite fclt fhc 
warmth of the fire against 
his cold face as he stepped 
into the guardroom. ):J.e 
took one last suck ~n his 
pipe before tapping the as es 
out onto the floor. ThG- rest Qf 
the nightshift were sat around the 
fire warming themselves. He walked 
up to the guardsman nearest the fire 
and stood before him. 

"Move over bd, it's deadly cold out there 
and I'm needing to thaw my fingers." The 
young lad looked up and (or a moment 
seemed ready to argue but one look from 
the elder guardsman's face told him it 
wasn't worth it. Kurt sat down on the 
stool and placed his hands close to the 
fire. As he did so he heard 
something scurry across the roof 
of the barracks. 

"Damned nts," he muttered. 
"Somebody kick thll fat, 
luy cat outside to do 
her job." 

DEATHLY 
Penned by Scribe Space McGuirk 



A yOll1l1l gund .,Iked over 10 Ihe til bUI 
il hissed II him, ils (ur '''lIdilill OD elld. 

The lIulrd backed '.'y from the fellllt. 
prefonllg to lvold I mulilll II Ihe .lh.llp 
til., of the tcrrdicd Illirrul 

MI dU1l1IO .IuI'S gol iDlo her 10Dlghl. she', 

pctnlied o( golDI OUI: He s.lId. 'lIIiDI 
back dowlL 

Kurt glued II Ihe UI .ilh disdzoill befolC 
rdurlling htl glle Nck 10 Ihe hypuotic 
zlo. of the red- hot embers. 

SuddeDly he lumped Nd. tipping oU the 
11001 III , llus sphere fell f,om lhe 
chlmlOCY ,ad !aIded ill tlu: hart of the 
(lie. The old .miol gol ~k up ODIO his 
hees. ICIIIIDIl fonnrd to eXlffiilOC the 
,Unge gw:' hill It glo.ed u eCfle sludc 
o( I,eell 'g'IIISf lhe red 001 of the «N.I .. 
A loud crack .... followed by Kurt', 
scrams III the ball shallered ,ad exploded 
III hir face. The ,ha,d, of IIIw.. .hich hId 
pIerced I"s eyes. blillded him 10 Ihe ttllck 
IlCen 1I0xious illS Ih'l poUled f,om Ihe 
ball IDd quickly ellyeloped Ihe 100m. 

Mauick! Gel OUI.
M 

The youog gund 
,(relmed. the IIIlI ,llcady ClUJ1 1111 • 
• 1101111 burnioll SC:1IJ1lioD II Ihe Mek 

of his Ihr(»l. Ole by one Ihe lunds 
poured oul from The buneb, their 
ey~ Ju"ming. One by Ollt they fell 10 

the floor. elulthillg .t Iheir thr(»IS ... 
Ihelr blood Ipllled 01110 Ihe frost covered 
cobbles. Ollt by ODe: Ihe SbY(D GUller 
RUIIIIcn shaThcd The" .capollS Ilid slipped 
back lito Ihe sludows. 

The Assa.uill hu! slipped ""'y {,0m 

lbe mUll group. ukilill '.0 of tbelt 
Dumber .llh hIm. He poillTed 

lo •• rds Ihe fool of I ull lo.el . 
• here t.o I~rd,mell stood .1 

lhe CIIIIIIICe. 

I'hcrt. I.ur of one I $Cek.­

The build.1I1I rOle high 11110 
lhe Dlghl sky. It d.nfcd • 
lo.er lIelll 10 it. Illd ,I the 
lOp of Ihe buildiDIl .... I 

mellll" dome. Copper pipes 
eXTended oUI from the lOp 
qUlrter of the to.er ,lid nil 

up the lellglh befole burro.iDI 
Mck 11110 Ihe •• IIs. 

"K,ll g~lds. mulcrT Oae of 
Ihe Guller RUDDers ulu:d. 
dlnrllli out I thro.illg Sin ... he 
.poke. The AI5IS!IIII molioacd for 
him 10 pul back the .capoe.. 

MNol yet Must r~h tnzet 
(,ts! KIll 1~1d, 110. nsb 

.IWIIII! YlCtim. M The A#uslfl 
loolu:d n Iht alleyw'y bc:f1I'l:CII Ihe 

'wo lowc:n. 

-Wall losrde lowu 1 must be. th~1I 

Jtnkt.· be. iUlrutlcd Ius 'ppn:DIlCcs, 

SpflllllDI atross Ihe 
courry"d. he 
clellChed hir fists. 011 

c:.ocb lund 1.0 bbdcs 
spung (orlh Irom the 



sleeves of his robes. Running into the dark 
alleyway. the Assassin leapt onto a pile of 
crates to gain some height. From the top 
crate he launched himself upward at the far 
wall. driving the tips of rus bbdes into the 
stonework. Plaster from the wall feU to the 
floor. Had he hoped to gain a solid 
purchase then the Assassin would have 
failed and tumbled to the ground below. 

Instead. in that fraction of a second's 
purchase that the crumbling stonework lent 
him. he pushed himsdf 0(( the wall with 
his clawed feet, launching upward towards 
the opposite side of the alley. again driving 
in his blades for a brief hold. In a short 
space of time the Assassin had managed to 
climb to the top of the lowest tower, 
leaping from one wall to the other. His 
black robes, silhouetted against the night 
sky. lent him the appearance of a bat 
in flight. 

Once on the roof of the smaller tower the 
Assassin paused for a moment. He could 
spy an open window at t he top of the 
tower but. even with his acrobatic abilities. 
it would be too high for him to reach in 
a single Jump. A movement at the window 
caught his attention. He snarled as a figure 
drew the shutters and locked them. 

Undaunted by the setback, he couched for 
a moment focusing his energy on the jump 
and then bounded upward. For a brief 
moment it looked as though it was a 
suicidal leap and the Skaven found himself 
falling downwards. As he did so his blades 
scraped on the copper piping. causing a 
shower of sparks to fall down into the 
alley. The tip of one blade caught on a 
bend in the piping leaving the Assassin 
hanging suspended over the hundred 
foot drop. 

He swung himself upwards. reaching out 
with rus fingertips to grasp the piping. It 
was hot and burned his hands but the 
alternative was far less appealing. Climbing 
up the pipe he reached the window ledge 
and pulled himself up. He pulled out a 
small pin secreted in rus truck. dark grey 
fur. With his long nimble fingers he made 
short work of the shutter lock on the 
window and bpt inside the tower. 

*** 

Engineer Freidrich Holst sat down at his 
desk and picked up rus quill. He turned a 
switch and the dim lights in the room 
glowed bright as tbe burners were fed 
more gas. He was glad for the integrated 
flow system that he had recently installed 
into tbe tower. it ensured tbat on the cold 
winter nights in Middenheim he would 
remain warm. Since his arrival in the palace 

Freidrich had been making quite a name 
for bimself. 

Now though be bad been granted a bursary 
to begin studies on a far grander project. 

During his short time in tbe city be bad 
been allowed access to a wide range of 
ancient artifacts. It was here that he had 
discovered a strange stone. Dated at over 
five hundred years old it was simply 
entitled Wyrdstone. All attempts to locate 
its source had met with failure. but 
Freidricb was not concerned with such 
details. He was more interested in 
harnessing tbe energy of the stone. 

In recent montbs. ilDd after many near 
disastrous experiments. F reidrich bad 
managed to safely usc the stone as a power 
conduit. Unfortunately, the single shard he 
had found had been virtually druned of 
energy. and so he had sent word across the 
Empire for more samples. He stared at the 
dark green shard on bis desk; tbis simple 
piece of stone would cbange his life 
forever. Witb it he would achieve 
recognition beyond his wildest dreams. 

A sudden draft of cold air caused him to 
turn round. The shutters were wide open. 
'Stunge', he mused to himself. be was sure 
he had locked them. The engineer 
rehstened the lock and sat back down at 
his desk. His eyes widened in shock. The 
stone was gone:. He looked under the desk. 
perbaps it had fallen. but rus quick search 
revealed nothing. 

"Lost somethingT A sharp voice spoke 
behind him. F reid rich turned and his heart 
almost stopped at what he beheld. 

The Assassin grinDed. revealing his razor 
sharp teeth. In rus hand he casually tossed 
the green shard. The engineer slowly 
stepped back. his mouth wide open whilst 
his eyes betrayed a look of bewilderment 
and horror it the creature before him. He 
backed himself up against the wall, 
shuffling slowly step by step. sideways 
towards the door. 

"I knew itr He shmmc:red. pointing at the 
Assassin. "All the evidence pointed towards 
it. I knew you were real. The skulls were 
too precise to be fakes." Tbe human 
continued to back away from the Skaven. 
As he reached the door. he slowly turned 
to open the handle. No sooner had he 
averted his gue than the Skaven leapt 
towards him with lightning speed The 
blades attached to the Skaven' s wrists 
thudded into the thick oak. pinning the 
engineer to the door. One blade on either 
side of the man's neck trapped him. The 
engineer turned slowly back round to face 
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his attacker. a trickle of blood ran down 
his neck as tbe blades nicked him. whilst 
at his feet a small puddle of another 
liquid formed. 

"Warpstone you are wanting. yes? Think 
you to harness its power?" the Assassin 
pressed his snout close to the engineer's 
face. staring deep into his eyes. 

"W ... w ... warpstoneT the engineer 
stammered again. a puzzled and desperate 
tone creeping into his speech. He looked 
down at the shard of stone the Skaven 
held in his menacing clawed hands. 
"Y .. y ... you mean Wyrdstond" 

"We know you harness energy. Give me 
plans I give you quick death: The Skaven 
turned his blades. cutting slightly deeper 
into the engineer's neck. 

"You will get nothing from me:. you 
verminous filth: Freidrich retorted. wincing 
at tbe pain. "All the results of my 
experiments ue conhined safely within my 
mind There is nothing for you here. it IS 

all in my head." 

The Skaven snuled for a second and pulled 
his blades away from tbe engineer's neck. 
mching into the folds of his robe. He 
turned bis back to the engineer (or a 
moment. whispering. "Good. good: 

[n one fell move he whirled back around. 
the sword held in his hand sliced cleanly 
through the engineer's neck, severing 
his head. 

At the foot of the tower the two Gutter 
Runners pulled their throwing stars from 
the bodies of the guards. The door opened 
and they quickly lowered their daggers 
from a striking position as they spied 
their master. 

"Success master?" one whispered as they 
sk ulked into the shadows. 

"Yes." The Assassin spoke. In his hand he 
beld a small sack. Blood dripped from the 
seams, leaving a trail behind it. But by the 
time the guards discovered the gruesome 
murder. the Skaven would have long 
since vanished. 

"Hurry we must. Clan Skryre need this 
one's brains before they grow cold. Even 
after death they have the means with which 
to retrieve his secrets: As the Assassin 
spoke the other Gutter Runners emerged 
from the shadows. Three of them lifted 
tbe heavy grating of a manhole cover and 
the small band of infiltrators vanished as 
swiftly as they had appeared. 



Night Runners form the basis of 
Clan Eshin's forces. With the 
versatile Nighl Runners boxed 
set, sculpted by AJy Morrison, 
you can field fun packs of 
speeding skirmishers ready 10 

harry your enemy 's troops and 
wreak havoc throughout 
tbeir ranks. 

NIGHT RUNNERS 
How to get your Night Runners ready for war 

... .. fII/J"--
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Painting your Skaven Night Runners 
Phil Kelly bas been plaguing tlw 
Studio witb massed ,.allks of mIme" 
for (I couple ojJ'ear:s "ow. We 
' N,ckell hi", tlOllll' 10 give U$ some 
rips 0 11 palllUIIg Night Rumler-s. 

1 I started by sp ..... yin8 the model 
Cha~ Illack :.Ind drybrushlng the 

511::1.1'1:"0 '5 fur wilh 
Scon:hed Um"'n 
l3ec'lIuse Ihc<Ic 

guys are from 
Cb.n £!illin, the 
~1fl5of 

Ska\'C.~n culture. I 
dt:'cided to Ic-.l"c 

the maioril)' of 
me Sk;av\"n 's 

clOlhlnj.: 
black. 

3 The flOl SI:I.~ was:l. Imle mort.· 
dehclle. I painll'd the !;til and 

plck ... "d OUI the Sk;t.-en's buck Icc!h 
wilh Vomit Orown, again allding Skull 
While for Ihe hlghltghlS The dOlhing 
...... IS hlfl,hllKhled by mixing a linle­
Skull While Into Chaos Black and 
C:lref\llIy lining arca.~ that stood OUI 
Ik C'.areful nOI 10 <.,..erdo Ihis, a.~ I(')§ .~ 

definitely mort'l 

2 I ~hcn hlghJlghlC.:d Ih~ brow" by 
dl)bmshlng wilh Vermin Fur, 

adding a lin Ie Skull \Ollie for ~un:n51\'t' 

highlights. '\tIu .:an be- a5 !>Crappy as you 
like herr _ [he great .lIlng al>oul 
dr}'brushfng a ,-'Olar when Ihe 
remainder o f the model b black I~ 1h:1I 

it'~ \"l'ry nsy 10 dean 
up any miSl"ako:s 

w"h Chaos Black 
III hen you 11:1\'(: 
finished lbe claws 
and ,ail-mace we~ 
p:linred 'n 
ChalnmaU, lind .he 
biodlnglln 

Snakcbllc 
Leather 

4 Fin;ally. I cm~rfit Ihe mel:l.lhc 
MClb "lIh II IMnord down wash 

ofChomullnk. I finished 01T!~ 
hi,lthUgtllS on (he bind.ngs "ilh Skull 
While and Snakehite l,c:uher Alrhough 
I think weJ I)On~ dril' I)lng with gon' 
look!! ehet::Sy. I did mix a lillie ChCl:imUI 
Ink and Scah j./cll for the b lood and 

din s[l:ult: red a CNSS 

Ihe cl".h i1ln:dly I 
b~d Ihe model . 

.ICIT _IS - 7li - A_ ZIIZ 

GETTING THE MOST OUT 
OF YOUR NIGHT RUNNERS 

Phil: TIl(," w.ay I see iI, there are 
IWO w.ays to u...e Nlghl Runners in 
Ihe Sk:lvcn :lrmy You can either 
tool them up and use them 10 
harass the e-nemy's flanks, or you 
can use them as an expendable- bUI 
incredibly mobile skimlish .screen 
Luckily, because rOU get a he:l.hhy 
hoo'emy In the boxed sel, provided 
you ha~ two units of CI:l.nr.alS, you 
can splil Ihc m inlO twO units of Icn 
Night Runnen and do both, 

111e main strength of me Nighl 
Kunncn is their incredible 
mobility, l3eC'.tuse th'-")' are 
skinnlshcn, Ihey can always move 
at double pace - a highly 
respectable J 2" This means mer 
can nip round the enemy's flank 
with ease. Try ... quipping a luge 
unil with slings :.tnd getting round 
th ... side of an e n ... my unil, but 
Slaying wilhin 9" of it , 'Ibis allows 
you 10 chuck OUI a potential fony 
sling shOl~ per Shooting phase! On 
the other hand. if you intend to 
usc t.hem for a well-llmC"d flank or 
fCllr charge, 1001 them up with 
IIddillonal h~nd wcapons, 

Altcm:.tlivciy. they ca.n be used a.lt a 
skimlish sere ... n to protect mol'l." 
v:.luablc units such a:i Plague 
Monks, One of the best things 
about !his lactic is the ract that 
Nighl Runncl'! lire gloriously 
chcap. a mcre 5 points per model! 
Bellcr gCI p:l.lnllng 



this month SIOS thl rolelSl of 
Thlnquollnd Bane riDDer, two lrell 
mlnlature.'or the Su ... n annw. 
doslgned bw Ie. GoodWIn and 
Mlrll Hlrrlson. Whll better excuse 
could we hive 10 Hnd aut how thev 
were palnled:» 

THANQUOl 
PAlmNS THE MOOEl 
Thanquol was first given an 
undercoat of Chaos Black. A 
basecoat mix of equal parts 
Codex Grey and Chaos Black was 
applied first 10 the fUr areas. 
Bleached Bone was then added to 
the basecoat mix in small amounts 
for each successive highlight 

stage, 
finishing off 
the highlights 
by adding 
Skull White 
and Bleached 
Bone to the 
mix together. 

A basecoat of Scorched Brown 
was applied to the skin. An equal 

quantity 01 Dwarf 
Flesh was then 
added to this for 
the first highlights , 
adding more Owarf 
Flesh and Fortress 
Grey lor 
successive 
highlights. 
Bleached Bone 
was then added to 
the mix for the final 
highlight stage. 

The cloak was painted with an 
equal parts mix of Codex Grey and 
Chaos Black. Once this had dried 

MASTERCLASS 

a Glaze of watered­
down Black Ink was 
applied and a second 
coat of lhe original mix 
was painted on as a 
highlight. The final 
highlights were an 
equal parts mIx of 
Codex Grey and 
Fortress Grey. 

nNE DETAIL 
Scorched Brown was painted on 
as the basecoat lor the slaff. 

This was 
drybrushed 
with Besllal 
Brown 
followed by 
BubonIC 
Brown. To 
finish the 
wood effect, a 
thin glaze 01 
Flesh Wash 
and Brown 
Ink was 
lhen applied. 

The copper 
armor and top 
of the slaft 
were painted 
with a 
basecoat 01 
Tin BilZ. 
This was 
highlighted 
with an equal 

parts mix of TIn Bitz and Brazen 
Brass. The next highlight stage 
was to use Brazen Brass on its 
own, followed by a final highlight of 
Brazen Brass and Mithril Silver in 
an equal parts mix. To finish these 
sections they were given a wash 
with an equal parts mix of watered­
down Chestnut Ink. Brown Ink and 
Black Ink. 

The pouches and the 
rope were painted wi th 
a Basecoat of 
Scorched Brown. 
Bleached Bone was 
added to this for each 
slJCC8ssive highlight. 
adding extra highlight 
stages when finishing 
the ropes. 

fINISHING TOUCHES 
Tin Bitz was I1rst paInted on as the 
basecoal for the sword and chain. 
followed by Bottgun Metal for the 
first highlight Mithril SilVer was 

used fot the 
final highlight 
slage. The 
central part of 
Ihe sword just 
above the hilt 
was given 
a glaze of 
thlnned-down 
Brown Ink and 
Black Ink. 

To paint the 
homs, a 
basecoat mix 
01 Bestial 
Brown and 
Codex Grey, 
with a small 

amount 01 Chaos Black, was 
applied. Bleached Bone was Ihen 
added 10 Ihls for successive 
highlight stages, which were 
painted on moving from the base 
to the tlp. As the highlight stages 
reached the very tips of the horns 
small amounts of Skull White were 
added 10 the mix. 

Finally, a glaze of Brown Ink and 
Black Ink, which had been greatly 
watered-down was applied at the 
base of the horns. 



BONERIPPER 
ASSEMBliNG 11tE MODEl 
The model was pullogelher in a 
dry run assembly before the torso 
was double pinned to the legs lor 
extra support. The rest 01 the 
model was then glued together 
before giving it an undercoat of 
Chaos Black. 

PAINTING 11tE MODEl 
The skin was painted with a 
basecoat of equal parts Chaos 

Black and 
Scorched Brown. 
This was 
highlighted with 
Scorched Brown. 
A mix of 
Scorched Brown 
and Snakebite 
Leather was used 
for the next 
highlight stage 
with Bleached 
Bone being 
added 10 this for 
each successive 
highlight. The 
final highlight was 
made by adding 
more Bleached 
Bone and 
Fortress Grey 10 
the highlight mix, 
followed by a 
glaze of equal 
parts Brown Ink 
Black Ink and 
Yellow Ink. 

The bone was 
painted with a 
basecoalol 
Bestial Brown, 
Codex Grey and 
a small amount 01 
Chaos Black. 
This was 
highlighted by the 
addition 01 small 
amounts of 
Bleached Bone to 
the mix lor 
successive 
highlights, with 
the final addition 
of Bleached Booe 
and Skull White. 

A basecoat mix of 
equal parts 
Codex Grey and 
Chaos Black was 
painted onto the 
bandage 
wrappings. This 
was then 
highlighted with 

liNE IIrTIIf 

Codex Grey, 
followed by an 
equal parts mix of 
Codex Grey and 
Fortress Grey. 

The exposed muscle was painted 
with a basecoat 01 Bleached Bone. 
A thinned mix of Red Ink with a 
small amount 01 Scab Red was 

then painted 
onto the edges 
of the muscle. 
In doing It this 
way the ink 
runs down into 
the recesses 
creating the 
sinew effect. 

The fur was 
painted with a 
drybrush of 
Codex Grey. 

To create the 
metal effect a 
basecoat of Tin 
Bllz was 
highlighted 
with Boltgun 
Metal. A 
thinned-down 
mix of Flesh 
Wash, Brown 
Ink and some 
Green Ink was 
applied to 
these areas, 
leaving out 
the protruding 

edges. This same mix was also 
applied to some patches on 
the skin. 

Texture was added to the base of 
the model by gluing on sand with 
PVA glue. This was then painted 
with Bestial Brown and drybrushed 
with Bubonic Brown. It was given a 
final drybrush with Bleached Bone, 
and finally static grass 
was applied. 

PAlNnNG WARPSTONE 
Both models, and many others in 
the Skaven range, feature 
warps tone. There Is a simple but 
effective method to paint this. 
Starting with a basecoat of Dark 
Angels Green the warpstone is 

highlighted with 
Snot Green. 
Scorpion Green 
can then be painted 
on In patches as 
the final highlight. 

Boneripper's glass 
bulb was given a coat 
of gloss varnish to 
create a glassy effect. 
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Sh.ado," whipped .round his he~d. 

~crumillS uld li,dus. He n.med II Ihe 
ghos1ly .ppullions wilh hiJ 0"'1l iuubsuD,ul 
hlads. binds Ihlt eDded iD blacktDed hloll!. 
Tht sh,do"'-unlurcs IIUDled him .lwIY'. 
They blUffed Ind chlllsed. IDd he rdt Ihlt 
he should remember ... h.1 Ih= ;oulla 
me.nt. A, lima he IhouShl Ihu he did 
remember. hUI thO$( momellts slIpped 
quickly OU! of IllS reich .gllD.. 'Dd he ..... 

THE DARK 
MASTER 

left IloDe IS"ill ... lIhie Ibe Ib.kllw ... ilb lui The Dark Maste r h e ld the fa t e 
Irvstrllioll Ind hiS IDser. of the Warba nlOle r world wi thin 

Fluha of light burlled deep into b" vtry his s hadowy ta lo ll during last 
being, IrT;llIlIoS .ud dlSOTieDt;IIS him He $I'" s umme r 's worldwid e campaign 
, STc.tI. powerful figure. beauliful .nd set o n th e mist-enshro uded isle 
a ... e-;Mpiffas U 11 led .D cndics:s borde of o f Albio n . Bul who o r w h a l was 
lIibhCtLIlS dltmODic crc.lIura. Blood wu 
shed. Ihe blood of mom.ls. IDd it lell SOOd. litis te rrible being? lWis.ed 
WI! Ihtl hlmsdf he wu stelllS? scribe o f fo rbidden lore, 

Ant ho ny Reynolds, delves in to 
ASlin Ihe im'Se5 ,nd sound, fl kkercd OUI die b ac k ground of this 
of hll miad tad ... eTe forgollen. Why "'IS 

, W d a n gero us and powerful he so ugry ho Iud Mile him Ihis 
... roDS? Who WIS he? (k'bkoT, he hwd c reature o f eternal darkness. 

whispmd. bUI llul Dime ... U mealllnsius 10 The powerful being cilled, 111 these 
him Cacklins J.ullhlu «hoed through hIS limes. the Dark Master has been 
heiDg. Ind ulle burlled Ihroush him ,s,ia. 
H. 5eromed III 10ImCD!. IS he had screamed known over the cc.nturit:s by 

countless other titles and nam"'"~~ for thOllllllds 0 1 YCln. thoush DO $OlUDd WIIS 

hurd. Tbe hIdeous hushler rebounded bltk including the Harbi g' , tHe fkatcr 
10 him. al>ll he .ccoued ill 1~'h I DII. bllillil and the D' • I UI wrll1cn In 
,odistrimiDucly IIDd ... ilhoul focus. Wh.1 ... u - ........ E that ' ~alU l"\."l'I 
,he,e 10 (ocus oD7 origtn:t.i na ' Iakor, hl,ll Ihlll 

is known only amongs 

Swollen with arrogance and pride, 
Behkor eventually incited the anger 
of Ihe Greater Gods of Chaos. II is 
wrillen in the da.rk volu mes lhal he 
saw h imself as equal to the gods of 
Chaos rolther than giving them their 
wonhy respect , and that it was th is 
act which caused his fa ll from grace. 
The Dark M:.I,Ster "'~ols C:.lst down 
from his exalted position and 
cursed by l'zeentch, the Changer of 
the Ways. From being the favored 
son of Chaos. he beta hare· 
fi lled and con{wled."'SQP'II< realu re, 
denied physical fo('!T(' His saniry was 
tnpped from tym, and he became a 

random and unprcdictabl.c:,.t:;nti 
trutl tule tl .I dark rca..lm of ilL" uwn 
madn~ For Ihou~:Uld.'i r){ )'c:ano .he 
I);trk f\1 ';1!';tl' r h.t .. ('lll .. ted l1'li In..:wJty. 

lim~ d l"J.AAInK ~nl:t. lnal.,. ,hrwly. 
('Am P3S!ilng mt.nule fcd.ln,t 10 h im 
likt ... mo mh (111: nfinea o t hb flamo:.s: d,nced IhclT .'1 UOUlid him. ud he 

dr,w ~ck illio Ih. dark .heU 01 hlmKJr. 
He "'_ tum,df In UPOD , grell ,brollc, 

~""'lOfIur4.'d min h 
scholars speci:tlizi ng in the 
forb idden texts, for this emity is 
thousands upon thousands of years 
o ld . A being of eternal despair and 
doom, the Dark Master WJ.S once a 
mortal being - indeed iI is widely 
believed that he WJ.S the fin;1 earthly 
creamre: to achieve: ett::.rnai life , 

hlgb upo~ , mOUII"'II. Thouulld, of IOlIls 
drcled UGUDd him. bCllllillg lor his mClty. 
thtu spuils lllu.ble 10 move: OD to .h. DUI 

pbllc. bound by shuII1I8 ch,iD! 10 ,II. 
mighlY throllC. He ". tumsdf. I gJonov.s 
'(ld .. diu! figure .j,b evcrylhill8 he could 
m:r wish for II bis f'IIBertip!'. 

"You could hive had .11 Ihill.-" ume I 

lIunllng .blSpel III hIs mind. I voke he 
knew wu hIS o.n.. He I.Tumed. Iryill8 10 
d,O.1I OUI du: Yoic.e, hilI he could DOl ~h 

would .11 hive bCCII YOUri, i' oll ly. if ollly 

Abruptly. his mlGn dmcd. Ius mInd 
bec.me his (lWlI once more.. DubUli _IS 

arGillic! him. bUI i, .. 15 lhe crisp ""dow of 
hi, OWII raJm. 1101 the gloom of madness. A 
lIood o( mcmorltl flowed ,"rough Ih. beiD8 
kilO'" as Sc'llkor. U Ihe Harbillgcr. U Ibt 
Ouk Mister WiTh Ihe memotid ume Ihe 
h,lred OIlU more, for he remembered h" 
IfISK f,1I from Ihe bCISbtJ of po ... er 10 
UI$lniIY. cOlldemllcd by tilt. cursed Ch'D8u 
of Ihe W.ys. 

A, .... ue~dI fIlled lIim ... i,h cluny, (k'ilkor 
vo ... ed tbl! be ... ould IIC'I1:t 'SlIill (,II 11110 
Ih,1 bOrrld m.d CXISICIltc. Ihll elldles. piudc 
of IntoDceivlble ilJuSCS ond $Olund,. 

*Nol tbii lime.· yo ... ed lhe Dark MulCT. 

being rolised to the stams of 
dacmonhood by his infernal masters 
for countless deeds thai attr"ctcd 
their anemlon and f.tvo r. 

Iteborn into his new body as a 
lJacmon Prince, tlte Dark Master 
was a terrifying and overwhelming 
creature, and soon came 10 be 
worshiped as a deiry in his own 
right. With unimaginable power at 
his Ongenips, Be'lakor strode at the 
forefront of the armies of Chaos, 
leading endJess legions of daemons 
In great wars that ravaged the land 
No monal could siand before him, 
and he slaughlered thousand.., :1.1 

a whim. 

As his powers grew stronger with 
each passing day, so tOO did his 
pride, which was 10 prove 
his downfall 
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ughtS and ideas, 

As pan of h is curse, a e'wny was 
placed upon this now insubstantial 
and r.lIldom Chaos spirit . Over 
thousands 01 years, there have been 
many Chaos invasions of the world , 
led by all manner of fell daemons 
and monal WArriors. However, some 
of these leaders stand out from the 
Olhers, mighry conquering 
ch:lmpions panlcu larly favored by 
the Dark Gods . These powerful 
leaders have each united the 
followers of the dark gods of Chaos 
and led the great incursions of 
Chaos that have ravaged the world . 
Each one of these invasions could 
well have overtaken everything, but 
each has been pushed back at great 
COSt. The mark of the Chaos gods' 
[-olvor on the e1ev:lted warlord who 
leads th e incursions is the dread 
Crown of DomimUion, a powerful 
symbol to the creatures of Chaos 
that the Greater Gods have marked 
out this mOrtal leading their armies 



Ucfore e;tch coming of these 
powerful incam:lIions of Chaos, 
Be'lakor wakes from his tonured 
insanity. It is his curse 10 lead these 

lty warlords to the eternal 
ra~ p lace of the Crown of 

mlnauol to guide them :lIong 
c hidden h,~ where they nHlst 

iI number rtat challenges 
in rdet to ptO\'e themselves in the 
eye of Ihe Mods Ooce 
has ~n retneved iil't1..,)~, 
Master who L'i 

ceremony, 
place the 
crown o n 
Ihe 
warlord's 
btow in a 
darJc.. 
coronation, 
lhe fallen 
Daemon 
!'tince filled 

r---;aown ha.. .. been 
phu . ."(."d upon the 
w:uiord 's brow, 
Be'lakor begins to 
bde lnto hi' 
mod of 

ence, no 
how much 

Struggl~~':i~o>~~~;: pull of ' 
time he 
tis\: of of 

mories of what occurred In his 
past resurfaced. and he once again 
rec.illed how he was hurled from his 
exahed Status intO darkness. HaIred 
lowardS the higher powers of Chaos 
filled his being, and he was 
dClcnmned nOI to tel hislory repeat 
itself once more. Be'lakor set about 
on a dcsper.lIe action thaI wou ld 

enable him to a\'Oid fulfllling his 
pre-ordained dC:Sl1q)' and regain 
what he had losl. are the rising 
warlord ~ ready t receive the 
crown, the Dark MaSI r swc=pt 
unseen O\-'Cr Albion. goizing 
thai this b le h~ ld the k!..")' 1'0 his 

It . 
of 

pulse 
from 
pilice 

~~:;::~~~:~~~:;~curse thai he until 
the 
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Domination out of his reach . If he 
cou ld claim the Crown for himself, 
it would be he who could claim the 
mantlc of the Uniting Warlord 
Chaos, and it would be he 
would lead the on 
their ramp:lMe 
of the south. B<;JoIImr ... . oJou, 

allemions 10 the 
Truthsayers of 
Albion, the 
prOlcctors of 
the Ogham 

stones, and SCI 
abom wceding 

OU I those who h(: 
cou ld rum against 

their brethren . 
~~mised great 

cr and gifted with 
I t magiC, these 
ailed ark 

BmI-.;u 1e !l began 10 

abuR thetr anctenl 
knowledge of the 

stones,..tum1ng 
tOwards 

and the 
"",h,'I'"'"'' 00<1> groups 

infcmaJ, 
reveled in the 

from far shores, 
. from all the 

battles 
_of 

horror, As they of the 
Slone circle~ , the Dark 
used their corrupted 
siphon off the wild 
land, sucking the Vitality 
isle of Albion 10 feed their Dark 
Master. A!; his powers grew. the 
shadowy D-J.emon Prince grew 
increasingly more solid, and he 
gloried as he slowly began 10 regain 
his long 1051 physical fonn . 
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""doiog-"b.i;iS minio ns ever onwards, 
and gn::cdy , the feel material 
&ni, De'lnar knew til¥", is chance 

escape hb doomed ta:&e ad 
co c. He began 10 exen his wn 
powe It grew. and many 0 
Alb io n could feel h is dark shad 
like an oppre~ive cloud hallfPna In 
lhe sky. 1b om • tlus feeUng was 
1:f.1ore Intcn~and tb~~ en 
d1cmsclves could feel the power 0 

the Dark \taste r as a heavy pressure 
forcang itS!if intO their minds. At the 
same time, e'lakor began 10 probe 
the' d ITOunding the 
Crown of Dam alio n, fee ling them 

to yield befo re h im. 

o f fate lhat wou ld requ ire him 
his hated destiny whe n the 

~:lu, ",nh,oly coronation came. 

-

forces of darkness fah ered, 

m",· ~" g",n to rurn upon e ~~"~ .. ~;'::=_ 
allies killed many 0 

~'n ; '''''." The Truthsayers, 
... ~~_ ... with in the Bastion of the Old 

to perform powerful 
;nl~~"f;on' , their magic converging 



10 countn' 
Ma5te~ In 

Dark 
. the Dark 

M3Ster, now almOSt completely in 
solid, corporeal fonn , realized th:lI 
his plans had been lhwaned . I-Ic 
knew thai with lhe adV"",lIlce of his 
forces halted, he could not filter 
enough power into himself in time. 
As his deStiny began to pull at him , 
he knew that he could not resist. 

His semi-fonned, shadowy flgure 
filled wllh power. the Dark J\h.Ster 
rose 10 his fuU ~esty and swept 
from the towert Qf"".J.deJ of Lead as 
his destiny lUgg<.'d h1m unwittingly 
onW3rds. leaving tua miniOns to 
continue their battle against the 
Truths:lyers without 

BUI with h is new-found powc=r, a 
number of realizations came 10 
Be'l:ikor. He knew lhat the: great 
incursions were becoming ~orc 
frc<IUent , and the time was nearing 
when the \.\"Orld would be as~Ued 

by one almighty incursion th:u 
would last until the end of time. II 
dId not matter how long lhis 
incursion would take to conquer 
lhe lands. centuries perhaps, for 
time is nothing 10 the gods of 
Chaos. Hatred burned through the 
Dark Master, for he knew that he 
wou ld not be leading the forces of 
Chaos in these final, 
glorious batdes. 

With this hatred came another 
curious lhought. 8c'Iakor rcahzcd 
that with thc power he had 
gathered into himself during the 
war on Albion, he was able to resist 
descending back into madness. Ue 
W".AS free of his cursed destiny. 
Though he had not achieved all that 
he had dreamed, the Dark Master 
W'.lS far from finished wHh his 
treacherous scheming. After the 
crowning of this new leader of 
Chaos, thIS upst:lrt known as 

Archaon, the Dark Master would 
retreat to the Realm of Chaos with 
nt:w dreams filled with power 
and vengeance . 

The t'.tge.fuelL'd plans of lhe Dark 
Master :Ire focused on seeking 
vcnge:lJ1ce against the Greater Gods 
of Chaos . In darkness, the being 
known as Ik'lakor concocts his fin:11 
revenge, while the world becomes 

increasingly aware of lhe 
grim bloody times 

approaching; 

~::t~:~~I.ands shall 
c f('""el rhe 
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rhammer 
chronicles 

By Gav Thorpe 

We lcom e to lhb m o oth's Warhammer Chronicles! TW5 rrealise by 
Kevin J. Coleman dlscusses some of the many b reeds of Goblin thai can be 
found a t large in the: Warbammer World, :u weD M the rules for IncludJng 
them in your 0I'c 8: Goblin armies. After rndill8 the ruJes, Anthony 
Re)'o old.s colddn' , resist having a go a t modeling th e nasty little fcUows. Yo u 
can sec the re'illIU of his endeavon as ),ou browse d ie article. 

Goblin Ecology 
~)' Kevin J Coleman 

I'or a~ Iun!/. d.~ .In)1;mc can l'Cl:kon, the 
nauon~ of the \hlrh"mrncr ","orld ha....: 
Ix.'t'n Ihn.'II.II:Ilt.'(\ b) marJudlng IrI~ of 
Oro and (;obllm \1\ hic::h lnh;ilill nC:'ath- aU 
rqoons and h;d)n;m of the kflo.,.'n world 
ThC' '''''0 Rt."IlCt:l1 u:nn~, On;:,; lind GobUm, 
Inclutk ~-cr.tl dlffert'm 'uh·~pecic:s such 
:lS the "ip,ht ('.ohliN Ihllli d .. <eli in the 
mourualf\..\, al1<J tI~ fll'll7k<J ~'":Igt ()reo. 

Ih:1.I ~V'o'er tht:msdn'" w,lh b:irbarou~ 
laltOO"i; ooUttti\'eI)'. thouW"-, all Orcs and 
Goblins Jr(' knuwn ~ (,":en.,kuls due 10 
their hm:td r"nw: of W'\-'t'nl'h \km [onC!! 
In general . Ihe cnemll'" or the Gll'cn~kins 
dll flOl /o:il'l: much Iholl)(hl 1/) the 
di~lIIlctlon Ixlwecn dlH"crcm ~ub-<)pceic5 
ulOrc.lltuJ (;,}hliJ\~ After 0111 .• 1Il Ore i~ 
IUSI :In Oil,'" and .. (.ohlln " IU" a Goblin 
1Iawt."\=, there;an: "'ITle "holan duu 
find Gl'C'('n'I.:JO~ laxin:!llng ;md d nUic 
theIr Cllurr Ih'eli 10 ~tud}lIllIlhese 
GoblinUld~, Ic".aming OInt! l'nllccrinft as 
much information a) pil'i.,lhle aboull~ 
l!ft-'C!ll morbU'O!.il)c!.. 

I'or a~, ~I.:efllics h~"e ,hUlllll'tl tile 
l'L"iCoIrch of (oOOll11OId ecology. In!Ol)ting 

'ludkmu~' ..chou .... b completel) 
polmlc).'o 1lU\\e>,' r, In rcccm 111m .... Ihe 
rc ..... ·arch uf GOhhnoid ('cuing> ha) nc:cn 
uo;o.:<1 In cITl-ctin~ 'v:tl"'_ >:hi' m~ Ih'Clt ~ml ,~ 
even l'C'f'O'''ihle r.lr winning I)~nll" 

'::tueh l .. the ";mCI) of the (;rce:o.,lun, 
tho.)ujth Ih~1 ,.,:hoI31"1 ",II debOLte for 
hour; on the: mOM mmute dcUtbof .. 
P""nlcubr (jo!>hnold ""lI:umcnb ".lJlw.­
from MJCh hnoo tflJl.e<. :I!> tnb.,j 
n:tOluon. .. hl~ to ,m.tll dtuiJ~ ~U<11 .L' 11'1.: 
~h:.Lpc 01" ,l.ull or ct.J1or {'1J.t1"cm .. o ... 
p:utk."\lbr hide In am' nTnI. the 
mfunn;ukm f'OIlhcn.'tI hen.' ~(>Ill;un, I.u.t!o 
:thoU! (.oblinold ~pcr~ Ihal ITl<J'oI 
LoblJnokl o;o.;hob,..:aW"tt un AI IC"~I, I.) 
:111 c'(lemT 

NEW GREENSKINS 
l nk. ... ' otherv.-1!>t' 110100 .• llllhe 
(;n.Tn.~kJn) "lUnd 1lt.'I"C COU11l ~ (.(>hlm, 
ror pul'"pOM""t 0( ~pcU cIT«'L' .and :am' (llm,r 
~pccul rule!. th:u ha, an cIT ... u 
nn ltOhlln~ 

·111 ... ""C ~I"C rKH ·olflO.tl· rule<; . hut ",,[, hopt· 
thJI Ore & (0(11111., pl:lye,.. Will In IhMTl 
01.11 Jllll jotll"t".;om.c fL-alb;u:1.: on he)", Iht:~ 
""0", Ull Ihe Aeld ofl.,..nle-

Ihat Ihe infomulion f<)und hy SU~'~h~~~;~~5~~~~ 



FIRE KOBOLDS 
J("h(lld~ arc green·,klmlt'd ("lbhnoilb 
Ih.u arc ;&lmo..l COmpklcl) Klcnllal 10 
Iht- lnmmon C;r)hion 001) an 1.."«'l.1Jllonal 
t::qX"n of GobhMld 'Iud. ('".In ~pol lhe 
(li'IUlt"UUn of Ihelr k)O#,r 2ml·.,p;an and 
, "u.lkr hlp huoes . .. ilkh o!.lke II 
Kob{)ld-~ n\O>~ml,:m .)uf11t'V1 h.u Irrcgulu 
and lTOO\..ec.1 CQfllp;lrM 10 Ihal of II 
cnmmon Cillbhn hre Kohukb on lhe' 
Olhl"r lund .tIT much moll:" 1't'CO!911Ubk 

nK.1' arc: inJlgtnuu.\ 10 the \'OIc" .. nK Red 
Cloud \10\.1n\lIins ,hal 1:.1) "':lUlh of dw 
O.l.dLl.I1ds :and Other \'QIt;lnlC re~if)n, 
:rround the globe Ahhou¢1 Fire Kobold~ 
Iu\c a gn:cnish skin IOI"IC, \h(')':all! 
C(n'Cn:d In I:Iqtr PJlcho of <hp red or 
oranttC lones In &a. :11 lil'llt g1J.1lCC:' they 
look blr.e (,oblins .... i1h some n:pr of 
nomlk ~k.in d~, fungu~ lI:"fe~I;'l\lOn nr 
"ho~. perh:tPS. an~d ",,"iI blmcho 
0( rni ..-;tt p:1I", 

fiRE KO BOLD (Core Unit) .. ...... ... .... ..... ... 3 points per model 
MWS 8SSTW ALd 

I'll'[" Kubold 
I\.,!bold Ik"" 

l 
l 

.1 
I 

I 

3 

, 
3 

Z 
l 

1 
l 

6 

• 
l nil <;11.(" !()+ 

WCliport.o; & """or: lIand "Colpon and _h idd 
OptloOl.o;: 

An) u ni t rn;a) he' cqulppo:d with ' I:>em ror + I p. model 
\11) un l! m:l) he t:<lulppcd whh Ilgln ;amlOr ror +I IJl.llIodcl 
l p~r.ldc £In<:' Fire Kobold.o ~ Mu~kian -+4 p t.i 
I f'W'lde fln·e nre Koho kl 10 a "tandanl Ik:;uer for +8 pIS 
P(()1Il0 ' l' Oil" nn' Kobold 10 a Kobold IkIss rer -+8 p.s 

~JlCcl:" Rules: Amm~h) 1·C'.Ir 1-I'1!'. "ph !'Ire. \'ire Rc!.istanl 
• 'i p l . fi re: Fire I,oh£lld~ IlIJ)' ~pi' 'in) 'tn:Jm5 o f firc ~, encmi .. :~ dunng ,he 

<'hootlnll pha...c 1'h1~ :tlll(k coun's as:t thrown "'"C:lpon All ~ph Ilre :iI':.Icb 
l'OUrn a~ lire ~ 1I1ICk1>. 0 1 COUI"'t" 

Alla.cli. \t a."/ lnUIIl R,allKC 
"pn !'Ire 8" 

fiR' RClil"I:lI III , I ,re Ii.uhokl~ lin' In :md :tIong moumall'lous \'OlcarI()oO ;md 
fin: pU~ Ih,s ha~ .IiT1 .. "Ctl"C.I their 0ohlmoKi ph"i(lIOJl;o "'1m :lol .... 1:'rai fk,) InitS 
All Ore-ha.1.e<1 auack~ (ie. Ore b;tJb "b,-e" \\arpfire 1'hro",cl'1. Dragon 8n.-3,h 
l"e , ~uf1er .I · 1 <',reng!11 pelUlno '" hen rolling 10 wuund FIll:' IWtx>Ilb For 
C'X:lmplc.;a fire b.tJI (nomwn <''') .. ould IX' to.-cred In <;\ ",hen n)11I1I& 10 
",uund .. 11rt' Kobold 

Hepln, h .... • ~UAAl ... ted Iha, the'\<! 
(,oh"l\("d~ .. pn .. m .. 11 "".1m. of llre:u :I 
hn ..... 1 "!14k .111(1 n:u ur.tJ dclc~ 
Inech:.lnbm .hou)lh othe .... h;l\'(" rqxX'led 
th;1I the'! 'Imrl\ fan.,.. ,he U~ or Ihming 
am}"" -", the same: lime. Ore h'J...<;('(\ 
Wl':lj)Oll!> seem 10 hJIT I,ule nr no clfC'Cl 
:.I, 1111 on trn..-..c Kobol(b. '" hich "'001£1 
SU)Qtl">1 ,hat their 'Uk.':.IIll(: CJWIf'(lfIl1lC"nI 

h",-\ h:K1 ~ profnond cffl"Cl un this .'>IJttIO 
of GohUnokl~ 

fbls III'(' bml 110 
romoers/fl'l ll'fJril tlOll1! to It til (III. 
Ilmlll'll$ mlll/f' IIsl,Vl Oll"'lbt' plasllc 
(;oblill jr(lllll! liS f)(,(II/8" pat/emfllB 
II'(IS pilill/ed ""/f) /bt' $/If" IIsl,~ tI 
baSCCO(lI n! '>cub NNI. blgbllgbll'~ II 
lip III pillC#WS IIs l,'8 11t'tJ· Ora"ge 



TROGLAGOB 
Trotd~ arc by f;u- nne of the nla-f 
unusual typn of GobUIl!>. 11,~ .II"{' 
(.ohUns Ih31 dweLl 10 the st'a, Ill:tking 
coastal r-Jld~ aj.lall'l." Ihe Empire, Tik":l ~nd 
even f31ulng toc s~ of Ulthua.n and 
lUSlrl:l .. ItcceOl ly, nllnr of thesc ocean­
dwelling Gobllns hal'C been ,igtncU on 

/'1)( fbi.> T.-oglagob. IbI.> buols rl't'r,' c/ll 
off (Jilt' /}{ Ib,' jilrlftiC G'm!ills til,,) 
n.'pftln'tf rl'llb /Jurl' /1"{'1 "'I.:cn /nllli II 
Goblill lr'oI/rldcr 7'ol//(lk// IIJI/' 
i'lI'cllll, (I Goblill S/)('(Ir 111(/$ CIllIO IIJI! 
rlghl «·'I . ..c~lb (lIIlI IIJI! Up sbllrp<!IIl't/ 
The 1"rtJkklb'Ob 11't1!i 1/1<'11 pull/led uslllg 
1/1111'1.: rllIY/l/ofst' as lbe btlS4' nNOr If) 
gll't' il (/ u'tI·lIl.:e ruior 

HILL GOBLINS 
"oulh of the limpln." atm.s the ~horc:. of 
1 ilC'a and till' Dorder Princes. In" ;1 

I~n plain of hills and fU"".l,~la"ds:u the 
<l'ry cd~ of the Itldland'. It is in IIII~ 
d"'lCned region whc:re the laf"!tC\I 
(,ohIlIL~ t"lln be foond Gen"tall) 
n.'{:.kuneU:\.., 1It11 (;ohUn." but abo known 

Tb..' l/ill (,uhlin l/'tlS 1ll1U/1' II'I(IJ fIJI' 
ff!8s (/lui bndy lif II pltl.</lc "'Rbi 
'-;o/)/(" nJ// 11ft (/rlll hfltllts how 
tVIIIOI'//ll '11IIf r"f)Itl«,d /I#b (/ sll'(Jrtl, 
1I1Il1/1),' spll.:t'd bdm II'fIS "111 {rum 1I 
pllIs/ic Orr 11 plastic Chao .• snll'M 
lI'ilh la tlt-sl};>, /11"11 (!If 11"11$ .</lick It) 
lb.> mOtlers tmd.: Tlw Ct!llIP":II'lllfllI 
Goblill fNIS Ihell I)(IJmt.'t1 tj llark ski" 
1(Jlle. /lsltlg 1)/1,* \"~Wl$ (; .... ·.'11 lIS 
II btISf!(:O(l1 

\Jbion In sreal numl"ICl"I, In the muddy 
saudlcnl lip of me bland Ihal h~ come: 
10 he known as TroW~nd TropJagobs can 
hJVC grttnbh ,kin like ,heir Goblin 
l'Ou~ins. Ihouv,h Ifl(l!;\ lend 10 refiet:"l a 
man: sc:tish gn:en such a§ rurquolsc: or 
similar bluc-ween color The hands and 
fl'Cl or a Troglagob :If"(" webbed like thaI 
of II frog. making them Cl<~'eJlcm 

!mimmcl"l wl lh cxttpllonal 'pc1:'d 
Troglagobs :lClually hill'C both ~~ and 
lung:.. a11ov.:hl!l; them 10 hrcallle 
comfonabl) abm'C :md below w:ucr 
1l0\\o1.">'Cf. Tmglagobs "'ill not \'CnIUrt' tOil 
far from thcir ;Iquat!c habl!al. n., the, 
nerd 10 refresh themsch-e<; at rC:l.~t ('\'t"I"j' 
fl.,,\\' days or cbc Ihey wiU dl')' up and Ute 

()'1 TROGlA.GOB UNITS (Rare UnH) ....... 5 points per model 
MWSUSSTW ALc:I 

Troglagob 'I ! 3 j.\ ! '5 
TrogBos~ 2 3 j 3 1 1 'i 

Ulli l SI7.c: 10·1 ~ 
Weapons &. Annor: Iland weapons ;lnd j;ln:Jlos. 
Opiions: 

• l·ro~.lJgobs may I'!:(lhange Iheir la\'l;:lhl.~ for ,I\On bows fOr + I pLmodc:1 
• PronlOle one Trogla~ 10 II "rog 1kl6s for +8 pIS 

Special Rule" ,\nimO!'it}' I'ear FJvcs; Aqu:lllc; Sklmlhh ; TrogIa~lh am"" .... and J:m~lJru. 
cou", as l'oisonnUli Anac!.::. 

Aquatic: T~:tgo/)o. art' .')ClI-<!v.clllng Goblin~. making them C''(pc:ns at 
~wimming and nlO\-ing SpL-e<lily throujl.h aqu:uie fC"Jturc!>. Trug.tJgol~ ma), 
COUllt rlUt':>h~. ri\(:rs. l>lre-Jm~ , laM:s and any other "-Ju:r t c:rr~ !n featun: JS 

Ofl'l'lI ground and MI tan Uto''e rhrough W:1U:r retrain wilhoUi ~ny of 'he 
noml:!l penalties Also. when In such terr-lin TrogI.agobs ocnef1t from 
soft CQ\·t·r 

Skinnlsh: Unlike most G"hlinoid$. Trogb~ al""-J») nghl In I.)()'o,t' 
fonn;ltlon~. TroglagolJS an: skiml/slwn nm.! follrn< all the rule" grncmlnK 
$klmll~h troops as dt'SCrilx:d on pa!:C->o; I I ';. 11 6 of Ihe Warhammcr rulr.:hc.IOk. 

I'o isoned AUllCQ: TlUf1,l:tgobs coat their weapon$ with IChor from 
pohonous *01 monste,"" All ShOOting auad.s made b) I roltla~ ilrruW~ and 
j.l<"t'lins COUnt : I~ poiSoned :1t\:IC!.::.. &.:e p;t~ II~ of the Warhamml'r 
rulebook for dC"t"n~ No!C: l'oiSonc:d auack!i wound I .I""''('I~ .lUlomali<;al1y on 
a To lilt roll of (, If }1H.J need ;1 ., or more to hi! the pol."Of1 h:r..~ ow C"tJo.:t1 
;md C'.Innot woUlKI aOlOm3ticdly 

;IS Grc-Jt Goblins. tllC';t: (jobllnoids a." 
I",.,. .... r then I)nllnal")' (.obIins, mon.· 
3~~i<'e and as ~tronR 3~ Oro The skin 
to ne ofa 11111 GOOnn Is much darker th3n 
IhJt of 3 oonnnon Gohltn, w .. h some 
shad~ C'!'(-11 resembling thJI nf a Ui3Ck 
Ore's hide 

flghung almOSI as much :1..' Ort$ do ;Inti 
WIll occ:r..o;;ionally sell the.r servicc.'S ;IS 

mettC"nariC!< to annkos Ih3t will pUI up 
widl them \t'rcsding and hm"Un/!. arc 
fil<v.red Icbure aCli>'iliQ. for Ihc<.c hul!.;n!: 
Gubllns. and thry enjoy nmhm!: mil", 
then hullrlll,l!: around theIr slllaJler 
Goblinold cousin._ !kIng much mOil: bnu311) Mnhltrous dun 

tilt" an'rJgc Goblin. I hll C;obllns ('1110) 

0-1 Hll.L GOBLINS (Core Unil) ................ 4 pointS per model 
MWSBSSTW ALc:I 

H ill Gni)lin , ~, , 2 I " (;ohlln Ikl~s 2 , , , , , 
Unll Si.£e: 20+ 
Weapons & Armo r, Hand weapon 

Opdolls: 
Any unit Olav be equipped with 1':"''' ' ",:!lPOn:. for + J. pl model nr 
additional hand ., ... r:apons for +2 p1,.model 
An)' un il II1l)' he e-qulppc-tl with IIMhl IImtor for + I pt r1l<xkl Jlldor 
shiclds fOr + I pt model 
lpgradl' nne Ilill Goblin 1011 Mosloan +-i ptS 
l pgradc une I hll Gohlin to II Standard !karer for +11 pb 
I'romrn;e olle I !ill (ioolln 10. Goblin 1Jos~ for +8 pI-' 

Special Ril les: Anlmo.\hy; re:lt 1;.!\'C!i; ijllt Uolhe~ 
Rig 8I1Uit!~ 11111 Goblin) an: esrx--claJl) nol5l) and :t.i1SfI!l;~I'e (,ublin~ that 
I()\"(' nothing beller Ihen ,110" Ing off and bull) IIlg around 'nwller 
{;oblinold~ ~Ul.h 3$ Kobollb :lOd Nlj1.IlI (.ohlins To n'(lre'>C'nt thiS. If yuur 
amI) indudc~ all\' othcr rrpe~ of{johlln.~ (including I hlbgt,hlin,) Ihen Ihe-
11111 Goblin~ "ill t111 Iheir AnimOSity te~t$ on a I or:l l rJtht"r than JO\I :I I 
(ser 1),1~<."!I fJ..'.l o f Ihe Ore &: Loolin army for de:lUlI~ nf .... ntmO!'If)) , ... otr Ih" 
rule: o nll' applll>o; if )"QUr MTTl) docs NOT inCludt Ilff)' (lrc UOlt~ I;wn 11111 
Lrlhlin.~ kllO\\ Ihtlr plaCl: ;lnd will a,'Oid getting IIIIO:t. brJwl With an On I 



DUST GOBLINS ()nee the armic$ ofth~ 'n"O~"~'b~K~'~"~"'~··~~::::::~~~=:~~::~~~~;~ 
In the c.l C"'>(' I'I ~ of "hemn, ~nl'l.'nl IJcllc 
PriC'>~\ I"~'~ m;~I,hty umlC<! of L nd(":ld 
.... ;lrriOf"\ for their mummiftcd l1la!>tt'1"i 
kIlt,..,. n ;l~ Inc , 'omb Kln/o:!> In tllC'>C 
C'UN:<J c.Ionum~ the dew do nol rt'S1 
e$V, and lhosr th.1I d&rr 'Tmu~ 10 the 
l.:md of the Lk:uI Me doomed 10 a Ilk of 
l mk.lth ~,olUlty. ~ tl'f:ffilllg horde 
(II (.ll;'Cnskirl!> from the Ibdl;md~ or the 
\\o"rld'., f:dgc \Iounlains maJ.c tnclr "'':I) 
IntO the. ~lm of de:ath Intent on 
~buRhtennJt, plunderin~ :md C'On<locring 
' 00(' h:&'" C\'t'r \OCCl"C--ded, nor C\'t'r 
fClurned hum lhe l.and of the: l)e:u:l at 
Jea.o.I .tIJ\'C,~' 

desll'O) th~ fUttn-sk.tnned imcrlopt:N, 
the: I..II;h~ PriC"it ~ummull!> the:: n,ulnl/. 
(.oblmo,d c:;r.~ had: from the !tI"~\'t' 
adding them to tllCo,r Iord'l> horrifiC' 
1e!tiOru. Ilowe'I't:r, some of thc."5C l ndead 
Goblins <,(JOlChO'/\ find their "''''') b3<:k t(') 

thc.ir homcWJd~ 
l nhke lIuman.~, EI\b and Dwufs an 
lndead GobIm ~ R.'1alru. a 
~m:Ul p;u1 of il'> m&hic. ... "ous:tnd 
unplcnafll qualilies from II'> pre'I>1oUS 
mak ... ulem life ~ Ln<k-.ld (.ublins, 
knov.l1 1I5 DuSI Goblins, ~Im btckcr 
:tnd ~um one :moth(:r like 
~phcfu l chll~n. 

DUST GOBLINS (Rare Unit) .................... 8 points per model 
MWS 8SSTW ALd 

I)u~' (;oblln 

\Iorbld 
LUi! SI'£c: 1n·.W 

\ , , 
WC;lp<>II11 & Armur: I bnd ... ·c:"I)Otb JrnJ liIowpipc 

Optlo"~ : 

, , 

• f'romolc onC' I)u" G(lhlln.o ~ \1oo1).d for + 10 pl~ 

, l 

l 

Special Rule" AnlmO~II), IIh:,...,p.(>C, OIN Goblin.' ~fC /'II(k(l(I , :md.lS ~uch the 
fllllU\',"~ rok ... apply 10 them . al1llouJth :& t~' relain ~me of their fom1('r 
p")l"hulu!ol,iul qu.ult,I"> thlOX' rule:" at\: \ hgh tJ)' c.hlfcrem from usual 

Hrcak Te.!>": I)u" (."hlin) an' lnbrcabbk If the l>ust Goblill'> arc ~aten 
in ('()fflb:u they wifer on~ l':Xlr.t wournJ fOr CI'C1j pornt th<.·) los! Ihl' 
romhll b), "'Ith fll) S;l\1.':S or lin) Lnd a.IIQwt'd 

Immune' 10 P:!>yeholo~: [)u~t Goblins a~ immuO(' 10 Pl>l'ChokllO' 

C!JarltC' RC'aellon5: 1>',1'1 (jobl ln.~ an:: allo ..... ed 10 m:tJ,;C' Chlf)tC reaolon!. 
.... (lle Ihat th" b ail C"UXpdon II) 1hC' norm:i.llnde:ld rute-. 

\tarchlng: OUSt (.uN'1l.'i IllOl)' make nun:h 1YlO\'l-'" NO(e ,luI IhlS b an 
(."XCep"on to 1Ix' 'lorl'llal I ndcJd rules 

CaU!iC' Ptan OuSt ( .obllru. c:;r.usc/f!(,r 

Oc"dl' ncl(';u:1 ( .(>hlm,' canno.i'x' JOlllcd ~ ehJrJC'lcB 

Blowpipe: DIN (.obllll!> GIfT} ,mall blowpIpes and CWt ,heir ,bn.!> ",lIh 
<'col'plOn ,'('nom UIQ\\plpc, hale a r.tngc of It' and 2 x \luhlplC' "hol~ 
'll'll'Y ,ulfer JX·,tallj.co, 1(11' k)llp; r:tntQC, ' llO\'ing :tnd ~hOOlln/o:!>. etC all normal 
All ,Imlll ~ n"'>Oh'-'l.1 ","h a "trenl/.th 0(:'\ 

71w / mlt'/llllJl/s/ GOOI/" II {IS ",lIde 
'9' C'lItll/~ II pillstlc U-eIN(II1 torso to 
fit 1)1110 pl(ISt/( ('obll .. "10"-A (.01111 .. 
lx'lIlIIl'CU Slut'd 10 Ibis, wlll/iwll 
~1tt'/4!lo" flmlS IIWI' fI(f{lcbt'll Tw 

blflllpi/w 11'<11 (/ SjX!lIr. elltln tbl! rigbt 
1i'll8tb (/11(1 {j SlIIull boI.' drilled III 
t'llC'b "11(1 Tbt, durf was mo(II'/rom 
fbl' pluslI( IImllf QII IIw ~k.:l/,"IOII 

/1'lI1II1', (III 10 IbtI r/J;b/ slz" WIll s/llt'd 
11110 /ll(l(" 



,\\1 1(['.)1. [ 1.1 I, , '! '/ 
lbe.Mlsum, new Sliaven war 
mlchlno, sculptod b, C.lln ...... 
Dive Andrews Ind III" 'od'."', IS 
unloashod .n Ibo wo.ld ibis m.nlb, 
.0' •• 01l8IOn I •• un 101l1b0 'IIVI 
Mlnll t88m to become ORe D. our 
IrIlnoomlnlalU.odoslgnon.we MAST E RC LAS S Iskod him h.w ho wenl about 
PllnUnglllls now m.dol' •• Ibo 
Sklven Irm" 

ASSIIIBIING THIIIODII 
The model was first pleced together 
on a dry run assembly to get an 
idea of where each part litted. 
leaving the Engineer and the sighlS 
to one side, the chassis 01 the 
cannon and main barrel were glued 
logether. The Skaven Engineer 
needs to be in position In order 10 
get the linal bits In the right place. 
so the model was temporarily fixed 
to the platform before gluing the arm 
on to him. Finally, the sights of the 
gun were fixed Into place. The 
Skaven was then removed so it 
would be easier to paint. An 
undercoat of Chaos Black spray was 
then applied, before any areas 
where the paint had failed to catch 
were given a coat of thinned down 
Chaos Black paint. 

PAINnNG THE IIODII 
The wooden sections on the cannon 
were painted with three different 
variations to represent the 
haphazard construclion of Skaven 
war machines. 

A basecoat of 
Scorched 
Brown was 
painted on the 
chosen 
sections, 

lollowed by highlights with Dark 
Flesh Vermin Brown was then 
added to the Dark Flesh in equal 
quantities with a small amount of 
Bleached Bone added to this mix for 
the final hlghlighl stage. 

For the 
second 
wood effect, 
Scorched 

Brown was mixed In equal parts with 

Snakebite Leather. More Snakebite 
leather was added for the first 
highlight stage followed by a smalt 
amount of Bleached Bone added lor 
the final highlights. 

An equal parts mix of 
Scorched Brown and 
Bestial Brown was 
used for the final wood 
effect. More Bestial 
Brown was then added 
to the mix lor the first 
highlights, then a small 
amounl of Bleached 
Bone was mixed 
In for the final 
hlghllghl slage. 

All ollhe wood sections were Ihen 
given a wash with a Ihlnned down 
mix 01 equal parts Brown Ink and 
Black Ink. 

A basecoal 01 
Tln Bltz was 
used to paint 
the main metal 
sections of the 
cannon. Each 
of the highlight 
stages was 
then stippled 
onto the 
sections. To 
create the 

stipple effect, most 01 the paint on 
the brush was wiped off onto a 
tissue In a similar manner to 
drybrushlng. Then the brush was 
dabbed rather than wiped onto the 
selected areas. A highlight of Bealen 
Copper was first stippled on 
followed by Brazen Brass and then 
an equal parts mix 01 Brazen Brass 
and Dwarf Bronze. Mlthrll SUver was 
then added to the highlight 
mix for the final slage In the ______ ..1..-_ 

process. The edges 01 the copper 
sections were Ihen painted with 
Scaly Green. Finally, each area was 
given a wash with a thinned down 
mix of equal parts Black Ink and 
Flesh Wash. 

The other metallic 
sections were 
painted with a 
basecoat of Tln 
BI12. This was then 
highlighted with 
BoIlgun Metal 
followed by an 
equal parts mix of 
Chainmaif and 
Mithril Silver, A 
wash ollhlnned, 

equal parts Brown Ink, Chestnut Ink, 
Black ink and Flesh Wash with a 
small amount of Dark Angels Green 
added was then applied over 
these sections. 

The lens on the 
cannon's sight 
was painted with a 
basecoat 01 Regal 
Blue. An equal 
quantIty 01 
Lightning Blue was 

then added to the basecoat followed 
by adding equal parts Ghostly Grey 
for the final highlight stage. A small 
dot of Skull White was painted onto 
the lens to finish It off. 

The warpstone 
was painted 
with a 
basecoat 01 
Chaos Black 
and Dark 
Angels Green, 
Dark Angels 
Green was 

then used for the first highlight stage 
lollowed by adding Scorpion Green. 
Normally, warps lone Is left at this 
stage, but as the piece is so large 
some more highlight stages were 
added. Bilious Green was first 
added to the mix followed by a small 
amount of Skutt White to finish off 
the highlights. The stone was then 
given a glaze 01 Yellow Ink followed 
by a glaze with Green Ink, evenly 
over the whole area. 

I'un MElAI MAmlClASS - n - A'an. lIZ 
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skin of the Skaven cannon 
crew was painted with a basecoat 
of Dark Flesh. This was then mixed 
in equal parts with Dwarf Flesh for 
the first highlight, followed by a 

second highlight 
that was created 
by adding a 
small amount of 
Elf Flesh to the 
mix. A small 
amount of Pallid 
Flesh was 
added to Ihe 
mix for the last 

~I"'iO'l!lJl highlight slage. 

The lurwas 
painted with a 
basecoat of 
Bestial Brown. 
An equal parts 
mix of 
Snakebite 
Leather and 
Bubonic Brown 
was used for the 

first highlight. Bleached Bone was 
then added to the mix for the 
final highlights. 

The cloaks were left with the 
undercoat 01 Chaos Black to which 
a highlight siage of Fortress Grey 
was then applied. 

The robe of the Skavan Engineer 
was given a basecoal 01 a mix of 
equal parts Chaos Black and Scab 
Red. This was then highlighted with 

Scab Red 
followed by 
Red Gore and 
Fiery Orange 
to finish . The 
robes were 
then given 
a wash of 
Red Ink and 
Purple Ink. 

For all of the 
metal sections 
a basecoat of 
Boltgun Metal 
was highlighted 
by Chainmall. 
followed by 

Mithril Silver. This was then given a 
wash with Black Ink and Brown Ink. 

Snakebite leather 
highlighted with 
Bleached Bone 
and a final 

highlight of Skull White was used 
on the teeth . 

r -
'JJ ' 

. !. 

The Engineer's 
eyepiece was 
painted with Red 
Gore loIlowed by 
Blood Red and a 

linal highlight of Fiery Orange. A 
small dot 01 Skull White was then 
painted onto the tens. 

Once the modet had been given a 
spray 01 varnish, gloss varnish was 
applied to the eyepiece, the lens 
and the warpstone. 

The model was then based by 
gluing sand to the base with PVA. 
This was painled with Bestial 
Brown and drybrushed with 
Bubonic Brown It was then given a 
final drybrush with Bleached Bone 
and laslly static grass was applied. 

'£AV' IInAlIIA5TI1etA55 - n . API .. ZIIZ 



rhammer 
chronicles 

Presented by Gav Thorpe 

Tbls ilia/lib 's W(IrIUII/,me,. Cbrollicles, written by Anlbo"y Reynolds. 
unellrlbs tbe/et,rsome RIIg/lld's "'""ored Orcs, a ""bless band 0/ 
Green$kl" mercenaries. Some oflbe j'etera" gamers ora there (well, 
I.oery veteran to be bOllest) mal' remember RIIg/lid ""'/ his lads us 
one of 0"" early Reglme",s of Rerloll'II, (HId we too"gb' II was about 
tI",e that we dusted tbem oJ!, made some brim"", neUi models/or 
,bern and sel them loose on tbe Old World once agalnl 

RUGLUD'S 
ARMORED ORCS 

D uglud Bonechewer is 2; powerful 
..l'.and wC:lhh)' On: mcrcenarl who 
sells his 5C:'rvtccS all across the 
known world, from 'he Ircacherous 
Badlands In the soulh up Ihrough 
the ft'2lm or the Border Princes and 
throughout Ihe mountains 
surrounding the Empire. Rumors 
~ugge!>l Ih:'1 even the E.mplrc Itself 
has hired his services on ocC'd.Sion. 
Ruthlc=ss to the con::, Rugtud's only 
loy:dry is to himself and he has been 
known to change Sides during battle 
if offered more payment and, mort' 
imponanliy, morc opponunll}' [0 
1001 and pillage. (hoer the years the 
band has equipped itSelf" Ilh a 
mOlle), llSSOnmcnl of l'(luipmcnt, 

strIpping scraps of annor from 
countless defeated for!> , and a/\\.":Io)$ 
taking the crosstxw.'S and bolts th:1I 
the) prize so highly 

Rugtud Oonechev.-er ,,-.tS once a 
mighty Ore warlord, leading the: 
Crooked Eye tribe to cou ntless 
victorie .. Uniting the local trilx), hiS 
amlY stormed through the Grey 
Mountain) and World's Edge 
Moumalns, lie litagcd numcroUJ 
successful nJds on Dwarf 
strongholds and Empire towns. a..~ 

wdJ as upon v:lf'tOUS Goblin tnbe .. 
that refusc...-d to grovel before him 

RugJud !>ufTercd one devastating 
defeat, many miles to the east of the 



/(11g11/(1's Orr:s ,,""'tn· 10 IlIIlem.b ttem/) from lhelr Crosshotl 'S 

Old World, and in [hal defeat he 
aha 10..,[ his po:;i[iOn as warlord of 
thc Crooked Eye. Caught in a 
cunning and well impleme nted 
.unhush by a powerful Ch:lQS Dwarf 
force. his tribe wert': cut down in 
their hundreds by the withering hail 
of missile nrc dlat the Chaos Dwarfs 
-.em Into their midM The Orcs 
return flre W-.lS unsurpri.., ingly 
inaccur-J.fe. The heavy armor worn 
by the Dwarfs deflected the few 
arrnwlo that found their targets 

:\.' Ruglud fled , man)' of his tribe 
rurned on him, blaming him in 
ryplcal Orcish manne r for the 
deleat RUAlud bullied a small 
~roup of the Orcs imo s lar ing by 
hb ,ide and ned with the m to the 
<;(luth. pu~ucd by the arro\\'S :Ind 
insults of his former tribe 

The)" c.une across an ande"" 
seemingly impcnelrabk strongho ld 
buill Into [he mOlllllainside, It 
appeared [0 be de<;crtcd , and the 
..,lIpcrstiliou, On:.!> cowered a[ [he 
sound of the wind howling ovcr its 
hlackened halliements. As they 
picked their WJY around the huge 
hnulders at the base o f the 
'tron~hold walls, the smallest 
mt'mhcr of the ~roup, the rum 

known o nly as ·Maggol'. tripped 
and fell Ruglud blinked in surprise, 
for the Goblin had dbappe:tred 
from sight Moments laler, he stuck 
his head up through a holl: in the 
ground , exclaimin!f that he had 
found a tunnel . 

The Orcs refused to enter the 
runnel, scared of th~ ·bad ..,pirits' 
that inh:lbited the strongho ld 
Ruglud pushed the Ores a-~ide 
roughly, determined to ~how th(·m 
that he w-"s not :If .... "id. I)c~idcs, he 
thou~hl , there might be something 
worth looting inside. Ruglud 
grabbed Maggot by the scrurr o f hllo 
neck, forcin~ him to w-.d k in front of 
him Into the low runnel 

They came upon a scene o f 
deV' ..... "luio n , Ihe aftermath of a 
titanic battle in the tunnds and 
gr;:tnd h;llIs of what lIlu:.t have been 
a Dw;lrf s tronghold Dv.~drf bodies 
lay strewn across the floors in 
unbclleY.lbk numbers, and :11 fh:st it 
looked to RugJud as if Dwarf had 
been fighting Dwarf As he looked 
closer a t the bodies. he saw thaI 
some were the Chaos Dwarfs Ihllt 
he had :o.uffered his great 
defeat against 

l1I00died armor and wcapons were 
sc:tllcred across the stone fl oor. At 
Ruglud·s fect lay:t Dw-drf crossbow, 
which he picked up absently in o ne 
huge hand . Ilis gaze lingered on the 
weapon as a s izeahle lump of 
masonry suddenly fe ll o n his thick 
head, and a moment of inspiration 
w-.c.hcd over him. The unexpected 
tho ught fill ed his cunning Orcish 
mind . hlfya can' t beat em, join 
·cml h lie bcg:1Il 10 !>trip the armor 
off the Dwarfs· bodies. haphazardly 
strapping thc plates to hI.-. O\'ersized 
frame. Climbinj.: uns teadily out of 
the hole, hc stood before hI.-. Ore 
followers who fell bllck Ix-fon' him 
With a ~ trJnfte , determined look in 
hi ~ eyes, he growled at the Oro: 
··We' li show'em how iI'S done.~ 

And ~ Ruglud's Annored OfCll were 
fo rmed . the only known band of 
Orcs to implement the combinalio n 
of armor and crossbow. They arc 
still disliked and distrusted by other 
Ore tribes, but their fighting 
qualitie) arc grudgingly accepted 
Wherevcr die hand IrJ~"CI.s , It fights 
for gold and for food, and for the 
chance to strip the enemy of 
anything wonh takmg 

....... CIII~ • It . • '1Il 2HZ 



RUg'ud .... pleucd. He hId hurd 
IlImo" of much Itlmly 00 the olber 

Side of the g,ut mouIIUiu. ud Iud 
IIUlIIscd 10 bully tbe Bbd: Spuw I"~ 
1010 blll1l8 bIt ICfYltc:I .lIm be hurd 
Ihey ... m ID1Ir:IDg Ihe Joulaer Rugiud ~lId 
h .. mcrtclluics Iud trlvdlcd bcllulh tbe 
g,ut mOUDlln,s ... ,th tbe ulloocd Gob],. 
tube. though the (orcst-d"rJ]cf'S dlllhkcd 
bc.J1I8 iIO [u bcllUlh .be unh. TiK 
IIIpc.UlIIIOin Gobl'lIl had (oftfCd .1 lbe 

sllghlCSl POlK 10 the dukDess. IDd sured 
10 WIde-eyed. bc .. ,ldcrcd .ollder II 'he 
trossbo.s II"ppc.d 10 Ibe blck. of 
Rugilld .1Id h .. (omP'01 SilKc Cmtflllllg 
Lola Ibe tWISted forest 011 lbe other IKk 
of lbe O'IOUolilM. tbe £18111108 hid ~. 
.lmOSl tOMlIo l The trned Goblin 
Sham.1I Sliklll Iud Imd Ruglud ... tli. 
SlVIoll hun lirll pickings of Ihe bod'es. 
AMI It.-.e Iud bccD lOIS 01 bod,a III the 
Iu, ... uk.. 

A IIV.&,- bUr'DI 1011 «hQed bcKitb tbe 
duk "'DOPT of 'rcCI. HUBlud slopped • 
croubo. boh mlO pbce, hiS huge blDds 
'll'orklD8 lhe. mccbllllSm ... llh sUlp'lSlng 
ckxltrlty HIS 1IW51~ (ume 
",u covered II ltuPl 
of armor Slllpped 
{,om dduled foa: 
IOm~ pletcS ... CIC 
blld; lad spiked. 
olbcn ... ~r~ 
pillted III 
(olo,ed bequc,. 
.hok 

5ull olher plCtcs "'CIC 10nll lusted. Alw~d 
!Imlluly In III lSSOrtmell l of mlSmllehed 
IImOI. lbe Oru aroliDd hIm mInored ha, 
1(1I0ns. ,elll)'llIg Ibm ( Iotiboft. 

Dnk. hulltbed stUpcI rKtd Ihlougb tbe 
trcct' to","d, Ihe 111IC5 o( GobllllS. Cloven 
hoofl pounded Ihe ... CI 1011 U ' '''''led 
Bu!,mCII ducked UDder bunches llid Iupl 
ove. (,)lU logs. Theil f'Cd wert 
toDlor1ed nwks of brlllsh hmed. lips 
n«ked "',Ib (0IIIl curilDll bKk to UP'*­
shllp 'cc1h. T ,II ballll 10k from Ihm 
b,o ... 5, 1M thl:)' cUllcd hU8c, elude ues 
In thm h,nd, 

M.ggoc. Ihe Jaull Coblll ,luI nood .1 

RlIgllld'J llde. ~ up II 'he luge <>«.. 
Ihml 10' Ih15 ... «Ie. Good for huS11ICS1 

eh bomT Ruglud mudy gruMed 
III rQPOuc.. 

The BlIck SptdC", SIuDuD Slikrll lu,ned 
hlS gm lo.urds Rugilid HII eyes WCI( 
glued behlDd the. 'plde! 111100 (OVCflOg 
bls (1((. I ICSUIt o( Kif IDduc.td 10XillS 
IKI.IIII through blS body 

"KIll Ihem: The Slulll.la 11,led fLtly 

Ruglud gllaKd mell1mgiy II the Cob1.D 
lucia. huge h,oken lcelh p,otnr.dlag .t .11 
Iligia from hili au ..... ad 1...u1l8 his 
crossbo ... up IO""rds Ihe np,dly 
IpptQ.lchlllg !kulmell. A bolt ,heed 
th,ough lbe I" from 'he trossbow of o.c 
IIf lbe DIu. embeddlDg ItKIf IUl1nkssly 
III • lite. 

• 
"Nol before my "gnllr 

bello ... ed RugJud. IU'lIllIg 
'Dd pUllchlDg Ibe Ore 

III Ihe fw: "'lib I 

buge. billed fISt 

Grumblillg. Ruglud ,,!Sed hIS CIOISbo ... 
o.c:c more. squlBliag II eye 10 fOC:Id DB 
0IIe of lbe IPP'Q.lCblllll (rt.llufC$.. • l"'lliled 
busl "'llh bloody. _lrI'lIlI polle,lIS 
pill!ltd 011 lIs fUI As Ihe BcnlmcD gol 
Ilpldly doser. Ihe d,u88ed Slum'D looked 
II Ruglwd la alum Coacelll (0' hili 
pc:noaul ... ell helDg pu.shed througb lhe 
mlllCl-altenllg 10llIS IMI U)l;Incd Ibroullh 
hIS velDS. RugludJ In~ ndhy loalluC 
protrllded from Ihe !Ide of hIS mOUlh &J 

he U)IICCIII",~d on his !IIgei 

"Nul 'emr Ruglud pouted It Ibe 
lui moment. 

A flurry of blKk bolts hunled IhTOllllh 
Ihe m. II\.IlIy Ihuddlllg 11110 lied .10ng 
Ihe "'y. bul 11111 mole (1lIdlDg ,heu 
mnlt The fllst ... ,ve o( BculmcD fell 10 
the lI,ouDd. Ihm Clltl o( pm souadlDIL 
SlrlDgely HumIn. The tu£C' RUILIud 
hlll\Jt.lf hili pICked 0" rolled DO 1M. 
groullll. blood frolhlDg IIDUnd lbe holt 
p,otruding (rom III thr().ll 

Wnillg • buDdk o( boatS "'''pped ID 
Mll. lbe SMmlD Krtttbcd '" 11IU1l1ll1On. 
A pill of Bustme. rlllllUDg to ... uds ham 
(ell 10 the IIrou.d U If pole-ued. blood 
pollnBg f,om lbe\I un IDd blOld ~0kJ 
/u bts VUUOD shlfled lad shImmered 
befo,e him. SlIknl gllDDed mllllullly ,I 
lhe (<<lillg of fIO"'Cr. 111<1 splllie dubblcd 
do... Iw dul. 

The Oru qUickly begll! 10 lo.ad mo,e 
boltl la Ihell ClOISbo...t .as IDOl her herd 
of BUSlmell Ilted lo",,,d$ lhem. The 
,mell of blood teemed 10 dllvc them IDIO 
I (,eDl)" lad Ihey lapt. saortlDlL .ad 
bdlo ... lDg. 0'11:' Ihut f.1kD (oUlude:&. Oa 

alher J.tck of R_glud', Om. 
/' .... _ .. ~ Ihe BustrncII hId 

Ihe liDd of 
Cobhns. Ind hid 

begull 10 hulChe' the 
dlO"liliulivc CrWlSklas. 
ues ,.mil t...d f&!hllg 

II b,uul. bloody 
IrU Shlmlll 
SlIkllt 



he hlmsdl .. 15 ~lndiDg .. "b his 
Or, klldlDg" 

Gmt buck 'pLdm dropped (rom ,h, 
dllkCKd UIIOPY ~bov(. 'lUooed Gobl,as 
tI'_SIDg 011'0 tbeir bristling b,du. They 
fell 00 Ihe BasIIllCD, l"chlog 1010 Iheil 
mllSCuil, 10100 .,Ih spindly bbd: limbs 
before biting do.owuds w"h VicLOII" 

vtJOm-<Qucd lugs. 

RugllUl ,nd his Orts loosed 1I10lhcI volley 
of boh, Lola Iht dlO(lIiC mIss of ue,uula. 

", luch close "nllt, m.ar of ,1\, bubcd 
crossbo ... bolts plloched nght Ihrollgh Ibe 
uaumorcd bodu:s .• 1Id loolliu lioe of ,he 
fool 00118' fell scrc.amlag 11110 the 
u!ldcIS,o'll',h Ruglud DalKed Ih.t ,be 
cmulru ... ere nOI .11 Ihe SlIme. u he lu.d 
Lm Iboughl. Some of tbem dId Dot look 
like busts .1 .11. bUI morc like HumiD!' 
llbt.L, p.ar1ltubrly mllformcd ODts. Qae of 
Ihun bad • 5c:r1C!i of bubcd I(DUCk! 

'prall'JIIB from lIS bue chCS'l. uth one 
","lhlD8 UDconlroll.bly. m.kulg Ruglud fecI 
oddly '1uury The nalur,', f. te wu ~ 
uwk of ~goDy ~Dd d~pm, 

·eel 'cmr ro.lIed Ruglud.. HI5 Oru Deeded 
110 clitour~gcmeDl, IDd lhey swung Iheu 
crossbows over Ihe;r shoufders. dr.WIDg 
then uudc bUI brull1ly df«uvc cudgels 
ud t!l:.Ivc($. They lupl 10 meel Ihe 
8c.lSlmeD ~lId rnUIllI1! had 011, ud .he I" 

forces duhed Wilh lerrible fOlce ond 
amgcry Ruglud swung hl5 huge bl.de wilh 
nnmeftSC powe, bchlDd Ihe blow The 
WUPOD Sink dtcp 11110 Ihe shoulder of I 
haYlly musded tlC.tUIC, lIally KYClilig Ibe 
limb, He buhed his clO5$lxnJ, held ill hl5 
left h~"d. 1010 Ihe creolure', f.cc, BeJor, il 

Iud ~ ch~lICc to rciliule. Ruglud pulled his 
bllde I,CC, Ind swung II "g"O, Ihlll hme 
IuduDg deeply InlO Ihe t raUHC's IIcck, 

The Orcs Ilid tlQIUles of CIu05 uthUlged 
bloW'll. holh gloups IgIIOrlA! InJUriCS llul 
would hive 11I5"nll y fdkd I HumiD. Blood 
(lowed freely. Ihc Or" Ic!lshlllg Ihe fight 
'8'iOJl such tough oppalleDI!. Almosl 15 

lough 15 Orcs. Ruglud Ihoughl .. ilh 
grudging respeCl IS he lummelcd .ao1htr 
oppoaebl to the ground wllh Kveu] 
powtrful blow. 

Through .he pret! of bodies ht could Itt I 

luge J1upc pUShlDg 10 the frolll of Ihe 
lighliog The Ba.lmea lod mul~1I1' drew 
blck from thiS figure IDd lowered their 
glle IS It passcd. Th., DCW coemy wore: I 
bel...,. lUI clolk over compleldy ead05Cd, 
orone bllCk umor. A pm of wichdly 
curved. $l:r1lled sword, were held firmly III 

hlick gluntleted hinds. Rughul Silled II the 
",1IIor', floely wroughl IImOI III 

.. u:I~yed grccci 

-O.t Ollt', mlllCr 

RUGLUD'S ARMORED ORCS 
Captain: lIugJud BoIll"Chcwer 

Rallie-ny: "Gobbo.'l fe r dinnerl GohOos fer tcal Gobbol. when u Wllnt 'crnl 
CoObhos for me!- (No[c [he Orc, will suhs[liUl C': the word 'Gobbo:>' with 
someth ing appropriate [ 0 the 1XC'd.\Jon. eg, 'S[umie,,', " l lrnle'l' or '(bISICS·.j 

For IlIre: Any 'iI:'a ril:Jmmer army other .hall Jj~lUnnlans, n.. .... arf). 'IIF-h [11'n 
and \Vuud Eh't:!l mar hire RugJud '~ Armon.-d Om, .tmJ they l"QUnl as a Rart: 
'holcc_ ~ of War and Ore & Goblin armies may choose Ruglut.l '~ Armored 
0f'C) as a Speeial choice 

Points: Ruglud. Maggo[, II. mu,lci.tn and ~1'C':n armored Orc< co~ts :J IOtal or 
190 points This is the minimum ~1/..c rcl:tlment you (''In hlre_ The ,Ize or the 
rcginll'nt may he Increased ~I [he COSt of 12 pohlb per model 

" WS 'OS S T W A 
IA 

Ruglud , , ; , 1 \ 8 

Armon,:d Ore , , • 2 7 

We:tlpuII): Choppa , cro~""'\ 
Armor: Ilea"}' armor. 

SI'ECIAI. ItULES 

Ig;nore Grcenskln Panic: RugJud :.tnd his Armored Ores hal'C grea. disdain 
for their O'I\>n killd , When :1 friendly Grccnskin unit i~ dc.,u·oycd , brcab o r 
nl~~ p.l" thcl r unit, Ruglud :lnd hIs Orcs (mdudillit MaAAf)11 do OQI nced 10 
[c'[ for PaniC 

ChoPl)a: RugJud '~ Armored Orcs l~UT)' hnJ1:.t1 clc:wcl'!!' :and dub~, and add'" I 
to their Sncnglh in Ihe n1'!!1 round of comhal If thC) challtc (no[c [hal M;'ggul 
dlX.'!> NOT C'JIT)' a choppa. tu~[ a [lOnnal hand W1.!apon) 

Maggot: \1agt(O' tht· Goblin accompanies l{u~lud whcn'ycr hc WJC!'- acting 
a~ his ~ t;lndard bearer li t' hal> ,u!Vi.'ed oounlll'~S hallle~ and i~ regarded as a 
luck)' mascot. I n~ pll'*nce I',}('()ura~el> the Orcs to fig.hl all the more ficrt"ely 
The h~nnc, th~1 MIlAAO[ I'nthu,lasl il-ally WJyt:S :tdds +2 10 combat n.-soIUlion 
r.uhcr than + I 
In II(Jdllion !(l thl~ '11t~0I ...:elm 10 lead a ehamletlljfc. and a$ a ft'~1I1t has 
J '\ ... Ward "',e Ilc m,l~ nOI acccpt ch ;Ll l cn~t'S, (or he I~ n(lt in effect a 
dlarac[(' r , lust a panlcularly lucky Goblin If Maggol dit ... , the I>al",cr h I&..t 
with him. and 110 other Ore can pIck I[ up 

Allhough MaAAOI doeo;n ' [ carry a e~hoI\, an Ort" ~t:1Ildln8 behind him 
fU:I) 'hOOI ovt'r h,) head, :l.'> If [he Oft' "ere standing In [hc front r • .uk. The 

range Is mC'a~urcd lIS nornlJJ. from MaWI ' ~ b:t~ (the Ore behind Icall.' the 
Lrre.~bow on hb ht'lld ) 

AIIlmo.~il}': RlIgJud'~ Orcs ~lItJt'r from Anim(l51lr like ;lny other Grt'l'oskm 
unit , and mll)l u..."t each turn 'ill long a~ lht' ullil ;, nOI eng.1gcd In hand-Io­
h'U1d comh:tI, l' not nCt'lnR. and numbers at Icasl five models. In Ihe St:m 
o f!.hc Turn phase roll a 06 for I{ugl"d's Armored Ore" _ on :I 2+ thc U1U[ 
pa)sc~ the te~1 and mo,,<, fig.hls norm:tlly Ihls [urn On ~ mil 01 I Ihe unit 
r:JiI~ the [CSt To dcu:rmlnt' whal happ"ns. mil J O() and cumuli the tablt' 
""low tomc Ihal th b table i'i diffcrent fru", the tahlc of o ther 
Grecnskln unit~) 

Ruglud 's AlliRlosily Table 
I-l leI's )how 'cm wbat thcse erossbows can do! 
I{lIglud '~ Nmon'd Orcs ShON a[ tht· t!0Sl.'" unll. friend o r fIX All moell'b 
In Ihe unn C'JJI fift' without mo,<cmcm pl'nalt, allhc ocan."'j[ target in am 
dl~lon. ig"orinJit the usual rc.~lrtCtiO"~ for II"e of ~Iglll .lOll fiR" arc\ - thl~ 

is lI.n CJ:t'Cpl;OIl 10 [ht' "om,al rules (or ~hf)O[Jng. "'Il' ~hOl~ :In' ""(Irked Out 
Immedlalrly, not in the ShootIng I'h;;[.<;(', .:tI1l1 rht· modcl~ lhcmscl,'e~ are nOI 
moved. The unll C'JnnOl do anythtnjot el'>C th:1I tum If there lire no unlt~ 
within rJllgc , [he unit Squllhblcs in~IlHAd l!oCe die tlt' ''1 ell"')")_ 

3-6 Squ:tbble 
An Internal squahblc amongst Ihc rJnh '-01111 grOWl; IntO a mlnur not" Uh 
fiSb and eUNe.' flyln", Thb Ihro\\l~ [hl' uno. Into dbordcr and pr('\.1:n" all 
movlll$l, and !>hooting dlJ ~ tum The unit ("An do nOlhins.: tllb turn" hile 
lIuglud cracks hcads t('lf.:ethl' r to n. ... tore orc!(o r 
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Thls month's battle report 
focuses on an epic confrontation 
between the Skaven and a vastly 
outnumbered Empire army. 

Following last Issue's release of the 
new Skaven army, it's only right 

and proper that they should lake to 
the field of battle in their 
multitudinous hordes. The question 
was who would face off against them. 
There were many possibilities but we 
decided to tie this month's bailie 
report to the 'fail of Miragiiano' Slory 
published in WD26S . In Ihe story a 
mercenary army is rOll ted by the vile 
Skaven invaders. Miragliano is sacked 
and the remnants of the mercenary 
force is put 10 flight into the Blighted 
Marshes. So. with this In mind we 
decided to re-enact the last stand of 
the disgraced Elector Count Leopold 
von Stroheim as he flees with his rag­
tag force through the Blighted 
Marshes pursued by a tide of fur, lalon 
and tooth. 

VERMINTIDE! 
It was fitting that this shouldn't be a 
straight pitched ball Ie. We wanted Ihis 
to fi t the background as closely as we 
could and to really set the scene. After 
some discussion we plumped for a 
Last Stand. This scenario pits hugely 
disproportionate armies against each 
other (the allackers have 4,000 points 
to the defenders 2,000 ... ). The demise 
of the defending Empire troops Is not 
In question - whether they can hold 
out long enough 10 inflict serious 
damage to the Incoming 5kaven horde 
Is another matter, however ... 

As with all White Dwarf battle reports 
the tWO players would playa practice 
game or two to become more familiar 
with their chosen force and so there 
were no nasty surprises from the 
opposing side. So, with the practice 
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game out of the way and a little fine­
tuning by Alessio and Graham, the 
scene was set for a memorable battle 
report. We'd be fighting over the 
superbly dank and dismal new 
baulefleld created by Dave Andrews 
and Mark Jones. This would not only 
be an evocative ballie from a storyline 
point of view, but it would really look 
the part, too. 

So, would Graham's beleaguered and 
heavily outnumbered Empire force die 
in vain, alone in the Blighted 
Marshes7 Or could they salvage 
something from their inevitable 
annihilation by taking enough of the 
abominable rat-things with them as 
they sold their lives dearly? 

lei baule commence! 



II .,.. (fll1I18 OD hIS Jut d,y ,llvc 

Ihn nin would flll 01.1\ spilled 
.uk lighl over the Blighted 
Mmhu, Ind Leopold YOII Strohcim. 
former gcncfl! of Ihe Emperor Klfl 
FuDZ, kllCW 11'111 hI! drums of 
tooquat were over He DO longer 
!bought of himself u u Eletlor 
Count: he wu 00. limply I lf1fOrd 
(or hire. lord Rlycobulld, hid keD 
to thll ... hcD he hid used his 
IftfiUCIICC II toUr! 10 hive him 
,tulled from Ihe f1cdgho8 provillcc 
of Neuil,1Id OD Alb.oCl. SUite ,he .. 
his polluul Slu Iud plummeted. He 
wu no IOllger welcome II the: COlirl 

of the Second House of Wilhelm. 
Illd hiS (mnd. 1011 ,Illcs Iud 
vlll ished like morning ml$f Now the 
Jut 1(1 of his ureer .ould be 
puyc:d Ollt i. this godfomln 
ourshllnd •• tbe tUIl. 

He stop~d 10 uke I driflk from hi. 
UottCD, (nlOYUI8 thc fiery heu of 

Ihe libo brilldy IS it burned I pllh 
dowil III, 8ullet II ... IS urly 10 be 

driulI'g. bUI n.lVIlig wrd tbe reports 
or his scouts. he lr.DCW thn It would 
olily go to wme I( he did not dUIilr. 
it liD" The lemn'lI t, o( the mell he 
Iud pulled Crom POlice lorelllo', 
lfIny .her the dlSlS1er ,I Mll1gllallO 
huddled. sruveflllg uOt,llld spt,llterltl8 
(Ires, U!ltIDS IICfVOUJ SbDCCS lowuds 
the homoll. WS llull , hundred h,d 
survIved the blllics (ollowillg tbe 
cuy', (Ill. Ind they h,d beell humd 
by tbe ntmell ever SIM.e. ('lIdly 
endlllS up III thas blak moorlilld 011 

the edse of the BlIghted Marshcs 
The ".ntor prlC5ts pu$Cd lmOIlS the 
mea. offellllS pnyel1l Illd ballllg 
cOlifesslOns. E~n Ihey knew Ih.1 thIS 
d.y "as lost 

A shout w" Ulscd from h,s pICkets 
,ad he stoppered bls Ualeell. rulllllllg 
for hIS armored tteed leopold 
c11mbered 11110 the t.tddle 'lld 
g.lloped to"lIm hu penollli letlDue 
o( Klllllhu of the While Wolf His 
steed', e,n wcre pressed flIt 'S"II51 
"5 skull ill (ur, ll1d he could .... tli 
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uderSllnd 115 .Inm. Until 1«elltl7 
he b..id 1I0t CVCII bdic~d Ibn ,hese 
,.I-(fulurCS could exut: pe,h.ps the 
ble 'M.d furoll of Averlllld' Iud DOt 
beeD so mId .fler dl HIS ,h'Olt 'W" 
dry .nd he 'WIShed dowII 'Dother 
moulhful of bUlldy. p1SlIDg the 
UDlcen 10 the klllghis " bc w"cbed 
Ihe foc emClge from the 1I0XIOUS fog 
befolC Ihem. T,ttered b.DDUS 
flu ttered ,bon , IUo of mlDlle-lIddeD 
fur. STretchlDg u fll IS the eye could 
see.. By Slgmu. "IS Ihere DO end 10 

their lIumber? TIc tlellch of the 
crealures ruched him evell here: ,ad 
,bclI mOllstro", ehmcllng clies scnl 
, shIver do"n hi' 'p,ne IS the 
dolorous puis of , doom-bdcli bdl 
I1I1S out. leopold drew hIli s'Word 
J!ld shouted. -Men o( the Empire. 
today we f.ee our deuh, hul "e Ife 
mell of courillc .nd tbough they rruy 
like our Iivu. they 'WIll Devel defeat 
us! Oawudr 

leopold VOII Strohelm "ked back hiS 
spurs 'Dd led the 1m dUIge.. 



r '<A"HA,IfM'OR BArrLE R.EPORT VERAflNTlDE!--------____________________ _ 

GOING DOWN FIGHTING! 

Graham: OK, lei me gCI Ihis right. My 
force is completely surrounded by a 
Ska\'cn amlY rwicc the size of mine, 
there's no escape, and the game ends 
when all my men arc dead ... I think 
it's fair 10 say the situation is grim. 
This is perhaps the only game of 
Warhamme r I'll play where I know for 
a fuel lhal every s ingle onc of my men 
is going to die. Well , Ihis 
week. anyway; 

My initial/houghls were to pick a 
shoot}' army and uy 10 biasl the 
Skavcn apan as they charged tOwards 
me, bUI after looking at the scenario 
more closely. I re'.Il1zcd I'd have (al 
best) perhaps three turns of shooting. 
And knowing my luck with Artillery 
dice. I wasn' t going 10 SlOp 4,000 
palms of Skaven with Ihal. So lhal left 
me with only one opl'ion: lake the 
fight to the enemy! 

I knew that fight.ing the more 
numerous Skaven across an equal 
front was a recipe for disaster, so I 
devised my army and baule plan 
around fighting o ne parI of it at a 
time. I began with taking a Conque ror 
paltern Sleam n.nk and lWO units of 
KnIghts. These units can rea lly hit 
hard, and I hoped that If they could 
cause enough damage, I could break 
one pan o f AJessio's line while 
ho lding off the rest with solid blocks 
of infantry thai would die horribly as 
they acted :ts 'speed bumps' for Ihe 
Skavcn anny. Since I knew thai my 
infa nl ry unlLS \vere In allllkclihood 
goi ng to be charged, I picked two that 
cou ld besl receive a charge and still 
hold. A unit. of Spearmen with the 
Griffon Standard would be 
to soak up casuahies in the 

initial attack and sl ilI be able to strike 
back, and a unil of Swordsmen, with 
their good a rmor s:lVe (and a 
detachmenl of 11rce Company) would 
hopefully survh'c long eno ugh for me 
10 rc-orientate my cavalry units and 
flank the Skaven. A Warrior Priest 
would ride wilh o ne of my unils of 
Knighls to take full advanlage of his 
Righteous Fury rule thai imparts his 
hatred of all thIngs Skaven and allows 
them to re-ro ll any misses In the first 
round of dose combat. Nasty! [ placed 
my Elector Cou nt with (he White 
Wolves to bolsler their leadership and 
make sure they hil with enough foree. 

Two MOrL'lrs and a unit of 
!'landgunncrs should help thin the 
Skavcn r:J.nks before my (""'"valry 
charges hil ho me . Against a horde 
a rmy like the Skaven , Mortars arc 
esse ntial due to the fact that even if 
they miss their intended targel , Ihey 'll 
probably s till hit something belonging 
(0 the enemy.. [ had no doubt that the 
Knights would eventually be 
surrounded and CUI down , bUI I 
hoped 10 cause enough damage with 
them and the Steam Tank 10 claw 
c no ugh Vlclory ['Dints to snatch :.I. 

draw. at leasl . 

And )'ou never know, if it 
actually works, I might 
even gel a victory ... 



Alessio: 4,000 points ofSk::l\'cn? Wowl 

1b comm~nd so m~ny ferocious 
nltmcn Is great, lUld since the scenario 
is a Last Stand, we'd be faci ng only a 
puny 2.000 points of Empire troo~ ... 

This time it would be as it shou ld 
:tlw.l.YS be ; an unstoppable :Ivabnchc 
of fur unleashed against a much 
outnumbered. desperate cnemy. 

The ViCtory conditions arc ccnalnly 
inlcn::~"ng ; to win you havc 10 
minimize CilSu~lties (how \'cry un­
Skavcnl). If you sufTer more than 
2,000 points of casualties. the enemy 
wins. If you suffer less than 1,000 
pol ms of casualties. you win. Any 
other difTerem:e is a draw. I had to 
adm" that it scemed quite like ly that 
thl' game would cnd in a draw, but a 
101 depended on what kind of force 
the Empire came up 'with. 

To Sllln With I pidr:cd pretty much 
e \'erything in the Studio anny. I could 
have picked more than one Grey &er, 
bu t that would have made for a quite 
boring game, where my anny cou ld 
have simply sal back and blasted away 

at my opponent willi m:lgic. 
The prospect of using 
this tacl.ic. ahhough 
safer. was not very 
appc:aJing to my 
bloodthirsty taslC ; 

RATTACK! 
I wantcd to gel stuck In and bury 
them under a horde of c1a\.\'5 and 
rusty blades! 

Even with the Ol:1Ssive Studio amly. 10 
reach 4,000 points I h:ld 10 equip my 
char.tctcrs with 10:lds of powerful 
magic Items (t'vc'1'body knows that I 
wou ld never do ~nything like this 
unless forced to .. would (1) I picked 
many of the amusing der.l.nged lools 
o f destruction av.dlable to t.he evil 
Skal'en and finally I cou ldn 't resisl 10 
the templlukm: I had 10 equip 
\l'J.rlord Qulckpaw with a Fellbladel 

I c:ln jusl imagine Grey Seer Squelch 
giving the cursed blade 10 his riv.l.1 fo r 
the command or the army~ "Ilert. usc: 
this. make )'ou invinclblc il will i Yes-

}'CS!W Wh:u a pcrfl.."'t:1 plan: the \lA.trlord 
was going 10 die for sun:: and qulle 
likely he '""'Quid t;tke some enemies 
with him , as well. This way the 
triumph would be Grey Seer 
Squelch 's alone. and he would shine 
brightly in the eyes of his ma:. lcrsl 

The rest of The I'lan ,. was casy. I 
wou ld have the :ldv.l.nlage of seeing 
where the enemy deplored, so I'd be 
able: 10 sp~ad m)' forces inlO two 
dctachmenl.'li of appropriate Slzc :100 
strength. Then wc'd jump on them 
from a ll sides and crush them utterl y, 
deVQur their nesh and break opc.'1l 
their bone!'! to suck Ihc marrow OUII 

I'crfecl.pcrfect l 

DEPLOYMENT (FROM A SKAVEN POINT OF VIEW) 
Seeing where the enemy troops wcre going was grc:oIl! It allowed me to 
deplo}' my troops in the perfccc slaning positions. Graham had chosen 10 
conccOIratc thc allack on one half of the lable: Ihe plains where his knights 
could mOl'e beSI lie also left a unit of I-Iandgunncrs behind, to s low down 
my adv.tllce in the marshes. Okay man-thing. I'll make sur<:' Ihal your ;Ulack 
on the plains Is mel with overwhelming force , and I' ll lea\'1': JUSt a couptc of 
fast units in the marshes! On the left ofwhal W.Il> now to be my main bank 
line , :I II 111)' a rmor-Ignoring n:lSliness (Glob::adiel'll and Ct:nscr Dc:arc:rs) were 
arrayed in front of the Empire Knights. logclhcr with the Ral Swann th:1I is 
perfect for stopping thcS(' hard.hltting units in Iheir tr.l.cks On my left the 
StOmwennin , Slaves and the Clanral unil including Iht" Screaming Bell were 
fllclng the enemy [nraOlry. My f:lStcst ranked.up units (Clan Moulder) wert' 10 
advallC(' al the back of Ihe enemy on the good groulld around the swamp. 
The Nighl Runners would u!!>c Ih('ir skinnlshing ability to easily negotia te Ihe 
insidious marshy lerr.l.in and charge the I-Iandgunncrs :IIC~ Ihe Mream. It·s 
goxIlO have: MOl'Cmc nl 6. always being able 10 march and igno ring 
movement penaltie!o for terr.l.inl The two Assassins infihr.tled the enemy 
lines, and Ihe Thnnellbm staned burrowing tow.trds the Monar.; 
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STROH ElM'S LAST STAND 
QIMMCTERS __________________ _ 

LORD: Elector Count Leopold von Strohcim , 
hand weapon, shield, barded warhorse, 
Daw" Armor, Sword o/Justlce. 169 pIS 
-Leads the Knights of the White Wolr. 

HERO: Warrior Priest Robcrtus Krieger. 
heavy armor, [Wo warhammcrs, 
bardcd wArhorse . 117 pIS 
-Assigned to the Knights Panther. 

HERO: Warrior Priest Raynard Manzarek, 
heavy armor, great hammer. 103 pts 
-Assigned 10 the Spearman regiment. 

HERO: Banle Wizard Adolphus von Suoheim, 
hand weapon, two Dispel Scrolls. 110 pts 
-AsSigned 10 the Swordsmen regime nt . 
CORE' ____________________ ___ 

20 Swordsmen. light armor, shields. swords, 
Standard Bearer. Duelist , 
Musician . 165 pts 
Detachment· 10 Free Company Fighters, 
f\\·0 hand wc'lpons. 50 ptS 

20 Spcamlen. light armor. spears, 
hand ,,"'Capons, Standard Bearer, 
Sergeant, Musician . 
Griffon StmltJard. 195 piS 

~ 
m 
If:> 

... ... 
JIll-

10 Handgunners, hand weapons, 
handguns, Marksman, 
brace of pistols. 89 pts 

8 KnightS of the Wltlle Wolf, 
Inner Circle, full p l:uc armor, 
cavalry hammers, Standard Bearer, 
I;irst Knight, Musician. 264 piS 

8 Knights Panther, Inner Circle, 
fulJ plale armor, shields, lances, 
hand weapons, Standard Bearer, 
Fir.a Knight, Musician , 
Sta"dard of Arcane Warding. 288 piS 

SPECIAL 
Mortar, 3 crew, hand weapons. 75 pts 
Mortar, 3 crew, hand weapons. 75 piS 

RARE 
Conqueror Steatn Tank, main cannon, 
s team gun, tank commander with 
repealer pislOl. 300 pts 

TOTAL 2,000 PiS 
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CLAN QUICKPAW 
ClIARAcrERS_-:----,-,--______ _ 
LORD, Grey Seer Squelch, 
hand weapon. Scn.'amin~ Ikll. Dispel Scroll, 
IU'O 11'''1'510IlC 1bkeIlS, ll'arjJstol/o elmr"" 
If'M1JSlOIII! Amulet. 530 pIS 
-T'.I.kc! refuge in the Ctanr~t regiment 

t ORD: Warlord Quick"a""', 
heavy armor, shield, Ff!lIbladOl, 
Tallsma" 0/ Proteclfoll. 
· '.eads thc Chlmal regiment. 

II ERO, Chleftaln l\wilCh, 
heavy amlor. baltle siandard. 
~/CN!d Sumdam 0/ the IlonliVf Not 
-Leads Ihe Slomn'('rmln regimen! 

HERO, Assassin Sknlch . 

199 piS 

149 pIS 

1..,.'0 hand weapons, Ihrowing SI:I.,." smoke bombs, 
CffXlk o/Shadows. 17S pIS 

n ERO, Assassio Streich. 
IWO hand weapons. Ihrowing 51:.,.,. ~mokc bombs. 
IJrass Orb. 17S pIS 

If ERa, Plague Priest Sunch. 
hand wC3pon. plague censer. liber BIlbo'lleus. 
W''''Psl(me Charm. 136 piS 
-'.cads the !,Iague Mo nk regimenl 

HERO, Warlock Engineer Ritch. 
h;lOd weapon. warplock PI~lol. W'Jrp-blades. 
upgraded .... -arp-enel'fO' condenser. 
supcrchargetl warp-power accumulator. 
Storm /)(lemOll. Dispel Scroll. 14S piS 
- 1.e~(ls the ~pear-armed ClanrJ I fI:~imcnl 

n ERO, MaSler Moulde r \1.·rllch. 
lI~hl armor, whip, SklllJ('"hreli ' 
- Leads the Rat Ogrc~ 

123 pl5 

CO"'" ---::-,-----,c-:-:-:---:----
30 ClanralS. lighl amlOr. )hlcld. h;l.J1d wcaIX>lll>. 
Sl:Indard Ilearcr. Cla~ Icader. Mu~IClan . 

Warpfire. Ihrower tcam 250 pilli 

19 Clanr.lls. light amlOr, shields. hand ... eapons, 
~~an. Slandaru Bearer, Clawleadcr, Musician. 
R:uling gun Icam. 259 p iS 

25 SlOrmvermill , heavy .Irmor. hal~rd. hand 
weapons, Standard Ucal'C'r, Clawlcadc r, MuSician, 
ltalling gun Icam, /I",brwlller 320 1'1$ 

•• Z Poisoned Wind Globadlcrs. hand weapons. 
poisoned wind globc5 20 p15 

• •• j Polsoncd Wind Globadlcrs, hand wcapons. 
poisoned wind globe!. 30 pl.5 

-I 5 Plague Rat swanns. 3251'1$ 

10 Night Runners. hand ... eapon~ . 
... Niglll1eader. 60 piS 

... 10 Nlghl Runners. hand wcaporni. 

• 
Nlghlleader . 60 pili 

" GianI Rat Packs. I'ackm:lstcn have lighl amlor, 
hand weapons. whips 120 pIS 

22 Clanral Slaves. hand weapons. 
!'awtc;l.der. \lusician S4 pIS 

SPt'ClM-::-____ ::-____ -,--_:--

9 Gutter Runncn, runneling team. [\0,'0 poisoned 
hand weaporni. Black SJ[a~n 16S pIS 

6 Warplock Jeuails. hand weapon. ;elDU. pa\'lsc 

ZS Plague Monks. twO hand weapons, 
Standard Ikarer. Deacon, Mu~icl;l.n . 

ikmm!r v/ Burll/llg lIm,w/. 

120 pIS 

250 pi:> 

3 Rat Ogre Packs, Packnla!otcn h;l.\'(' light ann or. 
hand wcajXlns. whi~ 150 pIS 

R<RE'---:C-CC-oCC--CC;--CCO-C----;;--C 
•• 5 Plaguc Cense r Rellre~ . l'tag\1~ Censer 8S piS :-

..... \Ii'arp-ligbtning Can.llon. 100 piS 

TOTAL 4.000 piS 
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WARHIIMMER BATTLE REPORT VERMINTJOE';;;;:;;:;=::;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;-­
EMPIRE TURN 1 

Graham: I began this Last Snmd by 
o rdering the majority o f my regime nts 
to ad vance towards the Skavcn lines 
and be read y to receive the charge o f 
the r:lIme n . The Steam lank buill u p a 
full five Steam PointS and rumbled 
forwards. angling its can non towards 
the Screaming Bell. With a bit o f luck, 
I could knock it OUI before its deadly 
peals rang OUI and nobbled my war 
machines. The Knights Panther angled 
their advance away from the flank and 
the Rat Swann . I hoped thaI wilh 
some accurate mo rtar fi re, I could 
cause enough C".lSuruties amongst the 
ClanralS ahead of the Knights Panther 
10 panic them and keep the Knights' 
fl ank safe, leaving them free to charge 
the Screaming I)ell unit. The Knights 
ofthe White Wolf, having been 
mauled in the praclke game by 
RaIl ing Gun fire and magic, d ecided 
to rede ploy 0 010 the other fl ank., 
rurning and movi ng behind the main 
body of the anny as fasl as thL1' could . 
I JUSI hoped they would manage to 
gel inlO position qukkly e no ugh. The 
Uandgunners 'aboUI faced' to train 
their guns upon the Night nunners 
Ihal were sure to be coming allhe 
rear o f my army across the marsh , 

My Magic phase was pretty disastrous, 
wi th both my W.t.rrior Priests' prayers 
and my Banle WIzard's spells being 

Gmlxl'Il tries /0 mrtllellllf'r his {InllY Oflt oJlbe SklIL'l!tI Imp. 

dispeUed . I w.lSn 't that surprised by 
this. as ] knew from the outset I'd be 
outclassed in the magic depanmeOl . 
I'd fi gu red the beSt] could manage 
against SkaVCIl magic would be a half­
heaned defense, so I chose 10 spend 
the points Ih:lt I'd save o n Wizards on 
something more useful ins tead - like 
a Steam l a nk ] Whe n it came 10 Ihe 
Shooling p h.asc, I decided to target 
the u nits mOSI threatening to my 
Knights, but fared liltle bener, with 
the first she ll landing just sho rt o f Ihe 
Censer Bearers :lOd failing 10 do any 
d amage . The other she ll W.lS aimed at 
the Clanrats , bUT was Slightly off target 
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and landed on the j C"".lZlI ils and the 
Clanrals ' Rading Gun, killing the 
weapons learn and fWO of the j eZ7.ails . 
Not quite what I'd intended , bUI 
pretty satisfying, anyway. The Steam 
lank fi red at the Screaming Bell. the 
ball landing nicely before the unit of 
Clanr.acs that w.as pushing it. I 
gleefully rolled the dice for The 
canno nbalrs bounce, Ihen turned Ihe 
air bluc as the dice came up with a 
Misfire and the ball buried itself in the 
mud . With Ihat, my tum was m·er and 
I waited 10 see whal hideous mis tiness 
Alessio would unleash on my army. 



AJesslo: Ahl Shooting at G~y Seer 
Squelch, a~ )'Ou? I'll have to teach 
you a couple o f things about 
firepower, man-thing, eSjX-cially of the 
magical kind! My troops at the back o f 
the Empire line adv.mced as quickly as 
possible, while the main line Inched 
forwJ.rd , with my Rat Swarm 
redeploying to follow the mO\~ of the 
Empire general's main unit o f KnightS 
The Plague Mo nks, foaming at the 
mou th, had to mo~ as fast as possible 
towards the o ther units of KnightS, 
forced by their magical Banner of 
Burning Hatred. Pw-.ah! let the puny 
man.things charge the chosen of Clan 
Pestilensl I then moved the Censer 
Bearers in support, JUSt in ca ... 

In the Magic phase I stan ed with the 
Warlock Engineer zapping th l: l'Jnk.. 
,:Irst his Storm Daemon caused o ne 
point o f damage o n the machine and 
the n the Clan S~ Ska\~n cast a 9+ 
Warp-lightning (for 206 Strength 5 
hltsl) and rolled a treble I t 

F.alr C'nough, now the Grey Seer 'would 
show him how it 's donC'! He ClSt the 
same spell and embarrassingly rolled 
too low for the spdJ to go o il In 
frustr:Uion he followed up with a 
Skiuerleap on IWO dice - double onc! I 
stlmed to ha\'c a bad feeli ng :about this 
:md ost Plague :at the Speamlen -

SKAVEN TURN 1 
another mi5ca5tl I was lucky (well. son 
of ... ) that the results on the Miscast 
chan wl:re not too bad Surely the 
Shooting phase would be bener! I rang 
the Bel! v';lh three dice and got the 
resu lt that forces a P:lOlc lest for all 
enemy cavalry. Cooll Except thaI In this 
scenario thc entire cnemy arm)' is 
immune to panic ... The lJell also ro lled 
a double, klliing one CI.".Inrat and 
wounding the Grey Seer, though this 
.... 'lIS S:l\'t!d by his Warpstone Amulet. 

The )ezzails fired at the Starn Tank 
and their hits jusl bou nced off Its thick 
amlor plaling Was an}1hlng going to 
work? I was getting more and more 
desper-Atc when finally my luck tumed . 
111e Warlock Engineer operat ing the 
W,U"p-lightning Cannon almcd al lhe 
Steam l imk and lowered the lever, The 
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result was an imprcssh'e Strength 10 
beam of light thaI streaked through 
the banlefield for 30·, vaporizing :a 
Spearm.".ln and punching a big hole 
inlo the Emplre's armored pride . 
Eleven pointS of damage - things were 
s tan lng to look beller! 

I" the Shoot/"g phase )'011 call 
choose to rI"g tbe Scremll/"g Bell 
Il'lth o"e, two or tbret' dice. The 
more dice, tbe more /)au-wflll the 
effects of the Bell 's sou"d and, of 
COline, the same goes for its side 
effects! If ),011 roll a double, both 
the Imlt Pllsh/"K the Bell atld the 
GNt}' Seer "u,}' Stiffer some 
dmtu/8C1, roll a treble, bou'f!t't'r, 
mtd )'011 are III r('Uitrollble! 



11Je Knights Prmtbers ' desperttte charge hits home against tbe Plugu(> MOllks. 

Grabam: Sigmar protect us! If ever I 
necded a demonstration of how 
ho~ndous Skave.n weapons can be, 
that was it. Eleven points of structure 
gone from my Steam 11mk, jusl like 
thai ... oh, and a Spearman d ead . As 
A1essio's tum had progressed. I felt 
the faint Ouuerings of hope as his 
Magic phase sputtcred and failed to 
achieve much . I was beginning to feel 
vindicated In my decision to eschew 
my magical defenses. But thcn the 
Warp-Ilghlning Cannon opened fire 
and everything suddenly looked a 
whole lot grimmer. Oh, weU, iI's nat 
like [ wasn't expecting this. 

With the Assassin loitering 
suspiciously close to my Steam Tank I 
had the nasty feeling that he was 
carrying same wickcd Sk:wen magic 
item that would rum it 10 tunk. So 
with o nly 13 Ilull Paints Icli. I risked 
building 3 Steam Paints and breathed 
a s igh of re.liefwhell I gOt them and 
was able to tum the tank to f.tce thc 
AssasSin and read)' its cannan. My 
infantry unitS wheeled to face the 
Slaves and Stormvcrmin. I hoped the 
SpcOimlen could hold on their awn 
with the Griffon Standard and that, 
with the help of their Free Com pany 
detachment, so ((K) would the 
Swordsmen. The Knights I)anther 

EMPIRE TURN 2 
were faced with a tricky choice of 
which enemy to charge since my plan 
of gening the C1anrats to panic had 
failed dismally. If I didn 't break 
whichever unit I attacked, I'd be 
charged In the flank by the ather one, 
so had to look at which one would 
hurt the most. A frontal charge against 
spears is never an appealing prospect, 
so I decided to charge the Plague 
Monks, hoping 10 break them quickly, 
but knowing that if I didn' t, the 
Spearmen would only be attacking 
with one rank of warriors when they 
charged. The Clanrats and Monks only 
have a Strength of 3, 50 I was pretty 
sure that my Knights ' Armor save was 
up to the- task. 

This Magic phase WdS as ine ffectual as 
the previous one, but I hoped to do 
some real damage to the Clanrats this 
rum with my Monars. Unfortunately, 
one fired a dud she ll, the ather 
SCMtering to land an the jezzails once: 
again. killing another ofthem. It 
looked as though the ChlOr.us were 
living a charmed lire as far as my 
Monars were concerned. The Assas.~in 
in front of the Steam Tank "'lIS so 
close th:ll I had to be IICry careful nat 
to ollershoot with my initial ranging 
guess for the hull cannon, so I 
declared 0" and rolled the dice. 111C 
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cannonball landed obligingly close 10 

the Assassin , but as I rolled a 2 for the 
bounce, if rolled harmlessly along the 
ground, just failing to reach him . The 
Steam Tank W'dS now officially °In 
Trouble'. The Handgunners only 
managed to ki ll a single Night Runner. 
and they were getting disrurbingly 
close. At beSt, I'd get one more shot 
off at them before they were on tap of 
my lIandgunners. 

In the all-important close combat 
between the Knights Panther and the 
Plague Monks, the Knights managed to 
kill four of the Plaguc Monks. bUI the 
maddened Plague Priest wreaked 
havoc in their ranks, slaughtering them 
where they stood. Some poor armor 
save rolls followed , wh.ich meant that 
they lost the combat by one. Promptly 
failing their Break test. the Knights 
decided that discretion was the better 
pan of valour md f1ed the fight. the 
Plab'Ue Monks hot on their heels. This 
was a disaster for the Empire and lefi: a 
gaping hole in my f1ank that Alessio 
was sure to exploit. At this point I 
wasn't sure how I could plug the gap. 
My only hope WolS that the Knights 
would be able to rally in time to come 
back to the fight . At least they were 
heading In the direction of the Elector 
Count and his high Leader..:hip. 



SKAVEN TURN 2 
Alessio: As I rolled the Scatter dice 
and Artillery dice 10 see where my 
Tunnel TC:l.m would surface, [ 
accidentally called the Artillery dice 
"the Misllre dice H

, Alas! As you all well 
know, that 'S the meanest , most touchy 
dice on the face of the planet and r 
promptly ro lled a Misfire followed by 
a L The tunne l caved in, kilUng my 
expensive Tunnel Teaml 

My deranged Plague Monks followed 
their glorious, deranged leader in a 
charge against the fleeing Knights who 
fled again OUI of range, closely 
imlt2tt."<I by the Spearmen unit against 
which I had rcdircaed my charge . The 
Monks failed their charge, but half the 
Empire army was now fleeing before 
them . Must ~ the smelll One Assassin 
charged a Mortar and the o ther moved 
in position half a foo t from the 
damaged S IC'd m Thnk, readying his 
deadly Brass Orb with a wicked smile . 
The rest of the army ad vanced closer 
to the Empire line. Next rum we' ll be 
upon dlem , I thought. 

The Magic phase got s lightly beller, 
with Grd.ham having to use up a 
Dispel Scroll , but unfon'unately my 
Gr<..,), Secr also took a wound from a 
warpstone piece ... 

SklWet1 wizards can gel extra dice 
to casttbeir spells bJ' co",~uml"g 
pieces of warpstone. But be 
careful, power bas Its p rlcel 

Then Ihe Bell rd.ng again, and this 
time the vlbrJtio ns caused lSevcral 
wounds on both Mortars and, mo re 
importantly, a hefty 6 poims o f 
damage on the Tank! The colossus 
was going down ( I was really 5(.-d.red 
of the Tank s ince In the p ractice gaml' 
it d estroyed half my army). The rest of 
the Shooting phase W'.J.S a farce . Hrst 
the Warp-lightning Canno n fired a 
migh ty Strength Z bolt that fried two 
Slaves and did no thing to Ihc 1',mk, 
then the Warpfire thrower kJlled five 
Swordsmen and o ne Slave . The Slaves 
deCided that they'd had e no ugh o f 
this 'friendly fire' and legged h . Then 
the RatJing Gun opened up. I rolled a 
4, decided 10 continue firing, rolled 
another 4 (no, not a doub le so soon!) 
and lhe misfire resulted In lhe gUll 
firing :1I1 e ight shots in a rAndom 
direction. Gues.~ where? Directly Inlo 
the Stonnvemlin , killing four! 

Thcje7.Zails damaged the Tank some 
more and finally lhe Assassin lo hbed 

Whetl firi"g a Ratli"g Clm the 
player rolls {I D6, i"flictlng tbat 
mOllY Stre"gtb 4 armor piercing 
bits on Ibe larget. Tbe" be ca" 
choose to stop or roll another dice 
a"d add the result to tbe lottll of 
hits caused. Unfortunately, 
if 1'011 roll a double, Ibe 
machine misfires! 

his powerful BrASS Orb at It. He 
watched in anlicipalion as the grenade 
described a slow :ue in the air. The 
Assassins expression fumed from one 
of wicked antiCip:llion to one o f cold 
dre:ld when Ihe deadly magic weapon 
bounced off the armored hull and 
ro lled righl back 10 his feel. emlning ;it 

10w-pilched buzz. [ had rolled a 
scatte r b:lCk and a perfect 6~ right 
tOw:uds Ihe Assassin ... Ihe lemplate o f 
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the b las t lo uched his bOise and 
Graham promplly rolled Ihe 4+ 
needed 10 hit him. Wlth a confident 
sm ile the Assassin prepared to jump 
elegantly aside. After a ll he jusl 
needed 10 pass a leSi o n his 
impress ive Initiative value of8 n O[ to 
be sucked inlO Ihe Realm of Chaos. 

"Anything bUI a 6!~ [ said , while rolling 
the dice. Guess what trolled ? 

TIlat was Ihe most amusing episode of 
my Ipming career, especially ~use 

the same had happened during the 
practicc game, when Ihe Assassin 
rulled a Misfire fo llowl-d by a 6 ... 

IlaLf an hour Jaler, when ,,""e fi nally 
recovered from the hilarity, my second 
Assassin duly proceeded 10 CUI down 
fWO ofthe Mortar c rew, ending 
Ihe fum. 

the fin-wlI «wI.! IJO"S borrlb!y wrollg. 
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EMPIRE TURN 3 

Graham: WeU, Alessio's rum swung 
wildly £rom hideo us ly e ffective to 
utterly hilarious as Ihe Assassin with 
the Brass Orb managed 10 kill himself 
and the Tunnel Team suffe red a cave· 
In. My lines were now In uUcr disarray 
with a unh of Plague Monk.s 
rampaging in my rear and m y 
Spearmen having fled from their 
charge. My Knights Panthe r had 
managed to flee all the way to the 
Elector Count , and alii needed 10 roU 
was equal to or less than 10 to rally 
them. Of course this was the time I 
decided to roll a double 6 and off they 
went again, fl eeing around the 
Knights of the White Wolf towards the 
m al1lh . H ow(."Vcr, I m anaged to ral ly 
the Spearmen, w ho refo rmed to face 
the incoming Plague Monks. 
Undaunted by their brother knights ' 
abject cowardice, I turned the While 
Wolves and adv.lOced them towards 
the enem y, threatening the flank of 
the Sto rnwernlin unit. while the Free 
Company moved forward to protect 
the S,-,,-ordsme n unit fro m being 
charged in the flank . I angled the Free 
Company's movement in s uch a way 
that if the Sto rmve rmin charged the m, 
their Pursuit move (I had no illusions 
about the Free Company's chances of 
holding against Sronnvcrmin) would 

carry them away from the S'-"-ordsmen . 
The Night Runne rs were right o n top 
of the Handgunncrs and, given th:u 
there was a ben e r chance o f taking 
them down with close combat than 
shooting, I charged the t-Iandgunners 
into the river to try 10 club the furry 
little bUghters to death. 

Empire 1I(/1/(/gll/men br(/!'('/y fight tbe N ight Hlttlll('n til btj'l(J.to-hmI(J rombtH. 
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A combinatio n o f magic, Je7.7.ails and 
the Screaming Bell had reduced my 
Steam Tank 10 a mere 3 Hull Points 
and 1 had no choice but to go for a 
death or glory attempt at generating 
Steam Points. [ ro lled the full five dice 
for Steam PoinlS, hoping that I would 
be lucky w hen it came to ro lling o n 
the Malfunction chan. If Sigmar 
smiled upon me and I ro lled a 6, then 
not only would I ge nernte aU my 
Steam Points, but I would in fact 
generntc another one. Unfortu nate ly 
th:tt wasn' t to be the case as 1 rolled a 
1. the worst possible result on the 
Malfunction chan , which blew the 
boiler to kingdo m come and broke 
the Steam Tank into a pi le of 
s teaming metal. 

My Wizard and Warrior Priests were 
having no luck al all with their pmyers 
and spells as once agai n the Grey Seer 
easily dispelled them . In close 
combat, the Skaven Assassin finally 
dispatched the last artilleryman from 
one of m y Mortars, but my brave 
Iiandgunncrs killed e no ugh of the 
Night Runners to break them. The 
r.umen fled, but no t qu ickly e no ugh 
as the Handgunners pursued and 
clubbed them down. It ""as a small 
victory. bUI a viclOry nonetheless. As 
the Sk:!.\'en readied themselves for Ihc 
charge. illooked as though the final 
moments of the laSI stand were upon 
the men of the Empire . 



AJesslo: MChargc.ch:lrgel~ The Gb.nl 
RalS charged the fleeing Knights who 
fled some more. TIle Slo mwe rmln 
charged the Frc-e Comp:m y who also 
fl ed Morc- Night Runners ch:l.rged Ihc 
lIandgunners' rear and they, 100, ned. 
The Sk.wenbrcw-frcnzied Ral Ogres 
and the Assassin charged the 
remaininjOt mo n ar crew, who fl ed O K, 
was anybody goi ng 10 Slay and fight? 
Well, at least the Swordsmen look Ihe 
Rat Swann's charge and Ihe Spearmen 
held their ground againsl Ihe PI:lgue 
Monks. WHh most of my army fJ.ilin g 
charges, Ihe remainder mO\'ed In for 
Ihe kill . 

We wen! through whlll seemed 
anOlhe r preny unevcn!ful Magic 
phase, and Graham's defenses he ld :u 
the price of his .second and las l Dispel 
Scroll , bUI Ihcn my fina l warpstonc­
powcred Plague hll Ihc White Woh-es 
Grah2J11 proceeded to fa ll :.til his 
Toughness lests bUi o ne, 1e:/oVtng him 
with a Standard Bearer and a 
wounded Elector Coun! when: a 
knighlly unil W3S standing a few 
seconds before. Way 10 gal ':in:dly the 
Ilomed Rat had turned his txne\'Olcnt 
gaze u pon mel To add Insult 10 injuIY, 
the Plague extended to the Free 
Company, as well, kHling four ou t o f 
ten (proving tlt:llihey'rc much 
tougher than the Knights, of coursc!) . 

SKAVEN TURN 3 
The Snooling pnase was quilt: good, 
as well, with the )czzails and Ihe 
Globadiers malicio usly concen!l'2ting 
Iheir fire on the Hecing Knights 
P'.ln!her and killing all but o ne! 

The Warp-lightn ing Canno n took 
careful aim al Ihe wounded Empire 
general and wiln a Stn~nglh 8 bolt 
b las ted him away (oh yeah, tDgctllcr 
with three SlornlVe rmin ... ) . 

In the Close Combat phase, Ihc 
frenzied, hatc-filled Plague PrieSI had 
<In in!eresling Ihcologic:d deb:l1e with 

\ .-. 
• -

the W;uTIor Pr;est. which ended in the 
PI<l8UC Priest mashing him into a pulp. 
The Speanne n lost the fight bUi held 
Iheir ground thanks 10 their Griffo n 
Standard. Thc..")' staned looking 
nervouslyal the unit o f Censer 
Bearers rushing towards their 
exposed flank ... 

The tum e nded wilh WArlord 
Qulckp:tw suffe ring 11. wound from his 
Fellblade Ih:1I he sliII hadn 't had a 
chance to use. An evil grin appeared 
o n the Grey Seer's sno ut. 

/' 
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1he /lfmriglllllleN ure eJ.'l!lItIU"IJ' bUlcheretl by the Sf'COlIlllmit of Nlgbt Rllllllr!n. 

EMPIRE TURN 4 
Graham: Could that tUm ha\'e been 

, lmy more de~,uing to the Empire 
-; - :umy1'Sevcn Knights dead to a single 
. _ speJI and my Elector Count blasted 

troril tire saddle by the W .... rp-lightnlng 
Cannon . WhiTe there might have been 

a chance of infliCting some damage 
on the Ska\'CJrflank. that last 

turn put the final nail in the 
coffin of the Empire army, 

The Handgu nners 
managed to rally 

and f:lce thc 

, 
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Nighl Runners, leaving me with Ihe 
hope that they could do enough 
damage in their Stand & ShoOl charge 
reaclion to blunt the Skaven allack 
that was sure to come . The Knights 
Panther were too few to r .... lly and fled 
towards Ihe table edge, as did Ihe 
Free Company. My fleeing Monar crew 
conveniently rallied wilh enemies all 
around them and no way of gelling 
b;K:k 10 their war machine, OopS! 

The Swordsmen were being swamped 
by Rat Sw-.... rms but managed to IdU a 
single base, winning the combat. 
1·lowevcr, due to the Swarm being 
unbreakable, Ihey could do nothing to 
C'.Ipitalize on their vietory. Meanwhile, 

the Spearmen were locked in a 
vicious I1ght to Ihe dealh with 

Ihe frenzied Plague Monks. 
The front rank W-.IS cut 

down , and it was only 
thanks to the magic 
of the Griffon 
Standard that they 

achieved a draw, The 
last of the While Wolves. determined 
10 avenge his brOlhers (and maybe 
earn some much needed Victory 
points), charged thc Stormvermln and 
attacked the Skaven Battle Standard 
Bearer. Unfonunalcly, neither he nor 
his w-.Irborse could fight their way OUI 
of a wei paper bag and failed to even 
I.:'it their foe! The Knight 'S armor 
prou:cted him from Ihe return auacks, 
bUI -il W".IS In vain as he was forced to 
flee before Ihe Stonnvermin and, 
despite fleeing 12", was caughl and 
killed when AlessIo mamtgcd to roll a 
do uble 6 for his pursuit distance. 
Damn. these Sk;wcn arc quick! 



Alessio: This was going to be the lasl 
turn, and the CenS(:r lk:arefli slammed 
into tne Spc:amlen 's fbllnk.. The Night 
Runners as$1uiled the Handgunnefli 
in the swamp, the Giant Ibts Il:adled 
and devourtd the fleeing monar crew 
and Warlord Quickpaw left his unit 
and charged into the Swordsmen, 
eager to use his mighty s\\'Ord 

Unseen , in a f,jf comer of the field, tne 
Clannll SI.avt:S unit kept running and 
abandoned the Asht Very appropriate, 

The winds of magic ebbed once again, 
frustrating the attempts of the Grey 
Seer to 'help' the Gener:1I by casting 
bolts ofwarp.lighllling Into the fight 
where his rival was e ngllged . 111C 
Warlock Engineer fa red bener, and he 
wiped O Ut Ihe fl eeing Free Comp:my, 

in the Shooting phase nothing much 
happened , t:xcept for GrL1' Seer 
Squelch ordering the nearby R:uling 
Gun to 'help' the Gencr:d (he was 
proving annoyingly resist'.!nt to Ihe 
side·effects of the FdJblade for the 
Grey Seer's taste, .. ) by shooting inlo 
the fight . 

The machin(' performed very weU thiS 
lime, killing fhT Swordsmen and 
inflicting f\\'O wounds on the Rat 
Swann and one on tne W:u'lordl The 
plan was ..... orki ng, thought the Grey 
Seer at this point, the Warlord WAS 

.a lmost gonc . lie o nly needed one of 
the- man-things, or the Pellblade, to 
finish him orr. 

011 lOp 01 b~ n"gblf Sc.rt.lllll ftg 
Bell, J)'lIIbol of Ib~ pO ..... I 01 ,b. HorQed 

R~I, Cley Seer $qllc.leb was coalcmpl.IIDIl 1!It 
tompkl. dcttrllWOII of II.. m~a II.IIII!' limy 
Tilt. ellCmy had beell ~n.llr ' III,!ltd. SqllCkl. 
bod 01I1y leI tho: wovlMkd prlCiI of Ibr: 
Iu.mmel~JOd 11« to 111>1 lbe ImOl of lhe 
Sk"vu waold ,prud fllllbcl Im0ll8 lbe l1l.I11 

Ihlap Wlul I hnllJJnl .KI~ Thcu wu 
o.ly oac "11k IlIw 10 01'1 ,br: 10111 
Kcompll1bmc1I1 of SqllCkll's _lei pl • ., 
Warlord Q'OC:!.:.fN9 wu .alII .1Ift. 

$qlle"l. IIoc:d 10 IUld h,. rlV.L fUJI.'.g 1M 
... of I"r ,luI wlS the VlClonollS Sbru 
limy The UI me. w.re 11I."ully bu.ry-, 
100uIIg I1IIi dc~OIInall lhe f.lIn ,ad _aded 
Witll~ holh ellUllY ,II!! lUll 

SKAVEN TURN 4 
The combats were \'cry suCttssful, in 
fact tOO successful for Ihe Grey Seer, 
those humans were 100 weak when he 
needed tnem 10 be strongl Warlord 
Quiekpaw's lethal magic S\\'Ord CUt 
three Swordsmen in half and the resl 
rumed lail :md fled , oruy 10 be aUght 
and eaten ali\'e by the R;u Swann. The 
Censer Bearers and Plague Priest 
made shon work of the Speannen, 
and cvcn tne Nighl Runners broke Ihe 
Handgunners and killed them all in 
the felid SW.lmp, 

Wh.h the only moddlcft in Graham's 
army being a woundL-d, fleeing Warrior 
Priest surrounded by Globadiefll ~nd 
locked in the sights of the Jezzails, the 

Ille mllrdcto~. II~hl " QUltkp'.' eycs. Ihe 
Crey Sect fdt I ~h,,'u 'lin do,", lui 'plne. 
SUlely the WlIlo,d !wi 110 proof 10 ,.CIIK 

lum ."h1 AI • "I' 110111 ,he Willa,d. 
Squekh cl.mbed dow. fro", Ihe Bdl, 11110 ,be 
mlddk of the SIOIm .... '1I1I1 tllit were GO" 

.urroundlDI II 

'CItt1IDgs-glce"lr- W .. 1otd OUKkpnr A 
1110$1 8't.11 ""lory, yes- y"T M.lI lhe CICY 
Sect II lui mOil 11",,1_1 t-. Ius 1.u1 

b<..>11I1I lhe Iro.LlIi IIC:t"OlIIily bclu.d blDt 

"1lu.ak you. CIty Sea Sqtckb. Thlak T<MI 

ADd Ihm he wu The 1"8e Wulord w .. 
slowly m.k,ag hlf 'lny Im .. ,d, the Crey SCCI 
.t lhe bud 01 h .. SIOIm"e'lIIll1 bodYlulId He 
wu ~lIlbly ,u({mall (rom hll WOII!ld~ hl5 
II~hl lIlI) IYOlIn Wllh bll"en uUKd by 'he 
\billy Fdlbl.de 'Dd b" IIde blcedtaK wbele 

h~lIel' 01 the R~'IIIIK Clift hid ,.ddlcd III' 
KIIO.,ftK hlJ1lsdl 10 be mOle 01 ItU 

~mru of ,bote woud .. ,nd ~"'-S 

f OI the 'CO .... I"'. f,re YOll onk,.d I .... RI,h.8 
Cull III U!oot sboo! They ,old me.' 1"II.d 
,be W.,Io,d, po,."Dg II I .... dry blood SfIlDlIg 
lhe Ih~ay !.oks II hili 'Imor He COO'IIII1Cd. 
Ih~ tunc lbo.,ag lbe b\ackcala& IOfCI all hll 

_dill!\. 

-r!u,k .... 'Iu"kl (Of ,h<: pow.,f,,1 .word I " .... 
" batk '0 you. Yoa keep 11 YM cmy It bid 
10 Skmabhllh" Too pow"lul lor me. No 
ploblem fOf I mlKhly wlllld !.1u yllu 
Yes yur 

A fluh of hOllOl crosxd C,ey Sea Squelch's 
eyo .1 lbe Klu or IOIIthl18 ,he foul bJ.dc. 

game was over IX'e cou nted the poinLS 
and despite it being dose it was a 
SklI\'Cn \;ctory1 Gloriousl 

8uI Ihen , as we slaned to pack up our 
armies, 1 suddenly remembered one 
minor delail: my Gre}' Seer was 
equipped with a Warpslone Amulet, 
This very useful item provides the 
wearer with a 4 + W.ud save for a 
mere 25 points, but it might also ha\'c 
unpleasant side-<ffects, If tne wearer 
rolls a I at the end of the game, he 
rums Into a hideous blob or flesh and 
counts as slain. \'t'ith a nonchalanr 
laugh I said, -anything but a 11M 
and rolled .. , 

The g:lme ended in a draw. 

"Mlny ,lunh, Worlord Oultkpo. My 
Clfry II for 1IIe. Too he."'Y fOl me.

M 

be ",cd 

"No. yOIl Ulry I,r 'alfkd QOlCkpnr, losslnK 
lbe bl.de: ,.10 the CI.Y Scer'Ji 111M 

The musk 01 (QI fIlled Ih. Ilf .. Ihe Icrriftc:d 
Seer '-IDShl IIv. WQpc>I No 500lICl had hiS 
d,., Uo.<d OIl tM Jabblrd wt.c:. 'II ott of 
powufml g'cc. ClIClHY filled. liaklJlL lbe 
Jwor4'. hll' ."b tbe .mulCl ha-S.IS 011 the 
Ctty Seu', ac:!I The yost Ijllllllll,. of 
""pilOil< II\JSIt bolI.d .llh,D the tWO orllLac" 
.... obvIoowlly 100 ml!(h 10 (o.IJlI. ..... a fOf I 

C'CY Sccr Wlllul I fno iCtOllds of IUWIII~ 
'pr' Cley Seer Sljuckh Iud lI),u",d laID I 
!.ombl. blob of ncsb uld 

lI'ry fUI 

.. \, lhe SIOfIln<,mll h.dr.ed lhe IlIOlIlilf05lly 10 
pl«cs. Wulord Qaltkp>. tIIl!ICd blS lue 01 
'he illlllklal Wiliodl E"I'IICCf bclu.,d hIli\. 
The IYO utbu)lCd I hlld look of 
m,..dUlludl~1! I~d Ihn ,he: WIlIo,d 
'lnlktd .w.y 

~Ycs yes. 100 hQ"'Y I", y09, Crey Seel 

Sqw~kh • 



Il!-1RHAMMER BATTLE REPORT VERAlINTIDEI---------------------------------

IT'S A MAN'S LIFE IN THE SPEARMEN REGIMENT 
Graham: Ouch! My army ha been 
completely destroyed! Oh wait, that's 
what' suppo ed to happen in a La t 
Stand. Well as things turned out, the 
brave warrior of the Empire managed 
to sell their lives dearly and kill 
enough of tile Skaven to count this 
battIe as a draw ... but only just. Had it 
not been for Alessio 's Grey Seer 
rolling a 1 for his Warpstone Amulet at 
the end of the game, it would have 
been more of a horrible massacre than 
it already was. In me end, it was me 
inherent Skaven randomnes more 
than anything else mat helped me 
limp towards the draw and make this 
one of the most exciting and amusing 
games of Warhammer I've played in a 
long time. 

As any general will tell you, no plan 
survive contact wim me enemy, and 
mine pretty much coUap ed almost as 
soon as Alessio had deployed. Facing 
my mighty breakout force were 

unbreakable Plague Rat mat would 
stop my Knjgbts as surely as if they 
had hit a brick wall and Clan kryre 
Globadiers mat could ignore me hefty 
1 + Armor ave of my Knight . Initially, 
mings went reasonably well, with 
ome of me more letbal unit of 

Ale io 's getting creamed by Mortar 
fire and everyone moving into 
position. But as soon a tile Skaven 
Magic and Shooting phases began, 
mings suddenly looked a lot dicier. 
Tbe Warp-ligbtning Cannon blowing 
off 11 Hull Point from me team 
Tank with one shot really put a crimp 
in my plan . In me practice game we 
played beforehand it ran amok in me 
Skaven ranks and did an impressive 
amount of damage (before the 
Warlord turned it into crap metal 
wim his Fellblade) . After mat mere 
wa lime it could do except trundle 
about and take me odd, ineffectual 
cannon shot; one shot burying itself 
in me mud before me Screaming Bell 

and anomer rolling to a gentle halt at 
the Assassin's feet. 

My cavalry performed less than 
brilliantly; the Knights Pan mer 
running after losing the fight wim me 
Plague Monks (then failing to rally 
while standjng right next to me 
Elector Count) and even of my White 
Wolves falling to a Plague spell . I must 
start feeding m e Knigbts more 
vitamins in future . Having my Elector 
Count shot out of his saddle right 
after this by me Warp-lightning 
Cannon didn' t help much, eimer. But 
supreme honor has to go to the 

pearmen unit, which attracted a 
horrendous amount of magic and 
firepower while me Swordsmen 
escaped relatively unscathed (until 
mey were bUtchered in me final 
moments of me game). After me game 
ended, we pictured a recruiting 
ergeant touring me tavern of me 

Empire to repielljsb me local levy 
wim me wOrd , "It' a man 's life in 
the spearmen regiments ..... 

Next time, Cavatore! 



THE FUNNIEST GAME IN MY LIFE 
Alessio: \'(leU, it has been great . I 
don't remember laughing so much in 
a game ever before. The Skwen are 
just like that. When en:: rything works 
they' re lethal, unstoppable. but with 

so many random dements, something 
is goi ng to go wrong at some point 
(OK, admittedly I had more funny 
disasters than I should have ... ) . The 
important thing Is 10 kam to Iivt" with 

m"l1111( -m -.'11. ZII2 

the little mishaps of Sk:n-cn life and be 
ready to exploit the occa.sions when 
things go your way. 

I also Iavttlthe ending, which 
Inspl~d me 10 write the Story on Ihe 
previous page. 

II 's 5000 fini ng with the SlcIven 
incemccine makvolence Ih'lI, if the 
Grcy Sttr hadn't ordered the Rading 
to firc into combat, Graham wouldn't 
havt" scored any points for the 
Warlord. Instead, the wound cauS(':d 
by the gun brought my general below 
half his Initial wounds. scoring a 100 
ViCtory points 10 the Empire. Without 
thOK: point'> the S)Gwen would h;n1:: 
won by ')0 pOint!. , en:n with the death 
of the Grer ~eer Instead they scored a 
dmw by ~O pOIntJ; 

II really is true that If the Ska\1::n 
would I each 





THIS MONTH'S RELEASES FOR THE LORD OF THE RINGS 

Elendil ~ 
$7.99 
US, 
$12.00 
CDN 

Isildur ~ 
$7.99 
US, 
$12.00 
CDN 

Available from Games 
Workshop stores, Mail Order 
and independent stockists, or 

visit our online store at 
www.games·workshop.com 







ith the release of Elendil and 
Islldur this month we've 
dedicated a whole Masterelass 
to the good characters from 
the epic struggle between good 
and evil - the Last Alliance. 

ELROND 

The model was painlcd with an 
undercoat of Chal)lo Blncl; , Any areas 
where the ~pray had fuiled [0 caleh were 
then pairlleU over with a thinned coat of 
Chaos Black. 

~ 
To paint Elrond's face a 
basecoal of Bcstial Brown was 
highlightcd with Dwarf Flesh. 
Elf Flesh wa~ then added to 
thiS for Ihe finallughlighl 

before a mill; oftlllnned Magenta lind 
Red inks lIas applied a~ a w3'>h. 

Elrond'~ robes 
were painted with 
II hasecoat of 
l'qual pans Chaos 
Blnck and Cmno 

Green. 1llCSC were then highligtucd by 
adding more CallI!) Green 10 the mix.. 
The final highhgllls were made wilh an 
equal parh Ill! ~ of Goblin Green and 
Fortre~~ Grey. which was then added \0 
the Original milt. To fini~h. the robe~ 
were then given a wa~h With lhinncd­
down Blue ink. 

A ba.')Ccoal mix of 
Chflo~ Black and Regal 
Blue was u,cd to paint 
the cloak. To highlight. 
Regnl Blue nnd 
ShadQw Grey were 
added tQ the mix, 
fo llowed by a finn l 
highlight of 
Shadow Grey, 

The chainl11ai l was painicd with a 
ba~"Coat of Regal Blue, .... hich was 

= -
PAINTING 

MASTERCLASS 
The Last Alliance 

followed by a bighlig.ht of 
Boltgun Metal. This was 
Ihen highlighted with 
Chatnmail. Wllh a final 

highl ighl ~Iage of Mithn! SiI\'er. The 
chainmail was then given a w:hh wilh 
thmned Blue Ink, , - .::.. .." 

.~ , 
. . 

Goblin Green was 
pnlllted in the 
recesses of lhe 
amlOf plates. TIle 
amlOr was then 

pa ll1ted with a ba~coat of Brazen Brass 
.... hich waS highlighted with Bumbhcd 
Gold. A ~mall amount of Milhril Si lver 
was added to this for the fina l highhght 
before the armor was gl\en a wash wilh 
Blue Ink. 

Elrond's hair was painted with 
II D.1.;ccO:ll of Scorched Brown. 
which wa~ then highhghted 
with Darl.. F1e~h . A ~l1lall 
amount of Bleached Bone was 
I1lixcd with Dark "'e~h for the 

final highlight before the hair was given 
II wlIsh wuh an l"<jual p;u1~ mix of 
th inned Brown and Black IOI..S. 

The ,word 
was painted 
WIth a 

basecoat of Chnlnmail. which wa~ 
highlighted with Mililril Silwr, TIle base 
of Ihe ~word wa.~ lhen given a w85h wiul 
thinned Blue Ink. The hilt wa~ patllled 
with a basecOlll of Scorched Brown, 
which was highlighted with Dark Flesh. 
followed by Be~tilll Brown 

To paml the bell, small 
amounts of Bleached 
Bone were added to the 

ba~com of Dark Flesh for each 
~ucce"ivc highlight 

The ~abbard wa~ 
given II basccoat of 
Scab Red. Fortres, 
Grey wa~ added to 
this for \ucces~i\'e 
highlighl qages. The 
lrim of the ,cabbnrd 

WIIS pa1l1ted \\ Ilh a nal<Ccoal 01 Brazen 
Brass, which Wll!o highlighted wilh 
Burnished Gold. 

r 1 
' . ,., i ,',. 

An equal pans 
miJ( or Chao-. 
Bbcl.::. BC5lial 
Bmwn and 
Codex Grey 
was dryhrushed 
01110 the hem of 

the cloak 10 create II dirtied effect. 

-



ELENDIL & 
ISILDUR 

ErIch of Ihe modeh wert: painted wilh an 
undercoat of Chao~ Black. Any areas 
where the spr:ly had failed to catch were 
then Ih'llnled ol'er with a lhlllned coni of 
Chaos Blael... 

The faces were 
pmntcd wilh II 
ba~:coa[ of 
!k,,1!111 Brown 
Th;~ WIl" Ihen 
highhghted 110 llh 

Dwarf Ac,h. folJow .. -d by adding 
Palhd Flcl>h for tlk! final h;l:!hhghl~ 

Ekndil\ beard \1o'I1~ painted "'1111 a 
OOse<;OOI of Code" Grey_ A "mall amount 
of Bleached Bone wa~ added 10 tim for 
the highlight ~Iogc~, 

UIL.-, GALAD 

A baloCcoot of Vennm Fur 
.......... u~ 10 POInt the face. 
IncreaSinG nmount~ of 
Bleached Bnne WI\., allded 
to Ihi\ for cach ~ucce~,i,·e 
hIghlight. A thmned wa~h 

of Brown Inl wa~ then IIpplied 10 the 
face before rt:upplylflg the 13\1 
highlight mix. 

The c!o.1k and ,houlder <;ce tlons of 
Gi l -Ga[lId'~ anner were painted with an 
equal Jl'lrlS ba,eco..1t mix of Chaos Blnek 
and Rega[ Blue. Regnl Blue was then 

hlldur's beard was p:llntcd I\llh a 
bll'oCCOO\ of Scorched 8m .... n. BC\lIal 
Brow n \\-;b used as the fiN highlight 
Coal. then Bleach..."'rl Bone wa~ added for 
the IiM1 highhght ~Iage~ 

r p , , 
/ " 

A blL\ecoal of Scab 
Red amI ChOO!. 
Blad. mncd 
together in equal 
pa.r1 .. W!L' u..ro to 
paint ttl<! robc~ 
Scab Red on 11\ own 
WIl5 u~ \0 palnl 

the Ill"lll highlight 
5tage followed by 
lidding an equal 

quantity of 81oot1 Red 10 Ihl' Fiery 
Orange wa~ added (0 the mix for the 
final highlighl ~tage and Ihen Ihe rohe\ 
.... erc gi ... en a .... a~h with B tlunned down 
Red Ink. 

Elendi['s cloak WII~ pamted 
..... Ith Chao' Blnck and 
highlighted wilh an equal 
P.1r1S mil( ofCh,K)§ Black 

r
.:...?"....:; lind Codell Grey. A small 

amoun[ of Bleached Bone 
WII~ then added 10 Ihl~ for 
1M final hlghhghts. 1bc 
inner 'ieClion was J);unted 

\\ IIh II baseeoal of Snakebite Lealher. 
Bnd Bleached Bone ..... n Ihen added to 
Ihi\ for ~ucce~~I ... e highhght \Iages. 

p.llnted on for 
the fiN highlIght 
'tngc wl,h ~1llJ.1I 
alliounl~ of 
Bleached Bone 
udded for each 
hl(!hhgh[ ~tagl.'. 

Equal pnrh Chao.; 
Black. GoblIn GI\'l.'n 
and Chalnmail .... erc 
mi~ed togethcr to fonn 
the b~coat for the 
inner cloal. anl"lOf and 
pattern on the ~houlder 
pads. ~hLl"ln1 Slh·er 
was th.:n atkled tothJ\ 
for each ~lICcc~\i\·1.' 
hlghhghl 'lage. A WL,h 
of onc pari BltlI:k Inl 
10 IhTCe pan., Green 
Ink. which had been 
thinned down greatly. 
was then applied. Thc 
inner clo.1k .... a~ then 
gl\en a final highlight 
\tage WIth the [asl 
hlghhght nll\ . 

All of the annor 
~cl ion', helmet, and 
,word~ un each of 
the modeh ..... ere 
raintl>J Wllh a 
ba;,t.·~,:om of Bollgun 

Mctnl Thc~ .... crc thcn highlighted .... ith 
Chrunntail, follo .... ed b) finnl highhghh 
01 Mithn[ Sil\·cr 

The gold trim 01 the 
nrmor and Ihe 
declIr:lllon on Ihl.'" 
helm\ were pamled 
.... llh a basecoat of 

Tin Bill. Thl~ wa, Ihen highlighted .... lIh 
Shtnmg Gold, follOl .. ed by II final 
highhgh[ of Bunu~hcd Go[d. 

The p~Ulcrning on 
[Slldur 's rolles <;tarled 
wilh It ~coal of 
Burnl\hed Gold The 
outer lines were 
patnted on f1~land 
then the da~he\ and 
dOh were palflled 
dow"fl the centre The 

h:bI.'COOI w~ lhen painted o,·cr .... ith an 
equal pari' mIx of Bleached Booc;md 
Sunhul"'>l Yellow. 

Chlm\ Black ..... ~ u..ed :b the basecoat 
lor Ihc ,hoes ..... tth an equal quantity of 
Code\ Grt:y odded to [hl\ for the 
hlghh~hl' 

The ,~artIP WII' painted 
With Ii ba..ecoat or 
ChamOillil and highhghtl.'d 
wllh Ml1hrtl Silver 

Thl.' ~tafl of the weapon 
..... a' prllnled WIth a 
ba!oecoat of Scorched 
BrO\ .. n A ,mall amount of 

Bleachcd Bonl.' wa~ lidded to this for a 
\ubtle lughhgh, 'Iage. 

BASING 

Chao-, Black ..... as u:.ed :b 

[he ba'>Ccoot for the gloves 
and h31(. Code'< Gn:y ..... ~ 
then addt.>J 10 th.Js for the 
highlight Mage . 

Sand ..... a\ glued OntO the baS<' .... ilh 
PYA and then. once dry, gi\en a 
8m .... n Inl.. w",h Thi~ W:b 
dl")'bru~hed wllh a milt of SnakebllC 
Lea,her and Fon.re" Grey. and was 

finally 
ftocked with 
~la[l e grass. 



Exclusive Medallion Program 
Sideshow / Weta is offering a unique collectible program 10 lord of Ihe Rings fans 
worldwide. A vel)! spedal line of lord of the Rings Medallions, 24 different pieces 
in all, have been created for this exclusive offering. 111e original Medallion 
srulptures were created at the Wet:l Workshop, the same group who helped realize 
Peter Jackson's vision ofTolkien's world. 

These special Medallions, measuring approximately 6" 
(152 mm) in diameter; capture it moment of Middle-

II earth histol)! in a beautifully handcrafted, low·relief 
scene, featuring the characters and creatures of this epic tale. Each Medallion in the 
series has been meticulously sculpted to the highest standards, hand-~nished to 
resemble antique bronze. Each Medallion release is limited to no more than len 
thouSdnd hand-numbered units and comes complete with a hand-numbered 
Certificate of Authenticity. These unique treasures wilt be released on a monthly 
basis over a two year period and are only available Ihrough Ihe Sideshow I Wela 
Collectibles web sile al www.sideshowwela.com. Each Medallion released will 
surely occupy a unique place in the collectible offerings sunuunding the upcoming films. 
To learn more about the Medallion Program go to the Sideshow / Weta web site and 
reserve a piece of film-making history in your name. 

The NazgUl 
MedalHon No.2 
feb '02 Release 

The Birth of the Uruk-Hai 
Medallion NO. 5 
May '02 Re lease 

The Industry of 
Isengard 

Ml)dalllon No. J 
MaL 02 Release 

Medall10n Nil. 6 
June '02 Relea;~ 

(800) 474-3746 
www.sideshowweta.com 



" 
Busts 

ArwBfl Elli!nSllIf 
11e<Il , 9313-1151i 

There will be six different series of 
products released over a 10 month 
period. Look for the upcoming 
additions in the next issue of White 
Dwarf Of visit our web site. Series 
Four is scheduled to be in stores in 
April '02. 

Wounded Ore 
I~m I 9421 . 6 25"H 

Moria Ore Archer 
llem'~16 925'11 

SERIES FOUR 

Dwarven Lord 
I\~m' 9420 · e.75'H 

Figures 

Moria On; Ateher 
1,",~901~ - 6 75"H 

A AOL Keyword' Lord of (he Rings 

~ wwwiordolthenngs.net 
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E'-RDgE~GSC7~---'-------= ___________ ___ 
T HE FELLOWSHIP OF T HE RING 

The chance to put together 
a battle report using their 
newly buIlt gaming table 
(see WD266) and an all­
new scenario? Life doesn't 
get much better for our US 
White Dwarf team .. . 

~
ile sollie lime ago, White Dwarf 

editor Paul Sawyer ~id he wanted 
to s w off some of the Icrrnm we'd 
been making in the US Promotions 
depanment. Even better. he wanted us to 
build a few ~pecilic pieces for our Lord 
or The Rings project Beller sliti. he 
slyly dangled the carrol that II b.1u le 
report IIIlght be required. We were vcI')' 
pleased 31 how our Amon Hen lermm 
had turned OUI and were already playmg 
lQ(s of games on it anyway, so wc'd had 
plenty of practice and felt 
really confident. 

You IIIlght thmk ..... e·d get tired OrlM 
~ame scenano but )'ou'd be wrong! In 
fact, II's reall)' quite Ihe opposlle. 

AMBUSH AT 
AMON HEN 

Battle Report based Oil the finale of The Fellowship of The Rillg 

With c3ch game yoo hone sk-ill~. 
improve strategie~ or come up with new 
twists. Both sides had nearly perfected 
their tactics playing the scenario from 
the rules manual. resultmg In nearly 
every game bemg a nai l-biter. II almost 
always came down 10 Uruk-Hal ~hooting 
from the riverbank or leaping from 
rocky outcruppmgs onto the boots as 
Frodo and Sam paddled to safclY. We 
.... ere pretty excited at the prospect of 
producmg a full b:lllJe report al 
Amon Hen l 

So. with our batt le report date rnpidly 
appruachlDg, we got an e-mail from 
Paul C'01ltaining 
a completely 

new two-part Amon Hen scenario by 
Alessio Ca\ltl!ore th:1I would be used for 
the bailie report. A:laargh! Our beloved 
scenano had been ~nalched away -
our preciou .. ~ss~ ... 

Ho .... e\ler. once we actual ly gO! Ihe new 
sccnano (featured in lasl month's issue) 
our perspccti\lc changed. It was going to 
be a bit tougher. but Ihe scenario read 
fantllstically. We thooght that the 
~uggeslion of using four playen 10 play 
out the two scenarios was great and the 
scene was now SCI . .. 



Scenario description 
This hnked scenario revisits the final 
episode of The Fellowship of The Ring. 
Boromir has tried to tale (he Rmg from 
Frado, v. ho flee .. , followed by his 
msepan\ble companion Sanl, The other 
membc.1'!i of the Fellow~hlp are scattered 
:round the ancient hill of Amon Hen 
lookmg for the mi~smg Hobhlb when 
they are ambushed by the Uruk-liai led 
by Lunz. The mmion( of Saruman have 
orders to capture the Hobbits! 

The first battle takes place with Aragorn, 
Legolas and Gimli trymg to get across 
the table in order to find the rest of the 
Fellowship. I f (more likely. when) they 
make it , they Jom the second scenario­
Boromlr's despcmte allelllpttO save 
Merry l\1ld Pippin - already In pro!;res~ . 

ljYOll m;urd lasf isslle. \'011 cOIlji,ld 
Alessio s tll'O fXlfl scelluriQ 0/1 Ihl' 

Otunes Wvrhlwp 1I'"bsiJe vi 
1I'It'II',gt/1l1rs-l"orbhop,com, 

--Part 1 - TO THE RESCUE!--
Participants 
On the Good side are Aragom. Legola~ 
ami Gimh. all wearing Eh'en clOllks. 

On the Evilsidc there are 18 or more 
Uruk-Hai warriOr'S (at least three must 
have bows). chosen from the total E\'II 
force as detailed in the scenano ruJc!$ 
In W0266. 

Starting positions 
Aragom is deployed first, up to 12" aWl)' 
from the Good ~ide's table edge. Six 
Uruk-Hal warriors are then deploy~ 4" 
away from Aragom, Legolll.~ and Gunll 
are then deployed anywhere at lelist 8' 
away from the Uruk-Hal und up to 12" 
from Ihe Good side's table edge. The 
remaining Uruk·HlIl are finally deplo)oo 
within 12" of the Evil side's tabl\! edge, 

Objectives 
The heroes have to get ofT the DppOSlIC 

edge of the table. 'The eVil ~ ide i~ merely 
trying to delay them and knock a rev. 
point~ or Might offthc good gU}S, 
wealemng them for rhe nexr episode. 

Special rules 
1111.5 i5. race agamsillme and we had to 
track the number of turns thaI had 
e-,;plred as this would derennine when 
the .\uccessful heme'> leaving Par1 I 
mlghl Ilppear on the table edge for 
Par1 2! A~ the garners playing the 
s«:oncJ cpN)(1c were not privy 10 this 
mfonnation, they would nOl lnow when 
(or if) to expect help' 

Abo .... : Tlo. f" "11 ". MM, 111m .·r h,lt/or ,10, ",.,0 .. 11,. su ... rl" ill TIo, 
"·,Uo"sllip ofTh Rlq I1II'J _IIIU1l, llIoU, UIO'AI .. '" 11I1;,.tly ~rt:'for III, n~.., JUlltlrio, 

,II. /",ponnlll JNln. (,",,,,.u, ID In .. .r aM '''""'' fH'wrol ..... ,... .,,11 "",/CIo,d, if"'" IHC,.Jf4ril7 iff ,lit 
COrT ... ' sfNI/, TIoI. _/HJ'" .100" ,Ir", fMpro~IIi"K ",/HItt.D"d "rrllillis a 'UUOliollIIul, is Ill,.. ID Hstt all 

tobltlolPlHuIl. ",,,,,n -fro'" V", ... " rlll"l In II(/.It,., IIlId ~V'"111 II,,... III Gatti .. It''orblrf)p! 



THE FELLOWSHIP (Drew Will and Jason Buyaki) 
Drew: I would pl:l)' the FtJlow~hlP for 
Part I of this ~enano . My task soulxh 
SImple enough gel my three heroe~ 
(Arngom, Legola~. and Glnlli) offthc 
far edIt' in a. .. few gtlme IUm~ a~ 
~~Ib'c. Bcf~ Joo;on (",ho woulLi play 
the remaining Fello", .. llIp In Pan 2) "as 
kicked oul of the room so he couldn', 

Jasoll lind Dfrl' dr.wl.H 
hall! to f'f"OfI"ct thi' lIahnlH. 

ob~l'\'e Part I. we got. chance \0 
discuss a qUick strategy. He\ e~peC1mg 
me by lum 12. oot I thmk I can 
do bellt!l"' 

I plan on leaving Aragom un 1m own 
and learning up the fircpov.cr of U:gola.~ 
y,.uh the ~Iurdy defen-.e of 0111111 nm 
",III hopefully breal. up the Urok-Hru 
defenden. and help speed me on 
my way! 

J ason" I had a quick mmute 10 laU. 
slnllegy wIth Drew before' got sent oul 
of the battle room! Not gelting to know 
..... hm tum help willlllTl\C In Pan 2 " 
really cool and heightens the len~10n 
and drama of the game! 

M y bailie plan i!> pretty wlid - the 
objective for the good SlUe is to keep the 
liobbi~ alive whil<;[ the Evil ,ide try to 
capture them. With a Movement of only 
four IncheS. the Hobblls are e\enlually 
going 10 gel caughl - I )U\t want to 
make sure they are caught as far awa) 
from the table edge IS po\~ible. giving 
Drew lots of lime to reseue them' 

THE MAGIC OF ELVEN CLOAKS 
Before the Fdlowshlp lca\e the 

nUipical Eh en land) of Lothlonen, 
each hero i~ gl\en a cloak WO\'en hy 

the Eh·es. These amazing eloo.k..~ 
allow their wearer<; to blend In 

perfeclly .... Ith any I)'pc of terrain. 

What thiS means in game lerm~, IS 

that if It model weanng an Ehen 
clonk L~ even panlally concealed 

then he Illay NOT be largeted b) an 
enemy nrc.her unles~ 
that archer i1> wLlhin 

6"! A1> allthc 
Fellow~hlp (sa\e 
for Boromir) arc 

wearing the'>C 
cloaks, and our 

gaming boan! 
was loaded with 
lemin - II made 
shooting for Ih ... 

EVil side \el)' 
difficult. 

THE FIGHTING URUK-HAI (Rich Curren and William Stilwell) 
WUllam "Goat.Boy" Stilwell: Rnt off, 
Rich Cum" (who would lake my place 
.... E\·,I pl:l)'cr In PM 2) aoo I had to 
'"phi our fort"e~ up according 10 the 
scenario tn)(fllclions. We were allowed 
to hlne a 10tai of:\6 Unlk-Hai, and for 
the fin-I game I hl!.d to have al least 18 
modeh. and III Ica\\ three had lu have 
bows. While I argue<.! that I ~hould get 
all the extra reserve, becau.'>C I'm bigger 
lhlln Rich, in Ihe end we decided to ~pllt 

the force evenly (18 Uruk-Hnt for each 
game), but I 1001.. a few Ic~\ of Ihe 

Rlf'h 1/11(1 Wi/{wm ,I,.im (J,,/ 

'heir 'COPIllrt' Ho!lbl/S·p/lJll. 

archers in my fo~ for II total of 
thincen Uruk·HIli wanion and five 
Urul..·Hai archer<" 

In IhH ~nano, I ha\'e one Job, and one 
job only, and thal 's 10 delay the 
members of the Fellow~hlp that I'm 

facing II' long !b I possibl) C:ln. !'\'e 
pla)cd enough game, against them to 
fear the cOlllool prowess of Amgom, 
Lcgolas, and Gimh I Ihlnk Alcs\io ~a)\ 
prelly bluntly in thc !oCcnario that the 
bad gu)" won', \\In thi~ bailie - ~o I 
don'llhinl. I elln let u~ down 100 badly! 



Turn 1 - A RACE AGAINST TIME 
THE EVil STRATEGY! 

Will iam: Sct-up wa, prell)' much 
~trllighlforward, a~ ~ix of my Uruk· 
Ha.i were, by rule, 10 ~Ian 4~ away 
from Aragom_ I chose to \uJTOund 
h,m. In order to slow hIm down 
right aw::ay. nll~ I'C)I of our mmions 
were ~illlply placed in II straight mnk 
3C1'OSS my deployment hnc in an 
eITan 10 create a 'wall of Orcs. and 
steer. We left one Uruk·Hai free to 
cover any good guy [hal managcd to 
rnake it through. 

FellowshIp Move 
1be scenario prell)' much dictates how 
the Fellowship model \ can be 'iel up. but 
the variables were how Wilham had 
decided to place the Uruk-Ha. A~ the 
'lecoruio ~U1tes that the Fellowship WinS 
priont)' for the liN round. il wru. up to 
Drew \0 begm 

The :lIready \urroumlcd Amgorn 
charged forward In\O combat w,th the 
no"hcmmO~1 Uruk·Hai Gimh ron 
forward. but Drew procro.qmlllcd about 
moving Legola, Of finng In~ how. 3' 

models cannot advance m()1'l" lhan half 
of Ihelr movement rale and \1111 fire . 
Howeyer. Legolas 1\ IIl1owt.'<Ilhr~ ~hOh 

per tum nmkiog 11 dlrfieultlo pass up 
any chancc he h::uo 10 fire 01 Ihe enemy. 
Deciding In the end that the \Cenuno 
would De won mostly by \peed. Drew 
IIdvanced Legolos hi s full move. 

Uruk·Hai Move 
William had II cleat plan ('>Cc 'TIle EVIl 
Strntegy' abo~e). Wben 1m move 
staneti evel')' Uruk·Hai that could reach 
Aragom piled In 10 bnng Ihe hero down. 
Aragom wa~ quiekJy ~urrounded by 
three heaVily armored evil wamors. 
with three more 
directly behind l 

The Il:lTl.1lnlflg Uruk·H:u on lhe lop of 
the hill advanced In 0 hne loward), 
the OClIon, 

S hooting: None. 

= 

Combat: For this round of combal each 
side would be rolhng three dice 

Amgom has three IIl1ncks ven.lI~ one 
each from Ihree Uruk·Hal. Aragom 
rolled a 4. a 3 and a 2 while the Uruk· 
Hal came up With a high roll of S. 

Trouble for the Fellow~hlp already! 

Decidmg nOllO gel bogged down early, 

Drew .spent Arngom's free Might point 
to make his score S (Arngom'", MIShly 

Hero ",kill gi\ie~ him II POlllt of Might 
thnl recharge<; evel)' turn In c\<;cnce a 
' free' pomt). This menns lhat each Side 
had a high roll of Sand. smce lie~ go to 
the combawnt With the higllest fighting 
~ktll, Aragom was vielonous. 

Pushmg back alllhree ilssadant~, 

Amgom then rolled hiS attack thee to 
wound. Needing S5 agamSI lhe heavily 

~d Uruk·Hni. Drew rolJed a 4. S 
and II I. One enemy was cut down and 
the other IWO were pushed back. As 
modell. can't manoeuvre \\ithin an Inch 

of enemy models, Drew knew thai he 
\\.-ould need Aragom 10 ckat a wider 

path. and dispalching JU~I one fO(' 
w~n'l going 10 be enough. Using 
another poml of Mighi. Drew 'bumped 

up' hIS roll of 410 a kill 109 S lind 
cleared hIS path fOl'" Ihe OCltt tum os a 
SC(:ond Uruk·Hai fell. 

• 

D"I< mow', Am~Qm jon.-ord ... 

.and Ih~ Und-.·Hoi close In ... 

..,bur Joon "Kn' It! 

J 



Turn 2 - AN UPHILL STRUGGLE 
Fellowship Move 
Wmnlng the (lnonE)' for thl~ tum, 
Aragom ran hi~ full dn.lance uphill On 
the other \ide of thl! fure~l. Gimh 
followed ~Ult. ugol:b. howo!\ler. 
advanced more slav. ly, takmg tune to 
ready hl~ de'adly Ehen bo .... 

Uruk·Hai Move 
Wilham managed to gel (me Urul..·Hai 
back inlO baM: \0 b3..'>C conlaCt .... 'th 
Aragom. whIle others IraJ lcd hal on hl~ 
heds! The bulk lIfWillltlrn'~ ambu\hmg 
force advanced mlO po~ilion 100 far 
away \0 fire due to the Fellow_hlp'S 
Elven doak~ (lhL\ prompted the 110.[ of 
nmny cursc~ from WIlham dIrected 
loward\ Ihe Elven doak,). 

Shooting: The 1m!)' nrcher that could 
fire tim tum .... as '.cgohl'i. who loo'ICd 
mn'-I: ShOL\ towards tht: oncommg Urnk· 
Hm. Sconng hlb l~n'lloo difficult for 
the "ceo.c)'cd archer (who needs a mere 
J or beUef" 10 hill ~ trouble would he 
woumhos the he:MI) anno~d foc! 
Ore\\ made II ~trategic choice 10 ami at 
Ihe ~llghll} le\s annured Uruk-Hat 
amll.'d \\Ith bow,. 11m would both take 
out the 1ltC~r.. and reduce the o\crall 

number; more qUlcld)1 With a roll of 5. 
Drew's choice pro\cd a \\i'l' 00<.', a, an 
Uruk-llai archer fell to the Ehen armw' 

Combat: Amgorn made ~hon worl of 
hiS foe 

U80las hilr his nrur/.;.' 
.but is rQlI,f~ht up b~' /lilt' Unlk-Hai who 

IS qlllckh UnllO III.!. do(.m' 

Turn 3 - THE FELLOWSHIP'S WRATH 

Arug()m pm,'t!" /11-1 IlnnlNt' {Jj heir 10 
the IlIrrml' ojGnndnr 

Uruk-Hal Move 
Havmg won the priont}' roll, Wilhan'! 
loollhe opponunilY 10 send Ihe Ihree 
Uruk-Hai Ihlll had dugged Aragorn each 
tum ~urging into combat With him I 

Meanwhile, Uphill, Ihe defeo~l ... e hne 
split up mlO three dblinc\ pack,: one 
headed oownhilllO Join Ihe fTRY with 
Amgorn. one kept watch m the nmldle, 
and the thmt ran towards Legolas and 
Gimh. Two of the Uruk-HIU IIrchcr~ 
only moved 3". allowmg them to get 
mlo poc;lIion and <,t,1l fire tnclr bow\, 

Fellowship Move 
Gimh charged 5" uph,lI. 10 bnng Ihe 
dought) Dwarf mto contact with an 
Urul-Hai! Neam). Lcgola~ ath'anccU 
three inche" settmg him up 10 pour 
pomt blank lire ,oto the onru.hlog foe 

Shooting: The Uruk-Hai had prionty so 
could fire fiNtl One ofWiIlHlm'\ two 
IltChCfS that could fire wa~ cJ(aclly 6.,,­
from Aragom'~ combat, \0 Dre\\, wa~ 
saved by both h,s pe,ky Elven cloak and 
William's slight miscalculmion' The 
olher bowman fnrcd belter, seonng a hit 
on Lcgol a~ even a~ he drew back hl~ 
bowstring, but failed to wound' 

lIurrWN chufl(e III ulld u" qUI{'klv 
dupau'hl'd' 



No\\. .. was Lcgolas'~ chance 10 rClUm 
fire, and hi~ Elven bow Iwanged three 
times, <;coring hits on all three ~hOl~ 
Drew followed up with 'iOniC more 
lI111stetful dice rolling IUl(! two mil": 
Uruk-Hal archer-;. dropped lIfelelo" 10 
the ground, 

Combat: U~lng his regular n,;,c (II, 
opposed 10 1m double-handed one) 
Gimli ea\ily hackl;!d down and .. lew h, .. 
~hare of Uruk·llaa, hut Iho.: real al;1ion 
wa.~ taking place on tnc OII..:r ~io.k of the 
copse of trees. 

111ree Urul U:u \\.ith their \hicld .. held 
high came eruhlllg inb.) Aragom, but 
superior numhcl"'o didn't mailer Ihl\ 
time, Cleaving IhT'O\Jgh theIr :mllOf lIke 
it was buller. Artlgom look (Jut all Ihn..'C 
of his comb.'llant'l In a .. inglc swiJl'! of 
his hlilde, Nt:edillg 5· ... Drew rolled 6, 6. 
Rnd" (\\. hich got bumped lip 1I"ln8 the 
rechargeable Might) to deliver Ihe Orc­
slaying hal-tm:k! 

The 11(1111'0 Il.'fCIU' IlIr,r [rI('lIdl /I 

hind.l'd 

Between shOO(ing ami comb.'ll ~i'( Urul.:­
lIai fellthi ~ tum alone' The ~ heer 
carnage on lhe C\ II side meant that 
eournge teSh would ha\ e to be "'lken by 
11K- Uruk-Hai ncxtlum' 

COURAGE TESTS! 
Courngl;! tests are nl3de III three 
~pccific circum~tancC5' 

I) Allempllng to charge a tcmfying 
enemy. 

2) At the SUft of a 0'10\(' once half 
the force is de"tro)'ed 

3) At lhe ,tart of a mo,'e if the 
model i~ on II.S own (can't!>\'e aoy 
friends) ond ncar lOts of enemie, 

In tillS glUIlC II wa~ definitely ca'-C 
two: hulf of the force \.\.-o~ d~\tf\)yedl 
TIllS was a crucillilum, a~ 001 unly 
were many Uruk-Hm dc~troycd. bul 
now thc} must make Couragc Ie .. ", 
every round. 

.UIlII/ugo/as StmlllWO Urllk-IIU/ II> 

rltt" dtmh.\1 

THE FIGHTING URUK-HAI! 
The Urul· lbl arc 100011.hl Tu \\.ound 
an Urul-Hal wnh a ~hield 
(DefcnM\C value 6) c\-en a ~hot 

from l.cgola.~·\ poIcnt Elven bow 
\\.ould need to mil a 611l1e Uruk­
U,II archers hll~e no shields but still 
boo'it J form~d.'lblc Defcn~i\'e value 
I)(~. They'rc ccnainly not the 
weed) \1nna Gobhn~, hut lin c\-I I 
!'!reed of Ore" Ihat an: hcallily armed 
nnd :lnllOrcd h)' the corrupt 
wllllfd Sarumnnl 

Turn 4 - AN ERROR OF JUDGEMENT 
Uruk-Hal Move 
The tlrok-llai ",on priority, hul before 
Wilham could commen~e \\.Ith any 
nm\emcnt, he had 10 talc II Courage le~1 
for each model on the Nlilrd \lollowlnll 
last lum which left hun wllh le .. \ Ihan 
half of hl\ 1oI!lf11Oj! force), lllfCe of the 
Urul-Hal failed and retreated ti1clr full 
move h.1clwllnh. \~)\lOu~l)' lilJ..en nblld;, 
hy the ferocity of the alLKk a8alO~1 
lhem l While hii tkfen\l\e hne wa~ 
hrul.:en. \Villiam mJOc an ath~mpt 10 
~11on: it up \.\.-llh hi\ "'lIlalOlog OIO\'e), 

I!lwwhere. one anher ndvonced 1-
do\\.nhlll anti inll) mnge to 'hool 
Aragom With only Iwo non-relreatlng 
Uruk-Hal in nanlle \I) Bllad, Gimh and 
Lcgola" Wilham dc~lded to ..end one 
warrior into each, If onl) 10 slow them up 
for It lum 

Fellowship Move 
Arailom charged uphIll. maktng eomact 
Wllh the odvan(;lng Unlk-Hni nn:her. 

= 

Shuntinl:: None, u~ ull orehe .... were In 
comhal or OUI of rnoge' 

Combol: With 1m heavy axe, Oimli 
eaSily won comhat and "Illed hl~ foc. !l~ 

did Aragom The onl)' hilch tOr the 

l'cllow~llIp 111l' tum wo, Lcgolas. who 
won 111 .. mund of fighltng but failed to 
wuund. lind had 10 sellie for merely 
J..nocking the Uruk-HQi I' bud .. r.llher 
than ktiling hlill 

WHOOPS! 
' ''l1l1am: Whal \\.a.~ Ilhml.: lIIgo, I tried 10 male up for l.l\I tum\ nmlalcs. and III 
my UClicment I tOlally forgot the lum o;cquenl:e ond mmoo my Urnl-Ual bowman 
1010 po~Ju(ln 10 fire. fnrgelllllg Ihm If I "a\ Within 6· 10 ,hoot nt Aragom'~ Ehen 
dual, lhen he was III charge. runge l In the end, II <;en'ed a\ a grelll remlOder of Just 
ho\\. dlflerent TIle Lord of The Ring\ game" 10 play! 

= 



Turn 5 - CRESTING THE HILL 
Wilham .... as hopmg to rebUIld hi'> 
momcnlum and was plc;hCd to roll n 5 
for pnonl)'. but OrtW countered w, th I 6' 

Fellowship Move 
Gimh and Legola" made a full move 
uphllllo .... ards tM.r objective. In charge 
range of one model (on II Imruontal), 
Aragorn in .. tcad lool the opponunily to 
head ~tl'3ig hl up loward~ the wble wgc. 

Uruk-Hal Move 
Willmrn pa,S(.,() ewry Coumgc tC\I, but 
would I' be too hule 100 latc ',' The Urok-
11m thatlcgol:ts couldn '! !ak~ ou!las! 
turn could rea~h either Lelltlla~ Of 

Gimli. and Wilham reasoned that II 
~hould be U!gola~ 11\ he WII~ both fll~'cr 
Imd ell~icr to ..... ound. M) heuer to ,low 
hUll down ;lnd hopei oily make hUll 
spend hi , Mighl 

ClIslIng eaulion ttl 'he Wind, three Urul ­
Hai agam dmrgcJ mlO eombal with 
Amgorn_ The remammg IWO model, 
(which Oed I.hl tum) moved clO\Cr til 
relum 10 lhe IIc!ion. The I II~I remaimng 
archer hnt.'ti up II , hOI 

Shooting: Even though he n ,ked h,tung 
hIS o ..... n ~ ide. JU .. , lile a lrue Ore. 
Wilhalll fired! AI~o .,ust lile an Ore. he 
missed cn ll~l) 

Combat : Legola.. wem combal. but 
IIgam failed 10 wound (roiling a 3 when 
he needed a 5). HowtyC(, as time was 
~hppinG awa)". Drew opted 10 ~pcnd two 

Mlghl pomts to lale om thallasl 
\Iubbom foe! After all , IIme ..... as of the 
es,ence and now the pam was clear. 

Amgorn carved through Saruman's 
mill ion, wIth h .. " wh.rling blade! Agalll, 
all ttuu who dared 10 block hiS wa), fell 
(wilh a roll of 5.5,4 - thllt f~ Might 
coming in hand)' again! ). 

III Ih~ IUSII""t' IIIn~, ArU.rrom hut/whIrled, ptJrru-'d, uI.d hucked 
Ih("()IISh tl lowl of S~lI~n Unlk·Htl;' 1'1(1'1 Ihol:t (I hem.! 

Turn 6 - THE LAST BATTLE 
Adding in\ull to inJury. Drew .... 00 the 
prlonty roll by one ;Ignm 

Fellowship Move 
Al lhl$ pomllhc Pcl1ow~h'p 
oUlnumbered the Uro!. ·Ha. three to I .... o! 
Feanng nothmg :II Ilu, pomt In the 
gamc. Drew ~urgcJ ahead full ~IX-"Cd 

WI[h all of h. \ char.actch. 

Uruk-Hal Move 
With only lWO model, len, Wilham (10 
the nma/emelll of all who v,utchcd) 
charged inlo combat wilh Amgorn. It 
app!!;lrcd thlll both the Uru)..-HJI and 

WilitaUl had pas'iCd lhe,r Courage le!.tS! 
A bit di~hearteoed by tnc carnage 
earlier. he opted 10 I:>anl o n the 'Ill)' Iud. 
",,/Sl luro ' theory and hoped a8amlil 
hope 10 beat the nughty hero, 

S hooling: Only Legola.~ WII) lefl with II 
bow. ami moved h IS full 6" distancc_ 

Comb at: Aragom ea", ly dlSP31chcd 
hoth foes (lIga ll1 ), and Ihe w unlb of 
William'\ moaning pro.)Ie~h could he 
heard Ihroughout the hUlldl!1~t 

At thi ~ poml. Orew hild :tCtual1y Wiped 
out EVERY ~ing le cnl;!m), model and 

no .... ~11I1p l y lI(.'eded to ' leg il' off thc 
enemy table edge a!> qUlcU ), as posSIble. 

B\- Ilur /10/111 AroBarn Iwdf/mn 
un tncrt'd.ble do:..ell Urllk-Hm' 

Turns 7 to to - THE FINAL SPRINT 
Tht: lacl of OPlJ'UlolIIg Urul·HIlI meanl 
thai there wa.~ no net.'ti 10 won") aOl"IIJ1 
priorilY, Shootin!l or Combal 11lcrc 
wa~. howc\'cr. shl1 a 101 of ground left 10 
co\'er, The far tablc edge lhe herot'~ had 
10 escapo;! off .... a!> 36" away al the ~tan 
of the game. Now it .... lIli JU .. I a mailer of 
ullle as the three mcmber! of Ihe 
Fdlow:.hlp sprinto.-d their fuU nlOve-Olenl 
10 gCI off the OO;.rd a!> ljulddy a!> 

pos~iblc. 11m wa.~ "'.!all} IIl1ponant, a~ 
the tum they 'e'>Capt.-d' in .... oulJ b..- the 
tum brio" thcy a~ar ... J rJunn.ll: Pan 2. 
Amgom made il on the edge in lurn 
I1Ine, lind Lcgo1as lind Gimh III tum tenl 



Ort\\: I'm not going \0 tie I "3S 
pretl)' discouraged .... hen I looked al the 
numcrical odds against mt: :II the 
beginning or the game All of Illy 

worries had vanished. however, by the 
lime Aragom I~ through half·a-dolen 
Uruk·Hai warrio,",,_ LcgoltlS'~ "hooting 
and Gimh'~ axe provided ample 
prolectlon fOf them, lind the)' wert' able 
10 make il off the I:lble wlthoul facing 
th:lt much penl 'thought I u'>Cd Ill)' 

CONCLUSION 
Might points y, isel)'. espc-cially at the 
beginning y,hen 'lOme pla)'c,..; nllght 
ha .... e been tempted LO save them for 
later, mostly becuuse Arngom had an 
entire game left to play With a 
completely new set of Uruk·Hai It 
proved to be a ~man move, lU onct the 
Uruk·Hai were out of tile way, I could 
~pecd olT the table wllhom any wOlTle~ 
In the end. I clobbered William. and' 
y,:a~ happy! 

Wllli l1 l11 : If I'd thought about it a htUe 
n"lOre as tlte game y,.tnl on m\teoo of 

gellmg wrnpped up m the emotIon of 
the scenano. I probably would have 
fllfCd beneT, I ~hould have -.en! the Orc~ 
tn one 11111 time 10 ~Iow lhe Fellow,hip 
doy,.n 1'1'IOI"e. and I Ylouldn·t have mo .... ed 
my only \hooter lOtO rnnge of the 

meanest wamClf" in the game! 

Oh y,.ell. die and leam. I guess .. . 

---Part 2 - CAPTURE THE HALF LINGS! ---
P,mlclpants 
01] the Good \,de Hr~ Kowmir. Men')' ~!ld 
PII'pm 11lc lIobtlil. ha_1' Ehen clt~,h_ 011 the 
Evil \ide lUI' LUIl'And Ihe ~rn~lJlIn~ l'rul 
HHI I\arfIOI"; (in Ihi, ca:-e eleven \\I\h ~I\onI~ 
and ,hicJd and 1oC~('n wuh 00'0\1. 

Startlna Positions 
MelT} ami Pi!,plM ~R' Ikplo)w I~' a"'~)' from 
the: bit ,,110:\ .... b~ al,eJ" n..,. '''''''l!t~ r .... 

Turns 
As per the <;ecnano m~It\ICllOn~ thc 
Urul.;·Hai went fi...." 

TURN ONE 
Uruk·Hal Move 
Rich Curren would be talmg u\'er the 
Uru)..-Hai ~idc_ Rich .. phi hi~ force 10 
t\\-o: one group to co .... er each of hiS 
Slllning board edges. Each pany had II 
sep1\rtlte IIIl\~Uln I.lInl and most of the 
nrcht:rs Cl1rne In from tlte right ",de (Il~ 
.seen belo ..... nght) with the tllsk of kI ll ing 
Bororlllr, while the top ~l(Je force'\ 
objective was to grnb thc Hobbih a~ 
1>oon as po!>~lble and then concem 

• 

Jflwn'\ plan 
IIOf rhm 

,,,l.· .. "'.., ill 
rIll' I ... H,,1f umT 

"''''''!lI flrt' jf't" 
uhil.lllll<" 
lIuMlll f/Jlljur 
l~'t..· ..... 

B<,ml1mr. nc~pI ~ "clo..cr to Ihe ellem~ DrnJ 
"'u~t be ",thm 1:" ul the Un,l·H~, The h i t 

modcl- can comc on from thC'f lanle l'tll!e 

Objectives 
"The llrul·Hai mUSI taplU~ lnol 'I:I~) the 

HaNm. ~lId c..uJ) I~m off Ihe 1,,!>1t from 1M" 
0 .... 11 \lartmg lillt'~."The Good "de mu\, "OP 
Ihi, rrom 1\;!JlP<"llmll 

1 to 3 - FIRST BLOOD! 
themsel .... es y,nh e-;capmg. 

\Villl this plan m mind, RIch moved h." 
mode'" onto the board. The tOp group 
came run",ng. and Lurtz and Ihe an:ht: .... 
moved 3" and notched armw\ In UnI'IOn 
to fire a volley al Boromlr' 

Fellowship Move 
JIl~on mo\"oo thc Hobhll~ dmgonally 
away. as lhl~ kepI maximum di)lance 
from both advancing panlc~1 In order t('l 
play rearguard. Boronm hung ollck a 
htt le. being careful to ~ h icld h im~lf 

from rome of Ihe mcolllmg fire . 

S hooting; Ahhou~h five archer. "crc in 

-

mnge. Jason's cle\'er mancu~'cnng left 
onl} on ... arther and Lurtz wilb any 
' hOh. Only LulU hlt ,:md he needed a 6 
10 eauo,;(! a II>ound 1Ij!:lIn~tlhe nught} 
BorOTOIt. II> ho wa~ \I.'ell protttted WIth 
amlor and ,.lucid Arter the dice finally 
rol led 10 Ihe 00110111 of our ~ Ioped 

ICmlln il stopped ~"mn1l1g on a 
wouO/,ltng 6! 

Tnkml; lin arroy,. tlll\ early was 
defin itely not in Jll!.on's game plan! 
Buronm has 10 drag the fight OUI long 
enough for Ihe Olhen. to come on 10 Ihe 
Mar<! and "3ve everyone NOI a good 
Sian for Ihe Felloy,.~hjp ! 

U,', , 1,1 
fM.., , 
~~, ,-, 



TURN TWO 
FellowshIp Move 
Jason really didn' t wanllO win this 
priority - but trying to make the best of 
a bad situation. he scampered the 
Hobbits funhe r away and moved 
BoromiT most ly behind II. rocky outcrop 
to intercept any Uruk·Hai advancing 
downhill. With 11 few more inches 10 
move, Boromir could have been totally 
behind cover. 

Uruk·Hal Move 
Moving !heir fu ll 6'. the pursuing Uruk· 
Hai gained ground on the Hobbits. 

Meanwhile. the pack that Lur1Z led crept 
forward wilh each bowman spreading 
out and trying to draw II bead on 
Boromir through the dense trees and 
forest undergrowth. 

Shooling: Only Lunz could get II shot 
off, and then with II cover save from lhe 
boulder for Boromir. Rich rol1ed II 3 
(needing a 4) and surprised everyone by 
immedilltely bumpmg 1I up 10 hit wilh 
one of Lunz's precious few Might 

points. Rich succeeded in avoiding 
hilling the obstacle, Ihen followed thaI 
with the required 6 10 wound the proud 
Gondorinn. A howl of dismay from 
Jason followed BS soon as the die 
slopped rolling! 

TURN THREE 
Fellowship Move 
Again. Jason mced the Hobbits away 
and worked lhe seriously wounded and 

Afler Q qucMlon nrOSoe 
over how many 'i.tK)b 
Rich was eligible to 
take. he 1001;, a 
'maders eye view' 
ThIs hme·lKmo~ 
melhod of che<;lang 
line of sil!hl is used in 
almOlil 011 tabletop 
!mule games, and n is 
even mOil: crucilll than 
normal on our ll:ah~llc 
scenery With lIS 
sloping hilb and dense 
~kirmjsh terralnl 

bleeding Borom;r closer to the Uruk· 
Hili. nJlthc while laking full advantage 
of the plcnliful cover. 

Uruk-Hal Move 
After much pre-measuring and stooping 
to see Ihe COITI!Ct angles, Rich wa~ quile 
frustrated \0 realize that no matter where 

his troops maneuver to, he CQuld n01 gel 
a ~ingle shot off. so every Uruk·Hai ran 
forward to set up next turn! 

TIlt Hobblls flU rht pursuing Unlk·Hai wlrihr Ih~ archers clost /1/ 0'1 .. ,"'''''' __ 

Turns 4 & 5 - CLOSING IN 
Uruk·Hai Move 
The Unrk·Hai charged forward howling 
for blood! One model slammed mto 
Boromir. Even more menacingly, the 
remaining archers closed III! The surge 
towards the Hobblls came up 2' shont 

Fe llowship Move 
Hairy feet scurry for thei r lives ... 

Shouting: Arrows new into Boromir'~ 
combat. and two hit. No damage was 
dOlle. but needing n 6, olle came up SI 
This was way too close for Jason. who 
was getting rather fearful of Rich's 
shooting prowess! 

~
' , 

" 'J .", _ 
>t? , "'~'~_ . ~ 

J ' -"" .. ' \ 

' \ .,& .... , 
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Comb",: Jason ye lled 'hcroic combat', 

~pendJng his first Migh[ poinl (the \pol 

marked A, above)_ Perhaps Boronllr 

was slowed by Ihe many urrow~ [hal 

must be slicking 1n10 his armor. sh[eld. 

and fle~h at this point. bUI more bad 

luck followed - needing 0. 5 ton three 

dice) the be-.>.t Ja!oOn could mu\ter wo ... a 

3. There wl!nttwo more Might polnh 10 

feU hIS foe l 

Finally. completing his heroiC eombal 

(whIch he was al lowed to do a~ he had 

killed hl~ only foc). Boromlr mced 6" to 

Intercept one of lhe Urul-Hlu beanng 

down on Ihe HalOmgs (this" at ~rol B 

m the piclure above)1 Thi~ (Lme. the 

fight went Jason's way. and he \ Iew Ihe 

foul Orc Wllh a Single blow. 

TURN FIVE 
More dismay - Rich Imd Ihe Urul-I-Ial 
won priorily and would've swept 1OtO 

Ihe Hobbi[:. clIcep' for thc 
limely caU ... "'CI ... 

Heroic Move! 
Jason spenl Borelllir 's la~ll\.hgh[ point 
and called for a hcroic OlQ"·C 10 place 
lhe Hero between lhe Orc~ and thc lr 
prey (m spot C). Jason llise remembered 
the 'With me'· rule \\.-hlch allowed the 
Hobblb I'o\ ho \Ioere w!lhm 6"1 [0 mo"~ 
further OUI of hann \ ","a)" !pomt DI! 

Uruk-Hal Move 
Not 10 be demed any longer. RIch 
closed around Boromltl 

COIII!)::.t : In tru ly hemic fa\tuQn, 
Boromir ..clunded hl~ awewIDc hom. 
dn\'lng Inloa) the Urul..· H,l1 (and kllhng 
one in the r nxes5'1. 

HEROIC COMBAT 
AND HEROIC MOVES 

What rea ll} bnngs The Lord ofTIlc 
Rmg~ gammg 3(lIon 1010 Il'o o","n IS the 
wa) Ih3t lIeroes c3n ~pend poinl ... to 
perform ·extra actions'. For in ... tance. a 
heroiC combat allows a fighter to 
lini ~h one bail ie and (so long as be 
s l ll)'~ hi' foe) mo\.-e and right Igam m 
the ",me round. A heroiC mo\e 3I1o\\~ 
II Hem to mm-e OUt of pnOril) 
'>C"queocc. BOIh of the:;e heroic actions 
can influence friendly models as \\elll 
r-h,h[ POlO!) run out all 100 qUickly. 
hut uscd al the right lime. lhe} can wm 
the gallIC. HO\loeIoI!T. kt.'ep In Imnd that 
the only thmg worse than s.quandenng 
)our MIghltoo early is dying with 
pomts un~penll 

THE HORN OF GONDOR 
When Borollm 1\ outnumhered in 
combat he may ..cund hi£ fe3f';OnlC 
hom. The Ma.~t i ~ so po .... erful that 
models in combat mu~[ pas, a 
Couragc le.\l or flee al lull ~peed 
3\1oay from 111m' 

Turn 6 - REDEMPTION 
With bolh slde~ dc~per.lt~ 10 wm prionly 
m [urn SIA. the roll Wlb II he. ginng the 
nod 10 the Fellow\hlp 

Fellowship Move 
Pre-mear.uring n~ry carcfull)·, Jawn 
detennined that only one Urul-Hal 
could reach the Hobbits this tum. so that 
was where Boronllr da~hed to mtereede' 
Merry and Plppm moved away safe 
for one more lum at leasl' 

Uruk-Hai Move 
The bull of Rlch'~ force Wib now 
clfl'img In! TIred of the IDlerfenng 
Boromir, three Uruk-Hru qUH:lI~ 

\utrounded the beleaguered hunlIIn Five 
more Urul+Hal clCKCd In menacingly 00 
the Hobb,t!>. Lurtz and hl~ part} of 
archers moved laM to en,>ute [hal lhe) 
would be able to pour fire 1010 combat I 

Shooting: All bUI one '!ohoi lm\)Cd. bul 
the 01'1(' hil was from Lunl. Jason 
wlOccd a~ Rich had been con~tanll } 
pmnllnB oot ho\\ Boromlr had 3lre~dy 
laken 1\\0 wounds - both IOnicled b) 
Lunl'1be roll to 'lC(' whether fnend or 
foc was hit came up 10 Rlch·~ fo,·or. and 
nuw he Just needed a 6 [0 ~ t ay Bmnmr 
The die came up a 5. but Ja~n·s leal 
qUIckly faded to despaIr ;IS Rich u'>i!d 
Lul't7.· ... lasl Might point to fe ll thc 

nllghl)· hero before he could blow h IS 

hom and mete out iln) puni~hn}Cnt in 
combat l Pi~n:ed by man} arrows. and 
blecdlllg from a !>Core of ","ounds. the 
hen) fetl bru"·e III t/IC last - trymg 10 
redeem hlm~lf and rrot-ecl the IWO 
)ouog I-Iobbltsl 

All MIGHT AND NO FATE ... 
Boromlr i ~ a truly powerful hl"ro who 
Clln tum the 1[(1e of bailie e\·cn ","hen 
the dice a~ agaln~1 hlln . The 
combillation of an a .... e~ome 6 Mlghl 
pOints but no Fate at all can lea\"('; 
BoronllT te\pccialty "hen 
ouLDuntbered) dt'~tlncd to 
die a hcro'\ death l 



Turns 7 & 8 - SURROUNDED! 
Uruk-Hai Move 
Tnkmg ad\'antage of wmmng pnorily 
(and wllh no pe .. ky ~hght poinh to get 
10 the way!), the Uruk-Hai eI(N'd mto 
combat. 1be Hobbits made theLr ~tand 
back-to-b:tck :tgain~t the brutal Orc,_ 

Combat: U~tng the M:enario\ SjX'cinl 
'knock-out' rulc~. the Uruk-HIII 
attempted to batter the Hobbll~ mto 
subnm~lon_ After Ihelr lon8 cha<;c, Ihe 
Uruk-Hai won both comball> bul rolll"tl 
terribl)' to wound, cau~mg none on 
Pippm. and only one on Merry (even 
with uoublc dice for ~urrounuing a focI. 
Ja~n dl'Clarcd he w:t, u\mg Merr)"~ 
one anu onl)' Fotc poin! If Jason rouM 
manage a 4 or beller, then Merry would 

sun;ive onothc:rround_ Ifhe faIled. it 
would be off 10 the race~. as the Uruk­
Hai would pick up the Hobbit' .. 
unconscious body and trek towllnh tllClr 
table edge before any more of tilt­
Fello"~hip could tum up Jason rolled a 
.5 and so Merry rought on! 

TURN EIGHT 
Uruk-Hal Move 
Both Hobbits were ..... el! ond truly 
~urrounded now. Feeling confident 10 

their immtnent copture. the remaimng 
Vruk-Hul began nlovmg o.lck towards 
lheir OOaru cdge~ to help 'oC t up a 
defen'\( :tgainst the remaining 
Fellowship who could be cntenng Ihe 
fra), at any lime' 

Combat: Jason rolled 3.5 for Pipp1O\ 
(omb:lI and felt a ray of ho~. bul that 
wa~ qmcl..l) bealen OUI of him 3\ Rich 
C.1Ule up wllh a 6_ After lhe 1i"1 wound 
(with IWO more Urulr.:-Hai wllIling to 
roll) Jason decided not 10 use Plpp1o's 
Fate point here. IlS II ""ould no( prevent 
the: mevilable. Thu, the plucky little 
Hobbit slipped 1010 unconSClOu~ne .. s. 

Merry, on the olher hand, "on his 
t;ombal and wllh hi .. shon sword drove 
allthrcc of his assailants back. 

This being the case we replaced Pippin 
WIth the Amon Hen boxed <;el modcl­
a fantastic mmiature with a runmng 
Uruk-I lm carrymg lhe dejected Hohblt. 

Turns 9 & 10 - TO THE RESCUE! 
TURN NINE 

Feliowship Move 
With only til\! \urroum.led Merry IIJ 
mo~e, it would be quile en.,), 10 giv(' up, 
bul Jason knew Ihat help ..... a .. on Ihe 
..... ay. and Ihal ht' must delay lhe Uruk­
lIin at any co~t' W,th Ih,. in Illllid he 
charged Merr), 1" mlo an Urul-Hru. but 
IlOl Just an)' of the fl~ Merry chose to 
allacl lhe model thot ""a~ carrymg hl~ 
comp.lmon PIPPin. This Wil~ all 
e~pecinll)' cunmng mo\'(' :b 1\ not onl)' 
got Merry a few md,e~ funher fmm Ihe 
Uruk-Ihu table l-dgC. LI :tbo rrevented 
the Orc~ from gellmg a good ~Ian with 
one captured Hobbll' Be .. ! 01 011. LI 
seemed hle IU~! the lmd ofbrn ... e Ihmg 
an o ... erwhelnll'u bul e~tremely loyal 
friend would do' 

Uruk-Hai Move 
TIle ~pecial rules for k.idnappLng ~a)' thut 
)'ou musl drop your capllve when 
confronted m c\o~ t;ombot. ')0 Pippm 
was uneeremonrou~ly dUluped .... hll(' the 
Urul-Hai urew OUI hi) ..... ickeu blooe . 
Further frustrated by the Illtle "" help. 
Rich mo\'ed lIlore Uruk-Hol 10 once 
again surround Merry, EI;,ewhere the 
rl.'m3lnmg Uruk-Hol were pillted behmu 
cmer (feanng LegoltlS' 00"") anu ""ailed 
to ombush an) relurnmg IlCrOCl> lhill 
might try to help 

Combat: Agaln,1 five ~urroundmK 
Uruk-Hai you'd thmk thai Merry would 
hil\'C no chance but. heroieall),. Merry 
rolled a 6, and the once glooling Uruk­
Hai came up with :I I. :!. J. 5. 5 \1erry 
won! Although fUlling to wouod 
(ncedmg a 6 agnin~1 the wdl-annOfl!d 

beaMS'). Merr), was single-handedl)' 
holding up Ihe foe. and in adchtion he 
hod freed PLPPIn! Ifhe could Win 
prionty nUllum, Merry could re\i\'e 
his fallen friend. 

Mern' /0 11t~ re,fellt ... 



TURN TEN 
Uruk-Hal Move 
Winning priority and vowing thaI "no 
runt of a Hobbit will male a fool of 
me," Rich once again closed rank~ upon 
Merry. Aner Ihe Hobbit wa~ pinned, 
another Uruk-Hm came over 10 regain 
control of the knockl!u out Pippin. 

Fellowship M ove 
Merry "as pinned but. much to the 
Hobbit's delight, Amgorn arri\cd \0 
make a heroic d3~h to help. As he had 
left Pan I of the scenario on Tum 9, he 
W~ allowed to enter Ihl~ game rrom any 
enemy board edge on Tum 10. Drew 

Jumped back in to ule gamc With his 
Aragom model - hut where" (See 
below), 

Shooting: None, as everyone eilher 
moved or wa~ protected by an 
Eh'en cloak. 

Combat: In a clas~ic ~how or hopelc~s 

ARAGORN 
After some pondenng and debate about 
where he ~hould bring Arugom onto the 
board. Drew finally decided. Choo~lng the 

braV3do, Ja~on bragged lhal Mcny 
would once again beal back the 
ferocious Ore attack. He then promptly 
rolled a I for Merry, who was knocled 
out and ~Iung over un Orc shoulder like 
a ~ack of potmocs ... 

easlern board edge made sense a~ it was closest 10 Ihe 
beleaguered Hobbits. lind It would CUI ofT the easiest avenue 
of ~capc for Ihe ,·Wains. 

Turns 11 to 13 - REINFORCEMENTS 
TURN ELEVEN 

Fellowship Move 
Although both Hobbits were caplured. 
the glimmer of hope was that Dre", :md 
Jason had won priority, Aragom wa~ 
racing forward to hclp, and Gimh and 
Legolas wcre due [0 amve in Ihi, [urn 
In order [0 deny a free board edge for 
the <;,vil-dclo;"rS to slink off rrom_ the Elf 
and Dwarf nppcared on [he 
northernmost boan! edge. 

Uruk·Hal Move 
The Uruk-Hai hoisted their living 
buruens and made towards the nonhcm 
table edge in a dingonal pmh Ihm would 
carry them funber from the onru~hing 
Aragom. Meanwhik. tum and hi) band 
or ambu)hing Orcs moved from behind 
cover 10 ~hoot - only remembcnng al 

Ihe lu~t minute that he couldn'l target 
anyone wenring an Elven dOl11.: unul 
within 6' . as thl:' modd wa\ in cover! 

RUN FOR IT 
Rich: With clear in,lructions 10 gr'Jb 

the Hobbus and run. that'~ what I 
wns going 10 concentrate ('1n. [ was 
wary of gellmg [00 close [0 Aragom. 
and I was willing to s.1cnfice all 
(even LUnl) in order 10 achieve my 
ultimale objective! 

• 

Gimfi alld UgO/(I.f arril'e 1(1/('11(1 
UI! UXt cmd (J bon.t 

The ambush1!r$ on the nonh end moved 
10 conrront the ne\\-comers. 

Shooting: Quick on the draw, Legola" 
hit and lIlled one Uruk·Hai archer 
before It could ready un arrow! 

TURN TWELVE 
Fellowship Move 
The long cha .. e conllnued for Aragorn. 
while. at the top or the hill. Gimli raised 
hI" axe nnd charged. and Legola~ moved 
to CUI 011 the e~capc roUICs. 

Uruk-Hai Move 
Rich Lne\\- hIS obJectl\'e~. and teams of 
two Urul;.· HaJ concemrated on getting Ihe 
caplhe;, 01T the boan!. The remaining 
Orcs \I ere to delay Aragorn :lnd harass 
Gnnh and Lcgolas \lith archery. 

Shoollng: legolns mi\~cd all [hn..--e shots, 
and In relurn wa~ hilthree [Imes by the 
Unlk·Hal. Rich rolled two wounds 
enough to kll1l..egolas outnght, except 
for Fate points! Drey, .. ;1\ed one - but 
\\-3S lefl \\-i lh no Fate. one Wound. and 
one IXJlI1t (lr MIght. Ar:lgom was hit. but 
passed his Fmc roiL 

• 

Comba t : Gimli cleah'd hii foc to the 
ground with ease. 

TURN THIRTEEN 
Fellowship Mov!! 
RealizlIlg that [he Uruk·tlal were trying 
to de lay him and bait him into 1I1rnp. 
Aragom ignored them and rushed 10 

help the Hobbits. Legolas moved 3" and 
prepared to fire, while Gnnli charged 
into a nearby archCT. 

Uruk·Hal Move 
More running lind archers moving into 
po~it ion which would pay olT next turn. 
as Aragom would ehher be In combm or 
be forced to ~kln Ilround a wedge of 
Uruk-lIU1 warrion.. 

Shooting: Legola~ tool;. out two more 
enemy models ahhough ;\ cost him h;~ 
la~t MIght point! All the Orc ~hOL~ 
1l1is~d the Fellowship! 

Com bat : Wilh II clang of axe ng:llnst 
armor. Gimli \\-on his combat. but failed 
10 wound. 

ugolwt stU/ul" reudr to quick/It 
d,~patcll GIl)' more Urllk·Hw warriors. 

~ 



Turns 14 & 15 - TENSION BUILDS 
TURN FOURTEEN 

Uruk-Hal Move 
Winning priority on a lie, Rich ~Ianed 
hi~ tum by movmg the last ~urviving 
Uruk-HIII on lhe llOI1~m edge to pin 
Lcgola~ (becauo,(' Oimll is slower l) 
while downhill. I.unl :ind anolher 
warrior 11.".1pt into combat wnh Aragom_ 
Thc remamin!! bowmen crep' and 
~kulked mto range 10 fire. 

FellowshIp Move 
Only Glmli WII~ free to mOH~ and. 
wanhng to remove the Iltst Uruk-Hai 
guarding the escape routl". he chaq;ed in 
10 bnng IllS axe 10 LcgolM'S dcfcn o;el 

S hooting: Afler u,lIlg Ihe '$hoolln to 
combat' lactiC III kill BumnllT, Rich 
finally killed one ofhl~ own troops and 
thi~ cheered Ja~on up immediately. 

Combal: Glmll and Lcgola~ tcamed up 
10 dc~lroy the \101)' foc fac ing them 
Arogom look (lUI hl~ fru ~trallon o \er the 
chase on Lum ! Stunned b)' the fury of 

the blow~. Lum l(Xt combat and lool a 
wound (falhng hl ~ only Fille rolll). A~ 
Lunz had two ",ouml~ to ~Inn, he "'a!> 

Ju~t injured and dmcn back l 

TURN FIFTEEN 
Fellowship Move 
Gimh and Lcgola' 1110ved to mlertcp' 
Ihe Urul-HD.I pad. wilh Ihe Hobbil\ thaI 
had be<=n sleadily worllng II \Clf uphilL 
Aragom charged mlo Lun.l 

Uruk- Hal Move 
Sensing that Gimh and Legoir)\ ",ould 
cui 01T thl."iT escape. the two Uruk-Hai 
warrior.; that ",ere not h;lu l1118 lIobbllQ 
broke 01T from theIr coursc and made 
) trnighl for the heroes. 

Sh ooting: A few Ore~ shOI mto 
Aragom'~ combat but all nll~..cdl 

Comba t: Arogom ~faughtel\~d Lunl. 
hilling and wounding With 1111 throe 
allacks. smllshmg hl\ anlle)l" asunder, 
and driving hlln to the ground Fillingly 
enough. the death of tbelT leader Lun z 

\\:1) JU)Il"nough 10 make all the Uruk­
Hili tllke Courage tests at the stan o f 
their ne'lt tum' 

Turns 16 & 17 - THE HUNT IS ON 
TURN SIXTEEN 

Uruk-Hal Move 
Thi~ PI"'OIal pnonty roll went to the 
Evil \i&. !lUI before mo\'emcnl came 
the Couragl" roll .. ! A few Uruk-H:u 
fai led lind 'OCa tlered to the \\-Indlo liS they 
Oed dll'C("tly IIway from the close>;t 
enemy model in ' Ight. Of the crucial 
lesl\. one pair o f Uruk-Hru carrying 
Hobbits passed. the other f:1IIed, The 
tCrull Ihllt found their couraKc continued 
to 1I10 ... e away from the heroes lind 
towards the (looming) tlltole edgl.". As 
Iud. (or mi~ror1une. depending on your 
POint o f view) would ha ... e il. Ihe failing 
ICHIll wa~ nOI III line of \Ig ill o f IIny 
Good modeh II~ they were dccmed to be 
Ju)l around lhe fOfe .. 1 area Flutmg lo..ee 
:111 enemy model. they r,tll for the 
IICnre~1 board edge, Had the Pello .. 'sh.p 

moved lintt. the Io.'am would h:l ... e 
relreated baclwanh TIle hunters had 
definitely become the hunted' 

Fellowship Move 
1llen: wa .. nothmg but a sprinl 10 close 
in on the enemy as Aragom continued 
Upllll1 , and G,ml; and LeJol1lS come 
around the wooded grove. There wa~ no 
Shooting or Comhat 

TURN SEVENTEEN 
Fellowship Move 
It was clear at this point thai Amgom 
WIIS gOing 10 arri ve on lOp of the hili 
Ju~t in time to mi.'>5 the action l Win or 
lose. II would be up 10 Olmli and 
Legolas· Taking advantage of the fai led 
Courage le~l. bolh Gllnh and I..cgol:b 
charged 11110 Cl)mbal In '>an~ MclT)' from 
the clulcne\ of the Urul -Hal ' Hopefully 
Glmli. who silil had Might left. could 
perform a herol\: combat and then moH' 
inlO PlPPIn'S CliptM us "cll , 

Uruk-Hal Move 
More Courage h.',ts, but thiS 11011.' Rich 
p;lSlo4."<i the Important one. and the Uml­
Hal carrying PIPPin .. treaked tov.linh the 
edge falling ~hort b} 1Ib1l\l1 r Olmh 
was JUst WIthin his 5" charge mnge. but 
hI." 'HIS locked m combat \\ Ilh an Uruk 
Hal \\.-ho stood bet .... een the ()warl and 
hl~ re::t.l quarry. TIus meolnt tlult Ollnlt 
not on ly had to .... 111 the Combat. bllt ul\l1 
wound hi" foe to clear a palh. 

GUill; (1111/ f...t'!(ulfH fret! M trr\, 
Irr..", Ihe OrcS,1 

COlllbut : ugolo~ easily won hi\ 
\:Cmbat and , Ie ..... hi, roe. bul Oimh did 
not fure:., weft Ml"it_ Olmli needed to 
\pend a Might (XIIIII to dec lare a hemic 
eomtoll1 Then he \pent hi~ vel")' lasl 
poinlol Might to tiC the combat (and 
Iherdon: .... m It "'ith hi' higher right 
,kill ). hu l tho: m il to ,,"ound came up 
'00rt b ,,"ell 10 order 10 crumple Ihe 
Ore hencath h,\ a\e, the ~t unl) D\\-arf 
would ha\'e needed to .. pend another 
point of MIght. bUI had none left 
Ica"'mg Drew unahle to complet!: hl~ 
heroIC cvmhat to move agam and 
IXMlbI) fn.-e Pippin While Merry was 
now free (although stiliuncoo\l: .... U) 

unltl a friendly model could re .... ,·c hm1). 
there ..... /1\ nil clhltlCC to inlercept PIppin 
II would CHllle down In prionty! 



THE FINAL TURN! 
Uruk-Hal Move 
Rich was o"cl)oyed afler ""inning the 
pnoril)' roll. II wa~ then that the fOl"Ces 
of Good reminded Rich to take II 

Courage test. Every ~mgle Uruk-Hai 
failed, includmg the learn thai wu'> 
carrymg Pippm' With Hobbit In 10\\, the 
pair of Uruk-Hai had to nee lhr«tly 
away from My .. j\ihle Good model\, 
and Oimli was cerlain!y not only \'I~iblc, 
but beaTing down qUlclly' BUI ~uch .... as 
the angle of their Tl.'tre:lI thai the paIr 
still made II off the board wilh but an 
Inch \0 ~p:tret 

Fellowship Move 
Merry was revived and the last Uruk-Hai 
were hunted down or scurried off the 
board on their own, II was over,. 

A TIE BY INCHES 
Both l.idc~ could claim 
both good and bad 
moves as "cll 3-,> luck' 
In the end though, it WI!'> 
-.0 closely conte~ted that 
it clime down to It Ie .... 
inches. The \ccnario 
~Iale~ thai both Hohhu, 
captured means on Evil 
\·.CIOry. both ~aved 
means a Good \.' iCIOI)'. 
and a ~plJl mean~ It tie! 

PLAYERS' CONCLUSIONS 
Between b()th pan, of tillS scennrio, battle roged for It 

massive 28 lum~, bUl it wenl so quick.Jy that none of us 
reahledJu~t how long we'd be~n playing! 

The Fe llowship 
Dre",, : I ,aved Merry, but was i;O ('Io~ to saving Pippm 100 
that u's hard to be completely huppy, Arogom was ' Ihe mun' 
in Pan I. but was 100 far uwny 10 make a difference in 
Part 2, Slill al least he hacked down Luru m suitably 
heroic fa~hion' 

Jason: Rich', ,hootmg was momtrou~ly lucky' Every time J 
looked up he wa~ rolling a ",.. 10 "ouod' Bad luck could've 
nllned m~, bUI I'm \.'cry proud of Boromir'~ heroic rombalS 
and heroic mo~c~. They \avcd several e'ttra turns for the 
Good Mde l 

The Uruk-Hal 
William: Wh;ll can I \8y<l Pan 2 "a~ cool to wntch, But the 
longer I .... alched lhe more gUIlty I felt for my perforTIlance m 
Pan I' After my pItiful ,ho" mg, I'm relic\oo we man.:lgcd 10 
~:\J\'n8e a dfilW in Ihe end. 

Rich: Eightttn tum, In Part 2 and II tum~ out 10 be a lie' A 
few Courage te'ls gOIng m)" way and I would've won II nil 
Of COll,..,e, thai la~t prlOnly roll gomg again~1 me, and 
Gimli'l axe could' ~e taken it all from me, so perM!>, a tic i~ 
OK, In lhe end II worked OUI ~ort of like !he 1IlO'JIC, toul ",th 
u few cool dincrcnees l At lensl I captured Pippin' 

• 

The Terrain Makes the Game! 
We foughl th', hnked bailie on ~31lemun thai "e built 
Ilur-.che\ While II'S lrue thalthc t3blC' i\ Idl!al for the Amon 
Hen \C'enario In Ihe ru1chool., II doc, nOI match up pcrftttl) 
WIth the ~cencry ~I up for Ihe I~O TIC" hnked ~enarios 
Imponant details like type, or lerratn and di,tnnc~ to lra"d 
~ere lIccurntc hot 'tOnIC detllll\ "ere J bit altered (Arngom 
j .. ~upp<KCd \() run do\\nhlllin IIw '>Ccnarin: In nu ..... he run~ 
uphill), In 10e end, Ihough, the feel oftl.e woods, foresl 
undergrowth :lnd ancient rum~ all added 10 the effeel of 
pullmg 11\ IIlln Ihe ilchon I II W,h il treal to play on, JOd all 
Ihm ,cencry-nluklng work \\<11\ :lto"uliliely worthwhile! 







• CAN. MAIL ORDER 1·888·GW·TROLL 

Top 10 REASONS WHY You SHOULD CALL MAIL ORDER 
• The Mail Order phone lines are open seven days a week, Including most holidays. 

• Mall Order can get you any Games Workshop games, boxed sets and blisters. 

• Mall Order can provide you any individual bitz you need for converting and 
customizing your own army. 

• Mail Order can take your pre·orders for all the exciting upcoming releases. 

• Mail Order is the only place you can get your hands on the awesome 

TROLL magazine. 

• Mail Order can fix any problems you have with any Games Workshop products. 

• 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 usually receive it within 2·5 
days In the U.S. and 2·5 days to most of Canada. 

• Da Mall Order Roolz Boyz will happily answer any of your gaming questions. 

• Da Mall Order Boyz can also give you advice on tactics and how to build that 
perfect army, so you can crush your enemies. 

Call Mall Order a.: 1·800·394-GAME 
Call 7 days a week, 

from 9:00am until Midnight· Eastern Standard 
Time 

• H.vt IN qUll'lt/ty. code, Ind deKri¢lon 01 the product(.) 10U wI.h 10 onIef. 
• W. teCtpI VI", 1IIa.1trCaI'll. Amer\Qn Eaprw. and DI __ • 

or you can mall your order to: 
Games Workshop Mall Order 

6121 Baymeadow Drive 
Glen Bumla. MD 21060-6401 

or Fax your order '0: 1-410·689·2330 
For Mall or Fax Orders: 

• Be IIIrt 10 Include. compIe1e malllllg llkima 10 Ihlp YOIIf order 10. 
• Iroc:ludt !he ~Intlty, cow. Ind dncI1p11on 01 I"- product(l) \'OII'AI orderlllg. 
• w. ~ VI .. , M •• 1efCanI, Amerlcafl upreu. DiICOYel', Money Ordm 
.nd ChlK:kt. 

Call Mall Order a.: 1·888·GW·TROlL 
Call Mon . • Frl, : 9:00am - Midnight, Sat. & Sun.: 

1 0:00am - 8:00pm - Eastern Standard Time 
• H.vt tht quandly, code. Ind delcriptlon oil"- product(l) 10U wl.h 10 order, 
• WIICCItpI VI .. , MII~ .nd Arnertean upt'll •. 

or you can mall your order to; 
Games Workshop Mall Order 

1645 Bonhlll Road. UnUll 
Mlsslssauga. ON l5T-1R3 

or Fax your order '0: 1·905·195·2961 
For Mall or Fax Orders: 

· a. -.to lroc:lude I eomplele rnll"ng IKIdm.1o IhIp 1OU' orGer to, 
' Iroc:lude tilt qUlnlhy. acd&, and dHcftption 01 IN produd(l) roo'AI oro.rIng. 
• We ~ VIla, IWterCard, AInet\ean &prep, Money 0rdetI1/Id Cheeb. 

Or vou can place vour order In the U.S. or Canada. 24 hours a dav. seven davs a week through 
the Games WorkShop Mall Order Online Store. 

VISIT OUR WEBSITE AT: www.games-workshop.com 
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$18.00 US 
$25.00 CON 

1 Year/S Issues 

$40.00 US 
+$10.00 G.fl Voucher 

$50.00 CON 
1 Year/6 Issues 

$35.00 US 
$50.00 CON 

1 Year/6 Issues 

$18.00 US 
$25.00 CON 

Wear/6 Issues 

$35.00 US 
$42.50 CON 

lYear/12 Issues 

---_,no ... •· 
• GOTHIC 

~ -

S1e.00 us 
$25.00 CON 

1 YearlS Issues 

$35.00 US 
$50.00 CON 

1 Year/S Issues 

$4000 US 
+$10,00 Gift Voucher 

$50.00 CON 
1 Year/6 Issues 

E 

$18.00 US 
$25.00 CON 

1 YearlS Issues 

AU 01 the ... we,oIM 
Black Library and fanatic 
pubUe.llon. Ire g .... 1 
purchases lor any Game. 
Work,hop IInthualnt, 
Whether you prefer tn. 
.'l-ectlon fietlon of 
Infernol or Warhllmmer 
Monthly. o. you w.nllO 
keep up with .11 the lalul 
olficl.1 rule., ""'" 
"en.no. and new te'MIe.'OI" your ',¥or11e 
~mu In lhe page. of 
Fanatic', magazines, 
the .. 'te 'ndl.pen .. bla 
to any I'Iobbyl.l! 

c 
Q: How can you get your hands on the 

newest Games Workshop games. models 
and books as soon as they come out? 

A- By taking advantage of Mail Order's 
• monthly Advance Order deals! 

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 therel 

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! 

I , 
§ 

I 
VISIT OUR WEBSITE AT: www.games-workshop.com 
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Warhammer Armies: Skaven 
$19.99 US · $2B.00 CON 

This 80 page Army book contains all Ilia rules 
needed to lield an army 01 VICIOUS Skaven. 
Included are rutes for the malor Skaven Clans. 
fearsome magical items. destructIve warpstone­
!ueled war machines. and speCial characters. 
This book is essentlallof any Skaven general! 

~ 

SKAVEN 

Skaven Warlord Skaven Grey Seer 
$B.99 US · $13.00 CON Each $B.99 US · $13.00 CON Each 

The most cUllmn!! and IIlCIOllS warnor In the 
Skallen army. Ihe Warlord leads from the rear 
orchestralJng his dlaboUcal plans While more 
lhan capable 01 matchlflg a loe in close comllal 
the wary Skaven gen&ral IS more comfortable 
sendmg his warnors to fight for hIm. 

The master of Skaviffi magic, a Grey Seer Will 
often lead a Skaven army to !lattle, GUldmglhe 
Skallen warriors miD position Irom a safe placa. 
HIe Grey Seer uses nuggets 01 pure warpstolle 
to call forth devastating magic. blasting their 

I foes With warpstone-fueled spells ~ 

Skaven Warriors Regiment 
$24.99 US • $32.00 CON Boxed Set 

The Skavell Wantors regiment can be used to make units of Clanrat Warriors 
or Slaves. This boxed set makes up to 20 models WIth spears or hand 
mapons and includes command. Clanrat warnors form the IlUlk 01 awry 
Skaven army On their own. they are not e~ceptlOnaJ lighters. lacking 
diSCipline and determination. but In large groups they are fearsome 
opponents Masses 01 slaves are often pushed al the head 01 Slcaven armies 
as a screen against miSSile fire or to lesl the Sirengih of the enemy. Skawn 
generals send them to be butchered Without hesitation, and other Slcaven do 
nOI care about their late at all 

(left) ThiS regiment of 
Clanral Warnofs has been 

bUill With the baSIC parts 
available In the Skawn 

WarrlOls bOKed set They are 
armed With spears and 

shields, and we haw used 
the shield Icon available In 

the boxed sel to give tile untl 
a ullilled appearance 

VISIT OUR WEBSITE AT: www.games-workshop.com 
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----.. ." ........ -- Skaven Night Runners Regiment 

$24.99 US - $32.00 CDN Boxed Set 

Night Runners scuttle ahead 01 the main Skaven army, picking off 
poorly defended units and war machines. These units of lasl 
skirmishers are notorious for Ihe low survivability of Uteir troops. 
Tllis Is Ihe Eshin way, to ensure that only tile worthy make it to the 
ranks 01 the Gutter Runners. This boxed set makes up to :ro models. 

Warp-Ughtning Cannon $24.99 US - $32.00 CDN Boxed Set 

The deadly Warp-Ughlnlng Cannon is clewed by two slaVfls, wtlO provide the muscular 
power needed \0 move the gun around the battlefield A Clan Skryre adept orders the 
slaves a,Ol/lld and fires Ihe gun. sending bolts 01 warp-lightning searing across the 
battlefield, annihilating everything in Its path The magical energy of Ihe warpslone 
powenng the gun Is also used by Itle Skryre adept to strengttlen the slaves, giving them 
enoulitl muscle to move and spin around ttle tleavy machine With ease. The unfortunale 
Side effect of ttlls exposure to raw warpstone energy means tllat the slaves normally 
SUrvive for less than a day. Just long enough 

VISIT OUR WEBSITE AT: www.games-workshop.com 
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ORCS6G BLINS 

Warhammer Armies: 
Orcs & Goblins 
U9.99 US· $2B.00 CON 
The essential gUide for putHng 
'008lhel an o,~ & Goblins army. 
Inside you will lind a complete army 
list with troop types. special rules, 
background information. 
tips, and moro. 

Grimgor Ironhide 
$9.99 US • $14.00 CON 
One 01 the most powerful Black 
Orc Warbosses m the world, 
Grlmgor has cut a bloody swathe 
through the lands 01 Dwarfs and 
Men. Almost unstoppable m 
banle, Grimgor is the bane 01 
civilized lands, 

I Ruglud 's Armored Orcs $44.99 US · $65.00 CON Boxed Set 
Men::snanes for hire Rugtud's Armored Orcs are Willing to fight anywhere. for anyone, Uncharaclellslically lor 
Orcs, Ruglud 's lads use crossbows. believing that II you can1 beat 'em, you stlOuld Jom 'em and do it betterlled 
by Ihe mighty RlIgtl/d and accompanied by MaggoL their lucky banner waver. Ruglud'S Armored Orcs have 
foughl all over the Empire and beyond, and afB even rumored 10 Itave W{lrked for Humans There arB 10 mooels 
mcluded In each boxed set 

Wurrzag 
112 .99 US· $lB.OO CON 
Savage Orc shaman Wurnag is 
the chosen emissary of the Ore 
gods He tf1lvels the Badlands, 
joining large Orc & Goblin 
armies In search of the fllturs 
leader 01 aJI tho Orcs 

Ore Shaman 
$7.99 US· $12.00 CON 
Ore Shamans channel the 
uncontrolled surges 01 
Waaaghl magic Ihat bUilds up 
arouM Orcs and Goblins 
Th~ can shape and direct thiS 
power to assail their enemies 
With magical power 

Orc Boyz Regiment 

Goblin Shamans 
$7.99 US • $12.00 CON For Two 
Much like thelf larger COUSinS. the Ore 
Shamans, Goblin Shamans channel the 
Waaaghl magic of Orc & Goblin armies 
to great destruehve effect Usually less 
powerful than Orc Shamans, Goblin 
Shamans supplement their powers 
With various enchanted rtems 

$24.99 US· $32.00 CON Boxed Set 
Orcs enjOy nothillg more than ~Iorence and Will happily face 
death in banle lust as long as It'S a good scrapl Even the smallest 
Orc packs a great deal 01 bone, muscle and bloody-mmdedness 
into a body as lall as a man and substantially broader. Orc Boyz 
make up the bulk 01 the Orc & Goblin army and are lound all over 
the Warhammer World This bOled set makes up to 20 models 
With spears or hand weapons and includes command 

VISIT OUR WEBSITE AT: www.games-workshop.com 



US MAIL ORDER 1·800·394·GAME • CAN. MAIL 

Empire MiliUa Regiment 
$24.99 US - $32.00 CON Boxed Set 

Broadly referred to as 'Irregular troops', Militia UnitS are called up as 
required. Having no formal IJ'3lnlng or dls(apline, these llmts are armed 
with their own equipment al their own expense. Fillmg gaps in the Empire 
line these troops form a vital pan of the Empire army This IMlxed set 
makes up to 20 models 

Empire Soldier Regimenl 
$24.99 US - $32.00 CON Boxed Set 

The Soldiers of the Empire all! the tlackbone of an Empire army. 
ProfeSSional soldiers to a man, they are trained In a variety of weapons 
Formmg Ihe core units 01 the Empire army these diSCiplined warnors fight 
With greal bravery In the defense of the Empire This boxed set makes up 
to 19 models with spears or hand weapons and mcludes command 

Empire Great Cannon $19.99 US - $28.00 CON Boxed Set 

The Imperial Gunnery School of Nuln IS Ihe biggest cannon foundry in 
Ihe world. and 1115 here thallhe Emperor's gunners receive their training 
The Great Cannon Is highly !earM by the enemies 01 the Empire. as the 
destructive pol8f11lal 01 thiS mighty artillery plete has been proven of the 
field 01 banJe many Ilmes This boxed set con!allls components to make J 
either a Cannon or a Mortar With crew 

Empire Knlghlly Orders 
$24.99 US - $32.00 CON Boxed Set 

Resplendent III their full plate armor. the KllIghlly Orders 01 the Empire are 
the amongst the mosl fea!"e{j heavy cavalry III the Wamammer world_ 
Their devastating charge can break even Ihe mosl steadfast 01 foes.Thls 
boxed set makes up to 8 mounled mollels and Includes C1lmmand 

Empire Greatswords 
$5.99 US - $8.00 CON For a Bilster of Two 
Greatswords Command 
$9.99 US - $14.00 CON For a Blister of Three 

Personally chosen Irom Ihe bravest troops by Ihe Elector Count hlmsel/, 
Grealswords lorm the Count's personal rellllue These stalwart troops Will 
fight to the last man 10 prolecllhsrr lord --1 

Helblaster Volley Gun $19.99 US - $28.00 CON Blister Pack 

ConSisting 01 nine S)Brale barrels mounled on a cenlral Circular crank, the 
Helblaster Volley Gun IS capable 01 filing several shots al once In a 
devastatrng volley A lull volley Will np through Ihe toughesl regiment caUSlfIQ I Immense casual!les IIllhe blink 01 an eye The dlsadoantagd 01 the HalblasM 
Is lIS IllcilnahOn to mIsfire, 101m or even e~plode III the midst 01 banle 

Models shoWrI 81 awro~lmetely 60"11. actual size 

VISIT OUR WEBSITE AT: www.games-workshop.com 
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CHAOS SPACE MARINES 
gathering SI~'~n9Ih'.~a;a~9a~i~n~A~b~addon prepares to bring the Imperium to lis knees. 

Abaddon the~~; 
$14.99 US • CON 

The leader of the Black Legion. Abaddon is 
the bane 01 the Imperium and the most 
powerful Chaos lord to plague the unIVerse 
since 

Chaos Space Marine Icon Bearer 
$6.99 US· $10.00 CON Each 

The Icon Bearer carnes tha blasphemous 
icon of tile dark lords 01 Gllaos mto batlle. 

Chaos Space lord 
$9.99 US . $14.00 CON 

Chaos Space Marine Siiiu"ors 
$7.99 US· $12.00 CON Each 

Mightiest of the Chaos Space 
Marines, Chaos Lords are rewarded 
by the foul Chaos gods for their 
countless vile deeds 

Using the perilous powers 01 the warp Chaos Space Manne 
Sorcerers stalk the batllefleld blastmg apart their loes With 
bolts 01 eJdnlch force These deadly psykers are perfecllor 
teMlng small Chaos lorces 

Chaos Terminators $9.99 US · $13.00 CON Each 

The most savage and worthy warnors amongst tha Chaos Space Maflnes Will sometimes be gifted Wi th 
a SUit 01 Termtnator amour. tumlng them into even more awesome combatants Protected tty thick 
coramlte amour and armed With a variety 01 archaic weaponJY. Chaos Termmators !lave been the \lane 

_ ~galaxy lor countless millennia. 

Chaos Space Marines 
$24.99 US · $32.00 CON Boxed Sel 

Chaos Space MarlflltS are deadly wafflors. combining the skl!1 
and genetic englneermg of a Space Manne with the bloodthlrst 
and cruelty 01 Chaos 

They wage an unremlHlflg war agamst those who remamloyal 
to the Emperor. who they see as an undeservmg usurper to the 
rulers hip 01 Humamty Well armed and armored. Chaos Space 
Mannes are amongst the most deadly warriors in the gaJll(~. 

ThiS boxed set contains eight Chaos Space Mannes 
(ncludmQ heavy boiler. plasma gun. Asplflnll Champion and 
Mutations frame 

Chaos Space Marine Bike Squadron 
$39.99 US · $55.00 CON Boxed Sel 

Chaos Space Maline Bike Squadrons make an excellent last anack 
flanklflg force for suppol1lflg your main UOilS With thell special 
weapons a Chaos Space Marine Bike squadron can teal through 
enemy units With contemptuous ease 

ThiS box8{! set contaJOs three Chaos Space Manne Bikes, one 
Aspiling Champion. one plasma gun. and one mellagun 
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Chaos land Raider $44.99 US • $65.00 CON Boxed Sel 

Many .... ehicles used by the Ctlaos Space Mallnes date back over 10.000 years to the founding 01 Ihe 
Imperium. 01 llies8, the Land Raider Is the mas! deadly, able to transport a squad of Chaos Space 
Mannes or Chaos Terminators into baUle Within its near-impenetrable hull. 

Chaos Space Marine Battle Force $89.99 US - $110.00 CON 

The Chaos Space Maflne Battle Force contains 

Chaos Dreadnought 
$34.99 US· $50.00 CON Boxed Sel 

The Chaos Oreadnoughl Is one of the mosl 
homicidal and dangerous loes to plague 
the Imperium 

----------' 

• 10 Plastic Chaos Space Marines ' 12 Khome Berserkers · 4 Cllaos Space Marine Bikes' 1 Rhmo· 1 Chaos Spiky Bits frame' 1 sel of Gothic Rums 

Chaos Space Marine Shoulder Pads $1 .25 US - $1 .75 CON Each 
Mall Order lias an extensive range 01 Chaos 
Space Marine shoulder pads They are the 
J)erlect way 10 personalize your army. 
allowlnu you to cleate unique models For 
more details on Ihe entire ranue of shoulder 
pads a~allable. uive Mall Older a call! 

tiKI! CIlIDI Spiel elll .. ,-"e. Chi .. SPICI CIIaoI SIllII ClII .. SPice CIlI .. SPlCl CbIOl SPICI 
l...... Mlri ... l M ..... 4 Mill ... 5 Marl... • IUrlM 7 Mill .. I MIl .... I 

~~~[AJ~~~[j] 
CIlI .. SPiel ChIOl SPiel till .. s..ce CIIaoI SPI" Chi .. Spu till .. S.I.. Clrloor SJ_ &Moor S,_ 

Mari .. 10 MIIr\nIl1 MIfI .. n MariM Il MlrIM 14 MI,III 1~ fUrlM 11 MI,I .. 11 
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Chaol Spice 
Arml Frame I 

"'­$1 00 US· $1 .SO CD~ 

ChlOI SPi ce Mlrl nl Cloll 
Comhat Wllponl Framl 1 

"'-$1 SO US· $2.25 CON 

I 
Arml 2 ,,, ....... 

$100 US· $1 50 CON 

Chaos Space Marin. Cloll 
Camhl t Weapons Frame 2 

",-
$1 50 US· 12.25 CON 

,. ... - .... -'1""-""'1""'1,.,,... .... Night Goblin Sprue 

"""""" 55 00 US · $6.00 CON 

$too US· $6.00 CON 

Build your own Goblins l 

Chl OI Spaci Martne Backpack f rame ",,,,,.,.. 
S 1.50 US - S225 CDN 

Chaos Accesso[y Frames 
These plastIC frames are the perfect way to add the 
finishing touches to your Chaos Space Marines. Witn two 
types 01 arms frames offering a variety 01 positions, along 
w1th a Chaos ballgun and bon pistol, you can make your 
Chaos Space Marines totally unique. The Chaos Space 
Marine Close Combat frames allow you to equip your 
Chaos Space Marines for bloodthirsty close combat, while 
the Chaos Space Marine Backpack frame will complete your 
models. Phone Mall Order for more detaHs on the variety 01 
accessory frames available. 

Goblin Wolfrlders Sprut 
99380209006 

$5.00 US - $1.00 CDN 

The Wamammer reglmenllrames are the perfect starting pOint for building your 
own Goblin variants. These plastic kits are cross compatible, enabling you to mil( 
and match body parts to build your own specialist Goblins according to the new 
variants listed In Warhammer Chronicles this month, You can buy the Warhammer 
regiment Irames separately lrom Mall Order, 
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US MAIL ORDER 1·800·394·GAME • CAN. MAIL ORDER 1·888·GW·TROLL 

USING MAIL ORDER 
USIng ~ 0rlItr coo\i:lnl III 
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iWff1 110m !he IIIIAiiItures or irmy 
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~. the CItadel Annual. lhe 
)'IIa~ Coior CaWog. some 01 tile 
nuny IIIIIIshols IhIt WI send to 
IIIIIWr Mall Drdef tI/StOIIleI$ Of --O Piate rour order 
There ire I!IiIlY WJYl you QI'I 
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'l'{Iy COIIId lISe 1II .. lIIIlOIfII l1li tnI 
.... ..,....,.111l1li ... 10l1li --. Or _""'P'* .-c. •• 
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•• III 00 ~ 
Itt III 0000 !IO 

lOtI 01 111 120.00 III !IG 
' '''01111 00 ISIIO 
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DESCRIPTION/CODE PUBLICATIONIPAGE PRICE OTY TOTAL 

SUBTOTAL: 
U.S. ONLY · RESIDENTS OF MD. ADD 5% & VA. ADD 4.5%: 

CON. ONLY · RESIDEHTS ADD 1% GST & ADD PST FOR YOUR PROVINCE: t~~':: 
SHIPPIHG & HANDLING: 

GRANO TOTAL: 

Name: 01" 01 Birth: .. 

Address: 

City: .Slale/Provlnce: ............... _. 
Zlp"'os!.! Code: , .Country: .. ..... .. 
Homl Phone: Work PfIone: . 

Method 01 Plyment: Mmey Ollb' (. ChICt ~ Mas\tfQrCI Iiv& AA1er ~ftSS J u \II!' ChscoYer 0 
Clrd No.: .....IJ I I I I I [II I [III.] ITl 
Elplnlion Oall: 
Cardholder Name: 

Cardholder Sllinature: 
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