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This mOllih OIIt Th' lon.:I 0( The Rif\iS 
co~el'Jt.'f kicks off 0/1 P.li~ 113. 

Glmll ~nd Lqol.u art (ow~j In ~ 
p.llndnll nWlrrdan. Wf ~Iso NWII.) fAedes 
.,nkk ~rwl lWO ueillnl ntW scenuios lOt 
you to pl.1'jt 

BAnLE REPORT 
94 We have reached the final mutt!· 

player showdown In our Inqu!sltor 
batHe report series. 

U's high noon In Paganus Reach and 
lour warbands have gathered to settle 
their dllferences once and for all 
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EDITORIAL 
NOT THE FIRST AND NOT THE ONLY •• • 

Everyone loves 10 read eXCIting siories, 
whether ~ be for their favoume army or 
the game system they play "lOst. Plenty 
of us love to read this malerlal no matter 
who its main prolagonislS are - content to 
immerse ourselves In a good storyline. 
A ripping yam is a riPPIng yam after am 

Over the past few years our publishing 
Yo1ng, the Black Ubrary, has pobliShed 
dozens 01 novels selin our game 
urllVerses and backed these up with 
WamamrTIer Monthly, our Games 
Workshop comic and their short story 
anthology, Infemol All ollhis goes a long 
way towards satisfying even the most 
voracious of literary appetites. But there Is 
always something more to be added .•• 

The vast majofrty 01 the Black Ubrary's 
publications are based on the riCh lount 01 
material already crafted over the years In 
Army bIJd(S and games. Adding further 
depth to o,ur worlds and doing so With 
such aplomb, the Black L.ibfary has added 
an exira dilmension to the Games 
Workshop, experience, 

Why am I telling you all this? Well, this 
month sans us cement this relationship 

____ , 1'10 ____ 0".0, 
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even lurther as we release rules and 
miniatures lor Gaunt's Ghosts! HaVing 
long been a lavoume 01 mine and 
thousands 01 other readers, Colonel 
Commissar Ibram Gaunt and his Tanllh 
Rrst and Only Imperial Guard regiment 
(dubbed Gaunt's Ghosts) can now be 
used in your games of Warhammer 
40,000. The new miniatures have been 
lOvingly crafted by Alan Perry and 
Michael Perry, and feature soch familiar 
characters as Colonel CoIm Coroec, 
'Mad' Larl<ln and Brin Milo, amongst 
others. Full rules for lielding them In 
games 01 Warhammer 40,000 can be 
found In this month's Chapler Approved 

This release also coincides with the 
publiCation 01 the lalast Gaunt's Ghosts 
novel, Guns of Tanfth by Dan Abnett. In 
thIS, the fifth book In the series. the 
Ghosts have the linger of blame pointed 
at them as Imperial lroopers afe found 
murdered. Alilhis is set against the back· 
drop of an air assault on the Chaos held 
world 01 Phanline ... 

Of course, this Isn'l the firsllime we've 
seen this crossover from novel to the 
tabletop. Longtime stalwarts 01 Games 
WorI<shop fiction, Gotrek and Felix, 
already have rules and miniatures lor use 
in Warharnmer. With such a wealth of 
eXCiting matenal to draw upon we're 
looking fOfWard to seeing more stories 
about the woOds you know and love, 
and who knows which of these characters 
will find their way onto the tabletop 
battlefield next... 

See you next 
month! 

Paul Sawyer 
Editor L.. ___ -' 
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SKAVEN GUTTER RUNNERS 
Gutter Runners are a Spoclal unit choice, 
with S to 1 S models In a unit. 

£6.00 

The blister pack coolau\$ Ihrae Gutter Runner models. 

SKAVEN STORMVERMIN £6.00 

SKAVEN STORMVERMIN COMMAND £7.00 
Siorm'termin regiments or. 0 Core unit choice, 
with 10 or more models In a unit. 

The Trooper blister pack COtItalf'lSlhtee SIon'nvemIIn 
models. The Command bIisler pack contulS a 
ChampIon, Standard Bearer and Musician 

DIIt9IId "" IoIttl ~ 
n-~_~ 

SKAVEN THROTTHE UNCLEAN £7.00 
Throl the Unclean Is 0 special choracter 
Dnd counts as 0 slnsle Lord choice, but will 
use up one of your Hero choices as well. 

The blisler pack contalflS one 
1hrot the Unclean model 
~".w.l8d:ttll 
n.~ __ ~ 

• , • . \ , 
" I .. ..... .' ~ .. , '. , .. ' ". . " 

SKAVEN RAT SWARMS £4.00 
Rat Swarms or. a (or. unit choice, with 
1-5 boses In a unit. 

The blister pacIc contains one Rat Swarm 

~ cr COI'I Om;n 

AVAIlABLE NOW FROM GAMES WORKS OP STORES, MAIL ORDER AND INDEPENDENT STOCKISTS 
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BEASTlIN VELVET 
A Wamammer newel by Jack Yeovi/ 
PublIshed by t/I6 BlacJc Library 

£5.99 

In Altdorf a killer nicknamed 'The Beasr, 
stalks the 
streets. The 
disgraced 
watchman 
'Rlthy' Harald 
Kleindelnsl is 
reinstated lor 
a single 
assignment 
to stop the 
Beast's reign 
01 bloody 
terror and 
discover ils 
true identity. 

TALES FROM THE TEN·TAILED CAT £4.99 
Graphic novel publiShed by the BIacf UbflJl)'. 

This Graphic 
novel is a 
compilation 
01 one off 
stories and 
Includes the 
wort< 01 
Gorclon 
'8Ioodquesl' 
Rennie, Dan 
'Gaunt's 
GhOsts' 
Abnet! and 
Karl'Kal 
Jerico' 
Kopinski. 

SKAVEN ASSASSIN £6.00 
Skoven Assassins are a Hero choice. 
The blister pad! contains one AssaSSIll model 
~I»'C<*!~ 

WARRIORS OF CHAOS 
ARMY BOXED SET £125.00 
The Warriors of Chaos army 
boxed set contains: 
• 1 Hordes of Chaos 

armies book 

• 5 Knights of Chaos 
• 5 Marauder Horsemen 
• 24 'Warriors of Chaos 

• 24 Marauders of Chaos 

• 1 Champion of Chaos 
• t Spawn of Chaos 
n-"", ... repw~ 

INCLUDES THIS SPECIAL EDITION 
CHAO!. ARMY BATIlE STANDARD BEARER! 
~1II-~bfNy~· 

OIlK WAAAGHI 
Dc>g lags n_ £6.50 

IIV1PERIAL ASSASSINS 
Megabadge A'_ £5.50 
Keyring KIDIUE £6.00 
Pondo," 0,,_ £6.50 

These items are avallable from Mail Order 
Of the a lmagesf.co.uk website, 
which also offers mouse mats, wallets, 
CD hoIclers and papelW9lghts. 

WOOD ELVES 
Megabadge A' __ £5.50 
Pendant omue £6.50 

LlZARDMEN 
Megabadge mof2l' £5.00 
Keyrlng .,,_ £5.50 

OR VISIT OUR ONLINE TORE AT WWW.GAMES·WORKSHOP.COM 

I 
I • 
I 
f 

J 



GAUNTS GHOST'S COMMAND PlATOON £IS.OO 
Commlssor Gount and the olh., special thoraeters 
from this boxed Ht form a Tanlth 1st Imperial Guard 
Command Platoon and count as on HQ d~oi( • . 

ThIs boxed set cOnlan CommIssar Gaunt, Corbec, Dortten, 
Milo, ~ and one Guardsman armed with a plasma gun. 
"""'"'" /Iy ... ,...,,, WidWfI.....,., 
"-/IIOCIIIIII_~ 

INSIGNIUM 
ASTARTES £1 S.OO 
PubIi!hed by 1M 8IlIcIr lJMIry. 

ThIs Incredibly detaIled 
sourcebook Is !he most 
comp(ehenslve account to 
data of the colours and 
insignia 01 the most famous 
Space Manne chapters and 
Includes unll mark1nos. 
chapler organisation and 
special troop types 

WARHAMMER MOIHHLY 55 
£2.50 
"""" ........ by 
IIlfJ BIM:k Libtary 

In this aU·action ts:;;ue: The 
Hag War reaches its height for 
Malus Darkbladel The hom1ic 
secrets of Vector i7 are 
unearthed In TIlan . II's Killing 
Time tor Kai Jerial and In !he 
midst of a Black Crusade, 
Lysander risks his soul 10 find 
Leonatos. 

TANITH GHOSTS £6.00 
Tanlth Ghos" Guardsmen ore a Troops choice, 
with one Serg80n' and nine Toonh Ghosts 
Guordsmen in 0 unit. 

This blister pack ooo\aJrlS 3 raMI'! GhOsts 
Gu"","",,. 
DMiIiI"'" lip' 1*IwI......,." .-. ".", 

FARSEn £S.99 
The I'br EJdar novel 
by WiIII4Im KinQ 
Pu/JHtJhed by 
the 9IacJc UMtry. 
The manipulative Elder 
Farseers must lind an 
agent, one very special 
human, and convince him 
10 do Ih&lr bidding as the 
powers 01 their race 
delenorale 

DAfMONIFUGE, 
THI SCREAMING CAGE # 3 
£1.95 

"""'" - by 11M! Bact LJInry. 
Avdibfe only /hotJgtI 
.... o.w 
This three pan mlnl·seoes 
Includes an additional 
unpublished eight pages. 
II loIlows the story 01 
Ephrael Slem, a Sisler 01 
Banle touched end 
possessed by a power 
beyond reckoning. 

OP STORES, MAIL ORDER AND INDEPENDENT STOCKISTS 
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12th May 2002 at Warhammer World, lOam to 4pm. 
Tickets available from Mail Order - £10 

Whether you are a seasoned veteran or a youngblood, come along to the newly re-opened 
War-hammer World and take pari in a dedicated day of Warmaster and Mordheim gaming. 

Bring aJong your own 1,5001)(S painted Warmaster army or starting 
warband and do battle for the fate of the Warhammer world. 

ar~mv yet, you can still join in tbe 
many participation games 

~t"UO'UliDg throughout the 

~~:~l~:;~w~o:;ri!'d~'~W~ ilIow Road. NG72WS. 
informalion log 



THE NEWS 

r I~e~~s;~~!,~ EL~e~I~,!II!,~~!! 1 
Owarf we'll be bringing you an should f'i9Ceive an update. These 
update for Codex Dark Eldar. rules will be an official update to 

The Dark Eldar were the first new 
race to be introduced to 
Wamammer 40,000 for the 3rd 
edition 01 the game. and players 
have had almost four years now to 
get to grips with them. We have 

those fOllmd In Codex Dark Eldar. 

An updated edition of the Codex will 
be availUble laler this year, and will 
incorpor.ate all ollhese new rules. 

BLACK LIBRARY CLAWI:D BY CHAOS 
The 81 Ubrary afe set lor some 
exciting ew novel releases. 
Gs ... Th [pa Is currently putting th. e 
fimshln rouches to a new trilogy 
caned s'~ves to Darkness. The fIrst 
book, til Claws of Chaos, will soon 
be avaif Ie in Games Workshop 
stores oi direct from the Black 
Ubrary lI1/ebslte (WWW,bladllibfarycouk). 

As Ga ... has just put together the 
new Ho~:jes 01 Chaos Annies book, 
we can EIXpeCI 10 see some great 
material hinting at the future of 
Chaos and the Warhammer wond In 
the novel, 

Meanwhllle, Kal Jerico is set to leave 
the conti nes of Necromunda and 
venture into space in the first of a 
new seril)s of stories starting in 
Warhamtner Monthly Issue 56. 

PAGES FROM THE PORTAL 
CHAOS INCURSION 
The Web team are very busy 
working on a new series of pages 
designed to support the 
forthcomIng summer release of 
Hordes of Chaos for Warhammer. 
The pages WIll leature an 
interactlve map of the Northern 
Wastes. terrain making features 
and a list of specIal characters to 
lead the forces 01 Chaos to battle. 

THE NECRONS 
The upcoming Nacron Codex Will 
also be receiving a great deal of 
attentIon when It is released In a 
couple 01 months. There are plans 
to feature a web battle report 
showmg off this deadly new threat 
to the Imperium. and there win be a 
number of hobby pages to gIve 
helpful advice to anyone collecting 
and paintIng a Necron army. 

CHAPTER APPROVED 
The Web team have just unveiled a 
new Chapter Approved section on 
the website, It's opening with the 
extra Gaunt's Ghosts characters 
that we didn't have space to fit In 
thIS month's arbcle (see page 44), 
Also featuring are the Tau 
Mercenary Auxiliaries, a new 
Troops choice for Codex Tau. 
www.gamesworkshop.co,ukl 
wdmagazlne/chapterapproved 

PETE HAINES ON·LlNE 
On 11 th July Pele 
Haines will be live on· 
line to answer your 
questions on the new 
Nacron Codex, For the 
first time though, the 
team will be taking 

questions beforehand so that Pete 
can put together his response 
before he goes live on-line. Keep 
an eye on the website for details, 

www.games-workshop.com 

DARK ELDAR FLEET SIGHTED 
Soon to be released will be new Dar\( 
Eldar ships for Battlefleet Gothic. 
The ships are sculpted by John 
Manders and will be the third new 
fleet to be released, Rumour has it 
that a new Or\( battleship Is also in 
production. 
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UK STAFF JOIN GRAND TOIURNAMENTS 
In response to feedback, both from 
our customers and employees. we are 
delighted to announce Ihallhe UK 
Grand Toumaments will now be open 
to all Games Workshop staff. 

We asked our most avid toumament· 
going customers whether this would 
be a good idea. An overwhelming 
81 % said thallhey thought it wouldl 

This will mean that both our staff and 
customers can compete lor the 
ultimate wargaming trophies together. 
We see this as an Important step In 
the development of our tournament 
programme. 

HOW DOES THIS WORK? 
Staff will be treated in the same way 
as all of our customers in every 
aspect of the UK Grand Tournaments. 
Most notably. staff will pay full ticket 
price , be responsible for arranging 
holiday time away from work to attend 
the shows, and be expected to buy 

Grand Tournament tickets in the same 
way as everyone else. 

No favouritlsm wi11 be shown to any 
competitor. To ensure this, the UK 
Events team wilt be seeking to include 
non·emplovee Referees and Judges 
In future Glrand Tournaments. In 
addition, we will add extra heats to the 
Tournament year should we feel that 
the inllux of slaff inlo shows will 
Jeopardise the ability of anyone to 
gain a place. 

The firsllirne Games Workshop staff 
will appear al a UK Grand Tournament 
will be Hesil 2, In October and 
November 2002. We hope you will join 
with us in wishing everyone the very 
best of luck! 

IMPORTANT NOTE 
Games Workshop staff will only be 
able to anond UK Grand 
Tournaments. Our shows in other 
countries remain unaffected. 

WHITE DWARF CAPTION !COMPETITION 
Later on In this Issue you wilt find 
our Inquisitor mulU-player battle 
report, during which this remarKable 
picture featuring Graham McNeill, 
Gav Thorpe, Space McOulrk and 
Graham Davey was taken. We held 
a caption competition In the Studio 
and enjoyed it so much that we've 
decided to let you have a gol The 
prize for the winnIng entry will be a 
copy of Inqulsltor signed by the 
players. 

The competition's closing date is the 
18th Ma~' 2002 and aU of the entries 
will be judged by our panel of highly 
Impartial Judges, ie, the White Dwarf 
team. To enter send your entries 00 
a postcard to: 

White Dwarf Caption Competition 
Games. Workshop, Willow Road 

l.enton, Nottingham 
NG72WS 

BUUfT POINTS 

• C<*n <Ha'(lOl't I- PUllrng !he finl&l'Ullg 
touches 10 tho Kl1emn 'lbr'nb GUilfd 

• TIm AOcocIIIB currently IIl.mlno Iogether a 
new vehIeIe lor Wamarrwner .0.000 
~ 5pece ~ We don III/we 
much mrOffl'\8tlOn)'GII. but aooar..-rlty M 

OOM nav. lots 01 .. 

• Mark JUmson tIM IifWIhed I'IOfII on 'Tt. 
casket 01 SouW. a new war madlorre lor 
Tomto 1(""01 atmiClS, wt'Ncfl. 85 
Walhan'lmDf lor_IOf Gay Thofpa 
rooetlle, dIIcoYered III plavtesltng. C8t1 
tl8~e a Oevastal,ng e1'I&ct on 8Yef)' \.VIII 
on the Dal'leflelcl thaI c;an see II' 

• "Iy P>4omIon hIlJ IiMhed wor1I on INI 
_ ThouIMd SorIa CfIeos s.:.:. 
Ma'~ IYIU1IalI.lfW 

• The StlldlO S wa~ catr\paIg!lll 
IIOlfltIQ up Wlin me Sl.:lvert arod Chao. 
lon:es 04 AflIhotIy Aeynolc!9 atld 
PhIl ~ aflyvlg 10 OBIiM deYasl.JhOfi 10 
1I1a lome. I'll Space Me(Mr\('. W<lOd E~ 

"""" 
• WMe Owari'S Man Hu\5OrI.Tom HoDberd 

and Graham DeW)' N'4 ~ I8Slrng 
out $OmIJ axpal'llllflnt8l1T1U1l11)layef nHa 
lor 1M W/lmammer 40 000 CCG 

FORGE WORLD 
Aher the popularity of the Chapter 
specific doors that Forge World 
produced for the Land Raider, the 
team have produced a selfor the new 
Rhino. A selection 01 the most popular 
Chapters' Icons wilt be produced, 
Including Ultramannes, Space Wolves, 
Dark Angels and Blood AngelS, to 
name just a few. Forge Wol1d are also 
working on doors lor the different 
Chaos Legions. 

Following on lrom the release of the 
Warhammer Skaven Armies book, 
Forge World are bringIng out a 
Skaven Assassin lor their Showcase 
series. 11 Is sculpted by Sean Green 
and will be out later this year. 
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DO N INVASION 
Penned by Scribe Space McOuirk 

The fiu;kcrill8 onoge 810W5 of (0111111<» 
ntnpfiro:s surrounded Ih< .Ills of 

SrrlvtTOfgml. III'ick It... woodell ... 11, of ,he 
{ort 1M .erid smell of bUIDI flelh permuted 
,he: flight Ii,. The K lllrla .ho Slood Ilop 'M 
p&upct' Ined ill VUD 10 illnol' the IIC lum. of 
tlldr "'pl ivc comrades.. III Ihe duk_ Ihey 
could OIIIy glltsS II .. hll bonorl befdl 11K 
IInCorN"", '. victims, Eo.b d.wlI Kvulcd I fresh 
row of blIIIICH lill;1I8 the perimeter of 1M 
uKmy ta'"P' II ..... g,uuomc sillh1: .be 
crude Jundudl nude from the [I'red ski~ of 
thdr people. Th. Nailers dispbycd III mlUCf 

or mUlleins rna. dn.1I ill the blood spilled 
--['0m lhe. VICTims of the fUHOI/DdID!! villlSC'. 

pulled lip the colilt of Ius .hlck lur­
eWI .1Id look I deep ciruShl Crom I 
of den spiri tl. bdol. offcflII8 il 10 hIS 
Tht 80ym weI. Ihe IIOblo:l of Kisk .... 

"'1\<,,"," {rom tbe gra! {.mlila Ih" hid 
the h..n.b LII<b 10 the IIOrtb- ca1 of 

Emp'r~ Tbc:i, fordllhcn hid tooqllmd 
1I0lis 1IId o,b« foul MUIS '0 stupe I liyi Dg 
from 'ht ~mll frolu .UI~ LIe .11 Kisley 
.05 'ough bu, Ihe peOf'le hid b«omc hndy 

1IId had Idlpled .ell to Ih. rigour of Ihe 
h.aub .ial<'" 

-rh. Domovoy .lItHd me lhal I _uld 
10011 be ht.ag my peril I lhollid han 
Julul"d 10 his .ords lad lefl Ihis 
w:u,scd 10 .... : Oimllll SliKd OUI 
towards tlu: Crul I..lItt. tht ooly dIrk 
pilC" ImOllgll 1M !IU of fila. 

--You 1Ii11 pilI YOII' flilh iD Ibe .o,d, 
of Iplllli comn-deT Boyu 5l,dllk. 

Ihook his beld II hi, Ittoad ill tommllld. 
"Theft II oilly 0lIC .purt thol w,1I s,~e 

you 11K eOllllse 10 fighl Ibis Nllk. myoid 
!tiCl'd .. - 5trdlski look 11K offcrcd !><lule lad 

dOWHd the conl.",s. IQfSiDS 11 0\'(1 lhe w,1I 
.hef( i, diJIpp.md ioto I buge saowo,ih. The 
d,,1lk bu'Md 05 i, sl ipped doy .. his Ih~t, bu' 
il .. limed his ias.o.,.. .bkh .os , .dcomc 
,d.d OUIIDS the (oid DigiuJ. 

"Tbcsc 0018"0.- Ihe Boy" w. hll urn 
11K clICmy .hl! bcslClied the smlll 

~""" '~' -Who is .hei, l .. oc,T 

,hey "'y his .... me IS CUlkholl, , mercilo:!ll 
n.d brut,1 w'tllor .hose IbholKDI fOlm "lIIo:!s 
u.llef Ih," IDr m011l1 mlO: O.m"" rephed. 
bis voice bCllly1ll8 the contempl he fclt 
10"lIIh ,h;, 'IICmr' 

Ilul (1111101 be., - Stlehsk.i's VOICe .. os r,isco 
,1Mi '1IIIIted., -CUlltJull .... esled po.", f,om 
Ib..: 0 018111" "II chlCf Duck IICI! b.>1f • 
(calli,), 19o. EvclI ,heD II ""I hId he "05 III 
old mill- ho .. CiD he still liveT 

Ollnilri pllud bolb hll hl..ds oa .be ulIgco 
Bopr -I hive DCY(I lio;d 10 YOII, my BoY": 
Ib..: • .uriol·' voke ,hoorcd the srrullC1l hi" of 
llige' I! 'he 1,,,,,,,,>011. HIS Boyar hlo 
quatiollCd hIS .0'0 .tId ,Iu, .. n • Sllll' 

• 

, 

• 



·gJJIllII III! hoaou! D,mItri qllCU.d his 
omOIlO", he k_ blS {riead mUDI DO 

O{{C!IU. 'The pus.ollb Ny tb .. 11 lilt ODe u.lltd 
GurkJw. .11k.. wilb 'he bvoUI of the Gods. 
aad ,hal 1M min who ODU lought DHOIr. hu 
dUlIgcd. Tis $.lid h. ItO longel ft5t;mblcs I 

null bu. Ius uk.1I the form of I bideous 
bast .M .11 lhe Oolglll lun Ulli'ed wi,h 
oI1..r tribes 10 WII!<" MUI.] ~( under bi. 
biIlOCI.~ DIm;'" could Idl ,,,,= um. of 
Gurkiu.a b.d 1101 hllell c.uiJy OIl bu lord', 
eus. He cOllliau.:d. Ilyill8 10 draw .he 'OpIC of 
(OIIVC'''';OIl IWJy from lb. 00181.11 ludcr. 

Ihac III nill hopt. my n fOIl 
hu.rd Illy word from I ~ lCoIIlfta 
YC1T Dim' .. ifill W rudt .,t 

~~==!;_; kcomaa hcope.' If ...... 
WQ'c tk ~ outpom bI 
.Irudy blk.. sud her 
Irm~ 10 ",bef' lhey wac most ot:e:d bul III 
Ibl:Se: dirk hm .. tben: WeTC maay pl1uS 
lIOugh' ,htJ, lId. 

-Aw 110. 1 rut .lal mr WCS$CDgcn- .cre 
uplulcd, fOI ;, flu ben 100 101111. liM:! die 
hard of OUI plight lhell • rchef 10m: would 
.lludy be huc.

w 

The Boyn shook hil hud 
811mly lomOllo., II fim bgllt We .iU like 
Ih, IOlhlh~(. edl che Iuten 10 Iu~ lheir 
!>leeds readlCd ,ad pKpue the "U .. 1110"'- We 
In: the Kislcv u,d we would fllh.cr die III 
hude Clull cower bchilKl thcsc .. ,II. like 10 
uged IlIlm11 ~ ....... 
Iu the fint rlYS 01 Ihe 1I'IOIIIIIIg su \t.o.c 
over ehe 51>OW (ovcn.d fdds thlt nONdc:. 
1M TOWII. 1M slurdy woodell dr .dB'" 
tTuhed do .. o ovel the fu.zeft Tbt hc.vy 
dtllmmillg IIf hUDdreds of h IhllCler 
"fOSS Ib, pia "" u tb, Wi ~ Lucos ",lIkd 
out Grell Iwher c"m l uen:d hehilld tbem 

Nol kill I sbiwr 01 
• tunp. TM OOlg11l 

quic..kly Iried 10 , Iheir .. upou ItKI 
mouoe their Steeds. SIIfpriscd hy the SIIddCD 
USluh. 

fkrolc 'Dy of the Oolgla .. unon wcn: ready 
tbe WiGged LIKen gillopc:d ,blouK" ,he 
tulip. The.., kllightl Acriltced thr. protectioe 
of lull pille IImOOI for Ip'.d Ittd 
IIII0ocuvnhili,y. Tbe skilled horscmea !up! 
DYer the fe .. mlwblh dtfeftcc. llut Iud heeD 
,n.Cled 11 Ih. pCllmelC1 of Ihe dU.nuden· 
camp, dri~11I8 thur steed! illlO the he.nt of 
lhe eocmy. The deadly lanca IIUI Ihis due 
u~llry .. ere fUlled fOI skewc!1:d dotellS of 
OolgulJ bdorc they eYeIl ruliscd Ihe d.in~. 
Thr. OOllhmeD flilltitilly lIIed 10 coalrol Iheil 
0 .. 11 bOlsa. .. !uth lured ;11 fur Milly broke 
flCe flom Iheir Itlbers ,till bolted, furlber 
Iddiog 10 ,he geaenl paDte Ihll .. u rapidly 
IpradiDg Throughout Ihe Ull1p. 

FOUl mus,v. UplOll101li 11<.11 1 Ihe bodio:s oI the 
",v'ge .. ",ion !lyIng through 1M ,if. fkhilld 
Ihe IlUck of Ihe haten IfUDdled IWO mlghly 
.. II "'goal, huge CUI! brisllillg .. ilh c.ur.lIOas 

Illd pocked .. ilh ho .. mell. VolI~ 01 'flOWS 
fell ,mOqgSl Ihe 1II11II,illll, k tld!ag IhOlt Ie.. 
.. ho Iud IlUlIJged 10 mOUql 1hr.1I steed. 
IUlI\bli~g to the gioullli. MOOKIIII I,"r Ihe 
w" Wlgolli smulu:d I Fth th/ollgh ltu: ump. 

'Llurkol. ·Zh"kaL· Tbey t lUed U OOt. freih 
co~uge fll)"'"g through tbeir willI, Witb 
" ..... cd SlICllglh Ihey nUlled 10 {ICC ,heir 
IIUCkers. 

The f'gure: 00 the dISC gt.ded lowud. Ihe 
hUll of Ihe Nltle. boh. 01 .culel lighllllq 
.hOOlUtIL from hIS (iagcnipt. id mh bolt 
slruck ,he 1I\0Ullled LalKers. lhe w,trion wue 
cagulfed i.. I re:d .afelll4. Ihe ioteuity 01 Ihe 
unllJtunl Kire fudled by Ihe _I, of tbe 
vicliml. 'Vi/heD thr. nama hurned OU I, ooly Ihe 
bl,ckcatd umour ItId boo.tlt reJ2Uiaed. The 
disc ud ill ndcr !IOIred through lbe hun 01 

Ihe comhal. Ihe grut bladei sulra.ad;ag lbe 
disc slKia;g Ihlough "mour os Ihough il WCrt 

FP'" ripptag IF" fluh I.Dd bolIe. 

A UllDOII sbol from the !ud "'goa luded 
yard, shot! or Ihe nylllg dISC. Ihe uplosioa 
of ICKk Ind 10,1 ullhat.aciag Ihe Sorcerer for 
I momelli. He reglillCd his 1000illg I.Dd lOW 
directed Ihe dISC IO .. lrds Ihis ..... 1118tl. 

Zhuhll ItltllCd ..u of his Illeolioll IOWlnU 
Ihis Ihrut The Clllmpioa of Tzttlllch 
cb&altd I dirk .pdl No fOOlCr Iud the: lUi 
"Old ~:d his lips Ihu I itt of hlue tatlgy 
wued f,ol:n the lip of hit bllce. The Imglul 
fOlce strW,hed ;1110 Ihe w .. w'goll ;mmerslag 
lbe umol",d 'rebide i. , ball 01 brighl blue 
fire. The q;ghtly pu,hd crew t(fumed u flah 
melted flClfII Ihelf boqcs. ..aieh III IUI1l 

sb&lItJ'ed InlO I thouund Ihud .. 

Zh.orkoJ ..n.><JtWc9 hIS ditc dowB laIn lhe 
.tJec. IhI: blrde. .rea ;lIg • bloody urllage. 
FUa of atl colours uplocl.d lrouod Ihe 
~rofi d.,c ."~ill II looked III lhough hIS 
du. torccnct 'IfO\Ild prCV1T1. for IIODC could 
wilMIud tbe f~ of hn po_,r ulIlcuhcd. 

.. oec. 01 he be"" lur<d up 10 i" full 
asci JtfIKk Ihe dISC .. jlh ill glUt 

d p.!" , muhillg ,he. $Or",cr from Ihe 
sk_ The disc enshed inlO the snow. 
o shapc$ huming ;nlo being befolt 

b.c.k 10 the 1.lSted re.Jm of then 
oly III oozIng pool of I hbtk oily 

TCllUllled. 2harltol 5Iood ud IUflled 
til 'II empl 10 dO:Slroy the buge cruture: 
wilh gic. DIlly 10 haw lhe jlw, 01 the bur 
~P tid his DCclt befotc he muld Olltl In 
tllU.al II. Wilh the demise of Ibe powerful 
SOKer,. the fOT'CO:S oI Ihe fOf1 ;ouled Ihe 
eomluf. uger 10 iYeDS" lb. d(.lfh of eheir 
comnda. 

From Ihe (II edge of Ihe lake lIumClOOll .yes 
w.lChed Ihe hallIe u.fold. Each eye fCK\IK!f 011 

J differenl comh.l. rcYdhag III Ihe ilOilO! 
filled scrcarN. The: C"Dii!" .. II\Igllioollt 
.tId lbe goth would be pftHC.d. No .... u Ihe 

" 



lime to Juik DO'" .u tht lilllt 10 levu! lbe 
tfUt .pkllllour of Tl<tQld,". favoured. 

The bcsicgccn 10. {ouad tbclllKhu 
II,Itrouadtd. Do1S"" WltliorJ wctc ,_d uide: 
by lbe bgu u !houg" t"ey were doliJ. .tub, 
the c.ombilKd uudLi of SlTc.I,ski. forte .ad 
the. Cryphol KlIlgll" ". .. the mmudcrs 
pl.Ullcd hick IO'UM the gle" f,ozell bkc. The 
SDOW tovt1'td (kid. were _ • Ulpd (If fCCl. 
tile blood of bolh Oolglos Iud KislivIICI 
me,s,., '''8'"111 •• 'D dQIh. Wid, ItO We pllet 
10 rdlUI, Ihe invaders fouad IhcIII!CIYC!II 
pllShcd bath·trch ODtO lhe: icy JUrrKe of 1M 
1& Wurion mily lose lheir (ooliDg. simple 
crlon prOYlnll f'l,1 u their oppOllCD" showed 
110 merty. ,"rusuag Ihei, swordl do ... II 'he 
f,Ucll m.ulldcn. 

Suc.llski bloc:kcd the , .. i"l1 of U Ill':' 

1"!lIStiDg his _old 1010 the I"IJ of h.iJ 
oppOllClI1 His ,cwd- Ituddcd .upon wu i. 
l .. cKal bcirloom. lI.oded dow .. from blher 10 
lOa ovu mllly gclKWIOGS, M'IlY were ,he foes 
II hod diU. ud O~ 'S,i" tho blood of Ihose: 
.ho .ollid Ih,well Ki. lev na do.a Ihe bude. 
As he plilled hll ,.ord flee hom Ihe !.tllttl 
.miol StKhski DOIiu:d • luge IMdO'W i. lhe 
.IICIS. It moved .ilb glut spud Mautb tlK 
comlul 011 the ICC 10.ucls tbe lar of b.is 
force. Bill h. hod lillie hlJlC 10 d.dl on lhe 
mysterious fOlm U he [ollUaiUlcd 011 p,lIryUlg 
lb. IItlck of .n IX. tMI 'U 'OOlit 10 duve 
his hud hom ill should.1S. 

Sliddelily • dClfellillg c,,ck Jolllllkd QUI U:f'CISS 

lb. un. fOI • momnl IIu: combot (used .. 
lbe lighten rulllCd Ibe puil of their litllll~ 
Cral UKU sprnd Kross Ih, itt 
Ibeel .!IIi • f(.flmble to rueh 
Ihe ",fcty o( the .hor. US\IC.d. 
Wmior •• lIpped ia Ihdr hule 
10 gtl 10 rhe edge: lad the 
bolKl 011 Ihe uke rured . 
• tll .,,,. of lheir morttl 
d..a.agcr, Over tbe shouts 
.llId .hillllymg of 
bot$($. 0 mighly toU 

revelbenl.d Ihlollgh 
the hurt of 
SuchskL The 
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edge of IIu: Ukc. splintered 11110 hllge sMlds of 
iu: lIId (JOlin lhe fltelillg 'U'lli I moastrOllS 
haJt emerged. Wilh ODe mighty Inp II Uadcd 
ot ,he ,ur of Ihe CrypbOll Legiall'l form.I;OII, 
IIlImelOlll lnmbt. Jome • ...diag III glul pillUn. 
m,klng • LhilillOlU JoIlIIIi. h, g, ... 1 uil lubed 
0111 sud;ag doulIJ of Crypholl Kllighls IIICI 
lheir l1eeds plllllgU.g ill io IIu: ICe cold .mlll. 

Once oglla the Oolgo", sl\ooted the IIIme of 
lheir cbunpio" la • fime 'u cry. but Ihis 
lime it, IIIIne ullied • more .iame, mtlllt.c. 

-CII,klulL. IGlllkh.a ... - they cried. All .110 
hard Ibem (ould leI] Ibu the luder of the 
00181/11 had come: to do billIe lad 'glu. Ihe 
skiCi 0pclIC.d U Ihuader ",d lighlaiag real lhe 
oovcu ulilidu. 

No. lhe ClolgllLI fOllght .i,h I ferocilY llul 
CVl:II Ihe 111'0llHo;$I Crypb.o. Klligbt 'IS 

belplus 10 11\11(1\. But it ... DOl Ihe NVlgt 
Norlbmell 111111 lurlled the lick of Ihe bailie. 
(or 01 Ih. !:Lalte of Ihe figblillg to •• red Ibt 
mighlY bUilt. 111 his m",y h.a1JdJ be bdd 
CDOlmOIlJ blodes llul daved aplll doZtllJ of 
Kiskvitct "ilh uth nipc. Evea lhe balll 
ro.ered fro,m Ibis lOOmillillOIl. bUI Ihey (ould 
DOl CKlpc the mealioa of 
bd multitlidillOlI$ eyes. 
Hia IIlal pilcell slLIppcd 
,I Ibe u~nru. Iift;"g 
Ihun casily i",o Ihe .i, 
II if lhey '.cre mere 
(11M bdore tul;as 
llu:if IUIII broke 
bodies luck do .... 
(r1IJhibll Kisicviles 

bcllCllh tbem. h ... 100 mlKh fOI lbe 
dcfudcrt: .ho DO' fled f,om lhe Utfugc. 

Sm.l!.ki Slood for I momeal [rona .ilb fur 
II the ligbl of lhe lull bllmlll (fUtli le. The 
luult .IS Iosl I/Id tbe Iowa ,ollid f,IL but 
lhe prOlid Kislevile blood llul rift IhrOllllh hia 
ycill' Illo.ed 110 optic. of ,ulludel. 

~Cllrk lull. - he uJled. poialibg his bllde II lhe 
foe.. -Yotl killed my fllhe r. preplrt 10 die.-

The huge behemolh SIlled fOI I mome,,1 II 
lhe ""h elullcllgcr For 0 ~o!lll il lecOSII;,.d 
• IIlmt i~ lbe eye of Ihe IIOble KislevilL He 
remembered fighlu.g 011< .bo hod 0 simill, 
lppallatt lIUIay mooal ilgo. TIu, ~rr;or Md 
(ollllhl .ill: ht Md olmosl bc:slCd Curklua. 
bill llul bad beell 111 I lime before lhe 
ClwnplOll of T IccalCh hMI beell lIuated lhe 
b w)III of the gods. H. Iud 5K,ilic.ed 
,IIoUSil!lds ia Ihdr IIlmc l...d Ihc:y hid heell 
gcllCroll!l .ilb lhei, gifl .. gl1l1lillg him lhe 
SlIelllllh 10 bC$l .~y mol1ol foe.. 

The brlve ,"r;or durgcd (0"".rdJ. lhe .word 
of bia family ""iscd high .heM: his had. 
Cllrklua had felt Ihe power of tlul bllde OllCe 
before uwl bad ao .WI to upcricacc ft. bile 
01lU more. He brollghl oae of Ih. mllly Uti 

bc.1d ia hi. nmelOliI IIms do," ill I mighlY 
fWCCp 10 block the oUltk, kllillg oul I 



mcaxlll. Ullih 11 bo powuf.1 ftl.poII 

SILIIICKd ,be blillh! bl~ III nro He ,uthcd 
dowa pick'llil up tile. wmu,r III I "uI dow 
10 bnll! him dose: to hit (old bbdl cyca. 
Gurkhu wlilled 10 ,dub lhe molllClll 01 
dulb all the ",u's bc£' Slowly h1l PUI(rt' 
cSo.cd.. illl fUor slurp cdII'" ,lIc ... S Ibroagb 
tho: r ... ,IK. lbe UlI\OIIf. Miore 'IInull 111'0 
SIKh,ki'. flesh. The k\'cKd lotIO (til 01110 

tbe 100", loadllli bcaidc the brokCl bWic. 
C.,kIwo roIKd. VICtory' tud IICYU ben III 
dGtlbt. Alrudy the D<llgu ... unOl. poured 
ovu the opel! dflwbudSC 11110 the 10WlI. 1'JIr;rc 
.0001d be mny pl'l»Krt to s.tnficc oa II\.; 
lI'cU py"' of T lCCDICh. HIS SOd would '&,"1 
rcw.,d Ir.im .cU. 

-
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IN-STORE 
MAIL ORDER 
Having trouble getting hold 01 an 
older model? Want to get your 

hands on a specific component lor 
a conversion? Why not try our 

In-store Mail Order service . It's 
'ast, efflclenl and convenient. Your 
order can be delivered direct to the 

stors , saving you the cost 01 
postage. and the staff are always 
ready to help with a tricky order. 

You can order praclically any 
model you want , including 

Individual models Irom nearly all 
01 our boxed selsl 

You can also place Advance Orders 
lor models that haven 't even been 
released yeti This month you can 
Advance Order the Warhammer 

Chaos Army boxed set, featuring 
the Special Edition Chaos Standard 
Bearer. Or for Warhammer 40,000 
we have the long awaited return of 

the Necrons with the fantastic 
Necron Army boxed set, featuring 
the Special Edition Necron lord. 
So why delay? Get down to your 
local Games Workshop store and 

order one nowl 

~~TDRES 
Find out what's happening near you! 

A GREA'r WAY TO START 
The clash or swo rdll OD armour. tbe 
tbundeT o r rumbling tanks, tbe gunun] 
shout or l2D.lU'1IIuding Ora:, and tbe n ash or 
al ie n laser fi re. All or thrse are wi thin 
your grasp. 

You can it:ad your resolute spe.nne n and 
knigbl.!i agains t the ro rce'S o r e'vU, 
command borde'S o r Oro agaim t beroic 
Space' M • .rinet. or ~t tbe imme'DSC' 
firC'power o r the highly advanced 11m . 

AU Games Workshop 51~~ offer • special 
Inuoductory service (or bC'glnnc-rs. A:!i ~'(:ll a5 

offcring adv.cc on all upects or the bobby, 
you t'aJ1 U"y OIlt • g:unc In the $lore Don't 
.... 'OfT)'. II's totally !Tee to play! In addltkm we 
OO'OlC' ~'ery Sundoay 10 tcachlng nt.'WCOmcl"5 
the VlI riOUS aspectll o( Ihe hobby. from 
palmlnR advice and modelling tJp~, to spc:clal 
rutorlals and scenariOlil designed to leach 
vttIoU$ aspectS of playtns the g:un~. lhe 
beginner b fully cllen:d fat at OIlr Stores. 

DEVELOPING THE HOBBY 
Games '«brbbop 1I0ro are dc:dlotcd 10 a 
conunucd dcvdopmcm o( the hobby, and 
our commltmcnt to you iJ displayed In our 
dlly.tOOay StOre utMties 'l1'c an- a1Wl1)'S 
_ ... i1;oblc r( 'r ad~i«: on dHferent I""-el. of the 
hobby. from rules and gaming qucrieo. 10 
hlnu and tips on paint ing and modelling 
your armi.:s. \'(e can ghe you Idea!! and 

~ on con~nin8 your miniatu~ and 
expanding your armies. In addition to this, 
We' 0111 1:.SCiling battles en~ry Thursdoay 
e\'l~~ninK for you to take pan in, 15 ",-ell all the 
specW panldpalion gamt'li that 'l\'e run evcr}' 
Saturday. 

CONTINUED SUPPORT 
Il"e abo ('aler fOt mOf'C experienced garners, 
"'lIh the woole of 'fuoday e\'enlng 51:'::1 Iolildc.­
for you to play ",ilkh~-er Games 'Il'Otklihop 
game you wtsh From the d2rk underhh'e 
ofNccn)fllundl., to the ta\'lIged bauJc:ftClds of 
\'('amtlUU~~r, you can pit your armies agail\5l 
pniCB oI'simibr 5Undards to lest your pailli. 
We: also proride an In-stOl'C Mail Order 
llCI";«'. 50 you call order older models or 
liPt~ei.r.C pans for )'Our c:onn:rslons. 

STANDARDS OF EXCELLENCE 
As .... -ell u all of thili. Garnes ~rk:;hop 5t0!'\'!l 

also provide a comprchensl"e nnge' of 
Games 'Ilbrbhop garnes, mlni:;uurn and 
acc:c:norics. E~ry Saturday ~-e ha\'e the 
nc....'CS1 reieud, With the lalt'3t ga.mt'S and 
model! av:tllahle In lhe Storcs. We: abo 
sbo'llo-CUC mlnlaturt'S. annles and ternaln 
pteccs in our store cabinets, allowing you 10 
~ II<'tmf' ~I mlni:Uurt'S painlC'd 1.0 IUpcrb 

SIJ.ndanls So what are you wai ting (or~ 

Come along to your local Games Worlohop 
stOrt" and lOin In! 

, 

• 
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This Is a list 01 Games Workshop stores In the UK and Northern Europe . To lind out what events are happening in the stores 
just give them a call. We also have Games Workshop stores In 16 different countries across the world (and Independent 
stockists In even more), Call Mall Order on 0115 91 40000 to lind out where they are. Mosl Games Workshop stores are 

open seven days a week and open late lor gaming evenings, but please contact your local store for more details. 

+ ENGlAND 
AHII'KIWI: lin!! 1. 11 GraltoIl SlrtII 
Tli 0161929 11896 
WlWOsrOU. 3 PoI1IrsWalk, 
WOlf StrIIl Tel. 01256 _ 050 

lATH 30 U~ 8orOVQh WJIII. 
Tel DIns 31UI~ 

8(DfOilD 10 G/lYlnm 
Tit G1234 213 663 

1l1UUlWlWl 116 CorlIQIJllon Strttl 
Ttt om 23Ii 7e8O 
ILAtIO"OOL • ~ Slrll! 
Till 012537$2056 
IlUEWATfA UmI 0528, 
U_lhImIIi waJk, BI~II, 
GrItfIIIol/II, Kent. TIl 01322 427880 

100TON, UntlIJ, The Gill Clftu. 
lei 01204 362 13\ 

IOIlIUfUtOOTK. 24 Poll DrhcI AOICI 
Til 01202319292 
1RAOf0fl0 4 PIccacSIIIy. BrIOIonl. 
801 3lW Ttl 0127.739 430 

111M C1IW UfIII Fi. ~ /IhII 
lnuf ftnWIeb] 8rern Cron SIlownII 
Cto:1tre Ttl 020II202 4979 

.IIIOHTON: 7 Nile SIIMI 
Ttl 01273203333 

11111 TOlICt:ITlW.J~ 13 StOIC! Wttt 
Tit 0111t25 1m 

1A11'Olltftlll$ CMlUWA'f} 
l.hI 129 (nMI ~ M&S). Upper 1MI. 
The MIl. ClItIbs c-e.y 
TIL 01 I 1959 2528 

IROMlEl UntI', The MaR, Bfllmlly 
Ttl 0208 466 0611 
CAIIIIIIDGE. • 8tlIIge S!Nfl 
Til atm 313 3SO 
tAIIltRIUWT L/oft 5. Iron a.r .... 
Til 01227 4$2 UJ 

tAllUlU: Ur.1 2. fn '--
Tf!" 01221598 216 

CHfLMIfOItD Un~ '<:, PIIIse 2, 
The M9CIowI CeIt1A1 Tel 01245490 IM8 

CHElTENHAM, 16 PiIMIII 511111 
111. 0124222&419 

tHElrut 112 fIneaIt SUIIL 
Ttl 0124431196""/ 

eatCHf1TE1l 2 SIlOf1 w.pe SUwt 
T ... 01206 167 219 

comn"'~ Un.I39. UP\IIf!.MI. 
~ Lanes SIIoPPflII Cti11". 
Tel 112476 227 311 

CROYDON lInl135. DfIIIMIoIIc1 Cemn 
10U1I>CII1III bII:k oItfIt c:aJ1ITI) . 
KeINv lbII.TtI 0208 6fJ '600 
CIUWUT 11 IIfoIdWJy 
III 01293 552 on 
IWIUNIiTON 18 ~ 
Tel 01325 382 463 

OUlIY 42 Sidief Gall 
Ttl Ot:J32 371 657 

DQNCA$T£Ji; UIIIIIO, The CotonIllllM. 
Tal 01)D'2 320 53S 

OUOl..['f l/fIII36. """y till c.ntr-. 
1Irlny!til. TetOlJl.l4l1 118 

EAUNG $20 51. SMours MIlt 
EIIwJg IlOIdvray c.nre 
rill 000II11400171 
EASTIOURII£ 131errn!r! ... ROllI 
Tel 01323 641 423 

£NfIU.D 315 Gi!I1Qt1n ROllI. 
Til:. 02lIl1363 323B 

DETER 12 Pans StAIeI. 
TIL 013S12 4t030!5 

IIloutUTDt 35 C1Ir..a SIrIK. 
Ttl" 01452 505 033 

;MISIT: ' WIlt 51 Mary's Gm 
Ttl 01472347757 

GUIl.DFDItD UnIIl 9.'12 TlIll:IglII 
Tet 01(83 451 793 

1WIt1Wl1M1TH' 161 KIog SIr"" 
Til 0208 1481144 

IWIIICMWt: 2I8euIIII StreII 
Ttl 01423 SI4 310 
HAMOW 218 S1Mlon Street 
Tit 020II11151 23&1 

HEMn H(MI'ITtAD: \6 BfiIItlll SIr1Il 
Tel: 01442 24" ni2 
HIGH WYCOJrll,l Unn 21, 
The 0ctIp0II Centre Ttl' 014S'" 531 494 
HUll' 3D~St ... 
1,,: OIW sag S76 

IPSWIal 2!111 Aoor, o.tJnIflM 
WI1IrtDo ...... Til 01413 210031 

UIIIIIIGTOII Shop 1, ~ Square 
l<ningIon Chuftfl StIIIl 
Tfl 0201 1131 1011 

.I"IIITOII OIiIHAMES 33 flit ROllI 
Til D:2OB 54115224 

LUaIING101I' 22 Pm. SIAIIII 
Ttl Olm; 43$ m 
UED1ICfll1lW.) 12-11 fAnIr1t IIOICI 
Ttl· 0113242 01!34 

lWIS tWMm. IIOSEj llllll 210, 
WIIIII 110M c.ntre lt1, 0113 272 3470 

lflCESTU UIIII2,16120 Silvl!f Stitt! 
TttllllS2530510 
UHCDlII. lInI! SUA. 5alleI9I'JI 
1011 ~ 01 ~ Cenb't) 
TIL 01S22 SolI 027 

I.l\'tM'QOl., 41lonl sv... 
Ttl' 1l15l 2SI 1404 

LOIfllOtl tOXfO!lD tT); UnIt FlO 
TIll PIm SIIooptng CenIIe. 15111oor, 
11&-12. 0XI0<lI 511"', t • . 0207 4:1e 0l3Il 
LOUGHBOPIOUGH: 22 8~1n SIIIIIl 
Tel IllSCi 23B 101 
LillO'" 12 Part Slrtll Ttl: 01S12 417 474 

1W00000W: 2 BIIndr Ibna, 
3i51C1f111 SUwL Ttl: 016211 e:..'1 854 

MAtOSTOft; U'* S. ," PIIIf!llroG lMJt 
Ttl Olmln 435 

MMCMES1EAICEIITlW.): Unll R35, 
MlrdIen W"1 South .t.mI:IH Centre. 
Tel 0161134 un 
MAMCHEmll (lTWFORO (:£IITRE) 
Unil H2, FtsMI V1IIcII. TIle T~ 
c.m. TmIOnI PIrt.. Ttl. 01G1147 2121 

MIOIIUJIllOUGH: UIIf 33. 
3D DIinTIII ~TIIL fit 01642 2S-I OIl 

IIIUON KElII€l- IJIII1 '2.. Wesl End 
ExIInIIon. 504 SiIIIury BoIIllvanI. 
MiI100. KI\<nII ~ t.f\lu 
Ttt 01. 690.17 

IIEWCAITU ICUl1lIAlJ 
6.1 Clayton SlrIIL Tel 0181 :l32 2~" 
IIfWWTU IMmo Clllm£l: Un.-II. 
fQI floor 1_ 1M MIdiIIn_ \/IIIgI) 
tit 0191 411 0950 

IWIIrtWtI"OII 38 PfVQ5s ~ 
G_c.tr. rll. 016O<16366111 
NORWICH 12·14 E:u:JIatIIIII SlrtIt 
, .. 0'&03 787 ese 
loml6OKU ICEMTIW.): ~~ ffIar lilli 
Til 0"SIMI0&51 

IIIFOfU); '''' BIrsIt HoIIse. New IIV\, 
Hal Slsetl. Tilt 01ass 242 112 

f'£TOIlOROUGIl 3 WtTftwonIl 511_ 
T" 01133 8!10 052 

1'U'MOUTlI. 8' ComwaII S~ 
Till 017$2 lS4121 

I'OOlf: Unit 12 T~ CtIlttI, 
High SUeIl Ttl' 01202 filS &34 

I'ORTSMOUTH: 34 AnInIIeI SItttt 
Tit 02392 818 2M 

'RESTOff 15 MIIIr M::D. 
'tl 01112121155 
1ILtlJl;1IG; 1H IIT_ SbwI MIl. 
ftl, 01" 9591115a 

IIItlt.OIlO. 11m .. WtIIrnoI...-~ 
Ktw RDid Til": II21II1943 BI22 

IIOMfORO 12 OuidrJTII ArcQ. 

TtI; 0110514214(1 

Sl AlIAMS I ...... CIoIt, 
oa HQh SU. TIl 01121 e&1193 

SAU$ltnI'I": 18 W'<IIc:!II$W SIJtel 
Ttl: 01722 330 9» 

1M£ffIELD 1wmw.1 
" f1UwIIIIarn 6&11 TIl 0114 215 0114 
~[FJ1no IMWlOWHAll C£IItltEl 
lh'IITl11 e, IflOh SITttl UI!Ptf MIll 
Inert to IIntrIra _1kIDIs) 
Ttl: 11114 2561183e 

IHIIfW$8UfI'f I.Jn1I I, 2 Sf. SIrwL 
Til' 01143 362 007 

ROUCH 101 HIgh SIr1II! 
Ttl: 0\ 7SHT5 87S 

IOUIiUlL 691) WJTWIck IIoIcI 
~. 1I121 7O!i 1991 

SOU"fllAMI'TDII 23 Ea! StIMI 
Til. 023111l3:i1 1112 

SOtJTMEIIO 12 SoWIctI!I!CII ROllI 
Til 01102 461 251 

SOU1Hl'OfIr LIniI K1. MIItI6I PIa 
SIIo!II*IQ CtntJ.. Ttl 01704 501 2S6 

nAOOS 520 Entelgh Cenlre 
III bIdI 01 M&S) Ttl; 0111"60 675 
nOCKPORT' 32 Mersey Sallilt 
Til. 0161 47. '.27 

ITOU: 21 SI3tIan! SIrtIt 
Til 01112 205 2111 

'UllOl: LII* 24 nm. Squire 
ShoPPInO Centre. Til' D2'OI117O !M54 

IWfIlDOft 50 AlII StrllL 
fill. 01793 43Ii 036 

THUIII!OCK. UM 41S11, """'" 3, 
L.IkealcIe SlIoppng Ct!Ilre 
T.t 01701 861133 
TORIIU"'~ 12 MIIVI Strtll 
Ttl: 111103 201 036 

TltURO: tInIt I. 8rtcIiII HolM. 
Ntw8nT101Sl.'tIl Til. 01872320047 

l1IH1ftIOGf WlUS .... CImIIen RoId. 
Ttl: 01892 525 783 
WALSAll: unlI21, otcI Sqllire ~ 
CiIrT1re. TtI- III il2 725 2W 

WAIII\AMM£lI WORLD WiMoW ROllI, 
l.mon Till 0115 91118'10 

WMMlQ:TON IJn4 20, TkIII SqIani 
(~CUfrrI), Til 01925 151964 

WAffOflO un~ Q. 1" g..., su.c. 
HliT1lquil! ClntAl. Ttl olm 245388 
wtHtHUTfPl: e 51 GtoTg .. SIJNI. 
Tel 01962860 198 

WO.:J~ LInC 3 CINry COuTt. 
TIt 01433 n16T5 

WOlWflUWlnOM. UJIII98, 
MlIIIIIl CeIttrt lei. 01902 310 466 

WOIICUTEII 4 ~ su.. 
iW 01l10Sl518101 

YOIIt 1M LMKYI ltl Ol9(W 82t 01( 

_ WALES 
CARDIFf 31 HlQh Sir" 
Till 02920 644 911 

NEW~f' 25 SiITW* SMtI 
Til 01133 251! 295 

IW,\MW 45 Pnnc.eu W¥1 
Ttl (11192 4ti3 tH 

~: <II SCOTlAND 
.uERDUM IJN1I J1>140 UoPtIIil~ 
Ttl· 01224 621 261 

ifl! 10 AlI1Il~. 

11IIIIInII1tav!stons. POrt) 
lit 01292 610 613 

IIWtIWI 115~~ 
CIrItr1 KtI8 1IIdI RQId. 
T .... 0141 8851440 

OUNOH.: 110 CommtIdII Slreet 
Ttl 01382 202 312 

(OI"'IIIIGIi 136 ~ Sutet. 
Till' 0131 220 6540 

WT IUIIIDf: . fl9htId ~ 
tlllhl NdI 01 ""65) Tit Qt35S 224 UJ 

fAWftll. 12 Cow 't¥YnCI 
rll 01324 62~ 553 

GWGOW 1!1t1nOO HopI StAIfI 
Til: 0141 332 S5M 

STIMUli": "~StIMt. 
Til 0171& .... 263 

NORTHERN IRElAND 
tnf.ur: lOA c.stIe: Court 
(1oIQnIs bid! 01 m. c:..ut) 
Til. omo 23 3614 

USIURII 3 Smlllltields SquInI 
Til 028t2 534 150 

• • EIRE 
lLAllCIWIOITOWN: lInl2491, 
BllncllMdslOwn ~ Centr-. 0utIIiII. 
rtl 01822 3868 

OiIIUN ' t/ftlI3, lOwIf lIIIwy SIrwI 
Til' 01172 57il 

:::: NETHERLANDS 
AMSTUIOAM' RolOn 36 
Tel . 020 1122 3lI63 
HAAIIlfM: GoeTSUJil 29 
Til 023 551 nn 
IIoml"""" 
v.n OIoITibiiioe.tIIJ)toiG 4SZ 
Til 0102800268 

III NORWAY 
0Jl0: MoIIIrQaIl W . 0119. 0It0 
Ttl: 22332I9G 

:: DENMARK 
UlEMHAVIl ft •• U31i 5 IQ 
Til 33122217 

• • SWEDEN 



INDEPENDE::NT STOCKISTS 
What y our Independellt Stockist can do for y o,,' 

Games Workstlop products are also sold by a IarO;! number 
01 other shops spread throughout the UK The best of these are 
advertised here in White Dwarf magazme. Alternatively, there is a 
complete listing of all the places you can buy Games Workshop 
products Irom on our web site ( www.llames·wo.*s.~op .• om) 
Just to be sure they will have exactly what you want in 

stOCk, we recommend you give them a Quick phone caU before 
visitlllQ. If you're still unsure as to where your nearest stockist is 
located, why not give us a call on 0115 916 8200. Below is a 
complete l1sllng of all aUf Independent Stockists. Those stores 
mar1<ed In green do not carry Games Workshop's range of The lord 
of The Rings products. 

AVON 
1fOO1I1W1I1WI TOVITOfIl: 3 WMI wa YaIt 'own c.v.. 
V.hI ' " 01310 lU 8011 
MAlII!20 I;Ign Sl.1'OntI/INCI hi' DIm &44 7SI 

BEDFORDSHIRE 
CUIIUIII: 111111 "-:t....",.., UOQNaIIIumni 
'II 131$25 21W§ 

BIRMINGHAM AREA 
~M. ---= II1II33 s..ao. SiIIcI!IIWIiI c-.. 
• so. ,.,.. SuIIon ~ 'hi a:no 115' 1328 
11M _ , tr\'S: 1$5 .... Ad RuOw)'. 
ltI aJ214S33nO 

BERKSHIRE 
C~'II: 6311 Mon!IIIrtIok Slrlll ~ 
Til 011135521211 
IWIIMItU .... IIIOK: 42143 Pr.- SqUIll, 8fldtnII 
Ttl Itl344 *124 
IIAIIMICQ IOOlSIIOn; 2Or'21 PI-=a SI:IIIt, WMtor 
'ftOln3&5& 45f1 

BUCKINGHAMSHIRE 
lIIUJ1 \1. T. IALII ~ 6 CIMngn la, 
""'-~ Tit ItlIlU 214 n& 

CAMBRIDGESHIRE 
C'lTl CTQ.I CUTt 7 M3N1!it. ~ Tel. ClI.t53Ml131 
....m I fo\SlHlll: 51 '- 51-~ 
'" 01480 4~ 5(1 
JlnwtUI..-..: 15 8u!IIIgIt SIr .. CilllbrIllOt 
'" 0122"3:1S()l81i 
WUTIotTlIlPtolTMU'T tT\IIIE: 1100'1 SIr-. SL Ne!III 
III 0,..., . 73242 
WUTUR IUAaTfIIIEIfT STOllE: C/'IurUI SII'''' w..tIIdI 
III.. Ol5Jll2Ol5l$ 
WUTUR IEPMTMUT n-= ,..,.. /lao. ~ 
Iii al733!i831S1 

CHESHIRE 
.uc .... II'DIT: 12 /iInIWIUI "" c.- Ttl a121D ~ 
.... ,. u.: 5 ....., SIrtIt ~ III. al., I7IIWI 
I . IIWIIIIlll / 1.: _, IIIOf': %I ~ .. 
IIaIunI lei 01!rlU7JIU 

CLEVELAND 
PIAl flJC1'..:I: 201 Vllltlld. ~ 
111 OU2U33 199 

CORNWALL 
UICIIIlUI: &IiIlMII. fIoIIrnl'I Tel 01202 2770ta 
lUll ,. "'"... IJI« 20 IIWU: KolIN, IMItfI hili, 
SI"~ 111. 017211 n259 

COUNTY DURHAM 
-.:II ~ 5-7 fori ~ Ih5/Iop l AoDIIrId. 
Ttl 013 .. 01. 

CUMBRI A 
.,,_ n DIllon lid ~ If! f-. ttl O'1m GO QII 
~ 41 RnIIII SIrMt. ...... Til' 0153t 1232101 
........ IIODU SIItI': 103 ONs-.. ~ 
Ttl aIM IIe625 

PEABVSHIRE 
DU lIICIWW.1OIIl: ~ MIIUt Str-.1Iu!l!orI 
III 0129t24r03 
' lIUIIIOIIlTD: 108l'1dot8\.--. Til QI7738232-41 
SIiAWU: • 8InIr lid Ma\IcICII TIL 1)1628512412 

DEVON 
o\IIrna: lQI81.boa5 COlIn ""'* .... ~, 8rwIeI1\o.:I 
tM1oIIAIIboI TItOle:!8333441 

ilia '. ' 1kIB;: IIIi IIiQII SlrM!, TlIInM'1i \l11T03 J63C,4i 
UIIUlIIE .. -.s: SZIl* SIrtoM, LImoIrlII 
T"'O I.~733 
IIIII'IM m Il1O'; Mllt1Qt1 SIr .... IWIIIIIOI\. 
tit 01404 4ll'41 
flllTMASMI)I8l: Il12mSlrMlt.w. '- 01H2m711 
IUI __ .-..r.I: 7 CtoIIIIIII ~ 

P.J ~ . .. 7 o.u.o eN! HIIOII "'* SOwIOfI 
Ttl Ol:.:;! 2D lll30 
TW Mm.ElIIIlE:: 5!l1IouII1of1 SIr",, ___ 

Ttl aim 3Z1~' 
. ,. PlUM. ct: I ~ SUIIII DIrIInoIIn 
Til 0180:1132139 
_SIIOP: 30 FIcrpj flU. P'rfmouI!I TIl 01152 221 851 
__ T WllIIlI: 4 I'hoenIl L.M'iI TImIr:wI 
Til 0111&4242819 

DORSET 
LlTnl-lC.Ut: ~-a3 ~ ",*, ~ 
I.Ull202 2511" 
NDIIrTI: DTaar RaIa S/IIItIIImI Ttl 011135 '111012 
1WZMWAl: 5 $I ~ SlrItl, ~ 
ttllllDi 711Ja:ll 

WQU:i32~"'. "'=""'" 
Till 0120251911 
..,.,... ms. ~ 4 TllrSl-. car ~ 
Ttl 011471123I11III 

ESSEX 
•• 111 tftuS: 13 tIIgII SIrttI BrtrTtWIIDII lit I1I2T!' 21U12 

IIMl l1li: 30 '. StrMI. ~WlIo.n ltI 01799 iI(II orn 
-.-... 18.1: Un117IIt. TIlt Klrwy c.ntrl. ~ 
fttOI27im~ 

mMMTtIlll50Mt t.\nI37. JIll MtIdoM, ChIIrMIanI 
Till 01245493355 
lOl'IIWTD ....... M:: S a...... $I WIllI. ~ 
Till 1112(l11~341 

OLOUCESTERSHIRE 
... .... ·1 a..trr c.--. uc.r~, 
~ 0124226111(1 
CTIODJIIE:: I 5 lIIwI SIIIIIl COtIIhIII St!OIIG 
iii \l1453161722 
m 1M: T Hi91 sa. r............, Til 01" M T7I 

HAMPSHIRE 
""TOI MCIIIB. ICUfIIE: 7. NOrIIIIIId)IlI1III~ Alton 
rIl1ll 4211M2;1" 
0AaQTM: ISHCM Roll. FImbcnuo1o ftI 01W!1I06O 
IIIlYIUM WIU u.: . ~ SIr .... ~ 
ret 01420_)(1 
HIlIWII lO"l ,\II -.u: l\IIII33 
~ S/Iopf .... OIrdrt. FmNIft lit 11132t1C113 

... ~~.~_~~" ~..-."...... TttIlI7302678.V 'e" TrmIIII: 20 CIIInIr; r..... ........ 
Ttl 013811 123 .. U 
........ ...,. "-: 3oI~wtJ w.... 
1aI. 0110$ 2St1. 
Mt-.. _IRS:. MIIr1 RaIa. SUII$a 
Ttl 111105133:'08 
lin If .. IWN: 11 SII!I\In fiola. __ "'*" 
Tol al4ZS'IT!~ 

m ...... /001: 8 The Fur1oog, ~ 
I ... Q1425 . 711141 
--...clIft 11 flIIlltllldrllll.IIDmNy III OInt $21 027 
_ ..... Po 8 WlllillgI\lll SIIttt. AIIImhIIL 
Til' 012S2 311'Lf3 

HEREFORDSHIRE 
lUff. IItalIllCP. 4 ~ RfI-' \JnOlIo StrItI 
hi 01432362109 
1IlVIIUIOD . .. ..., 91. "- \III w,.. Ttl; CIMIl ~ 8JII 
IAMTlI'S ~ • CIAfT1,: 211 WIsT SI. ~ 
Ttl OH,u 113 712 

HERTFORDSHIRE 
M ' I.' . 14'1' NofIII SIJM1, 1IIIII:Ip', SIarrbd 
IttIllVII'Um 
~..u:4~1\oIcI,~ 

1111.01!fl32&1JU 
1*ICI ..... 1Jnl II, ThtArI::IM, ~ 
TII..IIUUoIIOOl. 
1IUIlaI: 23111"" SIn«. e.nr- Til 1116101511 III 
' I IIIODEU; 1911lW11 F\gw ~ 111111438 7~1' 
...... , MOIIEU: 116 MIrmiUot 1I0Id, IIIchIII 
1. 0142 4222001 
MMGUU MOII£lI: UnIt 5, TIIr fIUIq .... IIJInr $lrM1 
~ hi 01!N2 50411' 
r1I\'1IIOf': 2S IIiQII SIrMI. ~ Ttl. 01713 2432711 
TIn TIn 1m 41 "'-tI c-., WWwJ'IIGnlnC'q 
Tit 01107 381319 

ISLE OF WIGHT 
fill , ,ton .. 'WIlT: 1~ $I JoIn "'*' IIyIII 
Til 01113'17323 
_ ..... ......u: I4~1IoIIII.,...., 
111: o".:u.:moo 
TW II'IITI' __ ..-: , u..oo st IIY* 
TIl OI!iIU 1le:2454 

KENT 
U , IUIIIIIBJ. • SOlI: 271t1;h StrwI, SiUlgIlOllln. 
111 0'171!i':4 nl 
..... PIWII: 3D"'" l1li DIll. Tit 013001& DIll 

If CIWWfIIt ua 28 CIM"'Y ~ A.tAAN~ 
hi Ol23UI!3!. 
\U'l1&folT: JII3 ThlIIfWwy It.dftIlNlrl 
"" 1i12C112II11T1 
1IUI1IWS: " SIll I'll*, ~ III 1II11Z tM95:! ,..IPAI:I: 10 ItgrISIrt«....,.. It!: 011431Il600& 
twIT., CUTM: 4!. 11$11 a. Gr......:I Ttl 1)1414 S3tlA 
WTU: sa-Sl. CrIntInIc*. Til 0'1510 7132911 
IIAU.M II: §I HQn &t. ...... Til 01&43 & 425 

LANCASHIRE 
I ' ll&AMd: 51 DIiIItI SIr. CImIy T. Ol25126l1W 
MtlIUTIIlIIIt 4 51 .III-. S~ 80mily Ttl 01282 422 S68 
IIAMIIICQ IIIU1IOI': ~41 TIlt \)QIndIII c.m.. 0IIIIIIII 
Til; 111'16206&13 
tIIDC8I a I0Il: 21·27,.".... ~ 
"" Ol~urnl 
..... U&AI1U: :.370.... .......... 
Tlll'1)I52.44103llo4 
........ , fIIIE.J: 3..., SIrta ~ 
Till:. 01701250lIl1 
TWII _ 1&171 ktIlIn FIotId. ~ 
IltDl254_ 
WIIM 1IIIDn CR: 51 Iotirbll !it WlGIn 1111:. 01942 245 BI3 

LEICESTERSHIRE 
PIIIICTU ...... l1'li1: 1·3WIlIlllooIIcI, ~ 
111 014$5 txllI62 
ITM'S MGOll.I, ~ Courtyaro MdT L.M'iI ....... 
MI:Ibot-dI ... ZOIICII Til Ol~ 41&IV 

, 

• 



LINCOLNSHIRE AREA 
M:CUI fIMIDBJ: 16 MII~ PlIca, GIII'IIIIIm 
Til 014111592001 
WT&l.III! 1120 ~ LOuI!I til 01:.016011.' 
IIWOIt1I11EL1: 2CJ .... Rolf. so-. nI 111m nz4~ 
IrUlUTE IUMl'IIIOT StCllf: 1 MIrtM ........... 

MANCHESTER ARU 
Ilt'tl ftlllIIIOOIU • -.s: 80 CtlwCII StrIII 
frudW/n, WllnlngtQll r", 011J21 mm 
TO't1lASllfI: ~ SOlI< SIrMI. ~ Ri Illi42 S71t1S 

MERSEVSIO£ AREA 
, .... __ 208l*an1IW u..o. w-.,. 
"01S1.1 Ita 
.~.T""'Ad , """. WIt!II 
ftj- (ll~1 3443113 

MIDDLESEX 
• Mru WUIIT ~ 121 IGghSUfII li~bndQI 
Tit Ol\l'l64!JO3CM 

NORFOLK 
oWfIlta IJoM.l Ill:. 10SlallOll ROllI, ~ 
Til 01263 121m 
~ 121 JrIOt1D1k~, Kin9l1.)"IfI Til 01553715114 
....,.o\IfT .. 1IODllJ: 248 IIJvh 51 • ..,. tiuM\JnIOII 
kI" 014&$ !a331U / 1)«&11 

....,..,.TE ~ St\llll:: "-car.rr. 
KrlgllI'II 1W 0'563"'" 
.... ttTt: ze..n CIur;f1 SIr. c.­
lil 111263 512m 
St..- ·TlflIIAITU: 31133l1\1li SlMll.~ 
r.I' 01263 m3M 
StAllJll&l.TD,MAIT£Jt:: 12 Hlgh 51 .. tIOII 
rli OUIi3 71!1 01 
fIftIoUTH UIIDOM: 15 C. SUIIlIptWc;fI 
1'11' 01413 t!a3OoI$ 

I 1 tHi --..: 2II1tgb '" Ell! 0trINm 
'II OHM!152 3T2 
IUQIflSII LUaI: IIor1II ~ Till 01. ~312 

NORTHAMPTON SHIRE 
UlWlUGa u. a IWIIlI: I~ lolA ",,*, keIIW"'O 
T41"IIIU035U4 
_SI'II11 a TIn: I 111tIQ~ SIIMlIlu4/lo. 
Tit:01933312U' 
mlW1Oa.lM53~ ~ 
Ttl 01536 51Z!101 
...... n Df.'MTMUT fTlJIIE: ~ SIr ... Cot!rr 
Ttl Ol~~ 

NORTHUMBERLAND 
fNIIf'U"f: lA ""'*If"'" I*'- III- 01Q4 «1887. 

NOTTINGHAMSHIRE 
ACCf.a IIIIIIIU; 43-45 CUIIt GIlt, .....--
Til: 01636 51311& 
MU .. IIIP1:1IIT1M: 43 5todmarl SIr .... ,.."... 
Til 01638611211 
IIIEUI~'-: 4J5 SIII~, AIIIoI1I 
l"It01m 1lXD3O 
..us~, .. taun.~ 
Til OlP 4311311 
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If you are 16 or older you can loin 
the Games Workshop Store Club - a 
unique group whose members can 
participate In the various events 
and special schemes at seleded 
Games Workshop stores. 

STORE CWB NIGHn. •• 
Many GW slom run Siore Club nlQhlS when !he 
doors are closed to the general publit, so IMy can 
concenlral8 on gaming, painting or whatever other 
hobby activities the club members prefer, The Idea 
Is that the staff and members can relax and play 
games In a friendly atmosphere, or use !he shop 
faclhtles lor demonstrations, scenery making, 
painting Of whatever appeals to you and the group 
Overall, we aim to provide a facility for hobbyISts to 
either pajnl, game or lust hanO-Out In I friendly 
Informal environment. 

CAN I STIll BUY STUFF 
ON STORE ClUB NIGHT? 
01 course -though you might have to walt untillhe 
shop manager has rolled those dice and finished 
his round of cornball You can also order anything 
ItIe store doesnl have, by means of the In-store 
Mall Order system. In lact, we plan to put extra staff 
on the Mail Order phollM on Siore Club nights to 
make SUfe there IS always someone to like your 
order and answer any Queries you might have about 
our eXleoslYe product ranges This way you can all 
bene"t from clubbing tooelher and only pay the 
delivery charges once 

WHAT ABOUT SPECIALIST GAMES? 
You can play, paint or Just chat about any 01 Games 
Workshop's ranges 01 games, including all the 
SpecIalist games, such as Necromunda, 
EpIc 40,000 and Blood BowL 

Oroamsing the actiVities Is up to the club members, 
WIth !he approval of the store staff, and theill's no 

Maybe YC;'iJ "'ioy thlJ immense nrefiahfS and 
dmnatlc sl'Ieepmg conflict that Is Epic 40,000 ... 

reason why you can't orgamse a BlOOd Bowl 
tournament, run a Necromuncla IeaoLll! or demo 
EpiC 40,000, to glY'll just a lew examples. 

WHAT ELSE Will THE 
STORE ClUBS BE DOING? 
The truth is we have loads 01 Ideas and keep 
coming up """th new ones IIVIIry davl But wII'lI take 
our cue Irom what you. the club members. want to 
do. We'd Ilke to see mont Inter-regional 
lournaments lot example, and II would be oreat 10 
organise seminars or painting maslerciasses With 
some of the more well known players and painters 
(mentiOnlnQ no names wtI'" see who we can 
tempI to joIflln). Another Idea Is to noId prllVleW 
evenIngs wilen we can show you new and 
forthcomillll products - hoI off the press as It were. 

GREAT - WHERE CAN I SIGN UP? 
Registration Is as simple as a phone call Callinll 
Mall Order will allow you to sign up 10 the scheme 
Within a lew minutes. You can do tills from home, 
or just use ,the store's phone next time you are 
vlsltmg. ()fIQ~ you have Signed up, we'U send you 
yGUr personal membership card 

... or perh.Jps you preflJr /118 fantasy footbalt 
camaae thaI is 8100d 80wl. 

STORE ClUB TIPS 
• Use the notJCe boird n's a ~ idea to leI other 

garners know what you're Into or where your club 
Is, and what actMtieS yOti have planned 

• II you're leaVing the area. let a member 01 stall 
know They'll contact the nearest store 10 your 
new location. 

• Welcome new members. The worst kind 01 club Is 
one that ncrone wants to joinl 

• You don'l have to playa game or painl any models 
at a Games Workshop Store Club. Just drop In for 
a chit about tlMl hobby whenever you like 

• Experiment! Use the lime to explore the nobby In ... .." 
• Share your own hobby skills. Run some 

masterclasses if you 're an expert In a particular 
aspect oIlhe hObby. 

• Run some local lIVents. Get in touch With otller 
Games Workshop Store Clubs or local 
independent GW gamIng clubs and run some 
events. Perhaps a reglonallournament or painting 
competition would 00 down well 

Clubs Nights are a chance for staff to jOin in. Plan out your own campaigns and sctnanos with other garners. 

~-----------------



STORE CLUBS 

Put your hobby knOwledge to the 
test agiil'lS/ other gamers, 

THE MAIDSTONE STORE 
ClUB IN ACTION! 

The club has been operatrng SLlccesslully lor abOut 
Sill months now. On average the number of guys 
and gnls attendlll9 Is about 25 members, and we 
have had over 30 on some occasions. Ages range 
from 17 10 45)'!ars old at the moment. 

Wathammer and Warhammer 40,000 II"! 
played most of lhe time. but Specialist games 
are also ellCouraged. Some of the games l/\at 
have attracted Interest are InquIsitor, Space Hulk. 
and Battte!!!!e! Gothic. We currently haye a 
Blood Bowl league mnnlng with about len 
teams taking part, about hall of which were 
purchased through the In-slore Mall Order 5e1VlCtl 

Club membflrs vary from complete novices 
to battle hardened veterans We also have 
parents who wt!re curious as to what the 
'latest thlno' Is all abouI, then decided they 
qulle like illoo. 

The club provides a friendly and relaxed 
environmenl where help and advice Is shared 
between membel1 on all asP8CIS of the hObby, 

WIIatsw!( your hobby In/MISt, the Club Is , 
good place /0 meet ptOpM with Similar Ideas. 

aoylhlng from modelling tips, painting techniques 
and terraJn btJildil'lll, to makmg an army list Of 

building a gaming table 

When we asked members why they came 
to Tuesday nights, a number 01 common reasons 
kept cropping up. Tiley come 10 enjoy themselves 
and have fun, make new fflends who share 
a common interest and oet lIPS and adVice about 
the /lobby. As for the staff, we want our Club 
(and ultimately lhe stofe) to be SUCCe5slui. so 
we do what It takes to make It that way. and have 
lOads 01 fun alOng ItIe way1 

MlckCJBrk GamtlS Workshop Maids/one 

Exr:IM~ pam/If/(} tips, ~lIifl(} advke. and ~mlfl(} 1llctJQ; WI/h other like mmd«i hobbyists. 

All of our Games Workshop slores run 
Veleran's Nights every TueSday evening . 

"YOU'll! if! expenenced gamer WIth plenty 01 
elq)erience on the battlefield, then 

Veletiln's Nlghl WIll SUll you perfectly. 

You can play games agamst equally 
expenenced opponents. share ioeas about all 

aspectS 01 the nobby and play whatever 
Games Wortsttop games system you like 

Alternatively, lust come along and chat about 
the hObby With like· minded IndiVIduals 

Ttris actiVIty Is run In every Games Wortshop 
store thaI opens lale on Tuesdays, however 

some of our stores, shown here, go one step 
lurthll and run the Stall! Clubsl 

The following slores 
all run Store Clubs. 

AlEROEfIil UnlIt . 3(11'1) OWer ~ ••. 
reI: 01224 621281 

81RMINGHAM 116 Corporallon SlM. 
Tel, 0121 2361880 

HIGHTON 7 Nile SIIeet. Tet 01273 203 333 
CANmlIURY lJniI 5. Iron Su Lilli 

Tel. 01227 452 880 
CHELMSfORD UOO 4C, !'last Z. 

The MudowI Cenlrl. Tel. 01245 490 a.& 
OUIlOEE lID Commerdal SIrMt. 

Tel 01382 202 382 
ENFIELD M GenoM Road, 

Tel ' 020a 363 3238 
DETER \2 Pans Str .. t. 

Ttl 0\392 490305 
HEMEl HEMPSTEAD 16 8ric5ge 51111111 

Ttl 014422'9 7S2 
KUlGSTON 011 THAMES: 33 File ROICI 

Tel 0208 5-49 522' 
LEIC[STEJI Unit Z,1612O &/vir Strtet 

Tel 0116253 0510 
lIVERPOOL 47 Lord Street. 

Tel 0151 2581.tGC 
tWOSTOH( UM 6, 1/9 Pudcllno Ln 

TIt 01622 en '35 
IWtCttfIltR Llnlt R35. MIrdsen 'N"I SOuIfl. 
~ Clntrl T.I 0161 834 6871 

1t£WtAITl£ 13 Clayton SlrIIl 
Tel 0191 232 2416 

1I0RWlCH 12-14 ~tIw1oe Slrtet. 
T,1:01603767656 

1t0mNGHAM 341 Fflar Line 
Til: 01 15 94tI 0651 

OXfORD 1 A 8utII House. New Inn. 
HII StrIIt Ttl; 0\865 2U 182 

I'OOLE lIM 12 TOWfIGate Centre 
H9h Street. Tet 01202 685 63C 

I'OfITWOUTH 34 ArunOII Street. 
Til. 02392 m 266 

",[STOll IS Miller Altade 
Tel; DIm 621855 

SHEfFIELD 16 Fi\lwIUiam Gatt. 
TItOl"275011~ 

IOUTHEIilO 12 SourhdIurth Road 
TIl~ 01702 461 251 

ITOCVORT 32 ~ Square 
Til: 0161 414 "21 

IWAItIEA. 45 Prlfl(;m w~ 
T.I: 01792 463 969 
YOIIIl 13ALlml:a1 
Ttl 01904 828 014 



Based an the popular strip In 
Warhammer Monthly, Bobby Wang's 
Incredible Bloodquest diorama won the 
Slayer Sword of the 2001 US Golden 
Deman awards. We were so Impressed 
that we asked Bobby to the GW Studio 
$0 we (auld take a doser loakl 

mullS 
.... JiooIIqUlllt -." ....... 
lido Knit • CIoIIn. lobby !!ltd .. 
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BOBBY WONG'S 

BlOODQUEST 
US G'olden Demon Awards 2001 Slayer Sword Winner 
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ENTRANTSJ' SURVIVAL GUIDE 

Each year around two thousand "ntries are brought to the Golden Demon painting 
championships, with each of the ''"trants hoping to win one of the Golden Demon 
trophies or even the coveted Slay,,, Sword itself. This survival guide should help this 
year's hopef61s to enter the Golden Demon tournament as easily as possible. 

/ 

WHEN AND WHERE TO QOEUE Demon en"ance but ;, you get lost. 
The Golden Demon tournament ope~ -.simplY .ask one of the dozens of Games 
lor entry logging at...9 ne hour / Workshl:)p slaft who are bound to be 
before the main event opens its doors. milling around. It goes without saying 
To log in your entry you can either that thEI earlier your miniature Is on 
queue by the Golden Demon entrance display better, as this gives it more 
(see the plan below), or enter through chance 0 catch the judges' eyes. The 
the main Games Oay doors (after last entry must be bookedln by 12pm to 
lOam). There will be signs around the allow the judges to complete theit first 
arena directing you to the Golden round 0"' judging by 12.3OpJn. 

The Golden Demon entrance is at the 
opposite end of the N.I.A. building 
to the main entrance - you need to 
walk right round the outside. 

Winning entries area ... .., -

HOW DO I BOOK IN MY ENTRY? 
So you're queuing up and the row of 
booking-in tables are rapidly getting 
nearer - what do you need to have 
prepared? The answer Is a completed 
entry form (see the example opposite). 
It is important to have a separate entry 
form for each entry you have. Please 
complete the whole form using clear 
block capitals. Entry forms can be 

Young Bloods Open Competition 

I~ Golden Demon 
presentation are.l 

The Golden Demon area 
is located on the balcony 
at one end of the arena. Booking in table!; 

THE TIMETABLE: 
9.00 am • 

'0.00 am • 
12.00 pm -
12.30pm -
1.00 pm 

2.30 pm 
2.45 pm 

3.00 pm 
3.45 pm 

70 ENTRANTS' SURVIVAL GUIDE 

Golden Demon competition opens for entry booking in. 
The Games Day event opens. 
last entries mu!;t be submitted before 12pm. 
1st round Judging will be complete. 
AU miniatures thai are not In the winning entries area may be collected. 
Final judging complete - aU winning miniatures may now be coUedt'<!. 
All category winne" are asked over the arena tannoy to gather in the 
Golden Demon presentation area. 
Category winners: are presented with their statues and Studio invitations. 
Winners: assemble by the main stage for Slayer Sword presentation. 

] 



photocopied from the Golden Demon 
article In White Dwarf 267. Printed 
versions will also be handed OUI on the 
morning of the event. Obviously you 
should have filled in as much 
information as you can befor8 you reach 
the booking-In tables. 

Once you reach the booking-in table, 
hand over your entry form and you will 
receIVe a competitor's receipt/entry 
umber card A number will be printed 

on both parts of this card (see the 
example above). This number will be 
recorded on your entry form and the 
category numbel< II be CIrcled on all 
three ilems. Your enl,., card Will then be 
carefully filed and you ...Jm be given a 
Golden Demon competitor's sttcker 

Now your entry has been allocated 
number, all that is left is to place your 
minlalure on the appropriate category 
table. From the booklng·in table, move 
through onlo the balcony where you witt 
find the Individual categories designated 
by large, hard to miss posters! 

CATEGORY TABLfS 
The first category you will teach is the 
Young Bloods. which Is always the most 
popular. The Open Competition Is 
situated at the lar end. In between these 
!wo categories are the eleven Golden 
Demon calegories Including the new 
The lord 01 The Rings film scene 
Cdlogoty Clnd the wfrIning ontrioe or_. 
When you reach the appropriate table. 
hand over your miniature and the entry 

" , ..... 
'" . 

' .. . '" 

number parl of the card to a staff 
member who will display the entry on 
the card behind a glass screen. Make 
sure you keep the competitor's receipt 
part 01 tho card safe as you will need 
this to collect your entry later (no receipt 
- no miniaturel). 

RUNNING REPAIRS 
if entries tl8COme damaged, repairs can 
be made at the repair table which will be 
situated next to the booking-ln area. 
Carrying cases or packing you may 
have for IranspOrllng your entries 
cannot bo teft In the Golden Demon 
area anol must be laken away by 
entrants (bringing a rucksack is a good 
odea) 

MAKINf THf GRADE 
The ""d~,s mark all entries Ihat have 
made the first round cut by plaCIng a 
small , r()lund, green slicker on the 
relevant entry ;,U ber card. These 
successful entries are !hen moved 10 
the winning entries area and displayed 
in the appropriate category. II Is from 
these groups of entries Itlat the first. 
second and th1rd place winners lor each 
category are chosen. 

(OUECTING YOUR ENTRIES 
After 1pm all entries not in the winning 
area can be collected. Simply locate 
your mini;.1lur" ;.1nd present your 
competit()r's receipt 10 a staff member 
who will check that the number 00 your 

0744 

"-..... .....,-..... ~­........ ~--

receipt is the same as the number on 
the entry number card, and will hand 
you your entry. 

AND THE WINNER IS: 
By 2.45pm the names of the Golden 
Demon winners will be called out ovef 
the arena wnnoy system and they will 
be asked to gather In the presentation 
area close to the booking-In area. AI 
3pm the judges will present the trophies 
10 the winners of the 11 Golden Demon 
categories, the Young Bloods and the 
Open competition. 

AU the winners are invited to 
Nonlngham where White Dwarf editor 
Paul Sawyer wm give a lour around 
Games Workshop HO, and the Winning 
miniatures will be pholographed lor 
JnchJsion In a future Issue of White 
Owart 

THERE CAN BE ONLY ONE 
At 4pm the 1 st place winners from each 
category will be Introduced. on the 
Games Day stage, and one of ese 
twelve skilled painters will become 
Slayer Sword winner. After a brief 
introduction, a GW Studio personality 
will open the all-important envelope and 
announce the winner of this year's 
toumament, who will then strike the 
traditional pose by lifting the Slayer 
Sword In triumph. 

Good luck! 
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GAIVIES RANGE 
Garnes for the Dedicated Hobbyist 

Warhammer and Warhammer 40,000 are n,ot the only great games that Games Workshop has produced 
over the years. Up until now these games were only released for a limited period of time and then 

taken off sale. However, such has been the demand to keep these games in print, we've decided to make 
seven of them available permanently. We've called them the Games Workshop Specialist Games Range, 
and below we answer some of the more comlmonly asked questions about the range. 

WHICH GAMES ARE IN THE 
SPECIALIST GAMES RANG!? 
The range currently consists of Inquisitor. 
Warmaster, Mordheim. Battlefleet Gothic, 
Blood Bowl , Necromunda and Epic 
40,000. If new specialist games are 
produced by Games Workshop then they 
will be added to the range as soon as they 
come out. 

WHY ARE THEY CAllED SPECIALIST GAMES? 
We've decided to use the term 'specialist 
games' to cover these titles as they tend 
to appeal to older and more experienced 
garners who have 'cut there teeth' on 
either Warhammer or Warhammer 40,000 
and are looking for something new to try 

out. Or, to put it another way, we see the 
specialist games as primarily for veteran 
pla~/ers with specialised tastes. In 
addition, the specialist games lend to 
cov·er more specialised subjects than 
Warhammer or Warhammer 40,000. 
Mordheim, lor example, is set in one city 
In the Warhammer world In a specific 
period 01 the Warhammer world's history, 
while Balliefleet Gothic deals with 
spaceship combat in the Warhammer 
40,000 Galaxy, and so on. 

Will THERE BE NEW STUFF 
FOR: THESE GAMES? 
Yes there willi We'll be bringing out 
manazines, annuals and new miniatures 

Control gigantic man 
war machines or 

command massive 
armies with 
Epic 40.000 

Fight vicious battles 
In the hives oj 

Necromunda with this 
Wsrhammer 40,000 

skirmish gams'. 

Command huge armies 
and lead them to victory 

to prove you are the 
greatest goners/In the 

Warhammer worldl 

Blood Bowl: 
Thrud the BartJarian 

Take on the role 01 a 
powerfuI/nqu/sitor snd do 
battle against rlvaI factions 

in this SI.¥18r..cJetailed 
I"I8I'1BI'I\.'e walg4m6. 

Lead your warband Into rhe ruined CIty of 
MonJheim in thiS Wamammer skirmish gafflft 

Fsght huge battles between fleets of 
spaCElCrart with Batt/ef/eet Gothic 

Lead your team to bloody victory In 
BlOOd Bowl, the game of fantasy football. 
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Warmaster: 
Knights of ths Whits Wolf 

for all of the games In the Specialist 
Games Range. This is already 
happening - all of the miniatures 
pictured on Ihese pages were 
released within the last few months. 

WIU YOU KEEP MAKING NEW STUFF 
FOR THESE GAMES FOREVER? 
As long as the demand is there and 
you're playing the games then we'll 
keep on supporting them and 
bringing out new material for them. 
Watch out for detalls of new 
Specialist Games Range releases In 
each White Dwarf. 

CAN YOU TELL US MORE ABOUT 
THE MAGAZINES? 
Each of the games in the Specialist 
Games Range has its own 
magazine. The magazines provide 
new rules, articles, details of new 
releases. news and gossip, 
designer's notes, a gaming contact 
section and an events calendar. Our 
aim is to make the magazines a 
'must-have' Item for dedicated 
players of the game that the 
magazine covers. In addition. White 
Dwarf will also publish articles about 
the games in the range. 

Blood Bowl: 
Amazon 

Batt/ef/eet Gothic: 
Retaliator Class Grand Cruiser 

WHAT ARE THE ANNUAlS? 
Once a year we w1t1 bring oul an 
annual for each game in the 
Specialist Games Range. These 
annuals will contain the rules for any 
new models released in the previous 
year, as well as official errata. Q&A 
and new rules for the game covered. 
Basically, as long as you have the 
game and the latest annual 
then you wHl know that you are 
completely up 10 date on the game 
rules. 

DOES HIE SPECIALIST GAMES RANGE 
HAVE A WEBSITE? 
Yes it duest You can lind out about 
new reioases and order on-line by 
visiting the Specialist Games 
Range page of the Games 
Workshop website at 
www.sp.eclalist-games.com. We·re 
gradually adding community siles for 
each of the games In the range, 
which will Include archives, chat 
rooms, links to cool fan sites and 
other bits and pieces. 

Blood Bowl: 
Uzardman Kroxigor 

HOW DO I GET HOLD OF THE GAMES 
AND MINIATURES IN THE SPECIAlIST 
GAMES RANGE? 
You should ask your local Games 
Workshop stockist if they carry Ihe 
Specialist Games Range. If you can" 
get hold of the games from your 
local shop then the full range Is 
carried by Games Workshop Mail 
Order, and can be ordered on-line 
from the Games Workshop website 
at www.games-workshop.com. 

SO WHAT'S NEW THIS MONTH? 
This month we are fe-releasing 
one of the all·time favourites 
of the Specialist Games Range. 
That's right, Blood Bowl is back, and 
It's better than ever! Wilh 
new rules, brand new teams, 
and excellent new models, the 
game of fantasy football has 
just got even more fantastic! 
Also making a welcome return 
in the near future is the Blood Bowl 
Magazine. Full of news, articles 
and new releases, the Blood Bowl 
Magazine is an invaluable asset to 
all Blood Bowl players. 

Blood Bowl: 
Llzardman Star Player 

The Specialist Games Range is available 'Itom selected stockists and Games Workshop Malt Order. Visit 
the Specialist Games Range website at www.speclallst-games.com 
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Battlefleet Gothic is one of the seven 
superb games In our Specialist Games 
Range. The game covers ship to ship 
combat In the Wamommer 40,000 
galaxy, and allows players to command 
fleets of mighty spaceships. In this 
short bottle report we see what 
happens when on Imperial fleet takes 
on a new menoce - the Nectons .•. 

We've Just put the finishing touches 
to the official rules for the Necron 

ship models recently released by the 
Fanatic design team. An early 
'experimental' version 01 the Necron 
fleet rules have already been 
published in Fanatic's bimonthly 
BaWefleet GothIc Magazine, and 
feedback from players about these 
rules has allowed us to line-tune the 
rules Into the final versIon which WIll be 

We decided 10 play a game based 
around one of the fIrst attacks In a 
sector by a Necren harvester fleet As 
Codex Nacron will explain. Necron 
activity has started to Increase sharply 
all over the Warhammer 40,000 
galaxy. though the reason for this 

Jervis checks range to the enemy. 
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D'ESTROY THE 
,rOMBSHIPI 

A BaHI'3f1eet Goth;, baHle report by Jerv;s Johnson and Andy Hall 

published In the Battlelleet Gothic 
Annual laler thIs year. As the new 
Codex Necrons lor Warhammer 
40,000 will be out soon too (look out 
for a pre view next month - ad). we 
thought it would be fun to do a battle 
report In White Dwarf which coincided 
WIth this .~nd also ran the new Nacron 
ship ruleel through their paces. 

One ollhe things we were keen to do 
in thIS ~Ittle report was to get away 

SmlNG UP 
remains E~ mystery. All that Is known lor 
sure is that Imperial planets have 
started coming under attack from 
Necron forces. which invade a 
planetary' system, brush aside any 
defendlnn Impenal forces, and then 
spirit aWcly the CItizens inhabitmg the 
planets i['l the system. The Nacron 
fleet then vanish as mysteriously as 
they arriVed, leaving a barren and 
uninhabiltad planetary system in their 
wake. T~e process has become 
known a~j harvesting, and the Necron 
lIeets wh ch do It have become k/'lOw 
as Harve!;ter lIeets. 

Although Necron activity has been 
increasifli~, attacks are still rare, and 
Ihere have so lar been very few major 
battles bi)tween Imperial and Necron 
lleets. This means that tha majority of 
Imperial Navy commanders have little 
idea of thl) capabilities 01 Nacron ships. 
or the best tactics to use against them. 
We decided to base our game on one 
of the first encounters between 
Imperial !;hips from a sector that had 
not prevI.:;lusly been attacked by the 
Necrons, and a Nacron HalVes!er fleet. 

There Is a, particularly hne story in Codex 
Necrons ~Jescriblng the destruclJon of a 
Necron t~)ffib compleIC by Deathwatch 
Space Mflrines on the planet Benen on 
the eastl)rn reaches 01 the Ultima 
Segmentt. m. The Deathwatch become 
involved because ollncreaslng numbers 
of Necron raids in lhe area, and so we 
decided that our game should act as a 
prequel to this tale, representing the first 
major encponter between ships 01 the 
UIUma Segmentum lIeel and a force of 
Necron raiders. 

from the idea that aU games must be 
tournament style games where both 
players pick an army to an agreed 
points value and then tine up and fight. 
Such games have their place. of 
course, bUill's just as much fun to play 
games that don't use points values 
and have a unique scenario devised 
by the players specially for the game. 
This game was to be of the latter type. 

Andy makes another 
'Brace For Impact' roll. 

In our scenario a Necren lIeet heading 
towards a sparsely inhabited Imperial 
planet has been spotted In deep space 
by a small Imperial flotilla. The flotilla is 
heavily outnumbered by the Necrons, 
so Instead 01 engaging them, they have 
sanl out a call for reInforcements, and 

, 



IMPERIAL SHADOWING FORCI 
Shield Of JIJpItflf 

GothIc clasS battlOCMSef, Ld 9 

Patrol Group Bemn 
Ffrestorm cIasa Jrfga.!es x 3, Ld 8 

Nighl8t:re - Tombshtp 
Reaver - Scythe 

then shadowed while waiting lor help to 
arrive. Fortunately a much larger 
Imperial fleet happened to be nearby, 
and It Is speeding to intercept the 
Necron fleet while It ,s shU In the outer 
reaches of the planetary system The 
game starts at the pOint that the 
Imperial reinforcements turn up and 
attack the Necrons. 

As already noted. we decided not to 
use pomts values lor the two fleets, 
and Instead simply used all of the 
Nacron ships In the FanatiC collection 
against a roughly equal number of 

Hammer Of Thor 
FJetnbulJoo class battleShIp, 
~..d 9 (Admiral, two ra-rolls) 

LOId &tITUS 
Mars class battlecfUlS&r. Ld 6 

Stalker - Scythe 
Nightcrawler- Shroud 

shIps dnd escorts Irom Fanatic's 
Imperial fleet Nacron ships cost more 
polnls than simllarly·sized Imperial 
ships, ~;() this meant thaI the Necrons 
had rTIIJre points than the Imperial 
side, bLIl we reasoned that the Impenal 
fleet commander was nollo know thiS 
and so would engage as soon as hiS 
fleet was of roughly equal size to the 
Nacron lorce. After all, real-lIle 
commanders don't have Ihe benefit 01 
always fighting against opposing 
armies that they know are the same 
strength as their own army. 

TndGn' 
Dauntless class Itght cruiser, Ld 8 

Relanus Squadron 
Flrestorm class Ingates x 3, Ld 1 

3 ""-
2 Jackals 

The sel-up lor the game was diCtated 
by the scenario descnbed above. 
First 01 all we set up the scenery to 
represent the outer reaches 01 the 
Imperial system. In our game the 
Necrons have Just passed a massive 
gas giani, i9nonng the ImpenaJ monitor 
station that orbilS II, and are about to 
enter the asteroid field which 
surrounds the system's inner planets. 
Next we set up the Necron fleet In the 
middle of the table. heading In the 
direction 01 the asterOid Ileld. The 
shadowing flotilla and the Imperial 
remforcements were set up on the two 
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table comers behind the Necron force. 
as shown on the map above. 

Rather than using the format victory 
conditions from the Battlefleet Gothic 
rules, we simply gave each side a set 
of objectives and agreed to judge 
which side had done best al achieving 
these objectives at the end of the 
game, The Imperial objective was to 
protect the Imperial planets In the 
system by destroying or driving oH the 
Necrons, while the Necrons needed to 
brush aside the Imperial fleet so they 
could carry on with their harvest. 
Neither fleet could aHord to suHer too 
much damage in achieVing their 
objectives, 

And With that we were ready to play. 
The battle commenced". 

OPENING MOVES - Turns One & Two 
Jervis roUed highest to see who moved 
first and immediately ordered the ships 
of the shadowing force to go 'AU Ahead 
Full' so they could join up with the 
Imperial reinforcements as quickly as 
possible. The reinlOfCements moved 
more slOWly. so they could fire the 
nova cannon mounted on Lord Berrus 
and launch ordnance from both Lord 
Barrus and Hammer of Thor. 
Unfortunately the nova cannon shot 
fell short, but Hammer of Thor's 
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torpedoes plus two squadrons 01 
fighters and two squadrons of 
bombers ,rom Lord Berrus launched 10 
streak towards the Necrons. No other 
weapons were In range at this point, 
(If's worttl nOllng here that Jervis had 
never played against Necrons before, 
and didn '1 think it fitted the scenario to 
read up on them beforehand. This 
meant he was unaware that the 
Necrons had no fighters. so he 
Included ,escorts for the bombers 'Just 
In case'.) 

Up until now the Necrons had been 
content to. ignore the Imperial ships that 
were sha/!lowing them. but they reacted 
quickly to the Imperial attack. One of 
the Necr(>n Scythes accompanied by 
the Jackal escorts broke to the right, 
while the rest of the Necron fleet went 
left The ~Iecron ships moved incredibly 
quickly (lOrn pared to their Imperial 
counterpllll1S, and Jervis started to look 
a little w'Orried. His composure was 
further ufJsettled when very long range 
lire by NeEron particle whips destroyed 
two of tpe Arestorm escorts from 
Retarlus Squadron. The Necron 
weapons ignore shields on a roll of six, 
and Andy rolled two sixes on three dlcet 
Fortunately most of the Nacron ships 
proved tC) be Oul 01 range, and no 
further SElrious damage was done at 
this stage. 

Jervis decided leave the attack craft 
from Lord Berrus to lie up the main 
Nacron force. and to concentrate the 
rest of the Imperial lIeet against the 
Scythe end Jackals which had broken 
off to the right. If he could defeat them 
while they were on their own and 
outnumbered, then he would have a 
good chance against the rest of the 
fleellatef on, To this end the Imperial 
Ileet started to bear towards the 
smaller Necron force. Hammer of 
Thor reloaded Its empty torpedo 
tubes, and Lord Berrus started to fuel 
and arm its second wave of attack 
craft , Unfortunately Jervis rolled a 
double when checking to see if Lord 
Berrus managed to rBarm Its attack 
cralt. so the second wave would also 
be Its lasl. 

Jervis was much luckier with his 
shooting , however. First of all Lord 
Berrus scored a direct hit With his 
nova cannon on the Scythe breaking 
off 10 the right. The nova cannon 
proceeded to get six points of damage 
on the Scythe, and even though the 
Necrons 'Braced For Impact', giving 
them a 2+ save against each point of 
damage, two points of damage were 
inflicted on the Necron craft. (Most 
ships in Battlefleet Gothic only get a 
4+ save when they Brace For Impact. 
but the Necrons receive a 2+ save 
Instead.) To make matters worse for 
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the Necrons, further attacks from the 
tong range weapon batteries on 
Hammer of Thor and Lord Berrus 
managed to inflict another two points 
of damage on the other Scythe class 
Nacren ship! 

However, despite the damage his ships 
had suffered, Andy was clearly 
undeterred, The Scythe and the 
Jackals closed with the ships from the 
Imperial Shadowing force, while the 

remainder of the Necron lleet started to 
swing round behind the Imperial 
reinforCHments, The Jackals opened 
lire on I;)atrol Group Berrin, taking out 
one of 11e Firestorms, and fire from the 
rest 01 tl1e Necron lIeet knocked down 
all olthEI Hammer o( Thors shields and 
inflicted two points of damage, 
(Allhou'lh Necron ships only have a 
lew weapon batteries compared 10 
compambly sized Imperial ships, their 

weapons are much more accurate 
thanks to the Necrons' sophisticated 
sensors. This meant that Andy was 
typically roiling almost double the 
number 01 to hit dice that he would 
have done With an equal number of 
Imperial weapon batteries. If Jervis had 
been aware 01 this he would probably 
have Braced For impact against the 
Necron firing on Hammer of Thor.) 

However, not everything went the 
Necrons' way. In the Ordnance phase 
of the Necron tum the fighters and 
bombers from Lord Berrus were able 
to launch an attack run on the Scythe 
that was coming round behind the 
Hammer o( Thor The Imperial Fighter 
escorts were destroyed by the 
Scythes' defensive turrets, but the two 
bomber squadrons made it through 
and inflicled another two points of 
damage on the Necren ship, cripphng 
it. This was a heavy blow to the 
Necrens, as Andy could not risk having 
the ship destroyed - so It played no 
further part in the battle. 

THE TRAP - Turns Three & four 
At this point things were looking very 
good for the Imperial side. They had 
split Ihe Necrons in two and the whole 
01 the Imperia! lIeet was heading 
towards the smaller part 01 the Necrnn 
lIeet. One Necre" ship had been 
crippled. and although the Imperial 
fteel had taken some damage none of 
it was sel'ious. 

As things were gOing well, Jervis 
decided 10 stick to his plan. The 
Imperial ships kept on closing with the 
Scythe and the Jackals, blasting them 
with as much fire as they could bring to 
bear. Unfortunalely Hammer of Thor 
and Lord Berrus were still too far away 
to provide muct'l help, and all of the 
hits scored on the Isolated Necron 
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ships bounced off the 2+ saving 
throws they received for being braced. 
Still, the Imperial ships were In a good 
pos!lion , closing In on an isolated pari 
of the Necron fleet and having left the 
main Necron force well behind .. , 

Or so il seemed, because just as it 
looked like the game was in the bag lor 
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the Imperal fleet, the Nacron Tombship 
and its EtSCOrts suddenly made use of 
the Nacr!:ms' special 'inertialess drives'. 
Imperial.ships add 406cm to their move 
when !hoy go All Ahead Full, and they 
may not lum, but the Inertia less drive 
allows Nacron ships that use All Ahead 
Full orde~ to add 106x1Ocm(l) to their 
move a~d to make a turn every 20cm 

as they move(I\). Andy used this rule to 
quickly close the distance with the 
Imperial lIeet (the Tombshlp moved 
aDem!!!), with Ihe result that instead of 
the Imperial ships having Isolated part 
of Ihe Necron fleet, they were now 
caught in a trap between the two 
Necron forcest The only good news for 
Jervis was that the Necrons shooting 
was disrupted by the specialrnove they 
had made, and so only caused a few 
points of damage on the Imperial ships. 
Nonetheless, both battlecruisers and 
the Hammer 0' Thortook damage from 
the Necron tire. It was suddenly very 
clear thai the Imperial fleet was being 
outgunned and out-manoeuvred. 

Jervis knew he had one last chance to 
lurn the tables. The Scythe which had 
not yet been crippled was sUII isolated 
and could be attacked by the entire 
Imperial fleet. If they could destroy it 
there was still a chance to win the 
baUle. To this end all of the Imperial 
ships started to bear down on the 
Scythe. Those that could locked onto 
the vessel. and both Hammer of Thor 
and Lord Berrus prepared to fire 
torpedoes and launch fighter bombers. 
A veritable tornado of fire erupted 
agaInst the Necron ship, but none of 
the fire was able to get past the 2+ 
saving throw it received for being 
braced. Finally the Berrus's- bombers 
managed to score a slng!e point of 
damage, the only damage the entire 
Imperial fteet was able to inflictl This 
was just enough to cripple the Necron 
ship, but this was scant reward 
considering how much effort had been 
put into the attack. 

Andy now prepared to make the 
Imperial fleet pay dearly for the 
damage it had done to the Necrons. 



The Tombshlp and the bulk of the 
Necroo lleet opened up on the Imperial 
ships at close range with all 01 their 
deadly weaponry. Shields flared and 
went down, and at the end of the round 
of shooting both Lord Berrus and 
Shield of Jupiter were crippled. and 
Hammer o( Thor was within two poinls 
of being crippled 100. It was a 
devastating blow. 

END-GAME - Turns five & Six 
Jervis knew the game was up, and thai 
the only thing 10 do now was 10 try and 
disengage before he 1051 any of his 
ships. Fortunately he was In a good 
position to do so, and although closely 
pursued by the Nacron escorts, the 
bulk of the Imperial l leel was able 10 
get away. Both Lord Berrus and Shield 
of JupFter managed to disengage 
almost Immediately, and although 
Hammer of Thor was crippled before it 
got away, the mighty vessel was able 
to disengage 100. The Trident 
managed to escape undamaged (the 
only Imperial capital ship 10 do sol). 
but only three 01 the Flreslorm escort 
craft managed to escape. the 
remaining three escorts being lost 
covering the retreat 01 the main fleet. 

Having driven off the Imperial lleet the 
Necroos proceeded on their way The 
Tombshlp had not been damaged. The 
h8J'\fesl would take place as planned ... 

----------- CONCLUSION ----------
It had been a thrilling and closely 
fought batUe. Although the Imperial 
side had clearly been outmatChed, and 
this told In the end, they had hung on 
In there lor most of the game and with 
a bit 01 luck could have done a lot 
more damage to the Nacron fleet. As It 
was the luck evened out, With Jervis 
having the luck at the start of the 
battle, and Andy getting the luck at the 
end. The result was that the Impenal 
Reet was forced to withdraw leaving 
the field to the enemy, and in these 
terms the battle was clearly a Necron 
victory 

However, when playing unbalanced 
scenarios like this. ii's nol really about 
who won or lost the battie, but how 
well each sIde did under the 
circumstances. When we sat down to 
discuss the game with Andy 
Chambers and Pete Haines. we came 
to the conclusion Ihatlhe Imperial fleet 
had done rather well all things 
considered. After all, It had taken on a 
superior and preViously unknown 
enemy. and had still managed to 
cripple two 01 the enemy capital ships 
without actually losing any 01 its own 
Although the Imperial lIoel had been 
forced to retreat, It had done so only 
once the battle was clearly lost and 

after il had Inflicted as much damage 
as possible on the enemy 

Most Importantly it had disengaged 
without losing any 01 its capital ships. 
BecaUSI~ of these things we decided 
that the Imperiailleet had done slightly 
better than the Nacron fleet, though In 
Andy's .defence it must be said he Is 
more u sed to playing against the 
Necrorm than with them, and so the 
game had been a learning process lor 
him as well. 

However, questions 01 who won and 
lost aftor a game like thiS one are 
really ll'.IOOt What was Important was 
that both players had a great time and 
had theIr skills tested to the utmost, 
and tha'1 the battle which unfolded on 
the tabletop contaliled real drama 
and excitement As long as the 
games you play achieve these things 
then evoryone ends up a winner. 

You eeln find out more about 
BattleflE!et Gothic by viSiting the 
8attleflaet GothiC website at 

hHp:lI'lo'ww.battlefleelgothlc.com 

The Batllefleet Gothic game and 
Banlefleoet Gothic Magazine aro 
avaitabli3 Irom good hobby shops 
everywhere, from your local 

Games WOrXshop store or our Mall 
Order department. If you have any 
questions, suggestiorls or comments 
about this battle report then the 
Fanatic team would love to hear from 
you, and can be emalled at 
fanatieCgames,workshop.co.uk . 
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The BattJelleet GOthIC 
boxed oarne contarns 

SattlefIee! Golhlt rulebook 
With campaign rules 
4 Imperial crtllSers 
4 Chaos cruisers 
12 assorted dICe 
Fleet Registry roster pad 
2 plastic range rulers 
<Ntr lOll game counters 
Two reference sheets 
Gelling Started guide wllh 
eXCIIlSM comIC strip 

\Warp Siorm 

Balllet/eet Golhlc £40 boxed sel 
The game of spaceship baUies IS set dunngthe Gothie War 101M 41st M klnnlum. a 
grim lime when tM Imperium Of Man lights lor SUfVMIlrn a hostile galaxy 9anlafieet 
Gothic leIs yt)u command fleets 01 warshIps In deadly conlllCl among the stars. lfIough 
whether as Mankind's saviour or itS destroyer IS up to youl 

The Official 8a"lelleel Golhic Magazine £2 each 
Banlefleel GothIC Magazrne IS a 24 page bl-montlllY publlCalron that 
no senous Banleflee1 GothIC player should be without. Each ISSue leatures 
new ship classes. fleet lists, new rules and hobby al1lcles which 
help supplement the Banlefleel Gothic hobby'. SubsenpUons are avaIlable 
Ring Mall Order lor detarls or look LIS up on the web al 
...... $JI.d.lisl·g~mlJ. c(Jm and also al www.b.III .... tltgo.lric.com 

£12 

Warp Storm IS the ul!lnlate Banfefleet GOthIC compendtum It cootJlns new rules and fleet lists for the likes 01 
the Space Marmes and the Ork Waaagt'li. ship rules for tilt! Eldar VOid Sialker, and Abaddon and hIS Planet 
Kiner II also Includes bante reports and taCtiCS. so you can learn from the eJlperts. An essential yuida lor aU 
serqrs BattJelleet Goth~ players 

For more information on BaHleflel:tt Gothic , log on to www.batttefleetgothic.com 
For "lore Information on the Specialist Games Range, log on to www.speciafist·games.com 



IMPERIAL :NAVY 
Retribution Class Imperial Battleship £12 

The POOl! Of the Imperial Navy. IN! RelribUtJon CqSS 
banleshlp Is one 01 the most heavily armed shIPS 
avadable 10 the Imperial lleet. Armed Wilh muiliple 
weapon binerles. the Retribution can redllCe any loe 
to wreckage In menl moments. 

Imperial Daunlless Class light Cruiser £6lach 

The Oauntless IS a popular class 01 ship. 2S fasl and manoe IfiIb~ as a frigate 
IlUI with a ferocious Irontal Jance armament 

Imperial Cruisers £8 for two 
The mainstay of the Imperial Navy, the Imperial Cruiser is one 01 
the most versatile ships In the Gothic Sector. Each 01 the two 
mulu-part kits can be made Inlo ooe 01 seven classes of cruiser. 

NECRON RAIDERS 

Scythe Class Harvesl Ship £9 
This poWllrtul CrulSllI is the mamstay 01 the Neaon raiding flee! 
Bnslhno Willi lechl1OlOgteally advanced weaponry, the Scythe 1:1 
it deadly opponent, more than it match for any crUiser 01 ItS size 
II upgraded to a Reaper Class Harvest stllp. the crUISllrcarrles 11 
Necron SepulChre. and can utilise the tlllrifymg nightmare ftelcl 
10 dlSOnentate ~nd demoralise oppooents 

. . 
b b 

Dirge Class Raider £6 for four 

These IIgm escons harass the enemy With their lightnmg arcs. belore 
clOSing and utiliSing their portals to bOlird and oV!(run enemy ships I 

Cairn Class Tombship £12 

The most powerlul ship In 1he Necron nee!. this 
battleship epitomises the terrifying dread 01 the 
Necrons. Armed With battefteS olltgtnning arcs. and the , 
dread powers oonUlIled wltllm ns Necron Seplilchre, 
the C,lIrn Class Tombshlp sweeps U1rollgh the ~old 
decimating everything in Its path 

Jackal Class Raider £6 for Ihree 
These hilavler escons are armed only wllh upgraded lighlrllno arts. 
Hunting in packS. !hey are more than capable 01 taking down larger loes 

Available from Mail Order (0115 9140000), www.games·workshop.comandwww.specialist·games.com 
l'mcxiII/! noI 5/IcVIrI «fUJI SUB) 



82 WARHAMMER CHRONiClES 

rhammer 
chronicles 

By Gav Thorpe 
Ikre for your :.crullny to; the nlOW Wood Elf -""ork in prugreMi' lisl. II I'CI)laco 
tht ont In Ravening lIorda and offers a hinl of slUff 10 comt' in the (ulUrr 
W,ood EJr Mudes book. I'lc~ use it in your battles and lei Alessio know )'ou1' 
impressions. 

Preview Army List: Wood Elves 
Uy A1cs~io Cavatore 

Tei the Wood £1n:s, their (Hrc .. , home 
of Loren I~ a sacred place. l'hq- i'u;ud 
il Io"llh all tllclt ~lrcnJtlh Jnd curmln!(, 
leading inV".ldcr'I to their doom In the 
d;lrkt'Sllanglc~ of the Ihll ... kc~t .... Ol.ld.~ 

111(' Wood EIIo't'~ of loren are the 
mas ter. of the Ix,", and II ~ ·.:ud that 
an Eh~n m.:lrk$m:m em hit Ull: l'YC of .t 
Gublm in the dMk. Mall)' ,tr.UI~ l:tIn 

all! told In the land uf 1l~lonni:.. about 
I~ fer Eh'cn I.ord!. of loren 
Troubadours of Courunoe 'log of a 
cult of \Ii aru:IIK'tD, )~)tmlS FI\'\. ... wuh 
ldh:lI acruh:uic :ilillil1C'S, a~ well ;t.~ 

~u20nb"C!' and terrible lk;c,lm~u.:~. tll'-... 
.... 1)0 Iiw :lI110ngsl Ih,' .... lld animals of 
lho~ forests 

TalC!! .ili;o teU of f:tn~s who "lng to the 
U'\:CS 2nd phZIlL'i, ~h"l)ing them to fOfm 
their home!> and m;u;c the p;uh~ uf the 
fon.-~I mi!.tilrea Inlnlde ..... 11)(.' most 
f:lIlclfull"3.lc. ... spe:Uc of Fun.--.t "plnL~. of 
gJ..:Int tree<; Ihal wall. like men. bul 
Ihe~ are probahl} me~ f.iliIC'l few 
e\er lemure 10 lhe #ade!> of I,()~n. 
:md f('1.\-.:r ,ull n;tum \\"h~ Ihe) do, 
the}" an: found on the bounda.ne.<. ("If 
thc IAtre il 1'0000t. their bodk'< brob:n 
and .. Irung on the branchc.'"S of the 
tree. .... as "'~.rTllng.'i 10 t.rC:Sp;;l5..'i("f' 
Bn:lonnlam ha\'C It-..I.mCd 10 Ii>;;!r tht: 
Fa)nc Folk', and It.'all:" Iheir WOOdJ~IKl 

l.lOgdom alone 

\0 l..on:n teoL'. ,hrouded In' ml'L' Jnd 
m:.ag.lc, broodmg and 

forblddlns Be "'~.uv. 
I .... JI,dlcr. and du not 

\'elllutt' Into the 
.. h;l(klW of Loren 
FOf (.""\·cn If)'Ou do 
not iOl>(" rour life It! 
:1O Hlven llJTO .... Of 
sword, )'OU nw:;hl 

U":I.vd for 1111'\.'(' 
hundred re:u.., 

amongsl the gI:.ades. nC\~r 
re:lllsing the.' ume th;u h:.a.s 

pa.'i'iCd until )"00 return 10 Y(lur 
homt' and the: )"C:l.1'I> I:lke Ihelr 

toll on )"00 in an q"Cblmk 

\lood Eh'cs Ii\!: in leI") 
fl ..... pbccs boide.. 

I .. oren 1l\c fClm-l of 
Shaduw", :.and 
Dral.",,-aJd H>n:'\l are 
'i.1Jd 10 hold ~m:.lU 
Ehl:"n communlli('"!o; 
~ull A m;1O )hould he 
.... "":lrY in these pl2n'~, 
for many ha\"C died h) 
unseen ;lJT()W'" .... h\·n 

they holl'e (,,: .. p~d 
Inln the domJJn.~ of Eln:~. 

wlthom cI'Cn kno\> illS 111;1.1 
Iher had p:L ........ '(llhclr 

ill\1~jblc bordc~ 



Wood Elves 
Special rules 

• AU unns in a Wood EI\l.~ ~ ami) 
(c'ncpt fh'l"l') if(llo r\: Ihe 
mU'iCml:nI penillt lC\ (or m0\1I\8 
Ihrul.l/olh \\oods 

• AU '" ('Iud Eh 'c,' nonomJ.glCal arro ..... '! 
an: Armour Piercing;ll ~hon r:l.ng~ 
('o('c pag\: \XJ 01 the W;trhammcr 
(uk-book) 

• " ,x1oli t:l n.~ lIell!:f ~uff~r the nomlJl 
. 1 UJ hn pc:n:lln when ,huohnjt :u 
l<lng r.l0tte 

• " ood Elf Archmagc' "Hit UM' am 
Inn.' uf maj.:.K" rn~m Ihe \l';lrhamml'T 
ruldx.lQk dod Act II + I bunu.'! to 
1/)(' 101;11 rolled .... hcn t',NU1K s pelb 
from thl: l Ofe or Ika"L' or rJu: ton: 
(If 11ft' , Wood Elf Ma~c'i rna) on!) 
U!Ie the Lore of Ika;,L~ .ind the Lore 
(II Life 

• All \\ oud f.lfwl~J.nJ ... "no ..... the 
rn.:c.~inging ~pd l in IIddlll<lO 10 
their normal ,pcU~ "h~ ~pdl h"s a 
... .I~llnJo; \',due ur -1+ . It c.m be CoISI 
o n ,1m' wood wi thin 11:1" of me 
u\tcr, pn)\'jdel.l lhal Illen.' .Ire nn 
enen1\' m(Jdel, m~ldc II II un be 
(,\,. on '~ ood, ~'ont;lIn"l~ "(lOti I'lf 
UTIli' bul the t:nt~ urnt mu', be 
I n ~ldc the w(')(X1 If onc or more of 
Ihl' unit'.') ml.lckl~ 1m: (lUtl)llk tht: 
\\ood, !.he spell c:m rlOl be ca.'t on 
,I If e;( .. t ,ucccs~full)'. the wood can 
be Illoved 06+ I" In a dln."'Ctinn 
no m tn;lted b} the UStCf" bdvrc 
rtlllin~ The wC)ud mtiSI \IOP .... '1' 

"oon a5 It rome<. Inlt) l'On!;U:t Wllh 
Any o ther unl! or 1>tt:'Ct' of temun 
I rie nd l)' troops which an: c-:nurcl) 
m Slde the woods move tc~ethcr 
... ",h Ihe wood, btll mU'1 cod Iheir 
muve ... , ICalI l I" :I"'''y fNm enemy 
model, Tn)()pt> Ih.1I mo'c ",im the 
"'nod COUn!;lS hanng mO\'('d for 
the ocxt shoounR phao;c. beh 
"',Kid GlO 001) be mOH:d ontt per 
" agle phase. 

• \lI Mo'" P.lves 3Imo" in'":triabl}" fight 
ddcn~i .. c batlle.') agli inM in ..... dcn; of 
thl'lf h idden realm!>. Their ;lm\l~ 
ICJ) ran.: ly ICOlure out oftheir 
s)lh.l.n re~m 11le foUOwinl( rule 
n:pre<.enL' thIS 
In I' llched ij;mlb (, e ,I3rio 1 o n 
p;lJo(e 199 of Ihe Wam.tflllller 
rulehouk). jWit :tfter Ihe ro ll for 
lahle.' l)'idc. the Wood mf pl:l ~er an 
pl.4l"C one cXlr .. wCMxl an)"" here m 
h i!. 0\\ n h"lf of lhe t:lbk (cownn!: 
a fll.tXlmum atea rough I) ~ I"tgt: ;Al) 

• cin.:lc of 1" I1Idm5) . Theya1su 
havc A + I on alilhe rnll!! made 
dunnjo( deplormenl. 10 chcxlSt! Ih~ 
IJ"hle '>I Ue. to decicle "ho 'Ian~ 
rkpJoymg ~nd ..... ho g'''\ liN (in 

dddnlOn 10 ~lIhcr modillers) . l ot!)' 
3hu h;l.I(." a .~ 1 on the roll 10 
determine ' I'I wh ich OHler $l'(lU1 il1g 
un it. are deplo)cd 
1"0 countl.'rh.al;lIlce Ihl~ . Ih..: enemy 
Mel~ 100 \'je1Ory poInll) for l"alh of 
hl.' unill) Wlt!1 a l nit ''I(ren~lh of 5 
or mof"C thaI emb !.he Wlnl(, 
coolplelel) inside Ihe Wood I:h'C!<i' 
deplormel11 lone ( n CX11lK tlni'5 do 
nm counl ) ' 111e e nemy :lisa gets an 
c:lClr:! 100 Vit!lOry I)OInt.-. (on lOp or 
the non1lOlI 100) for cac.h or Ihe: 
uble: quane" ronu,imng the Wood 
H\cs' clcpioo; mel1l 1,oOC he contrOb 
al the e:-nd oi- the ~1l1(, (~o;:: fTAge 
19'" of Ih~ \lamammcr rulebook) 

Wood Elves 
Mag:ic items 

You AI!!)' dlOOtIc magic item~ for your 
lhar;lcte ..... ;md un l L~ ("1m the.' 
10110" 1118 1t:'>1 :md.vr Ihe common 
magIc item~ on p:lgc ' ''j-j of Ihe 
\larhammer njlcbook 

MAGIC WEAPONS 
Tho;:: Splril SWI(Ioni .. ~ pts 
Wound~ aUlorrlam-:.t ll y. ~al'cs.re 
modified 1». thl: 'itf"Cngth of Ihe.' uSC'r 

tlunling Spea r "j~ PIS 
Re.'pJaces !.he Ch ar.tCtl"(!!o lon(tbo'" 
<":u\l nt~ a..~ a mugiC'dl hand ","capon 
wllh no pan icu lar power In du~e 
comb;l.t It can abo Ix- Ih rown like a 
j:l\l'Hn "'11h a r:.ngco of IR~ lfi l h lL' It 
(ount..' a .. a boh IlIrtml.'r w,th 
"'trength 6 Mkr re-.olllUlg tIK 
damage. the:- spear \\111 n)' blck IIltO 
Ihe- hands oflhe oc:lrcr. NOle thai you 
ilia) Siand & Sh(M)1 "'ilh Ihb J;1>car 

alatle of FUI")' <;0 pIS 
The:- hearer ~UJf'l~ +1 Anll.:k..s \\hen 
fighting WIth dl1~ SWflrd 

Bow or Lorell 10 pIS 
Replace~ till! char.lcle(, Iongb()\\ The­
Bow of l.oren ha..-. 3 ."6" range. II fin.'S 
a number 01 shOb equal to the 
beafCr'S Auacks :11 hl~ ~trcnjo(lh Ail 
$hOL~ mUSl he i1ireCled at the !i:lme 
la'1l-el .4nd lOU III ;I.:' magICal 

Jla il o f Doom Ar mw 1<; pIS 
'1\ hen fircd, [hI~ a.m;w. ~pJlls 1010 .~D6 
m:tglo1 ~~ :.m)V<"S Roll to hll for each 
:'n"OV> One U~~ onl) 

MAGIC ARMOUR 
Shie ld orpto los 1'\ pIS 

( .oun'-" a~ nonnal ~h ldd (6 + :lmlOu r 
:..1",:' ) G1\'l'5 th ~ be.arer 11 1+ lIrmour 
,a\e :lgaiOS[ m.~ilc :lulIek5 that 
c:anorn be imprm'«i b)' .t.n, IIIC3ru 

TALISMANS 
Vambrnces of IJghlning ;0 pIS 
rhe.' be;tfCr h;tJI :I ";+ \\ ~r(1 \J,\e. 

Amber Amulet PI.'» 
Ik;trcr ft'con.-n I Wound al lhe.' !llan 
uf elIeh of h L" fUnlll ('IIlf>" "''{)rlunA Ir 
[he- heMer '" j,,,lk-d) 

ENCHANTED ITEMS 
11u: \ coru of Ages S"j pts 
At Ihe beginning of ;til)' of 1m. M;I.(fic 
ph:lSC' . Ih(.' bc:\rcr nn thl"O'" lhe 
Morn tOW'at\l, 3 point of lhe t:tble 
1In,,,,,,hcre .. ,Ihin the beilrcr') line (If 
slgin GuCS) the ~gc 10 lilt' point 
)"UU 'rc :unting al a.nd dt:ldmlOe ",hen: 
the Al;om I;l.uds dli ,,'u "ould f(, r a 
!ilOne:- thm" cr shO! PI;l.lC a nc" wood 
(up to r rAdius) with r" centre al the 
point where the- Acom has .')tfUc k Iht: 
ground Ir a MiSfl re IS rolled. dIe 
Acorn hA.'i no cffecL One u..e only 

lfa Ung POI io n ~ pts 
Can be \Iscd at the hcgl11n mp. of all)' 

pha.'iC . 'nlC Ix-lrcr or am llOl' fMerult\' 
model within I" o f the:- bclrer ' 
recoI'en;:a.l1 \l, ound,. sulfcn:d IU Ihal 
pOim III the baule. One u!tC onl) 

The Cloak of "'L..-I 15 pb 
The wearer nn be deplo"cd a.~ a 
",,", 

ARCANE ITEMS 
Wand of J e t ~O pI!> 
AdJ5 I dice 10 the Wood Elf .tmIY'~ 
pool of magie:- dke in each p lll)'Cf', 

'"m 
POlioll o f Kno wledge 2'; pl~ 
Can ~ drunk during an) U'OOlI Elf 
\t:JglC ph;Al)t'" . Ik:a.n:r ma) (':J.!>I l single 
spdl for fn. .... (counlS a~ Ix-In(f Cbt :11 
Ihe ) 1)(: 11 ') Cll.l)llllg ,-:.Iue) , Om.' Ul)(: 

o nl) 

MAGIC BANNERS 
8:.nner of the Fo resl 100 piS 
,,.,,:- beaf"Cr and aU (rlendll unlb 
wllhln 12" .lJ"I.' immunl' to t»~'chu lllh,) 

liannc-.r of Ihe L)'flX 10 piS 
Iflhe:- bcarcr or the unll he 1~ Wllh nee 
from a charge and lire nOI d l's tN.Jycd 
b) lhe t/l.I rglllg enemy, they rA liv 
,m medi:l.Ic1y:lnd can :Il'1 nnrrnllih In 
thell" n(".sl turn 

8anne r of the Bear 20 piS 
f:.ncmic, III ba:.c: ronl;l.CI WIth the 
bc.n:r or the uni, he i~ "'ith ncver 
coun t the + 1 omnulllberlllg bonu!> 
when ","orking OUI (oml>:11 rI.'!>()lullun 



SELECTING THE ARMY 
Sec pllj::e 1;}8·9 of I~ Warhammc:r 
rulcbook with the (oUowi0lt addllioo$ 
and amendments ,\ hen chc)()'>lng ),our 
Wood Ehc:; IInny 

CHOOSI NG CHARACTERS 
Char:l(lcl"; are diVIded IOto tWO broad 
ClUcgor'cs tor<b (fhe mllM powerful 
chanctel'5) and ilcl'OC5 (!he ~t) The 
mulmum number of charnCICI'5 an army 
Cin inchHh" Is ~h()\\.TI on the (han 
below. 

AnllV V:llut: \1axlmurn Maximum 
CharJ.clcr,; I.enls 

< 2,000 0·' 0 
2,000-2,999 .... UplQ 1 
;'0,000-3,999 ... up to 2 
+ t .OOO +2 m;1)[ + 1 max 

J\tPORTANT The number or chlll"J.ctCt'5 
Is lbe tOlal number of charnaer.. 
allowL-d in the ;lnny including Lnrth For 
c).ample a 2.500 point.. .. \I:'ood m"e5 
army m:ay h3\'1: up 10 I chal1lClers in 
w",,"l, of which 1 mil} ~ a toni 
(le, I lord + 3 IIctoc:!o) 

An anny doc) nO! h:I.\'1: 10 include the 
maximum numbel- of cttilracK'n\ 
allo\\'t:<I, and can aiW'oIY" Include ft..'YITr 
than indicated down 1t);I. minimum of 
am.: (Ihe Gener.!!). Simllarl}, an ann~ 
dOC!> nm h~"" 10 Indude lortls·, ,I <;;In 
Hlcludt: :Ill of liS ch:l.r.U:len. a~ l' I'IlJoe§ If 
you prefer 

LORDS 
FOREST LORO ....................................................... 150 points each 

MWSBSSTWIALd 
FIDrt'Sl lord 5 7 ' I 3 3 8 4 10 

""capons: ~Iand weapon ;md lonJtlx>\\ 
Opliuns: 

May ch~ either a ~pear (+3 plS) or an llddltlon:li hand weapon (+6 pI .. ) 
\Iay wear li¢n armour (+ J pl!o) and. or C31T}' a shield (+3 pI!') 
\la}' ride clther tm EJn:n SIC("d (+ 18 p"'.) . a (ift>'at F.aJ1.le (+'ro pl~) or 11 
Green Dragon (+~20 pl~ . roun!!> ~I> an .Iddilitlnal l1ell ) choice) 
Mar chorn.e magic items from the CtlOiOlon or Wood EJ~~ Iltasle lu:nl~ hSI 
10 a OlaxinlUOi tOI;;l;[ value of 100 pL' 

ARCH.AtAGE ....... .... .. .... .......................................•.• 200 points each 
WS 8S S T w A W 

Archmage 5 4 • , 3 3 5 9 
'lrellpons: Hand \IIIetlpon and longbow. 

Magic: An Atchmagc IS a U"eI 3 WiC.lrd III.' lila) choos.: one of the l."I>:hl IQre~ 
dl~ribc:d in Ihe Warhammer rulebook 

°lltJon/l: 
• May ride (Ilher an El~en Stced (+ 18 pl~) . 11 Unkonl (+~O Pl.li) or It 
Gn':u Eagle (+50 pl.li) . 

May choose magit: Ilcm~ from the Common or \'('ood Eh'Cs magic IICOl~ I~I 
to:t maximum foul ,-alue of 100 pIS 
May be uP&raded to a I.e.'ct • \'(iatd for + 3"i pIS 

SI[l"-'1:ial Rules: Tree-:;llIgl"K 



HEROES 
GlADE GUARDlAN· ............................................ 80 points each 

MWSBSSTWIALd 

Gbdc Guardian '; 6 6 4 3 2 7 3 9 
w~pons: ~Iarod ,,;~ .. pon and longl)ow 

Opclon" 
\Ia) choose either .. ~pc-... r (+2 1>") or an additional n;l.nd Wt. ... pon (+-1 P15) 
M",) wC;l.r IIghl lIml{IUr (+2 pl.\) and-or COlrry <II shield (+2 pUI) 
May' mle cuher an f.1~'cn Steed (+ 12 piS) or a Grein E:l.glc (+'50 piS) 
\ta) ,hOO!lot' mOlglc uelm from the ConlmOIl or \lrcw E),'C) mattlc Ilem) Iht 
1(1 a m;unmum 101;11 ."llIut' of W pill 

0-1 BlAOESlNGER ............................ .. .............• 135 points each 
MWSDSSTWIALd 

81.1dI.:Slnger 0; 7 I 3 2 8 :\ 9 
Wcapons: T .... o hand ,,'C'apon.~ 

OptIOM: 
• \\;Iy choo...e ma[l.lf I!cm~ (rom the (.ammon Of' "'-ood Eh'e" magiC' .tems list 

10 a mUlmum lotal \~uc: of:SO pill 
Special Ru le!!: ~ W:mbncr:-I'S ruk-s r;annm )<lIn uniLS exJ:C'pl w;u"danccrs Canool 
he tht: olt'lTIys Gcner.d C.annot choo5c ma.).:'ClJ mb~Ik .... 'C:lj)01'1li or :lrmaut 

M.-\GE •..•••.•........................................................•.. ... 70 points each 
MWSBSSTWIALd 

\tap;c 5133258 
Wt'apotl~: H:md wrlllOn and Iongbo ... 
\bJ(ic: A mJ.gc Iii a I.evel 1 'II: tZ:u'd IIc may chOO'lc ~pcUs from the Lore of Bealil5 or 
the I.un." of l..Ife 

Opdmu: 
\.lOll tide ",t her an Fh'en 5t=d (+ Il P(3) or:l l nkotn (+~ pili) 
\b} cllooM.- m~i'k:: lIrmli from the Common Ot W110d 1:.J"e<> rmlgic IIC~ h~t 
10 a mUlmum 101:11 nluc o( 'SO pia 
\b.y bt: u~dcd to a ~'C12 'II: !Un! loe- +35 po . 

~prclal RIII~ : Trw-ll"glug 

lords Of'f! Mvmdy /lmlt",1 Itt ", .. "her 
ami af'l' qllitll ex/X'"sll'e. bu/ nudte the 
/ws/ (/""Y /(Cllerals II~s 01"(' mol'(> 
IIlIlTIt'T(IUS arId rost le$$ po/illS, bllt still 
nI(11n! pnll.'tlt /ctltlt'N 

CHARACTERS' MOUNTS 
1I.:f'f! ore tbt> profiles/or mo"tlts Ibm 
elm fH rMdO:II by WOOII 0/ clH,ructtY:S. 

M~8S' f\\ Al..d 
61n::n !-.Iccd 9 3 0 .\ ~ I 1 'i 

Liantl~c250 j lR 
\/J«'a/ Nilles.' H) 

lnlCOnl 10 5 0 i 5 2 8 
~"RII/t'S +.2')1"""8,b Oil the 
ehtlrxe H/(/er am/1l111t be Is lI 'itb htlt'e 
'faste Reslstallce (1) 

(,reen 
Dragon 660666358 
Sp«IoJ Hides. Ultgl' T,,"X"t, r .... rror; Fly; 
Breath Well/H)l' Htrt>t'Stb~ . • J """Ollr 
smor) A ()mgtJII Cf)lInts lIS a Uno e!Jaic.e 
til "dllllilln to Its rider 

'ARMY BATTLE STANDARD 
0111' (;/tll/I! Glliln/la" III the U""y /II"y 
CmT)' 11x' Batt/t· SlmU/(Ir(Jjor + IS pIS 

TIN Glmle (;II"rlli"" cUrTI'/1I8 lbe Bailie 
Stmu/urtl ca",JOl choose Ullt' e:O:lm 
U'f!U{KJ1JS, nor ea" be UH 1I sbl/'Id or his 
/o"gbou - fie CiI"'JOl rille (l Gf'f!{jt I!uslp 

1/ (l Glade (;"arc/iml Is carry'I,'S the 
&11111' ~/(mdard, be cml bm"t! WII' ".t'iJie 
baml/!r (110 polllls limit), bllt 1/ be 
carries a ItUlgie bQllllur be MlIlIl)t MIT)' 
a,,), other magic Item 



CHOOSING TROOPS 
"roop~ ue di\'kled into C~ 

!-Ipccl:l l and five umtJ; The nu~r of 
umt .. or each I~ that :He :t1':ljJablc to you 
dcpt.:nd.s upon the.> pointS l'llluc ofrour 
ami)' This b indk1ued on the chan 
bel"" 

Army Value C~~ 'ipt'd;ll "re < 2,000 2+ 0-, 0-1 
l,ooo.2.99I) H 1\-0 0-, 
3,000.3,99') ~ + '" I" + I.fJOO + 1 + 1 +1 

For c:x:Imple, If you are: cho.,l,lng:l 2,000 
I)()lnl$ army you must ~ a minimum or 
~ <:Orr uniL~ and could chflOlle to uke up 
104 Spcci21 andOl" up to 2 lUre unitS 

In lIdditinn. If an Indwtdu:1i entry h:.,; a 
number limiting ii, eg (}.I. then )'Ou rna) 
not)' ha\'C IlIll many in your ann)' 

UNIT ENTRIES 
Ea~h unit I:; rcpn:...enll-d by <In emry In 
lilt' army Ibl. The units n:amc I~ gil'en 
:lnd anr IJmil:uiurtS thlt apply He 

t::IE l)l;lined 

ProfilC8. l be ChaI':lCleri~[jc pn,)fll~ for 
the lroop~ in L"Olch umt arc given In the 
umt cnu') Wht:~ ~'crat profile' an: 
required. Ih~ are llh.O WI-en t.'n!n Ir. :c; 
In man)' cases. Iilt:)- are optional 

Unl1 SI7.e5. bach cmry ~p\:dflc~ the 
olinimum .. i<!c ror calh uni~ hI 'lQnlC 

ClI5l..~. units also ha"c a maximum ~llC 

Ec,uipIllCfll . Eillh efltry lb~s the M3mJard 
we3pons afld armour (or Ihill unil. The 
\·;I.I UI: of Ih("SC h~'m.s ,s included In the 
pomls COSI 

OpdOfl~ ..... dd,lioflai or opl/on;d weapon~ 
and armour art! liSled here log.:lher with 
m C'lr extra C()5L 

Spc:t'laJ Rul t:l!'. Man)' lI'oops ha"1!" spedal 
ru le.~ "'hich all." dC<OCl'lbed in Ihl.\ 'lCClion 

CORE UNITS 
ARCHERS .................. ................................. 13 points per model 

MWS8S STWIAW 
Arch!.' r 

Il awkeye 
5 ..... 335 1 8 
')453358 

L'llil Sbe: '>+ 
Weapons & Armo u r. Hand we .. pon, longbow 

OJPIiOIl.!l: 

Any unll m"r upgr:ule 0"'' .... rcher 10 a Mu~ida.n (or +6 pIS. 
Any unl! m3Y upgnde one Archer to a ~l.:oInd .:ltd ~tCr ror .. 12 p l.'i 
Any un; t rna)' upgndc One .... rcher to a Hawkeye (or +6 pIS 

GLADE RJDERS .... ... .. .......... ... .. .. ....... .. ....... 21 points I)cr model 
M WS BS S T W 1 

GIIade Rider 5 4 4 3 3 5 
1I,::m.e .'<t:btcr 5 I 3 3 5 
Elven Sleed 9 3 0 3 3 , 
UniT Size: '>+ 
W,eapooy " Anno ur: /1':'10<1 IIIl::Ipon. [,ghl armour. sh1e1d and spear 
Oplinn5: 

• Ld 
1 8 
2 8 

5 

An) unl l may ~v.'lIP their ~ pcat"> and sh ields for longbo"' .... for +1 pt:l model 
.... ny unl l may upgr~dc one Glade- Ridcr to a M~iclall for +8 pu 
Any unit ma), upgnde one Gladt" Kider 10 a Sl.lI.nd ... rd 1:k:2I'cr rnr + 16 piS 
Olle unit III Ihe ann)' may l"a/T}' a magic hanner ",unh lip U) ")0 pb 

An)" uni l may upgrade Ollt' Glade Ridl'r Ie) a lIorse M.:blcr ror + 1(, p~' 
SpC':dlll Rul t:5: 1-int Cat'Q/rJ' 

GlADE GUARD ..... ......................................... 8 poims per model 
I\tWS BS S TW ALd 

Glade Guard 5433 'il H 
54433528 C~lptatn 

tiuil SQe: 10+ 

W,t'a,pon!l " Anno ur: ~Iand weaJXIn and ~pc:lr 
Optio ns: 

/lnr unit mar be equipp .. :d wilh Ji¢ll annour ror + I pi model and or C'.U'l',) 
shield ... for + 1 pl/modd 
An,. unil m~y upgrade o ne Glad.: (Juan! to a Mu~ician for +"i pCI' 
.... n)' uml may upgndC' one Glade Guard 10 a ST~nd:lrd He:lrt!r fo r .. 10 pts 
Any unit may \Ipgrade one Glade GUliro 10 a Caplain (or + 10 p l ~ 

SPECIAL UNITS 
S(:O UTS ........................ ..................... . ........... 15 points per model 

MWS BSSTWIAW 
SCOUt 544335 B 
I'hfi nder 5'153338 
U ait Sb:e: 5· . '> 

• pons 8: Armo ur, Hand weapon, longhow 
Option.." 

• ....ny unil may upgrade one Scout 10 a I'amflnder for + ~ pu 
Sp-ccial Rules: Sklnllish. 5«Jllt 

GREAT EAGLE .... .......... . .............................. 50 points per model 
MWS BS STW AW 

GI"e31 Eagle 1 50443 2 8 
Urlil Sb.c: I 
WI~npollS &: Amlour: None. 

Sp ecial Ruleli : Grelll Eawe~ can FIJ' 



WARDANCERS ............... .............................. ;15 pojOl!! per model 

"ardanccr 
FI .... ' Dancer 
l 'rah Slu:'+ 

MWS 8SSTWIALd 
'55f336 1 1:1 
5533628 

"OPOflli a: Annuur: Two hand weapon5 
Options: 

• An} unit may urgrade: om: WOl!'d:mcer 10 a fin! l)-Anttr for + 1<1 pt.S 

• An) unol nlOly upgt'Oldc one ',);;o.ni.ln«:r 1O;a "u~lcbn for +7 pi!> 
5periaJ Rules: '*Olrtbnccl'$\klmtlsh. an: Immunt! 10 p5YCl101oto'. and ha,·t· a ~+ 
"'.ltd uve Thl:)' ColOnOi be JOined hy chara(1cn ..... ilh Ih.: l~.:cption of .I 
8ladoin~cr Their uli .. mamc war painl !t"-o them M:I{tIC Ilt'StSI2nC'e (I). Each 
!Um In eloo.l: COffiNI Ihqr nuy c:hoo:K one ~pttl:d ¥I"aniantt.- "'lIh Uw: f(\Uf_',,¥ 
c:fIc~l' ~lOrm of Blade .. (+ I ),In!ngth). v,.lurhng I)c::uh (thC' unIt h;Llo rht M,'Il_ 
811)«' ~pedalllb,lity) , ThC' ),h~d{)w! Coli (Ihc unil h I '"br~Wlllb"·) Or W~"I1 ..... 
( I. 1M Wan.l;lntCI'$Olte O~unK 10 the Ibnk or rear of CllIefll) unitS and ~ lIl'm, 
\tttcngth of 0\'.: or fIlOfT, those: unllS Io!>e their rank bonu<.) You a.nnoc Ihoow 
the' »mc: d:II'II:O: in IV.U roru.enuh'c lum~ of IhC' !IoanlC combat en8'lg.:-~ 

().I WARJtAWK RIDERS ........ .... .. .. .... .. ... ...... :W poin", per 111(*,1 
MWSBSSTWI ld 

. ·uhawk Rider 0; <I 'I 3 3 6 8 
W"lOd Rider ')... ') 3 3 6 • 

Warhawk 4 0 3 3 6 ') 
loll ');1:c: '\· 12 

W'caporu a Annour: IJWlI armour and hand wC:ipon 
Oplluns: 

Thc uni' mus, be cqulpJX'<l wi,h dthcr longbo~ for +~ p~~,~~':_ 
Of !>~an and shirid) for +3 pb model. 
The- unit mOlY Upgr:&de OM RIder 10 a \hNdan 
ThC' urnl m<ll y upgrade one: Rider 10 <II $tand;u\'J 
The unll may carr) II m;4Mic bannl:r worth up 10 I)I~ 

The: unit ma) upgn.de one: Rider 10 a \lind Rider for + 10 pI!; 
Special Rula: ( nil of Flyers 

DRYADS •...... ........ ...•......••......••..... .... ............ 20 points 
M 

s 0 4 5 
t'l)n.~t SPirit 0; 4 0 of i 5 
Unb Sl~e, OJ+ 
Weapon, A Annollr: ~one 

Options: 
• An) un,t m;a) uPW:Ide one Drpd 10 :I FOI'CSI SPlrit for +-

Special Rules: Mtlnlllm, cau~ fNlr Their ~kUl 81'~ I 
~ +- Or)'ad\ are ~h~fX'$hI(lC1'3 and In 
Rln;h ~JX'<1 (+ I A). Oalc Aspect 
nH_.,kl, :IIucmf1tJ~ w a1n1" dll: 

1l.~PC:CI and Ih ... drcc",,~O~"~'~' ;': rp::p~'),,~~:;~h~,';:~~,~;'~~;'b:;';~~:~:;::;:;~~ urnc bPCct III IWO C I 

!Jpi.-r:((l/ mrlh lilT ~.:rtn·",cf)' sp«lultz..'f1 
Irf}O/JI tbal a/'PWlr 011 lbe btlll/l'/lelll less 
often Ilxm l>asi~ ~/",mls 

'f'lwrT;., tI mnxlmmn '111m""'" 0{ '1Jec/flf 
IIIII/S fbnl om t1e fleltled lIIIl'tbls 
',{lriN Illth fix> SUP (If 1M unn)" 

" mll:rI",,,,,, tl/o1/(' ml/I of" ("ball-Ii 
Nfl/I'rs ilia), Iw PI'I:Seflt tm Ib4.' bIIttlrfleM 



~ Is a maxtmum 'lumber 
<.if Run.' .. 1I11S Ibm CQlI beft~/,J('(J, 

a rid Ibis mrles 'Iltb ,be size tJj the 
\( 'ood 1<;1/ (/nil)' 

RARE UNITS 
TREEMAN ........•......... " ....... , .. "" ....•......... 250 points per model 

MWS 8SSTW I A Ld 

Trt."Cm,tn 6 ~ 0 5 6 ~ 2 10 
Vltli l Siltc: 1 

Weapon, lilld Armour, Nooc 
SIJedaJ RuI CjJl: HammabJl,', <:au'ie 'error, im,mme 10 P$)~balOKY 1'hcir IhlCk h;uk 
~.vt:S them !II .}+ :mTIour s;I'C In romb;'iI th~'} ma) dec! 10 make a single S 10 lin;!!!. 
d~ring D6 wOllnw: ilt'>tem or their oormal atlacks_ If Ihe)' lose II round or cOlllh;,u. but 
d'l nOt suffer lin)' wounds that CIO!>C Lombat ph~. thl:)' arc n"t reQllirt'<l 10 lake a 
6'T'ak lesl Tree·SmttmJl (lhis ability worlis lIke II bound ~pc::11 \00llh a poYo"er level of 
4·~ and ~"'a5I.~ lne Tn:e·SioglO[I. spell) 



WAYWATCIIERS ........ .. .......................... ..... 20 points per model 
.. I WSHS S T WI ALd 

'lJ\"" .... [l hcr "j "j,'\ 3 'j I 8 
RanJtc r 5-1 63358 
Lnil Sil.l!:: "'·10 
.... eapon.!> and Anno ur: !laod ,",capon. longbov. 

Op1ion~' 
• All) UOlt mal' upgDde one ~aY"''atcher 10 a Ibng.:r (ex +8 pllii 

Spe<:ial Rulo: \l ayw;,lIchc" sklmll~h :md are !Cuut... In additIon. 1m')' can dql'loy 
d o..cr lh:u1 10" to Iht' crn:my (but mUM slI l1 be (lUI of .. Ir.hl ) Way",.lIchcr.i can 5C.'C 
through ," 01 Ihe ""'00(1 1h('Y;lf'r In. If a Wa)'wJ tWcr unit dut'jte!i InlO clOSt' comtXII 
f!'\lm a ,", ood. Ihe el'lCm) C-,ul only tlold ~ a n:'2Ction and lhe Wayw;uchen gel + I A 
nn Iht: fi l"il lum of Ihe figh t (Ihe' enlln:- unll nlU~1 be: Inside I ht' o;o,uod when lbe charge 
1\ d« lan 'd ) 



In this Masterdass we take a 
look 01 how two of Ihe larger 
character models hom the 
Tyranid range were painted -
Old One Eye and The Red Terrot 

MASTERCLASS 

THE RED TERROR 

ASSEMBUNG THE MODEL 
The arms were pinned to the model 
and then Green Sluft was applied 
to any gaps before II was given an 
undercoat with Chaos Black spray. 
Any sections that the paint had 
failed to reach were then covered 
With thinned-down Chaos Black 
paint. 

PAINTING THE MODEL 
The skin 01 the Red Terror was 
given a basecoat of Red Gore all 

over. The first 
highlight stage 
was made with 
an equal parts 
mil( of Red 
Gore and 
Dwarf Flesh. 
Once this had 
dried , these 
sections were 
given a wash 
with thinned 
down Magenta 
Ink. The first 
highlight mil( 
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was reapplied and then slJCCessive 
highlights were made by adding 
small arnounts of Dwarf Flesh to 
the mil(. 

The monster's 
talons were 
painted with a 
basecoat of 
Scorched 
Brown. Small 
amounts of 
Bleached Bone 
were then 
added to this for 
each 
successive 
highlight stage. 
For the final 
highlight stages. 
Skull White was 
added to the 
mil(. Then the 
base of the 
talons were 
painted with a 
thinned down 
wash of Brown 
and Black Inks. 

\ I 

.~: (\ . 
,'. \ r 

The same 
colour 
scheme used 
to paint the 
talons was 
also used 10 
paint the 

, bone and 
Jaws of the 
Red Terror, 
el(cept that 
far less Skull 
White was 
used In the 
final highlight 
stages. 

A basecoat 01 
Scorched Brown 
was used to 
paint the head 
and the spines 
of the creature. 
This was then 
highlighted With 
an equal parts 
mix of Scorched 
Brown and Red 
Gore. Small 
amounts 01 
Fiery Orange 
were added to 
this mix for each 
successive 
highlight stage. 
For the final 
highlight stages, 
Bleached Bone 
was added to 
the mix. Once 
this had dried a 

wash of Brown Ink was applied into 
the recesses of these sections. 

The flesh areas 
between the 
Tyranid's 
armoured shell 
were painted with 
a basecoat mil( 01 
equaJparts 
Codex Grey and 
Chaos Black. 
This was then 
highlighted With 
Codex Grey on 
Its own. 



OLD ONE m 

ASSEMBLING THE MOOEL 
Both the arms and legs were lirst 
pinned to the body. Green Sluff was 
used to fill any gaps where these 
parts Joined, especially In the section 
where the body meets lhe legs. The 
entire model was then given an 
undercoat of Chaos Black spray. Any 
areas which the spray had failed to 
cover were touched up with thlnnecl-I down Chaos Black paint. 

PAINTING THE MODEL 
The entire model was painted with a 
mix 01 Chaos Black and a small 

amount of 
Bleached 
Bone. More 
Bleached 
Bone was 
added to the 
mix for each 
successive 
highlight. To 
finish painting 
the claws of 
Old One Eye, 
85ma!! 
amount of 
Skull White 
was added to 
the highlight 
mix. 

Inspiration for 
the patterned 
colour 
scheme ot 
Old One Eye 
came from 

..... pictures of 
beetles found in a wide range of 
nature books. Once a suitable SCheme 
had been found, It was then copied 
onlO the carapace of the model. 

Firstly 
Bubonic 
Brown was 
painted on 
the 

carapace as a basecoat to the yellow 
areas of the pattem. This was then 
painted over with Sunburst Yellow. 
The edges of the pattemlng were then 
highlighted with Bad Moon Yellow. An 
equal amounl of Bleached Bone was 
added tt) Bad Moon Yellow for the 
next highlight stage. Finally, a small 
amount of Skull White was added 10 
the mix to IInlsh off these highlightS. 
The pattemlng was then gIVen a glaze 
with Yellow Ink. 

A basecoal of 
Scab Red was 
used to paint the 
red patteming. 
An equal amount 
of Blood Red 
was added to 
Scab Red for the 

first highlight stage. This was followed 
by a highlight of Blood Red on its 
own. An equal quantity of Fiery 
Orange \Nas added to Blood Red for 
the next highlight stage, then Fl9ry 
Orange \Y8S subtly stippled onto the 
patteming. Finally these sections were 
given a ~llaze with Red Ink. 

FINE DErAil 
The bamacles on the model were 
painted with a basecoat of Dant Flesh. 

An equal 
quantity of 
Bleached Bone 
was added to 
this for the flrst 
highlight, 
followed by 

adding small amounts of Skull White 
to the mix for successive highlight 
stages. 

To paint the hooves and claws. a 
basecoal at Darlo: Flesh was used. An 

.' " .. 
, 

equal quantity 
of Bubonic 
Brown was 
added to this 

. ' for the first 
highlight 
stage. Small 
quantities 01 
Bleached 
Bone were 
then added to 
the mix lor 

. . . . " . 

, successIve 
highlights, 
followed by 
adding a 
small amount 
of Skull White 
to finish these 
sections. To 
paint the 
teeth, more 
Skull White 
was added to 

~ this same mix 
. 1 at the final 

highlight 
stage. 

FINISHING TOUCHES 
Snakebite Leather was used as the 
basecoat to painl the bone showing 
through the carapace and around the 
model's damaged eye. This was then 
highlighted with Bubonic Brown 
followed by adding an equal quantity 
of Bleached Bone to Bubonic Brown 

for the next 
highlight 
slage. Finally. 
a small 
amount of 
Skull While 
was added to 
the mix for 
the linal 
highlight. 

The sinew was 
painted with a 
basecoat 01 
Scorched Brown. 
This was then 
highlighted with 
Dark Flesh followed 
by mixing a small 
amount of Bleached 

Bone with Dark Flesh for the final 
highlight stage. 
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To glVl Tim 10111 credllior his . w.rd on G.mes 
D.y fl. little unl. lr. In 100Ih Tim II plrt 01. sm.1I 
glmlng group based In Ihe quill Wllllgi 01 
Burnhlm·on·Crouch. Thl lour mlmblrs 01 Ihl 
club Ir. Tim Ind Heidi EIgtlng , Ind Mill Ind 
J.nny Owens·Smllh. Meellng .we..., wllk . 1 
hom. Ind enlnylng cnmfnrtabl. surrnundlnliS. 
th. group pl.y lI.mes as Ih.ir prim • ..., locl.i 
IctMty. 

Rlr TIm and Matt, the hobby Is their passion .nd 
has been lor a long lime So much so that Heidi and 
Jenny were never quite sure when lhey would pry 
their husbands I'nJ from glue, batsa wood and 
impenetrable conversalions aboul miniatures. ThIs 
eventually led them 10 join in and thlladies are !lOW 
committe(! garners who !Iljoy palnling botl1 the 
miniatures and scenery thai the boys produca 
Warhammer Ahoy! is the result 01 U'IeIr desire 10 
game avery week. playing W.rhammer wilh a 
theme lhat they ai' enjoy. 

Warhammet Ahoyl 
11 started when Tim decided to build a shIP lor 
Warhammer After producing The Unicorn, Matt 
began to draft up some 0I1es lor using the Ship In 
games. Soon scenery. ruies and mim.turls had 
been produced and so began Warhammer AhOyl 
The basic premise for Ihe Glme Is bUilt upon tile 
Skirmish system taken Irom the Warhammer 
rulebook. The leam have dewlope(lit to bnng in 
new rules ior ships, boats .nd anything elsa 
needed to cover a water·based skirmish game. 
Once a scenario and opposing lorces haw 
been written by a referee, the players are tl1en 
brieled separately. As the battle unfolds 
Ihl referee Ihln alms 10 make sure that 

T1Ie AnVil prepam /0 refM/ lKJardtrs 

WAR MER 
AHOY! 

By Che Webster and Space McQuirk 
Tim Eagling won the Best Club Contribution award at Games Day 2001 lor 
his game Warhammer Ahoy! We deCided to visit his Essex home to lind out 
more about this ship-based version 01 Warhammer_ 

Tim EJgllng (left) storms tIM porf Wlfh WirhamlTlllf Ahoy/ at GafTMS DIy 2001 

each player has a good time without having 
10 worry ab,(Xjt any of the rules. The referee also 
gets to Lise any secret and special models thaI the 
SC8f'13riO m~lht require. 
The rules lor ships treat the vessels as mobile 
scenery. This refl!C1s the group's approach 
towards making SUfi the miniatures and scenery 
being represented Interact meanfnoful!y. 

ShipS hawe full notes for moving and fightlng . !'lOw 
they are crewed, and what armaments and special 
rules they have Each ship ~ construcled from a 
ranoe 01 ChoIces which .re put together In a slmHar 
way to any r&gular Warhammer Unll Rlr tlltlmple, 
!he powerful Dwarf steamshIP The AnvH ~ bUilt by 
combmlng a hull WIth steam enomlS, naval 
cannons, a turret and a ruM crew complement 

Rerce close QUJl1er flghting breaks out is t/'ll SIren's CffJw leap BSfJOffl. 



Scenery Masters 
The standard and quality of fha 
Warhammer Ahoy! scenery Is 
testament 10 the benefits of 
worklnglogether in a club. USing 
the skills of each of the members, 
the group has produced some 
amazillg scenery and sel pieces. 
By utilislnglhe strengths 01 each 
member, alld sharlllg skills 
belweell you, any club can 
produte exceptlona! scenery and 
terrain pieces. 

Warhammer Moy! also suggests rules for people 
moving through bUildings. damaging structures 
and climbing over anything Ihat Is on Ihe board. 
Much of this material Is Inspired by Mordheim and 
Necromunda - oames tnat TIm and Matt Ilave 
championed in the past and from which they flave 
both drawn a passion for detail. 

The lads are discouraged from 
touching a paint brush 

because "the girls are so 
much better at it." 

The scenarios all lead on from previous battles, 
linking all of the aClion Into an ongOing narrative 
campaign. Matt writes a repon for 'The Relluand 
Chronicle' alter each game and pins it up on the wall 
of the games room for all to read, adding 10 the 
sense of continuity. The group remembers every 
battle tlley have fought and often reler back 10 them 
wilen uenerallng new scenario Ideas 

The campaign locuses on Ille daring and exploits 
01 the pirate captain known as The won, This 
dastardly raider Is pitted against the honourable 
leadership 01 Captain Ono Bllck, the commander of 
the Relkland River Patrol, 

The main focus for the action are the Ships. TheSfJ 
are given special attention as tile link thai lIolds lhe 
campaign and scenarios together. The scenery buill 
10 brUlU tile shores of the Reik 10 Hfe make 
Warhammer Ahoy! a feast lor the eye afl(! helps 
make II a unique gaming experience. 

Making the models 
Warllammm Alloy! offers Man and TIm many 
opponunities 10 build detailed models 01 botll Ships 
and scenery lor IndMdual scenarios. Their effons 
aTl! tIIen lalthlulty painted and linislled by tile 
combined I!fforts of Heidi and Jenny. The lads are 
discouraged from touelling a paint brush because 
"tt1e Ulrts are so much better at It. ~ 
For TIm and Man, scenery Is the best pan of 
tile 1I0bby They ins!st that once lIesitalion Is 
ovelUlme, anyone can build great models lor tile 
battlefield 
Tim recollimends the lISe 01 simple, everyday 
materials. 'nm tries to see every object 01 rubbish 
as 'a shap!!! tnal can be tumed Into a ple<:e of 
scenery.' Once this Idea Is accepted lie Insists tllal 
anything bilComes possible. 
In tile beginning the ships were made from card and 
balsa woodi. TIm t\as also turned a set of plastic toy 
boats inlo a series of salting vessels perfect lor 
WarhamJmir Ahoy! Mora recenUy, Mall has turned 
to USing plasllcard and various blls box spares to 
work on hlillatest creation. 

To give it aU a home, Matt and Jenny have converted 
one of their smaller bedrooms into a games room, 
It Is complete with shelving, miniatUres cal>inet. 
and spoU1Ullis focused on a spectacular gaming 
table. 
For the future TIm Is workIng 10 add more 5Ctnery 
to ttle collecllon and seems tempted by putting 
logetller SClme Chaos Incursion scenarios. He's also 
jusilinlsllino off a Dark Elf skiff and dreamlnu of a 
HIUII Elf catamaran. Matt is currently bulldinu Snorri 
Maikasson's amilltllQ unde/Wa~r samng vessel, 
The Spirit III Grimn;,. 

The SC8nery Is of an amazmg standatrJ, making the SCi~nanos even more fun to play 

He is also working to Ilnlsh his Bretonnlan army. 
Heidi and Jenny are, as ever, paintlnu the 
stuff that the chaps create. 

Want 10 know more? 
If you like Itle Idea of Iryinu Warllammer Ahoy! tRen 
why nol have a look atlhe group's website, which 
includes a downloadable version of Ihe rules and 
loads of pi1:lures: 

http://mysltll .lreesefYlI.t:omlwarhammerahoy 

Join the Club Network 
If you're already running a gaming club, but 
haven't uot around to registering yet, here's lIow: 
• Eltller log on to the GamIng Club website and 

IiII in tile on-line form 
• Or drop Into your local Games Worksllop 

stora and ask fot a registration form. 

Contact detailS 
If you would like to send In your news 
and photos, ask a questIon, or just drop us a 
line. you can: 

E-maJlus at 
c!ubguyOgames-workshoP.co.uk 

or write 10: 
UK Gaminu Clubs, 
Games Workshop HQ, 
WlftowRoad, 
lenton, 
NottinUllam NG7 2WS. 

Hero 'Longue Jean D'Argent' under artack. 
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ABDIVIINATIDN 
An Inquisitor battle repcl r t b y Graham M c N e ill . Gav T h orpe. 

R O '\AIland Cox. Phil Kelly Ei: P a ul Sa'\AIyer. 

Graham: To round off 
this chapter of events 
on Karis Cephalon, 
we've decided to finish 
with a bang, and this 
game of Inquisitor, 
with no less than four 

Grln.m MeNtl11 
players and FIFTEEN 

characters, promises to be a fitting 
climax. For this battle report we 
wanted to include not only 
Uchtenstein's, Kessel 's and Tyrus's 
warbands, but also that of Kaludram 
the Deceiver (Paul Sawyer 's Chaos 
warband) to add something new to 
the mix. These four warbands have 
real individual character, and setting 
them against one another would be 
the easy part. What would be more 
of a problem with a game of this size 
would be keeping it fast paced 

Bbck smoke billo .. ed up'fl'ards In 
stinking pillus from Ibe pyres of 

corpses as Inquisitor KU5cl Slelltruly 
made bili "'y through the dcvlSl~led 
to,,"ship. Plum·gueolb . • be chemo~ 
tekucd hom bOlld~gc bCllellh the 
Tilbcr~iI Onium mioe workings. .. u hCTc; 
he could !!enK its lii~l. The luil of 
horrificdly diJtorled bodies il Iud kh 
in its w,ke kd hom Ceptu.lo~ to ,biJ 

pbce. IDd he .. 's DOl surprised " Ihe 
url\jgc: bt. 5.l". h could 1101 be 
coincide~(C llut tbe Huitt, tbe psyket­
gid he .. as !lCeking, .. is J.lid to d ... dl 
bere ,Iso. The daemon cfaved , bosl 
body uJ»ble or cOIII~iniog ils essence 
and if Ihis girl truly exisled. she .. ould 
be the perfect ves!ICl 

Utupelklble mlgick5 UIUUled the .Ht with 
In ,uittlc WIg: .be psychic dUlh "relm 
of the 10wo', inhlbiu~If' [iery SKlificc. 
Kessel sqlUllcd bd\illd I luge ore pipe 
Ind ,iJked I hUllied glHICC iBlo lbe 
lowlllihip·' mli~ squm. u"hj~g hiJ brealh 
It Ihe terrible sight controntiog him. 

Suspended in I swirling mldslrom of 
light, iI 10IIlIg girl in the simple robes 
of I~ 'potheCiry shrieked ill lellor as , 
~jghlmuiJh phliliom spun around ber. 
tendrib of ils subsllllCe DOziotl "ctly 
from ill i~Sllle geomclries to ellgulf her 
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enough "nd exciting for all 
concerned. 

Fifteen characters is a lot more than 
you wou Id normally use in one game, 
so it woutld be challenging to make 
sure that nobody 's turn dragged on 
for 50 long that the other players got 
bored wctiting for their own. The 
Speed based turn sequence of 
Inquisitor should keep things moving 
between players, but I wanted to 
ensure that nobody sat on the 
sidelines too long before their 
characters' turn to act arrived, To 
ensure this, I decided to limit the time 
each player had to decide how their 
character would act. 

Another potential fly in the ointment 
would bE: the size of the battlefield 

IndeJ(ellt "nlleD of 11K d,emOIl', (onn 
bcglD sprudiog over ber [ace. spi lhllg 
dO"11 her IhrNt. into her II05C ,nd Ufl 

thell Ihrough Ihe scorched ruill or bel 
eye IIOCkclJ. 

Her body .. tt ,Imost complctely 
obscured by the 5rummerillg light lIId 
KC55C1 rcolliscd llul the dKmon', 
luumogriliulKtIl .. ould SODI be 
compklc. Three figura s100d elluplufed 
II the gid's horrifying hte. • gill1 t til 

bn oque armour emb05SCd ",Ih 
blasphem.)1J.5 .igib. I robed [igure ... lIh a 

smouldetiog gUll ~od ~ lumbering brUle 
.,ilh hissing po .. cr cbws for nms 
Kcssd dr~ hiJ ... ord, the bll de (lantlg 
evil ly as Ihe soul- fngmcol o[ ~ Cots 
bouod withill the WUpOIl reil"ed 10 the 
ptescnu ,)f illloTher cbemonic e ~l i'Y 

Keud SpUIl as he hurd the soultd of 
mOYmlenl1 from lhe fill side of 11K 

sqUillC Ind uught a gl impK of I:!,~~'j 
lichle~S1I:i n creeping 10"ilrd the 
CJCilturc fnl~ifesting before him Ke.d 
cursed, ltoo .. illg tlul jf LichtcMlCJn _ 
here, hi, nemesis TyrUll .. ould DOt be flf 
behind. H e ope~cd , 'IOx- lillk 10 biS 
rollowen ll1d H;sued hurried commilads. 

They "W01~ld nced to Ict qUickly Illd 
decisivcly if ,lKy .. crc 10 Ih_1M the 
!bOllOIl aDd uplurc the girL 

and the speed with which Inquisitor 
characters can get about. If a 
character managed to get all his 
actions off, he could potentially sprint 
almost all the way across the 
battlefield. To keep this in check for a 
while, I decided that none of the 
characters could move faster than a 
walk until they became aware of one 
of the other warbands. After that 
they could act normally, I've run and 
played games of Inquisitor for these 
players before and know that they' ll 
be playing in the spirit of the game, 
inventing all manner of cool, 
cinematic things for their characters 
to do, so I'm not too worried that 
someone will go for the all·out· 
game·winning·ploy or not play in 
character. Now alii need is a story .,. 



PREVIOUSLY IN IINQUISITOR .. 
Searching for the librarium Hereticus, 
Inquisitor lichtenstein followed the 
words of the heretic Tech-Adept 
Corteswain. to the world of Karis 
Cephalon. where he sought to 
question a daemon prince named 
Pharaa'gueotla. 

Foliowl ng rumours of 
haunted mlneworkings, 
he diSC':Jvered its prison 
and, after fighting off the 
warband of Witch Hunter 
Tyros, succeeded in 
interrogating a fragment of 
Its consciousness. Using his 
bound daemonhost, 
Ghaust.os, Lichtenstein was 
able to learn the location of 
a warp portal that Jed to the 
Ubrariu m, housed in a 
forgott,~n temple known as 
the Par.aehx Configuration. 
Lichtenstein immediately set 
off, little realising that 
Pharaa'gueotla had Ired to him 
and had escaped the shackles 
of its andent imprisonment. 

The Paraelix Configuration was in fact 
a dimemionaJ plug, set in place 
thousands of years ago to prevent the 
Immatf;'rium from pouring into 
realspa,:e. Inquisitor Kessel also knew 
of the I)araelix Configuration and was 
able to prevent lichtenstein from 

'" WD264 
.. WD257 

unleashing hell on the planet's surface. 
The two Inquisitors were to meet again 
in Cephalon and formed an uneasy 
alliance, despite the violent intervention 
of Tyrus. However, Lichtenstein was still 
furious at having been fooled by 
Pharaa'gueotla and now bends hIS 
every effort to hunting down and 
destroying the Daemon Prince. 

! 

" 
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SCENARIID: ABOMINATION 

T he third chapter In the dark and 
mysterious events on Karis Cephalon 

takes place in the fronlier town of 
Paganus Reach, A mining community 
owned and maintained by the 
Ministorum, Paganus Reach nestles in the 
foothills of the mountains to the south of 
the capital city of Cephalon and is home 
to nearly seventy indentured workers. A 
hard-working community, its peace was 
shattered by the arrival of followers of the 
Daemon Prince Pharaa'gueotla. 

Since its release from its aeons-long 
imprisonment beneath the Taberna 
(Xtium mine workings (see 'The Dweller 
Beneath' WD 257) this monstrous being 
has travelled from the mountains to 
Cephalon, flitting from body to body, 
seeking a host strong enough to hold its 
chaotic essence. It has left a trail of bodies 
in its wake in Cephalon as each host body 
rebels against the pollution of the 
Daemon Prince and warps horrifyingly oot 
of shape. Pharaa'gueotJa's minions secure 
it a fresh host before each rapidly­
disintegrating body finaJly e)(pires. The 
mutilated corpse Is dumped In the mutant 
ghettos and the search for a suitable hosl 
continues. Whispered tales told around 
the fires of the ghettos of a young 
woman with miraculous healing powers in 
the mining town of Paganus Reach were 
overheard by Kaludram the Deceiver, a 
Chaos Magus in the service of 
Pharaa'gueotla, and he realised Ihat if the 
stories were true, then this woman would 
be the perfect host body for his infernal 
master . 

KALUDRAM 
THE [)ECEIVER; 
Together with two of his fanatical 
henchmen and the rapidly-deteriorating 
host-victim containing Pharaa'gueotla, 
Kaludram alTived in Paganus Reach, 
qukkly subduing the peaceful inhabitants 
and captu ring the woman known simply 
as 'the Healer'. The woman turned out to 
be a pow!!rlul but unprotected psyker, 
easily capable of containing the Daemon 
Prince's power, The townsfolk were 
sacrificed in the fires as an offering to the 
dark gods , their deaths providing the 
ne<essary energy fl)( Pharaa'gueotla to 
overcome the woman's psychic defences 
and begin transferring Its daemonic 
presence within her ... 

Objective: Kill anyone who would 
attempt t(1 prevent Pharaa'gueotla's 
tranrlerence to the Healer's body and, 
once the transference is complete, escape. 

INQUIS ITOR 
LICHTEN STEIN; 
After his n.arrow escape from the debacle 
of the Par,lelix Configuration and his close 
call with Tyrus In the streets of Cephalon. 
Inquisitor lichtenstein realised his folly at 
busting the words of a Daemon, even 

one supposedly compelled to speak the 
truth, Enraged at this spawn of the warp 
deceiving him, lichtenstein has bent all 
his will to destroying the abomlnabon. HIS 
psychic talents could sense the corruption 
of the Daemon Prince swirling in the 
ether of the planet, and his own 
e)(periences with the daemonic have led 
him to believe that Pharaa'gueotla is 
seeking a suitable host body. When 
horrendously disfigured corpses started 
turning up in the ghettos with more and 
more regularity and the mulant 
population began speaking of a curse, 
lichtenstein's suspIcions were confirmed 

He and Ghaustos followed the daemonk 
spoor of Pharaa'gueotJa, tracking It to a 
mining community to the 50ulh of 
Cephalon. A surge in psychic energies 
alerted lichtenstein to the fact that the 
daemon was in the process of possessing 
a new host and he prepared to wait for it 
to manifest before destroying its host 
body and banishing it back to the warp 
for a thousand years and a day. 

Objective: Allow the Daemon Prince to 
manifest then utterly destroy Its host 
body by any means, psychic or otherwise. 



INQUIS IT OR K ESSEL; 
like lichtenstein, K~sel too was aware of 
the Daemon Prince Pl1araa'gueotla's 
presence in Cepl1alon and had taken steps 
to discover its whereabouts. The tales 
sweeping Cepl1alon of a mysterious 
Healer had also reached him, and he was 
eager to study this girl should her powers 
prove to be as considerable as the tale­
tellers made oul. Kessel was quickly able 
to divine her whereabouts and journeyed 

to Paganus Reach to find her. As he 
neared the township, the thick pillar of 
black smoke and greasy stench of cooked 
human meat told him that something was 
very wrong. Psychic emanations spoke of 
immenSI~ power and Kessel realised that 
that he had found both the Healer and 
the daemon prince. Should it possess the 
body of such a strong psyker, its power 
would be unthinkable and he knew he 
must stop the daemon creature from 
manifesting or finding another hO!i1 body. 

ObJedhre: Destroy the Daemon Prince's 
host body before the transfer is complete, 
thus preventing its manifestation . 

\NITCH HUNTER TYRUS: 
Having tracked the traitor LIchtenstein 
from Taberna Ostium to Cephalon, Tyrus 
was not going to let him get away again 
With his warband mostly returned 10 
health after the battle at the 
mlneworldngs, Tyrus was ready to e)(act 
his revenge on the heretic. Having tapped 
inlo lichtenstein's vox unit, it was a simple 
matter 10 shadow his movements around 
the city and wait for the right moment to 
strike . But before that moment came, 
Tyrus's prey fied the city. Tyrus lost no 
bme in following Lkhtenstein onto the 
plains to the south of Cephalon. curious to 
know what manner of treachery his foe 
was scheming now Tyrus 's auspex 
indicated that lichtenstein had halted and 
reached his destination; a small mining 
community ine)(plicably wreathed in black 
smoke ... no doubt more of lichtenstein's 
heretical dealings. 

ObJedive: capture Lichtenstein. Alive if 
possible, dead ... just as good. 
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G.v: Aft!r his nm-in wllh 
Licht!nst!ln In The Paraelix 
Configuration 01"0 264), 
i(6sel has bffiI keeping a 
low profile, whilst trying to 
track the potenbally 
caW:iysmic ~Ung of 
Lichtenrteln A furtive visit to 

the SlNII AdePIUS Me<:hanlCus holdings in the 
capital Cephalon managed 10 garner bionics 
fOf the hideously burnt logltl Storm, replaang 
his legs With the track umts from a ba~ 
seMtOf After ltIarrltlged ~I!ng With 
lichtenstein to hand 0'Ief Mqos Olrrutri (gate­
crashed by Witch Hunter Tyrus) It seemed 
evldenl that Logan's autogun was no longer up 

Paul: My task was 10 stop 
anyone In!erieoog With the 
tllnsfe1 of the Daemon to 
the &lrl's body ItId, once the 
transfer was complete, make 
good my escape. That ad 
soonded very Strllghtfotward 
unbll reAlISed I'd be faong 

three Impenallnquislton AND be deploying 
out In the open In the middle of the batt\t'fleld 
Not the best position to be in. luckily they are 
only Imperial lapdogs and of no real substance 
- the will of my master shall be carried out. 

Ever since InquIsitor Win released I've wanled 
to put together a war band but not follow the 
mainstream routl! of an Inquisitorill rl!tinue. I 
chose a Chaos M.lgUS, i<.ludrlm the DeceIVer 
Replete In power armoor and Wielding a 
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to the task of providing I<I!ssel With the 
required 10llg,range firepower, Kessel ufled In 
a few favours from 'Red' IvltI Constantine, 
Cl!phalon's shady arms merchant, and acquired 
a multi-laser fOf logan 

For this dimactic encounter, the goal is 
dear - destroy the witch host of the daemon 
pnrtee. However, the presence of the others 
provides a real problem, Phatu'gueotla's 
womlippeN would obVIOUSly defend the 
daemon prince until fully mamfested 
Lichtenstein would most ~lcely try to subdue Of 
otherwise capture the beast l'yru5, oddly 
enough, would be intent on the same course, I 
suspect, but hIS personal hatred of KtsseI Vld 
Lichtenstein makl!s hIm .n unrdilble aDy, as 

dal!mOO S¥iOfd, he'd be-. fnghll!nlng 
opponent to fa« HIS hl!Od!men would fit well 
within the theme of iI Chaobc cabal 

The Culbst ZIlenJcang is.rmed WIth hIS heavy 
slubbet/&'-ner combin.ibOn and. dangl!rOUs 
ptedilection for IetbnS np wllh. IOffen! of hot 
Iead.1 ilnyln,"g that crosses hIS srShts He 
would provide the fire support tor my Issault 
elements arId hopefully pl'~t my opponents 
from makJf'lg good use of the dISturbingly open 
terrain. Shred 80259 IS a Chrooo Gladiator - I 
liVIng time-bomb whose Itfe-dock is ronsliintly 
ticklflg away and the only way to aVOId Its 
dl!lonation Is to $pIli more blood In combat. 
The model (SCl.Ilpted by Aly Momson and 
available fr,om Fanahc) WilS so brutal it didn't 
need convt~rtin8 ilt all 

likely to lum on i(6§e1 &5 aid him. So, i<essel's 
Heroes are pretty much on thelf own 
My plan is to get Tyrus and Lichtenstein to 
draw a 101 of thl! Chaos worshIppers' fire and 
then move In fOf the kill-literatly, Mechsimus 
and 5tonT1 will hold off the others, while lCfisel 
and Loa Gorg try 10 destroy the burgeomns 
daemonhost However, Kessel will be keen to 
take the Chaos demagogue alive, to 
Interrogall! him for lTIOfe IflformabOn regard,"g 
the dal!mOOlC entity he worshIps, although thIS 
IS of course secondary to the goal of 
destroymg Pharaa'gueotIa's ph)'Sltal veueI­
nobody wants to take on a fully tl\1I'\!fested 
Daemon Pnncel 

As for a battle plan, I was gOIng to keep an 
open mind as each of us had our own secret 
obJ«tIves, I knew that Kessel and Lichll!ns~ 
had a history and ~ they would keep eac:h 
othl!r busy for a while, but I'd still have to 
keep an eye out for them. Tyrus was a more 
obVIOUS WOfty I'd have to cIeaJ with him 
befOfe he came IOf me - I wouldn't be- able to 
Iii(kll! thrH warbancls an at ooce and none 01 
these: mIsguided 'oeMs coolci be counted on as 
lilies I rl!dtoned I'd ha'le three turns Of SO 
before anyone woold be able to get 10 the girl 
and that might Just give me enough time to 
deal WIth lYrus 

The poor, nalvl! fools - they know not what 
they face Today shall bring their obhvion. 



Phil: Well, inquisitor 
Lkhlensteln's got iI. couple of 
screws loo5e but this Is 
verging on the ridICulous. 
He's about to go Into the 
arena against power­
armoured monstrOSibes on 
both Sides of Ihe law, hulkmg 

cyber-gladiators who could rip him in two. old 
enemies who hold deep grudges and of course 
a fulJy-fledged Daemon. Accompanying hIm 
are Gryx, a crippled servitor-warrior (whose 
warranty has more than expired) With one arm 
and a mechanical leg, Dimitri, a Teth-priest 
who Just hasn't been the same since his !>fain 
was boiled in his skull, and Ghaustos, the 

Rowland: This time there 
would be a reckoning 
between Tyros and 
Uchtenstein_ Lichtenstein 
may have bested Tyrus once, 
but it wilt not happen ~ain , 
wt time, Tyrus 
underestimated his opponent 

and the power 01 his psychk assaults. Tyrus 
has learnt his leswn, and now has protection 
in the form of he~agrammic wards. EmperOl 
be praised I Tyrus also felt outgunned last time 
whilst fighhng such wily and devastating 
oppon~nb, am:! that too hiS been rectified. 
Tyrus now has the use of gun a.nd combat 
servo-skulls, The combination of th6t articles 

duplicitot.~ Daemonhost who gol him Into this 
mess in the first place Excellent news. 

Still, them's ~fe in the old dog yet, and it ain't 
ail bad lichtenstein himself Is still on top fOfTl1 
despite the changes wreaked upon hiS 
warband. He has the psychic power 
Banishment. and inten~ to make good use of 
it to cast Pharaa'gueot/a back Into the hell 
from which It came, ooce it manifests in the 
body of bhe psyker_ Although he hasn't 
changed Ithat much sInce his last oubng, the 
other characters haw. been modified In view of 
what happened in the last Inquisitor battk 
report. GI)'X, having had his leg cut off by 
MechslmU$ OilreUus's chainblades. now sports 

and wards may tip the balance, and also shows 
that Tyrus has easy recourse to the very best 
Imperial e'CjuJpment. as befits an InquiSItor of 
his slandil1g. His strong ties With Imperial law 
enforcemoent agencies allowed Tyrus to replace 
the stln cnppled I!a1baretta with another 
servant 01' the Emperor, Hunt leader Lucretia 
Bravus. 

My obJtclive was to bring LIchtenstein in dead 
or alive, and to be honest, dead §()tincts pretty 
good to me Yes, going In guns blazing would 
give lichtenstein something to think about. 
cun.e his name. I'm hoping that Kessel Will not 
[nterfele, but If he does then his dtmoni<: 
Visage will be put before an tnqulsitonal 
condave; the Emperor's jusbce Will be seen to 

a dashing new bionic that I modified from a 
Tau Crisis BattJesuiL Dimitri now has a bionic 
head with an advanced bionic brain In place of 
hiS old-fashioned biologic.al one, making him a 
better shot but a ~ttle less tough (green stuff 
ahOYll_ The tremendous warp energies 
released by the Paraeii)( Configuration in the 
eponymous battle repori haw. also made their 
mark on llchtenstein and Ghaustos; we used 
the aUen ablUties table from Graham's Allen 
Bounty Hunter rules in Issue 1 of Extermlnatlls 
Magazine for the effecb. I was lucky enough 
to roll Secondary Jaws and looked forward to 
Ghaustos delivering a nasty bite, AUens style, 
to anyone who got too dose ... 

be done Paul Sawyer's warband is a rogue 
element - Tyrus will want to put the foul 
Magus to the sword, but Will he get the 
chance? After all it is llchtenstein who Tylus 
wants most, Emperor willing, Tyrus will be able 
to use the confusion of conflict to his 
advantage, and bting nis quarry in. 

I want to keep my warband dose together, w 
they can't easily be ganged up on, and more 
Importantly. can support each other when 
trouble arrives. I had a feeling that Sergeant 
Stone's medi-kit was going to come III useful 
for a start. Hopefully Mallcant won't prove to 
be so incompetent this time, and the frothing 
maniac will get the chance to prove his worth 
to h~ master 

•• 
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Dodge thlsl Zhe.,wg u.,IelShtoS l hall of hot Ic-ad towards ryru~ and lI.Itreti.!. 

T yrus squInted through the bright, 
mid-mormng sun, drawing his pistol 

while shielding his eyes with his free 
hand. The small community below baked 
in the relentless heat, a shimmering haze 
lending a subtle distortion to the view. Or 
perhaps it was more than Jurt the heat 
that caused the haze. Black smoke rose 
from a stinking pyre on the outskirts of 
the township, the air was sour with the 
taint of the daemonlC, and behind a large 
building to his front, Tyrus could see a 
swirling, pale light of unnatural origin. 
Was there no end to lichtenstein's 
heresy? Tyru5 had no doubt that 
lichtenstein and the other corrupted 
Inquisitor were responsible for this 
blasphemy against the Emperor. He 
genured for Bravus, his latest Enforcer, to 
follow him down the rocky slope towards 
the township. Today would be a day long 
remembered in the annals of InqUISitorial 
justice. It would see the rogue 
lichtenstein and his unholy compatriot 
finally brought to justice. 

AI the foot of the escarpment, hidden In 
the shadows of a covered boardwalk, 
Zhenkang watched lYru5 and Bravus, 
easing back the cocking hammer of his 
heavy stubber and pointing the 
perforated barrel in their direction , These 
must be the interlopers Kaludram had 
warned him of, the ones who would try 
to prevent their glorious master 's birth 
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Into the world. Blood·flecked froth 
gathered lit the corner of his mouth as he 
saw the woman spot him. Before she 
could warn the hugely armoured man 
who accompanied her, Zhenkang pulled 
the trigger, holding on for dear tife as the 
heavy weclpon bucked madly In hiS grip. 
Heavy calibre shells roared from the gun's 
muule, churning the rocky slopes to 
splinters al,d kicking up plumes of smoke 
and dust. !He cackled insanely as he saw 
the woman drop, bleeding from a wound 
to her belly and sparks fly from a bizarre 
floating skull that followed the armoured 
man. 

Hearing the roar of his minion's weapon, 
Kaludram tore his gaze from the 
unfolding majesty of his master's 
transmogrification, instantly alert for 
potential threats. He waved at Shred 
80259, p(linting around the far corner of 
the building as he slid to its corner and 
stared to ..... ards the hillside. A motionless 
dust cloud obscured whoever Zhenkang 
had been '~hooting at but, besides tha.t, he 
could see .~ gold-masked warrior in red 
robes and a hugely muscled man carrying 
a fearsoml~ glaive. He reached out with 
his psych!(; senses, probing for 
weaknesSE$, feathering a mind-touch on 
both interlopers. Sensing an opening he 
slid psychk tendrils of influence inlo his 
victim's mind, wrapping his power and 
desire around the man's individuality He 

felt resistance, but exerted his powerful 
will, utterly dominating his victim. He 
closed hiS eyes, opemng them a heartbeat 
tater and looking out through his puppet's 
eyes, seeing the warrior with the glaive 
lying in the sand before him, taking cover 
behind some rocks_ With shaking hands 
he forced his puppet to raise his own 
pistols ... 

Malkant screamed inside his head, his 
self-will pushed into a creaking corner of 
his skull as the presence of another took 
cool1ol of his limbs. He fought against it, 
sweat bursting from his pores with the 
effort. but the will that had swallowed 
him was too strong and he could only 
watch in horror as he took trembling aim 
at Sergeant Stone's exposed back His 
hands shook a3 he fought the loathsome 
Influence in his mind, but he could not 
prevent himself from pulling the triggers. 
Bright las-bolts blasted the rocks around 
Stone's head to splinters and the massive 
guardsman rolled aside as Malicant's 
shots stitched the ground where he had 
lain. His mouth twisted in a silent scream, 
Malican! jerkily advanced towards Stone. 

InqulsltOf Uchtenstein fhnched at the bark 
of gunfile from the far side of the 
townshIp and motioned to Dimitri on the 
roof of the derrick-housing a3 he watched 
Kessel emerge from behind some rocks on 
the other side of the square. The 
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damnab'~ Da~monhost that had 'slam' 
DImItri outside the chamber of the ParaellX 
Configuration floated beSIde him 
lichtenstein cursed, thIS complicated 
things There CQuid only be one reason 
Kessel was here: to banish the Daemon 
I.Jchtenslein knew that the venerable 
InquIsitor would be content With simply 
preventing Its manifestation, but 
Uchtensteln wanted more He had a SCOff 

to settle With thiS creature and he woold 
not allow ~sel to get in his way He 
sprinted towards the truck parked besIde a 
weather-beaten bUilding and shouted, 
"Kessel. st.ty your handl The Daemon 
must manifest before it can be destroyed " 

"How long do we have until thenr 
replied Kessel, also running for the truck 

lichtenstein fell the almost unbearable 
psychic bUild up and said, • Not long. 
Moments only" 

Tyrus turned at the sounds of las PIStol 
fire behind him, hiS fury building as he 
saw Mahcanl blazing away at Stone 
What In the name of all the holy sajnn 
was the fool playing at? The wards 
Inscribed on his armour blazed With the 
prolClmity of psychic energy and lYrus 
realised that Maliant was in the thrall of 
another. The Witch Hunter cursed 
Malielnt and resolved to punish him 
~rely for his weakness of Spirit. He 
turned to Maliant and drew hiS pistol as 
Ihe wounded lucretia shouted a warning 
to him He spun, seeing a mutated cultist 
below bnnging his massive gun to bear 
once again, holding the muzzle pointed 
firmly in Tyrus's direction. He raised his 
bolt pistol, taking careful aIm, but before 
he could shoot. his foe's weapon erupted 
with fire. Tyrus felt the hammering 
impacts against his armour and fiery pain 
as the heavy bullets tore through Ihe 

tontrol. turns on Slone 

ceraml!e plales and Into his flesh He 
collapsed, clutching his pelvis as the 
fanatic's insane laughter rang In his ears. 
As he fell , he saw Stone leap to his feet, 
stumbling on a loose patch of scree as 
Malianl once more aimed hiS guns_ 

lucretia saw Tyrus failing and rolled aside 
as his massive form crashed to the 
ground. She gritted her teeth and fought 

back the waves of nausea and pain. Her 
breath caught in her throat as she saw a 
huge, mechanical behemoth lumber 
around the comer of the building below 
her and begin marchIng relentiessty 
towards her Massive, piston-driven 
power claws snapped 00 the end of its 
rusted metal arms and its face was 
twisted in a snarl of hatred. Lucretia felt 
the gfound shake under the impact of Its 
footfalls and fought to unlimber her 
sholgun as the terrifying beast drew 
closer The trigger guard caught on the 
leather atch of the shotgun's scabbard. 
She polled agam as Ihe cyber warriof 
drew ever closer, the pneumabc hiss from 
its arms and the crackle of energy 
sheathmg its claws getting louder and 
louder She lugged frantically at her 
shotgun, at last fr~lOg the weapon and 
raclung the slide one handed. It was 
almost on top of her as she rolled and 
fired, putting a han of shot into its groin 
With a look that was more surprise than 
pain, the mechanised warnOf' dropped to 
its knees, blood coating its thick, canvas 
trouserl as Lucretia's cyber.mastiH 
launched itself over its fallen mistress and 
sank Its steel fangs Into the warner's 
chest 

Both Kessel and Uchtenstein jumped as 
the truc.k's engine roared into life, the 
corroded exhausts jetting filthy blue 
oitsmoke. Uchlenstein felt the tang of 
psychic energy permeate the vehicle and 
turned to see Dimitri moving his hands as 
though behind the wheel of the truck. A 
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lCeuell~ draued alan& A5 the truck demorl'ihes lhl' bArbed wire fence 

side eHect of the Pharaa'gueot/a's 
daemonic presence in the Taberna Ostium 
mines had been the unlocking of Dimitri 's 
latent mecha-psychlc ability and, useful 
though it might prove to be, lichtenstein 
knew he would need to keep a dose eye 
on the Mages, as he was without the 
protection that shielded sanctioned 
psykel'5 from daemonic intrusion. With a 
shriek of tyres spitting gravel, the truck 
suddenly sped off towards the centre of 
the township, lichtenstein attempted to 
keep pace with the truck as its speed 
Increased, while Kessel recklessly leapt 
onto its lowered tailgate. But he had 
misjudged the speed of the truck and was 
Jolted from its back, only just managing 
to hold ooto its side panels. The truck 
sped off, dragging Kessel behind it and 

smashing through a wire fence in a 
shower of sparks towards the centre of 
the township 

Zhenkang turned at the sound of the 
truck smashing through the fence towards 
their mastl!r's chosen vessel. Shimmering 
light still surrounded her and it was all too 
dear what thl!!' dri .... er of the truck's 
intention rnust be. He experienced a 
moment's confusion as he saw that there 
was no one dri .... ing the truck, but didn'l 
let that stCIP him from swinging the hea..-y 
stubber arl)und and puUing back the 
trigger. Finng al such dose range and at 
such a lar@:e target, almost aU the shells 
impacted on the truck, blasting great 
holes in the bodywork and punching 
through the engine block. Smoke belched 
from the speeding truck and the engine 

exploded, wreathing it in flames. Kessel 
screamed in pain as the fues scorched his 
arms, but held on regardless. He could 
feel the tightness in the air, the fabric of 
reality twisted by the abomination 
attempting 10 force itself into existence 
The air reeked of its foulness and he 
knew thai he did not have much time 

Stone slid partIally down the rocky slope 
and saw a figure clad in blasphemous 
runiC armour at the corner of a bUilding 
below him The grinning figure was 
mimicking MaHcant's e\lery movemenl, 
and Stone realised that thiS must be Ihe 
cause of the RedemplJonist's treacherous 
behaviour, He snapped off a quick shot. 
blasting a chunk of timber from beside 
the man. The heretic ducked back and 
vanished from sight as Stone crawled 
back to the lop of the slope. He roiled 
onto flat ground, allowing the glands 
implanted in his neck to release a cocktail 
of combat stimms He felt fresh strength 
flood his system and leapt 10 his feel. He 
turned in time to see Malicant's contorted 
features and the flash of gunfire from the 
Redemptionist 's pistols. One shot scored 
across his leg and another slammed into 
his belly He grunted in pain, reeling back 
and raising his own gun. But before he 
could pull the trigger, Malicant lowered 
his las pistols and the glaze of another's 
control dropped from hiS eyes Sensing 
the Ihreat from Mahcant was o .... er for 
now, Stone turned as he heard Ihe sounds 
of battle over his shoulder and saw 
lucretia's mastiff sa .... aglng an enormous 
warnor armed wilh power daws. He 
pointed at Malicanl and growled, ~ This 
isn't over, zealol. H 

lhenlang W1r~5 the truck 'rom end to end WJth heayY cabbIe sheik;. 
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Lucretia used her shotgun to push herself 
upright, knowing that her cyber-mastiff 
wouldn't be able to hold the mechanised 
warrior for long, It bit into what little 
organic components remained of him, 
sconng deep grooves in his flesh , She 
unhooked a synthflesh spray from her belt 
and applied it to her wound, the pain 
fading as the quick-acting balm did Its 
work. She pocketed the synthflesh 
canister and aimed her shotgun, cursing 
as Stone charged past her, swinging his 
enormous glaive at the thrashing warrior, 
With a shrug, she scabbarded her 
shotgun, unslung her shock-maul and 
charged after the Gland War veteran, 

Lichtenstein followed the speeding truck 
across the buckled fencing, halting at the 
edge of the thick, steel pipe and watched 
as the lumbering form of Gryx emerged 
from behind the structure to his left. He 
shouted, ~Angellu5~ , then after a 
moment's pause added, ~ Do not attack 
Kessel or his companions' - The servilor 
warrior bellowed as his pacifier helm slid 
up and the injector implants grafted to 
the scar tissue of his left shoulder Inlected 
a flood of stimms directly into his 
bloodstream. lichtenstein saw a robed 
fanatic ahead with a heavy stubber 
rapidly thumbing shells into the breech of 
his weapon and sent that image to his 
servitor-warrior with a pulse of thought. 
Gryx took off at a sprint, the replacement 
leg grafted on by Monque and Dimitri 
perlorming admirably as he hurdled crates 
in his frenzy to tear at his target. The 
fanatic pulled back the loading hammer 
and swung the weapon to bear, but It was 
too late - Gryx had him, swinging his 
power claw In a deadly arc at his belly, 
The energised blades of the claw sheared 
through the barrel of the heavy slubber 
and punched through the fanabc's belly, 
before smashing through the timber 
structure of the building behind, Gryx 
tore free his claw In a welter of blood as 
the fanatic slumped to the boardwalk, 
half his midsection torn away, 

4 on lhenkang 

Grahun ehecks to Sft' who gel$; ulight In the bll.51 of the hydrogen tank '~ uplosion , 

Kessel decided enough was enough and 
released his grip on the truck's tailgate, 
raUlng tCI his fee t as the truck continued 
Its lunatic course, His legs were bloody 
and torn after being dragged across the 
barbed wire fence . The Healer was just in 
front of him and Kessel could see that 
there was even less time left than 
Lichtenstein had said, Pharaa'gueotJa was 
practically manjfested, Blinding light 
poured from great rents In her flesh and 
her features twisted and ran like molten 
wax as the Daemon Prince warped her 
form to its own, Glistening wIngs, half 
formed (lut of the ether. flapped ghost­
like from her back and a keening birth cry 
tore al the air. Kessel steeled himself 
against the Daemon Prince's corrupting 
presence and bll!gan to chan net psychic 
energy into himself, As he did so, the 
truck smashed through a pile of barrels 
and cratl~S, and an ellplosion mushroomed 
skyward, ripping through its thin 
underbelly and detonating the fuel in the 
vehicle, The blasts slammed Kessel into 
the ground and hiS gnp on the psychic 
energy slipped, flaring from his head in a 
burst of power. Blood streamed from hIS 
nose and ears as the flaming wreck 
hurtled through the air, slamming into the 

tall hydrogen tank on the township's 
edge The metal skin of the container 
buckled and sheared away, sparks 
shrieking and igniting the highly 
compressed gas In a roaring pillar of blue 
flame, Seconds later the entire tank 
exploded, showering the township In 
whickering fragments of burning metal 
and an expanding sphere of lIaming gas. 
Kessel covered his head as fiery debris 
rained down around him, his mind 
pounding with the pain of psychic 
backlash, He pushed himself to his knees, 
wincing as he pulled a smoking shard of 
metal from his arm, and took advantage 
of the confusJon caused by the eKplosion 
to take stock. Mechslmus advanced 
behind him, his leg bleeding and scorched 
from the blast, while Logan Storm 
rumbled towards a rocky outcrop, seeking 
a good firing position, Loa Gorg was 
close; he could sense the Daemonhost's 
nearness and the scratching, insistent 
presence at the edge of his mind as the 
soul-fragment bound within the sword 
sensed his weakness. QUickly he 
suppressed its hunger. To his left he could 
see Lichtenstein's servitor warrior, its claw 
awash with blood, and the Daemon host 
Ghauslos, drifting trom the cover of the 
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pipe. On the hiUs above the town. a II 
furious battle was raging, though It was 
impossible to make out the details 
through the smoke. Gripping his force 
staff, he stood and saw the leering form 
of the Daemon turn ib: attention hi5 way 
as the last vestiges of the Heater were 
cast aside and Pharaa'gueotJa's true 
corruption was revealed. Cold fury 
gripped the Inquisitor and he realised he 
had to act quickly. 

Loa Gorg sensed its master's wishes and 
charged towards the burgeoning Daemon 
Prince, floating within the shimmering 
whirlwind that still surrounded It. loa 
Gorg lashed out with clawed hands at 
Pharaa'gueotla but the Daemon laughed 
at his puny efforts. KaJudram roared in 
fury at the impertinence of Kessel's 
Oaemonhost In attacking the majesty of 
his lord and unsheathed his glittering 
daemonsword, charging in with a 
ferocious battle cry, The sword sang, but 
Loa Gorg dodged each lethal thrust, 
darting aside with pretematural speed 

Surveying the battle from his vantage 
poinl, high on the derrick housing, Dimitri 
watched the unfolding battle 
dispassionately. He no longer saw the 
world as before, hIs bionic cortelC 
elCchanging information With his senses by 
artificially generated electrical impUlses. 
He saw the soon-la-manifest Daemon as 
a series of vatl·spectral hues with 
proportional vectors of unmeasurable 
energy, its form blurry and indistinct to 
him. A giant figure in power armour came 
into view, Its surface pitted with symbols 
that registered on Dimitri's threat files. He 
mechanically engaged his targeting 
algorithms and opened fire. Both shots 
kicked up spurts of dust, but failed to find 
their mark. Dimitri compensated for Ihe 
inaccuracies and prepared to fire again 

On the other side of the township. 
Mallcant sheathed his pistols and drew 

Outnumbered. Shred 80259 fonillly falls to MaJicant's l!YI§Ufaior 

out his e .. 'iscerator, furious beyond words 
at the violation visited upon him by the 
enemies of his master. The new enforcer 
and her mastiff were fighting alongside 
Stone agllinst an enormous mechanical 
fighter, only just holding it at bay. 
Mallcan! ,charged down the slope, raising 
his eviscerator high above his head and 
screamin!: in hatred. The gladiator warrior 
swayed It;ide from a thrust of Stone's 
glaive and batted it aside, dosing and 
snapping his power claw at the 
guardsman's head. The blow was 
intercepte!ti by Lucretia's shock maul, the 
enforcer !;pinning low behind the 
gladiator and thundering her weapon 
against the base of his skull The gladiator 
dropped 1:0 his knees, blood pouring from 
his cracked head as Malicant joined the 
fray, slashing his shrieking chainblade 
across his foe's chest. Blood sprayed from 
the wound and the gladiator toppled 
backwards. Malicant leapt on top of him 
and drove the sword downwards through 
his chest with a howl of fury. The 

eviscerator juddered in Malicant's grip, 
the barbed teeth grindmg against the 
Gladiator's fibs. Smoke boiled from the 
motor in the hilt as Malicant ripped the 
weapon dear and stood, his heart 
hammering against his ribs, breath hot In 
his throat 

Slaved to the imperabve to kill, Gryx 
swung his lolling head in search of fresh 
targets. Two figures battled in the shadow 
of a SWirling maelstrom of light, one of 
which was off limits. while the other was 
a viable target Growling with battle·lust. 
the seMtor warrior set off to kill again . 

Kaludram heard the SOltnd of heavy 
footfalls behind him and risked a glance 
over hIS shoulder in time to see a one­
armed ~ervltor warrior charging him with 
murder in his eyes. He turned from the 
nimble Daemonhosl and barely managed 
to dodge a swipe aimed at his head. Gryx 
attacked again, furiously slashing his 
power daw at the Magus, but the man 
moved like quicksilver, swaying aside, 

Lo. Goi", llIOods Kaludrilm ',; . ttack as Gryx d'larges ,n to <ietfyer the COtIp de grace 
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Man ,gamsl Daemon. Kene! fights for his Me ."",nsl Pharu·,ueod. 

ducking, and leaping abol.le the servitor 
warrior's frenzied attacks Metre by 
metre, Kaludram was forced backwards, 
the glamour encased within his 1word 
failing to ensnare his attacker's gaze 
Another flurry of brows came at him, each 
one dodged by the narrowest of margins 
Kaludram spun away from yet another 
blow, desperately backing away from the 
maniacal warflOr He saw an opemng to 
break from thiS comb<tl and took II, 
turning away from Gryx as an 
incandescent blast of light, like a 
mmiature sun, exploded between them 
In the confusion he stumbled away from 
the fight, almost tnpplng over Ihe remains 
of the shattered hydrogen tank and into 
the staggering form of yet another 
cybernetically-augmented wamor. Who 
had unleashed the psychic attack, he 
could not teft, but obviously this warrior 
had not been lucky enough to avoid 
being blinded by It. He lashed out with 
his crackling power fist, catching the 
warrior high on the temple and almost 

tearing h is head clean off. The warrior 
dropped. his legs spasming weakly, and 
the Magus turned back to where his 
master shimmered In the throe1 of its final 
transmowification. He experienced a 
moment of pure horror as the servltor­
warrior he had Just escaped from charged 
from the dimming light, and this tlme 
there was no escape_ The power daw 
slashed across his leg, the return stroke 
dosing around his arm and ripping it from 
his body as easily as a man might snap a 
twig. Blood fountained from the wound 
and Kaludram collapsed, pain like nothing 
he had ever known flaring around hiS 
body likl!' an electnc charge. Even as 
consciou~ness slipped away he felt a 
surge of vindication as he felt his master 
ascend to this mortal plane. 

With a hollow crack that pounded the air 
with Its v.K:JIence, the last remnants of the 
Healer's nesh exploded 'rom the newly. 
birthed Daemon Prince's form A creature 
older tMal' time stood revealed In an Its 
chaotic majesty Iridescent wings flapped 

from its back and Its skin glittered as tMough 
studded With diamonds. Its mol.lements 
were sluggiSh, as though not yet used to 
physical fOfm. Its ey6 burned with the IMirst 
of ages and an anger that had seen 
ClVlhsabons ell:lerminated on a whim 

lichtenstein CManted the Verses of 
Banishment, Intomng the names of the 
holy saints of exorCism as he drew vast 
amounts of psychIC power into his body, 
He would only get (JOe shot at this and 
thought it fittJng that SInce he had 
blOught ttliS monster into the world, he 
should be the one to send It back 10 the 
hell from whence It came. Blood ran from 
his nose as the accumulated warp energy 
threatened to spill out from his fragile 
human frame He took a step towards the 
Daemon Prince, raised his hands above 
his Mead and yelled, ~FouJ beasU Back to 
the pit from which you were spawnedl" 

Bolts of pure white energy leapt from his 
outstretched Mands, lashing the beast with 
coruscating energy and enveloping Its 
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form In binding chalns of power. 
Uchtenstein kept pouring power into his 
banishment. but Pharaa'gueotla merely 
laughed, swelling Its barrel chest and 
splitting the bindings asunder 

On the hillside above the township, TYfllS 
ran stiffly towards the exhausted members 
of his warband where they stood over the 
body of the fallen gladiator, Malicant's 
features shone and his huge cham blade 
was coated In blood. Perhaps the 
Redemplionist had done somethmg right 
for a change. The wound in his groin 
pulled palnfully every step he took. but 
Tyrus was damned if he would miss this 
fight Stone's medl·kit should keep the 
bleeding down and minister to the pain 
for long enough. With a curt nod, he led 
hiS followers towards the centre of the 
town. Uchtenstein was there, and there 
was soon to be a reckoning. 

Kessel groaned In frustration as he saw 
the Daemon Prince shrug off 
Uchtenstem's banishment It was still 
groggy, unable yet to take advantage of 
its stolen physical form, and Kessel 
realised what he had to do. Silently he 
commended his soul to Ihe Emperor and 
raised his force staff to hiS tips, The 
blessed samt of Ulantrix herself had 
touched the weapon and Ke5sel 
reverently kissed the inlaid scrollwork 
there. The Daemon towered abo ... e him as 
he charged towards it, its fanged maw 
leering al him male ... olently. With a 
scream of revulslon, Kessel ducked 
beneath the Daemon's daws and swung 
his force staff In an upward arc. The skull· 
topped staff connected with the 
Daemon's midriff and Kessel channelled 
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all his rag!! and disgust through the 
psychicall)1 attuned material of the 
weapon. Fool ichor spattered him as the 
Daemon's substance burst apart under the 
impact. Pharaa'gueotla shrieked in sudden 
pain, reelilllg from Kessel's blow, The 
Inquisitor stepped aside a sweep of the 
Daemon's talons, narrowly avoiding being 
crushed ulrlder its gnarled foot. The 
Daemon stepped back, closing its claws 
around Ke-ssel's body, but the inqUisitor 
stepped forward and hammered hiS force 
staff into lthe rippling tear in the Daemon 
Prince's bcxly where he had struck before. 
He screamed as power he had not 
dreamed Of dared he could tap poured 
through his body, along hiS arms and Into 
the force weapon. Kessel's staff ripped 
upwards through the substance of the 
Daemon's body, elea ... ing it in two, blazing 
arcs of da.nc light ... omiting from the 
wound. The fluid matter of the Daemon 
Prince diSIntegrated under the assault, 
exploding With a burst of tainted light and 
a shnek olf tortured anguish as It was 
once agail, banished to the haunted 
depths of the warp. Kessel dropped to hfs 
knees. utterly dramed as he saw Loa Gorg 
floating towards him 

Grinning with vindicated triumph. 
Lichtenstein staggered forward towards 
Kessel, his reserves of energy stretched to 
the limit by this encounter. Pharaa'gueotia 
was gone, destroyed whife In physicaJ 
f01m and cast back to the Immaterium. 
No matter that he had not been the one 
to dispatdh the Daemon; the deed was 
dooe, and that was what mattered. He 
leaned on the pipe and called out, 
"Impressille, Kessel. Most impreSSive.· He 
saw Gryx standing over the body of the 

faJlen Magus and telepathlcaUy sent the 
shut·down command to 1'115 berserker, 
feeling the weight of the past few months 
wash from him. Kessel nodded, too weary 
to respond and haUled himself to his feet 
using his force staff. He turned to face 
lichtenstein as a crack of gunfire echoed 
across the square and Gryx went down, 
twin holes blasted in his groin, 
Lichtenstein ducked into the cover of the 
pipe and drew hIs stubber as Kessel spun 
to face the new threat. 

Tyrus stepped into the square beside an 
enforcer carrying a smoking stubber. His 
fanatic sprinted around the flanks while a 
burly soldier foUowed behfnd, lichtenstem 
relurned fire as Logan Storm opened up 
with his multi-laser, ha ... lng worked hIs 
way inlo a covering position. The enforcer 
went down under the hail of fire and the 
square became a death· trap of bullets 
and laser fire Kessel ducked and hurled 
another pyrotechnic burst of psychic 
energy into the centre of the square. He 
strode forward and shouted. ·Cease this 
madness! The foe is defeated!~ 

Tyrus fired off a volley of bolter shells as 
he saw lichtenstein sheltering behind a 
giant ore pipe, cursing as he saw the 
majority of his shots ricochet from the 
Ironwork. The meddling fool Kessel 
stepped in his way, blocking his line of 
sight, foolishly thinking that this would 
prevent him from shooting. He drew a 
bead on Kessel and fired, putting him 
down wilh boltet fire, one shot clipping 
his leg, another grazing hiS skull. Ke5sel 
dropped, blood pouring down his face as 
he heard Tyrus bellow, ~ There is no 
escapIng the Emperor's justice, sinnersl ~ 



Once more, Llchtenstern cursed Tyrus's 
name as he saw Kes~1 fall. In the 
confusion of the battle against the 
Daemon, he had allowed Tyrus to slip 
from his mind. It was time to leave this 
place. But not before he had elCacted a 
measure of vengeance on Tyrus. He ~nt 
a p5ychic thought to Dimitri and seconds 
later, a Kraken penetrator bolt hammered 
Into Tyrus' leg, pitching him to the 
ground. lichtenstein ducked back as 
another volley of fjre rang from the metal 
of the pipe and swiftly spun from cover to 
take aim at Tyrus. He squeezed the trigger 
and grinned as the round punched 
through the Witch Hunter's thigh armour, 
hurling him backwards. Kessel was down, 
but Uchtenstein owed him nothing and, 
as Tyrus struggled to rise, he realised he 
would never get a better chance than this 
to make his escape. 

Keeping his pistol trained on Tyrus's 
warband, lichtenstein and his followers 
left the devastated township of Paganus 
Reach to make their way back to 
Cephalon . Their work here was done. 

Tyrus fought through the plill of his 
.0uDded leg Illd pll5hed himsdf 10 

hi.! fect. Blood .ulu:d dO.1I hi.! thigh 
cuinart Ind his every lIerve $Creamed ill 
p,11I. But he bid suffered .orso: before 
Ihis Illd tould 1101 5bo •• eaklltS! before 
his £ollo.-.::rl. No mUltr tlul utb of 
them Iud ,lIowcd their wounds to 
debililile them to the UleDI tlut they 
were uD.1.ble 10 fulfil their obllgltl005 10 
him. He ... ould decide their pUllishmeals 
btel. bUI for 110'" he hid mOlt plCS5lag 
eOIl((III5. He limped plinfully to where 
the blcediag form of Kessel by. , 10llg 
gub 1010 to his temple .here Tyrus hid 
. hot him. LchtCDsteill Iud uuped him 
ollte more. bUI tbe "pture of KCSlICi .,s 
, prize llul limOSI m,de up for tbe 
reDegadc', (Supt. Kt::5SC.i gfOined, ~d 
cvell I cursory glill(e ,old Tyr~ Ihn 
these wounds ... ere 1101 mom!. The rogue 
Iliquillitor's disfillurcd fate .'5 teSUmeDt 
to the dlngcts of Rldiulism ,lid Tyrus 
shook his head It such folly. The 
millguidcd fool ... ould JOOa lurn th,oullh 
]»ill the errOT of his ""Y'-

Tyrus ... Ived IIu: ... ounded ellrOrter 
forwud. ~Bnvll.S. rC5lnm Ibis 0IIt. Alld 
do lIot louch the , .. ord: II ill corrupted. 
ulve llut 10 mt. ~ 

Bnvus IIOdded Illd removed bladers 
from he* bell u Tyrus ,lid SlOne. 
... ,Iked ,hrougb lhc 
devuutJ 10wlIsb,p 
10llVlldt the fIIlen 
Wltrior i. 

After I deadly lIun battle, L.id!lfnstfm 1s Ihf tnt man stAndlnl. 

contempt. rccogaisillg tM. bbsphemous 
sillils ell8nved upon the (lgUte's armOUI 
u StOIlt klldl be5ide 1M. mltl. This ... u 
a follo"':1 of the Ruinous Pown's. Illd 
TylllS w,)uld uke IIrul plc»urc ill 
brilllling 'goni5lall ICltlbutlOll do ... n UpOIi 

him. Th: M.ldi,·s ITm ... .as cruddy 
5C"Vered USI above the clbo .... blood 
pllmI»n~ slead,ly from flu: fl8ied stump. 

~HI' wollnds ITt grievolI$." coofirmed 
S jODe b rdish "He ... iII die soon.-

, punlcd look 011 his Ute. 
hIm to lIVer 

Tyrus lulu:d Ollt ... ith his fist. glippillg 
Slooe', Nndoliel ,ad liftiDII Ihe helVY 
Stlgclnt hom his fcel. 

The Witcb Hunter hnled Stolle level 
.ith hiS owa scured bet. 

~ If he dies. :so do you No'" do u 
cornnund: 

Tyrus dropped the shocked StoDe ,ad 
tlltne.d J ... ,y, 



LNUU!' "en 8A"1.£ !1' .POr-tl I\OOM!"'" n ON!_ 

MORE BANIG FOR YOUR BUCK 
Graham: I don't Ihink ,'ve 
ever seen such a 
destructive game of 
Inquisilor, and I've run 
plenty of games. Setting 
the scenario 10 a mining 
complex was a gift for 
fans of explosions and 

(j,ah.m McNrlll destrucbon, and I knew 
thai these guys weren't going to be happy 
unless they managed to destroy half the 
settlement as wet( as the Daemon And they 
didn't disappoint. I saw this game as the 
climax of a moVIe.. I could picture the truck 
ladet1 With ammo careening Into the 
hydrogen tank in sloW·mo and the chain 
reaction 01 explosions that followed, Equally 
as vivid were the psychiC pyrotechnics when 
Kessel desttoyed the Daemon's ptrysiut 
vessel before It could act. and the final 
shoot·out betweet1 lkhtensleln and Tyrus, I 
was very pleased at the way things WOIked 
out and none of the WOtries I'd had before 
the game cropped up 

I remember Rowland once describing 
games of InquisJlor as being like the last 

ten minutes of an epi§Ode of Buffy the 
Vampire ~~ayer, the point in the show 
where t'Vl!tyooe knows what's going on 
and it's time fOf Buffy 10 kkk some bad 
guy butt That description really struck a 
chord m me, -and ii 's a feeling ,'ve tried to 
carry OVet into my games of InquiSitor. 
Keeping things moving qUIckly and gIvIng 
the playeifS a sense of urgency is essential 
for" an exdbng game of InqUISitor, and it 
makes It a much more Involving eKperience 
when playen are getting into thell roles to 
the extent that they're yellin&. "Die evil 
Chaos,scum!" across the board. I was also 
pleased that the vehicle rules I'd written 
also got a, try out. Though the truck was 
being 'rernote·drlven' by DImitri, the rules 
worked pretty much as I had hoped and if 
you want to give them a try, be sure to 
check out Issue 2 of EKlerminatus 
magazine 

I had gre,l! fun runmng thIS scenario and it 
developed mcely as the game went on, 
with tenslions escalating steadily from 
gunfire tCI eltploslons, to bigger explOSions, 
to a dram,atic finale With a brave Inquisitor 

taking on a Daemon Pnnce slngle·handed! 
After the game, we talked about what 
would happet1 next The wounded Tyrus 
has now taken Kessel and Kaludram 
prisoner and is preparing them for their 
Trial by Ordeal. This j~ another of 
InqUISItor's great strengths, where the 
ending of OIle game naturally leads into 
the next As we talked over the scenario's 
ending, a number of potential story ar~ 
immediately suggested themselves. Would 
Loa Gorg attempt to rescue his master? 
What would happen if someone else were 
to pick up Kessel's sword containing the 
soul-fragment of loa Gorg? Might 
Uchtensteln attempt to free Ktssel from 
the Witch Hunter's clutches - as much to 
annoy Tyrus as for any altrUlsuc motives? 

There's plenty more to be told in the 
adventures of these InqUlSltors and we're 
already planning their next encounter as 
part of OtJr own Studio campalgn, It seems 
that there Is yet more blood to be spilt and 
intrigue to be had on the streets of Karis 
Cephalon. 

BETVVEEN A ROCK .. . 
Paul: J've not had so much fun in a game In 
ages - Inquisitor really does allow lor some 
~uperb, action-packed moments, plus many 
moments of hilarity The game had 
everythIng and despile my eventual demise I 
had a great time. I even got time off at the 
end of the game fOf bad behaviour, .. 

It was fairly predictable Ihat Kaludram and 
his retinue would struggle agams-! the odds 
arrayed agams! him, and so it prov~ , Kessel 
and Uchlenstein kissing and making up 
didn' t help my cause and was my eventual 
downfall, As Ihey say, 'ii's a game of two 
halves' 

108 ABOMINATION 

For the firlt part of the game Kaludram's 
warband totally dommated, but being 
outnumbered eventually counted agaInst 
them That. and not being able to actually 
put Tyros ':; retinue out of the game, 
Kaludram himself started pl oceedings nicely 
by taking control of the already confused 
mind of Malicant. Unfortunately his 
deranged faculties meant that control wasn·t 
as absolute as I'd hl~ I1ked It was also 
unfortunate that Malicant started with his 
las pistols drawn and nol his deadly 
eviscerator, as that would have made a 
severe mess of Stone In the e"d, some very 

poor shooting meant that Malicant did no 
damage to Stone but did tie the two of 
them up for a considerable period 01 time 

Zhenkang blazing away on full auto at the 
start of the game was a not - 40 shob. of 
which OIliy two M , but Imagine the hall of 
hot lead tearing chunks out of everything 10 

Its path (apart from Tyrus's lot sadly.) 
Zhenkang did very well early on but caused 
mon~ lear than actual damage in the end 

Shred BD259 was an Immense 
disappointment. but then he did take on 
Tyrus's whole relmue pretty much alone. His 
rufes mean he has to move towards the 
nearest VISible enemy each tum and I nad 
the choice of letting him go or joinIng him 
but leaving my main objective, the Healer, 
unprotected, In the end, Shred charged In 
and, whilst he tied the Imperial lackeys up 
for a turn or two, did little damage himself 
as he was up against too many opponents -
I really wanted to see what damage his 
power claws could do .. , 

As the game drew on the wtlting was firmly 
on the wall , and so 11 proved as one·by·one 
the valiant defenders felt to the bullyboy 
tactics of the false Imperium KaJudram 
alone stood against the so-called might of 
the Imperium, driVing all before him untit 
they turned a cheap trick and set upon him 
from behind, typical behaViour that shows 
Just why they have no future In this galaxy 
Of any other. The might of my masters wl!l 
p!evail, 

They think they have me pflsoner, 
debilitated With one ann ripped from this 
mortal coil. How terribly naive they are - I 
have them fight whcle J want U\em ... 



MIXED SUCCESS 
Gall: As expected. thIS turned oul to be 
another clasSIC epISOde In the saga of 
InquiSitor l(es~l. wllh plenty of gunplay, 
sword flght5, ellplos/ons and, of course, 
raBlng daemonic entlfles hdj·benl on 
subjugating the world of Kilns (topha1on 

Well, Ihe shaky alliance with Uchlensteln 
Just aboot managed to hold logether, 
despite Kessel hi;vlng the fee/ins that 
Uchtenst~n krwws more about the Daemon 
Pnnce then he's been telhng. In the end, the 
Chaos Magus .tnd his nefarious followers 
were dealt With In pretty short Ofder, mainly 
beaU!ie Ph~ and I .. greed to Rille our 
differences and concentrate on the main 
ob;ectwe. 

Overall then, I<H~ had a moment of great 
YletlX)' and a moment of sh,tlrong defeat HIS 

single-handed bantshment (Of pummeUmg. 
to be more preCISe) of the Daemon PrInce 
liM to go down as ooe of the most heroIC 
and downright impressive ttl!np he', ever 
done Never before has a force staff served 
sud! a great purposel Okay. it was a little 
lucky to destroy the Daemon's manlfestabon 
In a sln&le turn, olI'Id It could have spelled .eal 

p.oblems lor our daemon-hunting hero If it 
had been given the chance to attad back, 
but it all turned out good In the end. Really, 
It was II just reward lot hiS bfllvery In 
challtngillg the Daemon alone and unarded 

The real l'Iy In the ointment 15 that 
bombtitit, meddling fooll)'fUS l If only he 
had lister ~ to reason, much bloodshed 
could have been avoided Despite Kessel's 
selfless attempt 10 resoille tne dispute 
between the Witch Hunter and the dubious 
lxhtenstl~n, the knudle-headed oaf simply 
open~ fite on him and hill now tak~ 
Kessel 1fIt.D custody In fact. though I say It 
myself, I thou!htl! was qUite Impressive -
the bllndi.ng flash to attract attentioo, and 
the booming de:mand to everyOM to lay 
down thew We.1lpons Kessef's no stranger to 
InqulsltoriaJ Condaves, and Witt probably 
make mort work of any acwSdtions Tyrus 
ines to 1e1/e1 at him Afte. aU, he has been 
vallan!fy protectJng the Emperot for §eVeral 
centum~s flOW, and no u~lart with a power 
armoul cc,mpleK 15 gomg 10 get in his way 
now Oh, and yes there were some sJiShtty 
Iffy moments After Kessel's Willpower was 

reduced by a failed psychiC attack, he spent 
the rest of the battle slivlng off loa Garg's 
attempts to !.lke him ever There'll be some 
chastisements for a teltaln Daeroonhort, lind 
probably the addition of a few more charms 
and wards to keep him In place when the 
two met:t a!am 

FIRE AND BRIMSTONE 
Phil: I lust love blowll1g sluff up In 
InqulsltOf A game's Just not the same for 
me unless I've caused substantJaJ property 
damage and wreclted at least one terrAIn 
feature. For me, ooe of the highlights of the 
game was DI!1lltn 's overly successful 
distraction tactlG - the psychic 
commandeering of a munitions truck, His 
I1T1promptu ram-raid took down II fence, 
blew up a couple of piles of crates, the trud 
Itself and ulU!1lately a hydrogen tank, 
causing an explOSion of monumental 
proportions beetlent news 

As far as my mlSslon was concerned, 
perhaps the most Important action I took 
wu talkIng to ~sel As far as I knew he 
intended to 10 In luns blulnl and 
obliterate the witch before Pttaraa'gueotla 
manifested; in no way a solution 10 lis 
rampage Because I took the time to 

role-play iln e:ltChange between the two 
InqUisitors, Gail 'S warband act!d as my alltes 
rather thai' as my enemltS. Although my 
attempt at bamshlng the Oaemon falled by 
the smalle-rt of marginS, Kessel was on hand 
to beat se'lt'n kinds of hell out of the 
manIfested Daemon Prince With hiS force 
staff (who needs psychic chlan~ when 
you've gola big old sbc.k) Where does he 
lei those INOtlderful toys .1 

Ali for Tyrus, well , the big bully dldn'l even 
let dose Due to the Inter'V~lIon of Paul 's 
Wiilrbartd, ftowland didn't really gd off the 
startmg bklCks until the Daemon was dealt 
With By then, Gryx had taken down two 
thlfds ef ~e Chaos wilfband. Including 
~'ppmg Ite ami off the Magus himself 
(good dog' ) ThaI meant that by the time 
1)trvs had hauled himself over to the tewn 
square, I wu lcod and ready for "1m, 

Uchtens1eif)'~ rodc steady aim and the cover 
afforded by the pipe sealed the deal So 
when It tame down to the rugh-noon style 
shootout. I was able ID take out 'TYrus ' legs 
( ... gain) whilst sustaining practically no 
damage in return I Wa5 very lucky that 
Dimitri came back online Just In lime to slam 
one of his two Kralten penel.ator r()\Jnck Into 
lYna's kneecap. II happened I'd stac.ked the 
r()\Jnds in hl$ bolt pistol's magazme Just right 

So the Daemon was banished bade te Its he" 
for a milienf'llum, lIChtenstem thwarted hIS 
old enemy 1)trus yet ag.1ln, and my warband 
came away With no more than the odd 
scralch Definitely a success I'm so muffed 
at the way things panned ooi. I'm eveo 
considertng.l rescue miSsion to free ICessel 
from the self·nght~ dutches of lYrus, 

BATTERED AND BLOODY 
Rowland; An Tyros had to do wu shoot 
Uchtensleln In the he.1ld Pretty SItIlp/e1 It 
might have helped If I'd limed, but hke 
Tyrus himself. I wa.s pretty fired up by that 
point in the game Bamng Lucretia's man, 
haMS shot 10 Gry.s grom, lichtenstein's 
warbllnd was pretty muth unscathed 
With hIS quarry so tantaJisinsly close. lYrus 
only had to wIn a gunfight and hIS 
nemesis would be: at hIS knees allaslll was 
not to be 

I have to say that I was feeling ralher 
confident 10 start with, a sure $Ign of failure 
pemaps Tyrus hadn't coonied on lighllng hli 
way through two other warbands belore 
coming up against l/chten~teln Vl'aham had 
endeavO<.lred to make Ty1U5 '5 task liS dIfficult 
as possible Any inilia! confidence that had 

eXISted Wal, soon blown away Uterally A 
heavy stubber on furl aulD IS iii fTlghtening 
thing In all my sames of Inquisitor, not once 
had I came up against a heavy weapon, and 
aftel that Ope11tng salvo, t wished the rules 
for the damn thlf'lls hadn't befll written. Or 
that I had one In my warband. Then to make 
matters worse, the ever·lenable MallCant 
suddenly dldn'l feel himself One thlng'!I for 
sure, you tiln always trusl Mallanl Ie mess 
everythIng up 

Luckily, Sergeant Stone didn' t hold any 
grudges, utltil alter the lame, where he will 
ptStol-whlp him into unconsciousness ' After 
such .I bad st.rt, , didn't think I cooid get 
bide InlO thi! g,me However after I timely 
gloln shot, wme b<lnd-Ilds from Slone's 
medl-~::rl an,d aul-of-c.haracter competence 

'rom MallGlnt With hIS eviscer.tor, thl(1gs 
looked better It's the ups and downs of 
fortune that makes InqUISitor so much fun to 
play One minute you're doomed and the 
ne.K1. your watband stands triumphant! Even 
though lYrus couldn't bring lIChtenstem H'1, 
some considerable solace can be taken from 
the captunng of t<esse! and the Chaos 
Magus In slory terms, l)'rus WIll ob .... ously 
put the Chaos Magus through varIOUS 
ordeals before sentenang him to a painful, 
perhaps even ftery dealh As for J(essel, an 
InqwsltonaJ Ccncla~e WIll have to be 
arranged to pass ludgment 00 the wayward 
Inquisitor Next time lyrus m~ts 
Lkhtensteln, tyrus will have .. new plan, a 
resourcelul plan. a plan Involving usmg 
Malicant as a bullet shIeld. 

'.9 



Inguisilor Eisenhorn £15 

Delphan Gruss £12 

• 
Inquisitor Aulebook £20 

his retgned over 11111 Imperium of Man fOI ten thoUsand years hiS armies IWY! 

~~:~~~~;~~~~I!~~;::""~~~"~;":i,~es~';OI.~,~pac§e In tne detenct of hiS empire. And lor ten tltousand years tile war 10 deland HUmJIIlly ftom Its worst MKlmtes - the allen. tile 
heart IfId 1f'"Id as with guns and blades II is a war withOUt 

So,1 

rules you naed 10 play InquISitor 

(Models: shown a160% 01 actual size) 

Artemis £18 Inquisllor Covenant £15 Witch HunlerTyrus £15 

Damien 1427 £12 Malicant £12 Cherubael £12 

Severin a and Sevora £15 Preacher Josef £12 Duke von Castelian £12 

Available from selected Gam!s Workshop stores, Mall Order (0115 91 40000) 
and online at www.games-workshop.com 



Barbaretta £12 
IMII/dn cyl)er·ml1llll 

SerJleant Stone £12 Quovandlus £12 

MAIL ORDER ONLY INQUISITOR,MODELS 

Krashrak £12 

Simeon 3aX £12 

Krle aT 'Krash' Thrn £12 

. --
... 
: 

Damian Bloodhound £12 

lucretia Bra~_£12 
Inttudes cyII.Nnu tll 

Kal Jerico £15 

Techpriest Tezla £12 Jan van Yastobel £12 

Sergeant Black £12 Fabian £12 

This is by no means a complete selection of the 
Inquisitor models available. There are several more 
Inquisitor models, along wilh extra components and 
varlanls, that have been released as part 01 the Maif 

Order ONLY Inquisitor range. You can now order Major 
Jalon, servo skulls, mutant accessories, weaponry 

and much, much more. Don't forget thai you can also 
order individual components lor your models, to make 

creating and customising your own Inquisitor 
characters even easier. Jusl phone Mall Order on 

011591 40000 lor more details. 



or~FLIC 
EDINBURGH 

Regional Tournament 

..... " .-.,y 19th May 2002 
Roval Highland Exhibition Centre 

Ingliston Road, Edinburgh 

or~FLIC 
BRISTOL 

Regional Tournament 

aturday 22nd June 2002 
The University of Bristol Union (UBU) 
Queens Road, Clifton, Central Bri tol 

ARE YOU THE GREATEST 
LEADER OF YOUR REGION? 

gister your army for your regional tournament and prove your worth' The ConflJCt 
Tournaments will also feature participation games, Mail Order. 

Forge World , the chance to meet the Fanatic team, and special guests. 

To get your ticket, talk to your local Store staff now~ 
Full Tournament IUles will be sent with your ticket. 

Warhammer 40.000 Tournament - I ,500pts 
Warbrul1l1j~er Tournament- 2.ooopLS 





IQ~!!E&NgS 
Alessio Cavatore delves into some 

(he tricks and tactics [hat can 
be used in The Lord of The Rings 
srraregy barrie game, proving that 
the game is not as easy as if 
might first appear. 

The liM Ihms: thill hit!. you Bfter playing 
a few glllTK'~ of The: l.c>ru of'T'hc- Rings 
bailie game is Ihllt thl'<' I~ mOM ddinitely 
nOI Warhnmmerl 

The trut no\clly of11lc Lord u l The 
Rmgs game is Ihut :111 our moun game, 
until now haH! shared a (:ommon 
"u\lcture: p13yCf A doe~ his entire tum. 
then pla}er B \.'Ompletes his lind then bad. 
10 player A. ami -.0 00. 

The Lord ofTbe R ing~ game is deeply 
different. !x1:au'.>t! Ii",! both p!ayer~ move 
their picc.!'. then both plllycf\ ~hOOl. and 
Iin;llly clOM'-quancr c('jmbal~ Jr"e \()lved 
Thi' nc\lo \ truClu/'t crealt!S II completely 
difft.'rcnl gammg experience, For gaming 
YClcran~ like my~lf who h:l .. c grown up 
wuh tm IlltenHLlmg tum ~y'lem it can mkc 
SOniC' gel1in~ used to, Geuin)! to grip~ 
with the new sy~tem meafll l would mak .. 
~il1y nllSlOke~ ~lIch as when 1\ W!l.~ my 
tum 10 move fjr;1. I placed Iny archcl"> in 
,I po~lhon where the) had II dear lin< of 
sight to the enemy, thinking "this is /I very 
good \hut!" Too lotc I realised Ihat before 
Ill) Shoot phaM:, my opponent had hl\ 
own Move phase , so he could move hi, 
model~ 1010 c()vt:r, OUI of ,ighl or e\-en 001 
of rangc of III) atChC~1 

Thl~ example 1c:lds U~ 10 the fif't part of 
thi~ IIrtich:, dl"ll ling With the fiNt phase In 

tne tum 

PRIORITY PHASE 
Well, the only IJctic I can recommend for 
Ihj~ pha!,e, con~i'lLn1> of II \ingle mil-off, 
is 'roll weir I'd JU)I like 10 pomll'uI thai 
rolling well docs nOI nccc;;.\arily met1n 10 
win the priority roll' You WIll won reaii!>e 
Ihm In the carly 111m' of the game, "hen 
the modeb are too rar aWII} for close! 
t'Omb.u, 1\ b actually better 10 lo-.e Ihe roll 
and go '4'Cond, beeau\c thl~ allo" ~ )()U 10 
see whal your opponcm is doing Imd reBel 
to hi) moves_ uucr on, when Ihe model, 
all: in charge mnge, going firM txcomc~ 
more of an Ilcl\anlllge,lIl1owlLlg )(lu \0 pili 
cncmie, in place before they ('an mO\e, 
and e .... en stopping Hcroe~ from u~ing 
their ~pecial poM:rsl 

Not as slmlghtforward :b it 1i!">1 sccmed, 
is It? 

MOVE PHASE 
rhis 1\ cenainly Ih~ 1IlO\1 tnlereMtng 
philsc in Ihe gilme, where you t.:an '\how 

I your tnctical acumen l It milke, a grc<lt 

C~ORE TACTICS 
The Lord The 

priOfity, remember Ihat Ihe 
moliC after you, bcfure you gel 

':~i::':~ :'~I;~~;! If)ou .... allt 10 chArge, 
s cnem}' wLih at least 

tn Imp ttK-m 

R"."."~! "h" il you charge a model and 

btl /tIe 

engage it in combat, II won't be able 10 
mQ\e. cast ~pells or \hOOI, iO II i1> ohen 
well wonh getung ~lUck 10 If you don't 
wanl \0 charge because yotl :Ire clearly 
outmatched in close combat or )OU .... al1\ 
In ~hoOl and/or wall for 1l'inlorcemcnL', 
keep il dhl:lnCe from the enemy or double 
the enemy's Mo\'(' value ifm all po§.r.ib~, 
Thi~ i~ becllUo,c if the enemy wins priont) 

1 The Good ~i<k and Evil side are 
more Ihan 12" (28cm) away fmm 

each OIht..'I", meaning thnt llCuher 
SIde will be able to cha'1!c thh tum, 

2 11)(: Good ~ide wiM 
prir.rilY and e1ecb 

10 ad\ancc_ The C\ i! 
~idc mo\t·~ \e('ond, al'lU 
dec iding 10 IlJvance 

3 When roUmS 
for priomy lhi~ 

tum, the ~\'il side 
has a beller chance 
of"" inom); lind 
moving fi"'L 
allow ing Ihem \0 
chKtge !tnd give 
thcll\-eh'es [\ beller 
l'hance of winntng b} 
being able to ch,lO<.t: 
who tbe)' uttack 



In the ncJit tum (and they are more hk~l) 
t(l \\-In 1\ thall you are) th~y will mo\(~ 
agnln before Y(IU ",an d.) an)'thing, Yoo 
therefore nectllo be IWO mo"'e~ aWllY 
from them 10 Ix \aft Il'~ Important It) 
thm!.. one lum Ilhead ~OO Ih~t make~ t~ 
lame:' \'li:r) intemtin,. AI'>(l,lb ).M.l mme 
11 .... 11)~ t'eme:'mber to Ca.~1 )'('UI ~pcl1~, 10 
mo~e onl!, half dl~tllo\:" If)lou \\i8nt 10 
~hoot and to poSition )lour urd\eN; .... ) thaI 
the enem) cunnol hide from lhem 

If you doO'1 have pr10nE)'. oo)ern! the 
ClICm} \ mo~e .. \I.f1d reacllO lhc-m, Try III 
charI:I:' again\! CllemlC) Ihat ha\(' 'In~ 
up on W!OC of your mlldeh It) help I~m 
nul Mo\e your mndel\ <;() thaI Ihl:'re I~ 
'>OOlelhlllg bel\Ooel!n I~m lind enemy 
an:he~ Ihaillre free to ,hoot (po~)ibl) a 
hou<;c!), FinaJ1~'. con~ldI:r that in lhe' 
folio .... Ing lum )OU hll\'e more chanr.:t 01 
gelung prionl}, 'iO )t)IJ ~'arI place your 
modds In I po<.ltlon from when" Iht-y can 
launch an DIIIICllf tbe) lei to 100\'1' fl~ 

flC'11Uln. 

You ha~e rroIXtbly n()(II.'Cd by 00 .... that IlIr 
bolh ptu)'e~ It'~ ~hul n.)1 10lhllll; 
C,l:clU~i\ely aO(lUI lh(' cum:nt lum. out 
ahout the foUo .... ing one a~ well. Thi~ 
m.ll;~ for a \"(~ry l'hlll\!n~ing game, wnen:­
you mU"1 Lonstanll) thinl ahelId IlIld .... bert 
~OU:1R jn\anably puntV!cd if you let )'oor 
opponent ~rpn<.e you .... Ith I dnuhle mm.: 
whith you .... e~ lit>! t\pec\JII~ 

In the baltle report II) ,\lhite 
0 .... an 265 the "\.,lria Goblin,' 
bOwfin' \III," ton.:tntntted on 
GantJalf. The \1OOa Gohlins 
manag~ to wound the .... 1/.ard 
forcing GllIldalf to llloC I 
valu:lble point 01 F~te. 

Glmli and Bomnllr', high 
lkkno:e value make~ them \.C'f) 

lhffieult 10 w\lund ..... Ith Strength :! 
On:: how" Ito .... tlunJ Glmli ),ou 
f\e\...(i ~ue\ follo\\-~-d h) fhes),1be 
HI)~blt~ mak..: it mULh beuer 18./l!el 
a~ IfJto~ IUlIc 10 ..... Defence \'aJ~~, 

SHOOT PHASE 
Well, OI1C thin)! i~ \try Important to 
untkl'iwnJ here: the enemy cannot "helOt 
yHu if IffY arc dead. 

In other' worth. If ),OU ha\'t priority II'" 
nonnall;f II good ide.1 to lilr~el enemy 
.n:hen .nd try to take them OUt before 
the) car 1>hoot, Anotho!r gOOtJ re3!>011 II) 
tum III d)(m i~ that the)' normall) ha\C a 
low.:r f)rf\!ncr \lIlue than (I;xe combat 

IltlOp) II.TTT1ed ..... lIh \hleld~. whlcb male~ 1\ 

ea.'ler for)oo to ,,:t)fe a ..... ound If ),(lU lUI 

In any ca_'lC.lIlw~)'~ Ir)' 10 keep un C)i! on 
the Wound chart und pick on '>Ohcr 
hugeL~, Thl' I~ particularl) import;1I11 if 
your bow~ have SlrcnlJ!lh 2 fie, you're nllt 
an E1P.J. in ..... h .. :h ca\(! It's !Jeft<.'r n()t 10 
~hocx at an)lhlng \0, Ith a Deferk.'C ot ~ or 
more. bcc,)u~ lOU will need to roll:lot 
ICU~III 6 10 wound 



Elf 00 .... \ haw Stn:ngth 3, ..... hlch ~~ 
them rar ITKIn: emclent th.m other !xl .... '. 
e'pecIJII) .... hen c.:oupleJ ..... ith the Eh~' 
greal ~holiling value of'+-. Lethal' 

On the ocher hanJ. c\'en the: lo .... he'1 
\Ioria Gotolm ha\ II c.:hancc of w()utl<.hng 
the: mighuc\' of Ilcn_ .... nh hI' 00 .... 
..... ithout ri~I.mg hh ncd. In hand·to·hand 
combat. It t\ true that ) WI" cham.'I'~ of 
!iConn~ II .... ound a~alA" \ eT) hlf-h 
Ddc",-",:s Irc not Ion good, but rtlTl\:mbcr 
thill e:\t'T)1hmg c.:t>unh m great numher. 
(a~ Ihe ertr.odl' of the death 01' n~"~lI1ltr 
~ho .... \ 111100 cleMI),), 

One: I~I thIns al .... a)\ I.I'Cp m mmd 
your objl'CIl\'e lor thot ~enari~1 
!iomcltmc\ YOli can get II bit too earned 
a .... ay wuh your .,hllnIUlg.lInd thut wi\1 
'10 ..... you dol'> II lung enllugh for th~ 
enemy 10 fulli l their victory nlndltion, II 
you arc ,hootmg )OU ate moYm~ <It h:'l1l 
\~ and thut might cO'\t yuu de .... ly 
Somcumc, u'~ beller jU'i1 to fOJKt'1 )lIur 
bow, anti ru~h to .... artl~ )lour onl«'lWCO 

f iGHT PHASE 
In lhl..' pha.<.e mnrc: th.m IIny other, 
numheN. ("()lI1i1 fill' a greal deal. It )'011 

manage 10 \UlTI:lUntI and trllP an enemy. 
your ch;ux:c~ 01 winnm/! ti1c light and 
tillmg hIm out are \a~tl} In.:rel1\Cd 

H.!rot.'\ are J different problem hecau:>c. 
hJ\'ln~ II vcry high Flghling \ Illoe .lnd 
""\'eral poln" of Might. lhe) a~ hkely to 
I'> In fighh l'vcn I'o-hrn (Onll'll'lrly 
,urrountled hy \COfe~ 01 lowlier encmie~ 
P,lIlt'ncc b the ~1 ~lulIOll h,m: - lhelr 
I"C..."CI'\C\ of Might 11ft nlll unhmued anJ 
oncc Ihe) U'C Ihcm al1they be<:mne 
\ulncrahle. \0 JU$t moo them and !.;cep 
IIl1llcl.ing; the}' Will grow tired !tnu then 

\()t.I'l1lk-lIb'~ 10 hll them. In the: Inn~ 
knn peN!\"l'rtlnl,:c (\On'Il' 013) callI! 

~Iubboml)es~l doe~ pa)' tl\lt 

ABOUT WEAPONS 
SPCil~ l!R" brilliant blxau'-C the)' .1110 .... 
you 10 '-ot"K:~ntral'" more manro .... er .... hotlt' 
)00 need II I'o-t1houl C\p(Nng )'our moUch 

10 the l'oem)', counter-allar.:k" I would 
rt'COmmcrKithat you 311'>11) \ blI~ II ~pt'Ilr­

armed model for coach of your ' .... mlo.nd 
'hiekl .... "JClding modd, ..... hen )01,1 lIrt' 
..rlectin!! ~Iour fl)fl~C:, <lnd )'011 might 
con~ider cloing the IkImc: for your archeI"> 

Two-handNJ .... Cdpon~ arc: tnc,:lucr to UM! 
IC"~ true IflUt you're mare likel) to kill 
your oppq:nen1 if ),ou hit him. but }our 

E\cn j:JimJi (.an he b.:~lcn m cI~N~ 
',:om~lIlf ~uftjeient numhe ...... elln 
be: hftJught to bear, SUlT(lUndmg ,I 
~in!Je, modelal'i(! gl\e~}ou 
doubk mIt... to wound if you .... 11'1 
the romll<ll 

U\IA~ .... arriOf' 
amlOO .... ltIl \pcan 
allo .... \ yoo to gain 
l''(tTOl attll(:h ilj!:alA~t 
mockl- fi~hung from 
defen",,1' po<ollion~ 

,'h.ln<:e of I'> mnmg the fight and 
l."On'K.'qul'ntl) )'our cl!aoce of ~triking )DUr 
blt\ .... are gI"ClIlly reduced. I would say. 
111 .... 11)1' U'" thc\.: r1lo()(kh In conJunc:uon 
I'> Ilh (>ti1cN eqUIppc:U ..... ith normal 
.... ea(l('>n~. With \lK:h clum,~ 'Aeapon\. 
te;tmwori. IS l'undamcntal. 

l'I!~ly,1l .... ortl on ,hleld,. If )ou're 
dcfinlle1) outmaldled 10 combal ;\00 )00 
ha\C rciulorcenll'nL, on the I'> a)'. It', of len 
II ~ood Idea 10 'lkrcnd b) ~hicldinF' 10 
hou) ... ~ Will'. hut I .... oold n<lf O\cru ..... 
Ihi\ IOCtic. The 1'I",:t Ih:lt )'011 c.:an!lO\ ~trikc: 
lnelltl\ Ih~1 )'OU ClinnOI ta.l.t' ud"'Dma~c: of 
tOO...c fIU"e \ltualion~ when an eoemy. eycn 
1I \ 'C:T)' po .... t'rful OOC'. ha .. II p.uti(ularl), 
hoKl 1\111 ollerinlii )OU .t pm:iou) (lCCI1~iun 
10 d~rnugc: him UJ'IOg '~hieldcrl' 10 the~ 

cal,C~ I' really fn.hlrdtm&, trust mc! 

ABOUT COURAGE 
The illO'>t common drcum)IJn<:c: when 
('oura~l' IIlfl"" II jllme of The Lon! of 
The Rin!!, " ..... hen half or more of }our 
modch h:I\'e brcn l..iIIc:d·\t this crili.;;!1 
polOl, Good arml.!!> ,"11 ha~l':.l l'lISUC: 
chan~"t' or ~'"\\n"numg the fight on account 
of their ,uperinl" Cour<lgc \l1lue 
(e'pec.'I<lIl) If the)' liTe Ehe .. !),1t IS mort 

dIffIcult 10 reach the breakmtt POint for 
E\ 11 pJayel">. b«au'o(' their forcc:\ are 
IUlmlally lalier th.1n tltt' Good one,. On 
the l'lher hand, II' U)C) do rear.:h it. thb. ,~ 
n(llma!!), thl: m('menL wbc:n the gllm.: IS 
OV!.!f. ll\c: problem I~ that. left to hl\ own 
&"'Ic,:(', .... hen Inc ,lIUOlI1"n bc:comc~ 
dllfl.;ul!. }Ilur lI\cragc On: willlum tall 
;lnd run (Ilnly the l'ruk·Hai hUI'e a decent 
Cour<l/lC). \1y IId\i.:e for the Eyll p];lyer j, 
tn tul.e gout! .;.,re (If )'our HelYlC', Ilc';;"ill.'>l' 

thelf \upcfl(lr {'uuruge IS lnvaluablt: til 

I.ecp your Itln.:e ~OJng once hulf of It h:ts 
b.::cn ~Itted 



HEROES AND HEROICS 
In The I",vd of The Ring\ game. Heroe~ 
!IT'C \'cry. \0.:1) powerful. 1\ 11":1\1 "rill a lot 
of Auuel~." v~ry hiyh FJihtmg \',llue and 
a rer,c .... ..: (If point.s of '1lyhl i~ flCilrl) 
m\indbl~ In cJo'>t: quill'te'r'> ,Igain_, oormal 
.. arrion.. If )'00 can u...: )'l1ur \1I,:hl IU 
rnl\.(" yoor Combat "':OR' til 6. )our 
~uperi(\r Fighting wIll en .. ure tho'll ~nu Wl11 

\Ioflu Gobhn~ nc:c from 
Iwn'lllllr liner he: bl" .. ~ 
!he Ikl/'n of Gondor. II a 
' Iotia Goblm Captmn 
hlkl been In the Cl1mhat. 
thc ,tol) coold h,\w 
i)o.-cn \cry difli:rcru 

<in) figtl'1. a~ain.)t an} number or cnc:lmc~. 
I'hi\ reltilblht) 1\ dccl~l\"e m many cao,e,. 
.lIo ..... ing )011 to win diffi('uh fiyht~ and 
let OUI dol Ihe mo~1 carefully luid trllp. The 
onl) problem i, Ihlll }tllJr ~\Cn'e' (II 
'itgll' Nt\'.: iI hnltl. <,())oo can', maintain 
to ~Ul:h 1L ~upcr-hum3n le,,:1 for 100 lung 
(unk~~ you're ,$"nI,I;om. that I~'). SO. tJont 
..... ,1\1.: )our POUlt' - u...: them \\.:11' 

Magical JlOy,e ..... are ollen very uo;cful. hut 
(>lICe 811Bin )'OU cannol keep C3.\llng \l\Cr 
and o\er again. ~au.\C you'U,ocm U"," 
up )uur Wil1.leJ\ 109 you bvtb ]Xl\\'('rk~, 
and \ ulnerabk 10 lilt! magIc of the enem) 

Til conclude, I 'll dch'c IntO onc of the 
rcll""'", why Hcroc~ J.rl: ~l pov.erf'ulill 
Thc u,..J of11'te Rmg' p..une: the 
advlloccll rule I eall'HCMic~' 8) 
'1lC'lkllng;l. point 01 MI&'U, l-lefOC'\ and 
modd~ attlUnoJ them Cllll moH:'~hoo.1l'fight 
OUI (If '-Cqucncc. 'I.fllllchmg the iniliall\c 
Irnm the pillyer wllh prioril) lind 
anllelpalmg his mO\c~ Thl.~ Clln 
<;.(l{llClmlCs prove dco:i\i\'c and It (C1Ulnl) 
add~. further la)cr to tilt! gilme_ Playcr. 
not onl\ hll\C 10 thmk ahead. hut fiU" 
11'0 C(l~~lder whJI would happen if thc 
cnem) \1:1' to slIcrlflCc hi' l'recioo. ~1tghl 
I1nd do .. mncthtn~ Ht:roic. The onl) 
l;hancc t.f ta..:khnS ~u.;h \>ulbu1">l' I' 10 
commll)our ov.n lIenlt.'l> and antICipate 
lhe HCroIL~ of t/'I!;' enemy with )our';_ Thi~ 
C,In ca'll), cloCUlIlle I1nd !cud 10 II huge 
W!bte of t. \ight POUlt' In ordc.'f 10 '()UI 

Herwe' the CIlCI1l),,1l1ll1 players really 
oced to I.:~p their nc: .... c ,IUd be 
O:<lUlloo\ about an CU:C~\I\C Ul>C or Ihi~ 
po .. erflilliICtie. 

An)'\\ ay, \\oc are no\\ burJcring 0fI11le 
realm of qUlle ad\ IlIll'N laclic~ and I do 
rewmnlCnd that )'0\1 begin pl;!.)'in, TtJ.:o 
Lord of The: RjnB~ game WilM1.I1 the 
Il\han~:cd rule$. I hope I h.a\C managed 10 
COO\lIlCC \'011 ,hal ,,'\ oot iI\ ).imrlc It II 
m'~1 fi",i ~ppr;ar 
EnJOy! 

1be 'Ore, AlI!lcl;' bJllle repon 
in WD263 onl) contlltncd four 
l;hlUll<'(Cr;. bullhc) ,1111 pla)cd 
a 1ll.a)Of pan III the ~~. 
e\Cfllual1) IIppmg the: balilf1<.:c 
.. r ,he 1>/1111 .. II"d M".hnS ,..., 
hit .ide II \ i~lot) 



To complete our painting guide 
for the models from [he 
Fellowship of Ihe Ring boxed 
set, this month we take a look at 
how the 'Eavy Metal learn 
painled l egol" and Gimll. 

LEGOLAS 

ASSEMBLING THE MODEL 
The model wa~ ' I\'c:n In undertOilI ~pray 
wilh Chao\ BtOiCk:. Any <.e.::ltom ~ here tilt: 
pamt had (:.11«1 to ,atch .... el'l' then W\c:red 
~ ttl! thmned C'haos Black paint 

PAINTING THE MODEL 
To paint lhe tace, a ba'lttOal of D .... ut 
Ael<.h wa..~ U<oed.llUl .... jt\ lhen gIven a 

"',3.. .. h .... llh C'hc~lnullnk, 
follo ..... ed b) • ~ond coat 01 
Dwarf Ae<h Smallilmount~ 

of Pallid Fle .. h were lhen 
IIdllcd 10 Dwarl Ac~h for 
~uc,"c$~ive hlghhSh[s. 

ugo]as'~ ITOtI.I.tNl "'en: lir;t 
painted with II M<;eeOllt ml' 
of Chao<. Black and Space 
Wol\c~ Grc:y, Small amount\ 
of Space wohes Grt') ",ere: 
then added to Ihl\ lor each 
~uect!>~iv( hlghhjtht Slage 

A ba:.ec041 of Shado", Grt) 
\ioU u!>t'd to palllt the ~m 
1l1l~ was highlighted by 
addm8 Spa.;;c Wolvt~ Grey 
To finl~h. a "'a,h of thinned 
Light Blue Ink wa.~ applied 

An equal parh mill; of DaJi,. 

Anp.eI~ Green, 5con::hed 
Bm"'n and Chao-. Bhw;k mix 
wa.~ u-'oed as the: b;i-'«OBI 

colour fo( the tUniC. rortTt"-, 
Grey wa., added 10 thl\ 10 
hIghlIght the dnr"er '>t'Cli{ln\ 
,,(II ... lu",~' TI ....... , ...... J/",,, 

gIven a wash With Ihinned 
Bind Ink 

~.~---------------
PAINTING 

tv1ASTER CLASS 
He,·oes oj The Fellowship oj The Ring 

for the IIghtCT <;«lIon~ of the 
tunic.m equal J'iU1-\ ml~ (If 
Durk An8c1~ Green and 
Scorched 8f'O\O<n w", u"Cd Il~ 
Inc fiTliI highlight Fortres~ 

Gtey WM then adi.led to thl~ 
for SUcceS~l\'t' hlghhU.ls. 

Legolas' hair lOoilS painted 
with a ba-.ecoat mi'( of ae,tial 
Brown and Snalcbitc Lcatht.r 
SnakcbllC Leather W3~ used 
for the fiN hljhht;ht ~la8c.lo 
'" hich small amount" 01 
Bleached Boot was added for 
eKh "UCCC'i~I~e highlight 
~tage 

FINE DETAIL 
The belt \/,fa!; pamted ..... Ih a baloCCoal 01 
Sc(ll\;hed Brown to .... hieh !k<.lJaIBro\.\n 

WIb added lOr the Ii .... ' 
highlight fnllo\l.ed by the 
addltlOO of Bleached Bone 
for the final hlghll!ht 

A ha';eC(lal mix of Scorched 
Brown and Choo\ Block 
was u'!ed for the quwcr 
Scorthed Bro ..... n .... es used 
on ;1) own for the fint 
highlight, fllllo"'cd by 
nUding Vernnn Brown to 
Ihi~ for ,ucce\\J\C 

hi8h1ighl~, FlOitll~.lhe 
qUiver "'~ gIVen II hght 
!13/.c' '" Ilh thmfll!d Bh)o.-k ,,' 

The straP'S of the qui\l~r "'ere pallllcd with 
• bbecoat of Oarl. I-le<Jl ...... hiCh WI~ 
highlighle~ b)' addinl! Snakebite Uamer. 
For the final hi8hhgh~, B1eao.-heU Bt>1'Ie ..... as 

added to the mix 
belore a wl.,h of 
Bro .... 11 Ink ",a. .. 
appllC"d 

The 00'" .... II~ I',ainted 
wilh u ~'OiI1 of 
Scorched Bm"'n, Thi~ 
..... as then highlighted 
..... ith Dark 1-1e\h II,) 
... I,,~h "".",1" PI""''' 
"'a~ added for lhe fin.!1 
highhght stage\ 

FINISHING TOUCHES 
The aTTOII \haft~ .... ere painted lIith a 
b~M!CI"lt (If Sconhed Brown, Besua] 
Bm"'" was add<.-d to Ihl~ for IIIl' highlight 
\taj'!e~ 

11lc feather-. lIere paUlIt<d 
with M bao;cCOOI of Be,ual 
Brown, which was 
highhghted b~ fir;1 .KIdin, 
Snaltbite Lealher, Ihc:n 
Bubonic Bmwn for the last 
highlight ~tage . 

A. ba..~oot ml~ of Chao!. 
Black and Scorched Bro .. n 
";I, used to paml the "'n.'>! 
guW\ and bOOb, Scorched 
Bro'" n Wlb u'oCd for the fi,..,t 
highlight sla!!C' followed b) 

adding a \mall amotlnt of 
Blea.:hed Bone for 
~ucct~sh'e highlight MagC\ 

All the gold ,;ec;liOns .. ere 
painted "llh a N<;«oat of 
Shining Gold. An equal qnanUI) 
01 Muhri] Silver .... ~ addW Ii") 

Shinmg G<tld for the fif'lt hlghhghtlitage, 
followed by adding ml,)re Mithril Silver to 
the: mh for p final highlight. 



GIMLI 

PAINTING TH E MODEL 
The ~d O\'~I\'OOt. ~Io\(' fin~c .... o.nd 
wt:apon shaft .... eTl: painted .... ith iI t>a~oal 

mix ('If C'lUaI1'3n~ Seith Red Dnd Scorched 
BT\lWn, Sc"b Red on 
ih own "~u..ed 3' 
the firM lu~hh~l 
Static fullu .... aI b) 
atldin!! a 'nlall 
amount of RleachOO 
BorIC III [hi, for the 
hnal hl~hlighL )tagl.'. 
Thc<oe ~h('ln\ .... en: 
then gl~cn II WaM! 
"'nh It thinned mi~ 
of c'lual rarh B~n 
lind 111.1<,:10. Ink~. 

The I:hammail co"t. 
I:\C htlJc and mctlU 
~I1(lf1' of the 
helmet .... crt' paultal 
wilh II bJ<oeC();lI of 
Buhgull Mel;11 Thj~ 
wa'then 
highhJhted lI.ith 
Olamrnuil The 
helmet ..e.:lion, 
I\Crt' then ~i\cn a 
wu.~h "ith thInned 
Blad. Int. 

A I;>a\(\:"UIII of 
M'tIftiled l:lrown "'it-, 
u~lop.:imllhc 

bool~. 8Iluntlcl.,. bell 
and hdmcl. Srrw.1I 
amounb of Bkad~d 
Bone v, ere itddc!d \0 

Ihl\ (or ea.:h 
\Uu:e"I\'C highlight 
Mage ~ I)arb 01 
the model ""CIl: 1;h .. n 
a y,a.,h "1Ih a thin~ 

mix of 8mwn Iln<1 Bhw:llnlo., The­
illluntiet Wb then re-hLghlightcd wIth the 
original nu.\ m a criS\.cro-., pau~m 

I ,. --~ '" 
'.: • , . ~ 
~ ... ~ 

11Ic 100..'1' mClllllic 

p:in of the IU,e 'Aa~ 
paiolcU .... ith a 
tYot",.'fi)III1 of 110 BIll, 

IIohKh Wll~ 
highligillcd 'Allh 
Beol.:o Cf'PIlt'r. 

:\ ba'<l.."('41t of lk~tH\l Bro'An W!l~ u..ed 1\1 
palOt the nc~h Thl~ \\:1~ highlighted 'AlIh 
DW<1rf I gl~ClI a 'Aa.Jl lIoith 

Ink TIle ftn;tI hlghitght 
was an '-'qual 
pan~ mh 01 
DwtUf I·k~h and 
Elf "'t.'~h 

OiTnIi', ~Jrd 
11.,1\ Jlllinrcd 
'Allh ,I b,hC~·o.11 

01 &:,II\·hcd 
8rmo. n Thl~ 
\\a~ ht.ghhghlcll 
II. 1m Darl. Ac,h 
hcfore being 

With J IhlOned mill of IlInd. 
lnk\, A ~ond highhllht of 
Wih upphed bc:fon: finl""inll 

:1 hlghli!!hl mix (II 

'"' BI"Kh<~~"""'">dd''' '" " 
The bac\..pad "II' 
palO led wilh 
Chat" RI"",1r. Jnd 
hi8hli~hl~'lI b) ; .. .khng 
an equ:llquantlly of 
Codell Orey 10 
C'hilO~ Bl8i.:k 

Tho: ,1utti IIl1l11;hcd 10 the b;1(;\..pad. 'Au., 

plIlOlC<.! II. ith • b;l\C<."O;it mi,; of equal pan~ 
Rc~al Blue and Ch:l"~ BI:IC"k. Sm;\11 
IIrnnunl, f Hidenu~ Blue "CR' added tn 

I ml't f(lr e::il'h MIC'C~'I~e 

ELVEN CLOAKS 
Olmh 100 i..egola, have alt.:mall\e 
Il"lIXkb wllh chen doab, WhKh can 

BASING 

be ix)Ughl in 
the Ambu,h 
al '\moll 
Hen bo_ed 
'iC'I.1ne..e 
cloak'lIom: 
paimed with 
it IxbecO<It of 
Chocr. BI.k:1r. 
An equ:ll 
quantil) f'f 
Bleached 
Bont' WII' 

udd..-d III Ihh 
for the fiN 
hr~hlight 

\t!lge, Small 
nmoun", III 
Aleachrd 
ROlle \\el\' 

the" ulkk.-d 
to lhe ml\ 

for each 
\Ui,:ce~,,~e 

highlt!;hl 

SiiOO "a, glued onlO the: ~ \\IIh 
PYA and t~n, once dry, grven D 
Brown Ink lIo;bh, 1111~ ""a.~ dl}l:>ru,hed 
wilh a mix or Snakebite Leather Dod 
I·on~~) Ore)", aOO 'Ai .. finall) noc\..t'd 

\\oith ~I.lII.,; 

,m, 



Busts 

Pippm 
1~'S402 65it 

Helms 

arc Hide Helm 
Item I 9501 S-H 

GanQalf thl Grey 
Item' 9lO4 12 S"H 

"'''''' Item I 9404 eSH 

are Crowfaced Helm 
I,em I 9502 Sit 

are TraPl3w Helm 
Ih!m' 9503 S S"H 

Ore Squmler Helm 
I'~m' 9W4 S'll 

',ode> 
Item' 94016 75""H 

Ore Swordsman 
110m' 9405 71i 

Lu'" 
lIem' 9303 13"H 

Ore Overseer 
lfem # 9406 6.5"H 

(800) 474-3746 
www.sideshowwela.com 

~"!lMUllby 

Amerang, lid., W. Sussex. 
Tel- 01903-165496 



SERIESlWO 
Figures 

Mona Ore Swordsman 
Ilem' 9308 9 S'H 

Orc Prunaster 
Item 19312 10 S-H 

Busts 

Uruk-hat Scoul 
Item 19407 9'"H 

lu'" 
U,Uk-t!al Captain 
111ft' 9415 8.5" 

"'om<' 
Son 01 Oenethor 

Mm 194011 825'H 

There will be six different series of products 
released over a 10 month period. Look for the 
upcoming editions in future issues of Vv'hite 
Dwarf or viSit our web sile. 

"-jI~ AOl Keyword Lord 01 the Rings wwwlordollhenngs 

OZClO2_~"""""" Ir'C ....... _ "Tho l""'''' ......... n..r-.., ... ...... _ ... __ ...... _ .~n.. ...... _o....-__ 
~ "1O_1.nO~_""~_·OXlO2_ 

Nurnenorean 
Inlantry Helm 

Item I 5-H 

Ott Warnor 
Item' 9301 9"H 

SamWlS! GamQfle 
I~' ioC12 6.7S'H 

High ElYen 
War Helm 

LegoIas Greentul 
Item; 9306 125-" 

Glmll. Son 01 Glom 
111m!' 9409 7 SH 

Ore Iron Gap 
Item' 9513 S' H 

Numenorean 
Infantryman 

IteIII I !W 11 8 S"1f 

GlmWs Helm 
Item' 95015 S'H 

t~I'Q'9507 .s- ______________ _ 



]Qm!:r~BJNQS 
Have you ever been reading a book 

r watching a movie and wondered 
what would have happened jf a 
character had chosen a completely 
differenr course of aelion? 
The Fellowship of The Rings game is 
perfect [0 try and find out answers to 
such "what if?'" queslions. The 
following {wo scenarlos, by AlessIo 
uV.lwre and Dave Cross, are JUSt 
examples of what you can do by 
combining The lord of The Rings 
game rules and your imagination. 
If you come up with your own 
scenarios, send them in 10 us (after 
very thorough playtescing, of course!) 
- they might even get published ... 

EVIL IN BREE 
DESCRIPTION 
lmllgine IOo hlll could have happened If the 
Ringwllli ths h:ld caught up with the 
Hobb1l5 in Bree and lIuacked th<!m berore 
they had mel up with ArJgom In the 
Prancing Pony. 

PARTICIPANTS 
On the Good side nrc Frodo, Sam. Merry 
lind Pippm. They cannot choose any 
optional ...... argeM. On Ihe Evil \ Idc thtrc 
are four Ringwr.uths. All the Ringwnllths 
are on foot. having left their mounts to 
hunt the Rmgbearcr in the all!.'}'s of Brec. 

RillSwrailll 
deproymenl 

: 

Ir 1 18cm 
Hobbits' 

r 

., 

\lVHAT IF? 
11:1.'0 new scenarl.osjor The Lord oj The Ring 

II) , gwrallh 
L.. __ ""J/oyment 

n" 

: 

RIIIJ,>ll'rallh 
depfoymell/ 

POINTS MATCH 
If you W/lnl to pill), the game With other 
forces. cnoo~ an equal pc.inlS "alue for 
clOch side. The Good forre OlUSI include a 
Hero With the Ring IIIId the EI il force 
m'hl Include at lea'i one Ringwraith 

LAYOUT 
'The game IS played on II -18" (1Ikm) 
square !IIblc. As many houses and other 
pieces of urbnn Itffilin liS you can Ill) your 
hunds on nrc seallered thruughoU! the 
mble. Plo.;e a hou~ ut the cc:ntre of u ~hon 
Illble edge wilh II door focing towards Ihe 
cenlre (If the l:lble. This rcpreo;enlli the 
Pnmcing Pon)" The door mu~t be no more 
(hlln 6" ;!way from the table edge. 

STARTING POSITIONS 
Fmdo h deployed up 10 12" (2lkm) IIW11) 
from the table edge opp!)S1\C tho: Pranelllg 
Pony. The \llher HobbU!> are deployed 
anywhere within) ' (7cml of Frodo. Each 
Ringwraith \ tarlS at a table comer. 

OBJECTIVES 
'The Slime end$ when hooo mo\'C~ off the 
table ttlrough tnc Prnncing Pony's main 
rli>ON (Gno.! ~lde viclory) or Whell he 1~ 
killed (E\'il side victory). lf Frodo is killed 
lind 1111 the Rmgwrnichs lire ba11J~hed In the 
.~anu: tum.fhe game I .~ n draw 



-
AMBUSH ON THE 

ROAD TO RlVENDELL 
DESCRIPTION 
TIus sccnano deals ""llh .... hm milhl hll\C 
happened to Borumir on hl\ 10llg aoo 
perilous JOurney 10 Rivendell, In Ihi~ 
scenario he travels through a woodl!d 
,'alleyon II. misty rOl.lmmg.llntJ the forces 
of Iht evil Lord Sauron ambush him. 

PARTICIPANTS 
On the Good ~ide there IS 80r0mlr 
mounted on hj~ tru\ly r;[eed. 

On the Evil side tht!re are 20 Monlor Orc~ 
led by ,In Ore CapUtin. Three! of Ihe Ore 
I'.arriors arc armed .... lIh boWli and the rc,[ 
wilh II mixture of s .... onI~ lind ~hfeld~. 
~pcars Of ''''o-handcd \Oo'e'apon~ 

POI NTS MATCH 
If you .... anlto fight Ihl\ IImhu~h wilh 
ditferent forces. the Good ,ide geb to 
chome a hero and the Evil side gCh 
troops 10 the \ alue of the i1CT'O + 5ll"t 
Null tI mn.~imulll of 20% ofllle wamor. 
armed wilh bow\) 

for clmmple if the Good ~ldc U'iC a Hero 
with 11 poil1l~ ~!Llue of 100. the E\·iJ ~idc: 
gCl~ 10 ,pend 150 point'. on Il\ force. 

LAYO UT 
You will I\(!cd !lII area of at lea.~l ~8· 
( Illem) square. The aI'Ca rt!pre!.enh H road 
running Ihrough alighlly .... ooded ~plley 
(~rfolCl ambu,h counu),). The nmd run~ the 
length of the table from ""-e~1 to eaq. and 
me .... oods arc on cutler Mde of the J"OIld 

STARTING POSITIONS 
The Good \ide '>CIS up firM with the Hero 
~tartlOg on the road "'ithin ]" (7em) 01 the 
boanl. cd}!e 

The E\ il ,ide then pluccs it, liln:e 
counters. (see ~peciaj rule\ for detaib) 
nnywhel\"" vn the table that i\ (:Iut of ~i8ht 
of the Good (()ftC, 

OBJECTIVES 
The Good ~idc w;n~ if the Hcro e~(:upes off 
lhe OWO~ltc wge to II\e one he sinned on 

The E\'il !;dc "" In:. If they killihe Hero. 

SPECIAL RULES 
A~ the game i~ pta)cd on a n1('.ty 
morning. the Evil force ~tarts lhe gllme 
reprcscmcu b) len IOdl\idunlt) numbered 
eOtl"te~ (1-10). TIus n::presents the fact 
Ihal in Ihc~ eomlltlons il 'Nauru be very 
dlfTil'uh tOSPOllroops laying an il1nbu,h 

25mm roond ba . ..es "'ith numbel"> J)3inled 
on them make great counter... although 
pl~l,.~ of p.:lpcr .... ilh numbcn wrlllen on 
11\1:111 will do 

Befon.! the Slll.rt of the game Ihe E\'il pla)'er 
make~ AI note of .... hieh counters hold his 
IfOl.1ps.lrach counter can hold between 0 
and 6 lJ1?Op~. II I.' I..~~ thi~ IOfonnmlon 
hidden from hi~ opponent until during the 
game. 

pluyer may replace u counter With 
31 lin) time, and from thllt 

=""~" '" he lIlay move uoo fighl wllh 
iL'o nonnal. The III:W lroo~ 

;~~';,:~ir""d within 2" (!icm) of the 

BOrt)mir \ 
dt.'p/o)ml'nt • 

of the Evil player'S counlers he stops.111c 
models arc plnced on Ihe boord 1100 then 
the Good player fim~he~ hi~ mo~e 

Till' followlrIs 0 a 111'11' "'argcar oplion 
j(lr &wQmir •. ~(llhbt )"OU COli use Ille 
"I''' m(lunltd model ill .l'our 8W1tt) 

Wargcar 
B(lmmir Clln 'it/r: a horse 01 Ihl' 
jullml'ttls pflims COSf: 

IIOni" ..•..•.•.•.•... .. JO pIS. 

I/Qr5~. Hull'S for hO'S('l and rillers arf' 
gil'f'lI ;n IlIr 'limn ,,,If'S. 

F S 
lIorse 0 3 

O A \\' C 
4 0 t 3 

B(Jr(JIIIIf fighls hi.f ",oJ /hr(JlIgh Ih~ lIInhllsh. 







AIL ORDER 
.. WOOD ELVES 

There Is a huge selection of Wood Ell miniatures available Irom your local Games Workshop. 
independent stockist, Milil Order and online at www.games-workshop.com. On these pages 

are a selection of characters and units Irom the new Wood Ell army list in Ihis issue. 
Call Mail Order now on 0115 91 40000 to buy the models Irom these units, 

and find out about the rest 01 the Wood Ell range. 

Wood Elf General on Elven Steed £7 blister pack 

The General 01 a Wood Ell army will also be Ihe lord 01 onu ollhe 
Klndrlds 01 Loren FerociOUS In banle, and beating magICal 
weaponry gifted to him by Ihe King 01 Ihe Woods, the Wood Ell 
General leads his kin to battle astride one of the fabled Elven steeds 
Irom Ihe Meadow Glades 01 Lor&n. 

Wood Ell Mages £8 blister pack 

Wood Ell Mages Ire experts In dlvlnallon and are able to 
communicate with trees simply by touching them. They can rouse 
CIormant Tretlmen, Invoke Dryads and cause trees to grow rapidly In 
any shape [hey desire by chanlmg their straflge and arcane songs 
Each blister pack contains one Wood Elf Mage on loot, and 008 

mounted Wood EI1 Mage, 

Wood Ell Archers 
Archers Command 

£6 blister pack 
£1 blister pack 

WlIhoot doubt, Wood Ell Arthers are the 
masters or [h8ir craft. Able 10 hrt their targets 
at the most axtreme ranges, and capable 01 
sending In arrow straight through the 
heaviest 01 armour, ArthElrs are an Invaluable 
UOII!or any Wood Ell army The Archer blister 
pack contains three Wood En Archers. The 
Command blister pac!( contains a Champion. 
SllIlldard Bearer and Musk:ian. 



Wood Elf Wardancers £6 blister pack 
Perlorming the ancl8fll ritual danc:ss of war, the 
Wardotncers taka to the bitllefieJd In a wlmllng blur 
of blades. Dealino death with contemptuous ease, 
Ulese specialist troops can hold up enemy units of 
lar greater strength and skill. Few loes can stand 
igaltlSI the assault of Ihe:se wamors Each blIster 
pack contains three Watdancers. 

Wood Elf Treeman 

Wood Elf Glade Guard £6 blisler pack 
Glade Guard CDmmand~_-,£1"--,b"lis",t",er,-",.=ck 

Guardians 01 the Wood Ell realm of AtlMll Loren, 
the Glade Guards protect lis borders from tllose 
whO would delil! Its tranquillity. Stndfast In 
combat and skilled In the use of their speafl , the 
Glade Guard are fhe first line 01 delence 01 
the Wood Ell haal1Jand Ttle Glade Guard blister 
pack contains three Glade Guards The Command 
blister !)Kk contains a ChampIOn, Standard Bearer 
and MlISiclan. 

£10 each 
Wl1h their massive IrUnk-like legs and thid!, br.mchlll!l arms, Treemen Ioolc like oreat 
trees WIIh !heir Clawed feel spreadmo like roots Into the ground. In bailie, 
Treemen use their Immense bulk and powerluilimbs to smash anythmg thai stands 
In their path. 

MAIL ORDER EXCLU~ilVE! 

Wood Ell Unicorn 

Wood Ell Mages and Alchmaoes (an ride into battle on a UntCtlm. These 
oraceful creatures are Innately mallical, providing thalr flder with 
reSIstance to el"Mlmy spells When a UnJcom charoes, It I, capable 01 
skewerjng enemies upon ilS gleamlnll hOrn ThIs model Is available 
separalaty lrom Man Oroer GIva tII8m a call flOW on 0115 91 40000 tor 
mort d.I~!" 



Subscribe to White Dwarf magazine today and you'll not only get the 
world's best-selling warga Illes magazine delivered to your door every 

month, but you'll also receive a free gift voucher and regular special offers! 

Take out a one year subscription today for 
£40 and you 'll get a tree £.10 gift voucher! 

Or take out a two year subscription for 
£80 and you 'll get 8 free £25 gift voucher! 

Both subscriptions give you savings on 
the cover price, regular subscriber-only 

special offers, and your magazine is 
delivered straight to your door! 

Call now on 0115 91 40000 
or visit our online store at 
www.games-workshop.com 

for more details! 



GW MAIL ORDER 
WILLOW ROAD, LENT()N, NOTTINGHAM, NG7 2WS, UK 

• Open 7 days a week • Delivered 10 your door 
Sam to IOpm every day. Houl'5 may vary on Bank H,aJJdays You can order aJld recelvtl your miniatures In the comlon 01 

• Component part service your own home. Set postage rates no matter how much you 

Mall Order has III eKtemlMl range of current and Iw.;k order. Wtry not ask about our neKt day deliVery semeet 

catalogue miniatures. and can supply individual components • Advance order 
!rom many of our multl·part kits. Why wail lor that new release? II you like a produel, place an 

• Rules service and advice advance order You benellt from special postage flit!! and 
II you have a gaming or hobby qultSllon. give us a call receive your order on the clay 01 reluse! 

Contacting us b~ ~hone 
Mall Order haw set up phone hnes specIfically lor dlNersn! European language speakers to make lIslng Mall Order even simpler! These JUles oHef 
all 01 the great Mail Order services, IncludIng the archive service, the rules & advice service and component part service. 

~UK 
01159140000 

C Dutch 
++441159168255 

=:= DanlSh 
++441159188506 

~swediSh 
++441159188507 

w. I'IMI a dtdlClteG tum rudy an(! Om teletoonl". Is 5pOCIUJ OpglZlt YOOf DtnnI "'If III &plCiell1IvtI til lit dlnsIoe DtMa 1In/8 if IiptCtelJt lOr MnSIQ 
wa"illg 10 Ilk. your calls Ptlone us ". NldetlaJldslilioe ~IaOl.n. ,,, kunder £l\ DWktlItMe troll! slcIdIr kIaf .. -En svensll lila~ opttJICH' 
now to place)lOUr order, and also lirwl ~ reIetoon operateUf II I8r au wntw pi diI opkald HYis ""len or vinlll pj 1Irt1 samlal Om 1111 II 
OI/Ilhe Iat8sI eM"-. 'PIQII 0",", Ind ~ 'I00I'11 uw~ tl'Hlie!l opIaget VII du 111M senGI 'IICIItt Ii en uppQ;l1 koplu "mulll " " upe;OII'IU'IO r.w reIeisa eM .,. btlIIlI 'fIOnft u daa!\ItItIonGIn met EIlglbtjlIencIe DptfIllf --MIl ErogetsliliQe ~ur 

USING MAIL ORDEII 1:"-,... ...... ,; ,.. ,~ I'l1IIIOI WId JIIdi;Ing 011 __ ...o.s 
Usong Mail 0riIIr c:GIIM' III _ VOII'1f • .,.. _ carDa. lit' pbcn' 011II1II CIIIhI ")'011 1M II! lilt UK)IOIj 11M hM CI'IOICn is ..... WIllI ~..... I'I1I5I ~ DIll 01 

IUIt foul SI8pJ .Ift\' I ...... no. milIII!uta or 
IIIA'I\OIn III Ole boIt __ • For a ~ ...... III !IbIIcI lflii our phOne ~ Jot ..... It)'QU ~ 
• You _ fAX "'011 OilS ill IIOD2. ~ tIV ~ 0IMIy, *'It wtI!:It II MIllin _1IIys 01 JKellllIIIII)'QU WISh 

III"'t 1l1liI'0Il ............ wamtCI ./oIiN,... ... II! .-1ocI] "...... Iht IIIXI • IMorI--TIu1t • )IOU II gog YIU GIdIr. MIoI 00dIf ... De 
I ca-.,... ",tdInft r.am. WCJbtlop 11M.. 

... JIIM ....... ,PIn 
,..... to oller "" • CI.rl "'* or ..wn.I a- INllWUbtrlln 0I'0duaI .. "" • for [. 1'1* III'OIf ... til !IbIIcI ... • 01. • you tw* )'001 c.o IlR _ ..... 

IIIIpIICIIId I/J' fnt CIus pOSt • ..., "** til 1W' 1IIGfIt'1 __ .. .,.,. ""'"' IN iIImI 
-.ItI1RIe 10 ordlo 1r00'll "'- WI* Dwtr1 PDI'" WWOIIMfI'II·~I.t(I \.l. III'IIn)'Oll_ ,.. wor1dnQ dIys IIIQIllSlIOI! 
1lI0II, tIM 2002 CitWogui 01 _ 01 l1li • You touIiI*cI II III ""lOrm 1otIow ... • for t:I .,..., onIIf ... til pidIId .., •. u.KlQr , "'flat 
10IIII\' ~ $I ... SInd II ItQIIIr POD • til lit _III IN _IU • "I0Il 01 doJpiIcNIIlit'''''' a.a _ InIIIIIcMd 

..... __ ...... .,. ... _- "- l1li .. rou .... '-10 ~ GIrl ~1N1III_orotllillilllllllllldl 

DESCRIPTION/CODE PUBlICATION!PAGE PRICE QTY TOTAL 

Cheques 10 be made payable to Gam" Workshop Lltr. SUBTOTAL: 
Cheques over £100 must be guaranteed . Sterling onll' . POSTAGE & PACKAGING : 

GRAND TOTAl: 

Name: ... , .......... _-............. _. .. ... _ .. ... _ ......... _", ........ ....... .. -....... Dale of Birth: ............... ...... .. ................ 
Address: ..... . -... .......... ..... ......... ............. ... ........ . ............................. .................. __ .. __ ............ 

... ... ......... - .. " ........... ...... ........ ... .......... .................. . . , ..... ............................ _ .. _ ................... 
................... ....... . ..,_. ......... , ....................... -............ ............ , ..... .. .................. ............... .. .. ........ ~ .......... -........ 

Posleode: . . _ ..... ..... .......... -..... Country: ..... .. __ ... .... " .. " ... " ... Tel : .. ..... ............. .. .... - . . 
Email Address: ............ . ........ _ . .................. ................... ." .............. .... ............... .......... ....... . ....................... ..... 
Method 01 Payment: Postal Order(UK only) 0 Cheque 0 Mastercard 0 Visa 0 SWttclllDelta 0 

Cl nI No; C'l ::::J[JUO DUOO :=1000 0000 
expiry Dale ....... ... . . _ ... ............ _ ............. Swllch/Deltl Valid Irom: .. _ ... " . . ................ ..... SWIlChJDltll Issue No; ................... 

Cl nlhald.r Nam.: ..... ........ - ........... ................. ......... ........................ - . _ ...... _ ...... .. ........... 

Cardholder Signature: .. .................................... ..... .... " .. ".,," " ............. " ... "." .. " .. ........... ................ ,_ .......... .. ..... .. ......... _ ... 



NEXT MONTH: 

CHAOS INCURSION! 
ORDES OF CHAOS 

From the twisted lands of the far north 
come the rampaging hordes of Chaos, 

led by bloodthirsty Champions and 
hideous Daemons. 
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