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WHITE DWARf 211 - AUGUST 2002 

TURN 1 News & New Releases From The 
Games Workshop World of Hobbv Games 

H c)" how do you like the. new look? We thought il was [illl!! for orficial website and wchSlorc arc ;111 in order. among other great 
11 little facc1ifl h!.'!"c in news ])l1gC Ilmd. Hopefull y it'll be 11 1iulc things. As with most of Ihl' web team. il's practically inevitable 

caskr on \h<.' cyc~. aou Illak ... il a lillie hit easier 10 keep track uf thaI all three \lrthese guys paths willlcallthcm 10 pi lch in on the 
{"\"cTYlhing Garnc~ Workshop puis out in any given month. pagl's of White Dwarf. so 1 figured r d al least give you the heads 

Theft· was a ~ Iighl mix-up in Ihe rdC;I\C schedules for \hl' last up on their urri val (if you dido', already know), 

couple uf issuc~. If you haven "t already encountered it. al1llf the Speaking of arrivals, it Seems they 've decided to loosen the 
troop typl"s thill I\\' re lis tl'u as bC'ing sold in bl ister packs were restrictions on who can and cun't leave the island continent of 
actually package'u in regimenl,si7cd bO)lcd scL~_ Unfortuml1c1y, Australia, because none other th:1I1 Dave Taylor (fomlcr high 
Ihe dcci,iun cam ... thruugh alier tho!'.!: two issues hnd gone to general llluckety·muck at GW Australia) has joined Ihe US 
rrinl. Sorry fUf any inconvenience or confusion I may haw l'l'omotions O ffi ce- as the Specia l Projcl'ls Man ager, He' ll have 
in:ldl'L'rtL'ntl) caused. D'OH! his hands in things kwww!1 a)) ol'c r Ihe place. includi ng being 

Now le"~ mc ",'~' whal's going on :l round here althe momcnt. the main h:ucher of Ihe pl:m ror lhc LOTR Last Alliance evenlS 

It seems thaL" s j ust no ~topping the growth spurt juggernaut that 
thi~ wnUller. You' II be morL' than likely to see Dave's '"interesting 
looking"" mug a)) o\'cr Ihe placl' in the IIL'ar future (including a 

i ~ tho.: Games Workshop US We-b Team. A~ I'm writ ing Ihi~, hallIe report in thi s very i s~ u e), '0 don't S:IY I didn't warn you! 
IIL"re jU'l gClIi ng m'cr thc acdilll:Hion period following the 
arrival of rumlcr Mail Ordcr maw-n Gideon Sine-r, and new (what Anyway, that about sum, up all of the office- updales, and 

doc~ hc do) Adlllll Hjoroholm. whl'n 10 and behold, i(s limc to unfortun;IIc ly, lends me 10 being prelly much Ollt of spaec. Scc 

wclcume' ;} t1C\\ t1K'mhcr to the gang. Dave- Noyle-. He' ll Ix' you next ml)nth! 

l11a\"ing ' Ufl' llial thc Can:uJian contcnt of th.' Gamc.J, Worhhop Wi lliam "G031-Boy" Stilwell 

THINGS TO DO IN AUGUST Cheek 
Page # 

o Make the final arrangemenh to go to Games Pa'r' Canada 44 

o Get army and entry info in order for the Grand fournament in Los Angeles 34 

o Check out any potential Rogue frader fournamenh in your area 40 

o Get arm'r' and entry info in order for the Grand fournament in Pallas 42 

o Start designing a new Space Marine chapter for the big contest 45 

o Pust off any neglected Battlefleet GothiC Models to get ready 
for the big fleet re-assembly and launch 96 

o find out about the NEW "Regimenh of Renown" Club Program 97 

leI Slip Ihe Dogs of Wargaming 
in Ihe DOg Davs of Summerl 

What's Newon The Web? ~ 0 El 

Games Workshop products are avai lable all over North America at 
Games Workshop Hobby Centers and Rogue Trader 
Independent Retailers. To find the store nearest you, take a peek 
at the Rogue Trader Us\. packed in with each issue 01 White Owarf. 

II there are no stores stocking Games Workshop products near you, 
then our speedy and eHieient Mall Order Service will be more than 
happy to help you get what you need. Just eaII1-800-394-GAME in 
the United States or t-888·GW-TROl l in Canada tor up to the 
minute producllnformation and current release dates. 

Also. don't torget 10 Che<:k out the Games Workshop website. Along 
with all the latest re leases. news updates, and upcoming event 
information, you 'll also find our Mail Order Online Slore where you 
can browse, purchase games and miniatures, individual bii.z. visit 
TrOll Boss Bob's Bargain Basement. and a whole lot more! 

If you find any problems with your producl please email us at: 
cuslse rv@games·workshop.com. Or, it you have a rules question 
please email usatrootzboyz@games·workshop.com. 

2 TURN ONI- GW NIWS 

More and more Chaos invades the Games 
Workshop website this month, In addition, there's 
full coverage of Games Day Canada, as well as the 
complete rundown of what went down at the first 
Philadelphia Grand Tournament And to top it all 
off, the ongoing coverage of The Last Alliance 
campaign will keep you up to date on what's 
happening in Middle-earth, Su rf by today! 



Encounter the Epitome 01 Evil 
The Epitome of Evil Summer Tour continues on this 
month. The Battle Wagon schedule below gives 
you all of the stops that the lour will be hitting in Ine 
month of August (including a bonus listing for the 
final stop on the 1 sl of September). 
As a reminder, in case you forgot from lasl month, 
Ihe Epitome of Evil tour will feature 3 gigantic 
"Bring and Battle~ games with the Necrons in 40K, 
Chaos in Warhammer, and the Dark l ord Sauron in 
The Lord of The Rings: The Fellowship of the Ring 
each posing a dire threat to Ihe worlds they inhabit. 
II's up 10 you and your forces of good to take up the 
call and quell the evil with up to 500 points of "good 
guys." 
For all of Ihe details, including prizes, a special 
shirt. and even the special miniature on sale only at 
tour stops, see the store nearest you that will be 
threatened by the Epitome of Evil. 

BaUlelleet Gothic Re-launches 
All of you with aspirations of becoming admirals in 
the 41 st millennium, take heart! Newcomers and 
grizzled velerans alike should be pleased to hear 
that the game of space combat is coming back and 
not in a small way! 
This fall, Battlefleet Go!hic will be making a return 
to game store shelves everywhere, with the 
complete accompanying line of familiar spacecraft, 
as well as plenty of new surprises in store. Check 
out the ad later in this issue, and future issues of 
White Dwarf, as well as the official Games 
Workshop website for the details. 

Be a Primarchl 
Well, not quite literally, but you do have the chance 
to etch your names in the halls of the Imperium's 
archives by creating your very own Space Marines 
Chapter! That's right, Games Workshop is giving 
you (along with anyone else who has an idea) the 
opportunity to throw their creative hat into the ring 
and create your own unique group of the Emperor's 
Finest (color scheme, background and history, the 
whole works). Be sure 10 see the ad later in this 
issue for the complete initial lowdown on how and 
when you can enter this incredible contest, as well 
as what rewards await you! 

Regiments 01 Renown Clubs 
Last month, we told you about the new official 
-Regiments of Renown·· club support program. This 
month. we just wanted to make sure you knew all 
01 Ihe details by checking out the ad later in this 
issue, or by visiting the website al: 

http://usclubs.games-workshop.com 

Open Seasonl 
A new season of Rogue Trader Tournaments is well 
underway! This year you'll find new scenarios, a 
streamlined Selection scoring system, and super­
fast updating in the illustrious Hall of Heroesl All 
your stats will be tracked this year using your 
Games Workshop 10 number. How do you get your 

number? Register yourself on the Games 
Workshop website! There, under your profile you'll 
find the number. Give this number to the 
tournament organizer and they'll use it to enter 
your results into the Hall of Heroes. Since it pulls 
the information that you've entered into your online 
profile, your name, city and state will be right every 
time! So don't delay, jump on into a tourney today! 

Canadian HQ Gets New Digs 
The Games Workshop Canada HQ offices have 
taken up root and moved from their home in 
Mississauga, Ontario. In case you're wondering, 
they can now be contacted at: 

2679 Bristol Circle Units 2 & 3 
Oakville, ON L6H 6Z8 

Noteworthv Store Events 
TIle Battle In SeatUe - As a last minute reminder 
(depending on when you get this magazine), the 
Battle In Seattle is two full days of gaming in Grand 
Tournament style on July 20th & 21 sl. There will be 
six games each lor Fantasy and 40K with exciting 
new scenarios. Catered lunch will be provided on 
Saturday, and all players will get t-shirts. 
Challenge some of the best players from all over 
the Pacific Northwesll The huge Rogue Trader 
Tournament event is sponsored by 7 game stores 
from across Washington and has space for 200 
players. The cost is only $75.00 per player. For 
more information and applications, go to the 
Washington Game Store Alliance website at: 

washingtongameslorealliance.com. 

Odvssell20DD - Odyssey 2000 is hosting it's annual 
mega-painting competition. Entries must be Citadel 
Miniatures and registered by AuguSl3oth. The five 
categories are as follows: Best of Show, Best 40K 
Figure, Best Fantasy Figure, The Open Category 
(Vehicles and Monsters), and the Youngblood 
Category (for entrants 14 and under). Visit 
Odyssey 2000 at 6407 Quinpool Road; Halifax, 
Nova Scotia; B31 tA7. And call them for details al 
(902) 429-6477. 
Crossroads Gaming - On August 2nd, 2002, 
Crossroad Games is hosting a Warhammer 40,000 
G!adiator Tournament. This event will begin at 
9:00pm and is set to continue through the night. It 
promises to be an exciting evenl, and for more info, 
as well as registration details, contact Crossroads 
Gaming at 15 Forthill Rd.; Standish, ME 23005, or 
call them at (207) 642-2612. 
TIle l urd 01 the lnd Dmes IIIIS New (nI land - Rogue 
Trader Stores in the New England area will be 
participating in a regional painting competition 
focusing on the mighty Archaon model (released 
this month). Purchase an Archaon model and paint 
it up as you see fit, then bring it back to the store 
on September 1 st for judging. Store winners will 
move on 10 the regional finals. Each store winner 
receives one boxed set of hislher choice, while the 
overall winner will receive a dark reward in the form 
of one of every Chaos release for Warhammer! 

~p With ThO • • ", ... co. w," -F"rt~ - V. 
I. • ~.l·i :{tiiii Aug2 ... OneEyedJaques-Aiehmond. VA 

A' 11 .. &' Aug 3 , .. Comie Wot1d - StaHord. VA 8ft WK Aug 4 ... ComIC Store West· yort<.. PA 

Aug 17 .Superior Comics - Dover, DE 
Aug 16 .Dream WizardS - Aoctlli lle. MD 
Aug 21 .Hobbytown USA· West Chesler, PA 
Aug 23 .Games Workshop· Cheektowaga. NY 
Aug 24 .Millennium Games· Rochesler. NY 
Aug 25 .Allered Slates· Syracuse. NY 

Aug 7 ... Dragon·s Den· Poughkeepsie. NY 
This month. the E'pit~~ 01 Aug 6 ... Hobby Bunker· Malden. MA 
EVil lour rolls on WIth SInister Aug 9 ... Wizard·s TOW\'!r _ Nashua. NH 
force. The sattle.Wagon will Aug 10 .DaKJ<.a Dakka - Manchester, NH 
be along lor the nde al every Aug It .. Grandmasters _ North Dartmoulh. MA 
sI0~ , carr,:ln~ Ions 01 Aug 14 .Games Workshop· Springfield. VA 
~~idedly evil bits and more Aug 15 .Advemurer"s Guild _ Harrisbu PA 
,n Its hold. Watch lor II when . . rg, 
it hits any ot lhese stores! Aug 16 .Jesler s Playhouse· Northt,eld. NJ 

Aug 27 .Dragon's Lair - West Springfield, MA 
Aug 28 .Oanger Planet· Wallham, MA 
Aug 29 • The Game Caslle . Londondery. NH 
Aug 31 .The Dugout Zone - Eldersburg. MD 
5ep 1 ... Games Workshop - Glen Burnie, MD 

STAND AND 
HOOT 

FCM the ~ 01 God ... na!e ... , you 
dQ. don·' I8ava)'\lUr children 

u<!a"ended around Ernie O .. l' 

We can·,,.1 <f ihe i0oi< 01 
belW<:Ierml!f\l ;,;1'DITl ,""ar s 0Il11le 
computer SC(1Ief\ 01 ilia! Go-Go·, 
about 10 Io$e Ilis prtlQOU$" cookie 

Til", Isn·, ne<:es"~ funny. 001 ..... 
'I>oug~' YOU·d """ 10 .... ~ 

TAKl YOUR BlST SHOn 
Think you have a piclure lhat 
beklr.gs here? Send ~ alorlgl 

")W"'g<>I'_~""." 
stllIII ..... SlINI 
clo WIllIlIIwIrf 

Inll ____ lrIJt 
C"'.IIIIIIIt. •• I1CIUN 

~'"""_"!I""?'" • .."..~oc .. 
IIIdIIICISIIlIOIl!:IIIIIHIt/UIIII. .. ao ....... _ .............. _01 ___ ..... _0<'<1 ........... 01 

jIo<o-.~~"" .. --,. _14""' ...... ~rr . """" ........ ... 
"...."'~,,_c· ............ "" .. _--" .... ,. , -~ .--_._ ... _ .... '._--.. _ ......... _--'---.. - ... --... -, ....... ,~ -...... -~---- ... ...... .. _ .. _,- . _ .... _ ..... _ ...... 
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This month's Warhammer 40,000 releases bring even 
more horrors without measure to join the ranks of the 
Necrons. The new Destroyer Lord and the hulking 
Monolith roar onto the scene to help give the Necrontyr 
more firepower to destroy their mortal adversaries. 

The Necron MOnolith is no mere 
transport. While rt carries Necron 
Warriors into battle. it decimates its 
lair share of the opposition as well. 
And although irs a skimmer. which 
carries inherent benefits, wI'len 
Ws immobilized ~ isn" destroyed 
like other skimmers, It merely 
stops where ~ is, and 
continues to tire upon Ihe 
enemy, raining death and 
destrudion on foes. 

4 TURNONE-GWNIWS 

I .~"""'" . , 

All the benefits 01 being a 
Necron lord are ooupied wrth 

Ihe enhar.cemenls of a 
Destroyer to create a near­

ullimate killing machine 



Minions of both the Lord of Decay, Nurgle, and the Dark Prince, 
Slaanesh, are front and center in this month's daemonic Chaos 
releases. All of these foul beings are suitable for use in games 
of Warhammer AND Warhammer 40,000. Both types of bases 
are included, where applicable, to make sure you can rank 
them up properly for each game. 

There is no pJeasanl way 10 describe PJaguebearers. They are. quite lilerally. 
wa lking embodiments 01 pest, lence and decay. They are constantly 
decomposing and are atways tooking 10 10rce others 10 do the same. This boxed 
set contains the minimum regiment requirement of 10 assorted models. 

Nurglings are less individual 
beasls than they are massed 
hordes 01 filth spawned lrom the 
rotting Hesh 01 Nurgle himself. 
They attack in swarms and are 
deceptively effective in battle as 
a resu lt 01 their numbers. 

565.00 
, , " ll ... ,,,,. •• , ... ;o.,,,~,,,, 

Keeper 01 Secrets 565.00 
.B",.J s.,. c'""""'OJ; I (;.~"',~ 11.>0" .... ofS I.,....,", 
Ptaguebearers 01 Nurgle 560.00 
m",ou ~,~ of 10' ''''rk- D ... ·""-.". 
Chaos Furies 560.00 
, II,'",~ XI 01 11I1"""r"'~.· ,ore ..... " U"" " .. ,,,,,.I, 
Daemonettes 01 SJaanesh 560.00 S39.99 
I I~MJ s..~ o. 1001) ... ·n" .. ~ ~." .. ""'" SI..,.,."h. 
NurgJings 510.00 56.99 
1 ~"II II....." 'I " 

The tremendous (and tremendously vile) Greater 
Daemon 01 Nurgle, the Greal Unclean One. is 
broughl lo the baWeliekl in 1f1 is new modelthafs 
sure to revolt. as well as inspire awe. 

WHmDWARI5 
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Manifestations of Chaos Undivided. these nightmarish beasts are the weakest ofltle daemonK: creatures in the hordes of Chaos. However, they 
are stili a frighlening opponent when pitted against mere mortals. Their winged frame allows them 10 swoop down and overwhelm their prey. This 
boxed sel contains the minimum regimeflt requ irement 0110 assorted models. 

Beguiling their 
opponenls with their unnatural 

beauty. Daemonettes 01 Slaanesh tempt 
unsuspecling victims w~h misbegotten thoughts 

ot p~asure. on'Y to unleash furious pain instead. 
This boxed set contains the minimum regiment 
requirement of 10 assorted models. 

The embodiment of Slaanesh, the Feaster of Pain, the mighty Keeper or 
Secrets prowls the battlefield creating confusion amongst the ranks 01 

those with the resolve 10 actually tace lhe monstrous creature in combat. 

~~~~~:~~~~~~~~~~~~~~~~~~1s!,·~.,tJ"~··~·r $10.00 56.95 
This month's Specialist Games range releases consist of a SI0.00 

complete line-up of all new issues of familiar publications 
designed to broaden the horizons of some of your favorite Games Workshop games. Battlefleet Gothic, Epic, 
Warmaster, and Inquisitor take center stage this month. Be sure to keep your eyes focused on this very spot for 
monthly info on the latest in publications and new models to round out the rough edges of these gaming worlds. 

For more info on all of these and other Black Library 
publications, check out their advertisement later in this issue, 
and be sure to visit www.blacklibrary.co.uk. 

61URNONI·GWNIWS 

S10.00 
I'lql< '" ..... \\ ... ~'m'.., ' ~,~ ... 

$4,2S S2.95 

510.00 56.95 
~ ,t.: f,"'" of,n" flO" .... <1 t rom (lr ...... m ~k~<,11 

I $4.25 S2.95 , . 



Mortals of the Warhammer world quake in fear, for the time of 
Chaos is surely upon us all! This month sees the arrival of 
Archaon, the new mounted Chaos Sorcerer, and two Nurgle 
character models. 

Archaon. Lord of the End 
Times arrives in the 
Warhammer wortd this 
month. His dest iny is to 
unite the forces of Chaos as 
one and blanket the earth in 
their name. The model 
representing this imposing 
figure is a sight to behokl. 

The mounted Chaos Sorcerer 
gives you lhe opHon 10 mix 
the power of sorcery into a 

unil of Chaos Knights for 
added protection and power. 

I~~I2!, OF THE 

AUGUST RElEASE 
05-79 Mounted Arwen with Frodo S13.oo so." 

,<,1>.0." ~ I","'I Ch"' ... " , 11",0..1 s.", 
8520P Chaos Champion 01 Nurgle 

II Chao." Cbac .... 1<r Model pcr m""", 
85248 Mounted Sorcerer of Chaos 

! I C""'" ~1,","«'" $;.,y", V<' It l' ''", 

514.00 

514.00 59.99 

No conversions necessary for 
leaders to lake your plague' 

infested troops inlo battle as the 
Nurgle Champion hits 

shelves Ihis month. 

The daemonic mount of lhe new 
Chaos Lord of Nurgle is more lt1an 
befitting a being so in tune with the 

Lord of decay. This 
new model is sel to 

lead yO\.lr entire 
Nurgle army to glory. 

Arwen carnes Frocio from mortal danger to Rivendell just ahead of pursuing 
Ring Wraiths. This model helps bring thai very scene to life on your tablelop. 
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This month Space McQuirk 
takes a look at the Studio's 

Nurgle Chaos army. Of aU the 
armies in the Studio c"b;n!,ts 
this one boasts the most 
conversions. Anthony 
Reynolds provides the 
army's history: 

The firs t clement that 
struck thc ' Eavy 

Metaltcam when i~~~~~:~::~~~~~~:!~'!~~~~I~~~~~~~~ work commenccd on 
the Nurgle lltmy '\\~J.S its great 
pmential for characn:rful conversion. 
/+.!; with each of the other powers they 
started with the Chaos Warriors, but and pest ilence. The weapons, #.tnllor 
figure paimer lllmmy Haye wJ.nted and shields were made ro look soiled. 
them to stand out from the other rusted and tarnished. To do this a 
Chaos Warriors in Archaon's force. basecoat of Tin Bitz was highlighlt.'d 
When assembling the models she with Bf"".t7.en Brass. Mithril Silver was 
selected parts from the mutation then added ro this before washes of 
frame that were especially su ited to a thinned Green, Brown and Black Ink 
Nurgle theme. These included were applied. To finish the Warriors 
\varriors with horns sprouting from off and tmly gin' them a kcl of l0lal 
their heads and tentacled aons. Rather putrid ness, Tammy decided to theme 
than having bright. smooth metallic the bases. Beads bought from a craft 
annor Tammy wanted 10 create shop were placed in small holes that 
something more slIited to Nurgle·s had been drilled in the b:lses before 
theme of pestilence and corruption. being painted ro look like methane 
This was achiev<.xi by mi..'(ing static welling lip from stagnant mud pools. 
grASS with PVA glue and small This was done by painting the bead 
amoums of Pol)'filla (plaster.like :md the surrounding areas brown 
filler), which she applied to the annor the n applying glazes of Brown Ink 
with an old drybrush before giving it 
an lInderco:lt. 

A dark color scheme of browns 
and greens was chosen to give 

tbe W,uriors an earth), 
feci o f disease 

Cbaos muriOf"$ of Nw-sle 

and a gloss varnish flnish. The static 
gf""J.ss WAS then applied and 
drybrushed to appear dead. To tic the 
bases in with the rest o f the Chaos 
foree the sand and edges of the ba~e 
werc painted with the same color 
scheme as the other bases in the anny. 

I-laving read the aml)' book, Tammy 
decided she w-J.nted to design the 
banner of the u nit to represent the 
1'1:lgue Banner magic item. Taking a 
Nurgle icon from the Warhammcr 
40,000 mngc she then painted on a 
nllmber of magical.looking symbols 
and painted the doth of the banner so 
as to appear dirty and tauered . This 
color scheme and icon is nOl repeatcd 
elsewhere in the anny, giving it the 
feci o f:l unique magical artifact. 

With the Chaos Warriors being heavil)' 
com'erred Tammv decided to continue 
the theme onto thc Marauders. She 
wanted to give them the same level of 
convcrsion hut without having to 
repeat the armor effect o r lise (he 
mutations frame. Using the heads 
from the Zombie frame lammy was 
able to create the appeamncc of decay 
and disease. This meant that some 
converSion work with Green StufT was 
needed on the torsos and anns, 
othcrwise the modcls would have 
decared heads but healthy bodies. A 
few of the heads were sculpted with 
three eyes in Ihe likeness of the 
symbo l of Nurglc. The skin tone was 
painted in the same manner as the 
other units but. when it came to the 



final highlight stages, Tammy used 
ROiling Flesh 10 give the skin a sickly 
pallor. To tie the unit 10 the rest o f the 
Nurgle anny, the same color scheme 
o f greens. browns and tarnished metal 
was applied and the same basing 
technique was used. The banner of 
the unit was painted to look as 
though it had been daubed on by bare 
hands. This gave the feci that the 
Mamuders were little more than 
barbaric savages. 

The Nu rgle Daemons and Nurglings 
were painted using the same 
baseeoats of browns and gree ns that 
had been applied to the Warriors and 
Mar;luders. To h ighlight these, small 
amounts of Dwarf Flesh, followed by 
Rofting Flesh were then added to the 
mixes for successive highlight stages. 
Washes of Chestnut Ink lind Brown 
Ink were then applied to create 
patches of different colors. Once this 
hild dried. gloss varnish ""IS then 
painted o\'er them to give the models 
a wet and slimy appear-mce. 

The Champions of Nurgic wert' 
painted wilh the same color scheme 
Ihal had been used o n the Chaos 
Warriors. 10 make Ihe modds stand 
out from Ihe resl of the army, extra 
highlight stages were :Idded when 
painting the ann(Jr and d oth. 

l-laving fini shed the bulk ofthe army 
1ammy wanted to create a Sorce rer 
and d ecided to scu lpt one herself. 
laking he r inspiration from a 
Warhammer 40,000 picture fe alUred 
in Ihe original Realms o f Chaos book. 
she sculpted the model on a 
palanquin . Having d ecided thai the 
power of a Chaos Sorcerer wou ld 

funher mutate the "'~I rri ors close to 
him, the models cilrrying the 
paJilnquin were heavily convened 
with all milnner of mutillions. She also 
chose to usc only three models to 
carry rhe Lord and placed them SO 
that they fo rmed the symbol of 
Nurgie. The banner was designed 10 
appear decayed and rotten and 
maggots were sculpted onto the 
modd . Again l:lmmy used Ihe. same 
basing technique to tic me piece 10 
the rest of the Nurgk- force, 
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The name Fey to! the Tliolcd is spokeD 
in whispers uound the tlmpfi rcs of 

the hndy people dwdlio8 in Ihe nor.henl 
;tcluds of Norsc~ The o.omc is 81uIIy 
fwed. [or it is Sl.id llul PJ.guc illd 

Pesliience stalk 11 his side. F'uuiully 
devoTed 10 NUTgk Fey to! hn lived hI 
lODger 11'110 his l110llCd humiD lifesp.il!. 
lndiog his powerful WUbiOd. Ihe Dcciyed 
Oncs. FeYla! continues to impress his god. 
who ;n IUln blesses him with the power 
Ilei:CSSlry 10 overcome his foes. 

Borll into , poor fuming fimily ill , smll1 
run! community in Ihe MrTII.tst of Ihe 
Empire. FeYlor lns the eldest son of his 
widowed mol her. The gc:lIcnl !hy to dlY 
luaniog of Ihe fum fell to him. despite 
being nO I yel OUI of his Icc Dig' yurs. life 
WiS hnd (01 the hmily. ,od ",heD 1 

pnticulnly hush winler sfruck. they were 
leit nen stllving. Snow hId II;n on th~ 

ground for Muly sil( months .• nd (ountless 
people hid perished in the freezing 
conditions. Entire vill'ges Ind tOWDS siuved 
to de.th. for food IUS surce. The previous 
yur·s (top hId been poor. ,Dd the people 
relied OD food supplies comiDg from other 
uus of Ihe Empire. bUI oheD Ihe wly ./1"1' 

blocked by the poor .wher condilioDs. 
When Ihe (UIVlnS did gel Ihrough. Ihe 
food WIS of leD spoiled. lod Ihere WI$ 
never ellough 10 go uou nd.. Blnditry 

beclme incrClsingiy com mOD, IS people 
betlme despeme for food Ind wumth. 
Tribes of SoIvlges [rom lhe north descended 
on Ihe hlpless vi lbgcs. burnIng. killing Ind 
looling. In this lime of extreme hudship. 
new lerror struck the . Irudy disheutened 
people; pllgue. 

This pilgue \VIS flSl Icting Ind deldly. lod 
il (onsumed colire vi l!'ge popuillioo$ in 
doys. They died io Igonizing lorment; Iheir 
bodies b10'ling OUI of III proportion Ind 
grelt wehs Ind boils bursling dl over Iheir 
flesh. So {euful .ere Ihe people of Ihis 
(OllllgioD Ih.t. ""hen one of Feylor', 
YOUOgCf siblings beg.n 10 sho. the urly 
symptoms .• 11 the neighboring flmilies 
Immedutcly .b.andoned their bnds Ind 
begIn Ihe loog lICk to Wolfellburg. where 
Ihey hoped to find sobec. Rdu..sillg to lent 
their I.mily bnd. Feylor .nd his hmily 
cmd lor the sick child IS best they (ould. 
lCSigoed to the flct thlt the foul sced of 
pilgue ""15 Ilre.dy within them. 

Feyco! pnyed devoutly for dclivcnncc {rom 
Iht terrihle disc.lSC. his plc.u directed 
to •• rd, IDy deity who would list eo. To the 
Islonishmelll of the flmily. his p"ye,s 
$Cemed 10 be hurd. lor the boy did DOt 
perish. Feylor·, brolher soon recovered 
enough 10 be .ble 10 ","lk, Ihough his skin 
WIS STill blollCd lod discolored Fertor .Iso 
bore Ihe muk of his fi rst Ilste of disclSe. 

for his hli, hId begun 10 fall out ill 
chunks. his skill bet.me 1 sickly pllJid 
color .• nd dnk circles surrounded his eyes. 
Nevertheless. the t.mily lived, Illd they 
said silent .. ords of Ihlnks to whichever 
dei lY hId tome 10 Ihei, lid. 

Howevel. Ihe f.mily soon "me ulldcr tile 
scruliny of the loc11 people who h.d 
beguo 10 move blck to their londs. Seeing 
Feyto'-s sickly IppUUnte. Ihe ignollnl 
fumers stolned Ihe (.mily. whispering 
dukly .bout him .lId his kin .nd refusiog 
to condutt Ir.de "llh them for fur of 
wching discuc. Quickly. Ihe bmily were 
dcspcutc .. ilh hunger Ind cold l..d were 
forced 10 lelve their home. On the rOld. 
Hlvelers sleered den of Ihem. Ind Fey tor·, 
f,ustruion ,od Ingel incIClscd IS he 
wuched his family grow wcoker. Nobody 
gIVe him • thlote 10 expllin thll Ihey 
were not phgue carriers. Ih.t Iheir sickness 
WiS nOI in ony wly debilillling. Indeed, 
Feytor hId found Ihlt his sickly flesh ""IS 
now increlsingly resisliot to cold lod p.II\. 

After beillg ,un OUI of COUlltlesS v,lug" 
lod towns unsympllhclic 10 their pl Ight. 
Feytor cventullly led his flmi ly 10 I uve 
u lhe b.asc of the Crey Mounl.ios 10 Ihe 
west of Ihe Empire. Clme WIS plenliful. 
providiog FeYlor .Dd hIS f.mily lI'ilh food 
Ind furs. For I time. the f.mily 11'1$ h.ppy. 
though I deep seed of rescntment IIld been 
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pllnled in Feylor. AT dusk one dly Iller 
hUIITing. Feylor WiS returning 10 The (Ive 
wilh his kill o~r his shoulder only 10 
lind hoof prinu ill Ihe 5110'11'. Dropping lhe 
deer ill the Ino ... he rlccd Iller Ihe lueu. 
.... hKh led directly 10 his Ilmily. With 
horror. he rlced inlo Ihe deniog belore 
Ihe elv, entnnee to find the burnt husks 

of his brothers. sisters ind mol her lied to 
blKkcned slikes. Smoking iSh wu i ll thil 
''is lefl of .... hil must hive been i mighty 
pile of .. ood sprud it the hue of Ihe 
stikes. A group of men stood witching Ihe 
grisly stelle. survcs IKd over their bees. 
Blind widl ngc, Fcytor riced inlo the 
midsl of them. suiking oUI wilh his luge 
hunling knife. plungiog it deep iolo Ihe 
neck o( Ihe (irsl nun. The olhen lurned in 

surpriie. their eyes filled wilh horror. One 
of Ihem buked 10 order 10 kill the 
plaguc~(mier. Fury (oursiog through his 
ve ios. Fey tor laid noulld him with his 
muly (ists. 'gllorillg Ihe blow, of Ihe 
,words thit tore 11 his fbh. Doe by olle. 

be slruck tbe a\eD down. killiog the (i!lil 
oDe by pummtlillg his hud 11110 , r()(k . 
Teus blurred hi5 visioD is his iOget wore 
oU .• od he $.10k iplo Ihe SIIOW. buryiog his 
heid in hi, h,nds. 

12 flYTOI'S DICIYID ONIS 

Wheo he t,me 10 his KnICS. ht fell 
dniacd. is if some force of eDtrgy lhil he 
h.d been temponri ly gunled WiS "'(.iring 
off. He surveyed Ihe bloody sctne. wilh 
hi, burllt f.mily surrounded by the bodies 
of Iheir murderers ~ soldiers of the Empire 
weuing Ihe yel lo ... ind crimson I.bud of 
Ostermuk. Their bodies were blo.tcd ,od 
open sores h.d bU1S1 over Iheir skin. 
Ihough feYlor look po nOlice of Ihis. He 
fcll like there WiS pOlhing 10 live for no .... 
,nd he kne ... Ih.t he would be hunled .s 
long is he lived. Neverthcle$$. he rose 10 
his feet .nd KI off 10 Ihe north. for 110 
betler rtuno Ih.o il seemed the righT thiog 
10 do. Soldiers dogged his lricks. but ,fter 
• Imosl • moolh of pursuit Ihey losl his 
luil. They never relurned 10 thtir 
homeblld. Ftytor diuppclred from Ihe 
Empire hislory books. liviDg Ob only i!i 

slory lold ifouDd Ihe fir(phce 00 cold .nd 
dnk nights. 

ID the ng" of Ihe northern bUNriln 
tribes of the Norse. however. Ihey Iell of ~ 

sickly miD coming into Iheir Ind. pursued 
by m~Dy of the .. uk lIOuthetllell. Intrigued. 
Ihe Norsc.mt~ drew off Ihe punuit. Ie.ying 
Ihe sickly oDe ,1001:. Unsure 1$ 10 whil his 
coming mtinl. bUI h,ving seen il in , 
visioll gibed by the gods. Ihe Chicihill of 

Ihe WoJ( Brolhers tribe wlll:hed Ihe 
stuoger. They followed him is he elltered 
their IriNI bnds. ,lid .s he look up 
rcsiduee io i rough Clv(' The ~ulIger h,d 
shrugged of[ terrible wouods inflicled by 
Ihose who h,d pursued him .• nd the Wolf 
Brothers ""cre impre$$ed wilh his resilience. 
After sever.1 weeks, Ihe tribe d~ided to 
'ppr<nth him. The Norse reCOUlI1 Ihe 
meeting of Ihe Wolf Brolhers 'Dd Ihe 
slr.nger in Iheir histories, for this meeliog 
hid i conJideuble imp'" 011 Ihese hudy 
peopk Afttl his (omiDg. m'IIY of Iheil 
people lurn-cd lowud, Ihe worship of 
Filher Nurgle. nd I number of mighly 
Chlmpioos of Nurgle rOSt. bringing glory 
ind pride to Ihe Wolf Brolhers . 

The Wolf BrOlher$ evcnluilly embriCed 
feytor Ifter he besled one of their 
stroollest in bife~ fist (ighling. Ind he then 
joioed Iheir Iribe. It WiS through Ihe 
guidiote of the tribe's Sh,mao Ih.1 Feylor 
time 10 rellize Ihi! il WIS indeed Nurgle 
himsell ""ho h,d protecled him lod his 
hmily from Ihe pbgue. ,nd il "'is Ihis 
Slme di.,ine: being who Iud filled him with 
Ihe SlfU81h wilh which to ,veoge his 
family·, killen. Lurning .11 Ihi! he (ould 
of his pmon deity. FeYlor beg.n 10 
worship his protectiye god in euneSI. 



Sevcrli yeus after beiog wdtomed by 
the Wolf Brothers. Feytor begaD to push 
for the tribe to begin to explnd, so that it 
would be strong eDough 10 begin raiding 
the oortherD Empire aDd bnds of Kislcv. 
Their chidhin, Svolos Wolf, rejf;cted his 
wishes .• nd the rotten seed of rescDtmeot 
beg'D to grow wilhio Fcytor. Eyentu111y he 
challenged Svolos. and Ihe two mel in 
unumed (omln!. Svolos WiS I .. .II. broad 
shouldered vc!euo wurior who had fought 
0 (( many olhers who h,d tried to take his 
position. He struck FeYlor wilh mighty 
blows thll seot his had rediog b.tkwuds. 
hut Feytor mmly grioncd ~nd wided 
Ihrough thc hcavy punches. Ignoring blows 
Ihn would have incapitiuted • lesser min. 
he bore SY(llos to the ground. and nined I 
flurry of blows into the wurior is the 
Wolf Brothers w. tched on in silentt. Fists 
bloody. Feytor evenTUilly rose from the 
now motionless body and cl.imed 
le.dership over the tribt. 

Fcytor began to approith the neighboring 
tribes. procbiming to them Ihl t he euried 
the word of Nurgle, .nd Iml they must 
join him. Wheo the tribes rdused 10 swar 
allcgi.nce to him. discase aDd pestilence 
beg.n to .ppcu within the tribesmen. 
striking down strong wmiors ,nd childreo 

wilh equ.1 ferocity. Again Fcytor 
approached Ibe tribesmen. te11in8 them to 
fors.ake the .... orship of Iheir own gods for 
thc benevolent love of Nurgle, aod the 
tribt would be Slved. 10 this maODer. 
Feytor's wublod grew quickly is more 
,od more oeighboring nibes swore 
kioship 10 him. 

The following deudc SIW Feylor npidly 
grow in power .od influence. His body 
became intreuingly strong. and he wu now 
limost immuoe to p.in. The devotion of 
his follo .... ers. most of whom had hkcn 
Fcytor's bd ll1d begun to worship the 
Lord of DeelY, ensured thll they. too. 
beume • ftiTsome forte. terrifying their 
foes with Iheir deuhly appeu.nce ,od 
unholy resilience. A sickly cloud of yello .... 
fog 'nd Ihc bUlling of flies followed thcir 
.dv.nce .• nd lew could stand .gainst them 
without fear filliog their hmts. Feeliog in 
his now twisted soul th.t the time of 
ultimate yengCince .giinst the Empire 
would soon tome. Fey tor continued to 
explod his rCilm .nd spread Ihe good word 
of Falher Nurgle. 

Those who encountered them knew Feyrors 
followns .s the Detayed OntS, and they 
embriced the nlme, forsaking tbe oame of 

Wolf BTothers. Their reputat ion was grim. 
.nd they thrived off the fCiT Ihll they 
instilled in their enemies. Many of the 
original members of FeYlor's Decayed O/les 
lived still. though Iheir "\It"olf pelts Ind 
lenher were repltted wilb powerful .nd 
helVY 1fmor th .. molded to their festering 
bodies. They spmd dread in tbeir 
opponents' hearts. igooring dire wounds .nd 
.dv.ncing relentlessly. They sought out the 
most fcarsome wulnnds rOlming the Chaos 
WISleS l nd met tbem in blttle under the 
roiling skies. AlwiyS. the Dcclyed Ones 
left a single survivor. bideously infected 
wilh discase. Ihejr Itgtty, who would 
sprCid the word of plague in his 
own mlnner. 

Sc.eing the mighty twin-fiiled comet piSS 
through the sky lbove. , waking visioo 
ume oyer Fcytor. Mlny b.d been the 
times when FlIher Nurgle had tbrust such 
visions into Feyror's head. Ind the l dvice 
given Iud l1w.ys ensured mighty victories 
aDd glory for Feytor. This vision directed 
him to travel to the mounliins. where he 
would meet the grell Unitt!. ArchlOIl. Ind 
join him. Excitement filled Feytor, for he 
knew that Ihe time of his vengt.ncc 011 thc 
Empire hid come ... 
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Flies buzzed uound thc eus 'Dd eyes of thc Empire swordsmen. ud , sickly yellow fog rolled over them. filling their lungs. A 
towerins figure shlked from the hue. his huvy armor pit1cd ud SCCpiBIL fou l fluids, "ith ~ horde of dCClying "urion mm:hing II 

his 5ide. Milky ,nd SfigID.Ililcd eyes. SUlik deep wifhin his dud. grq- bee. Slued oul it the men of Ibe Empire. Stepping to.ltds the 
soldiers be Swung his immeDse {bil Three cruelly spiked balls of corroded meul smuhcd , shidd Hide 'nd crll5bcd Ihe (au. of the 
doses! sold ie r. felling him iIl511"lIy. As his cOlnr,dcs wnthcd in horrol, his Ucsh bi(),l;lcd 'Dd turllcd bllclt in (!-Itches. Lug, boils 
'ppeared 08 hil skiD bdo" bursling. spurting IIIIJSUli"g sccrctiops. Other de"ying .... urian sbughttled lI\cir w'Y through II" froDt nnks 
of thc swordsmen. hlcking men down with chipped Ind rusted wupons. The d"d eyes of the powerful thlmpioll of Nurgle witched IS 
the enemy broke nnks l~d fled. some of them filling 10 their kneC$ iii W1VCS of sickncss 10d disu« WIShed over them. As they fell 
blck in feu. the rOiling wmior beglo to chuckle. liquid l nd phlegm ruping deeply in his Ihr'»!. 

Known also as Nurglitch. Onoga! . 
Nelgien and by many other lities, 
Nurgie is the Lord of Decay. It is he who 
unleashes famines and pestilence upon 
the wo rld. and so it is to Nurgle that 
mortals turn when they wish protection 
from the ravages of disease, age and the 
inevi table decline brought by the 
passing years. When the crops are 
spoilt. when a child falls feverish and 
when wounds begin to fester on the 
field of battle. supplications arc offered 
to Nurgle for him to stay his hand . 

, To his followers. Nurgle appears as.:l. 
musi\'cly b loated creature. festering 
with boils, po;;:es and SUrrQundcd by a 
dark cloud of fiics , each of whkh 
carries Ihe symbol of the god upon iIS 

,~~:~~~;~l:~~alndtorn , and 

NurgJings. the spitcful mites of Nurgle. 
Nurglc is said to delight In C\'el1' new 
pox. e\'Cry unique rash and blister. and 
of all the gods he t.:l.kes the most 
interest in the plight and achiC\"Cments 
of his monal followers . 

Nurgle is portrayed as a kindl); almost 
jovial, god known oftcn as Father or 
Grandfathcr Nurgle. While foolish non­
belie.'crs may moan, gnash their teeth 
and pull their hair when plague swceps 
the lands, and villages and towns 
tumble into ruins, those dedicated to 
Nurgle laugh to sec the great works of 
their master. They h;l\'e accepted the 
huilhy of def)'ing Nurgle and the 
inescapable dilapidalion Ihat he brings, 
and instead embrace the delights of 
decay and disease. t.he pleas4res of 
entropy and ruin. 

He beStowS his gifts of pesti lcnce and 
decay with a generous spirit. Nurglc·s 
champions, ra\-agcd by disease, arc 
thcmsch'cs protected from such 
plagues, for tht:y become inured 10 the 
pain and discomfort and. while their 
bodies may corrupt. the spirit of Nurgle 
suslains them when lesser mortals 
would die. Thus the champions of 
Nurgle can endure wounds and 
affiiclions Ihal would cripple others. 
and yet still fight on in his namc. Thcy 
are horrific to look upon, morc so even 
than olher champions of Chaos. for 
Ihcir peeling flesh , s tomachs bloated 
with corpsc-gases and charnel stench is 
~mindc( of the Catc that awaits all 
·"~CWI,tures . • 

,.... 

• 
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We continue our series of 
Painting Masterclass by 
looking at two of the Chaos 
Greater Daemons, the 
Bloodthirster and the Great 
Unclean One. 

The model W:lS firs l assembled :IS a d ry 
run assembly. The body W"olS pinnt.-d 10 

Ihe legs before pinning Ihe amlS and 
head ontO it . Finally, widl the head 
glued in plac~ , any g:& pS were fillt.-d wilh 

green SlUff. 
,~< 

BiQOdthirsler 
was gh-en an 
unden:o:u 
spray in 
Chaos Bi3ck 
and any 
areas where 

the sprJy h3d failed 10 calch were then 
con' red wilh slightly th inned Cha~ 
Black paint . 

The skin of the Bloodthir~ile r was gi llcn 
a basecoat o f an equal parts mix of 

.... "6----. ( :h,,,, Black 
3nd ned Gore. 
Th is W'JS then 
highlighted 
with Rt.-d Gore 
on its own. 
followt.-d by a 
WJsh with Red 
Ink. Once thiS 
had d ried. it 
WolS gillen a 
second 

.. ,,-,.-'0,,--- highl ight wilh 
Red Gore . 
Sm3il amou nlS 
of DWJrf Flesh 
were Ihen 
added 10 the 
Red Gore for 
each 
successive 
highlighl . 
using OWJrf 
Flesh on itS 

fo r the fin al 
stage. The skin 
was then gillen a 
wash wi th an 
equal parts mix 
of thinnt.-d Red 
and Purple inks. 
Once this had 
drit.-d. a thinned 
wash of Red Ink 
was applied. 
The skin was 

again highlighlt.-d wilh Dwarf Flesh 
before :tpplying further coats of Rt.-d Ink 
10 achic\'e Ihe desi rt.-d effeclS. 

The ho rns. skulls 3nd bone scctions of 
Ihe model were paimed with a basecoat 
mix of one part Red Gore and one part 
Chaos Black 10 IWO parts Bestial Brown. 

Small 3moums 
of Ble3ched 
Bone ..... -ere 
then added to 
this for each 
successive 
highlight 
stage, 



Bleached Bone 
alone \vas used 
a~ the next 
highlight ~ tage . 

'11u.-se sections 
were then 
gh'en a wash 

with a thinned mix of equal part~ Red 
and Brown inks. O nce this had dried . 
Bleached Bone WOolS then re-applled as 
the final highl ighl. 

A baseco:1I 
oflln Bir/.. 
with a small 
amount of 
Chaos 
Black 
mixt.'<i in. 
W'.IS used 10 

paint the 
annor. This 
WOolS firs t 
highlighted 
with Tin 
Ditz on itS 
own. 
followt.'<i b)' 
a highlight 
st:l.ge with 
Beaten 
Copper. 
nw"r 
Bronze was 
applied for 
the ncxt 

highlight followed b)' a \volsh with a 
thinned mix o f t:quai pans Red. Black 
and Brown inks. 

The amlor trim and the weapon head 
had a. ba.scroat of equ:l.l pans Chaos 
Black and Boltgun Metal applied. The 
first highlight with Boltgun Metal W.lS 
followed b)' a further highlight with 
Chainmail. 'Ib ese sectio ns were then 
given a WJsh with lJIack and Brown inks. 

'10 paint the whip, :1 basecoat o f Bestial 
Brown was given a wash with an ( Iual 
partS mix of thinned Brown and Bi:lck 
Inks. A second coat o f Bestial Brown was 
then applit.'<i before the whip was 
highlighted wilh Snakebite I..eather. 
followed by Bleacht."<i Bone for Ihe final 
highlight. 

A basecoat 
of Chaos 
Black with a 
linle Rt."<i 
Gore added 
was uscd on 
the wing 
membranes. 
which were 

",," 
highlighted 
by lightly 

dcybrushing wilh Rt.'<i Gore, 10 finish. a 
light drybrush of Blood Red was 
appl ied . 

'10 finish the model. sand was glued to 
the base using PVA gluc , 11\is was Ihen 
washed down with B\:lck Ink and 
drybrushed with Bubonic Urown. 10 
finish o ff. p:llchcs of Static Gr.t.SS WCTC 

applkd. 



The two main body sections were giUI."<i 
together, and once: this had set. the 
hands were pinned to Ihe arms and the 
chain sl.'Clions were pinned to the: body. 
Any gaps were filled with green stuff. 
The Great Unclean One was given ,In 
undercoat wilh Chaos Black spr.l.y and 
any ,1I"eas of poor coverage were then 
painted over with sligh!!y thinned Ch:tos 
Black paint. 

As there Is a 1:lege surface area to paint , 
most of rhe model was done in separ:tle 

seclions, 
st<lrting 
with the 
legs, <lncl 
highlighting 
up to the 
desirl."<i 
finish before 
moving 
OntO the 
stomach. 

A large 
qU:lnlity of a 
basttoat mix 
of I."qu:d 
p:trts DMk 
Angels 
Grl."('n , 
Vomit Brown 
and Chaos 
Bl:lck, 'V';IS 

mixed in a 
span: pot 

and then applied to the skin sections . 
Bleached Bone was then added 10 this 
mix for each successive highlight stage. 

The pustules 
on the 
model were 
paint(."<i :1.1 

the same 
time as the 
skin. except 
that they 
were furth er 
highlighted 
by adding 
more 
Bleached 
Bone 10 

the mix. 

TIle f:tce: W,IS 

also 
highlighted 
further to 
make it 
sl:iIld out 
more ;!.gainst 
the dark 
lones of 
the nesh. 

'"' intestines 
and gaping 
nl.'Sh were 
painted with 
:m cqu:tl 
parts mix of 
Ch:tos Black 
and Bubonic 
Brown . 

These were 
highlighted 
by adding 
Bleached 
Bone to 
the mix 
followed 
by a wash 
or Brown 
Ink. 

A basecoat mix 
of two parts 
Chaos Black to 

used to paint 
the Daemon's 
,"enebrae and 
talons. 
Bleached Bone 

for successive 
highlight 

il50wn. 

The maggots 
wert" painted 
with Bubonic 
Brown" 
Bleached 
Bone was 
mixed with 
Ihis for Ihe 

a 



highlight stage finishing with :1 highlight 
of pure Bleached Bone, 

Chaos Black 
\\rJS the 
basecoat for 
the lOngue, 
Codex Grey 
was added 
to th is for 
each 
succeSSive 
highlight 
~tage , 

before the lOngue was given a wash with 
Magenta Ink, 

The skulls on 
the sword and 
ch:lins were 
given a 
basecoat of 
Bestial Brown, 
Bubonic 
Brown was 
used for the 
initial highlight 
stage fo llowed, 
by Bleached 
Bone. 

Boltgun Metal 
\\r,lS applied as 
the basecoat of 
the Daemon's 
!>'word, 
Chainmail was 
used for the 
first highlight 
stage, followed 
by Mithril Silver, 
Once this had 
dried, the whole 
bladt.' was given 
\\rJshes of firslly 
Grt."t:n , then 
Brown and 
Purple inks. 

The hill of the 
sword was 
painted with a 
ba~l"(:oat of 
D>.'~Jrf Bronze. 
fini~hed by 
adding Mithril 
Silver 10 the 
baSCi;oat for 
succeS5ive 
highlights, 

To complete 
the modeL the 
recesses on 
the Daemon's 
skin were 
given seve!':ll 
glazes with 
I'ueple. Green 
and Brown 
inks. I3leacht,d 

Bone was the n applied lO make it 
appear as though pus W',1S oozing from 
the CUIS, scabs and gaping wounds. 

The model W'.IS completed by gluing 
sand to the base. This was the n w:lshed 
down with Black Ink and drybrusht'd 
with Bubonic Brown . Finally. patches of 
Static Grass were added. 
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A while back we published the 
Warhammer Annual, containing 
all of the Q&As and official 
amendments for Warhammer. 
However, since going to print, 
more Army books have been 
released and the mailbag has 
been bringing us new 
questions, so here 's an update. 

The following questio ns .md answers 
are offkial amendnu:ms 10 the 

Warhammer roles. 111ey replace any you 
may have seen before OInd you sho uld 
check them OI gain OIS a couple o f answe rs 
rn'l)' ha~'(;' been changed (to p ro te('t 
the innocent!) . 

MOVEMENT 
Q. Can a unit redin..-ct a charge 
against an enemy unit that it could 
have orig inally charged? 
1'1 . No. You can only redirect a charge 
against a unit if you could nOt have 
declared a charge against the m. but can 
no,,' do so due to the ertemy fle(: irtg. 

., 

20 WARHAMMII CHROHIClES 

rhammer 
chronicles 

Warhanttner rules clarifications 

MAGIC 
Q. Can Irresistible Force ever be 
dispeUed? The rules say no Dispel 
roU may be attempted. and certain 
items such as Oispel SeroUs mention 
Irres istible Force. However, other 
items like the High Elf Sigil of 
Muryan make no menlion of it. 
A. Unless spcdficOlU y writle n in the 
descrip tio n o f an item or ab ility. 
IrreSiStible I'orce can neve r be d ispelled . 
Note that some items. such as Sizzla 'S 
Shiny Baubles. may have OIn e ffect on 
Irresistible Fo rce , but these arc ge ne r..llly 
not no rmal d ispels. 

(IS but/) ranks la/"'(' a i lll. 

MAGIC ITEMS 
Q. Can magic weapons and armor be 
combined with mundane weapons 
and shields and stiD receive a bonus 
Armor save in close combat? 
A. No. mOlgic weapo ns and shields do 
nOt grant [he bo nus AmlOr save in 
any combinat ion. 

Q. How do you work oul close 
combal attacks thai do mulliple 
wounds against units with mulli­
wounds creatures (such as Ogres 
or FeUbats)? 
A. Whc n fight ing r.mk and fil c troops 
with mo re Ihan o ne wo und , use the 
same procedure you would for normal 
troops. Ro ll 10 hil. roll 10 wound, m<lkc 
saves. After [hiS. ro ll for each wo unding 
hit 10 see how many actual wo unds are 
inflicted by Ihc weapo n. The maximum 

MONSTERS 
AND HANDLERS 
The re have been SCYeml q uestio ns 
regard ing how mixed units o f 
mo nSTers and handlers wo rk 
(Lizardmen Salamanders and Dark Elf 
War Hydras. for example) so here are 
some clarificati o ns: 

• These units do no t eoum as 
ski rmishe rs, tho ugh the models are 
ntl t r..lnked up. 

• Whe n de le mlin ing what the unil 
can charge, o r for the pu rposes o f 
fl ank/rear charges by enemy units. 
use 90" arcs ce n tered o n the 
monster itself. 

• When the unit is in d ose combat, it 
fo rms up fo llowing [he ro les for 
skirmishers - i.e., Iho$c in mnge 
gel inlO base-ta-base con[aCI, [hose 
o u! o f r:lnge fo rm up behind. 

• The models In the unit move at 
their own moveme nt value as lo ng 
as they remain within I" o f 
each other. 

Also nOle any character allowed to 
joi n the unit countS as ' rid ing' the 
mOUSIer for the pu rposes o f any 
special ru les they may have. Fo r 
ex-.unple , if a Dark Elf Beastmaste r 
joins a WJr Hyd ra un it, the n it does 
get to igno re Mo nste r Rea.ction IC51S 
if all the 'crew' are wiped O UI. 



number o f wounds per hit is dlt: 
number of Wounds thl: enemy models 
hOl\"e. For t:xample. if you have a ~word 

thaI does D3 wounds and are flghting 
I:!:llbals (which h:IVC 2 Wounds each), 
you wou ld count results of 3 as 2 
wou nds inl1icled. O nec Ihe 10 lal number 
of wounds havl: been worked OUI. add 
thl'm all up and remove whole models 
as nomlal. To continue the pre\ious 
cxampk , if you ro lled 1,2 and 3 
wou nds from three hilS. this would 
("dUSt: o nly 5 wounds and so you would 
remm'e two Fd lbats w hile one FeUbat 
has a single wound remaining. 

Q. Exaelly what magic items can a 
ehamcter take~ Do they have to have 
the option of a mundane version of 
tht: ite m (like shields) in order to 
take a magical versiOll? 
A. 1\ cha racte r who may not (like normal 
armor (i .e .. has no option fOf no rmal 
armor in their amlY list e ntry) may nOt 
wcar magic armo r. A Batik Standard 
Bearer w ho cannot have a no rmal sh ield 
cannot lake a magical shield . Similarly, a 
Baule Stand ard Bearer is nOI allowed 10 

takc magical weapons that require twO 

hands. However. note Iha[ these last two 
are speciflc restrictions for Bank 
Stand ard Bearers - a character who does 
nOi nonnally ha,'e [he optio n for a great 
weapo n cou ld still take a m:lgic weapon 
that requires two hands 10 U$C, for 
example. The Slime goes for rdnged 
magic weapons - you don 'l necessarily 
need a mundane missile weapon option 
10 take o ne. Only Wizards can take 
Arcane ite ms. Some charJ.cteI"$ (such liS 
1.i7":lrdmen Siann Mage-Priests or D\v-drf 
1):lemon Slayers) may have addition,t l 
restrictions or allownnces. 

Q, How does the Dark Elf Ring of 
Hotek (aU Wixards within 6" Miscast 
on a double), work wilh the IUgh Elf 
Ar<:ane lIem. the Book of Hoelh (aU 
the mage's spells are cast wilh 
irresistible force on doubles)? 
A. Any doubles rolled will be cast with 
Irresislible Force llOd Ihen Ihe MiscaSt 
occurs. as described for normal 
Irresistible Force in the rules for the 
Ring of HOlck. 

SHOOTING 
Q. Can models bebind the firsl rank 
see la rge targcts and s hool at them? 
A. Yes the}' can . 

CHARACTERS 
Q. Do Champions count as rank and 
me in counling Ihe five models for 
the 'Look Out, Sir!' and/or the 
'Shoming at Independenl 
Cbaracters' rules? 
A. Apan from the exceptio ns no ted . a 
Champion is treated as a r.mk and 
file model. 

CHARACTERS IN UNITS 
We"'t- had a fl.·w questions concerning 
whether a character 's mOunt affects 
which units thl..')' can join, 3nd what 
ciTect it has on things like mnks and 
targe ting. So. to clarify: 

• Unlt-s:. othenvisc forbidden by Ihe 
rules , ~ ch:lr~cter (::In ah,~.l)'S join :1 
unit , reg:lrd less of their mount. 

• A un it always moves :ltlhe speed of 
Its slowest modt:! , so if a chal':lcter on 
foot joins a cavalry unil. they would 
move at lIle characlt:r 's Movement 
rate. 

• A char:J.cter only gains 'Look out, Sir]' 
if pan of:t unit of 'similar Si7.ed 
modt:ls' (Warh;\mmer, page WO). The 
same applies to targeting char deters 
within 5' ob uni! . This does nOt 
change, whether Ihey :lre actuall} 
within the unit or not. So, a character 
on a horse C-dn still be picked OU! if 
lIley join;l unit of inf:lntry. for 
example. (lor these purpos/:"S, a 
character on a monster base (40mm 
or larger) counts ;IS beinS bigg:er than 
noml:!1 c:IVlt lry. 

• i\ char .. cto::r in a chariot e:tnnor join :\ 
unil unlC!>s It is a charlol unit, :lnd 
unly a char.tcter in a chariot may Join 
with anOlher chariol or chariot unil 

• A chaf',lcter tllkes up the spact: of an 
equlv-dlcnt number of I':lOk and I1Ie 
models :IS their bllse Bib . For 
t.!X"Jmple, :t cav-Jlry model would lake 
up one space in lIle first r:J.nk and 
one space in lIle second rank oran 
infantry unit. Tht:se ranks still COllnt 
as complete if four 'spaces' wide or 
more, whelher thaI space i~ filled 
\\i lh a f'olnk and file model or a 
character. See the diagr:lm~ 10 the 
right for exampl e~. 

Q. Can Champions be moved into a 
fig hting position in the sam e way a 
c haracter can (Page 97 ~Moving 
chamclers within engaged units")? 
A. No, the)' remain pari orthe command 
group at [he ceOler of the fro nt rank. 

Q. If a character is in a unil with only 
o ne rank, can they refuse a c ballenge 
as there a rc no rcar ranks fo r them 
to be mnvcd in IO? 
A, If Ihere is spat't: in the single nmk ror 
him 10 be positioned where hl' e,lnnot 
fight. he may re fu se [he ehallenJW. If the 
entire rank is I: ngaged . he Ill")' not avoid 
thl' l'ha llenge. JUSt as ir he were o n his 
own (ba~icallr Ihl' enemy Ch3r.lCIer 
hunts him down like the cowardly dog 
he is!) . 

WAR MACHINES 
Q, Do destroyed war machines cause 
Panic tests? 
A. Yes. 

77H! lIIollllted Empire Baltle SramJard 
ikarcr withill tbls III/it of GreatsllJQrlls 
gil't!'S tbe ""It two complele (>;I.·tra 
rallks, 

Arcbaol/ a/so COllllls as gluillg Ibis lmit 
of Knights o/Choos 011 exira filII rtI"k. 

HOWi!ller; Ibis Wlff 0/ Pboelll.-..: GIl(lr(1 
whlcb has beell joi1ll!d by 1»rlo" bas 
110 rank bontu. 

Q. Cal) I move over a war machine if 
there is no c rew? Is t he war machine 
considered an obstacle or do we treat 
il a~ if il is nOI there? 
A. An .. bandoned \\r,lr machine has no 
effect on niovemeni. 

STEAM TANK 
Q. What effcrt does an Earlhshaker 
Cannon have on a Stearn Tank? 
A. It will move at h;llf normal r:11e. and 
must first roll a .:f + before firin~ 
e'lCh weapon . 

Q. Are Ihe Tramee Engineers on a 
fighting platform vulnerable 
10 poison? 
,\. Any poisoned missile ;luacks thai hit 
by rolling II 6 need to be f'Jndol1li7.ed 
separ..lt:ly. If they are r:mdomized 
;lgainst [he crew they wound the m 
automatically. but if they arc r.lnJomizt-.j 
against the Sleam Tank [hey st ill nel-d to 
roll 10 danmgl' willt the ir Sirength, 
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[n close comb.1I there is no problem. 
since Ihc enemy can choose to attack 
either Ihe Steam 'l!Ink or Ihe Engineers. 

Q. Do Pikemen gel + 1 Strength when 
charged by a Steam Tank? 
A. Yes. the)' do. 

Q. Does the use of a Steam Tank have 
to be agreed upon by both players? 
A. No. 

Q. Would firing from a hill down at 
the Steam Tank counl as an above hit 
or is this just for attacks that lob 
Iheir s hot? 
A. The 'hit from abovc' rule is limitcd to 
waf mat;hinc attacks like monars. stone 
throwers, etc. (i.e .. those th.1I usc Ihe 
Scalier dice) and spells such as the 
Cornel of Casandora. Forked lightning 
ctc, II does not apply to nomlal missile 
fire. magic missi les. canno ns .1Ild other 
mathines [hal do nOi use the Scallcr 
d ice. or any close combat attacks (e\'en 
by Giants ... ) . 

Q, Can a model 'rebound' Wounds 
onto a Sleam Tank (the Black Amulet, 
for example)? 
A. No - see the corrections 
section below. 

Q, What about the Toughness of the 
tank~ Several things use the 
oppnnent's Toughness 10 decide the 
Strength of thc aUack (Eg .. Rune of 
Might, Slayers, Sword of Heroes). 
A. They don' l gh'e any advotnlage to 
models fighting the Ste.tlll Tank as it h'ls 
no l bughness value. This 'Ipplies to any 
atlOlck which uses a ch'lr.u;teristic o f the 
Steam lank (extepl Inili'llivc as nOled in 
the rules). 

Q . [f the Steam Tank is charging and 
its intended target ' Flees!' can it 
redirect the charge? 
A. Of course, ir [he nev.' target has been 
revealed by the first o ne fleeing (in 
o ther words. if the Steam 'Iank would 
not have been able to charge it berore 
the flight of Ihe original targel). 

Q. tlow does a Helblaster shot work 
against the Steam Tank? Do you 
count the tota] number of hits and 
roll separately for each one with S5 
(or 4) or do you consider one 
Arlillery dice as one hil and the 
number il rolled as a 
wound modifier? 
A. The first solution is correct. The same 
applies to Olher multiple s hot we:tpons 
like repeater weapons. 

WARHAMMER ARMIES -
SKAVEN 
Q. Are you really allowed to have Ihe 
same model as your General and 
your Baule Siandard Bearer? 
A. No. the usual paragraph prevent.ing 
this was o mitted by mistake. 

WARHAMMER ARMIES -
HORDES OF CHAOS 
Q. What happens if a unil of Tzcentch 
Screamers 'swoops' on a unit thai 
does automalic hilS, like a Night 
Goblin Fanatic? 
A. BOth units inflict and take damage, In 
thiS example, the Screamers lake D6 S5 
hits and Simultaneously each do a S3 hit 
o n the I'anollic. 

BRETONNIANS 
Q. Do models with the Knighl's 
Vl.rtue panic from shooling - 'The 
model is Immune to Panic caused by 
units that are nOI Knights.' Is 'knight' 
here referring only 10 

friendJy Knights? 
A. Yes. II means Ihat neeing Commo ner 
units will not cause them to lake a Panic 
test_ This also applies to units or 
Commo ners who are destroyed o r break 
from combat_ 

Warhammer Chronicles takes a look 
al the W;l rhammer g.mle. its rules, 
background and game methanics, 
rrequemly stolen from work 
in·progress here 011 the Studio. It also 
..ctS :lS a forum for dedicated 
Warhammer players who have 
produced inspired. well thouWJI OUI 
and ~citing additions 10 the game. 

if yOIl blll.'f? (I good itl'''' for 
lI'i l r/}Ommer C/}l'OlI icles Ibell 
11' I'ile /0: 

Gm! 71)orpe 
( I'Hubamlllt'r Cbrollic/es) 
Games If'orksbop, 
If'ilfow Roml. Lenton 
Nolllllgballl, NG7 2W.'i' 

All)' rill/'s iJIIU/t's. /'Ie. 11,/11 bt' shlwid<'d 
fur SIUII~'1I IINldillg. so 5<'11(1 tbem tu 
Ibt· }«(JvI::/m)':: III "allies Worksbo/l 
Mull () /'{h'r. tIItd //01 to U(lrblllllllll'" 
ChlVllic/l!s. lim n/ll ul$() s/lt!lIk 10 II}(' 
1lQ(/1;:h<~,.:: ""'eell), I/slllg Ihl! ( unfl/cIS 
lis/<'d 11<,/,,1/ ', 
['hont" 1.soo.'9-1.(i\\I ~ L ~ 1./I88.G't:]l«)!J,U I:\' 
.. ·mail : 1'001;-:bo)'1.0 games·workshop.conl 

CORRECTIONS 
The corrections printed he re arc designed 10 replace: the rclc,~.t n t section in thc Warhammer rulebook .md the relcv:mt Am1ies 
books. You hal'c perlllission 10 photocopy these pages so you can CUI OUI the torreNions .. nd paste them directly imo your books. 
This will S'l\'e you rrom hll\'ing 10 cross-reference betwecn this book and (lther publications. 

WARHAMMER ARMIES - SKAVEN 

Page 39 (Storm banner) - Repi'lce e ntry with: 

; STORM BANNER l><!lnts 
: One use only " 
: 11Jfs wlcierll ami tattered b~IT ~as tbe power to 
I wrack tbe sky witb stbrmJ •• tI!'an"g tlie be(lvens aparl 
: IUitb itS for),. '" - _ ~ 
: The banner c:m be act\YOlII..'d at the-beginning of an}' player's 
: turn No fl)'ing movemeru is a11~d ~d all mi~iJc fire Is at-
: 2 10 hit. All War machines aDd olher ranged alta('[.;.'1 thai do : 
: not u.~ liS may only fire if Ihe player rlfSf rolls 1I .j+ o n :I 06 I 

: (roll for each model), Magic missiles and orher r.mged spdb : 
1 :Ire nOt alTectcd. Roll a't>6 ;It the beginning of each player" I 

: subsequeOl turns - on a roll of I or 2, the power o( the' ! 
: Jy,d.nner is exhausted and it no lo nger has 'In)' effect for the I 

I rcmaindrr of Ihe bartle. ; , , 
.MM ••••••••••••• M •••••• •••••••• __ _____ • ________ • 

22 WOIlAMMII CHRO.ICIIS 

WARHAMMER ANNUAL 2002 

, 
Page 51 (Magic Again5t Ihc Steam la nk) 

Repl:tce second par-lgraph with: 

: No spells or magic items whidl attack 
: or othcrwisc target the Steam lank. 
: friend's or enemy's, have allyeffc.'C1 
: againSI it. ~cept thoM: that C:lUse hitS 
I with a known Scrength (alllll(lgic 
: missiles and a fcw others such as thc 
I Comet of Casandora). 'Ihese spells are I 

treated lIS nom1.11 shooting, wi th Ihe 
o nes hiuing from above automatically 
hitt ing Sorl. Spells thai deliver a hi l 
with a known Strength and have a 
sl.:condary eiTt'Cl as well (such as Ihe Pit 
of ShadC5) work partially on the 'lank. 
Apply o nly Ihe hilS caused and 
d isrcltllrd the secondary ciTa1.S. 



P:lge 117 (SHOOTI NG AND 
MOVING) - replace emire 

paragraph wilh: 
Page 239 (Selecting 

charal:lerSJ - replace 
palllgrJph under charI with : 

Page 7 1 (Results) - rcpl:lce firsllwo paragrJphs with: 

·----- - ----- - ---FiIE~j[ji:itii-- ---------- - --l 
, 

!'or each sepamte combat you must determine which: 
side has won. Do th is o nce all the units engaged in : , 
the combat have fought . Obviously if one side is : 
comple tely wiped OUt, the o ther side as won with ..-
no need for a Break test. : 

Begin by adding up all the wou nds C'J.used by 
each side in the comba!. It doesn't matter 
which particular uni[5 suffered the wounds. 
JUSt add them all up. Don't forget to add the 
wounds taken by big creatures that haven't 
been removed as casualties. 00 NOT count 
wounds saved by Armor or Ward saves. 

· • 

• • • 

r _ ___ !!~: _I_I? _(A!~a:~_n!\_: ~~a_c~~~I:L:. ~:!?~a:: :,::i!~: _____ • 
: A war machine cannot be attacked in close combat 
: while it still has crew, A war machine that has had itS , 
: crew wiped out or broke n in close combat is assumed 
: to be spiked or otherwise disabled by the anackers, 
: on the condition that they don 't pursue or overrun. , 
: If a war machine is already abandoned when charged , , 
: it is destroyed , but no combat results afe worked out" 
: no Panic tests requ ired, no overrun can be made. e le. : , , 

WARHAMMER ARMIES - HIGH ELVES 
.. Page 73 (~;lr Crown of S<lphery) - Replace enu y, 

Page 15 (Swordmaster) - Replace e ntr}' with: 

: SWOr(OMASTIR--40 -P;,i~~ :. -CI~a-r;~t~;s -O~l-~t ~~Iy : 
:Traillcd Iry Ihe lIt/elliS ,II dl~ lOwer of H(I.~dl. die I ... IiI<II ,Ikills of, 
:lhis u'WTior tlYI.' jHStly fabled, : , , 
:The character is equipped with ~ I greilt weapon anJ mar: , , 
:nOl take a magic weapon, Inslen.\ ~, f slriking la$1 in any: 
:llIrn ho.: Jocs nm ChOlTgo.: , Iho.: characro.:r wUl "Irih' in: 
: iniliarivc order, :IS explaino.:d on page 68 of the: 
:Warhallllll l·r Tilles, Thl.' chanlCl(~r also has the killing blow: , , 
:special rule. : 

WARHAMMER RULEBOOK 

Page 118 tSIiooT1NG AT WAtt MACHINES) - cl:place second 
r _ _ ______________ p~l~~~r:!?~ _~~~ :. ________________ . 
:When shaming al It war machine. it is treated exactly : 
: as any normal unit wit h regards 10 modifiers to hi!. A: , , 
:war machine and its crew don't count as skirmishing,: 
: and so don't benefit from the -I to hit penalry. Some : 
: war machines may be classed as large targets (this will: 
: be noted in the war machine 's specific rules) . : , , 

Page 122 (Gr.lpeshot) - Repl"cc parJgraph wilh: 
:(iilAjiES-fji)l'--------------------- ---------: 
: InSlead of firing a no rmal shOt. cannon crew can opt: 
: to fire grapeshot instead, Normal targeting niles: 
: apply. Grapeshol has a range of 8", If in range. the: 
: target suffers a number of hilS equal to the roll of an: , , 
: Artillery dice. resolved at Strength -L with a -2 Armor: 
: save modifier. Misfires may occur as described below. : 

PlIgC 135 (Casting Spells) - replan.- both parJgrJphs Wi lh, 

[--------CASTiNC--SPELI.s--------j 
, , 
:In a player's Magic phase , which fo llows the: 
:Movement phase. each of his Wizards can attem pt to: 
:cast each of his spells only once. Spell casting is: 
:c!t:termined by roll ing dice. and the number of dice: 
:avaibble to roll limits Ihe number of spells that can be: 
:artempted . "leeing or dead Wizards, o r those wearing: 
:any rype of armor. cannot attempt 10 cast spells .: 
:Wizards cannot cast spells at units in close combat,: , , 
: unless the spell only affects themselves or otheT\\,ise: 
:says so in its description. : 
,---- -- --- -----------------------------------_. 

!,~I!?: ! ~~ ~~~e~~ _~f_S_I~;~d~_::s 1_-_ ~epJ~:~ ~!:'! p_a.!"l~~~!'~ _ \~~I~ : 

: STUD OF SHADOWS Casl on 4 + 
iL1iis spell may be ('""llsr upon the Wi7*'lf"d himself or 
: any single friend ly independent character model , . 
: within 12" of him - the spell can only be cast on a 
: IT'odel with a Unit Strength of I (it won't work on 
: a mounted model o r a model riding in a chariot, 
: for ex:.mplc). , 
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Games Development's 
Anthony Reynolds has been 
coUecling lhis Chaos army 
since joining the Studio and 
was part of the team which put 
together the new Hordes of 
Chaos armies book. As soon as 
he caught a glimpse of the new 
Plagucbcarers, sculpted by Aly 
Morrison, he knew be had to 
paint at least one unit for his 
a rmy. We asked him to show us 
how he went about it. 

Time Coin be 
san."<i by 
paiming 
of o r 5 
Plaguebearers 
at o nce: 
while one is 
drying, lhe 
nexi ones can 
be beIng 
painf(:d. 

Firsl.lhe 
Plaguebearcrs 
were 
unden:oated 
with Skull 
While , and 
the models 
were Ihen 
painted with 
Ble:lched 
Bone. Next, a 
Black Ink 
wash W'dS 
applied ovcr 
them. 

After the 
Black Ink was 
dry. the 
models were 
given a I)ark 
Green Ink 
w·dSh . 

Using 
Ble:lChed 
I1one. the 
models wcre 
highlighted 
fdirly roughly, 
painting the 
raised and 
nat areas and 
spending a 
little cxtrol 
time dctlliling 
the face. 

Next, Urown and 
Chestnut inks were 
applied 10 selected 
pans or the models. 
generally the darker 
recesscd areas. The 

models wcrc made to look like Ihey had 
sneaks on areas such as the bell),. using 
watered-down Chestnut Ink and Brown 
Ink to make them look dirt)' 
and dise:.scd. 

..... -- The open wounds 
were painted with 
Snakebite I.eathe r. 
When this was dry. a 
couple of Rt:d Ink 
\\~oIshes were applk"<i. 
There is no need 10 

be tOO careful with 
this ink; II d ocsn 't 

... ""~- mailer if some of it 
goes onlO Ihe body -
In f:lct, it looks beller 
if somc docs! Fimlll)" 
the rolisec.l areas of 
guts anc.l bone were 
touched up wilh 
Bleacht.-d Uone as 
highli~htlng . 

Some W".lIered-down 
Red Ink "~J.S used 10 

p:lint rt.-d splOtches 
ovt"r the various warts 
anc.l skin diseases on 
the models, Once this 
was done, :1 little Skull 
White was uS<.-d 10 

highlight some areOlS, such as the 
cheekbones and facial features, 10 give 
the faces more definition . and also the 
edges of Ihe wounds to make them 
smnd OUi more. Skull Whitt: was also 
ust.-d to dot in Ihe pustules and W"d rtS on 
the Plaguebearers, 

The mouths. eyes and weapons were 
paimt:d Chaos Ulack. Skull While was 

appliL-d to the (:yes to definc their 
shape, before paiming them with Blood 
Rl-d. When this \\".4S dry they were 
painll'<i Skull White again, leaving n:d 

around the edge. A 
pupil of Chaos Black 
W"olS dOlled in the center 
of each eye_ The longue 
was treatt.-d in the S:Ulle 
way :IS the wounds. 

The swords were 
highlighted with streaks 
of Bollgun Metal and 
the n W"dshed with 
Brown Ink. 

The nlodel~ were given an all-o\"Cr coat 
of Gloss V:amish 10 make them look wet 
and slim)'. I'inall)" sanc.l was addec.llo the 
Plaguebearers· bases using PVA glue. and 
when Ihls W·olS dry. it WdS lightly 
drybn.tshl-d with 61e<lched Bone. Small 
patches of sl:ltk nock were then glued 
on. and these too were drybn.tshed with 
Bie<lched Bone. Some blobs of PVA glue 
were finally added 10 the bases 10 make 
lillie pools of slime. l.ovcly! 

COLOR PALETTE 
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Anthony used Jes Goodwin's new 
Champion of Chaos model ;15 the basiS 
for his Chaos Lord conversion (below), 
The axe blade in the right hand was 
5nippcd off, and a pair of Dark mf 
blades were auached to creale a rather 
unusual greal weapon, The hand and 
axe on the left arm were removed and 
replaceo wilh a hand taken from a 
Necron Flayed One, pOSitioned to make 
the modcllook like il W"dS bttkoning his 
enemies fOl'\Vdrds menacingly. 

One of lilt: reasons why Anthony W".IS 
drawn to collect a Horde of Cha05 W.lS 

becau5C of the fact thaI il can be a real 
modeler's army; a modeling project Ihal 
encourages conversions and allows you 
to creale whalever your warped 
imagination can think of. 

Anthony: ~ l tried to make my amty 
appear to be a coherent force on the 
battlel1c1d by painting it Illainly with a 
black ;md bone color scheme, Although 
the Plaguebcarers were treated 
diffe rently, by using the same basing 
technique they 5lil1look unified," 
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It's been a while since we last 
beard reports on the war tbat 
rages in Ulthuan. Space 
McQuirk, sage of all things 
Elven, teDs us more about this 
conroe. between the Dark Elves 
and High Elves 00 the 
enchanted isle . 

T
he Lues! \"'".IT in Ulthllan has been 
raging for over a )'('ar now. 1b the 
long-Jil'ed Elves it is but a fleeting 

moment. but one that has taken a dire 
loll. Every Elf that falls on the field of 
ballle is a sorrow-filled loss 10 their 
kind. Over the last millennia their 
numbers ha\'e slowly dwindled and they 
know the)' arc a doomed race. but thiS 
war Is costing them dearly. The tragedy 
is made worse by the fact that il is Elf 
killing Elf. In this w'oIr the only viclOrs 
are the vile scavengers that fet:d upon 
the bones of their once great civilization. 

Malckith has not relenled in the ferocity 
o f his attacks. He has now secured a 
footho ld on the isle of Uhlman and each 
month more of his troopS arrivc. Over 
the summer the attacks on the fair isle 
abated as MaJekith diverted his armies to 
explOit the lift ing mists of Albion. The 
High Elves knew the f:tte of the stones in 
Albion were deeply entwined with those 
on Uhhuan. and. 10 protect these sacred 
places. they wen:' forced 10 figh t a war 
on twO £roms. The fleets 10 the north 
did their utmOSI 10 preven t the flights of 
Black Dragons from raking hold of the 
stone circles. Whilst Malckith could 
direct his armies where ht: chose. the 
lligh Elves were forced 10 leave a 
defense forcc on the isle of 
Uhhuan. Ultimately thiS COSt the 
IIigh Eh'cs dearly 
and the Dark 

STORM CLOUDS 
OVER ULTHUAN 

Malekith and Malus strike at the High Elf homeland 

Elves secured a fr-.tgile. but nonetheless 
important. gr-dSp on Albion. 

Malekith beached sever-.ll Black Arks on 
the northern shores of Albion. knowing 
this would force the High Elves to 
spread thei r forces th in ly. With a securt." 
foothold he could now o rder many of 
his troops, and some of his fi nest 
genenls. back to the ,,~.tr on Ulthuan. 
Pe rhaps the most noteworthy gene ral 10 
re fUrn 'VdS Malus DarkbJade. Malekith 
had been greatly impressed by the 
exploits o f th is infamous hero. and after 
the death of Kouran. his most trosted 
general. he appointed Malus to be 
commander of h is armies. Malekith 
know5 all tOO well of the ruthless 
ambil ion and desire for power of thiS 
lWisted mf. bUI also knows 
thai for these very same 
reasons he will 

make a formid_'b:I~"5;;iiil •• 
leader. ... 

Having alro:ady proven himsclf on 
Albion. Malus's fi rst baule on Uhhuan 
was a glorious victory. ShOM!}' after 
l,mding at e hracc he faced s trong 
OPl>osition from the High Elf defense 
forces but feigned retreat. us ing himself 
as bait. The High Elf fon:cs pursued, 
st·cking to capture MaJckith's favorite. 
bUI Malus had planned an ambush. 
Reaper 130h Throwers p ositio ned in the 
crags of the SI<.-ep Annuli passes 
\\~ ... ilcd umi] Malus's force 
had passed. then 



unleashed a 
hail of death 

upon their e nemies. 
The High Elves realized 

the tmp too late and fled the 
pass. Malus. however, had b locked 

the p.llh of ["Ctre,1I wi lh a. regime n! of 
Executioners whose menacing blades 
saw 10 it that not one High mf survived. 

MaillS was now able 10 mMch freely 
along the coast. and wi thin days he had 
met up with his lord and master 
Malekilh . Ma1ckith was still stinging 
from his defeat at the Phoenix Gate .11 
the hands of Tyrio n. Malus suggested a 
cunning and devious pl,m to fool the 

I ligh Elw~. 
Word had not yet 

spread or his arri"'ll 
o n the ~hores of 

Ulthuan. and Iw advised 
Malckith to send a small 

force !O carry forth his army 
standard back to the Phocnix 

Gale with in~ t ructions to 
attenlpt a desperate and suicidal 

auack. Meanwhile Malus·s army 
joined with the forces of the Witch 

King and swiflly m,lrched south to 
the Dr:Igon Gate. Hearing news o f the 

second attack on the Phocnix Gate the 
High Elves scm troops from the Dr .. gon 
Gate to aid in its defense. The combined 
armies o f Malus and the Witch King now 
launched a bruml '1II;lck o n the sparsely 
defendt-d fortress. The Dragon Gate was 
soon ovenvhelm<.-d and. for the first 
time in millennia. Makkith was free 10 
march his armies thro ugh the passes of 
the Annuli and into the Inne r Realm. 

M;I1ckith SCt up a b:tse e:tmp inside the 
towers of tht: Dmgon Gate to discuss the 
army·s next move. Malus w.tS all for 
marching sou th to take 'lor myr. J-]e~ 
they wou ld be able 10 set up a 
permanent fortress within the Inner 
Realm from where Lothern would be in 
easy reach. \I:'hilst Ma[e kith saw the 
\\~sdom in M:t lus's plan . the Wi tch Kinj.: 
knew more <l bout the politics Ih:tt mil.' 
Ulthuan and had a rar more evil and 

instructed Malus 10 take 
his fo rce and quietly skirt e ast. 

along the borders where the forcst of 
Avelorn meet the Annuli. The route 
would be d:lIlgc.rous . fo r in those 
magical regions lie all manner of terrible 
monsters and beasts. Male kith 's Dr.-gons 
would then strike at tbe heart of the 
Avelorn foreSt where Iht: Evcrqueen 
resided . Whilst the Dragons launcht.'d a 
frontal :tuack on the forces of the 
E,·t:rqueen. Malus would cut off her 
retreat :tnd so the most pn.·cious, noble 
and beauti ful Elf in all Uhhuan would 
f:tll. Malekith·s o nl)' command w' .. s that 
Malus was not to harm a single hair on 
the head of the b 'erqueen. The 
E\'e rqucen ""'IS <I n e mbodiment of all 
that Malt"kith .. bhor~d. the ancient 
tt:lditions th,u had cast him down and 
set him o n his course ofhalfCd . Th t" 
Witch King himself w:tnted the p leasure 
of facing the Queen of Ulthuan and 
watching he r plead for his mercy. 
'Ibrough he r suffering the people of 
Ulthu:tn wO\lld pay dearly. 

Tht' :lIIack went to plan. and Malekith 
and his Dragons soar<.-<i above the dt'nse 
green pine forest. Those birds and 
beasts who d id nOt f .. 1l 1O the noxious 
brt':lIh o f the BI:tck Dragons fled bcfon." 
him, and soon t.he Dr .. gons swept down 
upon the glades of the Everqueen and 
her Ilandm:t ide ns. Ilowc\"er, the 
Phoenix King had foreseen the threat to 
the radiant gem of Ulthu:m and h .. d sent 
his loyal and trusted Swordmasters to 
protect he r. Eltharion himself had been 
given the honor of defending the 
Everqueen. No sooner had the fl ight 
been sighted than Eltharion gathered his 
warriors 10 le,ld his Queen [0 safely. It 
was at th is moment he he'lrd word that 
Malckith himself led the all:tck. 

I lis he:trt IOld him of his duty to protect 
his Queen. yet .. , the same lime the 
billerness and hat red towards the Elf 
who had tortured him :tnd taken his 
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sight stif11!d deep within hiS soul. The 
heart or an Elf is no ble and true but 
whcn it is in discord wi th the spirit . an 
imernaJ Wllr rJ.gcs. So did Eltharion fight 
19ainsl his emotions but. as the 

28 STORM ClOUDS OVIR OITHUU 

Loremaster Beiannaer had prcdictt:d. he 
W-.lS unable to maste r them. Thinking 
that if he could defeat Malekith the w-J.r 
would be ended. Eltharion stared his 
retreat and so placed the E\'erqueen and 
the whole of Ulthuan in the gr.lvest peril 
il had yet faced. The flight o f Dr.o.gons 

dived down and anacked the 
combined forces of Ihe 

Swordmasters and 
Ihe Handmaidens. 

The Everqueen used her 
magic 10 blunt the allack of 
the Or.lgons. but many of 
her brave fighters fe U before 
thiS terrible assault . Ellilarion 
realized his error as he saw 

the finest warriors fa ll 10 the 
horrendous talons. claws ,md 

Dragon breath. Finally he 
o rdered [he retreat but it was too 

late. His desire for vengeance had 
given Malus Darkblade all the time he 

needed to posit ion his army to 
b lock off ,my escape. 

His heart heavier than ever, 
Eltharion fought with bitter 
fury. Leaping and [WiSling 

through the air he struck down scores of 
Dark 1il\'Cs. whilst the E\'erquecn and 
he,r Handmaidens fought off the attack 
of Malus·s force . Though the small High 
Elf force fought wi th great skill . killing 
four or five Dark Eh'cs for everyone of 
their own. th l'}' knew that all W'.l.S lost. 
The forces of thc Witch King and Malus 
h:td trapped the small group of IiIves, 
and soon the}' would tire and fa ll 10 the 
overwhelming numbers. 

Ellharion fought at the side of lhe 
EI'crqueen. honor·bound 10 giw his life 
to protect her. His kcen senscs detected 
the Witch King and his Dragon Semphon 
closc by, for Ma1ckith·s c \'i l scent had 
become ingr:lined on his mind . As 
Ma1ckith brought his sword Destroyer 
down to strike ;11 Ihe Queen. Eltharion 
lcapt to her d t:fense. 

Using the skills he had learned from the 
great master Ik lannaer during his 
recovery in the White ·IOwer. he 
somcrsaulted over his opponents to 
parry the aWlck. Malekith had bested 
and broh'n him before and knew lhat 
Eltharion "~IS no match for the I.ord of 
the Dark Elves and his Dragon. In his 
pride he had not reckoned on 
Eltharion·s new ski lls and. after months 
of Imining wi th Bclannacr. the heroic 
Swordmaster found himself an able 
match against Malekith. 

M,t lus saw that Eltharion had left thc 
Everqueen unprotel"led and now 
conCentr.lted his atlack I.eading a 
charge of Cold Ones he broke through 
the defenses and soon found himsclf 
facing Marielle. QUl'en of the Elvcs. Even 
Malus \V'.lS struck by her beauI}'. but 
knew shc must d ie. By killing the 
EvcrquL'Cn he would unde rmine lilt: 
power of Malekith and g;tin po lit ical 
suppon from those who secretly 
opposed Maleki th's despotic rule. 
AJarielJe cast spells to protect herself 
and ward off her would·he assassin. but 
Malus dr.lnk his magical potion 10 
unleash the power of Ihe Tz·Ark:tn . The 
Daemon tr.lpped wilhin Malus's dark. 
cold soul earcd nothing for her beaut)' 
and easily broke through her magical 
barriers. The Everqueen fe ll under the 
terrible allack and Malus. a murdcrous 
mge cours ing through his body, raised 
his bladc 10 strike. 

At that moment a hom sounded across 
the battlefield. All who heard it 
recognized the sound of ~ charge of th t: 
Dragon !'rinces. Word had sprc~d of Ihe. 

f. tll of the gale and Ihe High 
M~ge Teclis had I.."orrcctly 

divined the actions of 
thc Witch King. He 
h~d hidden ·I'yrion. 

his [win brother, 10 
ride fu ll speed 10 
protect AJarieHe. 
His ~rrival could 
not have been 

timelier. Having 



seen Malus working his way towards his 
Queen, 'Iyrion had spurred his great 
Elven Steed Malhandir to gallop fasler 
than it had e"er done before , The Dark 
Elf speamlen fomled a defensive line 10 

prevent the High Elf hero from saving the 
Queen, bUI Malhandir. without losing a 
Stride, leapt o l'er the wall of Elves. As 
Malus's sword descended to murder the 
Everqueen and ki ll the hope of Ulthuan, 
lyrion'S blade Su nf,mg blocked the 
attack. Reaching down he clasped his 
hand around that of the Evcrqueen and 
pulled her into his saddle, ra(ing off inlo 
the depths of rhe foreSI . 

The charge of Ihe Dragon Princes lOok 
Ihe Dark Elf forces by surprise and 
smashed into Iheir unprotected flanks . 
With rcnL'wed hope Ihe remaining 
Swordmasters and Handmaidens now 
counter,atlacked heroit'ally Their Queen 
had been saved and hope hOld been 
restored 10 Ihei r heans. Even the 
superior numbers of the Dark Elves 
\\'ere no malch against an anny figh ling 
with hope and valor. The skilled 
Swordmasters' blades cut down the 
Druch ii wi th frightening speed, \\'hi lst 
the spears of the Handmaidens th rust at 
the vulnerable unders ides of the 
Black Dragons. 

Evcry DerVe ill Eltlurioll'5 body Umd 
;1110 lile. A shiver nil dowil lho: lellgth 

of his spine .IS he sclIscd Ibe prcscllte of 
Ihe Elf thll hId ,,"uscd him $0 mucb p.Ua. 
Mlleki,h the Witch King 'llfU \'Cry doR. 
He he:.,d • slighl ,ush of willd Ilid k_ 
Ib.t I bude wu beillg dif{cted .t tho: 011( 

be b.d S'llfO'1l 10 plotect, T'llfislillg his body 
shlfply 1'IIf'Y from his Opp ODell1 he tb,usl 
himsc.1f i"to • forw"d di~ pvthu,g his 
lIIusdcs 10 tbdr limin. The abup cluh of 
meul 0 11 IIICtII 'llfoS I relief 10 bi.s CIt$. U 
It.: blodtd I tbtas1 llut 'llfU IbOli1 10 kill 
lit.: E\'CrqlleelL. 

l.uping to his feet, be $1I'\IlIg his bude 
ddlly 10 bi.s side 10 pury I po'llfer{ul l'llfipe 
from I IIWS;\'C c~ .. , befon \Qpilg skY'llford 

to avoid IIIe dudly '"" of the: Orlpa flut 
wu .bout 10 XV~ hil 10110 iD nro. 

A! tic feU Mk 10 tbe 1'000ad his bl~ 
d.llced wilb I (lu rry of blOWl. eac.b dim:tcd 
. t bi.s IICmois. MOSI 'life" ddlcmd by tht 
Wilch KiDg's dark 1K.Ipoa. bul I ,u.sle 
~Iikc broke tbrough. 0111)' 10 ItRlch ICI'OSII 
Ihe eDwllled armol, 

"I sec you h.w pUCliced ,iott 0 111 Iut 
e!Kounler. Cu you 1101 sec you arc still 
OIIlcbsscdT Ml lckith's lODe WI! filled ... ith 
mock pity. "I forget you U( bliDd. tXtllK 

my IgDonate." 

He slulled OUI with his blade Iglin but 
'llfbcre Itle S'IIfOfdm,slel hod oncc beea tbert 
'1m only Ibia .ir. 

. 

Eltharion now saw that he had not led 
Ulthuan 10 its demise and e"en his 
bitler he:ln w .. s moment .. rily lifted. His 
bl:tde CUI and thrust past the Witch 
King's defenses ,md broke through the 
amlor of Malekith. j:or the first time in 
h is life Male ki th fe lt the touch of cold 
steel pierce his fl esh. Shocked at his 
own mon aliq' he flew from the banic 
.. nd, with the loss of their lord, the 
Dark Eh'es knew they had been 
defeated. Malus quickly ordered the 
rctreal. and a5 the Witch King's Dr.lgons 
flew 10 the skies. the Dark Elves fled 
inlO Ihe forest. 

MOSI of the amlY were caught and 
destroyed by the Dragon Princes. while 
those Ihat avoided this fa te had to 
spend many days creeping through lhe 
dangerous forest of A,·c rlom. Only a 
few managed to make it back 10 the 
Drolgon Gate where they found ,he 
High Elf garrison had red .. imed their 
fon ress. Fewer still escaped lhe 
inne r realm. 

On his throne in Anlcc (he Witch King 
nurses his wound. but it is the defeat 
when victory was in hi~ gr:tSp th:tt pains 
him more than the slight cut to his flesh. 
His army has suffered :J devastating 

Elthuioll Igiia buached • combiulioD of 
"..0«1 Ibrusts It ,lie Ollk EIC Lord. Oau 
mOR llIe blo'11f5 'llfere deflected by Mllckith's 
",Old Iud bis fioc suil of IImor. tn.1 each 
time Eh lu,ioll tlughl the Witch Killg ofI 
gllud, he (ollGd ... u kDCSS in his dcitaS/:. 
A ~.knc5s be .. ould remember fOI Ibe 
lICJ(t .nack, 

"Come. na you IIOt do bellerr Mllekilh 
IUucd It Elth.,.iolL. "Ualush your lagcr; 
YOUI lulled will guide you through Ihis 
d"kIICSi dut bliDds you." 

Elflur ioa could ("I J surge of h..tred 
towllds his oppOlleal lisi"g. The Wilcb 
Killg moclttd him .ad lormenled hun. 
Evcrythiag he had OIIce chcrisbed Iud beu 
dCS1roycd by this ODe beillg's oil 

AS,ia tic dir«led his ,nICks low.,ds 11K: 
welk poinls ill Mllekilh 's .rmor. The riag 
of steel OIl .!.ted WI$ dlowned OUI by tbe 
"mili", $Ouad of • Ilump"'r re"e,hcliling 
"'oss Ihe bmlcficld. Eltb.,ion Iccogaized 
tbe " II U the order for tbe Orison Prinu8 
10 elulgc. His fi ne StnSes c.ould . Iso pick 
OUI lhe lighl thudding of hooves ahead of 
the mlin "".Iry (ormllioa.. This hOlse's 
g.Uop ... U fUler .1Id stronger th.a lay be 
h.d beud befou; ;1 could oaly be 
Mululldil, .... hich mUDI Tyrioa h.d m ivc:d. 
Hop'" filled his hart: the Ew'qucea wou ld 
he lived. 

Slo'llfly his hmcd dissipaled 15 ht focused 
OIl hi. ob,C{\i~ His mind dcmd .nd {Ol 
Ibll momenl he 'llfU one with the world 

blow, 10 make matters worse his mother 
Momthi. who rules over Naggaroth in 
his absence. has informed him that the 
Watch Towers 10 the Nonh have con\t~ 
under incre:lSing attacks from the 
hordes of Chaos. His defeat has only 
served 10 fuel his hatred even deeper, 
and now he swears he will not cease the 
W.lr unti l he is scaled on Ihe throne 
in I.olhem. 

The l'ligh Elves have now staned a new 
offensive to push the Dark Elves from 
their is le. For some time no news of 
Tyrion and the Everqueen W:IS heard. 
but when Ihey emerged from the forest 
all rejoiced and the Phoenix King 
himself kneh before the br.lve Elf hero 
in gr.ltitude. As he did so a chorus of 
whispers broke the silence of the pal;tcc 
t:hambcrs. Many of those in Ihe palace 
were shocked at what they saw as 
lyrion's impudence, 

Even more shocking is the news that 
Eltharion has proposed he lead a second 
expedition to Naggaroth, laking the wlIr 
10 Iheir dark kindred. MOSI oppose his 
aggressive "clion. but there is no .~ta)'in~ 
him, and even Ihe PhoenL,,( King knows 
he must let Ehharion fight his own war, 

uound him, Blocking I powerful strikt. he 
Ircbed his body b.ack", .. d 10 dutk under 
Dcslroyer's deadly bude. From Ihis posilioo 
he flicked bis sword upwards, the sh.rp 
cdgu of his ... upon sliciog through Ihe 
luther bindings of Iht SIddle. FOI • momenl 
lb. Witch KiDg losl his ~bacc. It "' .. III 
Ih. lime ElthuiOll lIeeded In th.1 f"Clioo 
of • second the cOlllempl, Ingtr lad 
bitteraess .11 pa_d from his miod. Focu.scd 
with pure clarilY be Itmembtrc:d every STrik. 
of !..is blade OD M.kkilh's lImor. 

~ I .m oaly blinded by lighlr he spoke IS 

he deftly Ihr\l.SI his sword fOlWllds wilh 
blindi llg speed, pierdllg I sm.1I join ia IIIe 
pille IImor ."d sinkiDg IIIe wupon inlo 
M.lekilh's ([csh. 

A shrill cry csuped 'he Dllk Eli. olld in 
Ihll momenl Ehb.rioD fe ll eblion lik<; nevc:r 
before. A rush of plSsioa flooded hi2 mind. 
.nd Iht bCed to fiaish his oppolleDt now 
heume his oaly go.ll He pulled OUI hb­
blade Ilid rolled his wrisls 10 blillg It ITcmS 
I<)wllds Mlltkitb's held, M.lckilh blocked 
Ibe mlck 'llfilh his mlloltd goullilel IDd 
quickly urged bis Dugan .irborae. Secoads 
laler Itle S'IIfOrdmlSlef !load .Ioae. He bad 
uhityed wh.1 DO High Elf b.d ner doae 
before:. Now olily ODe t»lh by before him, 
OIK: ambilioD filled his helrl, Ind l uth ...... 
Ibe fury ",ilb 'llfhich il burllCd, 110 'llfords 
(ould SlCel hIm ualil he fulfilled his dUlle. 
He would {illish Ibe luk. Ehb.riop would 
seck OUI .Dd kill Ihe Wilth KiDg, 
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And so I find 
myself at the 
beginning of the 
road to a new 
Chaos army_ I've 
collected seve:ral 
armies over the 

years and always wanted to 
do a Cbaos one, but 
something else always 
grabbed my attention 
instead. This time is 
different, very different. 

\-d been pawing through the Hordes of 
Chaos book and drooling over the new 
miniarurcs for days before I had the 
iU-f.ued conversation \\~ th Wltrh,unmer 
lore-master Gav Thorpe. The 
conversation , ironically, was about me 
and nly plans to finally collect the long 
owrduc Chaos army. and Ihis led into 
all manner of discussions about 
army collecting. 

As is so often the cast' we, as 
c.xpericncL"1:1 garners. took for gr.mlCd 
many aspects of collt'cting a new army. 
As luck would have it we also stumbk-d 
across the long,held misconception that 
you nL>t.-d 1t large. painted amlY to start 
playing Warhammer. This is patently 
untrue, but wc're more often than not 
gUilty o f showing huge, fully painted 

and cOlwencd ;Imlies :md games with 
2.000+ poin ts a side. 

Most people will recognize Warh:nnmer 
as a g"dme of many units. banners 
unfurled, m:meu\'cring ;ICroSS the 
banlcflcld. magic wrealdng its cldritch 
d oom as armored knights crash into the 
e ne my lines. Some will even think of 
games of Warhammer Siege -
beleaguered defend ers valiantly tl)'ing 
10 stave off the aU:lck of SlOne thrower. 
siege tower. and hauering r..J.m . M:my. 
hOWevl"f. won't think o f p laying 
skirmish games o f W;lrhammer. A 
handful of models on ('aeh side wi lh a 
set objectil'e C'..J. n be immense fun - each 
model can become a hero and win the 
haule and the who le game takes o n a 
much mo re personal feel. Yes. yes. all 
very evocati l'e. but what 's aU this g0110 
do wi th me coileuing a new 
Chaos army? 

Wel l. as we pointed out Im,t issue when 
I stant'd this p roject. 1 don't have a 101 
o f spare time 10 paint my amly due to 
family life. My painting and com'erling 
will be done during 01)' lunch ho ur :11 

work (and maybe the odd weekend 
session i f the kids « m be forced upon 
unknowing relatives or sold to medical 
science ... ) and hopefully this will ,llso 
show that it's not necessary 10 paint 
olodels conSlantly to be able 10 play 
Warhammer (or, indeed. any of 
OUf games) . 

Even though J have a limited painting 
time i"m not go ing 10 rush things. A 
nL'W army is something to be savored. 
something 10 immerse yourself in. I 

inlend 10 take my time and e njoy aU 
;Ispeels o f this project. I love painting -
its p robably the thing I e njoy mOSI of all 
- and I also lake a lot of pleasu re from 
converting my models. The Chaos lIrmy 
is made for convert ing - the \'Cry nature 
of Chaos leads o ne to mutatio ns. gifts of 
Ihe dark god s. and all mannef of spiky 
madness. Once l"vc a uni l or two on the 
labletop. l" ll Start to explore w hal I can 
do com·ersion.wisc. Fo r now, Ihough. 
l"1ll going 10 conce ntrate on pUlling my 
fi rs t models o ntO thai same tabletop. 

I w·..J.s going to make th is series a look al 
how I collect Ill )' Ch:tos amlY with no 
restrictions - just going wilh whatever [ 
wanted. as so many Olher gamers do 
across the world . However. from 
spending a Iiltle time o n the 
Warh;mlmer Players Society forums 
(www. players-society.com) it became 
obl'ious that a previous afmy collect ing 
series had been an "bsolute favorite 
with aimosl all concerncd . 

'A l id e of Four Gamers' was run in 
WD21S.223 and fcatun.-d four 
WarhllOlmer players as they collected 
the ir amlies, month by month. with £25 
($37 US) a month to spend once an 
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brushes 
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9 . lkeezcrs 
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initial .t50 (574 US) had been spent. 1 
can honestly say it was a lot of fun to 
take pan in and it alSO seems like it was 
a very popular read too. 

No one can say J don't listen to White 
Dwarf readers - I'm going 10 slightly 
revise this series to become very similar 
10 'A Thle of Four Gamer-f, Last month I 
spent .t37 ($55 US) on two regiment 
sets and a Champion of Chaos blister 
P:ICk. That falls well ,,~ thin the initial 
~50 ($74 US) I would have had in my 
'fl rst momh ' and leaves me £ 13 ($ 19 
US) to p l<ly with in coming months, I' ll 
be adding Ihal 10 my.t30 (544 US) Ihis 
month (the o riginal WoIS run four years 
:lgo SO we'\"e upped the monthly price 
slightly (0 lake inflalion inlo account) 
for a toml of £.43 ($63 US) left to spend. 

Of my ini tial purchases, Ihe first took 
little brAinpower - which Chaos Lord 
wouldn't take al leaSI one regiment of 
the awesome Chaos Warriors? Rock hard 
and packing a mean punch, they would 
be a great Stan to my anny. Next up was 
a regiment of the new Mar.luders, 
panlally because they gave me some 
cheaper troops (certainly In comparison 
to the Chaos Warriors!), but also 
~"C:luse I wanted to use one of the 
helds for the musician in the Warriors 
unit , 1\\'0 regiment S<:tS yield an 
amazing amount of spare pans for your 
bits box, I was shocked at how much 
slUfT I wasn't using - if II cenainly come 
In handy as my <l rmy grows and needs 
oonvc:ning! I :llso picked up Jes 
Goodwin's superb new Champion of 
Ch<lOs, :tS every anny should ha\'e a 
le<lder, e\'en in its fledgling St::lges, 

So, how did I get on this month? 

Firstly, I've finished painting my Chaos 
Warriors :md the Champion of ChaOll 

who initially will serve as an A5piring 
Champion ofChaos~ Vradchuk.!-lis ti lle 
will grow :tS he performs deeds in 
honor of his p<llruns on the battlefield. 
All [hat is known ofVradchuk, who has 
led h is small band ofCha~ Warriors 
from the nonhern re:l.ches of Norsca 
south lawards Ihe Empire of Man, is 
,hal he has been bl''Ssed by his gods 
with a suit of Chaos ammr, a living shell 
of writhing metal that confers great 
proteCtion in battle, 

Sadly. I've not managed to complete my 
Marauder regiment, I'm not far ofT 
finishing them but they aren't ready 10 
take 10 Ihe balliefieid jusl yet, 

With so few models finished , and with 
:111 my lime takcn ac tually painting 
them, I've nOI had time to play any 
gllmes th iS month , That will change 
next month, though, as I already have :1 
few skinnish games lined up wilh 
\~ .. rious opponents. My fledgling amlY 
will me:tn that I don 't have much 
flexibiliry in what I take, but that's half 
the fu n - making the most of what 
you 've got. It 'll also give nle even more 
of an iocenlive to finis h the Marauders, 

On'r the coming weeks, Vradchuk's 
W'.!rband will take to the battlefield and, 
Ihrough blood and sacrifice, pay 
hom;tge 10 his d:lrk patrons, As his list 
of fe ll deeds grows so will h is history 
and his amly, Maybe he will become a 
uuly might}' Champion of Chaos. Maybe 
his small w'Arb:md will join forces with 
another of the Chaos warbands h'-'ading 
OUt from the Chaos WAS[es and Norsca, 
Or m:l)i>e he will be consumed by his 
quest for power, \'('e' lI find out 
next issue .. 

With rhe Marauders still left to finish, 1 
didn't w.lnt to go hell for leather and 
stack up lots more models to paint, 
Ra ther, I bought six blisler p;tcks of the 
new W:trhounds of Chaos, This COSt me 
£36 and gi\'Cs me Iwelve wt creatureS 
th:u will initially be two sm:lller packs of 
six Warhounds, used 10 harry the flaoks 
of 01)' opponent, A5 Ihe amlY grows, 
these <Ire more likely to be fle lded as 
one large unit and may yel be addL-d 10 
for further r .. nk bonus , One Ihing to 
bear in mind, for arnlY legality's sake 
(not somelhing to panicularly worl'')' 
about io friendly games bUI a sure flre 
embarrassment to forgel in lOum3ment 
pia)') is tha t Warhounds don' t COUIlI as 
laking up a Core choice. 

So that leaves me with a grand IOtal of 
£7 with which to :Idd 10 my army oext 
monlh, I ha\'e my '-"Yes on a regiment of 
e ighl Ch:tos KniglllS, so this extra cash 
will help IOwardS [hal. al[hough I couk! 
also use a unit o r two of Marauder 
1I0rsemen. Fast cavoliry is very useful 
and these arc most likely to be my 
choice neXl issue, 

I lere 's how J went about painting my 
first regiment for this army. I chose 
bl;tck as a main color predominantl)' 
bcc-.!usc it's synonymous with C'\'il , I 
wanted a very limit,-d paleue, so J opted 
to make all the mClal trim a w'.!rnl gold, 
The IWO colors complement each o ther 
well and, once Ihe steel color of Ihe 
weapons was added. it would gin' a 
strung mani:!.l fee l - ideal for a 
Chaos aml)'. 

With the A5piring Champion, I added 
IWO funher colors 10 thiS palette - a 
deep blood red for cloaks, loincloths. 
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hanners, elC. and whitt" for the furs th:u 
adom the Mar-tudcrs. KnighlS CIC. I 

opled for white furs 10 give the 
impression that the warband had come 
from [he IUndra. These would provide 
SpO! colors to the main gold and black 
Iheme. Here's how il wenl in detail , 

The fll'St lhing I did was commit ,I 
cardinal error. I simply wasn't prepared 
for the bulk of the mode15 and even 
though they have 250101 b .. ses as 
opposed 10 the 20mm th:u most armies 
have to use. they slill gave me 
problems. This is less to do with the 
pl:lslic kit and more to do with my own 
way of painting regiments. 

As I said earlier. I like painting and 
converting and so put .. little more into 
Ihat clement of the hobby. 
Consequently I te nd to paint my models 
in pieces. This way [ can gel 10 ali lhe 
details that may otherwise be o bscured 
by a weapon. arm or standard . I:or 
instance, the W.,Irriol'S· legs wetc glued 
(0 the base and a IOI'SO glut:d to Ihe 
legs. The heads were 10 be addL'<i next 
but bolh arms were lert separate ;l.nd 
Ihe shield5 wete left o n [he sprues for 
easier painting. 

SO, gelting IYJck 10 my point about 
rJnking up. the fJct that I neither 
r:lllked them up in a d'1' run first. nor 
glued them together then paimed them 
in a more conventionallllanne r, led to 
:111 sorts of problems when the models 
were flnan)' glued together. If I had any 
hair left. it would h.we been pulled OUI 
:IS I 5tn1ggkd 10 make them mnk up as 
a regiment. I managed it in the end but 
it was :.t painful lesson 10 
learn nonethekss. 

.~. " .. '-
There wasn'! much I wanted to do 
conversion·wise al this stage - J was 
more concerned with getting a few 
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units onto the tabletop, Still. a Chaos 
amlY is made for converting so J 
couldn't entirely resist .. 

The unit 
Ch'lIllpion was 
givcn a head 
and aml from 
the Mutalion 
sprue. I also 
added spikes 
from the 
Chaos 
Warriors sprue 
to both 
shoulders, and 
a further one 
to the base of 
his halberd . 
These eXira 
elementS 
would mark 
him OUI as 
one th.u the 
dark gods had 
noticed. 

Ibving fallen in love wilh Brian 
Nelson's new Chaos Knights, I wamed 
to keep Ihat theme throughout my amlY 
if I could. So I dipped ofT the ho rns 
from some of the Chaos Warrior heads 
and smoothed them down 10 mimic the 
Knights' helms. 

These aren'l big conversions but do 
lend a little eXLrJ character to the army, 
and I often think Ihe subtle conversions 
are Ihe best. With these done it was 
time 10 get painting .. 

The models were sprJy primed b1:tck 
and thinned down Chaos Black was 
used 10 paint over any areas Ihat the 
sprJy didn't catch. 

A mix of twO partS 
Chaos Black to 
o ne o f Skull White 
was carefu lly 
painted o nlO all 
ra.ised edges. This 
would provide the 
only highlight to 
Ihe black amlor. 

Thc 'gold ' areas 
were paimed wilh 
Dwarf Bronze 
Chestnut Ink W'JS 
added to rivets 
and areas such :IS 

between flngers 
o n gauntlets. 
Shining Gold "FJS 
added to .lIIy l1at 
areas. leaving 
some of the {)warf 
Bronze base 
colour showing at 
the edges. A mix 
o f IWO partS 
Mithril Silver to 
one part Shining 
Gold. W'JS added 
to the rivets and 
to the gold edges 
as a final 
highlight. 

Steel areas. such as Ihe halberd blades. 
were first painu:.'<i Boltgun Metal and 
Ihl"n gi"en a wash of a one part Black 
Ink to one part water mix. O nce the ink 
W'JS dry. the b1:tde edge was painted 
Mithril Silver. Using the flat of the brush 
rather man the tip. all other edges were 
painted with Mithril Silver. 

,....,.,--

The H .. lberd poles were 
give n a baSt'coat of 
Scorch<.-'<i Brown. Using a 
mix of three parts 
Scorched Brown to one 
part Skull White. a 
highlight line was 
painted down o ne side of 
the pole (it's importam 
to make sure that aU the 

weapons h.we the highlight line In the 
same place or the unit will look messy). 
Adding a little more white to the mix. a 
flnal. thinner highlight was applied. 



, Chaos Black was 
~ painled oller Ihe 

rivets o n Ihl! halberd 
poles and these 
were Ihen pain ted 
wi th Mi thril Silver. 

The straps o n the back o f 
the WarriOrs' breastplates 
were given a Scorched 

Brown basecoat and highlighu:d With 1I 

mix of one part Scorched Brown and 
one part Skull White. The bu.;:klc \Y,IS 

firsl paimed wilh Chaos Black and then 
given a .;:oat of Sh in ing Gold. 

Horns on Ihe 
Warriors' helms were 
given iI bilseeoill of 
BeSlial Brown. Leaving 

i-" =:::=':::- a liule of Ihe basecoal 
showing ncar the 
helm , Buboni.;: Brown 
was applied. Again 
leaving a little o f Ihe 
p revious .;:oat showing 
nearest the helm . 
Bubonic Brown, with 
an increasing amount 

of while wilh each coat, was applied 
until Ihe end o f Ihe ho rn was rea.;:hed. 

Skulls were given a basecoat of 
BuboniC Brown to which a mill 
of IWO pans water 10 o ne part 
Flesh Wash was added . Once dry. 
the sku lls were h ighlighted with 
a mill o f equal partS Bu bonic 
Brown and Sku ll While. Skull 
White was used 10 givc <I final 
highlight 10 the leeth and upper 
eye sockets. 

The gems in the sho u ld er pads were 
painted in the u-.td ilio nal man ner: a 
Skull White under.;:oat fo llowed by a 
Blood Red basecoal . A mix of two parts 
Ulood Red 10 o nc pan Scorched Brow n 
was paimed lITou nd the top left edge o f 
the gem. lbe botto m righl edge was 
p<l in ted with a mix of two parts 13l00d 
Red to o ne part Skull White. Finall y. a 
small do t o f Skull White was ad ded 
o nlO the top left ilrca. 

The Champion ofCh:.os·s dOilk started 
with iI Scab Rt:d basecoill. A mill of o ne 
pilrt Scorched Brown to two pans Sc:lb 
Red was painled inlo the deeper folds of 

the cloak to 
provide 
sh:.ding. lbe 
cloak was 
highlighted 
with 1I mix of 
two part Scab 
Red ilnd o ne 
part Red Gore. 
'10 th is m ix, a 

smiln ilmount of Skull White (less th:m 
I/lOth of a part) was added as a 
h ighlight. The Lodges of the clo:lk and 
around the tears in the fubrie w~re 
painted with o ne part Sk""U1J While ilnd 
o ne part Scab Red. O nce th is WliS dry. :. 
coat o f Hed Ink W:lS app lied 10 to ne 
d own the chalky look o f the h ighl ights 
and to gil'e the rich bloody look that 
will becom~ iI un ifying colo u r 
througho ul thc amly. 

,..--:::::--.,...,...- Painting Ihe 
fur o n the 
Champion's 
cloak "-.IS 
simple - a 
ba$ecoat o f 
Codex Grey 
whh a 
drybrush of 

Skull While. It helps provide a good 
cont ras t to the Blood Red cloak :md Ihe 
black an nor. 

The claw 
mutation was a 
simple a mailer 
o f adding iI liny 
amount of 
Goblin Green to 
BronzLod Flesh 

~ ilnd lI p plying it 
" .., 10 the claw area. 

By add ing iI liule more Goblin Gn..oen to 
each coat , and st:.rti ng furt her down th(' 
ann . it grad ually b le nds toge ther. 

The claw ilself was pain ted wi th iI 
basecoill of Ch:los Black. Onc(' d ry, Scab 
Red was applied over th(' lip o f the claw 
to :!bout [WO thirds o f the w<ly down 
and iI coat o f Blood Red was <lddL-d 10 
the tip as a fi nal highlight. 

'Blacklining' is iI techn ique that has 
been around for many ),eilrs. Simpl)' 
p ut , it's where an arca of b1:lck is 
left betweeo two colors where they 
join and it gives a greater sense o f 
depth 10 models. Some painters 
leave this black line showing 
through ~s the)' carefully pain l each 
colour onlO Iheir models. NOl me­
rOl 100 im Pil tie l1l and messy whe n I 
paint. I'd m uch rathe r go back ilnd 
touch u p ao)' areas rile ilccidenlall), 
covered with the wrong colour. To 
get :. b l:lCk line elTect, I use a 
Rapidoliner gr.tphiCS pen and draw 
the lines in lifter the model hilS been 
painted . Nibs for t hese pens vary in 
s ize. b ut I te nd 10 usc 0.25 or if I 
,v-.tnt reall ), thin lines 0. 18. 

:----1 

bases were painted Goblin 
Green . Once dry, the tOp of the base 
was given a liocrdl coaling of 
PVA glue. 

lbe model 
""'",IS Ihe n 
dipped 
into:1 box 
full of 
modeling 
s:md. 

The sand rw.--------- .. ,' 
scooped 
over the 
top of the 
base and 
fi rmly b ut 
t'arefuJly 
p ressed 

d own to e nsure maximum co\'er.tg(· 
of the base. 

When the 
glue hild 
dried. il was 
given a CO:II 
o f Flesh 
W .. sh. 

Th is was gh'en iI d rybrush of Vomit 
Brown, followed by a light drybrush 
of Bleached Bone. 

Small patches of PVA glue were 
ilpplitOd o n to the base and then a 
small clump of static grass was firm l)' 
pressed into the glue. 

The model was then left to dry 
before removing the excess gr.tss 
with a clean , d ry brush. '[be grass 
was giVl.~n a light d rybrush o f 
Bleached Bone to give il more of:t 
' blasted heath' look which would be 

in keeping with the army's 
character. 
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LOS ANGELES 2002 
SEPTEMBER 28TH & 29TH 

At the Radisson Hotel at Los Angeles Airport 
6225 West Century Boulevard, Los Angeles, CA 90045 

With all these Grand Tournaments, how could we leave Cal ifornia Qut? Games Workshop will be visiting Los Angeles 
with new ~cenarios. tables and challenges to keep everyone on the West Coast on their lOes! Don'( miss out on the thrill 
of seeing what new armies will show up this year, and see if you have what it takes to be the best! 

IT'S ALL ABOUT FUN! 
More than anything, Grand Tournaments are about 
havi ng fun! While these tournaments are a showcase for 
beautiful aonies and amazing tactics. white-knuckled 
competition should be checked at the door. Just have a 
great lime and enjoy yourself! 

SIGN UP NOW!!! 
Grand Tournaments can only handle a limited number of 
players. so you need to register as soon as it opens! This 
year. LA's Registration will be done by mail and online, 
so hurry and get your form filled out and ready by August 
5th when mail registration for LA begins! Keep in mind 
that your entry fee pays for a Saturday night stay, but if 
you'd like 10 stay longer. you can add up to two extra 
nights! 

RULES AND RESTRICTIONS 
All Los Angeles Grand Tournament rules can be found in 
White Dwarf #265 on page 57 in the Grand Tournament 
article and on our website. A rules packet will only be 
mailed to you upon request. 

34 lOUNGlllS GRANO TDURIIAMINT 

What Do I Get For My Money? 

Six action-packed rounds of GW gaming! 

A holel room on Salurday night. (non·negotiable) 

Lunch on Saturday and Sunday. 

A cool 2002 Warhammer Fantasy or 40K Grand 
Tournament T-shirt l 

New scenarios, tables and challenges! 

A chance to see cool armies and play against opponents 
from alt around the world l 

SEND YOUR REGISTRATION 
FORM TO: 

Games Workshop, Attn: Los Angeles GT 2002 
6721 Baymeadow Drive 

Glen Burnie. Maryland 2 1060-640 1 



LOS ANGELES 2002 
GRAND TOURNA:MENT 
R EG-ISTRA.TIO~ 
Registrations must be mailed in 
using the U,S. Postal SeNlce, 
UPS. FedEx, or other mail 
seNlces We won·, accept 
registrations by lax. email. or 
phone. LA registration begins 
August 5"" Any registrations wa 
receive postmarked befora 
August 5~ will not be accepted! 

Name: _____________________ _ 

Address: ______ _ _ __________ _ 

City: __________ State: __ Zip: ___ _ 

Work Phone: _______ Home Phone:, _____ _ 

Email: __________________ _ 

[J Check Here to be added to the Grand Tournament Email Update Group. (must have an email address) 

o GT Packet. You must check this box in order to have a packet mailed to you. Packets will be mailed 
one month prior to the tournament. All Grand Tournament information and rules can be found online at 
http://us.games-workshop.comloews/usleyents/GT-2002/LA-2002lLA-2002,htm. 

Please Print Legibly! Also, please make sure that if you move after you register to call us so we can update your 
information. We really need to be able to contact you if there are any problems! You can check your registration status 

on the web starting August 16"'. Log onto: www.games-workshop.com.Online registration for the 
Los Angeles Grand Tournament begins on August 1", 12pm EDT. 

Please circle the Los Angeles Grand Tournament Game System 
you are registering for. You can choose only one. 

120 Players Max 
$199.00 

130 Players Max 
$199.00 

Army you are entering: _______________________ _ 

T-Shirt Size: (circle one) L, XL, 2XL, 3XL, 4XL Add 1 Nights Stay: (al $110 par nlgh1, plea" circle y<)ur choices) Friday I Sunday 

Method of Payment: Check 0 Money Order 0 VisaD Master Card [J American Express 0 Discover a 

Total Cost: Credit Card Number: ___ _ _ _ ________ _ 

Card Expiration Date: Cardholder Name: ____________ _ 

Cardholder Signature: ______________________ _ 
'Please note that any checks or credit cards that do not clear will result in the forfeiture of )lOur spot at the Grand Tournament. lithe Grand Tournament is 
filled. your spot wi ll be replaced with a person on the wailing list. If you wish 10 then re-register for the tournamenl we will place )lOur name on the waiting 
list. SO make sure nothin' bouncestll 
If for some reason)lOu need to cancel your registration . )IOu must call 1·800-394·4263. Refunds are subject to the following conditions: 

olf you cancel 3 weeks prior to the toumament, )IOu wil l receive it full refund minus a S50 administration fee. 
olt you cancel within 3 weeks of the tournament. then)lOu wil l receive a full refund minus a 5tOO administration and hotel room fee. 
o If you do not show up and fail to contact us prior to the tournament. then no relund will be issued at all. 

I declare that the information given above is correct. I have enclosed payment of S199.00 per Grand Tournament to enter the 
2002 Los Angeles Grand Tournament. I agree to abide by the decisions of the judges and the rules laid down for the 2002 
Season of Grand Tournaments and to conduct myself in a manner that will NOT bring our hobby into disrepute. 

Signed; _____________________________ Oate: ________ _ 

Parent Signature QtundeftM/lQO!I of 18); ______________________ Oate; _________ _ 

~_~'_P'_~1N0161O_pM"' .... Clf ..... r_~._ ..... "" ...... ..--... p_"'~ __ '.~"._oppOieaOooT'"" ... _ """" __ .. __ """'"""""" ... "'~'IOU''''''' .. '''''''''''_ r_ ..... _ .. _ ... ""NClf..ar...........- ....... .. ....,""*'Ir ... _OO_IhaI __ ~ 
__ n "'" "Il'" "' ...... too..- 00 pia ....... _ n ~ ~ Thoslofm .. lOt l o< -""9"'" 0' .... r""","",""" Rog;sI""""''''"'' ~ <:anno!"'-M. _.-Iofm Ior._ .... 
"' .... 1_ SO_'_ '"l' •. _ r ... ~ .. "'~ __ ....... <10""''''''' ... _00 .... _ CO"Y' _~~00 ... ""'Y1ofm 
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HOBBY CENTERS 
FIND OUT WHAT WE'RE ALL ABOUT! 

Whether you've just picked up your first issue of While Dwarf or you're a veteran hobbyist, our Games Workshop retail 
stores have something for you. Our stores offer demonstration games to anyone interested in getting started in the Hobby, 
and all you have to do is walk in the doors of 
the Games Workshop Hobby Center nearest 
you. If you've never tried one of our games 
before, then an introduction bailie is just what 
you need to show you how exciting the Hobby 
can be. For those of you who have tried one of 
them out, utilize our expert staff to help you get 
started in the next game you wish to lackle. 

PAINTING AND 
SCENERY LESSONS 

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

We can guide you along the path to developing the skills you need to thoroughly enjoy the Hobby. But what is there left to 
do once you complete painting your army? Each Hobby Center hosts Veteran Nights, where people can bring in their own 
painted battle forces and test their talents as a general against other hobbyists in their area. So what are you waiting for? 
Visit the Hobby Center nearest you today! 
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FIND THE HOBBY CENTER NEAR YOU! 
UNITED STATES STORES 

CALIFORNIA 
GI.ENOllt,L.E GAl.lE~I": 2245 Glelldale Galleria 

Glendale. el\. 91210. Phone (818)242·4433 

OHTARIO MIUS, OM M,Is Circle UM 10 

Ont.roo, CA 9176<1 , Phone: (909) 581..()()()1 

THE BLOCK AT ORANGE: 20 City Blvd, Suo!" ,507C 

o..ange , ell 92866. Phone. (714) 769-3169 

OAKRIDGE. 129 Oakndge MaM 

San Jose, ell. 95123 Phone (408) 226·6325 

METREDN: 1(11 Fourth 51,"1 

San FrallClSCO. CA. Phooe , ·, ro".'·G.w" 

CONNETICUT 
BUCKLAND HILLS MALL. 194 Buckland Hills OfMI , UM 2002 

ManctleSle. CT. PIIOOI 1-800-39-4-GA"'£ 

GEORGIA 
DISCOVER MillS: 5900 Sugarloal Pall<wav. UM 1'421 

Law",,,,,,,,,,",,, GA 30044 , PtIO/Ie (678) 847-5813 

ILLINOIS 
GURNEE MillS: 6170 GraNlA"en"" 

Gvr~, H. 00031 , Phont (&<In ese;-oses 

RANDHURST CENTl:R: 9W E~ursl ROM. Unit nooo 

M!. Prospect. 11.60056. Phone: (8471797.9957 

ANtiAPOLIS MALL: 1431 Annapolis Mall 

Anl\ll~'~. MD 21401 , Phone (410) 26&5667 

GLEN BURNIE HEADQUARTERS' 6711 Baymea_ OJ 

Glen Bu',""" MO 211)60. Phone (410) 500-8675 

ARUNDEL MILLS; 7000 Arurdel Mills CIrcle, Surta 344 

HiInover, MO 21076. P/lotle- (443) 755·1!i60 

ST CHARLES TOW~E CENTER: 11 11 0 MaH C~cle. Box 6171 

W.kIoI1, MO 20603, PhoM' (301 ) 645-4749 

THE AVENUE AT WHITE MARSH: B137·A,2 Hooeygo 8M! 

WMe Ma'sh, MO 21;>36, Phone; (410) 933·2006 

MASSACHUSETTS 
HOLYOKE MALL: 50 Holyoke S1. , P.O 80. 

Ho/yokft. MA 01041 . Phone' (413) 539·6974 

MICHIGAN 
GREAT LAKES CROSSt~G : 4340 Bal<twrn R<>ad. Su,le n'l2 

Aubu,n H,li!;, MI 48326, PhoM' (24814~·n08 

FAIRLANE TOWN CE~TER ' 18900 Mrctrl9/ln Avenue, Unit #203 

Oealbo<n. 1.1148126. PhOI'Ie; {3131982.0032 

TWELVE OAKS MALL, 27712 Nevi R<>ad. Uni!I'211· I08 

Nevi, MI48371, PIrone. (248) 380-8232 

NEW JERSEY 
CHERRY HilL MALL, 0000 ROOl ' 38. UM 11200 

Cherry H, I, NJ (18002. PhOne' {8S6I663-3303 

NEW YORK 
WALDEN GALLERIA, 1 Galle,,. O"ve , UM I F·217 

CI'IHklowaga. NY 14225. PhOI'Ie' (716) 651·9440 

GREE~WICH VILLAGE: ~ EaSl S1h SlIeel 

New Y()Ik. NY 10003. PhOI'Ie (212) 982.6314 

CAROUSEL CENTER, 9560 CarO<JSeI Cenle, 

Syracuse, NY 13290-9501 . Phone, (315) 476-7786 

PALISADES CENTEII , 4342 Palisades Cen",r Or"' • • UM H401 

We$1 NyaCk. NY 10994, PhOne' (845)349·1739 

NORTH CAROLINA 
CONCORD MILLS, 6111 Concord M,II. BOUlevard, UM . 422 

C<rnc<r,d, NC 28027 , PIrone: (1041 919·1333 

PENNSYLVANIA 
FRANKt.t~ MILLS: 1116 F,ankl," M~1s C;rcle 

PM'<Setprria, lOA 19154, Phone (215) 501·0230 

TENNESSEE 
OpRY Mi lLS: 368))pry Mdls 0,,",,, , UM 11'368 

NaShville. TN 37214, Phone (615) 514·3150 

TEXAS 
GRApEVI~E MtLLS: 3000 GrapeVine M~IS Pa",way 

G,a~roe. TX 76051. Pllorle (972) 591·3744 

ItATY MILLS: SOOO lIall' MiRs Crrcle, Su~e " 40'1'~~~ 
I<aty. TX 77494. F'tlone, 1281)644·6644 .. 

MARO·E; Hoo.too, TX. Phone HIOO.394.GAM~ 

VIRGINIA 
SPRINGFIELD MALL: 6385 Spnngl reJ(l Ma l, NM11 

Sp<i~!;"oj, VA22150. Phone (703) 719-9300 

pOT()fr!AC MILLS: 2700 PoIomBc Milts C 'rcIe. Unr1 "64 

Prince W;II,am. VA 22192. PhoM' (703) 492-4555 

WASHINGTON 
SUpERMALl OFTHE GREAT ~W: ltOl SupermaN Way, Unit f35-8 

Autl<Jm. WA 9SOO1 . Pnooe. (253) 2S8·3904 

A.LOERWOOD MA.ll: 3000 t841h Si r",,' S.w .. Un~ 1378 

LynnWOOd. WA 98037, Phone (425) 64()'5155 

CANADIAN STORES 

CHI~OOK CE~TRE: &455 ~~ET~:~ 1JIII1.-o_ 
Calga')', AS T2H 01<9, Phone. 1·888·GW·TROLL 

SU~RIOGE MALL: 2&25 361tr Slree1, Uru1I284 

Calgary, AS TlY 5H. Pf>One' (403) 59().7731 

KI~GSWAY GAROEN MALL, 109!~ SI & Pr...,,,,,s 

Ebzabel~ Ave . E<Imon1on, AS TOO 3"-6. Phone (780) 474· 7166 

WEST EDMONTON MALL, 118S2 Ow. Street 

Edmon1on. A8 T5T 4J2. Phone (700) 466·3332 

BRITISH COLUMBIA 
METIlOTQWN CENTRE, 4SOO IIrngsway 

Bu,naby. Be V5H 4.12. PhoM 1604) 435-0111 

RICHMO~O CENTRE: 6551 No 3 Road Unrt 

VICTORIA : 625.}oIHlsoo SI...e1 

VlClOfta, Be V8W 11>15. Phone (250) 361-1499 

PA RK ROYAL SHOPPING CENTRE. 2010 Pari< Royal Scum 

West Va"""""91. BC vn "i!W4 . P~ (604) 925·3440 

ONTARIO 
MAplEVIEW SHOPPING CENTIIE. 900 Maple Avenue. Unit .A-45 

Burllng1on. ON L7S 2J8. Phone. (905) 634·2101 

WHITE O'-'KS M'-'Ll: 1105 WelbrogtOn Road. Un<! ' 411 

1.o!"rOor\ , ON N6E IV4, PI)one (519)668·3713 

SOUAIIE ONE SHOPpl~G CENTIIE, 100 Crty Cerltr& O'lVe 

Mlssrssauga. ON LSB 2C9. Phone. (905) 281·8695 

BAVSHORE SHOPPING CENTIIE; 100 Baysl>ore Onve. UM T·59 

Nepean, ON K2B BCI , PI'ror>e' 1613) 121·9604 

CANADIAtl HEAD OFFICE: 2679 Brrslo1 Cwde Un,ts 2 & 3 

Oa~1and. ON, PI>one' 1-1188-GW·TROLL 

SC.-.RBOROUGH TOWN CENTRE, 300 Borough Dnve. Un,t 1806 

Scartrorou<jr, ON MIP 4P5. 1'tlone- (416) ~1 

EATON CENTRE, eo_ 11)39. 218 Yonge 5U~ 

TO«)(Ito. ON M5B 2116. Phone \ 416) 977-4693 

DEVONSHIRE M'-'Ll, 3100 Howard AWlnUII. UM M17 

W"'dsor, ON N8X 3Y8. Phone: (519) 251Hi120 

SOUTHLAND M'-'LL : 2965 Go,(\(II1 Road Un~ 

Reglrla. Sas-k.~an 54S 6H7, Pho<1e ,·,,,·G"""'O,.C 
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SPACE MARINE BANNER COMPETITION 
To enter, si mpl y design a banner for a Space Marine chapter and bring it 

into any of o ur OW stores on Saturday, August 10th at 2pm. The banner 
should be no larger than 8 inches by I I inches and be handmade - that 

means we will not accept any that have been designed on computers and 
printed out! Hand colored and/or painted is the best way to go. If you like, 

you may submit a miniature carrying a banner in place of a draw ing. The 
best banner in each store wi ll w ill $100 worth of free product! 

SPACE MARINE TACTICAL SQUAD 
PAINTING COMPETITION 
Calegories: 
• Scout .. - Age 16 and under 
• Veterans - Age 17+ 
Painl a lOman Tactical Squad fo r your favorite Space ...,::;;; .. 
Marine chapter and bring it into your local OW store on Saturday, August 17th at 2pm for 
judging. The winner of each category in each store will rece ive $50 worth of gift vouchers! 

... your favorite 
Space Mari ne ... 

A EMARINE 
TANK COMPETITION 

Design a Space Marine lank and bring it 10 your local OW store a t 2pm 
on Saturday, August 24th! You may bring in concept drawings, 

artwork, written descriptions and stats, a converted model which must be 
painted, or any combination of these, as we ll as anything else you th ink 
appropriate! The best design in each store wi ll receive 2 Space Mari ne 

Tank kits of their choice plus the ir winning design wi ll be sent to our HQ 
to be entered into a National Competition. The national winner wi ll have 

his or her design appear in White Dwarf and receive a fantast ic prize! 

SPACE MARINE 
BUNKER COMPETITION 
Build a Space Marine Bunker and bring it 
into your loca l OW siore at 2pm on 
.$aturday, August 31st for judging. Your 
bu nker must be mounted o n a base which is 
no larger than 12 inches by 12 inches. The 
best bunker in each store will receive $50 
worth of gi ft vouchers and an entry ticket 
into a national drawing for a Forge World 
40K Warhound Titan! 

- ----. ---- - - ----- -
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ROGUE TRADER NEWS: 
Welcome Garners!! We are having an awesome season thus far and 
we're counting on Y.Q!J to make it even better. What's that you say? You 
haven't played in a Rogue Trader Tournament yet? What are you wailing 
for? Get your army painted and get down 10 your hobby or gaming 
store and play today! 

Got your 10 number? In the new season your information will be tracked 
using your 10 number. It's vital that you give it to the tournament organizer 
when you register, otherwise they can't update your Hall of Heroes slats 
after the tournament! To get your 10 number you must register on the 
Games Workshop website. When you register, you will see your 10 number 
on your User Profile. You can access this anytime! Enter in all your 
information carefully as this is where your full name, city and state are 
pulled from and shown in the Hall of Heroes. Speaking of Hall of Heroes, 
your information will get posted faster than ever now that the same guys 
that run the tournament will have the access they need to update all your 
statistics at their fingertips (just make sure they have your 10 number)! This 
means that no longer will there be huge piles of Bloody Aftermath cards 
clogging up the system back here at headquarters! In the meantime we're 
just about caught up after bringing on some extra staff to help enter in the 
thousands of gamers and hundreds of tournaments that took place this 
spring. If you don't see all your tournaments for last season up yet. don't 
panic. We have a few more to go. 

GEN·CON ROGUE TRADER TOURNAMENT: 
Don't forget! If you're in the Milwaukee area and want to do some serious 
gaming come on down to Gen-Con! We'll be there running a tournament 
August 9th and 10th, so stop down and see us! 



AoG STTDo 
August 3 

Newark, DE 
The Days of Knights, 

(302) 366-0963 

August 4 
Maplewood, NJ 

Maplewood Hobby, 
(973) 378-3839 

August 9-10 
Milwaukee, WI 

Gen-Con, 
(410) 590·1400 

August 10 
La Crosse, WI 

River City Comics, 
(608) 782-5540 

August 10 
Pinsburgh, PA 

Pittsburgh Iron Legion , 
(724) 776-5044 

August 11 
Rochester, NY 
Boldo's Armory, 
(585) 271-3880 

August 17 
Rockville, MD 

Dream Wizards, 
(301) 881-3530 

August 4 
Syracuse, NY 
Altered States, 
(315) 472-4263 

August 4 
Roseville, CA 

Hobby Workshop, 
(916) 789-7529 

• 

August 17 
Colorado Springs, CO 

Gamer's Haven, 
(719) 531-9863 

August 17 
Waltham, MA 
Danger Planet. 
(781) 894-6792 

August 24 
Manchester, NH 

Oakka Dakka, 
(603) 668-2022 

August 24 
Bremerton, WA 

Dlscordia Games, 
(360) 415·9419 

August 24 
Hermitage, TN 

The Game Keep. 
(615) 883-4800 

August 25 
Clearwater, FL 

Frank's Trains & Hobbies. 
(813) 855-1041 

• 
August 10 
Toledo, OH 

Game Room, 
(419) 475-3775 

August 9 & 10 
Milwaukee, WI 

Gen-Con, 
(410) 590-1400 

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

WMIHAMMER" 
4'l,OOf'l 

August 3 
Greenville, SC 

Borderlands. 
(864) 235-3488 

August 3 
Freedon , CA 

Santa Cruz Miniatures Club, 
(834) 429-9009 

August 3 
Winterhaven, FL 

Gen-Con, 
(863) 294-7795 

August 3 
Waco, TX 

The Game Keep, 
(254) 757-7251 

August 4 
San Diego, CA 
Game Empire, 
(619) 574-6740 

August 4 
Brunswick, ME 

The Keep Games 
& Comics, 

(207) 767-5337 

August 9 &10 
Milwaukee, WI 

Gen-Con , 
(410) 590-1400 

August 10 
Houston, TX 

Gamesmaslers, 
(281) 855-2792 

August 10 
Kennesaw, GA 

Hobby Town USA, 
(770) 426·8800 

August 10 
lodonderry, NH 

The Game Caslle, 
(603) 425-7400 

August 10 
New Hartford, NY 

Mohawk Valley 
Gaming Club, 

(315) 797-0818 

August 10 
Glen Burnie, MD 
GW Battle Bunker, 

(410) 590-8675 

Augusl10 
Jefferson City, MO 

Adeplus Basemenlus, 
(573) 893-8506 

August 11 
Medford, OR 

Beyond Comics, 
(541 )779·9543 

August 17 
Wichita, KS 

Bluehorse Trading Co., 
(316) 262-0206 

August 17 
Spring, TX 

Horizon Games, 
(281) 292·9697 

August 17 
East Northport, NY 

Empire Games, 
(631) 266·5794 

August 18 
Worcester, MA 

Gameboro, 
(508) 756·2666 

August 24 
Syracuse, NY 
Allered Slates, 
(315) 472-4263 

August 24 
Fairlawn, NJ 
Game Master, 
(201) 796·7377 

August 24 
Madison, WI 

Misty Mountain , 
(608) 441·0312 

Augus131 
Terre Haute, IN 
Game Closet. 

(812) 234-5585 

August 31 
Henderson , NV 

Las Vegas Garners Club, 
(702) 249-8740 
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DALLAS 2002 
NOVEMBER 2ND & 3RD 

At the Hyatt Regeancy DFW International Parkway 
DFW Airport, TX 75261·9014 

We've gitthered all the excitement of the Grand Tournaments across the country and are bringing it to the Lone Slar State! 
Prepare yourself for the ultimate tournament experience as new scenarios, tables and challenges wi ll m .. ke their way 10 
the city of Dallas! Come see what new armies wi ll show up 10 compete, bUI remember. it's ;til about the fun! 

IT'S ALL ABOUT FUN! 
More than anything, Grand Tournaments are about 
having fun! While these tournaments are a showcase for 
beautiful amlies and amazing tactics, while-knuckled 
competition should be checked at the door. JUSt have a 
great time and enjoy yourself! 

SIGN UP NOW!!! 
Grand Tournaments c:m on ly handle a limited number of 
players. so you need 10 register as soon as it opens! This 
year, Dallas' Registration will be done by mail and online, 
so hurry and get your form filled out and ready by 
September 9th when mai l registration fo r Dallas begins! 
Keep in mind that your entry fee pays for a Saturday night 
stay. but if you'd like 10 stay longer. you can add up to 
two eXira nights! 

RULES AND RESTRICTIONS 
All Dallas Grand Tournament rules can be found in Whi te 
Dwarf #265 on page 56 in the Grand Tournament article 
and on our web~ite . A rules packet will only be mailed 
to you upon request. 

42 DAllAS GRAND TOURNAMINT 

What 00 I Get For My Money? 

• Six action-packed rounds of GW gaming! 
A hotel room on Saturday night (non-negotiable) 

Lunch on Saturday and Sunday. 

A cool 2002 Warhammer Fantasy or 40K Grand Tournament 
T-shirt! 

New scenariOS, tables and challenges! 
A chance to see cool armies and play against opponents Irom 
all around the world! 

SEND YOUR REGISTRATION 
FORM TO: 

Games Workshop. Attn: Dallas GT 2002 
672 1 Baymeadow Drive 

Glen Burnie, Maryland 21060-6401 



DALLAS 2002 
GRAND TOURNA:M:ENT 
R EG-IST:RATIO~ 

Regisvalions must be mailed in 
using the U.S, Postal Service, 

UPS, FedEx, or other mail 
services. We won't accept 

registrations by fax. email, or 
phone. Dallas registration begins 

Sepl. g' Any regls1rations we 
receive postmarked before 

Sept g" will not be acceptedl 

Name: __________________ _ 

Address: _____ ______________ _ 

City: __________ State: __ Zip:, ___ _ 

Work Phone: _______ Home Phone: _____ _ 

Email: ____ _________________ _ 

a Check Here to be added to the Grand Tournament Email Update Group. (must have an email address) 

a GT Packet. You must check this box in order to have a packet mailed to you. Packets will be mailed 
one month prior to the tournament. All Grand Tournament information and rules can be found online at 
htto:!lus,games-workshop.com/newslus!events/GT-2002l0allas-2002JOal las-2002.htm. 

Please Print Legibly! Also, please make sure that if you move after you register to call us so we can update your 
information, We really need to be able to contact you il there are any problems! You can check your registration status 

on the web starting September 20"'. Log onto: www.games-workshop.com. Online registration lor the 
Dallas Grand Tournament begins on September 6"', t2pm EDT. 

Please circ le the Dallas Grand Tournament Game System 
you are registering for. You can choose only one. 

120 Players Max 

$199.00 
160 Players Max 

$199.00 
Army you are entering: _____________________ _ _ _ 

T-Shirt Size: (circle one) L, XL, 2XL, 3XL, 4XL Add 1 Nights Stay: (al $110 per nlghl, ple&&e circle your eholee~) Friday I Sunday 

Method of Payment: Check 0 Money Order 0 Visa 0 Mas1er Card 0 American Express 0 Discover 0 

Total Cost: Credit Card Number: _ _ ____________ _ 

Card Expiration Date: Cardholder Name: _ ___________ _ 

Cardholder Signature: _______ _ _ _____________ _ 
'Please nOle thai any checks or Oedil cards thai do nOl Clear will resull in lhe loneilure 01 your Spol at \h.e Grand Tournament. Ilihe Grand Tournament is 
filled, your spol will be replaced with a person on the wa~ing list Ii you wish to lhen re-register lor lhe tournament we will place your name on lhe waiting 
~st. So make sure nOlhin· bounces'!1 
Ii for some reason you need 10 cancel your regiS1ration. you musl call 1-800-394·4263. Refunds are subjecl to lhe following conditions: 

- II you cancel 3 weeks prior 10 the tournament you will receive a lull refund minus a $50 administration lee, 
-II you cancel within 3 weeks ollhe 10urnament. then you will receive a lull refund minus a $100 administralion and hotel room 100. 
- II you do not show up and lall to contacl us prior to the tournament, then no refund will be iSSUed al all. 

I declare that the information given above is correct. I have enclosed payment of $199,00 per Grand Tournament to enter the 
2002 Dallas Grand Tournament. I agree to abide by the decisions of the judges and the rules laid dow n for the 2002 Season of 
Grand Tournaments and to conduct myself in a manner that will NOT bring our hobby into disrepute. 

Signed: _____ ______________________ Oate: _______ _ 

Parent Signature "j uOOe' the "9" of lB): ______________________ Oate: _________ _ 

~""eonl_"""'~""" '6 .. ..... ".., ...... G1_ T ___ "". '" 'e_ .......... __ ' o<IoQo!II"'"'-.'.oIgN1 .... "" ... oppkaOoo --... .... • " .... '.'.sIe._ '" __ yw '*"""" .... 0< P fOUl" _ "'....,.,.. peBOO Thofo .... __ "" "" .... Go-_ T_~ .. uM<Itoo-loIorIg .... SjIOIS" _ "* ""'" _." GamH 
__ .... r>gI>Il<>.."... .... ,....- "''*- in .... __ ~ nw. """' .. "" 0 ..... 131 ..... T........,.,.." fIo9oIt_OfOy " _ .. .- ••• '"9"".-1orm ""._ GI_ 
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August 17th, Mississauga, Ontario 
Don" put off getting your ticke ts any 

longer! Canadian Games Day is right 
around the comer. and there isn't much time 
left! Gather your models and put the fin ishing 
!Ouches on your Golden Demon entries as 
gaming fanatics fro m all over North America 
come IOgelher 10 play for a day! O Uf second 
Games Day witl once again be held at the 
Intemationu] Centre , Hall I, in Mississauga, 
Ontario. on Saturday. August 17th , from lOam 
until 6pm. If you decide to just show up, you 
may pick up your tickets al the door of the 
evem start ing aI 8am. 
Meet special guests Jes Goodwin, Gav Thorpe. 
Karl Kopinski, Tony Cottrell and others ! Take 
part in the huge Multi-Player Mega-Events. 
The Sleeper Awakens and The Lord of the 
Rings: The Fellowship of the Ri ng - The Last 
Alliance! And don't fo rget abou t the 
workshops. big displ ays, registered games, bitz 
box wars and GOLDEN DEMON!! ! There will 
be plenty of olher events and guests at Games 
Day Canada 2002, so don't be left out of Ihe 
fun this year ! 

.. Forge Wand will be on hand selling a 
mind-boggling assortment of fantastic 

resin kits, and we will have 
I.. , Tony Cottrell on hand 
~ " to talk to you about 

what new projects 
are in the worksl 

... Only at Games Day will 

SPECIAL GUEST UPDATE: Mark Jones will be taking Chris Smart 's 
place Ihis year. But don' t worry - the painling workshops will go on! Mark 
Jones himself will be sharing some top secret ' Eavy Metal painling lips 

the worksh" p~ 

get this spectacular Undivided Chaos 
Champion Citadel Miniature 
sculpted by Gary Money. 
The only way to get 
the Games Day 

model is with your 
ticket so you must attend Games 
Day to get your Games Day 
Limited Edition Figure! 



FIRST FOD 01 G 
YOUR OWN 

So you think you've got what it takes to found a Space Marine Chapter? You think your paint scheme is better 
than the "'Eavy Melal" Team? Think you can write circles around our Design Studio Staff? Well here's your 
chance to prove it! 

Ile"II.I.", 
1. Paint up 1 Space Marine or more (up to a squad) in your Chapter's colors. 
2. Write up a Chapter "History", detailing your Chapter's achievements, battles won, significant 

engagements, progenitor Chapter (if any) , founding, heroes, paint scheme; minimum one page typewritten. 
3. Short bie of person entering the competition. May include photographs but Games Workshop is nol going to 

be able to return any material we receive. 
4. Send all of the above to the address below. 
5. All models and materials become property of Games Workshop (due to the logistical nightmare of the 

number of anticipated entries, we aren't going to be able to handle returns). This is your entry fee. 

IIWUD~ 
1. The top 10 entries (along with names and bios of the winners) will be posted up on our website for 

the entire month of October. 
2. The top 3 entries (along with names and bios of the winners) will be immortalized in 

the US White Dwarf Magazine in our January 2003 edition. 
3. The top 10 entries will be returned 10 their Chapter Masters along with a 

certificate of Purity from the Inquisition and signed by members of the High 
l ords of Terra. 

SIND IIITIIIIS II, 
Games Workshop 
Atlention: Design A Space Marine Chapter Competition 
6721 Baymeadow Drive 
Glen Burnie, MD 21060·6401 

This competition is open to all residents of the USA and Canada, excluding current Games 
Workshop employees. Chapter histories must be in legible paper format, no computer disks will be accepted 
withoot accompanying hard copies. Entries must be received no later than September 20, 2002. The Certificate 
01 Purity is in no way acknowledgement by Games Workshop that said Chapters are "Official- in any way. 
Special rules invented by participants pertaining to said chapters may nol be used without your 
oppcnent's permission . 
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Herein all lis glory Is the 
new Necron Monolith. 
released this Issue. II comes 
complete with a host o. 
eNclUng .eatures such as 
sliding doors and 
rotaUng weapons. 

It has laken us well over a year to 
bring the Monolith into production 
what with Tim Adcock first starting 
work on the project in early May 01 
last year. The Monolith is the largest 
plastic killhat we have ever made, 
and it stands just under a whopping 
22cm tall (and thai's withoullhe flying 
stand). We'll be running through 
making one of these next issue. 

IJ 
/J 
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The new Necron Monolith teleports in 



mClnClLITH 
Points 

Monolith 235 

Type: Tank, Skimmer. 

Crew: None. 

SPECIAl.UlES 

Front Armor 

14 

Living Metal: The Monolith is made of 
living Necron metal which is not only 
self-repairing but is capable of 
adapting its structure to resist 
incoming attacl<s. Attacks which count 
the target's Armor Value as being less 
than it really is (such as bright lances 
and blasters) do not do so against the 
Monolith. Similarly, weapons that get 
additional Armor Penetration dice 
(such as chainfists, monstrous 
creatures or melta weapons) do not 
get the extra dice against the 
Monolith. Ordnance weapons still roll 
206 for Armor Penetration and select 
the highest score. 

Ponderous: The Monolith is a 
skimmer which can move up to 6- a 
tum and can, if it wishes, remain 
totally stationary. It will not drift if 
stunned or shaken and, if immobilized, 
wilt not crash like other skimmers, but 
wi ll sink slowly to the ground and 
continue to fight from there. 

Deep Strike: A Necron attack is often 
started by Monoliths teleporling to the 
surface to act as bridges lor the 
invading forces. A Monolith may 
therefore be deployed by Deep Strike 
if the special rules for the mission 
being played include it. Because of 
the sheer mass of the Monolith, it is 
not destroyed if there are enemy 
within 1" when it arrives. Instead, 
move any models that are in the way 
the minimum distance necessary to 
make space for the Monolith. 

Gauss Flux Arc Projectors: The Flux 
Arc projectors will fire 0 6 shots at 
every enemy unit with a model within 
12" of the Monolith. Each 'weapon 
destroyed' result inflicted on the 
Monolith reduces the number of shots 
at each target by -1. 

Power Matrix: The Neeron Monolith 
is capable of focusing incredible, 
unearthly energies. The power matrix 
cannot be disabled by a 'weapon 
destroyed' result and may be used 
even if the Monolith moves or is 
shaken or stunned. 

--~:­
Side Armor Rear Armor as , 

14 14 4 

Weapons: Gauss flux arc (see below). 

Transport: Special. 

The Monolith may use Its matrix in 
one of the following ways each 
Necron turn: 

1. In the Shooting phase it may 
discharge the matrix's energy as a 
particle whip. 

0' 

1 f 

2. In the Movement phase it may use 
its portal to allow entire Necron units 
(specifically Warr iors, Immortals, 
Flayed Ones, Destroyers, Heavy 
Destroyers Of Wraiths and any 
Necron Lord that has joined such a 
unit) to phase out (even if in close 
combat) and re-enter play by 
emerging from the Monolith portal as 
if they were disembarking from an 
access point on a stationary transport 
vehicle (even if the Monolith moved) . 
The access point is the portal at the 
front of the model. 

The Portal is used in the Necron 
Movement phase as follows: 

• If a unit of Necron Warriors is eligible 
to enter play from reserve (see the 
Necron Warriors enlry) then they must 
emerge from the portal even if you 
would prefer to fire the particle whip. 
Only one unit of Warriors can enter 
play from each Monolith in a single 
turn. The Necron ptayer can 
decide which. 

• If there are no eligible reserves, and 
a Necron unit (specifically Warriors, 
Immortals, Flayed Ones, Destroyers, 
Heavy Destroyers or Wraiths and any 
Necron Lord that has joined such a 
unit) is at least partially within 18" of 
the Monolith, they may phase out and 
re-emerge from the portal. Any models 
in the unit that, although eligible to 
self-repair, failed their 'We'U be back' 
roll at the start of the tum and were 
removed, may re-roll once as they 
emerge from the portal. If you intend 
to use the portal in this way during a 
turn, then leave models that failed to 
self-repair on their sides until the end 
of the Movement phase. 
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This month's TACTICA looks at 
the armored lorees 01 the 
Adeptus Astartes, Pete Haines 
from the Warhammer 40,000 
Games Development team 
takes us through the tacUes 
that a Space Marine 
Commander can emplov, 

~ 
Pete: As if consummately 
skilled, two-meter tall 
supermen in impervious 
armor with lethal weaponry 
wasn' t enough to scare Ihe 
wits out of Ihe Emperor's 
enemies, Ihe Adeptus 

Astartes can also call upon a wide 
range of powerful war machines to 
supplement their firepower. Working out 
what tanks to include in your Space 
Marine army, and how to use them, isn't 
always thai easy though, so we figured 
that it was lime to look allhe options 
and give a lew helpful hints and lips. 

All Warhammer 40,000 armies have to 
lit in with the Force Organization chart, 
and the Space Marines are no 
exception. This means you will be 
limited to three Heavy Support choices. 
As tanks tend to be Heavy Support this 
theoretically limits you to only three, but 
this isn't the complete story. Land 
Raiders, Razorbacks and Rhinos can all 
be selected as transport options for your 
Space Marine squads, so it is possible 
to include a lot of armored support in 
even a 1,500 point army. 

The most important thing to remember 
about using tanks in a Space Marine 
army is that they are there to support the 
Space Marines themselves. Armies 
which manage to integrate infantry and 
tanks together will be more successful 
than those that don't. Because of this, it 
will generally be a good idea to consider 
exactly how you want your Space 
Marines to fight and allocate points for 
them and their equipment fi rst before 
being lured into spending all your points 
on tanks. At the very least, you will need 
two Troops choices and a HO, and in all 
probability quite a bit more besides. 

To illustrate this poinl lers consider three 
types of Space Marine armies. First, one 
optimized for assault, say Blood Angels 
or Black Temptars. Second, a 
specialized firepower army such as the 
Salamanders or Dark Angels. Third, a 
balanced army able to shoot or fight as 
the need dictates, such as Space 
Wolves. Codex Space Marine armies 
can, of course, be built 10 fit any of these 
categories. Assault armies will obviously 
Include powerful characters in their HO 
selections, as well as several squads 
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SPACE MARINE TANKS 
MAKING THE MOST OF SPACE MARINE ARMOR 

armed for close combat, Scouts to 
outflank the enemy and so forth. 
Firepower armies may include several 
Tactical squads to absorb any enemy 
attack and protect their valuable 
Devastator squads. Balanced armies will 
inevitably do a bit of both. Having 
decided on the approach you plan 10 
lake, it is a lot easier to work out exactly 
what tanks you will need to support your 
other troops. 

It may help if we look al the logic first 
from the perspective of an ass8ult­
orientated army and then from the 
perspective of a firepower-
intensive army. 

RAPID ASSAULT 
If you plan to assaul t the enemy you will 
need Rhinos to transport your squads 
quickly across the table. Razorbacks will 
be unable to Ira vel at full speed whUst 
firing and cannot carry as many men, so 
Rhinos will normally be the preference. If 
you still crave some additional firepower 
(and lers be frank, who doesn't?), then 
you can reach for vehicle upgrades. A 
hunter-killer missile andlor a pintfe­
mounted storm bolter will make your 
Rhino more formidable. The missile can 
be fired before you commence your rush 
towards the enemy and, with two storm 
bolters, a Rhino can continue to be a 
serious nuisance long after its 
passengers have disembarked. While on 
the subject of vehicle upgrades, assault 
armies will find that extra armor and 
smoke launchers are vital if they are to 
survive long enough to reach the enemy 
lines. Don't hesitate to use the smoke 
launchers immediately; they will ensure 
Ihal any hits are only glancing and so 
will vastly increase your survival 
chances. Extra armor gives you an 
opportunity to personalize your models 
with spaced or reinforced armor and 
means that any stunned results are 
reduced to shaken. I know this doesn't 
sound too significant but, as 
experienced players know, the difference 
between not being able to move or 
shoot and simply not being able to shoot 
is enormous when you plan to assault. 

Land Raiders are also a good choice for 
an assault army. Not only do they provide 
heavy firepower support but can transport 
Terminator squads into the heart of the 

enemy position. There are two main Land 
Raider variants - the slandard pattern 
Land Raider, which has a pair of 
awesome twin·linked godhammer 
lascannons to augment its twin-linked 
heavy bolters, and the Crusader variant 
armed with a multi·melta, a twin·linked 
assault cannon and two batteries of 
hurricane bolters. Both variants have 
distinct uses in an assaulting army. 

The standard Land Raider can advance 
at 6" a tum, engaging heavily armored 
targets with its Godhammers and 
potentially drawing a lot of enemy fire 
away from the rest of the army. 
Remember that the Land Raider isn't 
there to win the battle itself, but to help 
the Space Marines win the battle, so any 
shots directed at its Armor 14 hull 



increase the chances of the Armor 11 
Rhinos getting across the battlefield 
enormously_ Using its Machine Spirit 
(see page 78 of the Chapter Approved 
Annual 2002) it can engage two enemy 
tanks each turn so, as well as absorbing 
the enemy firepower, it can significantty 
reduce it as well! 

The Crusader variant has a greater 
transport capacity, which is itself very 
useful, and has immense anti-personnel 
firepower. Whilst the multi-melta gives it 
some anti-tank capability it is less useful 
against enemy tanks but still far from 
defenseless. Where it excels is as an 
assault transport, moving 12" and firing 
its hurricane bolters as it goes, making it 
very unlikely to be stopped. You do need 
to be careful about enemy meltaguns at 
close range, but by then you are close 
enough to press the attack on foot if it is 
halted anyway. No vehicle upgrades are 
really required for either Land Raider 
variant. Although, if you have the points, 
smoke launchers will probably be worth 
the investment, particularly against Eldar 
armies with Bright or Dark Lances that 
unsportingly count your Armor value as 
being 12 rather than 14. 

Predators are a major asset to assault 
armies. You can either equip them with 
sponsons and sit back providing long 
range fire support or just use a single 
turret weapon and advance, firing on the 

move. Personally, I would always take 
the heavy bolter sponsons as, at the 
very least, you can fight on if you suffer 
a 'weapon destroyed' result. An 
advancing Predator has the virtue of 
being able to block enemy lines of fire to 
your other advancing troops. Its Armor 
value of 13 is a much tougher 
proposition than a Rhino's and it is 
reasonable to expect it to absorb quite a 
few shots before it is disabled. You can 
use this tactic in a number of ways. 
Driving straight at an enemy unit will cut 
their lines of fire considerably and leave 
them with little choice but to fire at the 
well-protected Predator. Similarly, Space 
Marines with jump packs can leap 
forward using the Predator for cover. 
Eilher way, the ability to move your own 
cover forward with you is a major bonus 
and when that 'cover' halts and leis rip 
with three heavy weapons, your chances 
of mounting a successful assault will 
always seem much rosier. 

The choice between the Predator 
Annihilator and the Predator Destructor 
is really down to your assessment of 
likely opponents. Against a tank or 
power armor heavy opponent, the 
Annihilator's Jascannons will be 
preferable, whilst against a lightty 
equipped army, the Destructor's 
autocannon may be a better choice. 
The decision on which primary weapon 
to use can be supplemented by the 

choice of sponson weapon, however, so 
a Destructor with sponson lascannons is 
clearly well-suited for fighting tanks 
whereas an Annihilator with heavy 
bolters can always supplement its main 
guns with additional firepower if the 
target merits it. In many ways the 
Predator is the most flexible tank in 
Warhammer 40,000. It can be 
configured to be just what is needed 
against virtually any opponent and will 
always represent points well spent. 

When assaulting don't forget about tank­
shock, but don't expect miracles from it 
either. Driving straight al a unit with 
good morale and dangerous anti-lank 
weapons will rarely be a good move, but 
low morale units with light weapons, 
such as Grots or Gaunts out of synapse 
range, can be chased off very easily. 

The Whirlwind and Vindicator are tanks 
with very specialized roles that are not 
entirely suited to all -out assault Space 
Marine armies. Neither can move and 
fire, so they cannot easily support the 
advance. That said, the Whirlwind can 
weaken an enemy defensive position 
prior to your assault going in, especially 
if the enemy are numerous and tightly 
packed. It is unlikely to draw fire back 
though, and it is my experience that 
when attacking it is best to give the 
enemy a confUSing choice of targets as 
this tends to encourage them to divide 

A Blood Angels Predator Destructor provides covering /ire as the sssautr force rushes towards the Om lines. 
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their fire and achieve nothing as a 
consequence. The Vindicator is almost 
the opposite. You know It will draw fire 
as no one (and I mean no one) wants to 
be engaged by the Strength 10 
Ordnance template of doom that is the 
demolisher cannon. Sadly, though, it is 
short-ranged, and will have to move at 
least once to bring the enemy within 
range. This can be done under the cover 
of smoke launchers or by equipping your 
Vindicator with a dozer blade and 
advancing through woods. This will 
ensure that the enemy will probably 
have to shoot at it a lot in order to stop 
it, and the prospect of that gun actually 
firing will play on their minds. Once in 
position it will be static, though, which 
means that its shooting opportunities will 
be reduced by friends passing ahead of 
it and engaging the enemy, giving you 
only one or two shots to get some value 
from it. If you play on tables with a high 
terrain density, both of these vehicles 
will be far more useful to an assault 
force. In the case of the Whirlwind, the 
benefit lies in it's indirect fire capability 
which enables you to hit enemy reserves 
behind cover, waiting to counter-attack. 
In the case of the Vindicator, it is 

~ 
Andy: My main army is 
Chaos Marines, 
specifically the Iron 
Warriors. I find the best 
way to deal with enemy 
Space Marine tanks is to 

Andy Hoare spread my anti-tank 
capabilities throughout my 

army, rather than to rely on one unit 
which is specificaUy designated as 
'tank hunters'. 

The first thing I do is to make sure that 
every squad has some form of anti-tank 
weaponry. In the case of Chaos Marine 
squads this often takes the form of an 
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because targets on a cramped battlefield 
are far more likely to be in range when 
they come into sight. 

SUSTAINED liRE 
Space Marines are well-equipped to 
engage in a dueling firefight and the 
infamous 'shooty army' can easily be 
deployed by them. As an overall tactic it 
has an advantage over the assault army 
insofar that it doesn't need transport, 
and can therefore spend even more 
points on bigger and better guns or 
more men. Needless to say though, the 
army Is more inhibited by terrain and the 
need to accommodate mission 
objectives. For example, trying to 
conduct a Blitz mission without an 
assault option is virtually impossible. 
Also, although you will have more 
fighting equipment, an assault army will 
be able to pick Ihe point of attack so you 
might end up being outnumbered and 
beaten in one section of the battlefield. 
Good deployment is essential as is the 
effective use of reserves. The ability of 
tanks to move and fire can be used to 
shift your firepower to where it is most 
needed and adds a mobile element to 

THE ENEMY'S PERSPECTIVE 
Aspiring Champion with melta bombs 
and probably a squad member carrying 
a meltagun if I know I'm going to be 
facing a fair few tanks. 

My Chaos Lord is more often than not 
accompanied by a retinue of Chaos 
Terminalors. These guys never leave 
home without at least one chainfist in 
the squad, as well as a combi-melta, 
carried by different squad members of 
course, so a single kill can't wipe out 
the enUre retinue's ability to deal with 
enemy armor. 

If I know my opponent has a serious 
fixation with armor, as is often the case 

your defense. 

Rhinos, however, are not as useful to 
defensive Space Marine armies as the 
Razorback. Being armed with twin-linked 
weaponry it tends to hit what it aims at, 
and with the options of having a pair of 
lascannons or a pair of heavy bolters 
(amongst others) it can be configured for 
any enemy. The beauty of these tanks 
on the defensive is that they can be 
deployed separated from their 
passengers, whilst staying close enough 
to rescue them if they look like being 
over run. They can then stay out of sight 
behind hills and woods ready to emerge 
in your turn and pick off key targets. 
Firepower armies are always operating 
against the clock - they have to bring 
their guns to bear and do critical 
damage before the enemy can fully 
develop their own game plan. In this role 
both hunter-killer missiles and pintle­
minted storm bolters are useful 
upgrades for a Razorback. If lascanoon 
armed, a hunter-killer is the best option; 
if heavy bolter armed, then the pintle­
mounted storm bolter is the best option. 
Dozer blades are also useful, as they 
mean that you can deploy behind 

with Imperial Guard players, I will 
occasionally invest in a single, 
dedicated anti-tank squad. Depending 
on the mission and enemy this will 
either take the form of a Havoc squad 
with three lascannons or missile 
launchers (depending on the points 
limit and quality of enemy armor), or it 
will be a Aaptor squad tooled up with 
meltaguns, plasma pistols and with an 
Aspiring Champion sporting melta 
bombs. Obviously, both of these 
squads are expensive, so I only take 
them if they have a good chance of 
earning their points back, and even 
then only in larger games. 



Although assuming a cfafensiv8 postura, this Dark Angels force has units in reserve ready for 8 counrer·attack. 

woods, drive into them without too much 
fear of being immobilized and fire 
from there. 

In defense, Land Raiders are less useful 
than when attacking. Their transport 
capacity is less likely to be utilized and 
their sheer cost in points will reduce 
your numbers a 101. Against an 
advancing enemy, the sheer number of 
guns is often more important than Ihe 
armor of the firers, as a moving enemy 
will not have so many units firing back. 
The Land Raider does make for a very 
impressive mobile bunker thaI is hard to 
kill. I'm sure Land Raider fans will lind 
uses for them, but it will take an 
experienced hand to get the full benefit. 

Predators, however, are even better on 
the defensive than on the offensive (and 
they are pretty good there). There is no 
downside to spending points on sponson 
weapons, as you are far more likely to 
be stationary. The range of options from 
a Destructor armed with a turret 
autocannon and sponson heavy bolters, 
to an Annihilator armed with twin-linked 
lascannons in the turret and sponson 
lascannons, guarantees that every 
opponent will fear its firepower. 

When deploying, hull-down positions 
should be selected wherever possible. 
Because movement will reduce the 
number of weapons fired, you ideally 
need to position the Predator 
somewhere where it will have plenty of 
targets throughout the game. To do this, 
take a moment to work out the most 
likely approaches the enemy will use 
and, if several possibilities exist, take a 
position from which the Predator can 

race to whichever location is seriously 
attacked. When considering vehicle 
upgrades, the same logic detailed for the 
Razorback applies, so dozer blades, 
hunter-killer missiles and pintle-mounted 
storm bolters all have their uses. 

Vindicators and Whirlwinds are both 
great defensive weapons. The Whirlwind 
can deploy safely out of sight and give 
an attacker a really good reason not to 
mass together or use a particular piece 
of dead ground as a staging post. 
Similarly, the Vindicator is happiest when 
the enemy come to it. It can be deployed 
like the Predator. although a tactic I 
have seen employed to great effect is to 
position it so that terrain blocks the 
enemy's line of sight from their 
deployment zone but leaves the 
Vindicator covering their main line of 
advance. II takes a bold player to 
advance into the sights of a Vindicator. 

BALANCING IT UP 
Finally there is the balanced approach. 
As will be evident from my previous 
musings on tactics in Warhammer 
40,000, I am a keen advocate of 
balanced army selections. They allow 
you to use the same composition 
against all manner of opponents, which 
in turn builds up your experience at 
handling the army that much quicker. 
Just as significantly, it is harder for an 
opponent to catch you oul. I have seen 
Tyranid players get very nervous when 
facing a World Eater army that runs 
straight at them, and Imperial Guard 
armies panic when they find themselves 
out-shot by a Space Marine army. If your 
army does one thing and an opponent 

does it beller then what do you do? With 
a balanced army there is normally a 
plan B that you can resort to. Balanced 
Space Marine armies will inevitably use 
a mixture of the tactics described 
previously for their tanks. A squad in a 
Razorback can still be used to assault 
effectively if the Razorback is equipped 
with smoke launchers and extra armor. A 
Predator with sponson lascannons can 
still roar forward on the attack firing its 
lurret weapon - the sponsons may not 
be firing but the loss of firepower should 
be made up for by the fact that you are 
advancing where the opponent is 
most vulnerable. 

The main thing to bear in mind is that 
the tanks and Space Marines are a team 
- simply fielding lots of tanks is no 
guarantee of success. A single shot can 
take out a tank whereas a full size 
Devastator squad needs to suffer ten 
casualties before it stops fighting! 
However, if the mission calls for you to 
get somewhere on tne table then the 
Devastators' heavy weapons are 
useless whereas a tank's aren't. It's all 
down to making sure that you have the 
correct unit for the job that needs doing. 

Tactical finesse aside, there is 
something pleasing about fielding tanks. 
Always remember that, despite the 
occasional sneering look, it's perfectly 
OK to make engine noises as you move 
tnem and slowly rotating the turret to 
point at your target can be quite 
cathartic. If you find yourself doing 
either, don't be ashamed, it just means 
that you are a bit of a Ireadhead, and 
fortunately that's still legal! 
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The Warhammer 40,000 Overliend and 
his downtrodden minions have recently 

been conducting dark and dangerous 
research concerning the nature of 

Daemons! Our crack team 
of White Dwarl 

Commandos has 
managed to sneak 

into Games 
Development and 
convince them to 
release this most 

blasphemous of 
texts. 

BY ANDY CHAMBERS, PETE HAINES & ANDY HOARE 

Greeti ngs citizens and welcome to another Cha pter Approved. This month we 
have a special preview of the rules fo r Daemons from the forthcoming Codex 
Chaos Space Marines, and also the Tau Vehicle Design Ru les. 

. WARHAMMER 40,000 DAEMON RULES PREVIEW 

The End Times are nigh and as a 
foretaste of the horror to come, 

Pete Haines and Andy Hoare present 
the revised rutes for Daemons in 
Warhammer 40,000, as they will 
appear in the fo rthcoming Codex 
Chaos Space Marines. 

Some minor changes have been 
made to make the rules usable with 
the current Codex, but don't worry 
too much, these rules w ill only 
become official with the release of the 

Codex proper. The idea is Just to give 
a few clues as to which way the 
Winds of Chaos will blow. 

THE NATURE OF DAEMONS 
Daemons are not true flesh and blood; 
they are formed trom the substance of 
Chaos itself. Whilst this grants them 
considerable power, it also means that 
they struggle to maintain their presence 
in the real universe. They need to be 
summoned from the Warp in order to 
lake part in battles and. unless they are 

conjured onto a world where there is an 
adequate degree of belief in Ihe Chaos 
gods, their physical forms will eventually 
become unstable and will discorporate, 
returning the Daemon to the Warp. 

CHAOS ICONS 
Chaos Space Marines march to battle 
under the Icons of their Gods. 
Summoned Daemons may only break 
into the real universe in proximity to a 
unit carrying an Icon. Any unit including 
a model that bears a Mark of Chaos 

Matt Hutson's Word Bearers summon Khornate Daemons to assaull Tom Hibberd's Crimson Fists. 
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may have a basic Icon at no additional 
points cost. Any l ord's retinue or unit of 
Veterans or Terminators can select a 
special Icon from the Armory list at the 
points cost indicated. 

Any Chaos Space Marine model in the 
unit may carry its Icon, which should be 
shown on the model. If not carried by 
the unit Champion, treat unit Icon 
bearers as heavy weapon troopers for 
casualty removal purposes. 

DAEMON SUMMONING 
Apart from Daemon Princes, Possessed 
Chaos Space Marines and Nurglings, all 
Daemons must be summoned onto the 
battlefield. The Daemon units will slart in 
reserve irrespective of whether Ihe 
Reserves special rule is used In the 
mission being played. 

Starting with the second game turn roll a 
06 for each Daemonic unit at the start of 
Ihe Chaos turn. If you roll equal 10 or 
greater than Ihe number shown the unit 
becomes available. 

Turn 2 3 4+ 

06 4+ 3+ 2+ 

When a Daemon unit becomes 
available, place the large Ordnance 
blast marker in contact with a model 
carrying a Chaos Icon. Roll the Scaller 
dice; do not move the template if a 'HIT' 

is rolled, otherwise move it 206" in Ihe 
direction of the arrow. The Daemons are 
Ihen deployed on the area covered by 
the marker. Daemons will only manifest 
next to an Icon of Chaos Undivided or 
an Icon belonging to a squad containing 
a model with Ihe same Mark as the 
Daemons themselves. Thus a unit of 
Bloodletters of Khorne could only appear 
next to an Icon-bearing unit wilh a model 
bearing the Mark of Chaos Undivided or 
the Mark of Khorne. Once Ihey have 
arrived, the Daemons can move and 
assault as normal. When placing 
Daemons on the Ordnance template, 
models which cannol be placed on the 
table or more than 1" from an enemy 
model are destroyed . 

DAEMON IC INSTABIUlY 
Daemons are summoned from the Warp 
and in extremis will return there. In any 
circumstance where a Daemon unit (not 
including Greater Daemons, Daemon 
Princes or Possessed Chaos Marines) 
should take a Morale check they instead 
take an Inslability test. This is performed 
exactly like a Morale check, however, if 
it is fai led the Daemons do not flee but 
instead suffer one wound (with no 
saving throw possible) for each point 
they failed the Instability test by. For 
example, a unit of Plaguebearers (ld 8) 

loses a round of close combat and is 
outnumbered (-1 ld modifier). They roll 
a 9 and take two wounds. 

GREATER DAEMONS AN D POSSESSION 
An alternative means of entering the real 
universe requires that the Daemon takes 
possession of a living body. 

The preparation required 10 summon a 
Greater Daemon is considerable, so if it 
is to be effective the ritual must be 
performed before battle. A single 
Aspiring Champion model in the army 
will be acting as the vessel for the 
Daemon (known as the Daemonvessel 
or sometimes Daemonhost). The exact 
model should be noted down before the 
game - there is no requirement to 
identify it to your opponent. A Greater 
Daemon may only possess a model 
bearing the Mark of Chaos Undivided or 
the Mark of its own patron god. A 
Bloodthirster could only possess a 
model with the Mark of Chaos Undivided 
or the Mark 01 Khorne. for example. 

Until the Daemon manifests, the host will 
fight with the Strength characteristic of 
the Greater Daemon itself (note that 
whatever wargear the model may have. 
its effective Strength can never go 
above 10). 

At the start of each turn after the first 
thai the Daemon'S Host is on the 
battlefield. the owning player chooses 
either to resist the possession or invite 
it. Roll a 06; il the choice was to resist 
then the Daemon only takes possession 
of the vessel on a roll of 6. If the choice 
was to invite possession then Ihe 
Daemon possesses the vessel on a roll 
of 4 or more. When this occurs replace 
the vessel model with the Greater 
Daemon model. If possession occurs 
while the vessel is inside a transport 
vehicle or bunker it is assumed the host 
staggers out screaming before the 
nightmarish transformation occurs. The 
Aspiring Champion it has replaced is 
treated as a casually. 

If Ihe enemy kills the host before 
possession occurs. the Daemon will 
automatically take possession of the 
vessel's body al the end of Ihe player 
turn in which its host is killed. Place Ihe 
Daemon model on the position occupied 
by Ihe lale vessel, in contact with the 
same enemy models (if any). 

The possessed flesh of a dead Chaos 
Space Marine will not sustain a Greater 
Daemon forever, so at the end of each 
Chaos turn that the Greater Daemon 
has started on Ihe battlefield after 
possessing a dead host, roll a special 
Instability test for the Daemon using 3D6 
added together. If the sum of Ihe three 
dice is greater than Ihe Daemon's 
unmodified leadership it suffers the 
difference in wounds with no save 
possible. A Daemon that is lost this way 
is considered to be dead for victory 
point purposes. 
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DAEMONIC ABILITIES 
Oaemonic Aura: The model has a 5+ 
Invulnerable saving throw, which it may 
use when its armor save is disregarded. 

Daemonic Fire: The model may project 
powerful warp flame from its hands, 
eyes or mouth. The attack is used in the 
Shooting phase instead of firing a 
weapon . using the following profile: 

Range 12" Sir 4 AP 6 Assault 2 

Daemonic Flight: The model is able to 
fly on mighty daemonic wings. It moves 
as if it has a Jump Pack (see main 
rule book, page 92). 

The model does not have to fly and may 
always choose to move as infantry in 
any Movement or Assault phase. 
Because of the bulk of its wings a model 
with daemonic flight may not be 
transported aboard a vehicle. 

Daemonic Talons: The model has 
unnaturally sharp lalons and horns. It 
may use no other weapons but will 
always count as having an additional 
close combat weapon. Any rolls to hit of 
6 will inflict an automatic wound with no 
armor save possible. 

If a creature with Daemonic Talons rolls 
a 6 for its Armor Penetration dice roll 
against a vehicle, it roBs another 06 and 
adds the result to the total Armor 
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Penetration score. 

Daem on Venom: The model has been 
gifted with a mutation that makes its 
attacks venomous. The model may have 
no other weapons but counts as having 
a pair of close combat weapons 
representing raking claws and fangs. 
When rolling to wound, the model will 
never require more than 4+ irrespective 
of relative Strength and Toughness. 

Daemonic Visage : The model is 
terrifying 10 look upon and fills his 
enemies with preternatural dread. If a 
unit has 10 take a Morale check after 
losing a close combal and the enemy 
includes models with Daemonic Visage 
the morale test is at·1 Leadership. If all 
of a unit's opponenls have the ability, or 
one of them is a Greater Daemon then 
the test is al -2 Leadership instead. 

VETERAN SKI LLS 
Furious Charge: During an Assault 
phase in which the unit charges, all 
models will be at +1 Initiative and 
+1 Strength. 

CHAOS GIfTS 
Nurgling Infestation : Champions of 
Nurgle are frequently accompanied by 
swarms of Nurglings eager 10 feed off 
the flakes of dead and diseased flesh 
they trai! behind them. If their host is in 
close combat, the Nurglings will attack 

fiercely providing their host with an extra 
06 Strength 3 attacks at Iniliative 3 
against enemies in base contact. The 
Nurglings should be modeled on the 
host's base and person. 

Nu rgle's Rot: At the end of the Chaos 
Shooling phase, any modellhal is within 
6" of at least one model with Nurgle's 
Rot may be affected by the miasma of 
disease and pestilence exuding from 
them. Roll a 06 for each affected model, 
and on a roll of a 6 it takes a wound. 
Armor and Invulnerable saves may be 
taken, but not cover saves. Models with 
the Mark of Nurgle and all Daemons of 
Nurgle are immune. 

Warp Scream: Peculiar to the followers 
of Slaanesh , they can emit a piercing 
scream which blurs the barriers between 
real space and the warp. This has a 
disorientating effect on their enemies 
whose Initialive is reduced by 1 (10 a 
minimum of 1) in any turn in which they 
are attempting to attack a model with 
Ihis ability in close combat. 

Khornate Daem on: Khornate Daemons 
live for combat and must spill blood at 
every opportunity - Khorne Daemons 
must charge if there is a targel within 
reach and must Sweeping Advance if 
they have the option. 



PtsIModel WS BS S T W A Ld S, 
Bloodthlrster 205 9 0 B 6 4 4 5 10 3+14+ 
Great Unclean One 150 5 3 7 6 6 2 3 10 -/4+ 

Lord of Change 160 B 4 6 6 4 6 3 10 -/4+ 
Keeper of Secrets 160 7 3 7 6 4 4 5 10 -/4+ 

Number/squad: 1 

Weapons: Although they may carry weapons, the effectiveness of Greater Daemons is 
exactly as shown on the profile above. 

Options : Greater Daemons may not select from the Chaos Armory. 

Character: Each Greater Daemon is an jndependent character and follows all the 
Independent Character special rules as given in the Warhammer 40,000 rulebook 
except those relating to being shot at. Because of their sheer size it is always possible 
to fire at a Greater Daemon even if it has joined a unit or is within 6" of another 
viable target. 

Transport: A Greater Daemon may not ride in a transport vehicle. 

SPECIAL RULES 
Possession : A Greater Daemon must possess another model to enter the battlefield. 
See the Oaemon special rules for more details. 

Fearsome: Greater Daemons have the Daemonic Visage Daemonic ability. 

Fearless: Greater Daemons never lake Morale checks, never fan back and cannot 
be pinned. 

Khornate Daemon : A Bloodlhirster is a Khomate Daemon and subject to the Khornate 
Daemon chaos git!. 

Monstrous Creature: Greater Daemons are huge and powerful opponents. They roll 
2D6 for Armor Penetration and ignore their opponent's armor saves in close combat. 

Invulnerable: Greater Daemons are unnatural creatures, made from the very sluff of 
Chaos itself and are therefore very difficult to destroy. They may therefore make a 
4+ Invulnerable save against all wounds they take, even those that would normally 
permit no save. 

Bloodthirsters are martial daemons clad in the brass armor of Khorne. They, of aU the 
Greater Daemons, receive a 3+ armor save as well as a 4+ Invulnerable save and may 
choose which to use against any attack. 

Daemonic Gifts: A Keeper of Secrets has the Warp Scream ability. A Great Unclean 
One has the Nurgling Infestation and Nurgle's Rot abilities. The Bloodthirster and the 
Lord of Change have wings. This allows them to move as jf they had the Daemonic 
Flight ability. Because of their strength and power, a winged Greater Daemon does not 
have to take Difficult Terrain tests if it lands in difficult terrain. 

Sorcerers: All Greater Daemons, except the Bloodthirster, have psychic powers. Each 
may select anyone psychic power at no cost. They may have additional Minor Psychic 
Abilities at the normal points cost. 

• A Lord of Change may select a power available to sorcerers with the Mark of Tzeentch 

• A Great Unclean One may select a power available to sorcerers with the Marl< of Nurgle 

• A Keeper of Secrets may select a power available to sorcerers with Ihe Mark of Slaanesh 

A Lord of Change does not have to pass a Leadership test to use a psychic power. 

liv ing Icons: Greater Daemons are all aligned to one of Ihe Chaos Gods; 
Bloodthirsters serve Khorne. Great Unclean Ones serve Nurgle, Keepers of Secrets 
serve Slaanesh and Lords of Change serve Tzeentch. Such is the power of Greater 
Daemons that each counts as an Icon of the deity they serve so lesser Daemons can 
be summoned adjacent to them. 

0-1 GREATER DAEMON 

LORD OF CHANGE 
To face a Lord of Change in battle is to 
stand against a master of fate itself. It 
unravels and deciphers what will come 
to pass and uses the knowledge to 
confound its enemy's plans. The 
ultimate master of the medium of the 
Warp, the Lord of Change is second 
only to Tzeentch itself in mystic power. 
Its appearance reflects its capricious 
nature; the Lord of Change is a bizarre 
creature of multihued skin, massive 
feathered pinions and a bird-like face 
with eyes that shine with the ruinous 
light of the vel}' depths of the Warp. 

KEEPER OF SECRETS 
To look upon a Keeper of Secrets Is to 
surrender evel}' last shred of self-will. /I 
knows the most secret desires of evel}' 
mortal being and will use this horrific 
knowledge to gain power over its foes, 
seducing them with promises none can 
resist. But the Keeper of Secrets is not 
just a master of the psyche; on the field 
of battle it is a lithe and dextrous killer, 
gifting al/ with the most delicate of 
killing strokes and the most deadly 
of caresses. 

BLOODTHIRSTER 
Of aI/those who shed blood in the name 
of Khome, rhe Bloodthirster is the most 
terrifying, the most proficient and the 
most utterly savage. Wearing archaic 
armor forged at the base of the Blood 
God's throne and bearing a whip of hel/­
fire and an axe larger than a man, the 
Blood/hirster throws itself into battle 
upon wings that block out the light of the 
sun. None, save the Pn·marchs of old, 
were truly its equal in power. 

GREAT UNCLEAN ONE 
Wreathed in swarms of giggling 
Nurglings, the Greal Unclean One 
shambles across the battlefield 
spreading disease and pestilence 
wherever it passes. To the mortal eye it 
is the foulest servant of the Ruinous 
Powers, appearing as a malformed 
being of weeping pustules and exposed, 
diseased organs; few men have the 
stomach. lei alone the ability, to oppose 
such a being. 
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DAEMON PACKS 
There is no limit to the number of 
rapacious warp entities eager to feast on 
the flesh and souls of the living. They 
have infinite different forms and equally 
infinite malice. Each of the Chaos Gods 
has their own favorite servants, 
however, and it is these who fill the 
ranks of their Daemon armies, waging 
eternal war for the glory of the infernal 
masters and their own 
vindictive satisfaction. 

NURGLINGS 
Nurglings afe the creations of the Chaos 
God Nurgle. They caper across the 
battlefield in a putrescent tide, 
highlighted by a babbling cacophony of 
shrieks, seeking to drag larger 
opponents down with their infection· 
riddled claws and venomous bites. 
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Pts/Model ws BS S T W A Ld S, 
BloodleHer 26 4 0 5 4 4 2 10 3/5+ 
Plague bearer 16 4 0 4 4(5) 4 2 B ·/5+ 
Horror 17 2 3 4 3 2 2 1 8 -/5+ 
DaemoneHe 15 4 0 4 3 4 2 8 -/5+ 

Number/squad: Daemon Packs consist of five to fifteen Daemons of the same type. 

Weapons: Each type of Daemon has a range of daemonic abilities. Some of these 
are innate; others are conferred by the weapons they carry. 

Options: nla 

Character: nla 

Transport: nla 

SPECIAL RULES 
Bloodletters of Khorne fight with great warp-forged Hellblades, which function as 
power weapons. They are clad in the Brass Armor of Khorne and receive a 3+ armor 
save. They are Khornate Daemons and subject to the Khomale Daemon chaos gift. 

Horrors of Tzeentch use the Daemonic Fire ability to hurl sorcerous flames at their 
enemies. Any number of Horrors may be upgraded to Flamers of Tzeentch at +6 
points per model. Flamers have the same profile but additionally have the ability to 
use Doombolt with no Psychic test required. 

Daemonettes of Slaanesh can use the Warp Scream chaos gift and have Daemonic 
Talons (nole thai the extra attack is already included In their profile above). 

Plaguebearers of Nurgle have the Nurgle's Rot chaos gift and have the Daemonic 
Venom ability representing the virulent slime that seeps from their knives and tatons 
(note that the extra attack is already included in their profile above). 

Summoned: Daemon packs are always summoned to the battlefield. See the 
Summoning special rule for more details. 

Invulnerable: Daemons are unnatural creatures, made from the very stuff 01 Chaos 
itself and are therefore very difficult to destroy. They all have the Daemonic Aura 
ability and have a 5+ Invulnerable save in addition 10 any normal armor save shown 
on their profile. 

Instability: Daemon packs are subject to Daemonic Instability. 

Pts/Model WS BS STW A 

Nurglings 10 3033333 

Number/squad: Between three 10 ten Nurgling bases makes up a swarm. 

Weapons: Claws and teeth 

Options: nla 

Character: nla 

Transport: nla 

SPECIAL RULES 

Ld Sv 

7 5+ 

Invulnerable: Nurglings are unnatural creatures, made from the very stuff of Chaos 
itself and are therefore very difficult to destroy. The saving throw on their profile is 
therefore Invulnerable. 

Vulnerable to blasts: Template, Ordnance and Biasi marker weapons inflict two 
wounds instead of one on Nurglings. A weapon of Strength 6 or higher will, of course, 
kill a Nurgling base outright, assuming tl1ey fail their Invulnerable save, in accordance 
with the Instant Death rule. 

Small Target: Being extremely hard to hit in cover, Nurglings' cover save is at +1. 
Note this doesn't give them a cover save if they wouldn't normally get one. Because 
of their diminutive size they do not block line of sight to anything behind or with them 
other than more Nurglings. 

Children of Father Nurgle: Nurglings tend to follow in the shadow of the Champions 
of Nurgle and consequently an army may only include one unit of Nurglings for each 
Independent Character or Unit with the Mark of Nurgle. 

MischIevous: A unit of Nurglings cannot be trusted to hold an objective as they will 
inevitably wander off or try to damage it. Consequently they may never hold table 
quarters or objectives. 

Instablllty: Daemon packs are subject to Daemonic Instability. 



A Storm Trooper patrol meets with some pestilent opposition. 

, 

Flesh Hound 
Screamers 
Furies 

PIS/Model 

21 

15 
15 

FAST AnA(K 

WSBSS T W 

4 0 5 4 5 
4 0 4 4 5 
4 0 5 4 5 

A Ld Sv 

2 8 -/5+ 
1 8 ·/5+ 
2 7 -/5+ 

Pack: Daemon Beast packs consist of between five and ten Beasts of the same type. 

Weapons: Claws and Fangs. 

Options: nla 

Character: nla 

Transport: nla 

SPECIAL RULES 
Flesh Hounds of Khorne: Flesh Hounds wear Collars of Khorne (see Book of 
Khorne), move as Cavalry and are subject to the Khomate Daemon chaos gift. 

Screamers of Tzeentch : Because they rely on a single swift pass to claim their prey 
they have the Furious Charge Veleran skill. Additionally, they have the Daemonic 
Flight ability. 

At the end of a round of close combat a unit of Screamers must break off if it, and at 
least some of its close combat opponents do not have to fall back. The unit falls back 
3D6" in any direction and automatically regroups at the end of the move (regardless 
of enemy within 6" or being below half strength). Enemy models that were in close 
combat with them before the break-off may only consolidate. 

Furies: Alone among the commoner varieties of Daemonkind, Furies are aligned to 
Chaos Undivided. They have the Daemonic Flight ability. 

Summoned: Daemonic Beasts are summoned onto the battlefield. See the 
Summoning special rule for more details. 

Invulnerable: Daemons are unnatural creatures formed from the very stuff of Chaos 
itself and are very difficult to destroy. They all have the Daemonic Aura ability and 
have a 5+ Invulnerable save. 

Instability: Daemon packs are subject to Daemonic Instability. 

DAEMONIC BEASTS 
Many of the more primal Daemonic 
entities are used as hunting beasts by 
the Traitor Legions. Whilst they lack the 
calculating evil of their anthropomorphic 
kin they combine feral cunning and 
bestial power in the most terrifying way. 
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As we have covered everything 
from the unstable creations of 

Ork Mekboyz to the bia-Titans of the 
Tyranids In the Chapter Approved 
Compilation, we thought we'd better 
give the Tau the S8me treatment. 
Messrs Haines and Kelly put their 
heads together, tweaked a few of the 
existing vehicle design rules, and 
voila, Tau commanders have the 
opportunity to build their own bizarre 
and inspired vehicles to support theIr 
hunter cadres. 

The Tau Vehicle Design Rules follow the 
existing Vehicle Design Rules with the 
following exceptions: 

• Only Small Tau vehicles may be Fast. 

• Vehicles with a Transport capacity may 
only carry Drones (of all types) , Fire 
Warriors or Pathfinders. 

• All Tau vehicles are BS 3 (before 
upgrades). II the Targeting Array 
upgrade is taken , adjust the cost as 
shown on the table opposite. 

o All Tau vehicles may take any Vehicle 
Upgrade from Codex Tau. 

o Tau vehicles may only take the Orbital 
Lander, Skimmer, Transport and Tau 
Fields (as Imperial Fields) Special 
Options, and may take any of the 
Special Options listed below. 

o Tau vehicles may never take a close 
combat option and cannot fight in close 
combat under any circumstances; even 
Tau walkers are treated as normal 
vehicles in close combat and 
therefore do not have Weapon Skill, 
Strength etc. 

NEW VEHICU SPECIAL OPTIONS 

Landing Gear· 
(Skimmers only) 5 pts 
Many alien skimmers have 
retractable landing gear that 
can swing down from the hull 
of the vehicle, enabling them to set 
down upon a level surface, either to 
disembark their passengers or to 
maximize the use of cover. 

Vehicles with Landing Gear may opt to 
set down at the beginning of their 
Movement phase , although they must 
remain stationary that tum. They no 
longer count as Skimmers and therefore 
ignore all the Skimmer special rules 
(they are no longer destroyed on an 
immobilized damage resull , they can be 
hit as a normal vehicle in close combat, 
etc.) until the beginning of their next 
Movement phase. Vehicles with Landing 
Gear may not land in difficult or 
impassable terrain. 
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• NOTE: The Hammerhead and Devilfish 
both have this upgrade for free, This is 
an amendment to the existing rules 
published in Codex Tau. 

Escape Pods (Tau Flyers only) 20 pts 
The Air caste are so valuable to the Tau 
race that almost al/ of their airborne 
vehicles have a self·contained cockpit 
that can be ejected intact when the 
machine suffers irreparable damage. 
The pilots fly down to earth under the 
pod's own gravitic mObility. 

If the Tau Flyer is destroyed, nominate a 
pOint on the table and scatter the pod 
206" as with the rules for Deep Strike. If 
the pod scatters so that is off-table it is 
counted as being destroyed. If not, place 
2 Tau models within 2" of it (count as 
Fire Warriors with no weapons). The 
crew are counted as being below half 
strength and are worth zero Victory 
Points on their own, but their vehicle 
counts only as being damaged for 
Victory Points purposes whilst either of 
the crew is still alive or if they reach the 
table edge for any reason . 

Drone Rack (Tau Flyers only) 
10 piS + 12 per Gun Drone 
Many Tau flyers are fitted with 
specialized Drone Racks, to deploy a 
cloud of artificially intelligent Gun Drones 
whilst still in flight. The Drones then drift 
down into the enemy lines, sowing 
mayhem with their pulse carbines. 

TAU WEAPON COSTS 

WEAPONS B54 BS' 

Flamer . '0 .10 

Burst Cannon .'0 .5 

Missile Pod .35 . 30 

Plasma Aifle .20 .'5 

Fusion Blaster .15 .10 

Railgun (witl1 5ubmunilioos) .55 +45 

Railgun (WlII>ooI Submun~""a) +45 .35 

Smart Missiles .25 .20 

Pulse Rifle .7 .7 

Pulse Carbine .7 .7 

Ion Cannon .40 .35 

A Tau flyer can carry one squadron of 
Gun Drones in its Drone Aack. For each 
structure point the flyer has, it may carry 
an additional drone rack. This is in 
addition to any transport capacity 
purchased. The Drones may be 
deployed on any attack run without the 
flyer having to land. The drones deploy 
by the normal rules for Deep Strike, but 
as they Dep!oy during the attack run in 
the opponent's tum, they may move, 
shoot and assault normally in the Tau 
player's subsequent turn. 



A Tau Swordfish makes an attack run on a Space Wolves Leman Russ. 

TAU SWORDFISH 
Stephane Langlois is the creator of 
the Swordfish. He liked the high-tech 
look of the Tau and so decided to 
convert a new h~avier type of Tau 
tank. The idea was to have a vehicle 
thai could mOunt two big guns, 
making illook more dangerous and 
menacing on the battlefield. 

Stephane sawed off the front :zings to 
give it a more slender shape. He then 
used green stuff to fill the resulting 
gap. This was the trickiest part of the­
conversion. The frame for the turret 
was constructed using plastlcard and 
then it was covered in sculpted green 
stuff to give a more suitable Tau ~ 
The wings between the hull and .J.he 
engines were two rocket launchers 
from an old kit, which represent_the 
missile pods. Stephane then used 
plastiC tubing to link the boosters to 
the hull. Green sluff was again used 
10 cover IlieCha nge-s. 

t-
= 
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This month's baffle report has us 
returning to the planet of 
Armageddon. A new threat to the 
Imperial forces has been deteded, 
and a Dark Angels strike force has 
been sent to investigate. 

There are times-when everything comes 
together. Happily, this Warhammer 

40,000 battle report is one of them. Pining 
the stoic Daf1l. Angels Space Marinas 
againsllhe emotionless Necrons in a 
Cleanse mission is always going to be a 
winner. but a few elements to this 
particular battle report make II even more 
pleasing than usual.. 

• RemarXably this is the first battle report 
to feature the Dark Angels in this edition 
of Wamammer 40,000 (the closest thing 
was the bailie report in WD233 where 
the Aavenwing took to the battlefield). 
When we were deciding w;,o io pit 
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against the Necrons we came across 
this astounding lact and decided, given 
that the Dark Angels have recently had a 
substantial upgrade 10 their army list, it 
couldn't be anyone else. 

• We also have a very capable Dark 
Angels player in our web team. Having 
played the army for many years, Owen 
Aees has a great looking army, and so 
we needed to look no lunher than our 
northern Inend ... 

• This may not be the Inaugural Necron 
battle report, but It is certainly the first to 
feature the massive new Monolith. This 
thing 

battlefield, but it is also very capable of 
dishing out a lot of damage to the 
opposition, Games Development new 
boy Andy Hoare will be commanding the 
Necrons, an army he's had plenty 01 
pradice with recently. 

• The batlle would take place in that old 
favorite stomping ground, Armageddon. 
We have a tew plans tor this stricken 
planet in the tulure, so watch this space ... 

All in ali this game is shaping up to be a 
belter. Will the Dark Angels repulse the 
rnetalMc monstrosities? Will the Necrons 

01 the Imperium~ 



Subj«r: Xuo Ana"l XE3-36 
AUlhor: I D~uisilOI LichlcnsldD 

Low;"D' A,au8'ddon, E~u'lo,ial JUDgk 
E~pIoUlo, Camp XE3-36 

Thought 10, lb. D.y: Purs. Ih. uiDI .. hero ... , 
;1 is 10 be (ouDd 

872.998.M~1 I h.m b.eR monilOling Ihis 
'Dom~ly lor SOme lime .od ... erc il nOI for the 
pOlenli.1 sigDificallCc of 5\leh ~n .,Iibel. J 
doubt Ih.1 I would cv.n dignify Ihis "U- IO'D 
hellhole .. itb my P'C$(IKC. Bul il is plliDly of 
Ncc.onlyr origiD .• Dd Mlp Dmitri hi. 
informed mc tlul ;1 hu bccn emb.dd.d in th. 
, urf.c. of ..... tlUg.ddon 10. o, .. r .i", hundr.d 
milJ'D/lu. His cODJistenlly thorough 
iovaliS.lioDS hit. be.n .tymi.d by Ihe D.'ure 
of tbe II,i£au. Neilher Dmitri Dor ,be Imperial 
bploralo, t<.m. , ble to sn",h periods of 
raclfeh h.re h~ve ben .ble 10 "Ito: ... mpk 
of the pyramid's conSI;lueDls.. It is imp.rviou. 
even 10 Dmitri's impblll brtKh ... Mosl 
dcfinitcly of Neeroll construction. 

S7J.998.M~I Th. fml Ork •• hun Ihis pl..:e. 
.ad il i. usy la $(' .. hy. Evcn the ""l iVe 
faun. gi""l; it , .. ide berth. Although I d.plore 
suth S(alimeDI5 •• finding russuflac. from Ihe 
p.osu« of mere Cleoture •. this io II$(If leUs us 
somethiDg .boUI lhe nUUI< of the .i,e. I 
b.H.ve SOme .Iien e~uiVl!'DI of hyp .. sonie 
souod i. "",;lIed from lhe mighly pyflmid's 
trest. iDduti/lg l.diDg' of upe'$( ;n IhoS( 
"ouod il. It puules me still Ih.t • "o.ld such 
IS Arm.geddoo. l"uDd .Dd populous eVeD iD 
ils ".r- tom st.'e, should h .. bor • Ne"oD 
Irtifou. I was topvioc.d Ih •• poor of Ih. 
NccroRlyr .. os o/l.ly 10 be fouDd OD .. ollds 
bereft of all life. Wich lu~k Ihis py"mid holds 
,hc .ns .. ns 10 Ihis DC" eDigm •. 

SH998.M41 I .m begi~ning 10 .hhOf this 
d.mn x.nOll 5IIu<:turc. It givcs IlOIlot 01 ils 
SCtrelS .w.y. T .. osl.,;on "OIk on Ih~ ruDit 
iDSCfiplioD is iftfurioliogly slow; eveD Dmitri'. 
hypetcogil.to. is i.c.af>'bl~ of unravelin8 IIIe 
hieloglyphics, Ghau!>lOll AW (il 10 ipfo,m me 
thol Ihe lI1ibcl Ius no psychic sig'I"~re. I( 

,nything it hu the opposite. I tOD(CS!l my O .. D 
psychic .bilil;C$ secrn 10 Uo .. fn less re.dily 
in ils pre$(nte. This m.y upbio lhe , ... >Iure of 
rho detc".nt .flcclcd by th •• IIi!." .• Rd Ih. 
supersti lious .void.ote whith Ih. Orks P"CI;~e. 
I .m 1101 • p.,i.PI m.n. oud .. i,h w:h day I 
eommil 10 Ihis myste,y Ih. lilto:lihood 01 my 
disco ... ry iDCIU,.,. If nOI for Ihe Orkoid 
;uvWon here J led my studi .... ould h.ve 
• lltldy mct • prcrnilur •• Dd uns.\vory .od 
Ty'us c.anoOI bc Ia. behind. H.Sle is of Ihe 
csseoCe. 

875.998.M~1 Slill 00 notiu:.blc pros"ss. I .m 
.... Ito:ncd due 10 Ihose: hd!sp''''D.d dosle.thts 
Ih.1 f~lSled upon me du.ing my r.st peliod. I 
g'o ... ick 01 Ih;s unholy plau: amd .m 
prepo,iog 10 I •• oe. It is bintl n.ws iDdeed Ih.t 
my opce ipfallible ~DtuilioD h", prov.n falst.. 

876.998.M~1 I wilDtsSCd ID exhibitiou of po ... er 
loday Ihe [ilto: of whith I hIVe Dol SCCD siou: 
Klli. Ceph.loD. Petuliuly. Ih. Neeroblyr 
pyramid m.y luvc proven to be my rcpriev<. 
,ud it Ius yidd.d iT! .. t,." " lUI .• !though 
II g,ul cost. A plalooo of Armlg.ddoD O,k 

HUMUS h.d encirded ,he ciminI! iD .. hieb Ih. 
py"mid stood, no doubl iDleDI on invcslig";Dg 
bOlh me .Dd my upcditio ... It i •• Icst.nl<ol 
Co Ihd, "uhh in Ihis .ile. denscly poclto:d 
lUDgi. ,ho, Done of my senllies detttled Ih.ir 
ple •• ",'e •• !though io relrOSpett thcit smcll 
,lODe should b.v •• lcII.d me. 

It m.y luve bccn I rouli/lC P'"ol. bUI ftlnkly 
J doubl it. It is far more Iilto:ly ,hOI OPe of 
Ihe Explornon hId m'D.ged 10 pcpel"'c ch. 
ml!l~u ... de I b,d .doptcd s;pe. my ",i •• 1 hete 
.pd rcpomd hi. suspkioDS '0 Cerbera boS(. 

The lillll Dotion I b.d of the pl .... nee of Ihe 
....'m.gcddQfl Ork Hunte .. "'u .. hen thoir 
!uder J»dded lo .... d, me Ihrough lhe thkk 
m,," .nd undergrowth, issuiDg • th.ll.og. wilh 
his !osguo poiotcd .Iraigbt " my bock. H. 
u",d Ih. bore minimum 01 speech. if his 
gruuling. lIIOIIOSyll.bie dialect Un be dtStribed 
IS suth. J lurD.d slo .. ly 10 fau: him U his 
phlooP .m .. gcd f'om Ihe covcr of the fuDgle. 
buc hc "IS 110 10nSer looking .t mt. 

LiDCS of .. d IiShl .. ct ... 11.clcd in Ihe brule'. 
mirrored gossles. Illd his uDshlven j.w 1.11 
slatk IS he s",.d up at Ihe py"mid. I felt 
... IImth On Ihe bock of my n«k .ad IUlo.d 
510 .. ly \0 see Ibe pyllwid's imp~n~r,bk [Iud, 
spl;IIiog 'put, loog crICks in il • • u,fau 
spe .. ing • violeDI red lighl io'o lhe l .. iJiShl. 
As I ... ,tdl<d. shoets 01 met.r-Ihick mml 
IiCCmcd 10 mell .nd dough of(. exposing. 
scgmenled Ifthit.tlure of glowlDl! grccp I;~cs 
benealh Ih. le"urekss . urf"e. WilhiD ..... 
..... m .. hine of unim.gi ... blc po ..... , 

J retovered from my shock I .. ~uiekcr th.n 
my h.Jf-""IIed 'O'Ould-be Uplon .• nd il .. u 
Ihis Ib'l .. u my »1v.c;oJl. I sprinled for lhe 
",clio., my comp.nious .Dd I bo,dy m.king it 
10 Ihe .helter of • f,lIen ;roowood trunk 
before lho effigy tonl.ined wilhin Ihe pyraRlid 
IOSC from rbe m.hiog W1cckase of its I<OD5-
old shell. Flom my v.nu8' poinl. I "",hed 
lho vUI monolilh climb into the IiI. IICS 01 
eleCtricity playiDg OCr,," i," "gmeDI.d surf.ces.. 
Th. Oi-k HUnlers .... re openlos fire upon Ih. 
,n(ete..! m..:hine. bUI ,hoir STubborn relu .. ! 10 
f.JI bock ..... s their downfall. T .. o of Ihe bi.um 
.... poD-p.otru.iollS .do.D'DS Ihe .pites of Ihe 
x~1I05 monolilh pivoled lo.-ud. Ihcm. 
disciutSioS bolts 01 violcol Ule'gy iOlo Ihe 
corso of clth of the GUlfdsmeD. The bolt. 
scemed to S(.k Ih.rn out .... ek!;ng into the 
JUDgle. .. "hiog On 1.,8''' hidden .monS" thc 
tre.s.. Tb. hideou, effee" of Ihe .lien ,.. .. pon')' 
.. ill my .. ith me 10 my g"." E"h of lhe 
mODoli,h', vic tims "cl. H(ud off their fccl U 
Ih.ir bodies "Wele stripp.d 'plft, luogs.. vei ... 
.od iOlCslipes luplulias IS Ihey w,ithed .Dd f.1I 
.port. Eilhor my f.ith or my lack of ploximity 
10 its "'oso •• s.\ved me from. ,imil .. file. I 
kno .. 001 whith. 

Wi lhoul .. "ning. • bum of sclling .. hile light 
lipped through the for .. t. ,muh;og iOlo Ihe 
mODOlilh. AD O.k HUDt.n SeDlioci st.lked 
Ihrough Ihe unde,growth. ilS distipct; ... outline 
compl,'ely camoulhged by loli.ge. h. 1 .. c.aODOD 
Spol 'DOther bliodiog be.m 01 en"sy " Ihe 
xeoos behemoth. I "10' Ihe .Ii.n me,,1 buckle 
.Dd mell for. "tODd belOle Slo .. ing .. hole 
ooet more. its mel.Uic ,heen nol .V.D scOl<hcd. 

I .. 15 001 n.p,i .. d in Ihe I .. " , The h~ir on 
Ih~ botk of my arms stood up II Ih. 
clj'lll.lIioe .'IUClu,e atop Ibe monolilh beg.n 10 
puis.:. Ihe .ir thusing with st.tie. AD .. r­
.plitting tuck echod "ouod Ihe tiCllipg IS 
Ih. mOllOlilh disdu.'l!"d the immenS( .ncrsi .. 
iD il' cry5ll1 hem, ... hip- like cord 01 .o .. gy 
. re;08 through Ihe .i, .nd deton.,ing UpOD Ih~ 

Senl;nel with such force th,' il .. os .DDihilu.d 
tompletdy. The steDch of Olon. '00 burniog 
oegell1io/l. filled Ihe humid .ir. 

Wh.p I looked bock .1 the mOJK>lilh. lhe 
.. yst.1 was "ill puls;pg. bUI nO'O' the .. II 
m1thioe hid SCI do .. o UpoD Ibe .mh •• poml 
optniog in tho f.ce tIC"esl my hid inS p!"e. 
from ,..ithio Ihis glo ... iog S.t.w.y emcrged I 
NttrOll. ;1. hunched ud m.Jevoleot 'pp""Dce 
tonfirming my "0,", f .. rs.. Mort follo .. ed SUil, 
Ihe hslile of Ihe Otk HUnlers doiDg littl. 
mOlC Ih.D dis.coloriDg Ihc .ntiont mOI.1 of lheir 
e'''p'etS. Soon • lull unil of th. XtoO! 
.. .. ,iols "ood ;0 Ihe durinS' .nd yel mOre 
st<pp.d flom .. ithin lhe inferPlI tlUchine. Th. 
first UDil ,ulked lo .... d Ihc posilion the O,k 
HUMers h,d f.llen bock 10 .t Ihe , ide of Ih. 
duriDg .nd rai$(d Ibci, luycr- rifks in (ODecll. 
disohllgipg I volley Ihu burro .. ed Ih,ou~h Ih • 
Ihick •• geluion .nd inlo Ihe uml/mor.d bodios 
01 Ihc su. rosme ... Tlu.DkfulIy, Ih. I<sulis ... re 
mostly hiddeo lrom , ighl, .od I "1$ ' p'rcd the 
grucsome spect.de of Ihe;r dUlh IS Ihey ..... 
.. hittl.d do,,", 10 Iheir COP!>liluent IIoms in • 
few ShOfl .. eopds.. Still. I eould POI c<..lr my 
.ye ..... y Irom the stene; thele .. os much 10 
b. le1/ol hom Ihis cDcouplCr 

Thc Necron .. ",io..,. Ihei. links bolsler.d by 
Ihe (ontiau.1 ,"com of XeDO! tODSfrUC" filing 
£rom Ih. mOUlh of che iDvioJ.ble pyflmid. 
disp'lehed Ihe rem.injag O,k Hunt.~ .. j,h 
tOPlemp'UOUS e~se. euldossed. oUIDumb ... d ur.d 
witb no re.1 id .. 01 ho .. 10 combol Ibeir loe. 
Ihe O,k Hunters wcre sl.ughlered to I m.n. 
To my kno .. ledge. DOR ...... p.d. .Dd ., " 15 
this f.tt Ihat tlUy h.ve d,mued me to 
distovery <HI tllls Empclol- fo,J.llto:o pUDel . BUI 
I h.d no choice. FI1Dkly. the impliCllioD Ihn 
ODe 01 Ihese dorm.PI OlOoolilh. (ould fuoclion 
u • st.sing pOll for. Netron iDVI.!ioo fills 
m~ wilh Irepid"io ... 

877.998.M~1 It " u .. ell iolO lhe Dighl before 
"'1$ .ble 10 effect my esc.p. from Ihlt ~urscd 
during. The .lieD wlltio" bove tsublish.d , 
pcrimet.r, .Dd Ihe pyl1mid still hums 
omiDonly, emilling Ihe occaio",,1 fizziog craek 
IS • porlicululy I .. ge D.I;Y< iBS(C1 1lC'~ ir, 
power crylU!. The NettOD {ortos. DO .. 
umbering .. oulld fifly .... med 10 be in • 
dorm'M 5111e. Who Or wh.I Ihey "eTC ... "inS 
for. , dCIIly .. ish 10 dis.o ... r. bUI I could DOt 
lolmle Ihe I.inl of Ihesc bb.phemi ... . g.iDS"! 
lhe Empelor's .. ill (or much lODger. The p.th. 
u J sow iI, .... clell. I only puy Ihe Duk 
Aogcl. 01 Ihe Adeplu, Amrt tS Ih.1 I m. n.ged 
10 conlltl r«ogoiz. Ih. cDelypl'o" code IS 
bclopg;ns 10 the la~uisilioD, for I musc 1.1to: 
my bY< of this "eo. btlo,. Ihe,r ""VII. I 
h.~e also l.keD Ihe prcc.ution 01 tommcDdin~ 
Iheir souls 10 Ihe Empe,ol . .. such. dispby 
of po .. er lIS i hIve .... ito.csscd ,hese lUI re .. 
houlS .. i]] sorely try .veD Ih. "'''Iors of Ihe 
Ad.plus Ast.rtcs. .. 
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Andy: Welllhen. a battle 
to the dealh between the 
ancienl lerror 01 Ihe 
Necrons and the 
enigmatic and stubborn 
Dark Angels. Hearing 
Owen was to take the 
Dark Angels I knew there 
would be trouble. as he's 
been playing them lor 

years and Is a more than competent 
Grand Master. 

Knowing that the mission 10 be played was 
a straight Cleanse, and thai we were 10 
use a lair amount 01 jungle terrain (as the 
batlle was to be selin the heart 01 
Armageddon's equatorial Jungles). I set 
about choosing my force. The Monolith. 
released this month. accounted lor a fair 
chunk 01 my points limit. so I had to ensure 
I had a large core 01 models designated 
'Necrons' in order 10 minimize the riSk 01 
phasing out. should they be reduced to 
25% 01 their original number. II I lost 75% 
01 my lorce in a Cleanse mission I wouldn't 
have much hope 01 scraping a victory 
anyway, so the Warrior units would have to 
remain near the Lord and the Monolith. and 
be supported by Tomb $pyders in order to 
maximize their survivability. Four units 01 
len Nacron Warriors would torm my central 
loree. SlJpporIed by two Tomb $pyders. 

Whilst putt ing the 10I'C9 logether a theme 
began 10 SlJggest itself to me. which I 
continued with my next lew choices. I 
reasoned that lhe Necron lomb on 
Armageddon probably did not house a 
C'tan (at present. at leasl). and so I 
!hemed the army to represent a more 
traditional Necron raider force which would 
not contain the more exotiC troop types 
such as Pariahs. This meant Ihat my 
Nacron Lord could be accompanied by the 
imposing Immortals. an Elites pick that I 
knew could remain mobile whilst laying 
down a storm of gauss blaster fire. and 
would also give the Dark Angels something 
to think about in close comba1. 

ARMAGEDDON NOW 
Fast Attack elements were laken care 01 
with a unit 01 three Wrailhs and two units of 
Scarabs. The Wraiths are excellent at 
SlJdden flank attacks. and their 3+ 
Invulnerable save means they are very 
SlJrvivable so long as you take aovantage 
of their ability to pass through terrain 
unaffected. as they can attract a lot 01 lire. 
The Scarabs are best used tying up your 
oppooent's lire support units. and I'd 
expect them to tast a couple of turns In 
close combat against a squad of five 
Space Marine Devastators. which Is a 
couple of turns they wouldn'l be firing lheir 
lascannons at my Monolith. Filling 
disruption fields to the Scarab swarms 
meant lhey would prove a Ihreat 10 Owen's 
vehicles as well as his infantry. We'd 
agreed before the game Ihat Owen would 
take a Land Raider. in order to pit the 
Monolith against an equal foe. I also 
figured that Owen would include his new 
Predator. so my Scarab swarms would be 
laced by what you might call a 'Iarget rich 
environment· ... 

As we had agreed to play to 1.750 points. 
this left me with almost 200 points to spend 
on the HQ. The Resurrection Orb is 
essential killor a Necron Lord. This Is 
especially true il he is 10 aocompany a unit 
such as Immortals. as it allows them to 
make lheir 'I'll Be Back' rolls even if killed 
by weapons that would not allow the roll 10 
be made. Equalty important is a Phase 
Shilter. giving him a 4't" Invulnerable save -
essential if he's loaded up with expensive 
wargear. and it gives him that extra 
survivability in an assault against even the 
most fearsome 01 enemies. 

So, what tactic would work best In this 
scenario? The key to victory would be 
mutuat support and movement. During the 
playtesting of Codex: Necrons. we 
developed the phalanx deployment. 

This allows the Necron army to deploy and 
advance en masse. buill around a core of 
warriors and supported by mobile firepower 
such as Destroyers and Immortals. The 
more agile units, SlJch as Scarabs and 
Wraiths. could attack ahead of, or make 
rapid counler·allacks Of flanking moves 
from lhe main formation. This should be 
ideal lor this scenario, where I could deploy 
the Monolith In the center 01 my lines. with 
the WarriOl'S to either side. each flank 
supported by a Tomb Spyder. Deploying 
initially behind the Monolith would be the 
Necron Lord and his bodyguard of 
Immortals. with the Wraiths and Scarabs 
behind the formation ready to dart Oul and 
engage targets of opportunity. My ptan was 
simple: to move the entire phalanx forward. 
using the firepower of the Immortals and 
the Monolith to engage the most 
threatening targets. until I was within gauss 
flayer range where. hopel ully. the firepower 
01 the entire army could be brought to bear 
against the Dark Angels. Assuming this 
works. I would Ihen have the last couple of 
turns to maneuver units out of the phalanx 
to capture table Quarters. 

With my army list complete and the basis 
of a plan formulaled, I just had to wait and 
see what Owen would throw at me. t 
expected a lair amount of tascannons and 
guessed thai these would be pointing at 
the Monolith for the majority of the baltle. 
Hopefully this would work to my favor and 
its ability to keep firing despite Crew 
Shaken and Crew Stunned vehiCle damage 
reSUlts. coupled with Armor 14 alt (Qund, 
would keep it in the game long enough to 
really ruin the Dark Angels' afternoon. And 
II not. at least Ihe Dark Angels ' firepower 
won't be pointing at the core of my force -
the Necron Lord and his mates. 



IN THE COMPANY OF ANGELS 
Owen: I was hoping thai 
this would be an 
excellent report since the 
only army that can truly 
match the tenacity 01 the 
Dar1<. Angels are the 
Necrons. Not only thaI 
but Games Developer 
Andy Hoare would be 
playing, and he was the 

very person who had updated the rules lor 
the Dark Angels. I would need a very 
cunning plan, indeed ... 

Aher playing against the Necrons a couple 
01 times in the Studio Cityfighl campaign, I 
knew that their main weakness was close 
combat, especially against troops armed 
with power weapons. With this in mind I 
split my army Into two groups, an assault 
element and a support element. 

I wanted my support element to keep hold 
of my deployment Quaner of the board, 
lend supporting fire to my assault elemen\, 
and be the anchor lor my alTTly. My assault 
element was given the task of nipping 
around a !lank and destroying the Necron 
threat in thai area in close quarters 
lighting. This would give me two table 
quarters and if I could simply contest a 
third quarter at the end 01 the game I'd win 
the battle. 

My support element included three six-man 
TacUcal squads, a six-man Scout squad. 
the new Predator Annihilator and a land 
Raider. I took a Land Raider because I 
knew that Andy would be taking a Monolith, 
so I thought it would be a cool idea to have 
a 'clash 01 the titans' and see how they 
fared against each other. Besides, it would 
draw firepower away Irom my mQfe 
important squads. 

Two of the Tactical squads were armed. 
predictably, with plasma cannons and a 
third had a Deathwing Veteran Sergeant 
and a ptasma gun to add gaming options 
during the battle. Although not the best 
Nacron killers, the plasma weapons would 
give me the templates to rea lly cause 
some damage to Andy's Warrior units. 

The Scouts were also heavily laden and 
had quite a ranged punch. They could 
happily sit at the back and pick on any 
monstrous creatures, such as Tomb 
Spyders. The final unit was the Predator 
Annihitator - I'd just finished converting 
and painting one. so there was no way I 
was going to leave it out! The 
Necrons won't be coming back from 
three lascannons. 

My assault element contained a Dealhwing 
squad with a Grand Master leading it, a 
Librarian with a seven man Command 
squad in a Rhino, a Dreadnought and a 
Ravenwing Land Speeder. 

The Deathwing were a deliberate choice. 
futliUing all possible roles a battlefield unit 
could hope to achieve with their storm 
botters and power fists. Add a couple 01 

cyclones and a Grand Masler, alld an 
amazing unit is created. The Ubrarian with 
his Command squad were also dark 
horses. I had given the unit the Banner of 
Fortitude (once per batlle the banner 
allows a unit that moved in the Movement 
phase to fire as if they remained stationary) 
so they could unleash hell on any unit as 
they pi led out of their Rhino. Hopefully they 
would be able to follow this up by forcing 
the enemy back with Weaken Resolve. or 
just plain assault them. 

The Dreadnought and the Ravenwing Land 
Speeder were there to back up these other 
two units and exploit any errors which Andy 
maoe. The Dreadnought Is a good 
all-round unit which I always lake with my 
Dark Angels army. The Land Speeder 
could help out where things looked a little 
tough, and it could also cheekily contest a 
board quarter right at the end. 

And Ihars my plan. As any good 
commander knows, a plan rarely survives 
contact with the enemy. Keeping it simple 
was essentiat - hold one quarter. attack 
anolher and stick together. All that was lett 
to do was to gel my can opener! 

, cot1verte</ Predator Annihilator. 
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NECRON TOMB GUARD 

" 10 Necron W.rrlors • 5 Scarab Swarms 
Necron Lord S a\l$s llayer. 1&0 pis DisruptIOn fields 80 pit 

Warscythe. ResurrectIOn Orb ano 
10 Nec ron Warrior. • Heavy Suppon 

PMSe$Mter 190 pl. 
Gausl nayer 1&0 pis 2 Tomb Spyderl 

Elile. 
10 Necron Warrior. 

P8r1icie prQjec1QrS. 110 pts 

• 7 Immortals Gauss tlayeo-. l&Op" I Mono/II" 
Gauss tlux af(: 235 pts 

Gauss blast ..... 196 pts fasl Alteck 

'-' • 3 Neeron Wrllt" • 
Claws and barbed tail 123 pl. 

• 10 Necron Warriors • 6 Scarab Swarms Totat 1.750 pl • 
Gauss llaye,. 1&0 pIS Disruption fields. ~ .. 
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"Q =cc.7=C~~CC=C"CCCC-­
G •• n.d Mu te< Gabriel wrtI'I T .. mlRlllO< 
armor. I lOfm bolle, and a masler-aahecl 
Ioghln.ng claw 135 ptt 

Llbr.rlan Ezr. ",II'" a power I WOfd and • 
boll pos~ is pit 

ComlNlnd Squad Ezra 
1 Spoce M •• I .... one with B pIasm.I gun 
and a SWdat<I6Nre< _ the S~ 
<II F""~ude 141 pit 
Rhino -. • $lom'l boller, .. tra _ and 
smoQ _ so $I pl. 

" ... ~::co.:;:;c.;::;;;:;:;C-:--------­
Veleran Squad Retribution 
5 o.. lhwl"ll Termimo'orl"""""" 
o:ydone """ ..... Iaunche<l; 275 p .. 

STRIKE FORCE RESOLUTION 

II 

II 
II 

Dreadnought Ema ... ~ ___ 

lascannons, 1 ... "1' !lame< ...., UInI amK)f 

140 ptt 

'..,.,,=0=:---------
Squad R .... no-
6 Tactlca' Space Marl ... 1 one wllh a 
plasma cannon 105 ptt 

Squad Reprl .... 
6 T...,IIc" SpIce Mol" .... one WII!o. 
plasma cannon lOS ~ 

Sq ..... R_ 
, Oe"hwing V.-...... Setoe __ • 

...... -5 Tactical Spac:. Marine. onto _. 

plasma ~ 131 pts 

T 

•• 

Squad ...... nee 
, S~ M •• I .... $coutt one wiIh • 
"""I' _ and lou< WillI ~ rille. 

113ptt 

f .. 1 Auack.:;-:;;;;-;;;::;;;:;-______ _ 
1 R .... nwlni unci Speeder 
Heavy boll.. 55 ptt 

-"., SuppOfl 7~7~~~~--
1 SIIKI ..... , ... P,I/datot Annihilalot 
T"" .. ·mounIed _1nI<ed1ascamon:J 
-1j)OI'IIOIWI'IO 1Qo::aMon$. 

145 pt. 

~ ~ Land Raider RedemptOf 
HuII-moun'-d 1WWl_1Ieavy bDIIen _~ __ ."'e<I 

lallCal1nont, 250 ptt 

Tf)Ulll.7411p11 
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NECRON TURN 1 
Andy: I won the roll-off for choosing table 
quarters, and went/or the quarter that 
would allow me to deploy in a wide 
phalanx without the formation being broken 
up too much by terrain, Owen then 
deployed his land Raider as far forward as 
possible, and I positioned the Monolith 18' 
from that. reasoning tnaltl'le terrain in the 
center of the table would mean that any 
Iascannon hits scored against it would 
count as 'hull down', I deployed lhe rest 01 
my anny around lhe MOllOlith, so that it 
could teleport any nearby units that got into 
trouble and provide a strong anchor for 
the advance. 

With the lascannons of the land Raider, 
Predator and Dreadnought all able to see 
the Monolith, I hoped I would win the 
roll·off for first turn, and luckily I did. I 
advanced the entire phalanx forward, the 
warriors borrowing a Space Marine tactic 
with each unit leap·lrogging the one in 
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front, allowing the rear unit to lire up 10 24' 
while the forward unit moves ahead, !iring 
up to 12'. This kept the formation moving 
at the same speed as the Monolith while 
still being able to fire . The downside 01 this 
tactic is that it can result in your units 
becoming somewhat entangled and render 
them vulnerable to area effect weapons. 
Owen had several plasma cannons in his 
taclical squads. which could take 
advantage 01 this, so I just had 10 hope my 
'I'll Be Back' rolls didn·' let me down. 

In ,he Shooting phase. the Monolith !ired 
at the Land Raider. scoring a hit and 
smothering it in a swathe of actinic energy, 
but failing to cause any damage. Necron 
Warrior squad 1 added the weight of their 
fire to that of the Monolith, but again the 
mighty war machine's ceramite armor held 
out. It was down to Necron Warrior squad 
2 to demonstrate how it's done, and seven 
hits resulted in a Single damage roll 01 '6'­
an automatic glancing hit regardless 01 

Armor value. The result was 'Weapon 
Destroyed' and the left·hand twin·linked 
lascannoo was stripped Irom its mounting 
by the horrific gauss lIayer effect. With my 
ShOOting phase concluded, the Tomb 
Spyder on the left flank used the Artificer 
special rule to create a Scarab swarm. 
Tomb Spyders can use this rule in their 
Assault phase so long as they are not 
engaged in an assault. and you roll a De 
each time it is used. II the result is a '1' 
then the Spyder lakes a wound. so irs not 
always a good idea. In this case, however, 
the Tomb Spyder was undamaged so I 
risked it, producing a swarm with no 
ill effect. 

So, at the end ot my first turn 1 had pruned 
a twin,linked Iascannon from the Land 
Raider, and advanced towards the center 
0/ the board with my formation intac\. The 
Land Raider was obviously set up for a 
right good scrap with the Monolith, and I 
was happy to oblige in this, as Owen's 
main reason for taking the beast along 
was so the two could lock horns. That both 
vehicles might be best utilized elsewhere 
was secondary to the idea of them 
knocking seven lIavors 0/ the Warp out 01 
each other while their armies clashed 
around them. 

01 more concern to me were the 
Terminators and the Command squad in 
their Rhino 00 my left. These would be 
causing me grief in no time, but perhaps 
the Scarab swarms would slow them down 
long enough tor the remainder of my force 
to bring their firepower to bear. 



DARK ANGELS TURN 1 
Owen: As Andy had won the roU-01f fOf 
table quarters I got to place a unit !irs!. The 
Land Raider was swiftly deployed. denying 
Andy a large part of the battlelield and 
giving me some depth to deploy property. I 
set up my support element in good, strong 
firing positions in cover, and my assault 
troops were sel up to go for Andy 's 
left !lank. 

It was a bit of a blow losing the tirs! turn. 
but in a Cleanse mission this coold make 
ailihe difference. as I could capture those 
important board quarters right at the end. 
Andy's army was looking decidedly 
threatening after his turn, his entire 
phalan)( had just slepped forward and the 
thought of five more turns like those left me 
feeling lunny. Losing one 01 my twin-linked 
lascannons on my Land Raider was a 
shocker, bullhen I guess it was soaking up 
the firepower nicely. 

II was time to start moving my army into 
poSition. First off the mar1l. was Tactical 
Squad Resolve in the WOOds. which moved 

forwards to get a better line 01 
sight. Squad Reprisal then moved 
behind them. the WOOds being 01 

no hindrance. occupying their 
position and beginning to train 
their plasma cannon on the 
advancing loe. 

My assault element now 
advanced. intent on 
engaging the Necrons: the 
Terminators moved 10 the 
side of the explorator 
building with the Rhino 
not far behind popping 
its smoke taunchers. 

The Dreadnought and 
the Ravenwing 

Land Speeder 

advanced as well . behind the leading 
troops, with the guns 01 Tactical Squad 
Revenge covering their advance. 

The Shooting phase commenced with a 
salvo 01 lascannon rounds Irom my 
Predator and the Land Raider pounding 
into the advancing Tomb Spyder. The Land 
Raider was Obviously misaligned Irom 
being struck point blank by the Monolith 
last turn and caused no damage. though 
the turretlascannon 01 the Predator did 
scour a deep gouge in the Spyder. Tactical 
Squad Revenge joined the barrage with its 
plasma cann041, but the ancient weapon 
overheated, although not latally for the 
bearer. Seout Squad Vengeance Iired next. 
training their deadly sniper rifles on the 
Tomb Spytjer. finally finding its weak spot 
and destroying the creature. 

On the other flank I targeted the Oeathwing 
firepower at the other Tomb Spyder right in 
front 01 them. Their centuries 01 experience 
were obviously well spent as storm bolter 
rounds and krak missiles tore down the 
fearsome creature. The Ravenwing Land 
Speeder also ripped off heavy bolter 
rounds and damaged the Scarab swarm 
which the deceased Spyder had created. 

All in all. not a bad tum I thought. long 
term. those Spyders could have been 
really annoying, making Nacron Warriors 
stand up and carving through Space 
Marine power armor like a proverbial hot 
knife through buller. My assault troops 
were on their way and all my supporting 
units were set up. I just had to survive the 
return lire .. 
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NEe RON TURN 2 
Andy: Owen really doesn't like Tomb 
Spyders, does he? I wonder i! it's anything 
to do with their Strength 5, AP3, Assault 3 
ranged weaponry, or perhaps Iheir three 
Sirength 6, no save, close combat attacks? 
Either way, it meant that only one 
lascannon was fired at the Monolith, which 
failed to hurt it. I'd mUCh rather two 55 
points Tomo Spyders tie up all the Dark 
Angels' firepower for a turn than lose the 
235 points war machine. 

With the left flank looking decidedly 
threatened, that side of the phalanx 
maneullered to fire against the incoming 
Terminators. The left-hand Scarab swarm 
had the choice of setting up an assault on 
either the Command squad or the 
Dreadnought next turn, or against the 
Terminators this turn. I chose to put my 

faith in the Necron Warriors and the 
Monolith being aole to weaken the 
Terminators with their shooting and so 
mOiled the Scarabs to the jungle, where 
they would benefit from a 4+ cOlier salle 
(Scarabs add + 1 to their cOlier salles) and 
be able to mOlle and assault next turn. 

The Monolith continued its inexorable 
advance through the settlement, with the 
Immortals pOSitioning themselves in its 
wake where they could use their 
dellastating assault weaponry to target the 
Dark Angels beyond. The Necron Warrior 
units on the right repeated their leap­
frogging hick so they could give the Land 
Raider a good hosing with their gauss 
!layers, The Scarab swarm on the lell 
skittered forward to a position from which it 
could assault the Land Raider, making use 
of a huge number of disruption field 
attacks. To conclude my Movement phase I 
advanced the Wraiths forward, ready to 
assault next turn. but also to present the 
Terminator squad with more separate 
targets than they could deal with in one go. 

The Shooting phase kicked off with me 
rolling a 06 to see how many flux arc shots 
the Monolith would fire at the Terminators. 
The result was a mildly disappointing 2, 
and the Terminators shrugged off these 
attacks with ease. Next up was the 
Monolith's par1icle whip, which was 
targeted at the Terminators - Necrons and 
Terminators really don't mix so I wanted 
them dealt with. The crystal atop the 
hulking war machine pulsed with sickly 
green light once more, and the Terminators 
were engulfed by the ensuing blast. As the 
witch-fire cleared, all six of the Terminators 

Scarabs swarm over the mighty Land Raider - stripping away its weapons. 

were revealed unharmed, and the Necron 
player did curse mightily. 

Necron Warrior squad 1 added the weight 
01 their fire against the hated Deathwing 
Terminators. who merely shrugged 
nonchalantly as they made their 
saving throws. 

Necron Warrior squad 2 unleashed their 
gauss Uayers at the Land Raider, and I 
rolled a single '6'Ior an automatic glancing 
hit. The result was 'Crew Shaken', which 
would reduce the lIehicle's effectiveness 
next turn if it survived the Scarab swarm 
assault that was heading its way. 

The Assault phase saw the single 
expendable Scarab swarm charge Into the 
Terminators and get ground beneath the 
loot of the fi rst one it came into contact 
with; nol exactly surprising but worth a go 
at holding them up for a turn, 

The Scarab swarm on the right was far 
more effectille, assaulting the Land Raider 
and causing two glancing hits with their 
disruption lie Ids. These resulted in 'Crew 
Shaken' and 'Weapon Destroyed' results, 
and the vehiCle'S remaining twin·linked 
lascannon was reduced to its constituent 
atoms beneath a tide of scratching, 
metallic insects. 

In all, not too bad. My left flank was under 
threat, but then I was threatening theirs as 
well. Admittedly, I was worried about the 
Terminators and their total inability to fail 
Armor saves, but I knew that if I could keep 
up my advance whilst covering my flank. 
the batlleplan would be underway. 

DARK ANGELS TURN 2 
Owen: Well, well, weill My assault force 
had survilled the bombardment of most of 
fhe Necron army, not to mention the 
Monolith. They were also a IiUle closer 
after the last Assault phase after a 
consolidation mOlle courtesy of Andy's 
suicidal Scarab swarm. I promptly mOiled 
the Terminators lorward to within striking 
distance 01 Andy's Necron Warriors, 

Next up was the Command Rhino, spilling 
its cargo 01 robed warriors in front of the 
Wraiths. I hoped to give them a good 
volley and then charge them. The 
Dreadnought also moved up behind the 
Rhino as support, as did the Land Speeder 
following its hulking brethren. With the rest 
of my army sighting their heavy weapons, it 
was time lor the Shooting phase. 

After its pummeling last turn, the Land 
Raider crew were shaken, but the ancient 
machine's spirit was still able 10 blast the 
Scaraos with its twin· linked heavy bolter. 
Not that it did much though, as the lillie 
blighlers dodged ellery bullet. II looked like 
the Land Raider was scrap metal nextlurn, 
but I was pleased it had lasted this long. 

The Monolith was looking very imposing in 
the middle of the battlefield, and I was 
getting pretty worried about what it could 
do, I fired all of the Predator Annihilator's 
lascannons at the monstrosity, but could 
not lind a single chink in its living armor. 
The Dreadnought fared beller. Despite the 
Monolith being behind a building, it was still 



visible, and the twin-linked lascannon 
slammed into the side, immobilizing it. 
Were it any other skimmer !his would 
destroy it. but the Monolith simply Uoateo 
to the ground and settled there. Well , at 
least I'd stopped it. Not content with this, I 
also fired the Terminators' Cyclones at the 
MOllOlith, but the puny krak missiles were 
deflected off the side, 

Now I fired the Command squad at the 
Wraiths. The Stal'ldard Bearer unleashed 
the power of the Banner of Fortitude which 
meant they could rapid fire even if they 
moved. All of the Wraiths were gunned 
down in a blaze of bolter lire. 

Tactical Squad Resolve concentrated its 
firepower on the Scarab swarm aroufld the 
Land Raider. gunning down two of the 
swarms. It was not without mishap though, 
as the plasma gun in the squad 
overheated, killing its bearer. 

The rest of the support element 
concentrated its lire on Necron Warrior 
squad 2. Two plasma cannons. four sniper 
riltes and a heavy bolter downed seven of 
the squad in one go. Any other army in the 
galaxy would balk at such loses, but I had 
no doubt thallhe Necrons could recover 
from this. 

It was on to the Assault phase. The 
Commal'ld squad lried to charge the 
Scarab swarm in the nearby woods. 
needing to roll a pa!try lour for their Difficult 

Terrain test butlailed with a 1 al'ld a 2. 
They looked awlully packed together now 
with a Monolith towering over theml 
The Deathwing Terminators 
charged the Necron Warrior 
squad to their fore. Lightning 
claws flashed, power lists 
pounded, and Necrons went 
down. Hall the SQuad was 
toppled compared to no 
Terminators Iosl. bullhe power 
01 the Necron Lord's 
Resurrection Orb nearby saved 
them Irom individually phasing 
oul. My Librarian , Ezra, 
was within 12", and I 
used his Weaken 
Resolve so Andy would 
be laking his Morale 
checks on 306; but he 
easily made the test 
with a respectable 7. 
The super-armored 
warriors closed in 
for the kill .. 



NECRON TURN 3 
Andy: Those Wraiths didn'llas! long ~ 
they never really gollhe chance 10 move 
oul of the phalanx and cause any Irouble. 
Their 3+ Invulnerable saves weren 't any 
help against the enormous amount of 
boiler shots the Command squad fired, 
using their Banner of Fortitude to 
effectively double their shooting. 

I'd lost a tew Necron Warriors in Owen's 
Shooting phase. but over halt of them 
passed the 4+ 'I'll Be Back' roll and stood 
back up again. You can'l rely on this 
happening. despite the odds telling you 
thai on average half of your casualties will 
come back. but when it happens il can be 
really demoralizing for your opponent. 
which is a useful weapon in itself. Even 
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better, the Warriors who had been killed by 
the Terminators had a chance to return, 
and all but two did. It was the proximity of 
the Necron Lord with his Resurrection Orb 
that allowed the Warriors to make the roll 
despite being both instanlly kil led and killed 
by power weapons, and I had a plan that 
would hopefully rescue the unit and 
recover the last two Warriors. 

After making the '1 '11 Be Back' rolls I 
declared that the Monolith would use its 
portal instead of its particle whip this turn. 
The portal allows you to move a Necron 
unit that Is within 18" of the Monolith and 
reposition il as if it had just disembarked 
from Ihe Monolith, even if the unit is 
engaged in an assault. The unit also gets 
to re-roll any failed Til Be Back' rolls , and 
this is exaclly what happened as Necron 
Warrior squad 1 teleported out of close 
combat with the Terminators. In effect, the 
unit had survived an assault by a Grand 
Masler in Terminator armor and his 
Deathwing mates without losing a single 
model. I was feeling pretty pleased 
with myself. 

The Movement phase proper started with 
both Scarab swarms leaping forward to set 
up for assaults. Swarm 1 on the right 
launched itself from the hull of the Land 
Raider in order to swoop upon the Predator 
Ihat had been sniping at my forces from 
the rear of the Dark Angels ' lines. Swarm 2 
on the left set up for a charge against the 
Dreadnought. 1\ was a pretty sure thing that 
the Initiative 2 swarm would lose a couple 
of bases to the Initiative 4 Dreadnought 
before hitting it. but the Scarabs' disruption 
fields had a reasonable chance of doing 
some damage. Also, with the Dreadnought 
threatened by the criners, the Command 
squad might be tempted to counter-charge 
in order to help him out. At least that would 

keep them away from my lIank for a while 
longer, hopefully buying me time to deal 
with, or at least contain, the Terminators. 

The Nacren Lord and his entourage 01 
Immortals pulled back in order to get a turn 
of shooting against the Dark Angels' 
lIanking force before counter-charging next 
turn. I kept Necron Warrior squad 4 in 
place in order to unleash a lull twenty 
gauss /layer shots at point blank range at 
the Terminators. 

The Monolith was immobilized and so 
couldn't move, but the two Necron Warrior 
squads on my right continued their leap­
frogging, (they were getting quite good at it 
by now) in order 10 largel the Dark Angels' 
Tactical squads lurking in and around 
the jungles. 

And so on to the Shooting phase. Warrior 
squa.d 2 opened up on the Land Raider, 
cauSing yet another glancing hit and flaying 
the heavy bolter in an explosion of green 
sparks, leaving the Land 
Raider weaponless. 

Necron Warrior squad 1 on my right /lank 
targeted Tactical Squad Resolve on the 
Dark Angels' lelt, killing one Dark Angel. 
Warrior squad 3, having no other target in 
range, attempted 10 finish off the Land 
Raider, scoring a glancing hilthat resulted 
in a 'Crew Shaken' result. 

The Monolith found itself with three enemy 
squads in range of its lightning are, which 
resulted in one saved wound against the 
Terminators. two dead Space Marines from 
the Command squad and a 'Crew Shaken' 
result against the rear armor of the 
Command squad's Rhino. 

Necron Warrior squad 4, set up to fire 
twenty shots at the Terminators, unleashed 
a fearsome broadside. but once again. all 
of the Terminators made their saving 
throws. I was really starting to dislike those 
guys, and so it fell to the Necron Lord and 
the Immortals to inflict as much damage as 
possible belore the Deathwing hit Warrior 
squad 4. The result of their combined fire 
was one Terminator flayed gruesomely 
before his Brothers' eyes. and a wound 
against the Grand Master himself, At last. I 
had finally managed to hurt Ihe Deathwing, 
although it had taken a horrendous amount 
01 f irepower just to kill one of them. 

In the Assault phase, Scarab Swarm 1 
assaulted the Predator, causing six 
Glancing Hils. Four of these resulted in 
"Vehicle Destroyed', and Ihe tank was 
reduced to a smoking wreck. The Scarabs 
turned their emotionless eyes upon the 
Scout squad nearby. 

The combat between Scarab swarm 2 and 
Ihe Dreadnought went well enough, with 
one base falling to the Dreadnought's 
Strength 10 close combat weapon. In 
return, they brought their disruption fields 
to bear, inflicting a 'Crew Stunned' result . 

Obviously all of the 6s I had failed to roll 
against the Land Raider had just come up. 
and I felt Ihat wi th the Predator out of the 
picture, and the Land Raider without 
weapons. things were beginning to swing 
my way. 



DARK ANGELS TURN 3 
Owen: Curses! I thought Andy would have 
continued 10 assault the Land Raider with 
his Scarabs, b4Jt it was nollo be aod now 
the Predator lay ruined. Not only that but 
the Scarabs would lie up my firepower in 
my suppor1 units, and an almost fresh 
Necron unit stood in Iront of the Monolith. 

I knew this would be a very serious turn. 
and if it went wrong here, it could all go to 
pol. II was as I contemplated what to do 
that the answer unfolded before me. It I 
moved my Ravenwing Land Speeder 
behind the Warrior squad that had just 
emerged from the portal. then lank 
shocked them using my Land Raider's 
machine spirit (since it was stunned), and 
then use my libf'arian's Weaken Resolve 
power I could wipe OUI the entire unit 
instantlyl I went ahead and moved the 
models, and passed my Psychic test for 
the power. Andy now had to roll his 
Leadership on 306 added together; if he 
failed, he would be crossfired. It was a 
tense moment as Andy rotled the dice. If 
he passed, I had just exposed my Land 
Speeder to lire and blocked atl his 
Warrior units to any shooting from 
my support base. 

The dice rolled and added up to 13! Off 
went ten Necrons! The rest of my 
Movement phase consisted of my 
Command squad moving in 10 help the 
Dreadnoughl and my Oeathwing moving in 
on Nacron Warrior squad 4. 

The Shooting phase was pretty tame, 
Nearly my entire tirebase fired at the 
Scarab swarm about to tie them up, 
successfully wiping them out in plasma and 

bolter death, Tactical Squad Reprisat had a 
line 01 sight to one of the Necron Warrior 
units poking their shiny noses Oul from 
behind the battered Land Raider, resulting 
in three of them being brought down, The 
Oeathwing also fired at the Immortals but, 
despite their massed salvo, onty brought 
one of the sinister killing machines 
down. I imagined he would rise 10 fight 
again, though. 

Next was the Assault phase, which saw the 
Oeathwing charge Nacron Warrior squad 4 
and the Command squad reinforce the 
Dreadnought. The Oeathwing tore into 
Necron Warrior squad 4, smashing four of 
them to the ground. The Necron Lord 
wasn't nearby this l ime, so those Necrons 
wouldn't be coming back. The Warriors 
could do lillie in retum because of Ihe 

- -' -

inches thick Tactical Dreadnought armor, 
but held their ground nonethetess. The 
combatants closed ranks, 

The Command squad charged the 
Scarabs, resulting in two stands 01 the lillie 
critters dying, with the Oreadoought adding 
al'Klther two, This lett a single stand. which 
could I'Klt tind a chink In the Oreadooughrs 
rear armor, It looked like the Scarabs had 
had their day. 

Atter this fantastic tum I fell I was now in a 
good position, 1 just had to consolidate my 
victory by pushing forward and keeping 
Andy on the back foot, while securing my 
table quarters, It Andy had a good fourth 
tum though, things could still be quite in 
the balance - but not while my Terminators 
were rampaging around in his back fine. 

The Necron warriors tum snd flee, as the Land Ralder'l; machine spirir aims 10 ron them down, 



NECRON TURN 4 
Andy: Well, I didn', see that coming! Thai 
was a masterful, if somewhat painful. 
lesson in the effectiveness of using the 
Dark. Angels librarian's Weaken Resolve 
power to force a crossfire. 

Well, it looked like Owen had played the 
card thai would swing the game decidedly 
in his favor. as losing over a quarter 01 my 
main force in one lell swoop. with no 
chance of them using their 'I'll Be Back' 
special rule, would render me incapable 01 
capturing enough table quarters whilst 
holding off the Dark Angels' flank attack al 
the same time. 

Necron Warrior squad 4 were about to gel 
chewed, and any hope of repeating the 
teleportalion tacHe had gone, as Owen had 
(inadvertently. Ilhink) parked his Land 
Speeder across the entrance of the 

Monolith's portal. The 
squad was in for a kicking, 
and they would just have 
to take it. 

With the Land Raider in my 
lines, I was faced with the 

ominous threat that it might well 
repeat the Tank Shock trlck 

again. I moved Necron Warrior 
squads 1 and 3to a position that 

woutd allow them to shoot at it, and 
would also set them up to claim or 

contest two table quarters. 

The Necron Lord and his Immortals were 
range to move and assaullthe Grand 

Master and his Deathwing bodyguard. but I 
fell that, given their ongoing luck with 
saving throws. they needed a bit more 
softening up before I could assaullthem 
with the odds in my favor. To this end, I 
moved the Lord and his retinue back, 
hoping their powerful gauss blasters could 
inflict a couple of kills. 

The arcane crystal atop the Monolith 
pulsed with sickly power once more. 

projecting a stream of particle whip 
energy at Taclical Squad Reprisal. 

The shot was slightly off 
target. but still caught three 

Dark Angels in its deadly 
area of effect. killing them 

outright Sickened at the horrific sight 
of their Brothers' deaths. the remainder of 

the squad failed their Morale check and 

became Intractable. Being Dark Angels and 
lherefore subject to this special rule, rather 
than lall back they stood !irm, grimly 
reSOlved to hold their position come 
what may. 

The Dark Angel's Intractable ru le 
means that should they fail a Morale 
check as the resull of taking 25% or 
more casualties in the enemy Shooting 
phase, they will not actually fall back 
as a normal Space Marine squad 
would. Instead, the sons of el'Jonson 
brace themselves against the enemy 
tire. refus ing to give up the ground they 
have taken. They are unable to move 
or assaull in their next turn. but they 
may continue to shoot as normal 

The Monolith's lightning arc was in range 
of both the Land Spee<ler, which it failed to 
damage. and the Command squad's 
Rhino, against which it scored a "Weapon 
Destroyed' and an 'Immobilized' result. 

Warrior squads 1 and 3 turned their 
expressionless gaze upon the Land Raider 
bearing down on them. though whether 
they fell any fear althe prospect 01 a 
repeat of their comrades' deaths none can 
say. However, I certainly did fear a 
repetition ot the Tank Shock incident. and 
so both squads opened tire on it. Between 
them they inflicted three glancing hits, 
resulting in two 'Crew Shaken' and one 



'Weapon Destroyed' results. I suspected 
this vehicle might have been blessed by 
Lion el'Jonson himsel1, as the number of 
glancing hits it survived was uncanny. 

The Immortals were now faced with the 
stark choice of firing at the Land Raider or 
the Deathwing. Given that it was quite 
possible that the Land Raider could Tank 
Shock three entire squads in its next tum. I 
decided to target it once more, in the belief 
that its luck could not hold. The Immortals 
caused two glancing hitS. resulting in 
another 'Weapon Destroyed' and a 'Crew 
Shaken'. Its luck was holding. 

In the Assault phase. the Grand Master 
and his Deathwing bodyguard wiped oul 
Necron Warrior squad 4, who were now 
oul of range of the Necron Lord with his 
Resurrection Orb and so would not be 
back. The Command squad and the 
Dreadnought easily finished off the Scarab 
swarm, the Dreadnoughfs powerfist 
pounding them into the ground. 

With my turn over I surveyed the damage. 
Owen'S Tank Shock had really messed with 
my plans, and the threat of it happening 
again meant things looked decidedly shaky 
tor the Necrons. 

DARK ANGELS TURN 4 
Owen: Well, Andy's turn had seen him 
concentrate yet lTIOfe firepower on the 
blessed Land Raider. The thing had more 
holes In it than a sieve now, but still it kept 

The Dreadnought dellis the ~ith a fatal blow. 

goingl I considered tank shocking with it 
again. but I had a nasty leeling it wouldn't 
survive any 'Death or Giories' lrom three 
squads 01 Necron Warriors. Instead, I 
moved it to my left and sal It in the board 
quarter there quite firmly. This also meant t 
could fire with lull effect at Andy's squads 
trom my support elemen\. 

The rest 01 my force moved in for Ihe kill. 
The Deathwing moved menacingly towards 
the Necron Lord and his retinue. I felt an 
apocalyptic battle approaching between 
Gabriel and the Necron Lord with his evil 
warscythe. He might die. but it would be a 
cool end to the game! 

The Command squad moved around the 
immobitized Rhino. and the Oreadnought 
looked like it might just have enough 
movement to assault the Monolith too. after 
r had moved it around the explorator 
building. The Ravenwing land Speeder. 
having done its grim work, /lew allull 
speed back towards the woods and out 01 
sight 01 the Necrons, its tab now to simply 
hold a table quarter. 

The Shooting phase commenced with the 
Deathwing firing at the Necron Lord. 
Because he was the closest model and 
within 12" I could lire at him. My firing was 
pretty poor though, the Necron Lord's 
Phase Shiller saving him from the matarily 
of fire . Still . 1 did inllic! a solitary wound. 
which might be useful later ... 

Next. TacHcal Squads Reprisal and 

Revenge plus Scout Squad Vengeance all 
fired at Necron Warrior unit 3. The staccato 
sound of barking bolter lire and gushing 
plasma filled the air as the Astartes planted 
their feel and gave them everything they 
had. After the smoke had cleared. only 
three Necrons remained. falling back. This 
took the Warriors further than 6" from those 
models t had knocked down. meaning they 
could not return. Suddenly my predilection 
for destroying Tomb Spyders early in the 
game was justified. 

Tactical Squad Resolve was nol in range of 
anything, so I fired my only remaining 
lascannon from the Dreadnought at the 
Monolith. Still. its armor held. Would 
nothing rid me of this troublesome vehicle?1 

As if to answer my pleas the Dreadnought 
was just in range in the Assault phase. It 
charged and slammed Its three Strength 10 
hils straight to where it hurts and I finally 
destroyed the biggeslthreat to my army! 
The blast from the destroyed vehicle 
reached far. torching my Deathwing unit I 
was a bit worried I might have killed a 
couple of my own troops inadvertenlly. but 
they simply walked unscathed out of the 
lIames. Truly Terminators are good troops. 

So, with the Monotith destroyed (and my 
vision cleared in the middle 01 the 
battleflElld) and another squad down, it was 
looking like the linal straw for Andy. The 
question was. could he heroically slay my 
Grand Master with his Necron Lord? 
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WARHAMMEW 40,000 6AnU REPORT - WRitING ElIIL -------------------------
NECRON TURN 5 
Andy: After Owen's turn, it was looking 
distinctly like we might be seeing a 
demonstration 01 the Phase Out rule, as I 
was getting dangerously close to having 
only 25% 01 the original number 01 models 
designated 'Necrons' left on the table. My 
Phase Out limit was twelve models. and 
should my lorces drop below this point the 
entire force would simply disappear 
providing an automatic victory lor Owen. 

As there really wasn't an awful lot I could 
do to either capture table quarters or to 
prevent the Phase Out. I resolved to end 
the battle in as spectacular a lashion 
as possible. 

The Necron Lord and his bodyguard 01 
Immortals moved in towards the Grand 
Master and his Dealhwing Terminators, the 
cold glint 01 vengeance gleaming in their 
soulless eyes. Necron Warrior squad 1 
moved towards the Terminators, taking 
advantage 01 the cover afforded by the 
crates in the center 01 the senlement. 

My last remaining squad was lalling back, 
but at teast this would allow them a parting 
shot against that accursed Land Raider. 

Squad 1 and the Immortals all opened up 
on the Terminators, whose armor by this 
stage in the battle was surely stripped and 
eroded by the constanl barrage of flayer 
Macks. Eight wounds were caused, but 
once again the steadfast Tactical 
Dreadnought armor of the 
Deathwing held firm. 

The Land Raider proved impervious to the 
shots 01 the Necrons lalling back past iI, 
and so what was clearly the last turn of the 
game would come down to the assault 
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between the Necron Lord and his 
Immortals against the Grand Master and 
his Terminators. 

The Grand Master got the first aHack of the 
assault. his lightning claws lashing out at 
the Necron Lord as he bore down on the 
Dark Angels. The claws gauged a furrow 
across the Lord's ornate chest plate. his 
Phase Shifter failing to deflect the damage. 
Stepping inside the Grand Master's guard, 
the Lord swung his warscythe. The 
warscythe. being a reliC of C'tan 
manufacture, allows no saving throws 
against its attacks, even invulnerable ones, 
and so if the Grand Master was wounded 
only twice he would fall . and the Lord 
would gain a small victory in the midst 01 
ignominious defeat. 

Two allacks hit home. and a silence 
surrounded the table as I rolled to wound, 
needing 4 or more on each dice to linish 
the Grand Master off. Fortune was not 
smiling on the Necrons this day. and only 
one wound was caused. 

The remainder of the assault saw a mass 
of attacks hitting both sides of the combat. 
but every single one either failed to wound 
or was saved, meaning the Necron Lord's 
one wound against the Grand Master had 
won the assault. As the Deathwing are 
Stubborn and are therelore automatically 
assumed to pass all Morale checks, the 

combat was counted a draw and would 
continue into Owen's turn. 

I was only a handful 01 Necrons away from 
Phasing Out at this point; I just hoped that 
my forces could hold off long enough to 
linish the close combat between the Lord 
and the Grand Master. Regardless of the 
eventual result . the combat would be the 
perlect climax to a hard fought and 
entertaining battle. 

DARK ANGELS TURN 5 
Owen:The game was pretty much sewn up 
now. I controlled two table quarters and 
contested both the other two. Somehow 
the Land Raider had survived another turn 
of Necron shooting, and this behemoth 
was contesting one of the quarters 
because It was stili mobile - unbelievable! I 
decided that it had earned its keep and left 
it where it was. 

My movement was fairly limited overall. 
The Command squad had no one to 
assault so they stayed firm, as did the best 
part 01 my support force. The Deathwing 
were locked in combat. and so it was only 
really my Dreadnought which moved, 
heading towards the last remaining whole 
Necron unit - Warrior squad 1. 

The Shooting phase saw the Dreadnought 
drench the Warriors in heavy ilamer fuel. 

Necron army. 



bringing one 01 the metallic liends down. A 
twln·linked lascannon. shot from point 
blank range, saw another Necron spread to 
the four corners of the battlefield. At this 
point the rest of my support element joined 
in. The fire Irom the TacHcal squads 
Revenge. Reprisal and Resolve resulted in 
only one Necron being brought down. The 
Scouts fared better and sniped two 
Warriors. Seeing this exemplary 
marksmanship the Command squad also 
brought another two crashing down, with 
their bolters and plasma gun. This lell the 
unit with only two remaining Necrons - sun 
enough for the others to rejoin the battle. 
Of course, they would have to survive the 
Dreadnought first. 

The Dreadnought came crashing into 
Necron Warri01" squad 1 in the Assault 
phase. His three Attacks gained him two 
hits and resulted in two very flat Necrons. 
Nothing was lell of Warrior squad 1. Now 
none 01 these Necrons would be able to 
come back, having no models within 6" of 
the same type. In Andy'S turn he would not 
be able to recover enough models to keep 
his head abOve the 25% mark and so he 
would automatically 'Phase Our. So I had 
won, but not just yel. There was s1ilt a 
small matter 01 honor between the Necron 
Lord and Gabriel, my Grand Master. 

We rolled to see what the basic ImmOflals 
did first. They caused four wounds but 
failed to bring any 01 the bone while 
warriors down. In return lhe deadly 
poweriists came into play, smashing one of 
the Immortals down. The Deathwing 
Sergeant missed altogether. Now It was 
down to the main combatants. Gabriel was 
going first: if he messed it up, he would 
surely fall victim to the wicked warscythe. 
Nominating all my attacks against the 
Necren Lord. I got a mere two hits end 
rolled one wound from this. Andy rolled for 
his 4+ Phase Shifter Invulnerable save and 
failed! I had knocked the lord from his feel 
In the very lasl round. 1\ was a good Job 
Andy was 'Phasing Out' because the 
Necron lord had the Resurrection Orb, 
meaning he would probably return to finally 
tin ish me oft in turn 6. But thaI was where 
the game ended, and the Dark Angels had 
carried the day. 

S~btcct: X<no Arlef" t XE3-36 
A~thor: C uRd Mut •• C.b.icl 
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WE'LL BE BACK! 
Andy: Welt, what looked like an evenly 
matched game turned into a complete 
roll·over half way through! Owen's Tank 
ShOCk move was Inspired, and totally 
threw me off balance. I never aclually 
recovered lrom it. and In the face ollhe 
strong Uank attack being made by the 
Deathwing, I Just couldn't bring enough 
firepower 10 bear to neutralize his attack 
or capture table quarters. 

looking back on the battle, what actually 
lost me the game was my preoccupatloo 
with the Land Raider which. bearing in 
mind what it did to the poor. crosslired 
Warrior squad feU Justified at the time. So 
then. the log 01 war and alltha!. However, 
the game was immense fun and has really 

given me a taste tor Necrons. I was 
perfectly happy with my army selection 
and teel it could be honed into a highly 
effective force. The end result of lhe game 
is that I have been inspired to collect this 
very army and see whether I can retine its 
tactics to the deadly force it has the 
potential to be. 

The gaming tables of the Studio are soon 
to see an upsurge 01 Necron armies. and 
r ve seen the excellent Deslfoyer·themed 
force Paul Rudge is pu«ing together. 1\ 
looks like the ancient threat of the 
Necrontyr has truly returned. and ils thirst 
lor vengeance against the young races 
knows no bounds. 

NO RETREAT, NO SURRENDER 
Owen: Hurrah, what a game! Man 01 the 
Match goes to the Land Raider. This 
behemoth pretty much took the entire 
Nacron shooting for the whole game. 
Which in tum aided the rest 01 my army. 
Although totally devoid of any weapons, it 
still crushed an entire squad of Necron 
warriors beneath its adamantium 
tracks - awesome! 

The Terminators and Gabriel also tared 
extremely well. They seemed blessed with 
their saving throws. Even when hit by the 
Monolith's ordnance particle whip, gauss 
tlux arc. and thirty plus rapid·firing gauss 
weapons I only lost two! Next time I light 
the insidiOUS NecrQlls I will definitely be 
taking a squad of Terminators - lhey truly 
are their banel 

The rest of my army did their Job with 
gusto too. My firebase ot Space Marines 
admirably stalled Ihe left flank of Andy's 
phalanx and supported my assault 
element. The Predat01" Annihilator tried ils 
best against the Necroos. but it Just 
couldn't penetrate the Immensely thick 
armor of the Monolith. It did help to nobble 
one of the Tomb Spyders though, which 
was a great help, The Dreadnought also 
paid 101" itself by lending off a Scarab 
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swarm and putting the tinal nail in the 
coffin of the Monolith (pun intended)! 

Although on the laCt! 01 things it looked 
like a one·way street throughout the whole 
game, there were many points where my 
forceS could have been viciously repelled. 
I think the game was really close until the 
critical turning point In tum three. looking 
back, Andy should have shot my closely· 
grouped Command squad with his particle 
whip, Instead of teleporting his Warrior 
squad out 01 danger. Us AP of 3 and 
Strength of 9 would have annihilated the 
entire squad with ease. including my 
precious Librarian. The Necron Lord 
standing nearby with the Resurrection 
Orn could have tied up the Terminators for 
the whole game and things would 
suddenly be looking up lor the Necrons. 
With their abi lity to resist death, contesting 
board quarters would have been easy and 
the game potentially won. Ah, the 
benefit of hindsight. 

Overall though, an exCiting and lun game 
which proves that Necrons can be beaten 
and that the Dark Angels are once again 
truly a force to be reckoned with. 
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Matt Parkes is a regular to the 
of White Dwarf and with 

UK Slayer Swords hung on 
his wall at home you'd expect 
him to be. Recently he has been 
working with the 'Eavy Metal 
team on projects for the new 
Hordes of Chaos Warbammer 
Armies book. We took this 
opportunity to ask him about 
his latest diorama. 

As a freelance figure paimer I get the 
chance to work on all manner of 
different projects. but by fa r my favOli te 
is working on diommas. They require .. 
slighdy different appfO"J.ch to 
p .. inling both ~ i ngle 

mini:ltll re~ and 
amlies. The 
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e"siest way to tackle any project is to 
break it down into manageable chu nks. 
As with most of the d iorJ.mas I make. my 
latest one wa~ split into three separ.lle 
Stages; planning. con~truction 
and p.l iming. 

Whatever the inspir.ltion behind your 
dior.tma. the first instinct of every 
modeler is to rdce down to the local 
Games Workshop store and buy a 
handful of appropri.ltt~ figures. Try 10 
repress this natura l desi re for a while. It 
may sound obvious. but by fonning a 
well constructed plan you will save 
yourself both monq· and time in the 
long run. My own bilZ box is filled with 
a large number of built and undercoated 

o r half·constructed pil'{;es that 
nl"Vt:r got used because [ 

rushed off and bought 
them without a plan. 

The first Olnd most 
imponant pan of the plOln 

is to decide which races will 
be the focus of the dior.lma. 

This will he lp you decide the selling and 
generJllheme for your piece. With the 
release of the new liordes of Chaos 
book. and the fine range of new figures, 
my decision w"".ts already half made. I 
simply had to choose an enemy for my 
Chaos force to fight. The Empire make 
for great opposition for nearly every 
mce and having explored or conquered 
nearl}' all corners of the Warhammer 
world, they allow the modeler a wide 
~copc . They are also a great basi~ for 
judging scale 0lS everybody cOIn compare 
the size of an Empire soldier to the reSt 
of the diOT".tma. 

There Olre a number of d ifferent themes 
upon which you can base any dior.lma. 
The mOST obvious is .1 combat scene but 
othe", include chas(.."S, campsi tes and 
flring. J knew I wanted 10 add Oln 
clement o f dynamism .md movement 
into the piece and so decided to theme 
the diorama around a charge scene. 



I te nd 10 avoid combat sceneS :15 to 
position two models to appear in the 
midst of combat is actually very difficult 
to pull off. 

By thiS point in the planning stage I also 
knl!'.v Ih<ll I wanted to include a waleI' 
feature. which the n led me to th ink 
about adding a bridge. too. At the same 
time I wanted some architecture in the 
model. With those few basic p rinciples 
in mind I began to draw some basic 
sketches. By putting together my plans I 
ended up with a storyboard . This is o ne 
of the most useful tools to help you with 
a project. Because the modeling process 
is o nc that gradually builds up seclion 
by section. the storyboard serves as a 
reference sheet and helps keep you 
focused o n your original p lan. 

The next stage In the p lanning is to 
decide upon the size of the baseboard. 
By now you shou ld have some idea of 
how many models and the amount of 
scenery you want to use. Remember the 
size o f Lhe base will reStrict the amount 
of miniatures and scenery you can use. 
You should also bear in mind that e,'en a 
small base can hold a great deal of 
detail. My base is just 20cm x 15cl11 a nd 
as you can see 1 have managed to fit a 
huge amo unt of scene ry and miniatures 
o n tO even Ihis. 

Now I was almost finished in terms of 
p lann ing. With the Moryboard eomplele 
I had a good ide:1 of what the finished 
p iece would look like. The final stage 
before gett ing hold o f all the necessary 
components was to make a simple 
mock-up. This was made from cut-off's of 
polyseyrene and foa lllboard and this 
again serves the same purpose as the 
stol)'board. b)' ac ting as:1 three 
dimensional refe re nce 

Once this was fini shed. I could begin 10 
place the miniatures o nlO the mock-up 

and check out the relat ionship between 
each o f the figures. It is cntci:t1 to make 
sure that each minialUre on Lhe diorJ.ma 
has a purpose wi thin the narrat ive. So :It 
th is stage any figures lhat I deemed were 
taking up unnecessary space were put 
aside. When sorting out the p lacement 
of models I try to Slick to a vcl)' re:llisl.ic 
approach. Because of the f:tmasy im:lges 
in the Wilrhammer world it c:tn be 100 
easy to stray from the confines o f realiey. 
AhV'"J.)'S try to give each of the mooels on 
the board a purpose for being there 10 
add realism 10 their actions. The mock-

M.II s storybo.rd. h. u«d IhlS os • ,cf<l<n<c . hul 10 k.<p ,he P,olC<' on lu<k 

...,', -,, ~ """,, ,j&'-' 
'", (- .,""'" 
'0:' j. 

"$, I~ .... !hi '-;"" ~ 
~t"w_ 

loR<. '<OOr.> ....... .>JI,...., ... 

rf;l ~"" 
. ,..,-' 

n ::11 , ......... "..-t 
t_ .... 

/i"l o'll1 
.-

WHITE DWARf 19 



up will also give you a n indication of the 
scenery you will require. The same 
fe-,Ilistic approach adopted wilh Ihe 
miniatures should be laken with the 
~enery, making sure you place the t ight 
lypcs of scencr)' in suir-.. ble locations. 

Finally, us ing the mock-up (0 give me an 
indication of dimensions, I made a 
technical drawing. This would be useful 
when Ihe construction work began as I 

would be able 10 cut the scenery 10 
exact measurements. 

One of the 1ll000t important aspects of a 
diorama is the choiet: of materials used. 
I can regularly be found perusing to), 
bir5 and local model shops in search of 
unusual and useful materials. Fo: 
example, Ihe textured plaSlicard flooring 
is model milway scenery. SlOnes. dried 
plants and o ld roots arc ideal. and it is 

incredible the resulls th ... can be 
achieved b)' just exploring your garden. 
Variely and ingenuily are key factor5 10 
helping 1ll.lke any dior.tma stand OUI. 

Now the fun part of building the 
dior.tma can begin. I always start b)' 
constructing the base and working 
upwards from il. and a th ick sheet of 
plasticard is ideal for Ihis. J USL-d il 10 
build up Ihe basic fmmework for Ihe 

The d,orlm. bdoro Lh, Emp'" .Dd Ch.ns 1'8m .. "'uc .ddcd 



model. and the texture and detai l could 
then be lidded at a later stage. Once the 
basic shapes had been CUt and glued 
into place they were then filled with 
Polyfilla and textured paim was applied . 

10 create the canal I first paimed the 
furniture and glued it imo place. The 
w;ater effect was made with [WO part 
cPO:\.l' adhesi\'e to which a small amount 
of Fon«."Ss Grey and Goblin Green had 
been added. Placing tape over the edges 
10 prevent the mL'II: from spilling out, I 
then poured it imo me ,--anal section. 
The canal serves as a nalUral dhide o n 
the diO ... Am;a. sepa .... lting the man-made 
walls from the rocks and grass. This 
fined in wel l with my pJaccnll:nt of 
figures as I w.lnted the disciplined 
l:mpire soldiers to be positioncd o n the 
walls whilst the barbaric, feral looking 
Chaos Knights would ;lppcar on the 
rugged side o f the piece . Once 1 had 
flnished m;aking me base o f the dlo .... una 
1 then palmed the scenery. The buecoat 
for the ground was ScorchL"<l Brown and 
Fortress Grey to which I :Idded alellched 
Bone and Bestial Brown painted in a 
patchwork fashio n to create a more 
realistic look. The wall \\~JS painted 
using a basecoal of Chaos Black and 
Codex Grey. again adding a number o f 
different shades of grey fo r the 
highlights across the fuce o f the wall. 

I wamed to keep the conversion work to 
a minimUIll but noncthcless I like 10 lldd 
:1 scn.~e of 1II0vemcnt to my pieces. I 
knew I wanted the Chaos w..rriors to 
look like a column of charging stcel. 
This was achlcved by mooellng the 
horses with JUSt rwo fect in comact with 
the ground and adding some Ore hair 
from the p lastic O rc f ... "me for a sense of 
movement . The ;additio n of the torch 
added to the color of the Knights and 
also continut."<l the theme of 
barbarian invaders. 

When I designed the Empire force I 
wanted them to appear unready for 
combat and surprised by the sudde n 
:lIIack. 1 posed them so that they were 
running to defend the walls and altered 
the pose of one of them to give the 
appearance o f him pulling up the 
drawbridgt:. This adds a se nse of tens ion 
and time 10 the model. furthe r ;adding 10 
the feci of movement and interaction 
between the miniatures on the dio ... .lma. 

Finally, I \vanted the two different types 
of terrain to be reflected in the color 
schemes of the miniatures. The Cbao:; 
Knights were o n the rugged. wild half of 
the base. so [ painted them with browns 
and blacks. keeping their armor a simple 
silwr metallic colo r sche me. To cont"'JSt 
thiS. 1 p;ainted the Empire soldiers with 
\livid unifomlS using bright )"ellows 
and mage nta. 

, , 

At the UK GoldeB 
Dc:1I\OII lW~rd. ZOllO. Mill wom 

his 1«000d Sl>ye. Swo.d with his 
Ch"iot R~ee diouma. 

1\1111 wo~ hi, {irst UK Sbyor Swo.d im 1995 
wi lh Ihis dio ... ru of 'Outpost Numb" 7'. You 
t~ft fiDd it ill While o...uf 191 

M.n·, most .tent sUccess Willi 01 UK Goldu 
Demo. ZOOI. whe.e be wo. lhe Opu compeli!;" 
with Ihis diomru of 0.;0 .. 
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The Studio's recent Cityfight 
campaign was a hard fought affair. 
Alliances were forged and then 
broken; biHer enemies met in mortal 

THE VOGEN 
CAMPAIGN 

(ombat, and shaHered vehicles -==:-c"",==-:-:-====-=-===::-c==::-::==-c====:-:-
littered Ihe slreels of Vogen. THE GAMES WORKSHOP STUDIO CITYFIGHT CAMPAIGN 

When Ihe new Cityfight book arrived 
in the Design Studio, it was only a 

matter of time before a Warhammer 
40,000 campaign got going. After Ihe 
Warhammer frenzy that was Albion, the 
task of running the Cityfighl campaign 
felilo Granam McNeill and Phil Kelly, 
two of Games Development's 
Warhammer 40,000 team. In this article, 
we'll show you how they did it, and next 
month we'll be revealing some of the 
highlights from Ihe campaign. 

Graham: In the Warhammer 40,000 side 
of Games Development, we were pretty 
psyched about playing Cityfight, having 
recently watched the double whammy of 
Saving Private Ryan and Enemy at the 
Gates again. There's something cool 
and visceral about the idea of soldiers 
battling in the nightmare canyons of a 
city, where every window could contain a 
sniper and each building a squad of 
enemy soldiers waiting to spring an 
ambush. Cityfight really captures that 
claustrophobic atmosphere of urban 
warfare, and the idea of playing loads of 
games on the scenery which the 
members of the Studio had put together 
on hobby nights was too good an 
opportunity to pass up (after a flurry of 
hobby nights in the Studio, we had 
enough Cityfight terrain to completely fill 
four tables). 

Phil and I had run campaigns in the 
Studio before and set about this one by 
sitting down and thrashing out how we 
wanted it to run. Having recenlly finished 
running an Inquisitor campaign, with its 
multi-level plots, intrigues and narrative 
play, we decided we wanted something 
much simpler as it would lead to more 
games being played and keep the 
amount of record keeping and work we 
had to do \0 a minimum. The first 
decision we made was that the 
campaign was to be map-based. This is 
a great visual element for people to 
gather around and plot their next moves 
and makes things more interesting from 
the start. The Cityfight book has, as a 
watermark, the plan of a city designed 
by Nuala Kennedy and Stefan Kopinski, 
and we knew that we could use this as a 
basis for our map. 

I took a printout of the map and divided 
it up into various locations, based on the 
text which Jervis Johnson and 
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The original campaign sign-up poster. 

Pete Haines had written in the Battle for 
Vogen section at the back of the book 
and some ideas I'd had myself. I then 
wrote a short piece of descriptive texl for 
each location, and pretty soon we had a 
good idea of what the city looked like 
and what had happened to it in the 
weeks following the initial rebellion. 
Using my rough notes, Phil adapted Ihe 
map so thaI we could use it lor the 
campaign, with all the various locations 
clearly marked. Once he'd finished the 
map, we then enlarged it on a 
photocopier so that we could pin it up on 
the Studio notice board. The web team 
used the material we'd produced to 
create the interactive map of Vogen 
which you may have seen on the 
Games Workshop website. II you 
haven't, I thoroughly recommend that 
you take a look at it. because it's 
rather spiffy. 

To see the interactive map go to: 

www.gamesworkshop.eom/ 
wdmagazinelcllyllghll 

With the map and locations in place, we 
sat down and discussed how the 
campaign would actually work. II had to 
be simple, because the larger the 
campaign, the greater the scope for 
things cropping up which we hadn't 
counted on. We decided upon a simple 

system of Victory Points, with each 
location worlh a cerlain number of points 
based on its importance and proximity to 
the center of the city. At the heart of the 
city was the Palace of Peace, the seat of 
government of Vogen and ultimate prize 
of the campaign. Worth a whopping 10 
Victory Points, whoever held it at the 
end of the campaign would probably be 
the winner. As well as Victory Points, we 
wanted some locations to have special 
rules or scenarios to represent what had 
happened after the rebellion. Phil 
produced a rules pack detailing how the 
campaign would work, together with 
some special rules lor certain locations. 
For example, the High Ground mission 
was always played in Building 235, and 
in the center of Angel Square there was 
an imposing statue of Sanguinius, the 
Blood Angels Primarch, and we decided 
that should it fall into Chaos hands then 
every Imperial player in the campaign 
would suffer a·1 to their Leadership for 
the following battle. Other locations had 
mysterious gold pins already in place 
and these represented unknown forces 
that had taken root within the city and 
gave Phil and I the chance to play some 
games if a player ever attacked one of 
them. Phil look his Tyranids: I used Ihe 
new Necron army list that we were 
play testing at the time (which also saw 



the first outing of the C'tan) and Craig 
'bodycount' Bodycote took his Blood 
Angels. What force each pin represented 
wouldn't be revealed until a player 
attacked it, and it could change from 
game to game so other players couldn', 
make use of someone else's bravery. 

We allocated each player a location on 
the map as their home base and, once a 
week, they would place a colored pin in 
a location adjacent to one they had 
control of. In this way each player's 
territory would expand and offer them 
more potential routes towards the centre 
of the city and the Palace of Peace. If 
players opted to place a pin in an 
occupied location then those two players 
would fight a battle using one 01 the 
scenarios within the Cityfight book, and 
whoever won would control the location 
and win the Victory Points. If a player 
ever found himself in the unfortunate 
position of having no territories left then 
he was defeated and unceremoniously 
removed from the campaign. But 
because we didn't want to deny anyone 
the chance 01 a game, we allowed them 
to playas one 01 the armies represented 
by the gold pins. Thus as the campaign 
progressed and more people got 
knocked out there would be a greater 

pool of armies and players lor us to 
draw upon to play these games. 

With the rules pretty mUCh sorted out, all 
we needed now was some players. We 
produced a sign-up sheet for the 
campaign and within a day or two we 
had over twenty players clamoring for a 
game. Of course, with such a large 
number of people playing, it would be 
inevitable that due to their busy 
schedules, some players might not be 
able to make a move every week. To 
allow for this, we allowed players the 
option to fortify one of their locations 
instead 01 moving a pin. Each time a 
player fortified, it allowed them to put a 
'dot' of fortifications on a particular 
location, with each dot representing a 
hundred points that could be spent on 
defender's fortifications should another 
player attack them there. If you fancy 
having a go at running your own 
Cityfight campaign using these rules, 
you can lind the rules pack, Including 
the descriptions and special rules for 
each location in the city, by visiting: 

www.gamesworkshop.coml 
wdmagazlneleltyflghV 

Alter distributing a copy of the rules and 
background to each of the players, we 

Placing the bante map next to the Studio kente tumed out to be 
a master stroke of military planning. 

Every lunchtime. hard-fought battles raged across the Studio. 

revealed where each player's starting 
location was and stepped back to watch 
the intrigue and plotting begin. The first 
few moves were tentative, with most 
players electing to consolidate their 
positions with expansions into small 
value locations so as to avoid getting 
kl"lOCked out embarrassingly earty in the 
campaign. That wasn't bold enough for a 
couple of players who kicked off their 
offensive by launching an al1-out attack, 
though in some cases this was to have 
mixed results ... 

THE VOGEN CAMPAIGN, (ORE RUlES 
-We Ihoughl ;1 wu over. We couldp'l hne 
bee. more wrong. TurllS oul lhe Nighl Lords 
lefl us I linle presclI' durillg Ihe fi/"$l w ... 
The prtstlKC of 10 much dcala conlUl ioll 
IDd (lillie IiI up like, {irecucker ill Ihe 

warp. Ch,os .. " iIJcsislibly d .... 11 Nck 10 

VOgtll, hoping 10 {US1 011 our (lIin. As i, 
IUrll$ OU I. 50 ." everybody else ~ righl IIOW 

jUlI .boul every olher herelic, .liell .Dd 
scumNg ill the setlOf i5 (igblillg {or. piece. 
eilher for or .g.illl C!uOL They WIll I our 

city bid. 

BUI 1hey ,ip', gelling il.~ 

VClCnll 5g" Hessel. 12211d c..di.n Regimenl 
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VOGEN 
VOGEN ERUPTS IN A STORM Of BLOODV CARNAGE 

the beleaguered 
capital during the 
production of the 
Cityfight book. The 
campaign is map­
based: some of the 
locations within 
Vogen are of varying 
strategic importance 
and hence have a 
Victory Point total 
allocated 10 them 
according to their 
status. For instance, 
a hab-block may be 
worth one VP. the 
Palace Grounds 
four VPs, etc. 
Some locations, 
however. will eam 
you no VPs at all. 
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BASIC RULES 
The way the 
campaign is 
played is as 
follows: 

I. Each player has 
a number of 
colored indicator 
pins (available 
from any 
stationery store) 
which should 
bear their initiats . 
The pins can be 
color coded 

The Vogen Campaign was based on the 
Imperial city of Vogen on the planet of 
Khai-Zhan, predominantly because a tot 
of detail had already been sorted out for 

depending on which army the user 
plays, green for Orks, blue for Eldar, 
gold drawing pins for NPCs. etc. 

fl . Each player starts with one pin at a 
random location on the map's edge, the 

SPACEPORT COMPLEX 
The reason for Vogen's continued 
dominance of planetary affairs, the sole 
spaceport on the planet. Is where all 
Vogen's imports and e)(ports arrive and 
depart. The landing fields and warehouse 
comple)(es stretched far to the north of 
the city and Imperial forces were forced 
onto the defensive as traitor units 
attempted to wrest control of the facilities. 
Units of the Cadian 122nd stationed 
outside the city walls were able to lend 
their strength to the defense of the 
spaceport, bul were annihilated when 

Thunderhawks carrying debased warriors of the Night l ords Chaos Space 
Marines dropped from orbit and struck within the defensive perimeter. 
Reinforcements from the north. in the shape of fresh regiments of Cadians, retook 
the spaceport several days later. bul it was only to find the landing platforms and 
runways cratered and booby-trapped. Engineers from the Departmento Munitorum 
worked non·stop for days to repair the sabotage and soon fresh troops were able 
to be brought in from off-world. 

o VICTORY POINTS: Any forces with a pin in the Spaceport Comple)( may place 
their new pins in any unnamed location on the map (it does not need to be 
adjacent to a square occupied by that player). They may not place a pin in a 
named location. They may also Deep Strike any units they wish to keep in reserve 
if the scenario uses the Reserves rules. 
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place where your forces have breached 
the walls, their HQ, etc. This will be 
determined by the campaign organizers 
in the first week of the campaign. A 
square with one of your pins in it is 
occupied by your forces. 

III. At regular intervals during the 
campaign (every week or so), each 
player may place another pin in a 
square next to one of their e)(isting pins. 
even if the border between them is 
very small. 

IV. If two pins of different colors are in 
the same map square. playa game of 
Warhammer 40.000 wilh the owner of 
the other pin. The loser removes his pin 
altogether. and the winner claims that 
square by leaving his in place. If there 
are already two pins of different colors in 
a square. you may not move into it (no 
three- or four-player games unless the 
campaign organizers specifically 
say so ... ). 

V. If you lose all your pins, you're out of 
the campaignl 

VI. Games are of any agreed points 
value and use a randomly determined 
Cityfight mission, unless speci fied 
otherwise in the location information 
(See Vogen locations on the website at 
www.gamesworkshop.com/ 
wdmagazine/cityfighV). 

VII. If your pin occupies a location with a 
Victory Points value and there are no 
opposing pins in that location. you can 
claim those pOints to add to your total. 

VIII. If you wish, your troops can gain 
experience points as outlined in 
Warhammer 40.000 and Code)( Cityfight. 
Ills up to you to keep track of these -
they will affect playas lime goes on and 
the campaign organizers can't be 
e)(pected to monitor every squad! 

IX. At the end of the campaign (decided 
by the campaign organizers), the player 
with the most Victory Points in total is 
the winner. 

That's the basic premise. This ensures 
everybody fights over locations of 
strategic importance. However, not 
everybody is available whenever 
someone else feels like having a scrap. 
so these rules are adjusted as follows. 

ADVANCED RULES 
I. Instead of adding another pin, you 
may FORTIFY one e)(isting pin. Add a 
dot (. clearly marked) to the pin you 
have fortified. When fighting a game in 
this location. you have an extra 100 pts 
\0 spend on equipment from the 
Defender's Armory in Codex Cityfight 
(page 21). This may be done more than 
once. adding 100 pts per fortification and 
another clot to the pin, but no more than 
three times in anyone location. Some of 
the locations already have fortifications, 
e.g .. (- ) would mean someone 



defending that square may spend 300 
extra points on equipment from the 
Defender's Armory. 

This can be used as an altemative to 
aggressive tactics if you're simply too 
busy to play. 

II. If someone is contesling a square 
with you but you cannot play them for 
any reason (holiday, illness, elc.). simply 
arrange lor them to fight someone else 
who is on the same team as you (the 
same color peg) . II is assumed that 
your allies have stepped in to defend 
your line. 

III. Certain critical areas of the map 
have certain special rules and scenarios 
(a cathedral may give Sisters of Battle 
players more Faith points per battle, a 
Gun Tower automatically means the 
High Ground scenario is played, etc.). 
These are listed on the separate 
document detailing Vogen's 
important locations (see the website 
address above). 

IV. No assassins may be used unless 
specified In the location brief. 

V. If you are nol present for a while, tell 
the campaign organizers and they will 
lortify one of your squares every 

The lull Vogen campa'9n map. 

GUN TOWERS AND SNIPER'S ALLEY 
These heavily armored gun towers 
changed hands many times over the 
course of the war, their strategic location 
overlooking the Basilica and taw courts 
making them ideal vantage points for 
forward artillery observers and snipers. 
Indeed, these were among the few 
structures that survived the war relatively 
intact, despite attempts by both sides to 
reduce them to rubble. Chentelle Street, 
the long road that led from Harikon's 
Bastion on the south wall to the gates of 
the Palace of Peace. became known as 

.~, 

cml/'l.'.~ 

'" 

II ~S,"\1L t. 

Sniper'S Alley and, before long, it was a brave soldier who dared try to cross from 
the east side of the city to the west. 

2 VICTORY POINTS per gun tower location: Each of the gun towers has both 
fascannon and heavy bolter sentry guns, set on point defense mode. They are 
elevated 8-. Once the tocation is claimed, they will fire upon the nearest enemy 
target every turn. 

High Ground is always played In these locations, with the gun lowers themselves 
as the objective. 

2 VICTORY POINTS fOf" Sniper"s Alley South, 4 VICTORY POINTS for Sniper"s 
Alley North: 

A Vindicate Assassin is operating in Sniper's Alley North and may be used by 
Imperial players in any game played here at no additional points cost. 

The Gauntlet is always played in these locations. 

wain DWIIII 15 



campaign phase. If you just can't be 
bothered, forget to make a move or to 
tell the organizers, you miss out, as you 
cannot have a backlog of turns and do 
them all at once. 

VI. If two or more of your pins end up in 
the territory of the same enemy, all of 
these contested squares can be 
resolved by the same battle. This allows 
you to push forward in the surrounding 
zone if you are doing well in a protracted 
battle: the game is representative of a 
larger struggle. If a game is already in 
play in an unfortified square, 
fortifications in other squares resolved 
by the ongoing game are ignored (forces 
have broken through the weak point 
in the line). 

FOR EXAMPLE: Adi and Graham are 
playing against each other. Due to the 
fact they cannot play often, the game 
runs on into the next campaign tum. 
Normally: another pin would be placed in 
this time, but the players are anxious not 
to take on any more opponents just yet. 
Adi is doing well in the game, therefore, 
he decides to put a pin in another, 
different square occupied by Graham's 
forces (this must be next to Adi's 
uncontested territory). Graham, playing 
defensively, decides to fortify (.) a 
nearby square. 

The game they are already playing 
decides the fate of ALL contested 
squares between Graham and Adi. 

VOGEN CAMPAIGN ALLIANCE TABLE 
Allies with Chaos 

Chaos X 

Orks Ye, 

Imperials No 

Eldar No 

Tau No 

SP.ICEPORT 
COMP,U"X 

(01 

Orks 

Ye, 

X 

No 

No 

No 

Phil defends the Palace of Peace. Ihe 
Paul Sawyer's While Scars. 

VII , You may not attack members of your guidelines are laid oul below on the 
own team unless you play Chaos or table. The Dark Eldar may do exactly as 
unless it is the last week of the they please, but backstabbing is to be 
campaign (every man for himself. .. ). encouraged. Kroot Mercenaries may ally 
Feel free to make alliances with nearby with any force. Tyranids and Necrons 
forces, for instance if you need to unite may only ally with armies of the 

same type. 
against a common foe. Use your 
common sense here, although some 

Imperials Eldar Tau 

No No No 

No No No 

X Ye, Ye, 

Ye, X Yo, 

Ye, Ye, X 

GIBBET HILL 
Situated on an exposed and windswept 
rocky island to the northeast of the city 
walls, Gibbet Hill has always had 
associations with death. Convicted 
murderers were once hung by the neck 
until dead here, but now it is a fortified 
gun emplacement. When public 
executions were moved to the more 
sheltered location of Execution Square by 
popular demand, the hili was forti fied and 
defense laser silos constructed atop the 
old detention complex. Gibbet Hill was 

Graham: So there you have it. Hopefully 
this has given you a taste of how easy it 
is to fun a campaign like this, so why not 
get stuck in and give it a go. The full 
rules pack and descriptions of all the 
locations. together with their special 
rutes, are 011 the Games Workshop 
website, so jf you have access to the 
intemet, gel them downloaded and get 
playing. The future of Vogen is in 
your hands! 

. the scene of fierce fighting due to its 
elevation above the city. Though less than fifteen meters above sea level it 
provides a vantage point from which the Imperial palace can be bombard~d . The 
fortress changed hands many times during the fighting, until there was virtually 
nothll1g left of the original buildings. 

Everyone around the Studio really threw 
themselves into the spirit of the 
campaign very early on, with factions 
forming, shaky alliances being offered 
and outright threats being hurled about 
with wanton abandon . The Imperial 
Guard had begun with a strong position 
on the south-eastem quarter of the city, 
based in their HQ building, but nearby 
forces of Chaos and Eldar looked set to 
give them a run for their money towards 
the center of the city. Meanwhile, to the 
north, Paul Sawyer's White Scars were 
set to go head to head with the Orks 
and the Iron Warriors, who were casting 
their eyes towards the spaceport 
complex and the very, very big guns 
atop Gibbet Hill. 

5 VICTORY P~INTS: 1/ you control the arsenal of laser silos on Gibbet Hill you 
may,us~ preh~l~a~ bo~bardment in every game you play. You may also destroy 
one dot of fortifications In any square or location per week. 
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In next month's article, we'll take a look 
at some more of the seventy plus games 
(yes, you read that right) that were 
played as part of the Studio Cilyfight 
campaign. We' ll continue Pete's 'Diary of 
a Warsmith' and bring you highlights of 
some of the biggest games that were 
played here in the Studio. 



DIARY OF A WARSMITH 
Pete Haines: The 
following notes were 
originally memos that I 
generated while playing 
in the studio Citylight 
campaign. I wanted to try 
to stay in character 
through the campaign 

and figured that jotting down events 
from the perspective of the commander 
of my Iron Warriors army. Murchad 
Kite. would be a good way of doing it. 
The entries that follow skip over the 
odd move where nothing worth noting 
happened but provide a good overview 
of campaign events as they affecled 
the Iron Warriors. 

UPON RECEIVING 
THE CAMPAIGN PACK 
Clurly Vogell will be vinu.Uy impossible 
10 caphlre illlaC!. I bck Ibe lIumb", !O 
dclul all Ik olkr hcrioM simllltillCously 
SO mUS! C(IIItelll'''e 011 enbC! I deusive 
strike Of a ,10' stuugull,jqll. It is pQ$$ibl. 
I migh' feTmCIII all .lIialKe. bill IlIia oftell 
dCV'Clop delll$jqll' of illdepeodcDce Ibn t.1I 
be irrililing. Whelber deci$ive blo. or 
eOtlllrielioll is my Tlctic depends 011 wbere 
en ItlUl lly glin ,ccas 10 Ihe dlY. 

t have prcpued my company lor u liop in 
Ihe cilY. t .anllOI rely OD my Pr.dllors ill 
Ihe crimped (i ly SlTeelS Illd my Rhioos .ill 
be 01 h r more limiled usc llull IIOrm. l. t 
m.y ulliush my O .... dllOughts Ilthough Iheir 
m.dllcss nukes lhem ullpredicuble .lId I .m 
lUre my openliOtlJ will fC<{uire urellil 
liming. illsl .. d I illt.nd 10 buc my TlCliu 
011 SITOlig illlntry squads. .ell~quipped 
wilh oovy WUPOIIS Uld ft..mcrs. My 
Vetenn Illd Tumill"Ofs .ill be ill dose 
support. It is .ilb Iroo Wlrriors I .ill 
sc ize Vogu plus. of coursc. a 101 of very 
big gUlls. 

AFTER FINDING OUT ABOUT MY 
STARTING POSITION 
T be IKlic .. ill be tDnstriction. I UII gl ia 
ItCUS 10 Ibe (ity 'II Ib, DOnb .... "'st (orner 
.ilbill cuy $Irikipg dist'lIu of bolh lhe 
SlUpOll alld Ihe orbilll defellses .. Gibbet 
Hill If I UII .. hiul: Ihts<: obicCliva I un 
(UI Vogen all from e,Uerna! inlerference IS 

Ihorllughly u wilh Iby siege lincs. Onu 
eStlblisbed. I ua mOVe for olh.r ITt" IS 

wi,h, No ope will SlOp me Ih is lime. 

CAMPAIGN TURN ONE 
My company Ius pellCtrllCd Ihe dry 
peri meIer w,lh usc. Aureby Tl,Ilcs III Vogc.n 
.... we ITt II bome hue. 

CAMPAIGN TURN TWO 
I hive pressed 011. inlo Ihe tny 10 widen 
my foothold. 

I 1m lold the ITCI ill whicb we luve SCI up 
OUI b.sc WIS I mcrelnlik IIId picuule 
dislriu. There is I,uk 10 indiwe il: We 
have fouad fe. civilians Illd Ibe .. re lche$ we 
hive discovered lie hllf- stlTved skeletons 
.ho mike poor Ilhor slaves. 

Tbe au,d l olber flClions I blYe identified 
Ue Orks. "'Ihollgh most cri liCilly the 
sllrporl is ill Ihe hlbds 01 Ihe C rimson 
Fists. Ho. iroaic Ih., .£Ier III Ibcsc 
cellluries iT is the dacend.aats of Rogil 
Dora Ihll stand betweell the Iron Wlrriors 
Ind viclory. Still. whell Ihey ITe Kill reeliag 
before me Ihey .i11 luve ItOwhere 10 go Ind 
Ihe ollly forces Ihll mighl ch.llellge me Ire 
Ihe Orh .ho. Ihough formidable. lick 
stlilegic vision. 

CAMPAIGN TURN THREE 
My inilili mllve Ius been 10 advlllcc 
to.uds Ibe obvious objcclivu II Ihe (cnler 
01 Ihe city. This will bopefully help 10 
CDtDUnge lhe: olber (Iuions 10 look in'lTds 
as .. ell and • .-ay (tom my red oh,wives. 
The cuml .egioP$ of the cl1y IT' .umored 
tu be infested wilb Tyruids. I fCe 110 
belltf;, in tlullellging lhem: whi lsl lhe 
P,ilce is I uscful medium Irom which 10 
~miflistcr Ibe cilY. i, is Ihe SlUplitl Illd 
ddensc lascrs Ihll coo lTol il. 

Ordered some routille fortifiCilion of my 
pOllilion. If possible I ... ould like 10 sce 
some of Ihe olher huiolls light before 
laking all I"ive: lund mYfC tf. III lay evellt. 
my wUTiors prefer lookillg .1 Ihe ellCmy 
over mi".:fields Ind nrorw1rc. Ind I do 1101 
.ish 10 be c;'Cled beUIlSC of • (ouple of 
uahvoTlblc CDgaS"mellls. After lell Ibouund 
yurs. aile leuas palielltc. 

CAMPAIGN TURN FOUR 
Hlvillg secured my hasc I moved on Ihe 
slupor! befllre Ihe Crimson Fists could dig 
IhelTlKlvcs in 100 huvi ly. 

Tbe tllg,S"melil WU a ruaaillg billie 
Ihrollgh lhe streClS .. ouod tht !IIITPOTI. 

Actompinied by my own retinue. t defealed 
I Ilroog foree o[ lhe: Crimson fists 
Ilthough Ibeir luder. I Cluplai .... wlS 510. 
10 elllU the b.lllk Ilid .U urdul 10 Illy 
0111 01 my ruch. I wu displeucd .ith my 
lroops; Ihey b.ld ly need more Iction. I wI! 
force d 10 ch"gc Ibe lUI f ist OeviSlalor 
$<Iuad .JODe. I hive Iel l k"k missiles before 
lad doubtless ",i ll IgaiD. bill I do 1101 like 
il. Slill il WIS good 10 blood my IIlolls 011 
Dorll·s .helps. I remember Ibe l r(lll ugc. I 
... Rag.1 Darn ICIT Ibro~gb oae of our 
$<Iuach like UI .ngry god. I hope his soul 
felt lheir poill lodlY. 

CAMPAIGN TURN FIVE 
I luvc constructed ""sic forliliulioll of Ihe 
stuport. It IppeITS Ihe C rimson Fists hne 

used somc of lhe gnv freigblers 10 tsublish 
III elldave in I differenl pou 01 Ihe cily. It 
reminded me 01 Ihe grul siege nf Ibe 
Emperors Piluc exccpl Ihis lime Ihe Fists 
.. cre aClpiag by .it Ind not cllming III 

Iheir Emperor', lid. 

CAMPAIGN TURN SIX 
I Soce no ..... SOIi 10 Kize Gibbel Hill .IS yet. 
No one ua gel 10 Ihe posilion excepl 
Ihrougb me Ind 1\0' Ihll I h~ve {ompleted 
my lortiliuliolls lha! .ould be a 
poiadcss gesture.. 

I have Ihe,e(ore conli llued to move to'I ... rdS 
Ihc Pl lace. It is vil.J Ihll lhis prelensc is 
mlinlliped: .lthough my positiolls Ife sccure. 
J prefer 10 prescnl welker p~ilioP$ 10 
,1tT1C1 IllIek. 

The .isdom of tbis was provell wbell a 
mljor O rk force ro.lmed illio my scctor. 
repe lled Ihem by briDging ip reserves direct 
[.lIm It..: ""pori who t511blisbed • good 
posilioll from .hicb to CUI doWfl the hordts 
.ilh ""vy boitu .nd IUloo.n_ fire.. 
Ultimllely my l.i.cuICIWII. Sludntk 
Mandeus. Ind lhe Sorurcr Rolom Mllroc: 
dcfQled Ibe Ork I .. ders in a dcspeTllc 
lund-Io-blnd conl.SI. Clurly Ihe Orks lie 
very dallgerous III Ihe ruins .• here Ihey lTe 
gUlflnleed closc qUlTler fightillg alld ClonOI 
be di,(our'ged . 1 noge. 

My s(ouls lell me Ib.t Cibbel Hill is 
illfcsled by eyell more Orb. Tbese ho'e""r 
ITe primilive by comparison 10 Ihe olhers ill 
Vogca. I "nlIOl (lullee llul lhey like 
tDmmOn nuse 18~iD51 me lhough. and .iIl 
crush Ihem olle 1\ I lime. 

Ronebus Kuc', H,voc Sqw.d - Veltr,a 
bOllors - Sle,ltby 

Wulf LUI" Squad - Velenn bonnls -
Sewer Rlts 

CAMPAIGN TURN SEVEN 
The fenl Orb oceupyillg lbe dtfellsc IlSer 
silos .t Gibb" Hill were ClSily surprised. 
Malldeus 'U Ible 10 surround most of lhem 
in I sipgk buildillg. He brougbl up his 
huvy .elpons Ind led ill bis USlUI! troops 
under hClVY (overillg fire.. Tbe opp05iliap 
melted before tbem and lhe objectiye w" 
sccured. No. I h.ve lb. power 10 bombard 
Ihe cily inlo submission using its 0"'0 
..... poIlS IDd strike laywhtre J plusc usillg 
Ihe surpou·s freighten Illd hlulcrs. I 1m 
.hud of Khedule. and Ibis . lto .. , me 10 
Icst my .urjq,., ill b.lule 10 weed OUI Ihe 
ullwortby: In illdlllgcllee. bUI Ollt Thai 
plcucs me.. 

Zell FerrllS' Squad - Vetenn HOllon .... 
T'lIk HUlltefi 

'Warsmith Haines's campaign diary 
concludes in nexl month's While Dwarf.' 
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You have been told thallhe Emperor's 
Inquisition is united in its ceaseless 
purge 01 the wicked and the unclean, 
thai their sacred purpose remains 
unsullied by personal vendettas or 
internol politicking. These are lies of 
the worst kind. Graham McNeill and 
Phil Kelly look 01 the schisms and splits 
thai divide the Inquisition. 

It is said that i1 man could spend a lifetime 

in the Ubrary Sanctl.l$ on Terra and still 
never know the full extent of the differing 

philosophies within the Holy Orders of the 
Emperor's Inquisition. Since the days of 
legend when the Emperor was first interred 

within the life-preserving mechanism of the 

Golden Throne, his divine wi ll has been 
subject to the all too fallible Interpretations 

GUARDIANS 
OF MANJLiIND 

FAC TIONS O F T H E INOUIS IT ION 

of his mortal servants. Throughout the 
centtlries, differing intefpl'"etations of the 
EmperOl" 's word have grown in prominence 
or fallen out of favOl". />.$ is common with 
people of shared philosophies, factions have 
fOl"med to espouse their beliefs and 
members of the Inquisition are as prone to 
this as any o ther group. Such division would, 
under normal circumstances, be frowned 
upon, but the men and women of the 
Inquisition are trained from the very 
beginning to always question, and it is this 
very nature that gives them the skills and 
strength to achieve the task5 before them. 

lhe belief structures of the various factions 
have bl-oadly poIari1:ed into twO main 
camps. The first of these it is convenient to 
name Puritans, and they enfOf"Ce the letter 
of the l ore, and are perceived by the 

majority of Imperial d ti1:ens u the 
ultimate protectors of Mankind. In 
almost direct opposition to the 
Puritans are inquisitors known as 

Radicals, who view their exalted 
position within the Imperium 

as license to employ methods 
that most Imperial 

organiutions would view as 
heretical. The Radicals believe 
that the means they employ to 
achieve their goals are 
secondary to its achievement. 
In some cases this can even 
mean the use of Chaos tainted 
knowledge and artifacts, or 
reprehensible methods that 
skirt dangerously dose to 
OUtright treachery. Even 

within these broad definitions 
there are many and varied 

splits, differences and tenets , 
though this document shall 
confine itself to those factions 
which enjoy the favor of 
powerful supporters and 
are currendy in 

the ascendancy. 

PURITAN FACT IONS 

T HORIANS 
"'The rewards more IhlD OUlweigh the risks 
should we succeed. Imlgillc il! The 
Emperor rcbora lad WIlking Imongst his 
people U 1 liviag god. Who un Sly such 
1 thing is wroog!' 

loqv .. "Of C, .. « 1C from 1"'10;'''01;.1 R'pon 
T H/ ZI/J6, "Th, lo,oo.bl. 1""',0" 

The Thorian faction of t he Inquisition 
takes its name from Saint Sebastian Thor, 
the hero who overthrew Goge Vandire , 
the tyrannical High l ord of Terra who 
plunged the Imperium into the Age of 
Apostasy In the 36th Millennium . The 
Thorians believe that Thor was divinely 
inspired and that he moved with the 
Emperol"'s light burning w ith in him. To 
many inquisitors of the day, it was obvious 
that Thor was imbued with a measure of 
the Emperor's will and charisma. They 
believed that it was not the first time that 
the Emperor had acted in such a way, 
citing such figures as St. Capilene and the 
hero Josmane as previous vessels of the 
Emperor walking amongst his people. 

The Thor ians believe that the Emperor's 
near-death at the hands of Horus allowed 
him to break the final bonds between the 
cr ude matter of corporeality and ascend 
to assume his tr ue nature as a de ity. His 
spirit wanders the void, traveli ng as a 
whisper in the warp, flitting from place to 
place and perhaps even through time. 
Thorian dogma tells that t he Emperor has 
manifested his spirit through his chosen 
vessels many times when his people 
needed him, but t hat these bodies were 
able to contain only the barest fraction of 
his ~ and soon withered and died. 
They await the day that He shall be 
reborn and lead his people onwards in 
continuation of the Great Crusade. 

To this end, the Thorians closely Study the 
interaction of consciousness, energy and 
the warp, believing that if they can 
manipulate these energies correctly they 
can channel the Emperor's spirit into a 
suitable vessel and effectively resurrect 
the Master of Mankind. The re have been 
many attempts to create a body suitable 
for such an important ri tual. including the 
disastrous events on Incunabla. but so far 
none have succeeded. Fo llowers of t he 

Thorian philosophies cOnstantly scour 
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the galally (Of' beings they term :A.v.uars'. 
individuals of such power that they may 
prove able to contain the Emperor 's soul 
once tnOI"e - or be tumed to evil by the 
Ruinous Powers. 

Many Thona" inquisitors are found within 
the Ordo Malleus, where their greater 
understanding of the Immaterium grants 
them an insight into how the rebirth of 
the Emperor could be achieved. Others 
may be found among the Ordo Hereticus, 
though there are few within the Ordo 
Xenos, gve chose who believe 
manipulation of alien psychic-engineering. 
such as chilot of the Eldar, may provide 
valuable insights. Inquisitors of all orders 
foster the growth of resurrectionist cults 
throughout the Imperium, as they provide 
useful foot-soldi ers for an inquisitor when 
he must raise an army to achieve his ends. 

Opponents of the Thorians claim that 
were the Emperor to be reborn it would 
cause a schism and civil war more deadly 
than that begun by Horus. Believers and 
unbelievers would fight to the death and 
the galaxy would be consumed in an 
apocalyptiC holy war. They cite the 
Thorian's naivete. claiming that they 
cannot know what would come back. that 
the Emperor himself might be changed. 
altered by his long absence from the flesh, 
And, more importantly, what of the 
Astronomlcan? The Imperium would 
surely collapse without the Emperor's 
guiding light to steer ships through the 
Empyrean. The risks inherent in what the 
Thorians propose are (00 great for many 
to contemplate but, despite this, the 
Thoriarn; are determined upon 
their course, 

MONDO OM IN ANTS 
· You 15k why we must tie1DSC the l[eDOS. 1 
.. ill tell you. The filth of the l iieD 1Dd 
the .. itch must be extermill1ted to preserve 
Ihe purhy of the HumlP Uce, kst 'We 
dcgcDcutc iMO lbomiDuiop," 

WIle. H.o .. , T,_ " 'h< C".d ... 01 V< .. 

In the 33rd Millennium, Inquisitor Goldo 
penned his seminal text 'Mol'lOdomination 
- the Right of Man to rule the Galaxy in 
the Emperor's Holy Name', This multi­
volume epic drew upon the venerable 
inquisitor's vast experience of dealing 
with aliens and came to the conclusion 
that the only way that Mankind could rule 

;:hey would be if every alien race was 
) a exterminated, leaving humans as the sole 
~ inheritors of the galaxy. Iv. the time it did 
been not receive a great deal of support - its 
:able overty pessimistic view was seen as the 
'& the last, bitter words of a devout, but aging 
so far inquisitor, It was not until Inquisitor 
the !eriminus of Paelutia brought the work of 

y scourGoldo to light, several centuries later, that 

Inqulslrors 'JYrus and Covenanr discuss a di"ereflCe o( opinion, 

the philosophy finally fouod a growing 
body of supporters among the new breed 
of young, hot·headed inquisitors, 

The goal of the Monodominants is a 
simple one: the complete and total 
destruction of every alien, heretic, witch 
and non-believer in the galaxy, They have 
absolutely no tolerance for any form of 
aberrant behavior and will resort to 
drastic military solutions in OI'"de.- to 
enforce their will. No other faaion of 
inquisitors win resort to the use of 
Exterminatus so readily, destroying entire 
worlds in their quest for Human 
supremacy of the galaxy. As would be 
expected of such a militant group, the 
Monodominants are ooe of the few 
factions who are open with their beliefs, 
spreading xenophobia and intolerance 
before them, inciting whole popUlations 
[0 rise and purge themselves of their 
wickedness, InquiSitors who follow this 
path are ruthless and unforgiving and 
frequently leave untold devastation and 
slaughter in their wake, 

Witch Hunter Tyrus is perhaps the best 
known among the Monodominants, 
having purged countless worlds In the 
name of the Emperor, By the time Tyrus 
had completed his investigations into the 
royal family of Epsilon RegaJis , tens of 
thouunds had been bumed at the stake 
and many times that numbe.- imprisoned, 
Many within the Inquisition see the 
Monodominants as incredibly narrow­
minded and frequently doing more harm 
than good, but it is a brave inquisitor who 
would openly voice such an opinion 

AMALA THIANS 

"Who .rc yOIl to s«ond-gucss the will of 
Ibe Emperor? Hi! pbDS ue for Him lDd 
Him 110ne to how, It is enollgb for liS 10 
know Ih'l his gund desigps for the gilluy 
unfold IS he hilS lore seen, ilDd the coloshl 
ur08'Dce dispbyed by Ihose who chim 10 
1(1 io his Olme is both dlDgcrOUS ,od 
tullmOUllt to hctetiy.M 

loq.""01 11." . ... loIloc.-.'"I th< 
.\t ..... cIdo. Sch"", 

The flf'St days of the 41st Millennium were 
days of optimism and promise, a time of 
great spiritual and physical rebuilding, It 
was decreed that there would be a 
conclave held at Mount Amalath on the 
world of Gathalamor, where military, 
religious and political dignitaries would 
gather to once again swear their oaths of 
loyalty to the Emperor, It is said that eight 
hundred Chapter Masters of the Adeptus 
Astartes tourneyed from the far comers 
of the galaxy to join in this renewal of 
faith , Afte.- swearing his oath of loyalty, 
lot"d Solar Macharius took it upon himself 
to launch a crusade in the Emperor 's 
name, leading his forces into the galactic 
west and beginning the campaign that saw 
over a thousand worlds claimed for the 
Master of Mankind. 

Within the ranks of the Inquisition there 
was a growing feeling that things were 
once again proceeding to the Emperor's 
plans, and that the pervading sense of 
doom that had spread through the 
Imperium during the Plague of Unbelief 
and Reign of Blood was over, Many 
inquisitors were swayed by the numerous 
impassioned speakers on Gathalamor, and 
vowed that none should threaten the 
strength which the Imperium was slowly 
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regaining. This body of inquisitors became 
known as Amalathians and decreed that 
they would forever strive to maintain the 
current order and destroy those who 
would seek to destabilize the Imperium. 
Less concerned with the traditional 
heresies of witchcraft and mutation, 
except where they were being 
manipulated by their enemies, the 
Amalathians sought to keep infighting and 
politicking within Imperial organizations to 
a minimum, holding to the Inquisition's 
original mantra of strength through unity. 

Throughout the Imperium, the 
Amalathians seek to calm volatile 
situations and prevent rapid change. 
should change even be necessary at all. 
They claim events are unfolding as the 
Emperor has foreseen and to force 
change in his name is a supreme 
arrogance. Who can truly claim to know 
the will of the Emperor? It is their sacred 
duty to pl""otect the Imperium from those 
who seek to plunge it into anarchy, and 
allow the Emperor 's sacred plan to unfold 
at its ordained time. To achieve their 
goals, the Amalathiaruo must often work 
closely with agents from other 
organizations, and its members have good 
relations with bodies such as the Adeptus 
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Arbites, Order Famulous and the Space 
Marines. On Pylades III in the eastern 
fringes, Inquisitor Barzano worked with 
no less than three precincts of the 
Adeptus Arbites, two orders of the 
Adeptus Sororitas and a Battle Company 
of Imperial Fists in his investigations and 
eventual destruction of the Cult of 
the Devoured. 

Many vocal proponents of change within 
the Imperium accuse the Amalathians of 
burying their heads in the sand, trusting 
events to unfold as fate dictates rather 
than taking a pl""OaCtM stance in the 
defense of the Imperium. However, the 
Amalathians know that the Emperor is 
infallible and to second guess his divine 
plan for Humanity is to know the will of a 
god. And what mortal would dare claim 
such knowledge? 

RADICAL FACTIONS 

XANTHITES 
*Er~iut~ CIuos? HJM ODe mighl JS ... ell 
u y to cxtermilluc O IlC'S OWII shJdo .... Do 
1101 plcsume 10 cllforec J simplc1oll'S 
philosophy UPOIl the Emperor s Inquisit ioll. 
Bury your hud if you musl. bUI my cyes 
Ut opcn yct.~ 

Excerpt I,,,,,, ,I>< ,,~,h ""J of ' '''1"'' '101 Loch"."". 

The principles governing the Xanthite 
philosophy could be described as 
heretical in themselves, for they advocate 
the use of Chaos in furthering the goals of 
the Imperium. To know the enemy is 
valuable indeed, but the Xanthites believe 
in taking this one step further. Inquisitors 
from this faction use the powers of the 
warp whenever they can, fervently 
believing that although Chaos can never 
truly be beaten, it can be harnessed. 

Xanthism was in troduced to the 
Inquisitorial ranks long befOf""e some of 
the more puritan factions had begun to 
coalesce, and has the support of some of 
the most senior and powerlut members 
of the Inquisition. For this reason, it is 
highly unusual fOf" the militant factions 
that oppose them to try the Xanthites for 
heresy. though many would dearly like to 
do so. The most notable exception is 
Inquisitor-Master Zaranchek Xanthus 
himself. the founder of the faction , who 
fiercely protested his innocence to a jury 
of fenow inquisitors before he was 
eventually burnt at the stake. 
Interestingly, one of his most talented 
pupils, Inquisitor Lethrai, famously 
withstood a six-week series of gruell ing 
trials by his Monodominant interrogators 
without showing a single sign of gUilt. 

Xanthites by no means advocate the 
furthering of Chaos and its dark works, 
but see it as a tool that is already in use 
by the Imperium, not yet realized to its 
full potential. Warp travel , astropaths, 
~ctioned psy\<ers, Navigators, Space 
Marine Ubnrians, abhumans in the ranks 
of the Imperial forces; all these bear the 
mark of Chaos, but nevertheless further 
the goals of the God-Emperor, himself 
one of the most powerlul psykers to ever 
have existed. The Xanthites cite these as 
examples that there is no question as to 
whether Chaos can serve Humanity, it is 
just a matter of to what degree. As. a 
result , inquisitors of this faction often use 
daemon-weapons, Chaos-tainted 
artifacts, psy\<er-retainers. daemonhosts 
and forbidden grimOites in their quest to 
understand and exploit the boundless 
power of the warp. Many have achieved 
mastery over the psychic discipline they 
have trained in, and it is unusual to find a 
Xanthite with no psychic ability 
whatsoever. One of the more notorious 
contemporary advocates of the Xanthian 
philosophy, Inquisitor Uchtenstein. has 
incurred the wrath of none other than 
Witch Hunter Tyrus in his obsessive 
search (Of"" a hidden library of arcane 
grimoires that can only be reached 
through the warp. The enmity between 
these two inquisitors exemplifies the 
relationship between the Xanthites and 
the Monodominants. However, an 
interesting exception exists to the 



RadicaVPuritan divide. The Horusians, a 
sub-sect of the Xanthites, wish to create a 
new leader for Humanity much like the 
puritan Thorians. Both factions strive for a 
powerful, god-like figurehead to lead the 
Imperium into a new age. But these 
extreme radicals view the might of Horus 
as a wasted opportunity: believing that 
should the limitless power of Chaos be 
harnessed and bound into a great leader 
of men, Humanity could once more 
become united and crush all before it. 
Needless to say, even open-minded 
members of the Inquisition view the 
Horusians as dangerous in the extreme. 

RECDNGREGATDRS 
-wok uOllod you! We must It,r down the 
rusly lnd Illc icnt nge thlt we hIve built 
for ourselves lod replace il with I shining 
tower thlt no Ollce mote louch the slits. 
Without evolution, we uc shorn of our 
greltest streogth:· 

IDquo<j.or L..<hi. " .h. 0..10. Symposium 

To the Recor'lgr'egacors, the Imperium is a 
waning, decaying thing, riddled with 
corruption, and many of its galaxy­
spanning organizations are rotten to the 
core. Inquisitors of this faction believe 
that for the Imperium to return to its 
former glory the shackles of the present 
must be broken apart. Once they lie in 
pieces, the Imperium can be forged anew, 
stronger and purer than ever before. 

Bureaucracy, politicking and stagnation are 
the enemies these inquisitors aim to fight, 
pulling down established govemments and 
replacing them with free-thinking radicals. 

Although wary of causing too much 
unnecessary destruction. the 
Recongregators' methods have led them 
to sponsoring uprisings. stirring up civil 
unrest. sowing anarchy, causing riots and 
advocating political upheaval wherever 
they go. It is believed that Recongregator 
inquisitors had a hand in the Gobi 
Insurre<:tions. the deposition of Arch­
Cardinal Greig on Hisiros VI. the Sol 
Ridge Rebellions and even the 
assassination of l uthus Dareo. Tetrarch of 
Syllani5, whose stable and moderate rule 
had lasted for five generations. Although 
preferring to remain anonymous and 
manipulate events from the shadows, the 
Recongregators are not above extreme 
action and will involve themselves in 
covert operations should the 
necessity arise. 

Recongregators are often found in the 
ranks of the Ordo Hereticus, though 
rather than seeking to unmask and 
destroy underground leaders. these 
inquisitors actively aid these individuals for 

their own ends. They work to depose 
corrupt or conservative figures and 
replace them with those dynamic and 
open-minded leaders capable of departing 
from the status quo. Obviously, this is in 
direct conflict with the Amalathian faction, 
who consider some Recongregators no 
better than the demagogues of the Alpha 
legiOfl. Unbeknownst to those incumbent 
upon their thrones, many a dynasty has 
been upheld by an Amalathian whilst a 
Recongregator works to tear it down. 

ISTVAANIANS 
-Would you h.ve Mlokind grow old Ind 
withered. ruooiog to fIt 00 Ihe fruih of 
remembered glory wllilst its eoemi,s teu II 
its frlil ,xtremilia? I tlliok 001. Wilh e.ch 
Iri.1. we become stronger. My brethreo . nd 
I will providc.~ 

The Istvaanians see Humanity's evolution as 
having slowed to a crawl. degenerating and 
growing soft, and they fear that it will 
ultimately fall to its innumerable enemies. 
As a result. they spread strife, hatred and 
confrontation wherever they go. They 
believe the Imperium will become stronger 
through conmct, with only the toughest and 
most worthy surviving. 

The Istvaanians take their name from the 
massacre which began the most terrible 
connict to have engulfed Humanity, the 
Horus Heresy, initiated by the traitor 
Warmaster's virus bombing of Istvaan HI. 
What most Imperial historians view as the 
worst disaster to ever befall the Imperium, 
the Iscvaanians champion as the catalyst for 
many of its greatest accomplishments. 
Despite their extreme stance and drastic 
methods, history seems to vindicate their 
beliefs, as from the greatest periods of 
upheaval have stemmed the most profound 
developments Within the Imperium. With 
an objectivity borne of hindsight, they claim 
that the Heresy weeded out the weak­
willed and traitorous from the ranks of the 
Adeptus Astartes, and ultimately caused the 
Emperor's ascension, allowing the Master 
of Mankind to ascend to godhood. They 
point to the Age of Apostasy, when the 
Imperium was devoured by a fever of 
blasphemy, as the cause of the 
Ecclesiarchy's reformation and the coming 
of Sebastian Thor. Great advances and leaps 
of faith are undeniably possible when 
Humanity is tested to its limit, and it is for 
this reason that the Istvaanians actively 
cultivate war.The modus operandi of the 
warmongering Istvaanians is sometimes so 
extreme that many of its most militant 
exponents have surpassed even the 
uncompromising Monodominants. For 
instance, the discovery of a hereditary 
blemish on the princess of Moia, a once­
beautiful planet that had previously enjoyed 
six centuries without connict, was enough 

for Inquisitor Vechorte to incite a pogrom 
of world-wide witch-hunts that eventually 
erupted into a vengeful crusade. In defense 
of the Istvaanians' methods, however, the 
Moian 3rd have since gone on to garner a 
fearsome reputation in the Imperial Guard. 

Interestingly, several well-respected 
members of the Inquisition have recently 
come out in favor of the Kiniet Proposal, a 
motion proposed by the infamous Iscvaanian 
Inquisitor Gastus Kiniel. The proposal seeks 
to enforce military service upon all 
members of Imperial society fit for 
conscription. Given the current abundance 
of threats to the Imperium's future, this 
may well be considered by the High lords 
of Terra, and has already gained 
considerable support within the ranks of 
the Inquisition. It is a testament to the 
manipulative skills of Kiniel that he has 
secured the support of a great many 
Monodominant inquisitors with the fire and 
passion of his xenophobic sentiments, 
Needless to say, this militarization of untold 
billions of Imperial citizens would be a great 
victory for the Istvaanians, and possibly 
even Humanity as a whole. 
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Mlnlatumi designer Man Bedford gl'les 
modelen a few tips on using Fanatic's new 

Inquisitor 'booster pacu', If 
you like what you see here 

then check out Mark's 
regular modeling 

(olumn in Extermlnotus 
magatlne, GW's 

quarterly publication 
for Inquisitor 

fanatia. 

O ver the last few months the 
first Inquisitor 'booster packs' 

have been released. These packs 
include metal pieces that allow 
expert modelers to convert existing 
Inquisitor models into their own 
completely unique creations. So far 
seven booster packs have been 

CONVERTING 
THE 

MASSES 
'BOOSTER PAC ...... S· FOR INQUISITOR MODELS 

released: the Alien booster pack, 
Servo-Skull booster pack. Imperial 
Guard webbing pack , Imperial 
Guard conversion pack, Valhallan 
Guardsman conversion pack, 
Imperial model booster pack, and 
the Scenic base pack. 

Before I start , however, one word 

of warning : don 't attempt to use the 
booster packs unless you are 
already an experienced modeler. 
An the booster packs require the 
use of advanced techniques, and 
are best not used unless you have 
some experience of converting 
models already. 

SE!rgE!ant Black ConvE!rsion 
Inquisitor Scenic Bases 

A pack of lour different bases 

Tip: When placing equipment/webbing 
on figures be aware of its function. ie. 
in combat could a Guardsman reach 
his ammo, etc, or would he have to 
grope around for it. I use photos 01 
modem 2Othl21st Century soldiers 
for reference. 

Sergeant Black before 
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Imperial Guard 
Conversion Pack 
Five components 

After: Front view 

Above: The weapon 
holster does not have 
to be placed on the 
waist. Here I have put 
it on the chest. 

Imperial Guard 
Webbing Pack 

Three components 

After: Rear view 



Alien Bounty Hunter Conversion 
Tip: A conversion does not have to be a project of epic proportions. Just a head 
swap can change a figure drastically and it also leaves you lots of spare parts 101' 
future projects. 

Krashrak before· 

In the first issue of 
Exterminatus magazine 
we have included rules 
for using alien bounty 
hunters in your games. 

After 

Covenant Conversion 

Allen Bounty Hunter Booster Pack 
Eight components 

• 

'No/fJ~' /tie KtashtlI/c f'I)IJ(16/ IhoWn pteviously ill 
While Dwarllf t1w conversion, not the bIlsic modtJI. 

Tip: When putting together an Inquisitor scale figure, try to lest fit the parts 
before gluing them in place. I usa blu-tac as it allows me to move the model's 
pose in front of a mirror to see if it is possible to stand in the way I want my 
figure 10. Just moving the head into a different position can change the mood of 
the model. 

Covenant Booster Pack 
Eight components 

Covenant before 

Pictured here is 
sneak preview 
of a sprue of 
'mutant heads' 
that I've made 
for an 
upcoming 
booster pack. 
Also in the pipeline are more altemative 
head sprues, and more weapon sprues so 
that you can start to use some of the other 
weapons from the Inquisitor weapon lists. 

Hopefully this article has whetted your 
appetite for using the new Inquisitor booster 
packs. If it has then you can order them 
from GW Mail Order, or al the on-line store 
on our website. They can also tell you how 
10 order the Exlerminalus magazine. 

last but by no means least, you can e-mail 
your own suggestions for useful booster 
packs to me at fanatic@games­
workshop.co.uk. I'd love to hear 
from you ... 
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WIIA1' IS I'n 
G,IOU;S Workshop has just started a new 
program designed to help support gaming 
clubs in the USA! Our goal is 10 help 
establish and support gaming clubs 
throughout North America. help promote 
more gaming. recruit new fans. retain 
\'clcmn players. and further cxp.1nd the 
Games Workshop hobby. 

The OW website now has a Club Support 
section, found lnlhe Community section: 

hllp:/I"Scl"bs.g(ll!/es-II'orkshop.cOIII 

WIIAT WILl, I'f 
1141 FCIR ~IE? 

You'U find information about registering 
your club. locming clubs in your area, 
downlo.1ds 10 help club gami ng. and 
more. RighI now our hig goul is to get 
clubs signed up via our online clubs 
l'C1,;islr:uion progmm. This will give your 
club two hig things: 

1) Free publicity 10 OIher fans. so they 
know who & where you arc and whll! you 
do. Fe llow garners will be able 10 find 
your club via our onl ine Club Locutor as 
well as see occassional club features in 

~ 
f,llllINf, (~I .. 'JIIS 

While Dwarf magazine. This should help 
you recruil new members :lOd promole 
your activi ties! 

2) A Structured program for your club to 
join ullowing you :\ccess to frcc 
downloads on club and hobby tips and 
more. We want to get Illore Club act ivit ies 
at our Games Day events too. so expect 
special invitations. challenges. playing 
areus and seminars. Pl us :\ monthly 
Newsletter of cvents. new releases. club 
activ it ies. new clubs joining :uld other 
cool stuff. 

IIClW m JCII WII.L 
IT CCIST ~IE? 

It·s all free! 

WIIAT ELSE? 
We also want to set up Club Waaaghs and 
Tournaments wher..: we have club vs. club 
ac tivi ties and gaming. big club gatherings 
and possibly annual events. An Annual 
Clubs Magazine. as well. is planned. 
showcasing the best of club act ivities and 
events for the yeur. And more neat things 
that we think up or you suggest - the sky's 
thelimil! 

WlllmEIICI I SIGN? 
You c;tn register your c lub online and usc 
the Club Locator \0 fi nd othcr clubs 
unywhere in the USA. All of the 
Downloads and Newsletters will also be 
there. We're just gell ing slarted. and morc 
cool sturr is planned like: 

• Special Clubs-only itellls, 

• Upcoming New Releases infonllUtion 
and advance samples! 

• Club Toolkits of support materials. 

• Packets andlor posters for campaign 
events like Armageddon and The War 
of the Beard. 

• Clubs-only onl ine discussion for clubs 
to talk to each othl'r and share ideas 
and information! 

• League Play tips and guidelines. 

WIIA'f 1141 I 
1141 NClW? 

For more infonm1lion. head to 
hllp:II"sc!lIbs.g"",e.t-H·orksllOp.com 

You can also email us later at 
cIIlQsllppun@glllllt's-II'orkshop,('om 
or call us at -410-590- 1-WO with any 

qUl'stions. ideas or suggestions. 

How do you tell if you have a 
club or not? Easy! Here is 

what we think defines a 
club for our club program: 

• A Minimum number 
of members (3) 

• Scheduled meetings 
(at least 1 per month) 

• Identifiable HeroiHeroine of the 
Empire for us to work with. 

That's all! You may already be 
part of a club without knowing it. 

If you're not and are interested 
in starting one, we'll have 
assistance for you there. 
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G\l\l Mo\\bO x 

or ..... Ask Dirty 5teve'" 

Dl'ar Dirty. 
I am an aspiring minbwre 
photogr.tpher. and 1 would like some 
advice on taking p ictun:s of GW 
modds. Wh,u kind of light should I 
use, what kind of camera. lens. CIC.? 
Sinl'e you are one heck-of-a Mini 
Picture Taker. wh,lI would you suggest? 

Thanks in advance for ),our wisdom 
and uncanny wit! 

Jason Jiolliday 
Lakeland. Fl. 

Coo," Jason! I elm Cerlaifl~11 belp ),011 
alit wi/b 'bat! Takillg pictures oj 
lable/op minitltlfrt's (or stllmps or 
coills or ol/x>r filllall subjecls) is £/ Iype 
of pbolograpby called II/acro· 
pbolograpby. Tbe II/OSI importalll 
IbillgyOIi lIet'd 10 b,' cOlIscioliS of witb 
Ibis killd of S/JOI is IIgiJt. Hm fl'amW 
wlOle t/"llckload of ii, especial(J' tbe 
closer YOII plaC(' tbe camera to Ibe 
1110£11.'1. For those 0111 there witholll a 
SPiff)' professIonal lighting set·up, 1"11 
gif'e you sOllie id",/s abolll how to rig 
liP sOll/et/Jing ill a pille/;}: 

IVil/;} a digital etllller" (alld ""yolle 
slJollfd eflber /J(I/'e olle or aeC('H 10 
olle by /low .. ), lIIosl of them baN! a 
fllllctioll calfed II'lJile b,IIallce. Sel 
tbis to fllloreKelll. Next. alld I'ery 
illlportalll, is I/Jal it AlIVAY.S' belps 10 
luwe a Iripod. 1011 £101/'1 wanl to use a 
flash. alltl ),ou'lf proll)' /leed a sblilter 
speed of 1/4 second or so. No Iripod? 
Set if 011 a fltll slIrface tllld lise Ibe 
tilller jllnclio//. 

For yOllr IiSb/s, .1'011 collld lise tWQ or 
tbree flllorescellt desk lamps. Olle 
"ight abo/'e Ihe mode! (maybe abo"t 6 
10 18 il/clles £/boVl') and om! 011 eacb 
sidl! oj it tit "bollt a 45 ' allgle. This 
way, you'/I bmil! a good amOllllt of 
IIgbt from all directiollS. Tben make 
sun' )'011 bm:e a backdrop tbat is £1 

blalld, lIolI.rejl<'cth'l' 1/{'lItrtll color. 

Grey /l'otdd be Ideal. 
Alld tb"re .1'011 baL'(' it! 
7;-JI e-,-perimentillg with 
diffel'en' allgles for tbe 
e"mera ,,"£1 Stllff, lind 
you shollld be able to 
crallk Ollt gl'(>(1f shols of 
your Otl'lI 1II0dl'ls ill 
110 time! 

Dear Dirty Sieve. 
I field Wood Elves in 
I'anlasy and Sislers or 
BailIe in -iOK. mainl)'. 
Nov.'. these armies do nOI 
gel as much allenl ion as 
other long used armies. 
,\5 you c,m undersland. 
this can gt!1 fruslfating Oil 
times for playefs. 
bt.-cause C1Iel)'ont! W'Jnts 
a current amlY book or codex for Iheir 
amly. I write 10 compliment Games 
Workshop on publishing both the 
Sisters of Bailie Chapter Appro\"ed 
army list and the Wood Elves afmy list 
in White O"','arf #268. This is the kind 
of thinking that I like 10 sec. It is clear 
that army books for these are a little bit 
off in Ihe furure. but Ihe time was 
taken to give some ;lUentjon to tht!m. 
Players have something to work with 
until the army books are due out. 
Please conlinue this trend. for I feel 
that it is good for bolh GW and 
the players. 

Thank you again. 
Roberl Thomas 

And Ibanks 10 you. Rob. for yOll 
continlled support! lfi.> g('1 tI 101 of flak 
about wben tbis or Ibm al'lII)' list is 
gomlll be out, so it's (f bit of a Ireal /0 
bear from someolle wbo tllldel'sf(mds 
the lillie it takes 10 get (III army book 
or codex togelhel" Hopefully it t/JOII't 
be /ollg IIl1til the IVOO<'I £It'es "1lI 't! 
tbeJr I/ew arlll)' book alld call Ollce 
agaill lise my Clallrl/ts as quick alld 
furry pill cusbiolls! U'<'lit a lIIillute .. 

Wum In >end:, kllcr 10 tile ~1:>iloo~'! 

Have a question about 
when new armies are 

coming out? Need some 
advice about painting 

or modeling? 
Ibis is the place for 

your inquiries 
and opinions! 

Write or email me at the 
addresses below! 

Dcar Dirt)' Steve. 
Arc there any plans to bring back the 
Doomwheel. or should I just com'ert it 
inw the nt"w WOIrp Lighming Cannon? 
Also. will the Vermin Lord comc back 
or will he have to bccome a Rat Ogre? 

Zachal")' Milroy 

Abb. a fdlom Cle/ll lVarlord! Well, Illy 
chittering friend, it S(,(!IIIS I/Jal Ibe 
Citadd jOllmal #49 has tWel'./'lhillg 
)'0/1 /leed l Tbis issll(' iI/eludes I'/lles for 
tbe \'<'l'IlIin Lord. tbe Doomwheel, (lIId 
sOllie Special Characters for 6tb 
,>dilioll War/HIt/IIIII!r. Bllt remember. 
be slIre to get yO/ll' opponell/'s ok"y 
miore Incllldillg fbelll III yOIll' arm)'. 

See )'011 IW.\"t 1110I1f"-' 

fu:mt:mbcr.,I'\JIl"li quc>!lon~ ~n: not r()l' "":. 
pm for ,ho:sc ltufS, 

rooboo)'x@gam"''''Qrk,shop.cgm 
DOIl'1 mMke mc S<:lId out Clan £o,hl,,'s tlne:;! 

tV hunt you down .... 
SO dem', "",,, try II, mCCSleri 

Write 11K' at: Game. Worbhop. Alln: Din)' Stc,',,', illailbo~. 6721 Ba),ntc;.do" Dr;'~. Gkll Burnie. ;\ID 211160. 
Or. ~nd mc <Ollie c,,,ail at WhitcO@llamcs-worhhop.cQm. !lut ",m ... mOCr l(J ~i"c Ille pcrm;,sion to print ~Qur "mail~. I GIIl""~ tile", ir)'ou for);,,!! 
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SERIES ONE 
Figure.s 

Busts 

Pippin 
Item 19.w2 6_S"H 

Helms 

Orc Hide Helm 
Ilem'9501 S"H 

• 

GandaJI the Grey 
Item' 9304 12.S' H 

Aragorn 
Ilem' 9404 a.S"H 

Ore Crowfaced Helm 
Item' 9502 S'H 

Ore Trapjaw Helm 
l1em' 9503 S.S"H 

Orc Overseer 
Item' 9302 S"H 

Gandalf 
Item , 9403 9'"H 

Orc SQuinter Helm 
Item ,9S()4 S"H 

L,", 
Frodo Baggins 
Item,93(ll 9"H 

Item t 9303 13"H 

Frodo 

Ore Swordsman 
Item t 11405 rH 

Item I 9401 6.7S"H 
Ore Overseer 

ltem,94{J6 6_S"H 

(800) 474-3746 
www.sideshowweta.com 

Olst'IIIUleclln the U K. by 

Amerang, Ltd., W. Sussex, 
Tel: 01903·765496 



and on set Optrafion lhe wtIII\IIIfIs 
epic films. Now Weta Worl<shop, with Sideshow'-oy of the 10 offer a 

pictures. wid. range of collectible product thai is an amazing representaHon of The Lon! of the Rinrs 

SERIES TWO 
Figures 

Moria Ore Swordsman 
Item I 9308 9.5"H 

Ore Pitmaster 
Item # 9312 to.S"H 

Busts 

Uruk·hai Scoul 
Item I 9401 9"H 

l'''' Uruk-hai Captain 
Item 1 9415 8.S"H 

Boromlf, 
Son of Oenethor 

Item 1941)8 8.2S"H 
Helms 

There will be six different series of products 
released over an 8 month period. Look for thE: 
upcoming ed itions in the next issue of White 
Dvvarf or visit our web site. Series One is scheduled 
to be available to the public in September. 

0200,_u.._ ....... ~_ .,.,..L.onI ..... ",*,oO,1f>O f -.r.ipol 
... ~..:I'" c!>er-.. ..... ",. pIO<.o _. 'M rho $-.I z-,u ~MI/a T_ 
~_"""'_IO_I.lnt~"'AlogNs_ · 02001_ 
........ WET~_lId (Pn>duOl~""""' IO~1 

Nurnenorean 
Infantry Helm 

Item #9508 5.S"H 

Ore Warrior 
Item I 9301 9"H 

Samwise Garngee 
Item' 9412 6.7S"H 

High Elvan 
War Helm 

Item #9507 5.S"H 

legolas Greenleaf 
Item 1 9306 12.5"H 

Glmli, Son of Gloin 
Ihlm 1 9409 7.S"H 

Ore Iron Cap 
Ilem # 9513 S"H 

Numenorean 
Infantl)'lllan 

ltem #9411 8.5"H 

Gimli·s Helm 
Item # 9506 S"H 



r/" RIN &m!!~, 0 THE l,gS 
This month sees the release of 

fantastic new Cave Troll 
with spear. White Dwarf's Paul 
Rudge uses this model to share 
with us some hints and tips on 
putting together large, 
multi-part, metal miniatures. 

Ona Ihl' cO/wnu;/ioIJ If(lS complete. Paul 
11$,../,111" Cm'!' Troll Paimi" g Mas/trel(lS! 
orficl,. /t:OIu"11 in Wllilt' IJIl'(lrj 263 as a 
SlIicle /0 pain/illg lhis imp"!!i)'!' model. 

PREPARING THE MODEL 
The lirsl stage of modeling with any 
miniature is lhe- b3sic preparation. But 
before any modeling project can be started. 
a Jargish n:n area is net:dcd. Normally. 
when using 11K- kitchen o r dining room 
lable. a couple of layers of newspaper will 
profecl against spi llage. ~Iowc\"er. any 
heavy cuning will TL'quire something mOTe 
substantial 10 prolccllhc table's surface, 
such as a piece of wood or a cuning board 
(avai lable from mOSt 
craft stores). 

= = 

MODELING 
MASTERCLASS 

How to assemble multi-part miniatures 

THE CASTING PROCESS 
All miniatures. whether they all." metal o r 
plastic. are cast in molds. Metal mini:lIures 
are cast in robber molds. Where !he two 

halves of the molds meet. a th in line may 
be Jefl all the way around the 

miniature. In extreme cases this 
fomls into a small ridge. Metal 

models also have thin spikes of 
metal allached to the casting. 

'These are \'I'nt holes that have 
been cut into the mold to allow ai r 

to escape. All of this ex ... -ess material on 
miniatures is called ·nash·. 'The nash needs 
to be renlQ\'ed from the miniature before 
any painting can be carried OUI. 

WHAT YOU'LL NEED 
There are a few tools that are needed for 
cleaning the nash off miniatures. 'These are 
a crnn knife with a sharp blade (blunt 
blades are dangerous. as far more force is 
required to make a cut) and a selection of 
needle files. l\vo other tools that an: very 
US1;'fulto have at hand are a pair of clippers. 
for snipping off any lags from the casting. 
and a pin vice and drill bits. essential wh\'n 
dealing with large multi.part models. All of 
these tools (available at all GW stores) are 
equally useful on met:ll o r plastic 
miniatures. and the techniques that you' lI 
usc are basically the same. Safety is a very 
imponant considenltion when uOOcnaking 
modeling work Qf any kind. All of these 
tools are potentially dangerous and need tQ 
be used wi th care. 

I. Using a pair of clippers. the labs are 
clln"fully removed from all the 
component parls. 

2. The next stage is to smooth the surface 
down with a needle file and remQve any 
rough edges that usually oc;;ur whenever 
metal or plastic is CUI. 

3. The Cave Troll CO mes supplied with a 
400101 round base and. if it is attached 
corrcctly. this will provide a stable 
platfonn. 'Thl' unders ide Qf the base has a 
sct of specially located holes; by turning 
the base upside down the legs wen' 
positioned until a suitable hole was found 
which matched the Cave Troll's st:loce. 
Once located. a small guide hole was 
drilled directly through its center. us ing a 
pin vice. 

4. To make a hole large enough for the peg 
to fi t in the top of the base. the point of 0 

craft knife was used. Using the drilled hole 
as a guide. the base was held finnly and 
the knife was twisted gently until it 
c\'cntuaJ1y bored through the plastic. 



S. 1be Icgs were the-n :ntacht:d to the- base 
usi ng superglue. 

PINNING 
Sometimes the weight nf the separate parts 
of a mini:nure may me:tR they :tre fragile if 
simply :tllachC"d with glue :tlone. It is a 
good id.:a to pin such pit.'Ces together. This 
is recommended for models wilh large 
wings. such as the Balmg. because pinning 
the different pieces together gives a much 
better iii and the model is I.: ss likely 10 
bre:tk due 10 handling during a gaUle. 
Pinning is a I'Cry simple process: two 
joining pans of a model haY<' :t m:ttching 
hoI<.' drilled into them into which a small 
metal rod is glued. adding strenglh 10 
the joint. 

I. 'TWo holes where drilled inlO lhe base of 
the upper torso. approximately 5 111 111 deep. 

2. To fi nd whcre the malching hoL<,s 
!houLd be drilled into lilt.: legs. a shoo 
length of win: was inserted into each of the 
holes and a small blob of paint applied to 
the end of each. 

J. Whilstlhe painl was st ill wet the two 
pllns were carefuLly ;lligned and pressed 
together. When lh ... two pan s wer<, 
Sl:pamted the paint had left tWO marks 
where matching holes nccdt.-d 10 be made. 
Once they were drilk-d. s lighlly longer 
pieces of wire were glued into the upper 
torso, which was then glued 10 the legs. 

4. The head was simply glu<,d.o the body. 
and the pinning pro.:ess was rcpeal<,d again 
for both the :tmts. 

5. To gh'e the joint holding the spear in 
place more stn'ngth. this was also 
pinned. Once this was done the model 
was complete. 

DETAILING BASES 
Larger mod ... ls naturally have larger b:t;;es 
that can be quite bland if simply treated in 
tho.: samc way as ordinary troops. On ... 
solution is to add sunK' scenic decora.ion 
such as a Slllot!! rock. plants or bushes. If 
you are going to :.l1empt this. be careful 
1I0t to overdo it ~tnd hury th<' miniature up 
10 its knees in shmhh<.'ry! One nr two well· 
plaet.-d areas of detail will work far heller. 

I . A ~mall pebble was first ~dut.-d to the 
h;)sc u~ing supt:rgluc. OIK'C dry. the 
remaining sulfaee of the 1m ..... was painted 
wilh PYA glue. 

2. The hitse was then diplX'd in sand 
~ nd. once the glue lmd dril-d. it was ready 
for painting. 

LARGER CREATURES 
Bodies ~uch as the BalTt)j;'s quite often 
come in two halves. When the master 
for Ihe model is made. the pans lit 
pt.'lfectly but. due to the way the 
ea.'iling process ..... orks. each indh'idual 
caSting always varies s lightly from tho.: 
next. and a small amounl of distooion 
i~ inevitable. To ensure a good join 
between the two pieces. you may need 
to file thcm down a lillie or fill in any 
tiny gaps. 

A thin layer of black paint was appLied 
to the rim of OIK' of lhe body halves. 
and when the paint was dry the IWO 
hah'C'S \\'<'re pressed finnly together 
and gi\'en a very slight twist. 

When the t ..... o halVl~ are pullt.-d apart. 
paim has worn away where the pieces 
need to be filed down. Small areas of 
metal are filed away and then Ihe 
whnle process repeated until a good lit 
is achieved. 

FILLING GAPS 
Whcn the model is assembled. some 
joins will still remain visible and fll'Cd 
to be filled. 1be hcst way to do this is 
by smoothing a lillie modeling putty 
(green stuff) into any small gaps in Ihe 
surface. SonK' plllly is rolled into a 
long sausage and laid along the line of 
the join. The round end of the 
sculpting tool is dipped inlo a small 
pol of water and us..-d to smooth the 
puny into the surfa<.'C. 

Some models. such as the Balrog. ha\'e 
details such as scales Of fur which 
r<'quirc a little modeling work to blend 
.he modeling pU\ly so thai it malches 
.he delail. Using the sharp end of the 
sculpting 1001. the pallerll and lilies 
of the model arc followcd as closely 
as possible. , 



This month we take a look 
at one of the scenarios from 
The Lord of The Rings rules 
manual and show you how 
to make a table that 
recreates that same scene 
from the movie. 

In the planning stage of thi~ table. one of 
Ihe first de.::isions we had to make was 
whether 10 make Ihe scenery on th is board 
movable or fixed. In olher words. did we 
wanl all th~ features like the rocks. trees 
and river 10 actually be a part of the table. 
rather than be mobile tcrmin pieces that wc 

. 

FLIGHT TO 
LOTHLORIEN 

The making of a Lothlorien gaming table 

In Scenario S - Right 10 LOlhloricn. 
Frodo. Sam and the rest of TIle 

FL'llowship arc chased across the 
battlefield as Moria Goblin~ puTSm:: them 
OVl'T Ihe river Sil\'c rlodc and towards the 
haven of the Elven forest. And just when i[ 
looks like there's no escaping the evil 
horde. Haldir and his El\'cn archers spring 
the ir trap ;md give Ihe Fellowship a 
helping hand (or an arrow. in this cOlse!). 
Bu\. when Ihe dice arc rolling. is it enough 
to save the Ringbcarer and his companions 
from certain doom a1 the hands of the Dark 
Om;'s minions? 

Having a SCI scenario wilh 
ils rules and viclory 
condilions 10 go by. it was 
prelly easy 10 ddenninc 
how large our table should 
be. ACtU.llly. Scenario 5 
could h:!Ve filled onto a 
smaller 48' / 11 2<:m J( 

48"flI2cllItable. but we 
decided that we' should 

'/1;i$ is /)u ell/Illill' /'lUll. 

Il"'bell '1IlIking U labil! tl'fI/; 
I/;is /llIIC/; iml}()rl(/J/1 

llewll. if'sl:IIKXI /() 
plml a/;ead! 

MOVABLE OR FIXED? 
placed down at the l><!ginning of Ihe game? 
Afler much debate. we decided 10 have a 
lillie of both! 

We cut some MDF board. or hardboard. 
and some insulation board 10 maleh. 10 
make our tree bases. Then we mounted 

c.~pand the length of the [:lb]e a bil to 
allow future games using this scenario to 
be modified and see "what would hllppcn 
iL··. Besides. irs such:l Cooll:lble. we 
might wallt to play Olher scenarios on il! 

With:l lillIe bminstonning (ok:ly. more 
like a light drizzle ... ) we came up with Da 
Cunnin' Plan. It ·s always good to have a 
plan. especially when power tools and" 
bunch of Trolls are involved .. 

pewter trees. sprinkled some gravel at lhcir 
bases. and ,on~red tIM.' hardboard wilh a 
grass mal. Some foliage. a pol of paint and 
a brush later. and we had some movable 
lemlin trees! 

• 



DEATH TO THE GOBLINS! 
Part of this scenario revolves around a 
deadly ambush that Haldir springs upon 
the pursuing Goblins of Moria. You can 
use :lIly thing 1lI all as the counters 10 
randomly dClemline which of the six 
designated trees the Wood Elf Captain and 
his company of archers will drop from. 
We, being the crafty SQuls that we arc. 
decided that each counter should be a dead 
Goblin. riddled with arrows. The firs! 
Goblin would have one UITQW piercing 
him. the second Goblin two arrows. and 
so on. 

First of all. we had to position each Goblin 
to look like il hold died a horrible deuth. as 
being riddled wilh arrows isn', a very 
plcas~nl :Iffair. We cuI apart different joints 
on the plastic Goblin model and reallached 
them with Green Stuff to give the 

The Silverlode. called Celebrant by the 
Elves. is a fa ir. swift.flowing river marking 
the western boundary of Lothloriell. III our 
scenario there are only a few choice spots 
for the Goblins to cross and hunt down our 
heroes. as the rest of the river is too deep 
and fast {luckily for the good guys!). 

In order to recreate this stream. we decided 
thaI it had to be deep. To make this fixed 

appearnnce of lying prone. Then we drilled 
holes into the body and inserted brass wire 
to represenllhe shafls of the arrows. For 
the arrows'lletching. we cut out pieces of 
plaslicard into little diamond shap¢s and 
carefully glued them to the tops of the 
brass wire. II's a bit tricky. using such 
small pieces. so it's a good idea to use a 
pair of Games Workshop tweeZl"rs to 
ensure that you don't glue your fingers 
to anything! 

Nexi we primed the model black and 
started paiming! The fletching was 
baseco.1ted with Shadow Grey. then lines 
were painted in with Space Wolves Grey 
and Skull White to give il a fcathered 
effect. Finally. we based the Goblins with 
the same grass matting Ihat we'll use later 
on the table to tie it all together. 

THE SILVERLODE 

feature. we dug 0111 a trench along its 
course and filled the riverbed with small 
smooth stones and sand 10 show that the 
current had been eroding Ihc~ rocks o\"er 
time. Then ;} couple of fords were made 
where the Goblills could cross. The entire 
riverbed was p~inted in Chaos Black and 
drybrushed with bolh Codex Grey and 
Fortress Grey. 

After thaI. il W~l~ tinn.· 10 add Ihe water! 
Using an epoxy resin (this stuff can be 
nasty so use it in a well· ventilated arca!) 
wilh some Blue Ink addL"<l. we pollTL"<l ollr 
'waler' into the painted riverbed in two 
layers to make sure it was nice and even. 
1lH:n lVe created the ripple effect with a 
tricky third layer. Now that it's dry. we can 
flee across it! 



THE CANOPY OF LOTHLORIEN 
Our heroes nee into the lush Elvcn forest 
of Lothloricn, a magical. prime\'al wood 
offering protection from tiM! clutches of 
Snuron and his evil minions. 

To .... 'Cl'1:'alc tho,- thicL:. wooded fo .... 'S! of 
Lothlorien we decidt."\J 10 construct a dense 
canopy to represent the safety of the 1 .... -.:$. 

We thought that tho: canopy should be 
removable, so thaI the player.; would have 
beller access \0 their models as lhey run 
ami fight throughout the beautiful 
Etvcn forcst 

In order 10 do this we made five hollow 
tree tnmks by covering ~I CUI Il'nglh of 
br.lss tubing with modeling pUlly. available 
aI most an supply stores. This slUff comes 
in big blocks aud is really easy 10 work 
with but. unfortunately. you havl' 10 Ixtkc it 
in an oven to dry il. For this rcason, we 
dccidl'd Iha\ plastic tubing waSll'llhe best 
thing 10 usc for 
the trunks .... 

Afllo:r we baked the puny-f;overcJ lUbeS. 
we painted them with brown paints. Then 
we started 0fJ tfM! upper trunks and the 
canopy itself. The upper halves were 
created in much the same way though. 
along with brass tubing, we used wooden 
dowels that would fit into the tubing of the 
trunks. FOI" the bralll'hes we uwd wire (as 
seen on page 98 of The Lord of The Rings 
rules manual) to make a skeleton on which 
to apply the modeling putty. 

After we lXlinted all of our tree trunks. we 
attached the foliage (a\'ailable at most 
hobby stores) to the tree canopies and 
made sure that each top half fiu .. '(l into its 
respective bonotll half. Now that the 
canopy could be removed in five different 
places. we had enough room to send our 
heroes through the safety of the El\'cn 
forest! Another daring escape for thc 
Fellowship and another brilliatll The Lord 
of The Rings table for our Studio! 



TIME TO PLAY 
Now thaI we have our beautifully scenic 
table. all we have left to do is play! 
Scenario 5 - Flight to Lothloricll - is 
really a 10{ of fun. l'Speciatly when you can 
have the pride of playing on a table that 
you ' ve cn:ated ent ire ly yourself! 

or course. you don'! have to make your 
table just like ours. Try strik ing out on 
your own and coming up with new ideas 
for your (or your gaming chlb's) scenery 
colle(; tion. Most importantly. have fun 
playing The Lord of 111e Rings! 

'>'hm'.': II(II,/I,.'s \I 'fXKI 
f:i1'e!J b,.flllm: J>eT"OeS 
CSCttpe 11110 Ibefo ... !sI. 

Iidoll' ami rlgl", slXJIs 
ol'be I.Qlb/orICII 
'{fbie /11 {lfllts 
jI .. fshctl g/vry! 



-

Having made a superb 
battlefield to represent part 
of Lothlorien, we just had to 
ask the chaps at White 
Dwarf US to fight a battle 
report over it. Here's what 
happened .. . 

Thb lah:~l The Lord of The Rings 
battle rcpon is a little different frOIll 

those usually published in White Dwarf 
as it's bct:'11 fought out on the other side 
of till' pond. With the chaps in OW US 
making such a splendid job of their 
LOIhloril.'n g,nlling table it would have 
been unthinkabk for them not to have 
fought a battle ova it. So. with tho.'re 
being just on ... scenario based in 
LOIhlorien (Flight to Lothlorien on page 

= -
CROSS THE 
SILVERLODE 

The Fellowship of The Rillg flees from the Mines of Moria 

72-73 of the rules m;mual) there was onl)' 
one cours.c of action. 

Of course. you don·t have 10 have a 
wonderfully modeled battlefield like this 
to enjoy the game. There are many ways 
to represent this battl ... field. be it a green 
cloth draped over a few books and boxes. 
or modeled hills and trees 011 a fbt board. 
The m:lin thing is that you should enjoy 
the gallic and immerse yourself in the 
emotion of Ihe film . 

The objectives are simple - with the aid 
of HaJdir and his Wood El ves. the 
Fellowship must g(:t 11101"1;' lhan half of 
their number to the finish line. The evil 
side wins if il can slay Frodo or kill 
enough of the Fellowship to prt;'vent them 
fulfilling their objective. 

Rather than use the published force. the 
two players decided to use the points 
match role :lIld pick It different force 
1ll,lke-up for the evil side. This looks like 
b<,.·ing bad news for the good side. who'll 
be facing off against not onc bUllwO 

Cave Trolls! 

The scene is set for a tense cl:lsh . . 

FindiJl<lhow 
JO/1II COlli/a 11111<'" 
Ihisfillll<liilic Illbli.' 

ilililil is.we! 



Scenario description 
1be remnants of the Fellowship fie.:: from 
Moria as hordes of Goblins pour from the 
mountai lls in pUflmil. TIleY S\!c l:: refuge in 
tIM: mysterious i:lnd of Lothlorien. the 
realm of the Wood Elws. 1be exhausted 
heroes cross the Silverlod<!. followed by 
the advance Goblin forces. Forlunate1y 
help is at hand in the (onn of Haldir and 
his company of Elven ardlC'l1\. 

This is essentially the fifth scemlrio from 
thl: rules manual. with a few 
minor changes. 

The first difference is the change to the 
Evil fon:es. We've renKl\'cd 21 Moria 
Goblins, including I Caplain. and 
repl3Ced them with 2 Cave Trolls. 
including one anned with a spear. 

The second difference is lhe starting 
positions for bolh sides. The Fellowship 
begins the gaml' on the wrong side of the 
Sil\'erlodc (the Moria side), 
and the Forces of 
Moria are deployed 
on the table 
edge. 

PLAYERS' INTRODUCTIONS 
Duve Taylor - The 
Fol'l"t's of l\'10ria: 

I usually play the 
'good guys', but I just 
couldn' t pass up the 
chance to take two 
Cave Trolls against tnc:­
Fellowship! 

r eXpei:lCd John to race his Hobbits as 
qukkly towards Ihc forest as their legs 
could carry thcm. If he could get them off 
the board and right his way through with 
Aragorn or Legolas, he would win the 
scenario, I figured that if I could paste 
Legu!as, BoromiT and Gim!i in combat. 
while shooting down one or two Oflhl' 
Hobbits (preferably Merry ami Pippin), I 
could kill thl' four Fellowship members 
required to win the scenario! 

John Shaffer - The 
Fellowship: 

Going into this bank I 
had two primary 
concerns. the first 
being the terribly slow 
nlO\· ... ment nlle of the 
Hobbits (which 

regrettably made up half of my force). and 
the second being the dishean~ning 
presence of not one. but two menacing 
Cave Trolls! Needless to say, the 
combination of these two factors would 
surely spell doom for the Fellowship 
unless I could slow down the Trolls (and 
all those Goblins. for that mailer) long 
enough to ensure safe pas!lage for Frodo 
and his other cornp.mions. I planned on 
accomplishing this task by sending II 
he:uty combat-ready group of Aragorn. 
Gimli and Soromir to hold back the 
hordes, while running the Hobbits as fast 
as tht.·ir lillie legs could carry tho:m 

towards the forest. 

My 'ace in the holc' would be 
Legolas. who would ron 
along one n.mk providing 
both a diversion and fire 
support. whilst also 
falling back and filling the 
r~-quiJ\.-d fhoe models qUQIa 
(Legolas plus the four 

Hobbits) that needed to 
escape to the forest and 
cnsure victory, With this 
in mind, [deployed my 
force and prepared for 
the oncoming foot race 
towards the safelY 
of Lothlori("l1, 



Till.' "'"IIIJ".~Iri,) 11"11<111 willi Ilrdr /1fltb III /11(' Si/ra/oll/'. lI'iJrrit'll fllNJUI 1/1(' mlCmuillX Morio Goh/iIlJ. 111111 111'0 CUI'" Tmlk 

TURN ONE 
The Fcllow~hip moved first. with Aragom. 
Gimli. Borornir and the Hobbi[~ Wilding 
across the fast nowing Silverlode. John 
left Legolas on the dangerous side of the 
river. hoping 10 lake clown a few Moria 
Goblins or even s low down the Cave Troll 
bearing down on him! Dave advanced the 
forces of Moria as rapidly as he could after 
the fleeing Fellowship_ l.egolas was now 
well plan.-d to lake a few ~hoIs althe 
ncaresl Cave Troll. Alllhn..-e of his shots 
hit. bUI Legol:!s needed 10 use a point of 
MighllO cause a wound on the beast. 

TURN TWO 
The Fellowship won the first Priority roll 
wilh a score of 2. Dave's groan said it all. 
Legolas moved n.:ross the rhow without 
any trouble lind the Fellowship continued 
to moV(' as fasl as possible away from the 
evil forces. O:lVe movcd the Mori:! 
Goblins and Ca'le Trolls to the edge of thl' 
river. ready 10 l'roSS ill the next turn. 

The bow-armed Goblins had only mo\"ed 
al halfr3le, so they were able 10 fire upon 
the Fellowship. Three Moria Gobli ns drew 
a he:!d on Legolus and fired. Two hits were 
scored, one wounded, and John lried to us.e 
one of Lcgolas's Fllte points to sa\"e the 
wound but failed. The fOUf remaining 
Goblins fired at MelT)' scoring two hits 
but. unfortunately for Oa\"e. no wounds. 

THE EVIL STRATEGY 
Dan!: I kl1<!w that I had a limited 
number of turns where the 
Fellowship would be in range of my 
bowfire (IS" for Goblin bows). so I 
wanted 10 concentrJtc on the 
members of the Fellowship with 
lower Ddensc v:llues. Lcgolas and 
the Hobbits would nee under thc 
constant min of arrows I would try to 
set up. 

TURN THREE 
The Fellowship won Priority again, but 
this time with a \"Cry rcspI.:ctllhlc 6. Gi mli 
and me Hohhits continued to move 
towards the forest. Aragom and Boromir 
began to hold back. readying themselvcs 
for the incvitable onslaught of the Goblins 
and Cave Trolls. Legolas SIOWl-d and 
turned in order to fire a few more shots at 
the Cave Tro ll . 

The Moria Goblins scampcn.-d across the 
SilvCflode without any problcms, but the 
Cavc Trolls had to roll to cross. Both 
players looked on intent ly as Da,'C rolled 
for the first Troll lhat was hcadt.-d for 
Legolas.1llc resul t was a I. the Cave Troll 
would stay on the wrong side of the water 
for another tum. John's cries of joy soon 
turncd to dismay as Oavc rolled II 6 for tilt! 
spear-armed Cave Troll. who advanced his 
full 6" across the river. heading directly 
for Frodo. 

"Oon't worry:' said Dave. '"h 'Sjustll 
Clive Troll." 

I..cgolas was OIlC,," more on large!. bm 

llgain Johll wa.~ forced to use another 
Might 10 caus.e a wound on the stmlldt'd 
Cave Troll. The bow-armed Moria Goblins 
that had not crossed the river tried to ga ill 
a measure of revenge. but the five shots al 
Legolas all missed alld the two shots at 
Pippin also went astmy. J.t'1I0/IU ~t'<'/'sfl,iJ,g UII/J~ Ctwe Troll. 

!II 'lim, """IIr. 11,,- em'e ,(,,)/1 ,·m~.".\ ,It,· ,iI'," (//11/1'<'11111' "/11.1;"11 ill oil 1£IIOllls. 



TURN FOUR 
Finally the forces of Moria won the 
Priority roll. but before they could start [0 
close the gap. Johl} ealktlll heroic move 
with Frodo (using one Might point). Frodo 
and the other Hobbits all moved forward at 
fu ll pace. while Arngom and Gimli held 
bad. The Moria Goblins continued \0 
a(h'ance. and the spear-armed Cave Troll 
was !'>realhing down Prudo's ncd. On the 
left flank. the OI:her Cave Troll waded 
across Ihe river ami headed directly for 
LcgoJas, lhe cauS<! of all ils pain. lWo of 
the Goblin bowmen crossed the river while 
the other five lined up tbeir shols. Sommir 
strOOc into a small group of Goblins bul 
only faced off against one, while LegoJas 
edged back cautiously around a 
rod."), outcrop. 

Two Mori:! Goblins could sti ll sec 
lcgolas. and lhey fired at him.1Wo more 
misses. Dave then took advruuage of the 
rok that allows Evil models to li re inl0 
combal. Three Goblins fired nI Boromir. 
only Onl: hit wounding him. and 
miraculously Ill) Moria Goblins were hurt. 
Lcgolas was worried by the Cave Troll and 
lost bis ncn'c as the onc shol thDl did hit 
failcd 10 wound. 

In the first combat of the game. Boromir 
quickly dispatched Ihe Moria Goblin in 
front of him. 

TURN FIVE 

. -

Both John and Dave rolled 5 for their 
Priority roll but. as Dave had gone first 
last tum. John had the honor Ihis tum. 

Before the Fellowship could .nove. Dave 
called a heroic mO\'e with his Goblin 
Capfain. John swiftly countered with a 
Heroic MO\'e from Frodo. As John had 
priori ty. he mon_-d his Hobbils anOlher 4" 
closer 10 the forcst. allowing Aragom 10 
move in againsl the Cave Troll. Gimli 
wadcd inlo two Goblins. The Evil models 
within 6" of the Goblin Captain then 
loo\·ed. one altacking Gim1i. three 
allacking Aragom. one pinning Legolas 
and Iwo pinning Boromir. As no more of 
the Fellowship could move (all pinned in 
rombal) Ihe forces of Moria made thei r 

HEROIC ACTIONS 
During the Mm·e. ShOO( or Fighl 
phase. any individual Hero can 
o\'erride lhe nannal sequence by 
giving up I point of Might to make a 
'heroic action'. 

With the Hobbi ts running di rectly 
away from Ihe Moria Goblins and 
Cavf;' Trolls, it WM only a mailer of 
time before the forces of evil caught 
them. John 's wel1-limed usage of the 
heroic actioo rule cenainly madc for 
an exciting chase. 

remaining mo\'es. including the Cave Troll 
finnlly eUldling up with Legolas. 

Oncf;' again. two of the Morin Goblins 
fin.'d on the fleeing Merry. but his Hobbit 
Il,K;k sa\'ed him - no hits. 

In one of the fiercesl rounds of combat. 
the stage was set for a desperatl' ra,e to 
Ihe fini sh. In the fight between Lt.'golas 
and the Cave Trol1 both sides rollL'd a 6. 
Both sides had a Fighl of 6. so a D6 was 
rolled to determine lhe winner. A Tl;!sult of 
1-3 would mean that the fon.:cs of Evil 
won. a result of 4-6 Ihal Good was 
victorious. John fell10 his kll«"s M the die 
came up wi th a 3. lbc Troll"s chain failed 
10 earn it an e)ltra attack but his Ihn.'C 
allack~ were enough to finish off Lcgolas. 
The Elf's remaining Fate point was not 
able 10 sa\'e him against thc IWO wounds 
caused. Boromir woo his combat and 
killed another Goblin. Gimli woo his 
combat. bUI even the strength of his two-­
handed axe was not enough 10 kill a single 
Moria Goblin. Aragom also won his 
combal. but was forced 10 expend two 
Might points to cause two wounds on Ihe 
Ca\'e Troll. 

Both Cave Trolls now had only one wound 
renwining. \Vilb Legolas dead. Da\"e was 
only Ihree FellOWShip models away 
from vi(!Ofy. 

TURN SIX 
The Fdlowship won PriorilY again. much 
10 Dave's dismay. Once again. he was 
forc ... -d 10 call a heroic mo\'c with his 
Capfllin (expending his final point of 
Might). Again. John coulllered with a 
Hcrok Move of his own Ilnd Sam led the 
Hobbits into the forest of Lolhlorien. John 
immediately rolled for the location of 
H,tldir and his Elves. Rolling a 6 mCllnt 
Ihal they were close. but not too close to 
worry Dave jusl yel. Moria Goblins 
swarmed around Gimli. one Goblin moved 
in against ArJ.gom. the Cave Trolllhnt had 
killed L..egolM charged Boromir. and the 
spcar-arnlCd Troll chased afler Frodo and 
the Hobbits. 

The :tppcarance of the Wood Elves on the 
board meant a massive increase to John's 
firepower, Seven Elves fin.-d at a cluster of 
five Goblin bowmen and killed 311 but one. 
03\"e was now worried by the Wood 
Elves. With his few remaining shol$ he 
became more determined 10 lake OUI 
Merry. Poor rolling ~aved the 
Hohbil again. 

Aragom spent a Might point to calla 
heroic combat. ddeall-d the Goblin before 
him (after e)lpending another polm of 
Might to wound it ) and strode inlO combat 
with the Moria Goblin Caplain and artQ(hcr 
Goblin. Dave was very lucky as the 
Goblins managed 10 push Aragom ba,k. 
but unlucky not to wound the mighty hero. 
Gimli lost his combat. bUI his tough amlor 
deflected alilhe blows. 

Boromir found himself surrounded and 
outnumbered. so he decided 10 blow his 
hom. Dave rolled a 9 for his Courage roll 
and added 3 to lhe score whkh \\leant thai 
he had pass...-d. In an action replay of the 
LcgolasiCave Troll combal. Dave and 
John ticd Ihe combat and went to a dice 
roll off. The result was a l. viclory for the 
forces of Moria. Boromir was surrounded 
so each allack was doUbled. just enough 10 
kill the heroic wanior. 

Two down. IWO to go! 

TI'e! 11I1I11111<'r filll.r (}II /lummir! 

./:) 



TURN SEVEN 
For only the second lime in tlk- game. the 
fOfCt'S of Moria won Priority. and. as Oa\'c 
e:tpectcd. John called :mollleT heroic mo\'c 
with Frodo (expending his final Might 
poi III) [0 keo:p the Hobbits mere inches 
ahead of lilt' enraged CU\'C Troll. Aragom 
was nU~lcked by Ihe Goblin Capluin :lIId 
another Goblin. Gimli was again 
surrounded. and the rampaging Calle Troll 
raced lowanls Aragom. The Wood Eh'cs 
edged forward and began 10 SCI up a 
defensh'c screen Ihallhc Hobbits would be 
able 10 Oee through lle.'l[tlUm. 

1be Moria Goblin bowmen again target ... -d 
Mcny. but once again went without a 
single wound! The Wood Elves showed 
their kcen-eyed expertise when four of the 
sylvan bown~n fired <lIthe hammcr­
wielding Calle Troll ;md fi n ~lIy brought an 
end 10 ils reign of terror. Another fivc 
Ellles fired 3\ lhe Cave Troll chasing 
Frodo. bUI the TroWs heavy skin shrugged 
off the few arrows lhat found their mark. 
This dangerous foe was plunging 100 far 
imo LoIhlorien for John's comran! 

Aragom fought well and won his combal 
but only caused a single wound on the 
daring Captain. Surrounded, things looked 
tmd for Gimli as he lost comhal, but Ihe 
Dwarf's high Defense value meanlthat he 
wa~ wounded only once, John uscd Olle of 
Gimli's Fate points to avoid any damas .... 

TURN EIGHT 
With no Might points remaining nmongsl 
the Hobbils and a Cave Troll within charge 
distance, this lum's Priorily roll was 
pemaps lhe most imponant of the game. 
Daw rolled a 4 and the room fell silent as 
John's die rolled across the lable, Dave 
dropped 10 the floor as a 5 came up. 
Priorily 10 the FellowshipAGAIN! 

The weary Hobbits scampered away from 
the Cave Troll, and the Elves began to 
form thci r screen, Arngom mo\'cO as close 

as he could towards the forcst before he 
was swanned by five Moria Goblins. 
Gimli was still pinned in comtml. 
surrouoo...'d by six Goblins hungry for 
Dwarf flesh. 

Seven of the Wood Elves fired atlhe 
enonoous Cave Troll and, fOTlunalely for 
John, il was enough to take lilt.' final 
wOUlH.l from the beast. TIle Troll slumped 
dead in the middle of Ihe clearing. John 
danced around as his lasl major Ihreat was 
removed. The remaining Elvcn llJ\:hcrs 
killed another Goblin. One lone Moria 
Goblin archer fin.'d atlhe Wood Elvcs 
and missed. 

John knew Ihal Ar .. gom had 10 make il off 
lhe board to achievc the obj~"Clivl.',:md he 
Slark'd in that direclion now. Winning lhe 
combat. Amgom slew lhe Moria Goblin 
Caplain and the Goblin blocking his 
I.'scape rolli I.'. In the Olher combat. despite 
Ihe ovcrwhelming numbers he faC\,'d, 
Gimli won and killed 
another Goblin. 

TURN NINE 
This tum lhe Evil forccs caught a break 
and won priority. but the sneaky Arngom 
calkd anOlher heroic move to race after 
lhe Hobbits. John W:lS hcckk'd by the 
onlookers for leaving Gimli behind, 
surroundcd by Moria Goblins. Haldir also 
call«J a hcroic move 10 shepherd th, .. 
Hobbits towards the depths of Lothlorien. 
A few Goblins tried to intcn:ept Aragom, 
btU fell shon of their goaL The Wood 
Elves moved forward to eliminale the 
Goblin Ihn.'al once and for alL 

Surprisinglyeoough, the Wood Elves 
shooting was ineffectual this tum, so there 
were no missile fire casualties for 
either side. 

The only comb:u saw Gimli lose to the 
swamI of Goblins, As he was surrounded. 
Gimli had to suffer the wrath of twelve 
attacks. Much 10 Davc's dismay (and 
John's enjoyment) 1I0t a single wound 
was caused! 

A ,..,,1/ ,if \\;1(1(/ E/fml:lwr-"ji,wl/y brit/II' ,/"\\.,, 1/", G,,'(, Tmll. 



TURN TEN 
Wilh \)!ry few chancc-s Jeft. Dave needed 
to will Priority bullud was again with 
Aragom and the Hobbits, who moved 
deeper into the forest. Things looked grim 
for the forces of Moria. so Dave decided to 
take down as nllUlY of the Wood Elves as 
he could. Oimli was s\ill surrounded. 

TIle Wood Elves able 10 shoot look clown 
another Goblin. The lone Goblin bowman 
failed to hit anything. 

In the Combat Phase. Dave gained a bit of 
satisfaction as one Wood Elf was killed 
nod 3nO(hcr forced back by mere Goblins. 
John groaned as Gimli lost combat again 
and suffered p wound this lime. USing his 
las\ Fate point he failed to prevent the 
wound. Another groan from John. 

TURN ELEVEN 
John was in a pretty comfonable position 
as the Fellowship took Priority for the 
eighth lime. ArJgorn and the Hobbits 
contilluW moving towards their gool. The 
Wood Elves closed in 011 lite Moria 
Gob1in~. and Gimli remained Ir.I.pped 
amidst a d:mer of rusted weapons and 
scret'('hing Goblins. 

The Wood Elves managed 10 kill Ihree 
Goblin;! but lost two of their number doing 
SUo Gimli losl combat :.gain (this lime 
rollins double ones). Six turns of constant 
combat WIU 10 prove 100 much for the 
hearty Dwarf. as twelve attacks finally 
killed him. 

Th .. tl'<Jf,,1 £11',,)· wlll"fI'SliIlUllnll"" jl!mdl." 
Qf mmen'll (;oblills. Iml by 111,,11 il ,,"/I)' I/O(} 

1m,> filr 1/'" jlll>"l!5 of Moriu. 

TURN TWELVE 
It was all o\'er as John won Priority again 
and five membeno of the Fellowship 
crossed the line ioto Lothloneo. 

Victory to the Fellowship! 

• 

HIGH DEFENSE 
VALUES 

Cave Trolls are tough! When the 
Wood Elves were shooting al the 
Ca\'e Troll. every hit requi red a 
roll of 6 to cause a wound. No 
wonder then thaI the spear·armel.! 
Troll made il so far inlo 
LOIhlorien. 

Gimli is even tougher! TIle Moria 
Goblins lbat had him surrounded 
from Tum Five needed 10 roll a 6 
followed by a second roll of 4+. 
On avemge. Iwelve attacks will 
only cause olle wound. TIle really 
scary Ihing about Gimli's 
Defense value of 8 is lhat even 
Ihe mighty Cave Troll would 
need 10 roll a 5 to wound him! 

The iI/credibly 10llgh Gimli slIn'iI'ed 
six IlIflrS i/l COII/lxll (lgaillsi 
horde~' of Moria Goblins, 

PLAYERS' CONCLUSIONS 
Victory •.. barely! 
John: My cunning plan to usc 
Legolas as a diversioll wa.~ a tad too 
efTective and Dave tool.:: full 
advantage of my risky decision to 
deploy Legolas all by his lonesome. 

W hen Boromir fcl ilo the savnge 
might o f a Cave Troll and two more 
of the Fellowship were lied up in 
combat. I rea lly staned to wony 
about my chances of success, 
Luckily. Gimli was as s[alwan as 
ever and refused to succumb to thc 
sheer weight of numbers unlit the 
very end of the game. and Aragom 
once again provcd that when all 
else fnil s. he will assuredly save 
the day. 

Haldir and his Wood Elves coming 
out of hiding marked a turning point 
for me in the game. and their 
superior bowmanship really made a 
difference in the outcome. While all 
of the aforementioned heroes 
contributed 10 the viclOry. the real 
game winner for me wa~ not a 
character bul ralher an ability, 

The use of the Heroic Move ru le wa.~ 
a crucial tactic in Ihis baltic enabling 
the Hobbits to keep out of charge 
range of the enemy even when Dave 
had priority for the tum. Withoul it. 
the Hobbits would have surely been 
caught by the Troll and the game 
would have been as good as over. In 
the end the baUle was full of tension 
and excitement. and Dave proved 
himself [0 be a very cunning and 
skill (."<i adversary . 

• 

C urses! 
Oa\'e: When Lcgolas held back to 
pUI a few arrows into the Cave Troll 
I thought thai John was going to 
hand Ihis game 10 me on a plate. 

lohn was a great opponent who 
played the gnme pretty much as I 
expecled, and I'm glad [ managed to 
keep the pressure on him until tile 
final turns. 

Cave Trolls arc awesome! My Cave 
Troll with the hammer and troll chain 
took two wounds from Legolas's 
bowfire hefore making it into combat 
wilh the pesl.::y Elf. With some help 
from a few Goblins. he smashed the 
hero into pulp. The Troll then took 
on Boromir and some more Moria 
Goblins helped by surrounding the 
mighty fighter. A few lucky ro lls 
later and Boromir was also paste. 
195 points of Fellowship fell to 75 
points of Cave Troll (and a few 
Goblins). I like that result. 

Thc other Cave Troll survived 
combat againsl Aragom Uusl) and 
chased the Hobbils so far into 
Lothlorien it was almost an 
embarrassmcnt to Haldir (md his 
Wood Elves. 

I think the only thing Ihal was 
missing in this fantastic game was 
another Moria Goblin Captain or 
two. Well-used Might points can 
make allihe difference. I'm 
definitely going \0 include at least 
two Captains in the Gondorian foree 
rill bui lding now! 

• 



]QRDRrE~NGS C'..;..~ __________ = __ 
THE FElLOWSHIP OF THE RING 

looking for a few ideas on 
how to create some great 
Captains and Standard Bearers 
for your Orcs or Elves? Read 
on, Middle-earth general and 
learn how. 

BUILDING 
YOUR HEROES 

Converting Captains and Standard Bearers 

CAPTAINS 
Captains and Heroes are a very important 
P.1Tt of gaming with your forces, and 
creating unique models is an exciting part 
of your modeling and painting. Here arc a 
few ideru; (rome simple. some 
complicfucd) \0 get you started. Keep an 
eye Oul on our website for some 
additional examples. 

Most of these convenJions involve hC:'ld. 
arm. or weapon swaps, some of the casier 
conversions 10 anempt. 

This sillll'/e Ccrl'Will ("01l1"er5iO/I mode /IXI' of 0 sword rul frolll till' MOJllIIl'd 80romir mOllel. 

To Ir:rnspose a head. hand. ami or other 
body pari you will need a modeling saw. 
The blade of .. modeling saw is very thin 
so as 10 rcmov.: as lillie material as 
possible. I, is important \0 CUI slowly and 
carefully to avoid breaking the delicate 
blade of the S:IW. 

Transposed pieces may hold in place if 

Left: A modeling Sail· 

Righi: All EII·ell 
Sl'earmGlr head all 

~ _________ ~ Eirollll£ body. 

This Moria Gob/ill W(U 

originally shoofing a 
boll". This IllIs been 

repillceli wifll a sll"ord 
(lI,d a shieftl. 

simply glued so long as Ihere is suFficient 
anchorage. IfnOI - and with hand 
transplants this is usually Ihe case - il 
wi ll be necessary to ·pin· the pieces 
10g~·lher. and possibly nil some gl1ps with 
a two-pari epoxy pully. For rnore 
information on the best way 10 do Ihis 
lake 11 look al [he MOlIe/ing MlIxlcrdllH 
arlic le on page 102 oflhis issue. 

This £/I"ell CliPllIill 
incllldl'.f pil'as 
from El1'clI 
S,)Camlell, 
SlI"ol"(lsmell, 
AlThers. 
1I11d Haldir. 

Mordor Orcs (lrc ripe for 
cOlIl"ersi(}lu, like fhe 

.rpeur-lI"ieMing Capfain /0 

Ihe left. Ho\\'el"l'r. fire 
wide "l/fief), oj models 

IIInlllS flrat flie Orc 10 fire 
right could be 

desigJJ(lIe(/ (1.1. (I C"pwin. 

MATERIALS REQUIRE!): 
• Clippers 
• Modeling saw 
• Pin-vice drill 
• Rod for pinning (paper clips elc.) 
• Brass rod (for banner poles) 
• Epoxy pUlly (for filling gaps) 

~"'~ '5 ~ 
AbOl'c: A simple rel're.~e/ltalion 

oIlhe I)innillg process 
Be/ow: A pill !'ice llrill 

Th;,· /IIOIIJlle,/ 

CapWill of Gondor 
Jlses £/endi/:r head 



---~:.® 
The mOSI effeclil'e 
Sllllldarri Bearers lire 
of tell mude from 
.11)('urmell mmle/s. 
Silllply eXlellding Ihe 
SpC!ur sltufts w;/h 
brQ.fs rod mId adt/il/g 
II rt!tllly cool hand­
INlill/ed /xIl/ller. 

For Ihe 
GOIJ(/oricll! 

Sumdarrl Bearer 
sholl"lI Itere we 
used Ihe sallie 

"spear extellsiQn" 
techniqlle tiS for 

lire EII'ell 
SWIJ(I(lrd Bearer 

oml tIlldetl one of 
IIJe bullller 

t/esiglls from Ihe 
GUlllt,f l\brkshop 

website. 

The btl/mers here 
(left) call (i/so be 
fOll/rd Oil tilt 
Gtllllt'.f \VorksholJ 
website, ill lite 
Lo,.d of the Rillgs 
hobby seclioll. 
fee/free 10 
tloll"/jl{)lul Ihe 
PDFs {/lid go 10 
1011'11 cOIlI"erlillg 
{/lid piliming. 

This cool 
Morrlor Ore: 
SWlldarri Betlrer 
,,"U.f bi/ud 011 Ihe 
foo/(lge showf/ ill 
fhe trailers for 
The Lord of the 
Rilrgs: rhe 
Felloll'ship offhe 
Rillg mode (left). 

STANDARD 
BEARERS 

One o f the most imprcssive sights you can 
imagine on a battlefield is ronk upon ronk 
of hardy warriors advancing to engage 
their enemy. a disordt'rly mob thai is 
chMging towards them at full -pace. 

The thing that adds most to an impressive 
sight like this is a huge number o f banners 
;md ~nnanL~ snapping in the wind. 

Converting your Stami.1rd Bearers can be 
very ea.~y. A pin vice drill. a length of 
brnss rod (available from mO\t good 
hobby stores). and a pair of clippers can 
be all that's m:cd\:d. 

Once converted you Clm paint a simple (or 
even complicated) paper banner to add 10 
the pole. 







US MAIL ORDER 1·800·394·GAME • CAN. MAIL ORDER 1·888·GW·TROLL 

Top 10 REASONS WHY You SHOULD CALL MAIL ORDER 
• The Mail Order phone lines are open seven days a week, including most holidays. 

• Mail Order can get you any Games Workshop games, boxed sets and blisters. 

• Mail Order can provide you any individual bi tz you need for converting and 
customizing your own army. 

• Mail Order can take your pre-orders for all the exciting upcoming releases. 

• Mail Order is the only place you can get your hands on the awesome 

TROLL magazine. 

• Mail Order can fix any problems you have with any Games Workshop products. 

• Mail Order can hook you up with a SUbscription to any of your favorite Games 
Workshop publications such as White Dwarf, Citadel Journal, Warhammer 
Monthly and Inferno! 

• Mail Order can ship your order r ight away, so you'll usually receive it within 2·5 
days in the U.S. and 2·5 days to most of Canada. 

• Da Mail Order Roolz Boyz will happily answer any of your gaming questions. 

• Da Mail Order Boyz can also give you advice on tactics and how to build that 
perfect army, so you can crush your enemies. 

Can Mail Order at: 1·800·394-GAME 
Call 7 days a week, from 

9:00am until Midnight· Eastern Standard Time 
• H~. lilt quantity. eO<Se, II!d deseripUon 01 IIIe produet(s) you wish 1o order. 
• W. Keep! VI", MllterCatd. Arnerit;.n Expre .. ,nd DItcover. 

or you can mail your order to; 
Games Workshop Mall Order 

6721 Bavmeadow Drive 
Glen Burnie. MO 21060-6401 

or Fax your order to: 1-410·689·2330 
For Mail or Fax Orders: 

• Be lure \0 Include. c:ornt*1. II\IIHIII9 aclcSrns to sIlIp )'OIa" order 10. 
• Include IIIe quantity. code. Ind dtset\9liOn GIllie prodIIel(sJ you're ordtrlng. 
• W. accepl VI .. , MasterCaur. American Expre ... Disc:ov!1'. Money Ordefs 
and Cheeks. 

Can Mail Order at: 1·888-GW· TROll 
Call Mon. - Fri.: 9:00am - Midnight, Sat. & Sun.: 

10:00am - 8:00pm - Eastern Standard Time 
• Have the qu.mity. code,'nd deseripllon GIllie prodUCI(I) you wish 10 order. 
• W.1eetpI VI .. , M .. tefClur.nd American e~preSI. 

or you can mail your order to: 
Games Workshop Mall Order 

1645 Bonhlll Road. Unll11 
Mlsslssauga. ON l5T-1R3 

or Fax your order to: 1·905·195·2961 
For Mail or Fax Orders: 

• Be lure to InI:Ivdt • compltll II\IIIHII9 tddtnllO lhi9 your order to. 
• Include 1111 qUIII~ty. code, ,nd dnaipllon GIllie produd(l) )'o~"'re onIerillg . 
• W. teeepi VI ... M •• lere.ur. AmerIean Elpi'en. Money Qrdefs and Cheeks. 

Or wou can place wour order In the U.S. or Canada. 24 hours a daw. seven daws a week 
through the Games Workshop Mall Order Online Store. 

VISIT OUR WEBSITE AT: www.ames-worksho.com 



US MAIL ORDER 1·800·394·GAME • CAN. MAIL ORDER 1·888·GW·TROLL 

SUBSCRIPTIONS 

$ 18.00 US 
$25.00 CON 

1 Year/6 Issues 

$40.00 US 
+$10.00 Gift Voucher 

$50.00 CON 
1 Year/6 Issues 

$35.00 US 
$50.00 CON 

1 Year/6 Issues 

$18.00 US 
$25.00 CON 

1 Year/6 Issues 

$35.00 US 
$42.50 CON 

1 Year/12 Issues 

$18.00 US 
$25.00 CON 

1 Year/S Issues 

$35.00 US 
$50.00 CON 

1 Yeart6 Issues 

$40.00 US 
+$10.00 Gift Voucher 

$50.00 CON 
1 Yeart6 Issues 

$18.00 US 
$25.00 CON 

1 Year/6 Issues 

All of these awesome 
Black LIbrary and F.nallc: 
publications are great 
purchase, lor any Games 
Worllshop enthusiast. 
Whether you prete. the 
all-acHon lIetlon of 
Infernol or Warn.monel' 
Monthly. or you wanllo 
keep up with aU the lalest 
otllel81 rules, new 
Icen.rlos and new 
releases for your favorite 
game. In the pages 01 
Fanatlc's magazines, 
these ere Indispensable 
10 any hobbyist! 

ADVANCE ORDER SERVICE 
Q: 

A: 

How can you get your 
hands on the newest Games 
Workshop games, models 
and books as soon as they 
come out? 

By taking advantage of Mail 
Order's monthly Advance 
Order deals! • 

~ Every month Mail Order offers advance 
order deals on new games, models and § 
books. As well as paying for first class j 
postage only, all Advance Orders are "-

delivered to your door on the day of the release, so you ~ 
need not worry about your local shop running out before ! , 

you get there! I!' 
MoGel showr'IlmIJIer IhatI aetuaI soz. i 

For further details about our Advance Order service, and to find out what great Advance Order deals E' 
are available, call the Mail Order Hotline today and talk to our friendly Mail Order Specialists! ~ 

VISIT OUR WEBSITE AT: www.games-workshop.com 



In the nightmare future of the 41st Millennium. Mankind tecters upon the brink of 
extinction. The: galaxy- spanning Imperium of Man is beset on all sides by ravening aliens. 

and threatened from within by malevolent creatures and heretic rebels. 

Wathammer 40,000 Boxed game (inc .Rulebook) 
Warhammer 40,000 Rulebook 

$74.99 US I $110.00 CON 
$30 .00 US I $65.00 CON 

Warhammer 40,000 brings the war-tom universe of the 41st Millennium onto your tabletop 
-the ceaseless roar 01 gunfire. thunderous explosions, the rumble of passing tanks and 
the high-pitched whining of anli-gravitic motors screaming overhead. You are in command 
of squad after squad of battle-hardened warriors. futuristic vehicles and devastating war 
machines. Using Citadel miniatures. Warhammer 40,000 turns your tabletop into an 
action-packed battlefield. In the grim darkness of the far future there is only war! Wil l 
you survive? 

The boxed game comes with an extensive rulebook (including painting. modeling and 
background information), and enough models 10 field the backbone of two different armies 
- the heroic Space Marines and the sinister Dark Eldar. It also COlltains plastic terrain, 
featuring gothic ruins and jungle trees, as well as plastic weapons templates. 

Codex: Neerons 
$14.99 US I $28.00 CON 

The ageless armies of the 
Necrons have risen from 
their deep slumber. Now 
they continue their endless 
war against all life in lIle 
universe. 
Containing all the rules you 
need to field a Necron army. 
this book is an 
indispensable guide lor any 
Necron commander. 

Necron Destroyer lord 
$19.99 US I $28.00 CON 

This boxed set contains one Necron 
Oeslroyer lord. including parts to equip 
him with a Resurrection Orb. plus a 
Staff of light or a Warscythe. 

Neeron Warriors 
$24.99 US I $32.00 CON 
These foot soldiers of the Necron 
army advance as an implacable 
wall of walking death. Carrying 
their deadly gauss weaponry and 
pre<:eded by the Innumerable 
scarab swarms, they spread fear. 
terror and death. This boxed set 
contains enough plastic parts to 
make 12. Necron Warriors and 
3 scarab sWarms. 

Neeron Cttan Nighthringer 
$24.99 US I $32.00 CON 
TIle hidden masters 01 the Ne<:rons. 
the C'tan. have lain dormant for 
millennia. Now they are starting to 
rise, continuing their never-ending 
quest to leed on all life in the 
universe. Nightbringer is the most 
terrifying and eVil of all the C'tan. 
and his hideous form has been 
etched into the consciousness of all 
living things as a personification 01 
death incarnate. This boxed set 
contains one Nightbringer model. 

All the models shown of these pages are available from your local Games Workshop store, independent stockist, 
Mail Order (1 -800-394-GAME US /1 -888-GW-TROLL CON) or at www.games-workshop.com _.Is sIMnn al 6D'llo mullin 



NECRONS 

Necton lord 
$9.99 US I $14.00 CON 

These Necronleaders radiate a sense 01 
ageless and terrible evil. Each blister 
pack contains one Necron Lord. 

Necron Destroyer 
$14.99 US I $20 .00 CON 

Skimming above the battlefield Iliese Neeron 
Warrior variants swoop down to attack 
isolated units with their gauss cannons. This 
boxed set contains one Neeron Destroyer. 

, . . , . . ,.... ,. .. 
~ .. / 
~~ 1:;;::;;; ..... 

Necton Immortals $8.99 US / $13.00 CON 

Elite warriors of the Neeron army. Ihe Immortals are larger and bulkier than a standard Neeron warrior. They 
carry the highly destructive gauss blaster. and are capable of ripping even the toughest of enemy units to 
pieces with the sustained lire of these deadly weapons. Each blister pack contains one model. 

Nectan Tomb Spyder 
$19.99 US / $28.00 CON 

The Tomb Spyder is a dangerous construct 
that hovers over the baUiefield. repairing 
damaged Necrons and spawning swarms of 
Scarabs. Each blister pack contains one 
Tomb Spyder model. 

Necron Tomb Spyder 
wilh particle projector 
$19 .99 US I $28 .011 CON 

Armed with either close combat weaponry or 
the lethal particle prOjector. the Tomb Spyder 
is an Imlispensable support unit for the 
Necron force. Each blister pack contains one 
Tomb Spyder model. 



In the nightmare future of the 41st Millennium. Mankind tccters upon the brink of 
extinction. The galaxy- spanning Imperium of Man is beset on all sides by ravening aliens. 

and threatened from within by malevolent creatures and heretic rebels. 

Codex Space Marines 
$14.99 US I $20 .00 CON 

Created by the Emperor himself in the 
dark and distant past. Space Marines 
are Humanity's finest warriors. Formed 
into Chapters and deployed in the most 
hostile battlefields of the galaxy, these 
elite troops can fulfill any mission and 
destroy any enemy. 

Containing all the rules you need to 
field a Space Marine army, this book 
is an indispensable guide for any Space 
Marine commander. 

Warhammer 40 ,000 Boxed game (Inc.nutebook) 
Wathammer 40 ,000 Rulebook 

$74.99 US I $ltO.OO CON 
$30.00 US I $65 .00 CON 

War hammer 40,000 brings the war-torn universe of the 4151 Millennium onto your tabletop­
the ceaseless roar of gunfire, thunderous explosions. the rumble of passing tanks and the high­
pitched whining of anti-gravitic motors screaming overhead. You are in command of squad after 
squad of bail ie-hardened warriors. futuristic vehicles and devastating war machines. Using 
Citadel miniatures. Warhammer 40,000 turns your tabletop into an action-packed baWefield. In 
the grim darkness of the far future there is only warl Will you survive? 

The boxed game comes with an extensive rulebook (includinl;l painting, modeling and background 
information), and enough models to field tile backbone Of two ditferent armies -\he lIeroie Space 
Marines and the sinister Dark Eldar. It also contains plastic terrain, featuring gothic ruins and 
jungle trees, as well as plastic weapons templ.ates. 

Space Marina Command Squad $34.99 US I $50 .00 CON 

Essential for any Space Marine army, the Command squad contains veleran Space Marines whose skills are j 
of great use on the war-lorn battlefields of the 41st Millennium. This boxed set contains a Space Marine 
Commander. a Veteran Sergeant. an Apothecary, a Standard Bearer and a Techmarine, Banners not included. 

~~ -

Space Marine Taclical Squad $24.99 US I $32.00 CON I 
Tactical squads are versatile fighters, able to speed forward in a Rhino and fight enemy in close combat. or 
stay back and give supportmg fire with their heavy weapons. This boxed set contams ten plastic Space 
Marines, including a missile launcher, flamer, and a Sergeant. Banner not included, 

All the models shown of these pages are available from your local Games Workshop store, Independent stockist, 
Mail Order 11·800·394·GAME US /1 -888·GW-TROU CON) or at www.games-woJkshop_com 

Models ._ . , 60"10 ..,1 .. 1 .1 .. 



SPACE MARINES 

Space Marine Devastator Squad $29.99 US I $45.00 CON 

Space Marine Devastator squads combine heavy firepower with the flexibility 
of infantry. Able to lake up commanding firing positions, Devastators can bring 
their heavy weapons to bear, whatever the terrain. This boxed set contains five 
plastic Space Marines, a lascannon, missile launcher, heavy bolter. plasma 
cannon, and a Sergeant. Banner not included. 

l 

Space Marine Predator $34.99 US , $50.00 CON 

The Predator is a versatile light tank. with the capacity for several different 
weapon configurations. This adaptability makes the Predator useful against a 
variety of foes. This boxed set contains one Space Marine Predator. 

--' 

Space Marine Assaull Squad $24.99 US I $32.00 CON 

Space Marine Assau lt squads are the epitome 01 the rapid response strike 
team. Soaril'lg over the battlefield, their jump packs allow them 10 rapidly 
close in on the enemy, and there are few adversaries who can withstand 
them once they initiate vicious close comtlat. This bo~ed set contains five 
plastic Space Marines with jump packs. 

Space Marine Rhino $24.99 US I $32.00 CON 

The Space Marine Rhino allows Space Marines to move swiftly to seize an 
otljective or strike deep into the heart of an enemy force, This tloxed set 
contains one Space Marine Rhino. 

Space Marine Dreadnought 
$34.99 US I $50.00 CON 

Space Marine land Raider $44.99 US ! $65.00 CON I 
The land Raider is one of the most potent machines of destruction in the Imperium. Capatlle of 
carrying a lull ten-man squad of Space Marines, or a five·man squad 01 Space Marine Terminators. 
the land Raider is a powerful addition to any Space Marine army. This tloxed set contains one 
plastic land Raider. 

A powerful armored behemoth, the Space 
Marine Dreadnought is piloted tly a mighty 
warrior who has tleen saved from death by his 
internment within its armored sarcophagus. 
This boxed set contains a single plastic Space 
Marine Dreadnought. 



Hordes 01 Chaos Armies Book 
$19.99 US I $28.00 CON 
A time of darkness is upon us, 
from the north the hordes 01 evil 
gather. Marauders sweep from the 
Chaos wastes. loffowed by Chaos 
Warriors. and daemons from other 
realmsl This is the time of Chaos. 
ThiS 112 page book. contains 
complete rules and background, 
plus a lull color painting and 
modelmg gUide. lor tile servants of 
the Chaos gods. 

............... ..,........,...... ..... '. 
CHAOS 

Warhammer Slarter Sel 
Warhammer Rulebook 

$74.99 US I $110.00 CON 
$30.00 US I $65.00 CON 

The game of fantasy batUes, Warhammer is set in a fantasy world where you 
control a mighty army to crush your loes. Knights in shining armor crash into 
regiments 01 bloodthirsty warr iors, while archers darken the sky with arrows. 
Powerful war machines belch forth death with earsplitting fury, while heroes on 
fantastic monsters sweep into combat. turning the tide of battle. 

This boxed set contains: 
• A 288-page rulebook 
• 38 Empire Soldiers 
• 1 Empire Cannon 

• 1 Empire General • 1 ruine~ building 
• 1 Orc Warboss • 3 weapon templates 
• 35 Ore Warriors • 8 assorted dice 
• 1 Orc Boar Chariot • 2 range rulers 

Archaon , lord ollhe End Times 
$29.99 US I $45.00 CON 
Since the tall 01 the Old Ones and tile coffapse of the 
Gate of Heaven, Chaos has threatened to overwhelm 
and destroy the world. But the gods 01 Chaos are fickte 
and capricious. and rarely have they combined their 
forces for this purpose. instead preferring to further 
their own twisted scllemes of domination in the hopes 
of ruling unctlaffenged. Be that as it may, every few 
centuries Itlere is a mortal champion who is destined 
for the greatest blessings of Chaos. He is the lord of 
the End TImes, ttJe herchosen, wtlo the Chaos gods 
unite behind, bestowing aliitleir gifts upon him. Each 
time one of these oreat warlords has walked the world 
it has been heralded by war am! plague, famine and 
destruction on a massive scale. Nature itself abhors his 
presence, the grounds split asurnler at his feet, the air 
churns and swirls around him. He is Chaos Incarnate, 
and tile herald of the Apocalypse. Shown at actual size. 

All the models shown of these pages are available from your local Games Workshop store, independent stockist, 
Mall Order (1 -UOO-394-GAME US /1 -U88-GW-TROLL CDN) or at www.games-workshop.com 



Warriors 01 Chaos Re imenl $24." US 1 $32.00 CON Marauders 01 Chaos Re Imenl $24.99 US 1 $32.00 CON 
The mostlavored lighters 01 the dark gods don their heavy armor and 
become Warriors 01 Chaos, spreading pain and death lor the lavor 01 their 
10rds.Thls boxed set contains 12 plastic Warnors of Chaos models and one 
Chaos mutations lrame. 

Chaos Marauders are natural lighters, born In hardship and forged by a lile 
of battle. These barbaric warriors pour from the frozen wastelands of the 
north. to raid and pillage the civilized lands in the name of their dark gods. 
This boxed set contains 16 plastic Marauders of Chaos. 

Chaos Champion of Khorne 
$'.99 US 1 $14.00 CON 

Chaos Marauder Horseman Regiment -:-__ --,-'$"'39" ...... "U"'S.1 $55.00 CON 
To many Marauders, a horse IS a sign of status, and only the best warriors may ride them. These 
mounted raiders are a constant threat along Ihe borders 01 more civilized lands. This boxed set 
contains enough parts to make five Marauder Horsemen. including champion,musician 

Every Chaos Warrior aspires to be a ChampIOn of 
Chaos. leading a host of their own in the eternal 
warl This blister patk contalllS one Chaos 
Champion of KhOrfle. 

and standard bearer. 

lord of Khorne on a Oaemonic Steed 
$24.99 US 1 $32.00 CON 
The greatest 01 Lords are reward8{l a Ilellish 
Daemonlc Steed for their loul deeds. This 
blister pack contains one 
Lord of Khorne on a Oaemonic Steed . 

Knights of Chaos Regiment $44.99 US 1 $65 .00 CON 
Encased in Chaos armor, ridlnllthe steeds of chaos, these warriors are the most powerful heavy cavalry 
in the Warhammer world. In the name of thelf dark gods they crush all before them. This boxed set 
contains enough parts to make S Knights 01 Chaos models. including a Champion, Standard Bearer 
and Musician. 

Models on this page not shown at actual size 



Delphan Gruss 
$19.99 US I $28.00 CON 

• 
Inquisitor Rulebqpk $40.00 US L$55.00 CON 
For ten thousand years the Emperor has reigned over tile Imperium of Man. For ten tllousand years Ilis armies Ilave 
conquered worlds and battled across the vastness 01 space in the defense of his empire. And for len thousand years 
the forces of Ihe Emperor's Inquisition have fought a secret war to defend Humanity from its worst enemies - the allen, 
the heretic and the daemon. Tllis is a war fought as much witlllleart and mind as with guns and blades. It is a war 
without me!CY~ithout end. This is the b_~tleJor the Emj).!ror's Soul, _ I 
This rulebook contains all the rules you need to play Inquisitor. (MOdels shown a160% 01 aClu~ 

Artemis 
·$2""9".99"US I $45.00 CON 

Damien 1427 
$19.99 US I $28.00 CON 

Inquisitor Covenant 
$24.99 US I $32.00 CON 

Cherubael 
$19.99 US I $28.00 CON 

Severilna and Sevora 
$19.99 US I $28.00 CON 

Available from selected Games Workshop stores, Mail Order and online at www.games-workshop.com 



BarbareHa 
$19.99 US I $28.00 CON 

inclulln cyber-malllil 

Krashrak 
$19.99 US I $28.'"00"'C'"O"'N 

Simeon 38X 
$19.99 US 1$28.00 CON 

'Slick' Devlan 
$19.99 US I $28.00 CON 

Daml~n Bloodhound 
$19.99 US I $28.00 CON 

lucretia Bravus 
$19.99 US I $28.00 CON 

IRCludes cyber-maslil 

Sergeant Stone _ 
$19.99 US I $28.00 CON 

Techprlest Tezla 
$19.99 US 1$28.00 CON 

Sergeant Black 
$19.99 US I $28.00 CON 

Jan van Yastobel 
$19.99 US I $28.00 CON 

Fabian 
$19.S9 US I $28.00 CON 

This is by no means a complete selection of the 
Inquisitor models available. There are several 

more Inquisitor models, along with extra 
components and variants , that are being added to 
our range all the time _ You can now order Major 

Jaxon, servo skulls, mutant accessories, weaponry 
and much. much more. Don't foroet that you can 

also order individual components for your models, 
to make creating and customizing your own 

Inquisitor characters even easier. 
Just phone Mail Order for more details: 

US Mail Order /1-800-394-GAME 
Canada Mail Order /1 -888-GW-TROLL 



US MAIL ORDER 1·800·394·GAME • CAN. MAIL ORDER 1·888·GW·TROLL 

M A G A z • N E 
White Dwarf monthly magazine 15 your ultimate guide to 

the exciting world of hobby gaming! 
Each month White Dwarf is packed cover to 

cover with great stuff like: 
• Articles highlighting 
all the newest armies 

• Updates and clarifications on current 
ru les, as well as some new ones 

fresh off the desks of the 
games designers 

• Battle reports that chronicle the 
bitter clash of two mighty forces 

• Hobby articles that teach you how to 
paint and build great terrain like the pros 

• And mUCh, much more! 

SUBSCRIBE TODAY AND GET 
12 FOR THE PRICE OF 10! 

r---------------------------------------I 
I ~~ ~~ ~~~ WHITE DWARF AND TROLL SUBSCRIPTION I - '"" : a I WQ\I1d like to sllbscl1be to White Dwarf for 1 year f04' $50 US or$75 Can And would like \0 re<:eive my 
__ .... _ _ FREE copy onroll monthly magazlne!ll 

.." ~ , .. _ , . "' . Maryland re~odenh add 5% sales tax aoo Virginia residents add 4.S%. 
. 4 Canadian resoOents add GSTIHST Mallitoba arid Quebec resident' add PST. 

Form 01 Payment: (please Circle ooe choice) 
Check · Money Order· Master Card · Visa · American Express· U.S. Only: Discover 

Credll Cal'll Numbef _ _ _ _ _ _ _ _ _ _ _ __ _ __ Exp. Oale: __ , _ _ 

Cardhok\ef's Name: ........................................................................ CarcltlOldef's Signature: .. ..................................................................... . 

Name ........... . 

Address: ................ ....... ..... ................................................................................... . 

! City: .... ....... SlaleJProvince: ....................... ZipIPosl Code: ............................ . 

I 
r 

Phone Number Home: ( ) ...................................................... Work: ( ) .......... _ ............. ...... .. ............. . 
I I 
1_~H~~r~~~~ _________________ _ ________ ~re~"~n:: .J 

VISIT OUR WEBSITE AT: www.games-workshop.com 



US MAIL ORDER 1·800·394·GAME • CAN. MAIL ORDER 1·888·GW·TROLL 

USING MAIL ORDER 
Using Mall Order COllId"~ be 
easi8f. You're juS! foof stllllS 
away fwm the mlnlatultS or army 
thai you've aIwiys wanted: o Cboosl your pllrc~am 
Choose !hi! rmnialures and 
products thai you would irlIlO 
OIdlll from LhtsIJ WI'uIe Owarl 
~. the CitadOl AMuaI, lhe 
yearly Color Catalog, some clllIe 
many mailshots Illal we seod to 
regular Mail Order customers or 
oorwtbsi18 e Plate your order 
There ile many ¥rIy$ )'011 can 
00 Ibis.: 
• You CIII (:II 0IIf II! our ......., ..... ,-
111;' ...... ( 
eDIt H .... 6W-TlIOU. 
• You couIcI also 111111 a.IOImQl\Iho 
ngII1 i/ICI 9IIfICI ~ ill IbI mill to 11M ..... -• Or, • yoa prIIIr. '/fill till _ our 
1IIiI0r1MI ....... 1I 
--I ....... _ 

E) ShiP1lI111 • HindU", . 

• us. ..... ....., ..... 
PR. "" If 0nIIn .. _ .... 11'$ .. "" ..... .. _-
1/,p'S HIIlIOwI Nt • I/,S 0I'tI­
MIl $10.00. 
fon9I 51*'*-0.", - ,... .... _-

:r,:.._IP;O a.,,1"". - ­UPS EItna 1-2"", 

I i·" .-PIa!tII 
f~' 

DESCRIPTION/CODE PUBLICATION/PAGE PRICE OTY TOTAL 
Necron Monolith· 3064 S44.99IS65.00 

SUBTOTAL: 
U.S. ONLY· RESIDENTS OF MO. ADO 5% & VA. ADD 4.5%: 1===:::1 

CON. ONLY · RESIDENTS ADD 7% GST & ADD PST FOR YOUR PROVINCE: ~==~ 
SHIPPING & HANDLING: 

GRAND TOTAL: 

Name: ..... , ....... . ................................ " ..... ........ , ............. .......... ....... .... ....... Oale 01 Birth:. 
Address: ........ .. 

City: .................. . . ..... Slatl!/Provincl!: ................... h •••••••••••• 

Zip/poslal Codl!: .. Country: ................ ..................................................... . 
Home Phonl!: ..... ................... Work Phone: ........................ . 

Method ot Payment: Money Order 0 CIIeck 0 Masterwd C1'tsa 0 Amer. Express 0 uS ()IiIll Discover C 
Card No. : I I I B I crr:J r-orr C""""' L 1 II' 
Expiration Date: .. ............ .................................................................... . 
Cardholder Name: ...... .............................. . 

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

VISIT OUR WEBSITE AT: www.games-workshop.com 




