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WHITE DWARF 212 - SEPTEMBER 2002 

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

AS if it weren' t jam-packed enough here in the offi ce, we've got If all of you subscribers take:1 close look allhe label auached 10 
yet another staff member to welcome aboard. Joi ning us this thi s issue of White Dl<'o1' (whjch I'm sure you do every month 

issue is our brand new content editor Eric Sarlill . He's here \0 anyway), you' ll notice Ihal there's now infommlion telling you 
make sure we don' , pUI anything in print or on the web that makes when you should remember 10 renew your subscription. 
us look foolish (well , any more foolis h than we already loolt, Ihal All of you fans of The Lord of The Rings: The Fellowship of 
is). I' m SUfe all of you out there wish him the best of luck in The Ring Tabletop Strategy Game shou ld be interested to know 
dealing with THIS crowd, that the fo llow-up gwne, focusing on the characters and events of 
Speaking of crowds. it seems like there's nearly always one of the second installment in the tri logy from New Line Cinema. The 
them roaming around the building here at Games Workshop US Two Towers, is on its way this November, along wi th a slew of 
HQ. Thanks to the ongoing tours that Me being conducted, plenty new models. Keep your eyes on the pages of While OWl/rj for 
of people each week gel thc chance to see all the good SlUff (and more ill fonmnion on the game in the nexi coupl!! of issues. 
some of the unusual stuff) Ihal goes on at the US head office of Well . that abolll puis the cap on this month's tidbits and reminders 
the world's fine.~ t manufacturer of toy soldiers. If you're goi ng to (September is a lill ie slow in the "news" depanmenl. at leasl when 
be around thc Baltimore, Maryland, area, lind you have the you're pUlling the news together over a month early, Sorry.) Next 
courage to come into the eye of the sloml, then reserve your spot month: more stuff about the new LOTR game and a few other 
by giving uS a call at 410-590- 1400 or send an e-mail 10 nugge15 you should fi nd interesting, 
hivemind @games-workshop.eom at least two days beforehand. 
Tours generally take place at 3 p.m. on Fridays, and groups should See you next mont h! 

be kept reasonably snl:d J. Hope to see you here! William "Goat-Boy" Stilwell 

THINGS TO DO IN SEPTEMBER c"". 
Page # 

o Make the final arrangemenh to play In the Calgary Grand tournament 

o Visit any or all of the new Canadian Games Workshop stores 

o Visit any or all of the new United States Games Workshop stores 

o Check out the latest Info on the Games Workshop Club Program 

o Get ready for the return of 8attlefleet Gothic 

lei Slip Ihe Dogs 01 Wargamlng 
In Ihe Dog Davs 01 Summerl 

Games Worbhop products are available all OYer North America at 
Games Workshop Hobby Centers and Rogue Trldar 
Independent Retailer • . To find \he St0l'8 nearest you, lake a peel< 
althe Rogue Trader Us!. paciled In with each Issue or White Dwarf, 

If there are no stores stocking Games WOf1(shop products near you, 
then our speedy and elf\cienl Mall Order Service will be more \hall 
happy to help you get what you need. Just call 1-8*394-GAME In 
the United States or 1-888·GW·TROLL In Gal'\8da 101' up to the 
minule product inloonation and current release dates. 

Also, don" lorgello check out the Games Workshop web site, Along 
with all the latest releases, news UpdatBS, and upcoming event 
information. you'll also find our Mall Order Online Sior. where you 
can browse, purchase games, miniatures, and Individual bitt, and a 
whole lot morel 

If you find any problems with your product. please .mail us at 
custservOgames-WOfkshop.com. Of, W you have a rules question, 
please a-mail us al: roolzboyzOgarnes·worilsllop.com, 

2 TlllDNI - GWNIW$ 

The Chaos never ends on the Games Wo~shop 
web site , The Lord of Pain and Pleasure, Slaanesh, 
sends his minions to the world wide web, along with 
more troops devoted to Chaos Undivided. On the 
LOTA end of the spectrum. check out an in-depth 
look at building Lothlorien, as well as the final 
results of the huge Last Alliance campaign, It's all 
waiting for you, so sufi on by todayl 
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Banlefleel Golhlc Takes on 
II's been a while since we've supported Banlefleet 
Gothic In White Dwarf and on me web. Seeing as 
how thousands of you Qui there stili play plenty of 
BFG, we Ihought we'd give It the treatment it 
deserves. Over the next few months, you can 
expect to see plenty of pages In each White Dwarf, 
along with the usual complement of material In our 
Specialist Games publications. Our web site will 
also expand lis BFG content to give current players 
and newcomers alike a taste of upcoming BFG 
releases, as well as rules updates. scenarios, and 
hobby projects. 
Also, a Battleileel Gothic booklet containing a full 
catalog, hobby suggestions, and scenario Ideas 
that will help you tie your BFG games closer to your 
40K games will soon be available everywhere! 
U you've already played Battieileet Gothic, It's time 
to blast that dust off your fleet and start playing 
again. If you've never seen It before, take a look at 
our Launching of a Fleet article on p. 40. 
Have fun and remember 10 think oulside the sector. 

EpRome of Evil Draws 10 a Close 
TIme is running out on the Epitome 01 Evil battle 
tour. The last two events promise to send off the 
tour with a bang. On September 1, the Games 
Workshop HO Battle Bunker hosts the penultimate 
event on the tour, while September 7th sees the 
final conflict between good and evil tear up the 
Games Workshop store In Greenwich Village, NY. 

As with ali of the other stops on the lour, YOU'll have 
the opportunity to get the official Epitome of Evil 
shirt; there will be plenty of prizes and special 
events; and you'll even have the chance to buy a 
one-ol·a-klnd Chaos Marauder model that's 
unavailable anywhere else. Be there if you darel 

The Predalorv Nalure of Chaos 
The new Chaos Predator is In Ihe wones and on the 
way to a battlefield near you. Here's 
a sneak peek alliin all Its "work In 
progress" beauty. 

Shlnv New ObJecls 
Any of you out there 
interested In Rogue 
Trader Tournaments 
may also be Inlerested 
in finding out (If you 
haven't already) that 
there's a new trophy 
being awarded to 
Overall Winners of the 
2002/03 season's RT 
Tourneys. Here's an 
inspirational picture of 
the new beast In all of 
its shining gold glory, 
Just walting to occupy a 
place of honor on your 
trophy shelf. 

TI>IJ ne ... RogII'I T_ ~ 
0..,., I'ofnMr /rOpfIf Shown 

MUCI-l ......... INtlIICAAl'IIn. """' 
• foMcfOfI Wa/7/of .,......, lot """,.. 

The lasl sian Alliance al GW 
On Friday May 31st. the hordes of Sauron poured 
In their thousands down the slopes of Mount Doom, 
and a mighty army of Elves and Men stood fast 
against their evil as the Last Alliance event was 
kicked off at the Games Workshop Baltimore Battle 
Bunker. For this mighty conllict, we organized the 
most fanallcal The Lord of The Rings players we 
could find in the Games Workshop US Office and 
asked them to choose whether they would attempt 
to snuff out Justice on the side of Sauron or fight for 
the freedom of Middle-earth on the side of the Free 
Peoples. After a long and hard·fought ba1tie, the 
fon:es of Evil stood victorious. For more Info, check 
out the full report on www.games-workshop.com. 

The Canadian GW Empire Expands 
New Canadian Games Workshop slores keep 
cropping up all over the placel The latest addltlons 
to the family are: 

Chinook Centre - Calgary, Alberta 
(403) 319·0064 

Southland Mall - Regina, Saskatchewan 
(306) 757-1262 

Richmond Centre · Richmond, British Columbia 
(604) 232-2425 

Canadian Head Office Store - Oakville, Ontario 
t -888-GW-TROLL 

The Epitome 01 Ev~ Bailie 
Tour WrlIp& up on September 
7, but the Bailie Wagon can" 
be stoppedl It cootinues to 
roll on throughout the 
countryside. tea~jng onty 
destruction and loose metal 
bits in itl Wake. Wetch for III 

The Batlle Wagon naVigator reponed 
in too late to make this issue,log on 

to www,games-workshop lor the 
latest Batlle Wagon schedulel 
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= ... For more info on all of these and other Btack Library 

publications, check out their advertisement later in this 
issue, and be sure to visit www.blackllbrary.co.uk. 

S6.95 
in me "Inqul",,,,,, w.r trilofJl b)' I ... \\.'..",. 

Inferno 132 $10.00 $6.95 
AruooI r""" """,lid m. Gama v.\lrbh<Jp Worl.l of H<>bby a. ..... 

tnqulsllOf Aac:endan12 $15.00 $10.95 
T1Ie H"", for Dofll)' """"n_ ,n.hi> JnPIoc-,.1 from Iho Bl,d U.,..". 

Redeemet t3 $(.25 $2.95 
no"d '''''''' ........ 

~.a ~fWlcl:;;~9"'~PT'-';;'L::'K~"'l'.:''=B''',,~'=,,:~=~'''l=~''-S=E=S''-----;:;;5'''O;;:OO----;529'''su'''~ 
1622 Lord 01 SINf1Hh 535.00 $24.99 

I~ ~ of I Ckaro<Ier Mildrl l1li1 5-.1 ofSIaane>II) 

II you aran'I lriIIlened by Ihis beasfs looks. 
you win be lrighlefl8d by lis abllily aner 11 

and lhe Slaanesh Lord alop II lear through 
even the loughesl 01 your troopS. 

1624 L.ordolT~td! $35.00 $24.99 
( Ii<».<tl ... of I a-..~ M odol no. 'I)~b 1~)I". I)i",) 

1627 Gllnluch, Oregon 01 C"- $65.00 $44.99 
(Ikn,od Se< C""""., •• I Cornplett a...~) 

1628 EmpIni GfMhlwonb Reolment SOW.OO $29.99 
180,,,,, Se< of In Empo ... Soldim) 

1629 Slvage On; Boer Boyz Regiment 
( 8 0 .... s.. of' So'-"", Ore _ 8oy:I) 

1630 Emplnl FlaoeIIant. Rea/menl 
(1I<>J.t<J Set oi 1(1 Empo",f!'OOp'>1 

1631 Stvage On; 80yz Regiment 
(a... ... SeI of 105. ..... On: Burt) 

$55.00 

"'.00 

"'.00 

85200 Ch80I Champion 01 Slunel h $14.00 
(I 51_ C_ Mollel QII I'0oI ptr 81_) 

8520R Chiol Champion 01 Tzeentch $14.00 
I I T:oe<lII<h Char ........ Modo! "" I'0oI P<"f 1111_1 

Champions of Chaos who carry the mar\( 01 
Staanest1 enjoy boltllha pleasura and the 
pain 01 combat and thus ara Immune 10 all 

psychology !as!s In \he heal of bailie 

This Lord 01 TZ88!1lch rides 
atop a deac:ty Hying DIec 01 
TzeenlCh and can also cast 
spell& illS a level 4 sorcel8t. 

Champion$ of TZ88f1tch 
can also counl as lavel 2 

SOftlBf8fS with the 
ability 10 cast 

spells even vmen 
they're wearing 

some lonn of armor 

529.99 

529.99 

529." 
S9.99 

$9.99 

These new bo~ed sets make fielding a new regimenl easier thM before! They klduda a fun regimen!'! worth of troops plus commandl 

4 TlIIDNI - IWNIWS 



Flamers move as smgle models on the 
battlefield and unleash blasts 01 fi re on 
their _mlas. However. they must 
remain close to units of TZ&eI'1tch 
Ho<rors to maintain their form. 

Horrol'll is the fT10Iil lilting name these lesser daemons 01 Tzeentch 
could have. as they an! Impossible to describe otherwise. Their 

constantly changing Ionn afflICts the wofld around tnem. and they can 
aclually convert enemy troops to Horrors th&mselves. 

~~~j~~~~::~~'·" :",,:.:oo $39.99 
~-, 

$13.00 sa.99 

565.00 544.99 
I O<eat<r Dwmo,oo of T __ ",hi 

OmWfl from !he ether 
of Chaos by the 

carnage aod hatred of 
\he battle below, screamers 
oesceod on the scene and 
least hungrily OIl the souls 

Wl'lile n appears to be fragile and 
weak, the Lord of Change Is nol 
10 be undemstimaled In combat 
Even beyond its supernatural 
stmf101h and toughness. ~s 
very nature gives II 
magical abilily beyond 
mona) comprehension. 

01 !he recently slain 

• I 
I 

I • 
1 
I 
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The Space Marine Battleforce boxed sel now contains the all·new Space Marine Rhino 
tank 10 move yoor troops Into the thick: 01 battle In the blink of an eyel 

6 IIIU.I-IW.!WI 

Spawns of Chaos are foul . hideous beasts that were once men 
woo seNed lIS Champions of Chaos. but became 100 In lune with 
the powers of the Dark Gods. They will either meet their doom in 

beUie. by horrtfic slaughter. Of by being cleslroyed by the very 
forces of Chaos that created them. 

Once one of the mightiest of the Dragons 
fighting alongside the High Elves. 

Galreuctt came face to face with a Lord of 
Change and was forever transtormed into 
tOO legenda.ry lirat of tOO Chaos Dragons. 

Ha now flgtIts atonoside the powers 01 
Chaos end 15 Infused WIth the dark magIC 
of Tzeenlch. making him one of the most 
!eared entitles In the Wartlammer worIdl 

ICON WS 

mo"",,,,l<Ioup""""1 
$130.00 $89.99 

. 1'1_ 1.<1_ .... N ..... ' Rhono!) 



""~ Jackal Class Aaiders 

• e 
Necron Dirge CIaSl Aalders 

The game 01 
spaceship ban!es In 
the 4 '" millennium 

returnsl 6race '01'" 
impac1 with rtIe 

contents 01 the boxeCI 
oame, wlllch gives 
you everythlllll you 

need 10 beg., playillll 
(sweep! lor en 

opponent 01 course). 

.". 
'01' .,,' 
1539 

8201A 

82016 

8201C 

82010 

B022 

6023 

8G24 

"" .'" 
.565 

3017 

821 0A 

8210B 

8210C 

82100 

BG3. 

Ba", 

1573 

8220A 

" 
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CII_ eN"" •• 
180. ".. Soet 012 MblItCblo»SIIipo) 
Chanildolllof Clau R.Idt, 
II nu... SlIip P<>' 81, .... ' 
C~ Infidel Clan Reider 
II Cl\I($ SbJp PO' 8111' <1'1 
ell_Iconoclast Destroyer 
00-51>1p" I'<' 81_1 
Ch_ Repuillve G"nd Cruiser 
II CIuolo Ship per Bli>Ir<l 
Chlos Swlttde.1tl F1gh'tII 
16 a.\eOoIChaoo Shlp'P<>' 81"""" 
ChlOl Doomfl .. Bomberl 
(6 _ ofCllooo Smp" 1'<' 81""'1 

$13.00 

513.00 

$14.00 

"4.00 

$14.00 

514,00 

145,00 

"".00 

113.00 

$13,00 

513,00 

128,00 

$14,00 

$14,00 

Elde. VoId SI.11tt< 145.00 
18u,odStlC~ I ~EIolar Shlpl 

Eldlr EcliD .. Cruiser $20.00 
I I EId.u Sblp per BIi=i 
Eidar ShIdow Crul .... 
II EIdar ShIp per 8 h ..... 1 
Eldlr HelIeborw Frljltes 
12 EldM Ship" per 8 1 ...... 1 

Elder Aconlll FrIg&tu 
Cl EJ.W SIi'p" per BII.Ia) 
Eldar NIglltJhfde Deatroyen 
U EId.u Ship> pol' B~.1<t1 

Elder Hwmloc~ Detlroytfl 
o FJdM St""" P<>' BIku8) 
Orlt Brute Rim SIIIpI 
(~ OR Ship" per 81 ..... ) 
art. KIM Kroozer 
lion. Slup p<r 11 ...... , 
Orlt reflOf Sill£! 
(Ion: Sl!.lpl'" 8 h""'l 
Ork On""ugllt Ship 
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Ort RaVlger AttlCk Ship. 
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110r1. Ship",.... Bli«cfl 

"'.00 
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"'.00 

"" ... 
513.00 

113,00 

513,00 

Neeron C.lm Cia .. Tombahlp 145.00 
,11<>, «1 Sd C_OlInf I c""'f'I<to>l'I"","", Sto,P! 
Ntcron H.rvtJI Ship $20.00 
18.» ... Stt {,,,,,"""in, I C<JqI .... N..,..,.,Sbirl 
Necron JlCul C ..... RlIoe.. $ll.00 
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_ ( I N...-Shlp"",Oh_1 
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130m 
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G
OlihUd spufrcd hill hOrK O~ futtT. 
It..; K iskvllc vilugc of Kroyu fUI 
v'lIishing b.hioc! him The puna!s 

hid hcell lu!pidoll!. bUI tb. 1011 of hit SOld 
tro.1IJ h.d pcnud.d ,hem \0 .dl him SOme 

d,ied beu mUI .... rm furs, .ad • {losk Ilr 
koidn. c;".,h.ord k_ llul ,b. peu.l1I'1 '011101 
inCorm ,be coa&.Id: pallol, 01 dlt Tut~ 10 
he hid \0 mIke twl" unless he .'lIled \0 
JIISWcr 1M qllt-SlIOIlJ of the lllqUL5il jvc .atllO", 

JUII three mODtM c"I""" he Iud btell I yOUDg 
lIobl.:. Imng 10 hI! fllh.,'5 house in Altdorf. 
He'd Iud cffly,hilll! ,hell: moM)'. po •• r. I 

bt.llllih,1 betrothed. .lId I commisl;oD in Ihe 
R.,.bg\l.lld. Wh,l Iud gooc "ollg? 

h htd III IlIfted .. hC/l hc:'d ,allied I millOl 
ICCK! SO(.i.IY ullcd the Coldell ugk. He Iud 
undorJlood lillie of lbt p,jlltipJtII b.h,nd Ihm 
tomp.lu lola. bUI Ihey ,h .... d I commo-. 8~ 
They 11'101.01 '" cblDge Ihe .orld. 

SIIICC hi, youTh. eonhud Iud bdic~cd !lul 
then: .. u mOTt 10 life Ih,P Ih. pCllnocs ,pd 
pm)' bICkt.IIIIS du.1 ,uTlouod.d cily lifo:. In hi~ 
quest for us .... rs. h. lu.d IO~Shl reCusc ill 
rd'g'CIII 1J>d dtVOI.d h .. Iof. 10 th. IICtviu of 
Sigmn Th. luchlbgS of Ih. Gnnd 
The"S"n,,, promi,cd , pmdi,c In th •• ft.due. 
but little e~ II scem~ thol Ih. lilt 01 • 
mn 1FU doomed to be 'pt"t ,n th. pursuit 
of illSlsn.fk.1I1 tbillss. O.y ud DISht. 
Couhord pny.d lor SiglNr 10 . bo ... blm , 
.... y ICI cbuse ,h •• orld for ,b. b.mr. bUI 
no u ..... , evu c..arne. Tbe" ... hi~ hopu of 
cYcr lilHiing the kao ... l.dg. h. lOuSbl wele 
{.dipS' b. 'U inlfodu •• d 10 the eoVi:" of lbe 
Golden ugl. apd he. n .'" ... h.1 h. hid 
b.ul looklIIS 10. oJ.J his I.fe. The: m.m~ of 
lbe (.Oven could. In bis cyu. ... ork mlncltll; 
lheir M'S,IICl could ehlng. bue mcull 10 
gold. bul youlKb- .nh .... ord. and (lu.nS. 
nltn.1s 11110 JIC'I\I fOl'JIU GoI1lu.rd kocw b .. 
pnyen tu.d r.Nlly btu uslfttcd 

The IImis 01 the Golde-n ugl. tilled 10 • 
,h.dowy sod for Ih. ChoDSiDg of Ihe .orld_ 
In.y &sllul .11 imprm=cnl ia Ihis world 
."d ,n Ih,s 1,1e. Colllllrd', kccil ... 11 .nd 
po • .,.rful pe.30.,IoIY !lOUD amed him, 
posIlJon in Ih. Third Circle of Ihe nil, ,nd 
belore loPS. he lad been IIlJII.II.d inlo Ibe 
muy 5Ccrets of Ih. eO"'n. 

Then ODe: pight. the Ttmpu,n of S'gmll mded 
lhe uh', hidden shrine Gonhord hod tu.tfo ... ly 
C$Uped. bul uader 'he inl.rrosuion o[ Ih. 
Gnlld Tlltogon;" hlmKlf. o"e of lhe (IIit"IJ 
Iud b,oiw;" I"d r.vuJed the IIIma 01 .11 the 
m.mbe1l of 1M tOfta h. Il ....... Cotttunfl 
.U .mong,I lbem. 

His commissioa ill Ih. R.iksSulld ... u 
Immedlltdy .cvok<.d. lad ord ... (or hi! mCSI 
..... t ,"ucd HI! fcllo ... hlghtJ had lri.d 10 
hllllg hun bdo •• lb. Witch hllaters. Th.tc:e (>f 
Ib~m d,.d by h ... sWOI'd •• 1Id Ih. olber ,wo 
.e •• 10 b,dly WOGod.d Ihty .o\lld n ..... r fiBhl 

~gllll. The IhollSbl It,.d. Couhord smile 
bitterly: 110 flUtte, ... 1u.1 'U Slid ... It.,1 110 
01lC could doubt llul h. 'U lb. mOiSI skill.d 
fighlu .mOllgl1 hIS peers. He b,d lied 
IMOIIS" lhe ,Ircel! of Ahdorf. pursued by Ih. 
10"'0 .IIth lfId t.;, former COml>'-lIiOllll. m.ny 
of wbom he had OPte tonsidet.d 10 be 
blS f.iend!. 

He lu.d lOugbi rc:fu~ II the hOUK of IUs 
belroth.d. Joh'DIIoI VOD Ltbc •. But ev.a 'bc 
hod bllrc:d htl ... ado.., wbn Couturd llied 
10 upl.io ... by b. hod be ... dcdmd .n 
outllw *1 Kvef .ut 10 ICC you Igoi"r 
Jolun .... Iud st rumed. MHo ... could you do 
this 10 mt7 Think. ... bll people will uyf 

From tbn 00. Couh"d bad kllO ... o be ... u 
Iruly .IODe. H. hod ridden dOWD Ih. gund! II 
Ih. Rlftl CIIt .tId "kc,n th. Iood to Ihe 
IIOrlh. Sooo he 'U beyOild the bOlders of 
Rt.kllad. bUI .itch huolers. outliden. 'ad 
bouoty hUD,e" '(le "'Yer hI beh;pd. H. tud 
,Iep' ,t "illill ,,, lb. {orql. rtolea 01 boughl 
food from r~idc fIlms. .nd ,voided III Ih. 
loll g.l ... H. Iud been 10K.d 10 liVi: lik. n 
.nim.l Th. IhouShi of his humilulioo flUde­
Ius blood ruo red hoI. 

A IlUd-eytd •• I.h bunle. Iud UIISbl up .ilb 
bim 0" the bo.d.,s 01 Ortbnd. ,nd • 
cros,bow bolt Iud 1\CI.ly l,kCoD Gouhud'f 1iIe. 
Oply by Ihrowias his grulSword .• n 

unlhu.hble deed lor. kniShl. Iud he mUlllled 
10 kill Ihe mu belore ODe 01 Ibe {,nHie', 
boll. cO\lld {id i" IIIB.I. The two-lu."d.d 
sword Iud 5trUcit. hi' loe squlldy In tbe chen 
,lid Cof1lmd h.d bmly nulWgcd 10 r«over il 
... lIh Ihe bUDtiog dot!- of Ihe Cou"t 01 
Oslbnd 'II.PP"'S .1 his beel,. 

Apd wby .11 of Ihis? ht tbollShl bitttrly. 
Bcc..IISC he hod follo.ed • wbim lhot Iud 
..Jlo ... d bim 10 cst.pe Ihe o>o"oloay of Ih. 
~ed lfId dull UUlcmcc of , YOUDg .ab1.flUll. 
All Itound him. he Iud scta Ihe dcudu(C 
...d poverty of lb. Imper;,l tipild: Ihe lIIew 
lillmd .i,h filth .J>d lb. mOM of Ihe pool. 
be88i~S "":[ so:nping. Irying TO eke out. 
QUStnbl~ exdleate ;a tbe hovili .nd di,cuc­
uddtp Ilums. Couh .. d b.ad ''''Ied TO (IunBe 
CYtrylb.DS ud 10 CUI do"'n Ihe old. corrupl 
tocicty. Perb.aps ... i,b lime ,nd pos-iliop ill Ih. 
Imp., ill court he ... ou ld hlft bcen able 10 
Khicvc his ombit;np. 

flul no! No ... he "'05 hat ia tbt nortbelll 
WJIIes. bis life in ruiu His fllber bid 
difn ... acd bim; his {.'(1Mis lu.ped 'g,int! blm; 
ud Iber .... u , price oa bu hud. All he bid 
left .crt his ... apoas. his strons nrord urn. 
ud blS kee" ... it. They ,",ould he ellOugh. b. 
dccld.d No .... ould d..rt: 10 10110 .. hIm InlO 
tht Troll Counlry 

Colliuld tuvclcd aorth ..... dJ for .... Ju belote 
he .nc01lnlercd 'oy .alsllace H. Sol ... group' 
of milSh.pe. C.Ulll ltl 011 the ho.izOCL. hUI 
Ihey neve. "'cd 10 ,pprwch btm_ He hurd 

Ihm gUllllnl Clies. .ad ofte" thcsc tailed 
mOle ,.utura from Ibe sh.do .... Howtvcr. 
th.y ",.med (.Op lenl to t!udy him. Why. b. 
did DOl kno •. but be decided DOl 10 Ply Ihem 
lny luentio. UDltu Ihey btc.lmc I Ihrut 

NOI Ions .It., b. IIOliccd Ih. Ctcllllrcs.. be 
urn •• cross I glul stoa. uIVed by 10m. 
tit.oi, tuad. I monolith iaKribed .i,b ligils 
lid runa llul Slow.d ill Ihe SllhcriDS 
d..rknas. Someho •. Co"h .. d he ... Ih.1 Ibe 
urved sJ.b ... u of ~illl importlau 10 bim. 
He 'u flnngely .III'. 10 il. u if he wert: 
pbying • prc-d.lcrmiacd pili i. one of the 
pl.),! of Ibe S,..I A1ldorf lbaler. H. b.ad 10 
kl>O'" ... ba, ... u writtea on the mODOlilh. CVCD 
if il would '<III bl5 IOUI. 

The monolitb. Ihough. • ., 1101 ugll"dtd. OUI 
of lhe crude , briDe. llul stood next 10 Ihe 
c..arvcd pill". I hllg' trUlure emerged. The 
urth shook under its hoova ., gis.ali' 
mllStla mOYcd under it. Ihkk ,kin.. HUlle 
hotllJ spinl.d ,hoye its hud. Ind in 115 hads. 
it carried In lXe 1lu.1 p.obobly .. eigbed III 

mut h 05 Coulu"!', ..... ho .... Gollhold 
IKOjIniud th •• rUlurc from Ih. s,imo,ra: I 
MiDOIIUI. I giglntic bluphemy 'glillSl a.tu.e. 
• uou belweel I glat bull ud , mon. 

Yet, da pil. '" b,ulll .ppc.nace. I" .ailTUl 
ia,.UiSCtKe Blam.d in itl r.d eyo: Ih. 10 ... 
cuaaing of u lainul combined .jlb Ihe WI' 
of • min. It d still b,1f I flUa. jllil like me. 
Ihoughl Collhlld. Sb,killS bi, hud. b. 
lelurllCd 10 1.,lity. if iMeed Ihis ".Im Mood 
"'; Ihia Ih. boUDd..riat of llnily. Forcing his 
voice 10 IUy , o.Im. Coururd spoke 

"I ... dh 10 t!udy the c..arvingr 00 tht stone. 
Shad Hid. Bustr 

:\ blrdy understand,bl. glo ... liftg emcr~d 
from lbe m •• of lbe Mi"ouul. 

"All tbose ... ho 1101 tlu.agc mU51 die. 
Only ChO$Ca mly fiad PI'h. * 

Tbell. ho.lillS ' b,,,k try. il lift.d its lillaie 
IX •• ad tlurg.d.. Couhold sl.mmed his visor 
down .ad .pulled V.lidus. his wuhotK. 10 • 
gtllop. They thupdcred 10WJ.ds tKb other. 
mID llId beut. ooc .truminH Ihe b.ottle cry 01 
lhe R.Ut.gu .. d. the otM:r bellowiog 'ad 
IlIlIl.ftS .otdkssly. 

They sttvt •• lmOiSI simuhlllCowly. Cotth,rd', 
"nee p .. rud lb. l.ft ~houlder of 1M 
Mlaol,ul. lb. hlft of Ih. uau shut.,iDB .ith 
Ih. [ore. of Ih. blo •. Raring up.uds. 
Validus struck ... ilh bOlh hooves. mshi~g 
d ....... g.;1IS1 Iht .1.1111 of lhe Mioouu •. BUI 
1M: Sigulic: .xc of 1M MiDOUUI had IS grot 
• rDeb u Cotlbud', lance. lad i .. mike ... u 
bliPdi~gly (ut Collho.d tri.d 10 I"'~cl IQ his 
Slddl •• bUI il .. U 100 ble. Th. ,lie rlluck 

Conlurd', Jhield. lad Ihe trcmcudoUJI {OIU of 
1M blo ... IUltd il f,om bis luDd IUYIJIS hia: 
IeII 11m nllmb. 



Ig_tIIS il, woultd. Ihe Mlllol,"r J'WulI .. lib 
III r,u hlrwl oad the: ~'" (lSI. Ibtee III"" 
tbe: un o( Cotthlof. bad. Ib", .. Ihe hlSbl 
from liw: $MIdk. Cotthud (filbed bu"dy 10 
lhe I'ourwl Ibe ,It dtl\·~_ from IUs 1.~ ... a.d 
for a m04'lul be almoa Iosl eOliKOoIII-. 

Wi,h , blood-1:urdltDg roir. 1M Miaolllll 'Ole 
lhe: "eel lip of Ibe bllC.C fru. l.it~"lIg Ihe 
oo~1D1 blood '"l1aial dowil iu urn. Ihe 
ele.uu", Ih,ew Ibe brokea .. apc>ll to It.. 
gloulld. gllSped ill u:c. .1Id IUIlICd 011 
Conkard 'SUII. Tt.. busl looked _poe him 
.. nb blood .~ .:ra. ,Id (IIm_ fe»m poured 
frocn lIS moult.. All _"SCI o! "."y hid 
dis.opparul lrolll 1M (,te of IIIe III'~ husr. 
The erallile .. IS dalh marll"e. Collhlrd or 
lhe: M,HIt,lIr Iud 10 die; II dJd IIOt 
mill(f .. bKb. 

The IlIirhaS bem Ill5hcd It.. "lin hlSbl. 
who rolled 10 OIIC l ide. The grei! .xe IIrllck , 
Sloa< .. here CoIlh.&rd·1 had h.d ben bill • 
mele hut lbe.1 before. lDd the: ... Utlme 
IIrcaglb o! lhe Miaou"r .. IS IlItlled .g.illlil 
ilKlf. The blade of 'M .ll "Kited. .Id Ihe 
1,,£1 .. u 'llipped ID 190 like • dry twig. Wilb 
UOflOOut ellorl. Conhltd rcpiacd bs. (OOIiDS 
.1Id ICtlmbkd lowuds Ius ~ 10 dl'lw b .. 

sword from ItJ subbotd Ih.al bUill from Ibc 
udelle. ~ bil hlads Slipped lbe: sword', hil!. 
he felt IWO IIlIghry uml d_1I1 uouad his 
cbat. 1JId hu umor ctUhd ill he _ IIlICd 
.bon Ihe bud of lbe Mllollur. His rib. 
snted 'lI,inl aeh olhcr. bUI his hncb 11.11 
gllSped Ihe J'Word.. Wilh .11 his fad;oS 
ItreDSIh. Collkard brollSbl Ihe bbde ... 11 h 
IIruck Ihe MillOl'lIl 'II Ib. IICCk. (UI IIIg 
mud ... lC.v<:r'lIg ICDdOllt .utd "lie •. ud 
Iplialcrillg Ibe boa., bcKllh. A cry of fury. 
fisc. .ad 1"111 eUI IhlOllllb lbe lit ~ lho: 
MillOllllr ftll Gotlhltd bil lbe: &ro-1d.. loci 
the _ki IP"II .ad faded" dukDCA 

Wbr.. Coli bud woke. lho: Miaot,uI .... 
_bere 10 be: lC.ea, CrOollll1l8 .. "b P"D. 
Collhlrd IGIC 10 bil feCI ,lid lI.gcred 
III .. lIcb lho: tnODol;lh 10 Rudy Ihe tllVed 
llI lface. Dupile bis paia. he hid 10 ICC Ihe 
uIVin8' immedimly ... if forced 10 by lOme 
b.1Id of !,Ie. Cotlhlrd r«liud Ihli Ihe IIStll 
(ormed I P'C lUte. He ..... klliShl Ind lbe 
GcvlCe 011 hu thi<1d .... lump"" C"IfOll! 
lbe ptt1(l...,j dniu: 01 Cotlhl.d hll".clt The 
formel Rc:tQglllrd IIdd Ib. IlKlCal caIVlaP. 
lad .. b,k Collhl.d .. u DO expo-I. d"ey ..... .,. 
d.lCd from lOme forgolle. enluf)'. A.d yel. 
.. dea~bly. the klishl arved 011 lhe 1l00c .u 
Colt"'-rd hlmKll A chill r'lI dowa hill 5flillC. 
.ad llotre .... IOmetblllll more. the cuic 
feeliDIl 01 II ... )" bcloagilll 10 Ih .. pbee. 

D,y' pused. ",d Collhltd rode ev<:, further 
1IOf1b. Hcre. Clcrllll d"kllCSll rc;8lKd.. Here, 
tb.R .... 10 pllu for moml m'lI. Oaly tho.: 
.. ho ILad pkdged themKlva 10 dube. (ould 
In",,1 Jlfcly YCI Cotllwd IC.lSCd Ih.al he 
c01l ld 'hU c'-. He nood " Ihe ¥cly edSC 
o( IlIIlly .• Id Ih ...... bi. ""ry lui cblllCe 10 
Iun back lad Rroi. (i~tliu "oo. He coaki ride 
10 TJu or lbe bid of lhe: Border PtitK., l.d 
orrer h .. ICIVIC., U • fnclliKe 10 OK of lilt; 
(ountlcu mcn:elllry hoach of 1M Old Wo.J.d. 
He "IS llro,S ,ad fUi nd wc.Il vcncd la 
I"tics .ad Itfllegia With I IIItlt luck. he 

could qUICkly .la f.me ud forluDC .ad 1000 

Iud I mcr<:Clliry coali.SC,1 of bil 0 ..... Fo •• 
10118 ... hlle be held V.lidul ia pllce. Thn 
IlUk'"g up IUs milMl he .purred lhe borsc 
00""'" to Ibe Iorlb ,ad dllk-. 

Pcllufll it .... his inuS"lllioa. bul he _ 
l\lre he hurd crvc.l mocklllg blghter II Ihe 
coJ.d. .. Iusp<:ri_g .. i.,d .. be rode oa. 

D.y lad IIISbl 10111 IhClt ma"1I1! 10 hun. The 
elClIlOI dukllCSll 01 Ihe .... I., WIS III ollly by 
lbe IItlale hghlt <m'lIlIillll {,0m Ibe {II 
IIOrlb. Each lime Collfurd blioked hll eya. 
Ibe lIlIdsape Iud Iubtly ch'"l1cd. Wb.ea bt 
tncd 10 focul hd ey., 01 lIy lIDdmllk. II 
lC.emcd 10 flcc 0111 of "8hl .• 1Id IhlllS' b.e 
tbollgbl wouJ.d like mele mil"., 10 rucb 
RCcded nu {urlber. 011 miller bo .. hlrd be 
IIriwd 10 ruth IhCIII.. .. bctcu distill! obyc<n: 
be jllSkd 'lfitb.i. boun. 

Wiler COIIJ.d 011 10.11" q-.cDCiI Ius Ihinl. He 
)'UfJlc4 for IOmetbi,S .. "h more IUbs\,1KC. 

IOmelblDI be could DOl )'CI ... me. He did.·1 
fed Ihe ,ced 10 Ikep lay more. He felt .. ide 
.... ke. His KII5C.I ... ere sblfper Ih.a be fud 

eYU dtumed p<IUlblc. lod hllllil" 110 10DIICI 
bOI~d h,m . 'Iher He fcll 5trOlig. balthy, 
,ad fll ItroDlle, .ad (ISler IhI. he hid eW. 
beea befolc-

Hi. ... rt.or.c. VlIldus. hid abo (hlagc.d.. hi 
IUlh b..d 11'0'" shlrp. ,Id II 10 IOIIF' slued 
'''''1 .. u~ felf .. he:. lbe (oul erulUres o( Ihe 
.. .. I., IpptOolCbcd.. VlIldlll' ey., iutud glowed 
red III the CI(I •• I d"k_ of ,be a.-
WUI ... TIw: Iw:u!', ,kID hid ,Iso h«:ome 
dukel, lild II. IOGSIIC .... IS louSh IS JlOtIC 
,lid Iud g'O.D lOllS lid forked. His mOU.1 110 

loall" hrll.bed II I nou 'S.iDl! eollh"d·. flCt 

bUI .1","", .. ood "I.~I .1Id unmovillil ... hu 
tho:y .... 'c HIt ridl~I' 

The IIKlllhfy Wi.d of lhe CluoJ WlSla _ 
f.1I 01 _ads rcmiadlllS billl of bd good .DCi 
('iii dcccb. ".,IIDS fOI hs. lIfe .DCi for hu 
_l 8uI OK W)Ii(C .. u moaB'" atld if 
drowacd "I ,II tbe olb", 

~& "roIIl! - he hurd " "y. "Os.Iy lbe liroas 
are .. cI(ome.-

WlmDWUf 



lIolhllllf Mocklllll 
I.ughl., .U h., .o~, 

-rhea tho. me. g,lba! ka.gh.! P,ove 
buvcrr loud lhe VOKe. to!!ly 

SlIddealy. 00 lhe bo",.,.. I KW g'g,ollc 
lhop< loomed la .he dukllCA II WU I 

buge I'ICYly Ibll Jlood 011 lop of , gl'Cl' 
Olgbt of nc~ II ... , Ilt'"1t &Ill, CI«led 

by l"'aI' III lbe 'IOCKal "rna .. bell lbe 
wo,ld .... yOllag ud .be Choa. gods f,"' 
IIIrKd lbei, ~a 10 .1. damag dOOIlIl.OII OYU 
.11 IhJogs. He cOilId go 100 fu,lbe, 

III .he Iky. fUma d.aaud. form.llg Ibe slupa 
of tldnlcb ,ncs. 001 ulikc Ibe OIIa he hod 
Ken" the TCIIlpie of S'lmu 011 lhe 
I"moira. h,ddell .1Id loclu::d .... y from .he 
commonef$. B\lI. U , pUI of his ""0101' be 
hod leulled 10 declphCl them He ,ud ,loud 
Ihe mc:wge from Ihe .ky. "Akluo Kh_ 
Kh .. ""r,. Kh.a. Limm!m Mca,h"r thea 
dl5mouIOl(d, Illd ."".d to d,mb Ihe '111". He 
dun bed up, IlIlhe •• nd h'lIhu. unul tbe III 

Ifew told IDd Ihe cloud ... bit led fll below 
him .• nd yel. daplle his buvy umol. be felt 
DO b!lgue 

AI the lOp of lbe 1111,.,y. Collhud gued 
,muad hun He hod come 10 the cad of hit 
jOo....,. The II"""Y II Ihe lop teemed 10 be 
""de 0111 of poillhed w~r, rcfkt:hlll the 
dllKlali ligbb of Ibe Ralm of Cbooa. 
Cotthotd stood belOTe lbe poml ,Dd lU.ed ., 
lhe m,nor', UJ\l~ A yong. h.adJome lempio, 
III shilllllS moor. UrrylDS ' polished .word 
.. uh lhe blascd 1",.-llIled eomC! IIIlI(Tlbcd ,. 
iI' bllt. SIlted bKk II lum, Tlus wu .. hll 
Conb."d could b,'I'1: ben. Somel'uol be hod 
_ 1011 for &II elen"Iy 

S .. Uuly. Ihe m"to'. ,mIlle .polu "I .m Ihe 
Cwd'lIl- I ,m lbe dcfeader of HumlD'ty! 

And yoo If. In .bomulliioar The ,dleclion 
Slepped out 01 Ihe porl.1 .,Ih ,I' • .-ord 
",xd ,n , kn'gh!'s sal~IC ,..d thell du.ged 
II Gouh,rd. 

So ,...If, .... lhe IIIKk ''''1 Gofllu.,d hl,dy 
hod lime To defend h'lMr.lI. From lhe (.nl 
blo ... Conh,rd k_ lhol h" I,fe .. u " .uke:, 
Ne'l'1:' before Iud ht mel , mill "00 (ould 
mucb bun III , ~d 'tabl. bUI IbIS "uno' 
Itolll bcyoPli the lfIort'or I'le "U j,,,1 as 1 .. 1. 
~1t0lig. .ad skilled u be .... They duhcd 
ud SltIlCk. YUVJ.S. dodlilg. .ad pury'~g. 
c"dlllS ClCb olhe, ... ,oIy NO'll" l..d lboll. DOC 
01 Ihcm .o\lld 1 ..... b .~ ,nICk .. ,ib bl151e1l1lg 
Ip<ed. olliy 10 be pumd by cqlUl sltoll 

Conhord . lIddea.ly felt Ihe poiatl __ of " 
,II, Why did he SI'''lIBk Jo much 10 ddud 
bilt\5dl .. hu be Iud 1001111111 lefl 10 delead? 
But IDllud of I'YlolI ia. be smiled. b,ought 
lip hIS ..-ord Ind th"ged. 

8mh men "flick. The ICIIlpbr'. s.-otd sloud 
throullh Co"ho,d', nmor, cUlllnl deep ,alO 
hll fibs. bUI Gollhord's s.o,d took Ihe 
tempi,!,. bud from hiS .houlden.. 

N tbe body of the .h,'e lempl .. fdl. 
IIlISbJng blood. Gollhud .. Ilk 10 hu kllCu, hi. 
101. blood OOlllll Ih.ough the 8"P. '" hg 
.. m.or He .. os dY'P8. He hod tome 10 dote 
BUI 110. he (ould dK 111 pace... NO! He hMI 
10 uny 01 10 lbe bmer .. d. ASOC'idlpy 
uo .. ly. be (fI .. led batk 10 lhe polllL ].uvlJIg 
I lIIil of blood bchlild ham. NO'll" dl!: W'I'1:' 
01 Ib.cJU'Or sho~ 100 rclkt:1I01l. olliy Tbe 
d.aDClJlII m:l ilimC:!l of lb. Duo. WUICI 
tolond its tUrbcc. 

Go!lbud touched the miTIor', ,.rlau IDd 
(ould Ke ho .. hos 0". dUlh , ... II.d h'm 011 

the Olher "de. At the .orld .pu .. he heltd 
lhe VO,ce '1"" 

~ON LY ONE MAY ENTER! T"naY 
LIES BEYOND THIS PORTAL 
ARE YOU THE CHOSEN ONET 

Fo, OM fi .. .1 IIIf1C. Collh..rd Ielt , PlD8 of 
g",h= lor OOC lUI Time.. -. 10lged f01' Ius 
IQJme. hie. BUI .. by would he go bock? 
There .. os lIO!hlfll lefl lor h,m tllere lay 
mOR. F, ... lIy, he pushed '1"M! the 'llthe. of 
lhe mi,ror pot'lIl 

A ICIrlllS "PT. hlu 1otKt:S of pure ..tllie fire. 
d.of Ihrough hun. Whot .. u left of 
........ bod '''IY III u OCUli of 
IUWIlCd III 'py .., be fell loJoaJ. 

lholl hellfirt. colder lho. lhe void. t<lnllll 
'pm. ICpmlilil flah from bone, nklill hi. 
¥cry _I Th," .11 1eQ( .ad feci iDS fled him. 

Collhord. the I0Il of ellf Herd"ch of 
Rdkluld ... U SDK. The C1ump,oll of Ch_ 
llood IIll ,n f.ODI of Ihc mirror. He IlIrllCd 
nouM! 10 IIl1dy hi, De. (olm, 

The ",Ie relleciioD in Ihe mitrOT showed I 
flee <Julte u~!JItc the younS kaishl .. ho hid 
left Ahdo,r ,II lbote mOlllbs ,go. T.-o ey", 
SII"cllnl like mlllt.· f.ccled gems. bU'lIing .. ilb 
fUel b.r.lel"u, stued b.r.ck .1 him. His "mor 
.... to¥cred ,n I .. miall cldrileh TlDCS Ihal 
&Iowt.d La the d.ark_ of the Choa. 
.... teioDd. Hit ,...ore! g1<1l1'1ed "'Ih bl_ light 
,.d ICcmcd 10 mou .. be II\O\'UI it. its thope 
chi nil ",Ih otb tnO(Ka. 

Cotdwd bel'l 10 Iougll. lor 11011' be could 
ICt .by He '11ICd Ius ..-ord. ItftU,S it III I 
cholkage 10 Huu .. .,.. 10 .11 lhe Ihi.gs he 
Iud QfIU bcId dar Hi. laulhtCf ,urxd 10 • 
KTClm of holled ,.d .... 8"Io(t. 

"I .. ill TCI"tpf be tried. hit 'tOK. hisailiS .. ilh 
",&lice. "For 110. I k_ Ihe 'rulhr 





S'YTkUr wu b011l illlO Ih~ Sonsvillu:r 
Inbc all the DorthclD ((),lSI of 

Norsu.. His bther. JCIg Svcogor. ,us 
~ powerful .ulold. illd IS i youPg boy 
Styrkur • ., ualcd wj,h respect due to 
IUs s,uus. Nevcnhdtsa. 110 Nol'$C: .,uicH, 
no milter ho. impartlDI .• ould hive I 

welk or spoilt son .• lId ~ S'yrkur w., 
expected 10 IC1111 10 hUll! .lId ('ghl like 
lOY olher !rihamill, JClg Svcllgor '11'" , 
hush null. IIl1prcdichbJc IDd VOblilc. lIId 
his son ahell fclt the touch of his fists. 
However .• hell Styrkur wu ODce bUltll 
by .nothn Norse W'UlOr, JeTg SvcDgor hid 
the 01111 whipped ulltil his b,u::k ." , 
bloody mess. Svcllgor Ihell bal his 1011. 
fOT he 'greed thaI the boy Deeded 
puoishillll' bUI ".Dled To mike it kDOWII 
,hal i, .U DO ODe dsc:'s ngbl 10 do so. 

~ 1 Inby. Sryrlu.u 1fU ,."e of • 
comp'DIOIl UIISteD by the Tall of the Ilibe. 

The yOUDg Styrk ..... r used 10 giggle It Ihe 
IlIlics of Ihis belRg U II dillced Ibovc his 
crib. This shldo~ frind Solid ils IIlmt 
.IS Sk'IUIU llld llso told Styrkur Ihil he 
could lIever Iell bis friends or flmily 100Ut 

him - or he would bvo:. Slyrkur lCcepled 
Ihls wndil;on ,.ilhoul question Iud neYer 
for 1 morntllt thought it nruge 10 hln 
Sle·zuzu n his (OIlSIIIII compillioll. Sk'lUIU 

used to whisper words nd seCtelS 10 the 
young ehidliin·, SOD tlul mlde his life iD 
the tribe aSler. U Styrkur wu augbl 
misbduving, Sle·zulu .ould spak 50fdy 
IPIO his ar. Prompted by his ullseen 
hie lid. the young ooy would then repal 
Ihesc words OUI loud. llld oftell his 
pupishmeDI wu IcsscDed. Sle·zuzu seemed 
10 how eXl(tly the righl .ords for 
Styrkur 10 uy to mike people plascd llld 
fri(lIdly to.uds him. 

Styrkur .u 1 populu 'lid outgoing chi ld, 
.ho nude friellds effortlessly 'lid cburned 
ldults. .ho wcre imprCS3Cd .ith his 
icules, milude llld sc if-confideD to:. He .u 
respccted by his pc.ers.. for thcre wu 110 
£Zvoritism ill Ihe eyes of his lunb fuber. 
He Inilled ilollgside the olher ,hildrell. 
ielrllillg Ihe 'llciell! Norse techniques for 
hUlllillg. fighlillg. l lld crcwillg Ihe Notle 
longships 11.11 ui1cd Ihe icy sus. 10 ill 
IbtS(: arCH. Slyrknr excelled, impressing 

his elden Ind mlkillg hill fnher quietly 
proud. Will. Skl UlU', promplillg. Styrhn 
begin 10 ralile Ihl l he could usc Ihis 
popularity to hill OWII IdVll1Ugo:. 

By the time he ." ill his hie teens. 
Styrkur hid secured hiouelf , powuful 
p05itioll .ilhiD the tribe ,nd .u beld ill 
high esteem. He hi d grOWD ioto I !ill Ind 
strollg wurior. Illd hid led numerous 
successful nids 'giiDSt other Norse tribes. 
the Kurgln 10 Ihe north. ,nd the cout,l 
lowns of BrelonDi, illd the Empiro:. H is 
peen. 111d enll the older, veleUD wurion 
of the Sorll¥iDur. followed his lad 
withoul question, for they hid £Zith in 
their Jerg's $011. Jerg Svengor"s si leRt pride 
of his SOlI begu 10 sour. for he begin 10 
see Ihe popubrity of Slyrklllr Ind lhe 
10ydlY Ihn his people h,d for him u , 
Ibral to his own position. Hill tTatmut 
of Styrkur hCClmc increuiogly lunh, nd 
this hegla to ClUSC rcscntmcal 1mong" the 
trihc. Stytkm quietly fueled this grudSo:. 
though he wu piiasl1kingly Clrcful lIenr 
10 lppar disloy,l 



Evenlullly. , confronlllion nO$( belween 
hlher ,nd son. during' (e..,t celtbfJl ing 
Ihe SU(C(5ll o( yel 'IIOther 01 Slyrkur·. 
uids. Jerg Svcngor. his bce reddened ... ith 
mud. ref\J5Cd 10 join tbe tOU! uise:d (or 
his son ,nd slood up drunkenly Irom Ihe 
feUliog uble. Pointing " Slyrkur. he Slid 
llul his son ... ould never Ithieve the 
5UCCCSKs dllt he himself Iud. As the 
tribesmen begin to murmur dis,pprovingly 
,mongst themsdyes. Sle·zuzu. who spoke 
only rudy 10 Slyrkur thac daY" 
prompted the young ... urior IlItO ,uioo. He 
STood from the uble ,nd .... ilh SIC'lUZU 
feediog him the 90rds 10 spuk. calmly 
..,ked his f'lher 10 nisc hn goblet 10 Ihe 
lout Outraged. lerg SVCIIgor 5 ... UlIg , fist 
in a dumsy blo .... sm..,hing Slyrkur 10 Ihc 
ground. A lIighl .mile 'ppmed on 
Styrkuf's lips for I momeot u he rose 
from Ihe ground Ind ... iped , sm,1I Irickle 
of blood from his 005C. 

The Iribesmen hid ,II rise:n from thcir 
benchtll U!d surrounded the JtIg ,nd his 
son. All wu quiet. save (or the crlckling 
o( burning ... ood ill the (irepir. ulllil one 

voice soundei:f It Ih;c. Mk of the h.lI. 
shouting (ot Styrkur to "rike back. 
Styrkur ,milt.d. for h'c recognIZed Ihe 
voice of his comp.a"lon. Sle·luzu. Other 
voita joined this one. un if the cot ire 
room roded ... ith the lOund o( pcoplt 
urgiog Styrkur on. 

leTg Svcngor lurned around in ,ngel Ind 
fur. surthiDg y,inly (or some support but 
(inding none. Enr,sed. he tumed ,nd , ... unS 
;&Dolher blo ... II his SOli. Styrkur '''''yed to 
the side. Ind the punch sai led put his 
bud. Stepping in close. Styrkur'. clbo ... 
connected slur ply ... itb Jerg SveDgors hud. 
1nd the luge m,n STumbled. Follo ... illS up 
quickly. Styrkul hllded I buvy kick to 
the side of Jerg SUIIgorl left knee. whicb 
coll'pscd wilh , sickClliog crunchiog noise:. 
'Dd Tbe older m.n dropped. As Styrkur 
stepped io 10 finuh off his fuber. the 
older Norsemln gr,bbed StyrkiIT by bu 
IUlher lunic. pulling him dO"11 ioto I 

vicious hud bUll !lUI broke Sryrkurs 
n05C. Bruking free of hiS fuhers iron grip. 
Slyrkm viciously struck JerS Sveogo,'1 
ClTS .. iTh his lund" He fell bICk to tbe 

tUnning from his un. 1'111 
fotever. 

Th'1 oight. Slyrkl1r bttllme Ihe ne ... 
chiehain Of Ihe uibe. The (W1illg 
conlillued (or three solid cUY' ,lid bights. 
Whel at lut Ihe ccicbnliObS ended. 
Slyrkl1r by eX~luSied yeT exhilulled Oil 
hl5 hury. furred fIoIllel. sleeping 'II'Omen 011 
eilher side. Sle'lllzu time 10 him then. 
... hispering quietly. The ,bldo .. beiDg 
advised Styrkur 10 nise In ,hu 10 
Siunesh. the Dnk Prince ofteo kIIoWII 
amongst Ihe SorlSvilLler u Shornul. 
SkzuzlI told Styrkl1f TIuT Slllllesh ... u 
lookiDg down UPOII him Ind h,d Ilreldy 
.ho ... o fiver to the young Norsem'n. With 
drums of grlDdclir and C)(ec" filling his 
mind. Slyrkm slipped Illto sleep, 

During the (oUo .. iog rutl. Styrk.ur. 
revding III Ihe C)(CC5.'!l of ,laughltr Ind 
debluchery of "'11. led Ihe SortsvinlCf 10 

intrusiogly gtCller ,od more Imbitioul 
nid5 10d bUlles. AlwlY' u he (ougbl. be 
buped de~olion onto Ihe god Siunesh ,nd 
,lw1ys he relurned victorious. Afler one 
such r,id. SI.untlih mlde it koown IIuT Ihe 
.Clions of Slyrkur ... ere plculng. As Tbe 
sky dllkened Ibove. the spiriT of SIc'ZUlU 
wu forced Into Slyrku,', miod illId 
convulsing body. mlkioS the 1'irO become 
U InK. His skill bcgU! to glo ... uDD.ilturdly 
from w"hill. as if I told lighl burned 
benulh his p,le flesh. ,nd his Teeth 
lenglhened into ddiUlt faogs. For the 
tribesmeo .. bo followed Styrkur 
uDqucSllOnlbly Illd kIIe ... IIOlhillll of 
Sle·zuzu. they merely u .. tlut thtir ieldeT 
Iud become louched by tbe gods 
Ihemse:lvtll ud fell 10 Iheir knees in 
.donTion 1nd ... ollder. 

As the YUtS prosrwcd. his hme contillued 
to sprud iCrO$l the "Dd. of Ihe 1I0rth. IIId 
the flvor of Siunesh became increuingly 
app.areDI H e rode 10 mille borDe upon tbe 
mck of , mighty Sited of Siulltlih - Ihe 
wyrm- like D,emonic crutures belovcd of 
thc Olrk Prince. Wurior' Clme from 111 
ovcr NorsC! to (ight .Iongside ooe SO 
(ivored by the god, aDd hoped Ih,t. ill 
doioll SQ. Ibey tbemselves could 1I1io 1 
musure ?f Styrkur's IItQIII<:U. The Dumber 
of .. miofl (ighting UDder Styrkur, IIJmt 

inctUlCd grutly. ' nd be baThed in the 
praise: alld devotion Ihll ... elC lavished 
upon him. 

10 mille. Styrkur movcd ... ilh fluid griCe, 
IDd his enemies were filled ... ith I mixture 
of ,we ,lid horror. Upon the blCk of his 
scrpClltilK steed. he gloried in suushtcr. 
r'mplginll through the finks of bis ellemics 
,nd dcaling dCllh with eYery Ilick of his 
blades. The follo ... en of Styrkur 5(rumed 
him on. reYe ling in the m,dllC5.'!l ud flaw 
of blood Ind bustliDS to gCl u close u 

could 10 his C)(i.lled form. If Illy of 



hi' followcrs gol loa liar, Slyrkm would 
luh OUI II Ihem, l;lId Ihey would [,11 N-ck, 
rtfhhC ro hIve fdl rhe rouch of rheir idol 
Scekillg our bIllIe wherever he could find 
It, he look IIrell pleuure III Ihe p.lin ,,,d 
eUhtic torture he Inflicted 011 olhcrs, lnd 
the rewards to be raped Iller 
Ihe sbughler 

Sryrkur', k,I1Ulg spree CODllilued ulliN-ltd 
for yarl 011 end, In bloody tornb.it. 
Styrkur ,lid his followct1 sbullbtered DUDy 
olher powerful wuNnd. I.!I they ro.lrned 
Ihe Chlos Wutes. Ilicludlng KUDlk 'Dd 
bis devotecs of Khorne. lod Ihe myslcrlolI.'II 
Asgmr Ind blS muked wurion of 
TzeeOlch. 10 hlnd-Ia-luod comblt, Stykur 
Ilew Vlodred the M'l(ffic, I favored 
follower of Sluoesh. UpOIl the chlmpion', 
deuh. his warbUld ,II dropped to Ibeir 
kocc.!l Ind cried Ibe pui5C5 of Styrkul. 

Whispers bellla to relcb Slyrkur of I 
wllliol, blCS$cd by all of Ihe gods ud 
bariog Incien! If!ifaelt of woader. The 
Dame ArcluOD brollt through the lute of 
,doruioo !Iu! surrou"ded Styrkur. Illd he 
Jat up from hi" bed "lid without I IMught 
pushed IW,y Ihe bodlcs tlut r«lilled 
uound hun. AI fu.5t he wu '''geted by 'Ac 
Il.I.me Ind Ibe Iwe Ihll Jurroulided II. Hi. 
god, Ihe nptulOUlI Sluncsh. leI II be 

knOWII thai Arthaoll wu wilhiD hi, bvor, 
u wdl u Ibe {nor of rAc elilire p.llltheoD 
of Ibe gods of Chaos. 'Dd lhal Slyrkur 
wu nol 10 shDd Igaioll him. Voica beg'D 
10 whISper within Slyrkur'l miod. lod be 
begIn 10 formuille I pllll. 

Sloria of Ihe SIICCc:sser of Areluoo 
cOfl liollcd 10 sprad Ihrougholll thc bod!. 
lDd wheo word umc of his "rival iD the 
So"",ino,,-(:oolrollcd lerrilory, Ihe "ibes 
WCle exeiled Illd farf"l. They kDew Ibat 
Ihdr lord Slyrkm had .I1ill his rivd 
Slu"C!lh c.hlmpioll V'lId"d IDd Ihll 
Vllldrtd Iud beell a (,vored eomp.loioo of 
ArcMon. MIlly Ihollghl llul Ardl10n 
broughl wu 10 Ihe SorlS\';nacr. yel 
Slyrkur III IIl1moving wilhio hi. lull, evell 
11 he WI! informed Ihll Arehaon Illd his 
Swords of Chlos 'ppro.lched 

They rode UDOPPOKd Ihrough Ihe villlgcs 
of the $ortlviDlcr, Ippro.lchiog SlyrkuI'. 
hill fort. ODly wheq ArchlOD sloop~d his 
powerful form 10 tiller the hdl of 
Slyrkur - h,s mere prCSCIlCC fillillg Ihe Iii 
with III dccltic-likc eoelgy - did The 
$onsvlnlcr Ic.der "ir, rli"illg himself from 
hIS redioiog post. Archooll nodded his 
helmeted held slIghtly. iD r.:specl 10 
Slyrkur, who reTurned the gr;s!ure. Witb I 
dismlsslvc rnDllon of a hand, Slyrkur WIved 

his ,"'e-struck ,neDdJDIS (rom Ihe room. 

When Ihe plir emerscd from the lull, Ihey 
could Ke Ihll mloy people hId tuvelcd 
(rom III over SorlsviDlcr iaDd 10 witDcss 
Ihe oultome of the mcclillg, As i" the 
Sorl",illler CU510m Jmong allies. the 1"'0 
migbly wlliords duped aeh olbe" 
forartl'ls firmly, Ind lAc IIlthercd crowd 
filled Ihe iir with their uucous cbeering. 
Wlul lorce ill Ihe ",orld could sllDd Ig,illlll 
Ibe nmiC!l of IbC!J(: 1"'0 mighly Iud," 
fighliall togclhcr? Koowinll lhal whea the 
lime umc (or Archloo', Ullilir oa rhe 
bads 10 Ihe lOUTh, Slyrkur would be 
lcadlllll the Sorlsviolcr tribe iq 10 .1I- oul 
lSSIUlr (rom I differeDT dircclioo. Archaoa 
left tbe bods of The NorK wilh coafideace. 
Slyrkur Iud pledSCd 10 Iluoch .11 The 
101l1l'hips be hid II his disp()S.J.1 whea Ibe 
lime urne. 1I;liag lhem in , migbly HSlUit 

force thll would Slrillt terror io III lhal 
oppoud his forces. They would bil behiod 
Ihe frool lillc.!l of the w~k Imperial defeaK 
To support Areluoa's USf.uh, 

Sryrkur loou lowlld, Ihlr dly wilh 
longlog - he koo," Ibll Sluocsb is 
plClKd wilh bim Ilid flul if he performs 
II expected iD !he forthcomiog coaOier. his 
puh 10 DlCmoahood is usurcd._ 



the pal e: blue·tingttllokln. a 
bll.?C coat of Shadow Gre)' .... 

first used. This ....... s thcn 
hi~hH¥Jlled with Space \"('Olf 
~. and then Skull Whit Cir A 
Purple Ink wash was thcn uM:d 
to shade the recesses. 





H
CUlTlth rd. hili t>rc •• b tllch I .. hIS ,h'GlI H 'he D.cm01lwc gr.cduJly AUIII.ltd horn 'he coillllS mlSu. lIS {dllll: eya locked 011 h,1. His 
hem .. 15 pouDd'Dg. nd h" sk," .. u sitek ."b 5WU' Yel he: W'U IIn.bl. 10 bruit eye COhlW wnh 'M (til !KIng_ IS liS purple lIps pulled 
~ck 'lito I born{",lly ,IIUrID! smik. liS 10001IIe phyill8 0\1:1 dU.lp , .. d. C,IPP'llg ,he h.h of bill tulbc:rd Iollhlly. II<. mo~'bc:d , 1,lclI' 

pnyu \0 SigflUl {or p'oltt"(a tV.,. IS he: fdl hUl1JtIf yunlJ"! (or the 'Ollch of 'his foul bteJDg He kDC •• hI. II .bll mom.lI! be should be 
nmll8 .he .Ium .• ""'"!! hll comr.des of .IIKl yel III: cOlild MIt IIl1er • IOD..:! Thee ,he. D.CftloacllC .15 I""dilll before 111m •• Dd HCIDIKh". 
mttad WUI bb .. k. h'5 puye,. tid .hollgblJ of -"111118 fOliO".II. Wi,b • dd,u,. (l,ck of ,IS ."51. tbe O,.IIlOllCllc .tuhed I deep gub .u,* Ius 
.brGlI •• IMI otuk blond f<MIII'&lDCd 'ratn ,he fa,.1 .ouad. Spllf1illll ~r ,he "cll.,.', p.k IlIhllllUII body .'\1 HUlirKh feU 10 tbe grouDd 18 r~plurc. 

hi! eyes Itdl l,.gcrcd 08 tbt. dclKJtc lorm of his Itillu fklllod II. I ull f'gur. stepped 11\10 ~KW hom the mOSI. I po.crlul ,ad graufui wmlOJ 

bedc,kc1 III glutr".g bbtk IrmOI HIS .ki •• :os "y potlc. lIId be lov,ngly uf"",d lbe OKmOllClle', ,be.k .,Ib tbe b.c.k 01 hu hlllCl Ruslng hIS 
YI;Ii,. 10 tbe: hu'ful. he elin! 0111 I. J IOOC fall of millie 1M laoa1JICC. -leI tbe glOl'lOlI1 .!laghle! be".r 

.:il:unc~h. the I)Jrk Pnnc~ orch;\('~. 110 
the rounJtc~t 01 the lour Wl-"<lter Ch.ll"l!> 
god~ Kno\loTi h)' .1 multitude "' n.lmc~ 
tndudln)l 'humui <lnd (..1n,hor. the 
Lord uf Pl("bun: l~ p,lolmn 01 illl thlll~ 
ile'J.uuful ,md !>eductlvt: lie h ma~u:r nf 
exee~~ a.nd el"C".Ilive power, <lnd his 
n:.dm~ ofinOucnee include mUSIC, lin, 
:;Jnd pa.~~ion The Clllbodlmcnt of 
indu~cnle In all it\ forlll~. 'lll~ncsh'~ 
allure b highly addlcttn:-, lind tho:.e ..... ho 
folll) .... him ",rc qukklr o\'eI"Cornt: b) the 
'it:duclivt" \'ICe~ of !"ride, arro~:.rnce. and 
exu'"s\ Oh'im:ly be;lutlful and alluring. 

Slaall(::~h b ponr.a)'ed a~ exuding a 
palpable and 1m:~I~tible chaml 

'knder. long.hmbed. and elegant. the 
(tad IS completcl) lIndrogynous and 
.. h:fics the nalural onier of the ..... orld lie 
te~o;e<. Ihe ..oul~ of h'" enemit:~ from 
their bodies as they gYl." wu.h .Idul".It1on 
and Iungmg mto the hidden deplh, of 
ht\ lu~lfOus C\'CS· 

... Ia:.mesh in hl~ many gulsc~ is honored 
all through Ihe Nonhlands, .IS well a~ 
within the Old World The tnbc'men of 
the nonh ~ek Ihe fa\'or of Ma:.rnl.".~h for 
personal gain. for the !lark Prin« of 
Chao~ has it "" ithi" hi~ powrr 10 InMili 
his followers with a ponion of hi!. 
raJl;!.", glor)'. en~urin8 that mere monili 
(all at Ihelr feel m denluon In age~ put, 
a faction of the EJ\l."$ of Uthuan fell InlO 
pervened worship of Ihe Lord of 
Ple-.tSun:. and th,~ is what ~ rumon:d ((I 
h.l\'C broughl :d"lOul Ihe gn::u dinslon of 
that noble rale In hidden co"en.~ Within 
the he;J:ru; of the gre;J:!("S1 Cities and 
throughout the decadent upper c~s 
of ~icty, .!o~ti,·e CUllS thri\-e Ilow 
mJ.ny ha .. e Inad\'Cnently slipped lnlo the 
tender embl".J.C(' of Slaanesh "-~ Ihey 
succumb 10 lhe sins of .s.clf.lndu~ene('" 

/ I()W nllln)" great le2dcts of Olen have 
turned 10 the Dark Prince of Ch-aos 10 
secure their posluon or 10 gain Ih(" 
suppon aod re5('(":Ct of thdr fellowsf 
Slaanesh hun8l"I')' prq-s upon these 

morGl1 _'Cakne~5 and delights til the 
devouon heapt:d upon him 

Champions of Silianesh an" ffilijestiC, 
eharlsrn.ltic leaden. who an:: adored by 
tlu:~lr follo .... ers and atll"~CI large 
"'~rb .. nd~ Such adoration is easy 10 
elllbl"~ee. :md .I.!o Ihe Champion becomc.~ 
1I10re abwrbed with his goal. he 
becomes morc distant from his 
folluWt:ts. his aloofness and olherworldy 
pl!f'!'>on.l only fucls their adol".J.tlon TIle 
gloric~ of \/:tanesh are greal, and 
SI.lanr-Shi chlirnpiOI\5 are immensely 
proud of the gifts bestowt.-d upon them 
b)' the D;o.rk Prince :;Jnd bathe in the 
pl".Ii~ heapt.-d upon them by le.sser 
nlon .. l~ The!>e C:hamplons are impo5jn~ 
mdl\idual~. wilh .In :allure and aUl'lIeOon 
th~t 1400 bo..1-·ond lIlen: ph)'sICIII beluty, 
ilnt.llhe;r move \\o;lh efTonles!> IotflIce and 
exqul'ite predsion The sheer presencc 
of II chanl!"Ion of SI.aanesh IS inspiring; 
0)(") iln.- ~urrounded by an aura mat 
dcliWl1l> othcl"'i and drh'Clo them 10 acts of 
tvCal h~.Ilty ilnd 'Wcrificc. Champion~ 
becOIllC n.-moveo..l from morGl1l:0nttm5, 
pain I~r. loyalty. and humanity are leli 
behind. iC.I\oing them entirely focused on 
achieving their own ambitions All other 
CftaIUI'('~ hccomc Jubservien{ 10 the will 
of the ch,,{"plon. there merely to give 
:adulation ~r be destroyed 



Mike Walker is a Warhammer 
veteran, and a weU known 
contributor to White Dwmf, 
This month. he waxes lyrical 
about fast cavalry. 

I 

"like's Dwar/s have recenti)' 
been seUII,s shot, 

cbI'rged, 'Uld 
senerllll)' dl'.ffed 
up b), II llllrlety 
o//ast CIIVIII"" 
These lire Mike 's 
e:~perle"ces 0/ 

"sins IIn,1 
/lleins the"" " 

I b1ame il all on Gavin 111Orpc; If hI." Is 
the one who penned th{' offendlnJl,line. 
then he mu~t take !>(lIe resplln~lbililr II 

I'('ad~ "II is Ihe Jl,re:11 lanidans \\'ho excel 
with the Dark ElI'c~' Thret' momh, ago, 
Unlc Dan: read thb In the Introduction 10 

PALE RIDERS 
Mike Walker takes a look alfast cavalry 

Ihe Dark Elr book and I. now (lh<;cs.'icd 
.... 1lh pl'O\ing he 1$ onc. A ~;tt 1ae1ld:m, 
Ih~t is 

lie has ~pcm til{' USt twelvt." w~e~ 
merellc"l) (l{'signinj::. and re-<re~lW1inA hh 
aggn.'SIIlw o-oIrl.: Elr hOM Uub night altcr 
club ni~lI., he bas been nuhle\~I ) tumlnR 
up :Ifld pluyfng ~mL'!ii atr.lllbt the Ilnl1te, 
being 1('Sled for Ic-~gue play! and mo~tly 
gClting beatell That was until ~hout It 
month ago. when aflerwec~ orapplylng 
black p:tim to mirllng cloak.<, nUnnEt 
c<]uine I'I(l!;trds, and ,porting 10m Crui.s.c 
halr~. thhl~ ";In' chail~d[\~'o cio1.en 
Dark Riders ha\-.;: Ihunden.'d o nto 
the- tablctop 

Oc,pite lillie O:lI'e'~ W'C.u lactic,1 
\\'cakn~"$~. with hi, D:lri< Riders ill plar he 
has unexpectedl) h it :I neh \"eln of loml In 
raci "hale\'Cr the army configur.UlOn, LillIe 
Oal".'·s Dark E[\"e) nl"l'!'r consi(kr Ica\"lng 

thlit e[l'Pnt towe~ of unrelenting pam, 
lonurc, and ~Ilcerlng WlihOUI :t glue 
f.IClory 's 'Wurth of Dark .~Ieeds 

Utue D'olve ', bUCca..~ has bellun 10 
I,Ilfluence (almost all) ~ denu{'ns of the 
gar.tJ.te. Suddenl)'. evel")' comer reverbcrolU.'S 
with the rt'~dC~5 pouJltling of hoof and 
p:1\\' bcal~, 

rast cavalry Iq(imenls ha~e ra«:d into mOSI 
of the 1a1<!:>1 kaguc armies, 'TWo hUglo units 
of Wolf Riders ctrelc Alan K', all Wolf. Ooar. 
and "nouinR poll't"rcd Ln.-<:nslOn arnty. 
me~nl Rean:fS ltol proudl)' wilh Scalt', 
lI igh Elf cavalry arm) Moldy Lupines 
SlJuclch forward lnnongsl Stuart's 
nunlerou) 'SIad< Riders' Ron's BrelOnnian 
arm) '~llccompanlcd 11) ~ M ..... nn of 
pca!>am MlulTe$ rkhrtg ob-~Iulollllly 

to battlc. 

Mel I'm Ulk.ng [)wart.. 

'Ultlr /JIII'<t has h«tI '"WI",,,,,,,SIy btllUwfljrom IMJJ"e pi"}' (I"c:IIUI/'1R bi 1.1111., 1)((11.') \."" In):H I. /' I'i jQr' a r"II ... \pklmJIlOII 

J );,ur "'~<sIt)", swuid ,000U c:bfliJS# If) wxepr fl. Is wfjfJhl, I/r/loejnst WN, fIIu/ ridf' a blJ.'f!" ,Ibulll ,,.,1'/"8. fli<:kl"8 .• ,1' 'II"/rll,,/()'Q'''' glrll" btl/ral" .... ' III 
slou· "'0/1011 
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~--------------------~--'-------------------------. 
Ju,(:IS lItUl' O~vc has l)el;ome oh:.e!...'>f:d 
"ilh winolng" uh hl~ l>ark Ilh'do, I>U 100 
h.t,·C' I bc,.·come equ;tllr deu!mlll1ed to Ix-~I 
them. E~I'} Thul'Mby. on an~ lP;l1'(" table. 
the ,IOVI~I 'It'arh'nlmt:r lanny t:l1C'i on one 
of the frl~le I Of\C'S. And IJnk Dave i .. 
",1notllg. Out not t:nnu!(h 

Lulc Oal'C' I(n.~ rule) arid 11K' Ullrk-ac,C'> or 
the: game', m«haoles ThlS u. both bill 
b~t ~treng'h Ind hi~ III>'e;lkes\ Unk lie 
will bt-~ti~ a bnUL3.nl. 9Iell 
oollCeh·oo. bllnk.winnin.ll \H':IICIQ' whcn 
Ihe vOlccs ' ~ ' J.n 

"'T1X111!I (JI/ Intt"fYslfl/g slrutllf()II • 

"&>('n u'(Im/mll/( ahour Iix' poulbfllffl'$. 
btl/WI" you} 

'Just uvm u"mItlIxIPI)f!/I>~ 

"!Jail' j/'Q/.'(Ilballll)rk;~ 

- Hm fmgblW fry II -

"ltm "IIIS! try II. 

"Go UII 

~nm knoll' ,'I')U "11/11 III • 

·1bat·t II 

The:' um,'rt,. il1-:1(hl<,ed and ..cenllngl)' 
Inc::xpllahle hotttlc-IO'Ilnfl, mO\'c Ih:1I 
fQIIO\~'" h» oolhulfl, 10 do \\ nit 
'Grelll lilcud:1n'" 

'nis 11:.1\\ In hl~ ""llIe pia)' Is hal:ancetl 1»' 
Uilko Oal'e.'S ("Xccr1iofla.ll) dh:Ulle U"i( of 
' OcI.J.}cd Information ~pIO)'mem' 

Lutlc Dan: spcnd~ much ofhi\ ume 
Ira\\Jing \f,'bl/l' Oll'or/. the lmernt'I, anll 
C\-"ro Ihe rulehook for OC\\ rule 
cb.rtnl'a\.lOflS lie ~al'e'o th ... ~\ ... bdoo of 
:my hc finds, unul lilt' lime l\ tqj.hl ThJ' 
lime 6 aboUI ",,"fllf}-!.hl'tt '<l'COnd$ liter hiS 
opponcol needed 10 knm. It 

lie dOC'fiIl" do n ckhtxorollt:il II juil'! :.Ih,<;I}1o 
~u 10 happe", Ill;n wa}' -1\\'l:nly-lhrt:C 
'IC'OOnds after )'\Iur 'silly' mo¥c_ Unlc 
Dalc·, h:.lrdback rulellook hil~ Ihe l:.Ihic 
lOp. a.nd he'll :drc;ady be fl'ljtcnoJl, the 
appmpri:ue color-codt'd bo.xIkmMt ~ the 
III"lI P;lng<; o f aru:icty ~l.1h al you 

Uule Dave's proc'Il.1Iiol'ls ~ ... ell 
(OlllilructC'd and well l'C!K'arched The)' 
oflen mdude direcl qUOfe$, page and 
par.r.grnph cm.'i"..refcno:llCC~, and handoub' 

'bu a~ gel'lCrally rcduced In ~mlUnj.t 
.... C'illy. muttering somclhltlJl, "i>t>ut 
"people wilh 100 much 1111)(' on Iheir 
h:II'\d~,~ and nlUm:hfng ag)lfC':.J>ilc.l) no 
chocolate bourbons 

So Ihanb 10 \Ir ThotpC'. me and m~ 
()9. ... rl, lI.I'C' currently being 'Ub,ct'h .. ""<1 10 
pme after fruslraling ~mc. (al'lnp, 
(aSI ca, .. I!,}' 

11' \ 1101 Lhal I dbUkc f;l..'jl Clv:llry, I J..Ilt more 
than hoIflP'i u~'np, Wilch Humer '''slolieN 
10 gun do ... n J.n)' flhh)' heretiC, !>unbalhll1p, 
He:.,'cm 'X1z3rds Ihe}' COln lind It~ jU'1 Ihal 
h;l\'ing In n!lhl IWO dozen of the p;t.~' 
faced gus In ~1)ll""'bl·('1,.IIi\T hank!!., wllh 
.In urn)' poorly eqUIPped to deal '\llh 

thcm, I~ I 1'111 wI:anng [\'Cn \\'Q~ 15 Ihc 
1.I",...IN!ge Ihal Ihe on!) d .. ·t: .... ion from 
Ihb> I~ ""hl'r k-ague aonlt's looled up to 

IkeO), lkfl"'CI, Ilar.l.~", aoo "tnkc me 

l.el ITK" ,ho\o, you \\ hal I moo 

DECOY 
rhl, l~ me b.;mc r:....'1 ('3\'-...111' I .. cuc and om' 
Ih~1 Ihe Dark RideB c::JU;d al 

The flrlot ,Iage Is 10 shove Ihe f:lSt QIOLIry 
righl In Ihe cncmr') palh NOI :.omelhlng 
thai seem, lC'rrlbly ~n~jhle when ),ou 
COf1"der Ihc ~\\'e.;onlC ~a\';ng [hrows 3nll 
Ihe In:mcndou~ lbuJothness thaI (asl l'avairy 
JUU~Uy lack. 

II duc!>, howe\lcr. work I n II F,;tmc \\ here 
m~ncu\'(:"1l& I~ '10 ..,Ial. dCP""inll your 
cncm. of any mO'T dl~lanCt: usually yields 
'>OOle benefil bpc<.i.llly ag:;tlruol my DW;I.I:b. 
So frequently h,!.\'t: tllC')' bttn denied nun::h 
mM'n Ihilt I can't l't."fTlembC'r t.he la" 
IIml' 1 (COl dusc cnou~ 10 cha'lCC 
a CI'Olt.\oo\\m.ln 

10,,,,,""I,.,h. /mlrl1u<., IbltlAlJ ,"-' ,.,Iew"," fQII' sl$'Ujkam b'IIorlcnJ./lK>mrs _AJrA<l,.If(-r "n,bnm IId/, 1.-1) lI/m,lllvn, "'''Ifill/ml.I, ... ,,/ 
1,11/"'" FIlii/11m" 

~ 1/ LJllk n...-rllf'ls ",,' lib h,"" po,,""" lbo'" U"I!!"'lg /<J IH-'" '''''8''~ 

WlmDWUF19 
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"mpfre lIalbl!rtller.f ani rlutj1ollkl!l/ by IJtlrk HI[ Dark NitI<'rs 

Linle: l)an~ plon~ the Dar\.: Hiders lust over 
3" in front of my ad\:mclng l>w~rb (being 
Ri!lulllless. onlybloc:king them 1'o'dl 'lOp the: 
Olan:h mCYo,(,s) If [ mQ\C fOfW;lrd~. I will 
hal'c 10 stop IX'forc I am w,lhin . " of the 
Riders. [f J challtt". they'lIlx° off _ C\'cn If 
Unle D;!'I'C rolls a 3. tlwy wUl nC'C' far 
I"nough a\\.I)', and L will pondcfOU5~ 
shumc .~. offaUed ch:lf)tc mo\(' fO['\O.':Inl~ 

\\'h3\ m3ke~ ,hl~ ~lflUlion ""O~ I~ Ihal 
there I~ only a one in MX ch.lncc: of Ihe 
mu~IC1JJ)' accompanied rail) :mcmpl 
raiHnjt. :md Iho: ..;amI: thing will Inevitably 
happen in the: follow;nf!, lum The: tuneful 
assj~lancc in rJII)'in~ h lital, Till" only r-J..~I 

Cmllt) [h31 Me nor cC[uippc:d with 
~!Ilc'hmg 10 1001 or pluck an.- the 
Pi lolirN Th~· Imperial PISlollcr college ha~ 
been vcry I'('mi~~ In faillnp. 10 pUI anl'thinf!, 
l ... ·cn ,,".Igucl)' melodic on 
lile curriculum' 

This tactic works prell}' weli :tg:.inst lIny 
infamry. though th~ swifHnO\lng Sluxt:n 
and Ehe;!! do make II more risky 

One clo..c·r:r.n~ Dwarf handgun IIOlley will 
u,ually (hS!ouadc Dark IUder'S from 
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aucmpllllg this tactic, The), 3rt". however. a 
bil 100 lldept al p~'CntJng cle1lr ,ho~ 

If Unle Uave win~ Ihe first mon~, he also 
has a maneun~r 10 h:nnper enclllr Ct, .... l!") 
The Duk "JtJcrs :In: lin~d up dj~ll) 
oppO,rlc Ihl" l"nemy c;r.vall)', 1111'S pUb Ihl"m 
anoU! 2 .. " IlWolY 111 the stan of Ihe Ol>l"nln.g 
mO'1: and. after J )Irc:nuous gallop, (,' 
;,tW:I)' lit the end The non-march nm\'ln)( 
ClIV",dry mu.t cllhl'r mon' ;Iround lIIe Dark 
klele ..... , delaYing and dl\'cnin~ them, 
or charge 

'Ille Uark ihdcn wlll nt."C: Of len Unle na."<' 
hoP"l> !lull the nark Hiders gel C'..Iugi'lI a.s 
thi.~ wdl dr..lg the enemy c:\\':.II.,. right 
acl'05S the raMe an(1 slap Inlt) the cha.rge­
ronJ;c of his combal unl15 (t:,en hi, 
mfanll)')_ I'or the loss ofJu'l o.'Cr IOU 
poinlS, a f>O'\er1'uland cxrx-'nshc unit" 
suddenly \1Jlner.lble to a clulrgc. 
-.omelhlng ~\"en the $plkleSI. Ch,I(lS<:lnllor. 
cncased. Ch:w~-)lced-mQI.mted klU,ng 
machine 1$ dlsad, .... nlatted by, Takmg heed 
of ClIvall)" being deployed II few Inci1C!o 
b:tck. charlOIS, and [hfO ~hlonlng of 
friendly combal lroo~ i, es.-.c.nIi;,1 to make 
this work Of cour.c, If the 0rfXl~lIlg 

c:wall")' ~<'! 10 rnovt'" firs[, [hcn l.here is 
:Jllolher taclle to u~ 

DEFLECT 
On the fc\\ oo:::[~'on~ wh!';n a !loll Thrower 
has, f1na.II)~ almo-.t been In Dwarf cha~ 
[,"..Ifll1,C, Ihe DJrk Ride ..... arc lhere a~1.Il "1"bi5 

lime tl,C'Y block prosrc:...s With II dc..rrl) 
lln/otled Jin~ If I dmrge them. I will end up 
facinjl. Jnd [ne,lil'lg awa)' from Ill) UU'scl. 

Of CQU~, "llh faslcr moving troop" (\he 
c:\\",dl")' In the ClCImpJc abol'C), ,flhe: Dark 
Rider, 1l(.'C, the charging cal-all")' can Opt 10 
rcdin.-tt the I:ha~ II! Ihe nuw rc:vealcd 
Uoit Thro\\er. NOI the deslr~d roull 

So the Dark IUdcn SCt to t!Xpirt", TIley 
~I:md and Ilkc lhe ehargl' in Ihelr aflltk-d 
line and, when Ihe)' I{)$C, Ihe anacking 
CIl\'tllry will be facing 3\\'3)' from Ihe unli 
thl'V W'J.(ltcd 10 auack, and wUlIlC unable 
10 hit II If Ihey eha~, pur.ue, or o\'Crrun 
Qulle of len, If the line is angled correctly, 
delicatc nankS and rCllni C"..In be exposed 
and iakt'n adllllnl:lgr' of by M1pponing 
Orudtli. carefuU)' po)illoned tn hurl 
thenl!;Clvcs al Ihl" plac(: where Ihe charge~ 



will pl'tlb<lhlr end up lillIe I)a"e has IUO 
Dark Rider units wllh no upgra~ Other 
than red W"r 1hlIk unlfOnm to use lOr 
Ihr ploy 

HARASS 
At I~~r, a Ial'tic thai doc:--, not work: ;r.g.rill.)l 
Ihc f)wllr(~ 

111C I(r'fl:mlt'sl rule keeps them m:rrchlnR 
"" mallcr how mwy Dark RldCN s .... 1rl 
aro .. nd Ihelr flank:! . 

l.ohblng npld fidnA bolt5 al vulnenblc 
It'OOfJ'" aln '( gomH 10 wort.: ('Ilher Tht' 
()y,~rf, are laden "1th armor.md dolf' 
ha'~ lny vulncnblc IroopS, lIow~'t'r. 
F.mpllt' Plslolj(:r« C!lOCe! al .hl$ acIwll) 
"O'I>'~"CI'. their Strength " armor plCtt"ing 
firearm "",Ih no deductiOn 10 mo\"C ;uxi flne. 
j, .... underful II r~ 50 good Ih;'11 evell my 
Dwarfs JlC:1 conCCnled If om: ill- ~avcd 
around in rheir '·idnlry. 

The b»ic pt_mt I. fWOdl Ihl' n.:polcr 
'enton t. heller No Mlrk."ll:lIl should 
Ie:we lloehl.lnd ,,!thoUI ooe! 

Utde D.:we d()COo nol h:wl' any of hi~ Dark 
RJIk". tooled up ",;,h re~:ucr CI'O'i<obo\\, 
;lIld thl ... h"4 pro"ed to be l nu..cake .4gam I 
Olner pla)~ "'U" t»t ClI~ !'Iinee bOth 
sl(\c) are ~U) much able 10 aluld a 
charw;-. II I1i the rrcsence of ml~s,le 
lI"'C'20p()n~ Ihal t:.m make a dcci~l\"e 
dUfctcnce. Ooct' tho'K: Dark RIders han:' 
nl~hed Imo t~ ~rea behmd my army. 1I11.:re 
I~ nOI A 1M Ih('Y Cltl do, ExcePI ntle rhlnll 

STRIKE 
Do 001 unocrC:Slimall.· lhe dilm~ :I 
Ila.-.hllllt hour Of" J. ... elllhru~t ~peu on do 
Man) an :milleT)' crt'\\', archL'f unll. or lone 
wu.ard h"» been 00 the recchinll end of a 
1(»lIl-d('I:anet< ctrll'ltt' from I~ hlghl} 
~k(lIed Oark )udef'l' OUt Ihelr real po"er In 
eumb:u oomC"l m a combined attack 

A ManllcQrc A"lIck aided b) Ihe nark 
Ride.,., "I~nd.ud :.rnd the ch.dJen~e of Ihe 
IIcr~1d l'2n l~ke Olll an olherwl-.c: 
unmOl-able hlucie of Dw:trr'lloarrtor<i The 
chJlJcnl(C uf Ihl' l !crald will inlCKep! Ih ... 
muiliple blow .. Ih;u all enemr lhanl1er 
cuuld Illklcrwl..c; direci III Ihe tem(yln~ 
bc-»I It~ m~"'er or h~ fl:llOll Ride ..... 

Or t"lnini' J I)r\lChi. infantry u~J"h the 
f)ul Ku.iel'< ('In lip the balance for UIC 
oulnuml"l\Orlng ht)flU5 (~ctu:aJh \\-vnh two 
(.omb;ll Re"Oluol>ll poinr:o - lxuu'C If r\ltt 
don'llIel II. ,,-\uall) rour opponenl II IIIJ 
In lhe GI .... 01 I·IcIOl"). f~1 CWlIlry w,1I 
contrlhUle In crrecdve pUllu l! move. 

r-.aIUr.lJI)'. m~1 of Ih~ \lIclit's h311: heen 
l:tun.:hed fmm behind or 10 Ihe ,Ide. 1'.t~1 

(":.111111)' .rc FAt :.rl FHing In po'liion 10 
lllXk frwn Ihe 'Ide or I"C2r. ap:.rn from 
Sruan'~ nlre >,r\:)jlt!i. Th(""C crt::ttUft. ... rarel) 
lit,'C Ihe clcl'\ln~ 1ll()\1:'> of. b:.lllie SIU:'" 
fC)Jtt<j the harkoo;~ bt:-.bIS to ch~ a, !>oon 
~ lin l'flem) comes 0010 range, hou'-'Vt:t 
1000('1proprlJ.le. and a." a result !..Ix:, hal"C 

Pmplrt' l'istofl~N eml (/0 a lot of dUll/age /lltb Ibelr ~rref1gtbl. urmor plerc:itlg .thots. 

been smashed lt~lnst Ihe fronl Oink of lusl 
:thoul Cl'l'fln13lor combltl unil Why Ihis 
unil i\ singled OUI for \aC"nfitt I~ II mpm:rr 
Perhaps it is 10 baidnce OUI the p.;.t.lnful 
O\'ercaution lIuh \\-hl("h the olher lnde;r.d 
unil~ arr fed Imo blUk II ha~ talen 
monlh5 of p;r.nem Iherarl- can:ful 
cQlIchin,!t. and a 11-1lhdrawal ofbl<;("U,t 
pnl'ilcit'"S 10 II") ;end ClJI"C thl~ COf1lPUbLOI1 
hUI ",ithout ~lIl,\:l'Sll 

1';L~t C".waJry unll~ -.cern 10 be 'OfllclhlnJl of 
;r. pur-lic for most 'IIo.t.rhammcr playe" 
TIlcyarc e;'(rcn~l\'e In (Xlims, hale unique 
ClpabnIlK:~ ilnd are I'Cry fn'Mlk on tilt' 
b;ntlcfleld. Aluck Ihem or ,hOo:)llht..,l_ lind 
Ihe" Will dlsmleva": hke a p:l.pt't 00g 
dbclrd~ in \\ "~IIII"c' 

Ilcfore closinjOt I d fU,t like 10 ~ on Ihe 
th"-'(' nual rules for <.elecrlnM 
InrI. RIde" 

I) AIII-~)"" get a muSICian 

.!) l nit ~zc of fl,'C' ur ,Ix 

~) (,!:I a carpel 

ltu1e O"ve ~hO\' s no ~'K11' of gll'ing up on 
the 'lue\1 fOr Oecomlng Ihe 'Grellt 
TJ.elrci.lfl . and my Imule obMlnaq b 
pn.. .. cntlo~ me rrom lI~l~ an~lhm(t bUI my 
Owar(~ apLnSI hIm !.iILit' nalc ~ 1I1tle flail 
twancnl 19:U1l.)1 my ov.n I.nL"On'-l~te-m 
gcnenbhlp. mean) Ihlll Ilu~ could L-'J.:C­
>.Qnrc lime- 10 rc~ln~ 

I hOIK" thai Ihl~ laic of ,peed. 
stubburnnt')l<, ::md 8uflcrin,!t 1Ia.-. ~p;r.r~d ~ 
hnll.' hucI"C\I In the U~"'I of WI C'JIW. dte 
counlerrne~~UIT' l.!t"Ifl~I lhem. :l.rtd lhe 
ctntm~Ue work of \(r lum Crulooe 

011 ""ell. h:.Ick 10 ..... lminM 
r;nofC Imnbl'\'1Ikc .... 

BUI W:UI, I) thai tht' h;lnd of FIne: proOdlnj1. 
rn} ~'om:lch (more li"'el~ :In Imt"'olinal 
tcilCtlon 10 ft.'Ccntl)" l"On._umcd 
conlll:! chll)OfH 

I~ lil:ll a "hl~pcr oflhe JUlure b low1llj::. rll.~t 
m)' e:u (In I dnf ... old W'r.lgeP 

I~ 111A1 J ~Iu~r 01 dC\llm working lIS WI)' 

down nt) ~phl(' (cold lOOP 

I, 11 lime Ihlll Ihe OIK 
lruC' 'C;rcatl::'cllct~n' 
~~e:.rl~) 

P;e .... ~ Ihe p:l1c 
fle!ih p:llm I 
100 ('"~n h(""Ar 
Ihe l<Olce~ 

I~ 

" n ... $t~"c"'rnll"'~t)' ,..illlw /" ""'1,,,,,,/1,,,1#'"' "f tvllUJ_ tbtlulu 10 If), m ..... "lwlm"'S ItJrtoI/buod of .. duu "f'I.H,ral a",' """,""" 
~ o..rlIlUdl'n n/I..,jlmllix'nllpf," /jurt/hlll ",,"" 1M jI«nJd ,/tid Ilwrrjoff ".".,Imu/l' tle-,r fIN luble roiRo's II~" Jbo.·l lint '~II"vr<4l'" t.! ,\I'm C"s/lI' j,1S rlll'(lf< J 

• .,,,1 "'. b""klHmJ t::q.l,m"'lu,, 8"'11/("11/'''''''" hJrtllm"~t 1"'-' '''"al/,lIia'' n{" bll>.,I,I1<"'" r:NIrlbr,lJ "wrt (red I", .. , I"ml"" ~ I" tbe /,,,,,'8 I'Ot)m btufrrrol 
"/! I/H UH1N'1 jur lit, .. fI.:mtllll.., 1(Ia.tl(nl 1lH< lab!.·I"" IU jIot,.r ./tv/, II/ Ibl: JIll".' 4 mill IIfrt'IMb/1! "ub"fJi ~""'0'f.S" .• ' f>tJ/1It cblpl ,jr bt:"t ,,"('(!pOns. 
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While D'lJQrf editor Paul Sawyer 
has always fan cied coUecting a 
Cbaos army, and with tbe release 
of the new lIordes of Chaos anDY 
book, he's finally taken the plunge. 
Rather than going on his merry 
way and building the army at Ws 
own pace, be's decided to make a 
series OUI of iI. Each month Paul 
wUl .... ve £30 (about $48 US) to 
spend on his new Cbaos army. 
He'U have ooly the pieces be buys 
00 band for cooverslons and will 
have to look for the best buys to 
buUd his army as quickly and as 
COSt effectively as possible. 

II!;. I enler the Ihlrd OlOnll1 of cQUecling 
Oly nev.' Chaos army, I'm §lllning 10 ge l 
bUrne g.-.m~ in with Ihe models I 've 
p.-.inted so far_ The iU111 )' is suning 10 

fill o ut a bit, and I'nl beginning to 
appreci~te what being a Chaos lord is 
all aboUI, which is a big change fro m 
being a Dwarf player! 

In the firs l month of workJng on my 
army, I bought lWO of the regimen t SCts 
- Chaos Warriors and Marauders of 
Chaos. TIlelie arc a superb value for the 
money and also yield an imme nse 
number of unused components that 
have made a great stan to my bits boJ.:. 
In add,tlol) to my twO r<''gmle nl';, I also 
boughl a Chaos Champio n modd 10 
lead them Doubtless as [he Mmy 
gro~!'o. hc' l1 find hmuetfbelng 
,ubordinate 10 a mo re powerful 
.. hampIOn, bUI fo r now he 'll be used as 
an Aspiring Champion WC'apon Skill 6, 
Slre ngth >, and 3 Attacb are nOI to be 
s niffed In , and In the small games 1"11 be 

playing, II would be overklll lO take a 
more powerfu l charaCie r. 

The second mo nth 's purchase w:LS a 
pack o f IZ WarilOunds o f Chaos. These 
are very quick bUI do nOI count lowards 
the number or Core choices In Ihe army. 
In the s nlaUer games, I'd fie ld (hem ~ 
lWO packs of six Wamounds and use 
the m 10 hMry the flanks of my 
opponent 's battle Une . Or al leaSI lhat's 
the pla n", 

On o ur web Site, there are over o ne 
hundred new scenarios based On the 
rules fo r fighting Sklmlish·level gam (.>$ 
fo und in the Warhammc r rulebook, You 
can fi nd Ihese scenarios at: 

These scenarlos arc great for gelting a 
few smaU·scale games in whilst building 
an army o r for a change o f pace 
between baltles. The scenarios are an 
Imme nse amount o f fu n 100, as I fo und 
out when I tried some of them. We've 
primed twO o f the scenarios I p layed to 
give you it tasle. 

So, on 10 the gamC1!i and Vradchuk's first 
forays OUI o f the Chaos WaSles.,. 

TIle first game was Cui thc Bridges. 
Playing against Owen Rees's Empire 
force, I had to [ake my army across Ibe 
bridge and SlOp him from destroying it 
in Ihe procC5S. II all Slatted very badly 
whe n his GrealSWords look only lWO 
tufnS to destroy the b ridge. My lack of 
mobility (I hadn'l finis hed Ihe 
W.t rhounds at thai poin t) COli I me dearly 
here, as I had nOlhing 10 tie him up 
while I trudged slowly across the 
b3ulefield with my infan try. 

Wi th the bridge wrecked , I had to make 
for the ford . This proved deadly for me, 
as many of my (roops were swepl aw:loy 
In the w l .fiowing river, However, o nce 
I got to the o lher side, the Chaos fora: 
made shon work of the Empirc troops, 
and Vr:tdchuk's first sle ps onlO Imperial 
soli were as victo r, 

~arn ing Poin ts; 

• My foree 15 tOO slow, and I need 10 

fi n ish Ihose Warhou nd!. 

Chaos Warriors are lIARD. I knew 
Ihey were lough, but they outdid 
the mselves againSt the Greatswords , 



• Rivers fon" lullnral bOlmdaries betwee" states and rufflons. They are tbe first line of defense agaillst an 
OPPOSlll8 (In,,),. /I, tbls sce,,(lrlo, tbe In,u,ders musl caplllre Ibe bridges inlaCl 10 allow for q"lckpassage oflbeir 
ollcolIIl"g tIn,,)'. Iflhe Deferlders call desrroy tbelr oll'n brlt/ge, It will allow vllilu.ble tlnre 10 orgallize defe"ses 
wbile tbe /llunde rs nreforced 10 searcbfor ""otber way across. 

11.J·.~'t "_101" 
• 100 Points including up 10 one Champion 

• No 'Ieroc:s 
• No \,('ar Machines 

II -. ...... 

200 Points includ ing up to o ne Champion and/or Ilero 

No more than 20 points of Magic Items 

.......... , J .•• 

u~ a spcciallable about 36M lo ng and 30" wide . Arr.mge 
a river across m e board as shown o n the map with the 
bridge set in the cem cr o f the river. The bridge sho uld be 
wide e no ugh fo r three models o n 20mm bases to s tand 
s ide by side. Also, crealc a small fordable area in the rive r 
12" either easl o r weSt of the bridge - this Is the only 
o ther a rea that can be crossed. Additional trccs , walls, 
and hedges are scan cred abom [he table, bUI none 
sho uld be within 12" of the southc m bank oflhe river. . .. .. , 
Attackers - The mai n ob jective is 10 Stop the Defenders 
from destroying the bridgel Failing that. the Attackers can 
still cause dis ruplion by crossing the ford in strength. 

The Attackers win a major victo ry if Ihey end thc game 
wilh the bridge intact and more models on the no nhern 
b:m k than Ihe Defe nders. A minor victory is won If the 
bridge is dcslroYS--d but the Allackers s till e nd the game 
with more modd s o n the nonhero bank Ihan the 
Defenders. 

Defenders - The Attackers must be denied passage to the 
nonhern Side o f Ihe ri \·e r. Destroying rhe bridge is most 
essential, bUI keeping the enemy from crossing the ford 
wi ll also buy your defenses more lime . 

The Defenders win a major viclory if they e nd the game 
with the bridge deslroyed and no Allackers o n the 
nonhe ro bank. A mino r victory is declared If the Attackers 
rout bu t I.he bridge is still intact. 

The game lasts until e jlhe r the An ackers rout o r all the 
Defenders arc sl:lin . At any time (cspecially im portam 2S 
pan o f a campaign) . a p layer can voluntarily cnd the 
game by announcing a retreat. 

The Atrnckers Start on the southern table edge. 

The Defenders s taM on the no nhem table edge. 

The Anackers a lways get the firs t rurn. 

This scenario uses me speci:iI rules delailed below: 

laJwart Defende r - The Defenders will gu ard the 
bridge with Iheir lives and are immu ne to any RaUl Tests. 

Destroying the Bridge - The bridge has a sturdily buil t 
wooden frame and wo n' t be easy 10 destroy. Models are 
, !lowed to attack Ihe bridge in hand·to-hand combat so 
\o ng as their bases are touching the bridge but the models 
themselves arc sti ll o n the ri.verbank (who would chop a 
bridge they were still stand ing on?). Hits are aUlOmalic. 
and players simply need 10 roU to wound The bridge has 
a lbughness o f 5 w ith 4 Wou nds. It is immune 10 criticaL 
hits. and a maxim um of three models may at tack the 
bridge at a time. NOIe: the bridge may be auacked o nly by 
a combatant not already engaged with a foc. 

D-.wgerous Ford - Altho ugh small, the stream is swollen 
and dangerous, even at the ford Any model atu.'1l1pting 
to cross here musl make a 06 roll. On a roll o f 1 o r 2. the 
model has l06t its fOOling and is swe pt away by the strong 
CUl"'l'enl (taking no funh e.r pan in this battle) . 

CUI the Bridges is a classic war~e scenario and can 
played in any combination with :my variety of an n ies. Fo r 
ins tance, imagine : 
• An Empire Militia a llempts 10 s low the progress o f the 

Orc W.taagh l 
• A BretOnnian Peasant force holds up the invad ing 
Vampir~ Count and his shambling fo llowers 

• A Dwarf Ranger party harasses the scouting fo rce of a 
large Chaos Army. 

..'.o' i.1 ...... ... ' .. '." 
This is an easy scenario to fit InlO a larger campaign o r 
series o f Skin llish battles. 
Defe nder Vic to ry - The Ocfende rs have slowed the 
e nemy army. In the fo llow-up Warh ammer banle. th~ 
Attackers must sel up first and go second . As. pan o f a 
continued campaign o r series o f games, 111' the Bridging 
the Gap scenario from the Warimmmer Skirmish book 
next to gCt across the river. 

Attacker Victory - The Altackers ha\o1! come u pon the 
army u naware . The Defe nders must SCt up fo r the ban le 
first., but the Allackers get the firS! movc. As pan o f a 
continued campaign o r !Cries o f Skirmish games, try 
playin.g somc games to rep resenl the An acking army's 
actio ns afte r find ing easy passage across th~ river. For 
~mple. you could try Ihe Town Raid scenario from Ihe 
Warbammer Sklnll /sb book. 

WHlnDWUI23 



Cu"nlng ll'ario,.ds'II.now tbat tbe best way to def eml vab m ble (m.d Is to build a mlgbtyfo ,.tress and gamson It 
wltb sw,.dy WOrT/ON , I,waillns generals know ben e ,. tban to lea~ afull) . manned castle beblnd as they ,.avage 
,be co"ntJ"j'slde, Siege " :a"fa re Is ge" e ,.ally the only oprlo" open 10 IIlIIadlng a,.mles. a " d tb ls sce"ario Is a great 
lead Into a la rse,. WariHJ," me,. S iege battle, 

" ..... 
Up to 100 poin tS oC Core troops, including 
up to onc Champion. 

The Defender!! moly dlh(' r h:;m: ~ cauldron of boiling oil o r 
211 be cqu ip~ with rocks 

, '" ~ .. .... to 

200 poinb or Core troops, Including up to one Champion 
o r Ile ro. 

The AttackeD :.Ire equipped with 2 log ram ~nd 
fou r ladd('n 

l l lis scenario n..-qulres 2 space ofaboUi 2 4" x 24" The main 
fealure for this b:mlefleld is dthe r a g;l tehouse o r a .section 
of fonras waU . This Is p lacl"ll acl'OM the non hem edge of 
the table ;u 5hown on the map M :1101051 :!.II ClSdes ha ll'C' a 
cleared arca around the walls (known 3S a killing ground), 
we recommend th:n you da n ', use any other ,emin. 

TIle Anacker ', obJecu\'c' 10 conque r the fonrns and 
the Defenders 

The Defender ', objttm 'e is to ho ld Ihe fon reu and repel the 
assault They mUSt survh~ long enough to receive 
reinforttment! o r d rive: the Atucken away. 

The game is won if one side: comple tely da:t~ or rouUi Ihe 
o ther side . If th is does no t happen, the Defenders will "in if 
they h:I.\'t" mon: models on th(' walls at the end of the game 
than th(' Anacken 

Thi;, scenario will last se\'C:n turns, aft er which it LS assumed 
Ihdt rdnfo rccmenl$ ;;arrive 10 help the Defende rs. 

~~~~~~~~~~ anywhe~ along the southern edge 
; ; telilSI 16" from the wall or g:uehouse. Ontt' 

I .fIJI' .i 

the Atuckcrs a~ dcpIO}'ed, the Defende r 5n$ up his models 
on th.: wall, ready to repel the amlck. 

~ 'I.', ""'~ I 

Defenders go fl rst . 

scenario uses the Siege mil'S deta iled in the Warhammer 
Rulcbook on pp, 247·260, 1'hcl"('., you will find rules (o r 
carrying and using all siege cqulpm('nt . 

.' "''.~'." a weall.h o f ideas for th is scenario , as most races 
buUd fon ressc:s ~nd strongholds of some son or other. Any 
:u-my would be: appllable. Imagine I Staaneshi Chaos anny 
assaulting the gates ofa Khom :llc Chaos Champk>n, Dwarfs 
defending a mount:ain p;l.S$ ag:a.inst an Ore horde, or a border 
d iSput(' bc:nvcen Ihe Empire :md Bmonni:l , 

Alte rnate "':1)'1 of playing could Include Increasing the point! 
value of the g;lme or Indudlng Spttlal or Ran: chokes. 
Remember, keeping Ihe Anack('rs ' poin ts twice the value of 
th(' OC'fendcrs ' is usUlllly :II good Idea 

:: I II' ...... : .. • ,'."''' 
ra"ommend you try th is smaller venton of a Siege pme 

before you l:;lunch in lO a full ·SClIle actiun! This is 2 great way 
to gel fAmiliar wllh Siege rules ~nd equipmenL Perhaps th is 
could be an anny breaking th rough I.he outer ring of a 
lown's d cfe n!tCS, with a I:.uge r and more dabor:u e sit'ge to 
follow, Attacke rs will W'ol l\l 10 get th rough ;&..<; quickly as 
po~slbl e, and Defenders will w:an l to inflict as many 
c tsmilliel:ts Ih'-1' C'An l 



The second game was againSt lbm 
Hibberd 's Undead, and we picked Scale 
Ihe Walls, which meant that my newly 
painted Wolrho unds would be largely 
useless, as they could neilher carry nor 
use ladde rs. II shame, but it WOolS not the 
end of the world - To m W'olS to be 
defender and took a cauldron of boiling 
o il whllsl I Igno red the balte rlng rant in 
favor of the laddcn 10 ge l up and 
amo ngst the m as soon as possible. 

The game was very onc-sidl-d, and 
Vr:J.dchuk!s warriors dispatched the 

dead in shon order with lill ie loss to 
themsclv This being said , the Undead 
do sulfer ho rribly in defending Sieges. 
especially in games Ihis small where a 
Necromancer isn 't allowed. 

Learning Points: 

• Chaos Warriors are still liARD. 

My fin al game o f Skirmbh this mo nth 
w.tS against Mall HUlSOn 'S Dark Elves. 
We chose the Assassinl 5Cenario and had 
a blas tl I chose two Warho unds as my 
sentries figuring that they had the speed 
10 react to danger beller than e ither 
Mamuders or Chaos Warriors. The 
Assassin chose to dispatch o ne o f the 
Warhounds but failed to kill il o utright. 
This meant that the alamt W-olli rol iscd , 
and my force, fo regoing armor In rnvor 
o f dealing wi th the Inte rlopc.n . 
stumbled bleary-eyed from ute!r te nlS. 

I set up my models to be as spread o ut 
as possible, cuning down the avenuCli 
to my Exalted Champion - the figu re o f 
the ene my's aneptio n. Man 's Dark El( 

As~;n was an absolute killing. monste r 
and had me seriously WOrril-d for a 
while as he dealt wi th Maraude r. 
Warhound, and Chaos W.trrio r with 
equal ease. 

I d c...·dded to s plit off a handful o f my 
troop5 10 deal with the four Shades that 
had joined the batue to extr.tct the 
Assassin to safety. II did n 't ta ke long to 
de:ll with them. Wi th numbers o n m y 
side, I decided to finish the Assassin o ff 
by th rowing my Exalted Champion into 
the (my, as the other troops were do ing 

:I fine Job of ho lding him up but the n 
dying. The Exalted Champion o nly 
needed o ne sho rt but vcry brutal 
attempt to cleave the Assassin in two, 
and that e nded the game. 

learning l'oinlS: 

Dark Elf Assassins are nOI to be 
trined with. 

Mrnll He ro-level char,l.cters are lOugh , 
but an Exalted Champio n, even 
unannored, is a fearsome ad versary. 

Wilh three wins OUI of thr ....... I was fl'Cling 
pretty confidl'n ' and looking forward to 
my first g;ame of r(.'"gu lar Warhalllmcr. I've 
$tan l-d aue nding Mansfield Wargallll!S 
Cluh, as nOt o nly is it JUSI down th ... road 
from where I Ih1'. but iI's also home to 
.'iOme very competent players. Wl t.h about 
jO pl:lyers playing anything from 
Ballle H ... cl GOlhic to Warhammer. there 's 
always lo ts going o n. 

I took my small amlY alo ng wi th the 
ho{)C that I could borrow a few models 
front one of the Olher Chaos Generals 
as I woloted 10 try o ut some new troops 
befo re L bought them as my na t 
inStallme nt. Luckil y. Rob Lane had his 
new Chaos amlY o n hand , and I d uly 
borrowed his Chaos Knlghrs. a chariot , 
and a mo unted Sorcerer. My o pponent 
was Magnus Forslund who also works at 
GameS Worksho p in our Sales 
Depanme m. The game would be a 
I .OOO-point pitched batt le against his 
Empire army. nlis was both a good and 
a bad th ing - I was really looklng 
forw,l. rd to the fint ("t!ai glI ffi e o f 
Warhammer wi th my new amlY but 
always struggle againSt the Empire. 
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My amlY for the game was: 

Sorcerer of Chaos ... • ......... . .... 136 
(Lc:ve:1 2. Barded Chaos Steed) 

'5 Knights of Chao~ ..... 26'5 
(ChampIon. Standard Bearer. and 
Mu~idan, Mark of Nurgle) 

16 Mar.luders 
(Chic tla!n, Standard Bearer, and 
Mmlclan; light armor and nails) 

167 

12 WMhounds .....•.... n 
12 Chaos Warriors ........ 16"7 
(Champion, Standard i)earcr, and 
MusiCian; heavy armor, halberds, 
and shields). 

2 Chao~ Chanots .. ............. ... 240 

My Sorcerer roUed his speUs on the 
lOre of De:lIh chart (Chaos Sorcerers 
can choose between the wre's of Fire, 
Death. or Shadows) coming up with 
Steal Soul and Dark lIand of Death. 

I was lining up against 10 Gn:atswords, 
16 Spearmen with two detachment:> of 
'5 Handgunners e'Ach, a Great Cannon, a 
Mortar, 9 Enlpire Knights, a ieve:! I 
Wl1.ard, and the Empire General. wts of 
shoot}' stuff there 

Thl' game ;I.i l went \ el)' well - right up to 
the point '1:Ignus started shootjn~. III: 
\\-:b a ma!.otl·r 01 r,mllC gU(:Mlng and adept 
at not rolhn~ <,Otter or onl~firc - I've 

nC\-'Cr seen anything like it! In shan. I was 
pummeled from afl.r and had no answer 
to il. The lI:mdgunncrs and Cannons 
rippctl through my Chariots. Warriors. 
and 'Iaraudcrs. in an effon to get imo 
comlYdt and OUI of Sighl of the Imperial 
gum>, I ch3J1led the '«'arhounds Into the 
Knigh"', but mlled to cha.rgc InlO the,n 
with a Chariot. Pt-edietably, the 
Warhounds were soundly beaten and ned 
Unfortunately, this left my own Knights 
av;!lbblc to be charged next tum, and 
Ihe} were duly charged a.nd d ispatched. 
\ty Cha.os Warriors wcre probably the 
stars of my pitiful showing, as they held 
up :lIld c"entu3l1y dcstro)"ed the 
Grcat:>·words. With the Knights. Chariot. 
and Warhounds all gone. it didn't take 
Magnu~ long to finish off my army 

l.caming Points; 

I eenalnly need to add more speed to 
my army. The onc surviving chariot 
did well - seeing off the war machines 
and running down the Wizard. 

I need to deploy in a tighler 
romlation. I splil my rorces tOO much 
ror:a game this size and w:a.s made to 
pay for the mistake 

Chariots don' l Hke cannons. 

Thc Marauders are easy ViCIOry PoinlS 
in such a ~mall regiment - I need to 
add to these for theru to be effective:. 

With the game being over so quickly 
and the night still )"ollng, I :lSked 
Magnus for a rctum match - his luck 
couldn't be that good again arter all . 

Wrong! It went even worse this lime 
around - my Knights were shot at and 
ned the table in the first turn as two of 
thelr number were blown rrom their 
saddle.s. Chariots were smashed 10 

pieces by Imperial Cannons, and the one 
time his war machine scattered, it did so 
straight ontO the head of my Sorcerer, 
killing him easily. Once again, the Chaos 
Warriors did ......... 11 but once again without 
suppon were smashed apan. 

learning Points: 

• Same as the first game but even 
more sol 

So, all very disappointing in the end. 
There's not much you can do when the 
dice go againSI you, but I did make 
some crucial errors, especially in my 
deployment. At least r m learning how 
to use thls :army. even if it Is by trial :and 
error. I will return and see o ff these 
Human weaklings, but ror now. they 
hold SWAy ... 

Aside rrom the Wl.rhounds, my army Is 
very pedestrian, and I" 'e been 
cogitating over Marauder Horsemen 



(great fo r Hanking), Chariots (hard 
hitting but vulnen.ble to war machines), 
and Knights of Chaos (hard hlulng and 
hard hitting ... ). Up until the polm I"d 
played Magnus, I was aU .sct 10 add 
Man.uder Horsemen 10 my army, 001 all 
thai changed onc(' I"d 5CC.'n my fore("s 
performance.' on Ihe baulcRcid 

I knew th:u I"d need 10 add more speed 
10 my amlY and Ihal Hol"5t'men ,""ould 
ce.'n ainly achieve Ihal , bUI to u.sc them 
effectiv.:-Iy, I net'd them on Ibe Hanks. 
For that , I'd really net'd a solid tentc.r 
thai would keep my opponent occupit'd 
and thus leave the 110ru:men 10 harr)" 
~ enemy Hank. 'to. I decided agaln:;t 
the Manud " 1I0~nlen. ail hough I'll 
be adding thenl in the ful\lre 
almO!\I c('nainly. 

AI this polm , I staned thinking about 
what to get fo r my 30 quid (about '48 
US), when il was pointed OUI to me thai 
I had a few pounds left over from the 
previous month - humc.hl I had .. 37 
(aboUl '52 US) to spend. That, It 
tumed OUt, was the perfeCt ~?'?"n" , 
II allowed m(' 10 not only add the 
Knights bmr:t'd .sct (Ove KnlghlS) but 
also to colicci a Chaos Chariot. I 
popped intO the NOllingham Friar L:,me 
Slon:' and pun;ha.5(!d the 1,",,0 boxed selS 
knowing I'd made the right dc:dsion 
I'm very pleased to hav(' been able 10 
pick these ","'0 poe.entlally dt'VllStating 
units 10 add 10 Ihe two InfanU")' unhs 
plus the Wolrhound pack NO\v my amlY 
is looking much more rounded 

As. I've saKI In previous iSiuC~, II('nd 
1'101 to pkk an army lisl t nt! thcn coUcct 
10 II. I prefer to rely on st:trtlng with 
Core troops :,md Ihen making additions 
b;l.5ed on how nly Olsling force gelS on 
in 83mCS. ThaI bt'tng said, I'm now in a 
position where I have a small bUI 
reasonably well rounded force, and It's 
had a few trials o n the labletop. I'm 
now starting 10 gel a feci for a ChaOS 
army, and as a Dwarf player, it 's a lotally 
different style o f play - no more 
shooling but 10l!l of fasl moving unlLS. 

One thing I would h:oIVc donc differently 
is 10 h:lVe le ft buying the Manuders 
untillale r. In big blocks (24+), they' ll 
provkle a good core 10 Ihe army and at 
7 poinl!l eillch are refrnhlngly cheap 
points-wise compared 10 so much or 
Chaos army QUI in my army in its early 
Siliges, Ihey hav.:-n' l done all that \\-"C II . 
and the ca5h mIght hav.:- been bellcr 
spenl e lsewhere (a Chariot, more 
Warhounds, o r a second n:g:lmenl of 
ChaO!ii Warriors, thls tlm(' convened 
wllh addidonaJ hand ~apons) . 

lIindSight is a wonderful thing, bUI ~ I 
have Ihem, I'U need to buy more 
Man.uders to bulk them up. I'm 10m as 
10 whether 10 buy anOlhcr boxcd 
regImei'll Of Ju~t buy Ihe fr.lm cs I need 
to set 1024. I have ano lher month 10 
consider that tho ugh, and I Mill have my 
eyes on those Maraude r 1I0rsemen ... 

We've been enjoying playing .. IL-w 
gamt.'l! of 5kimlish as "'"C""C buill our 
Chaos annics- here In the Siudio, and 
there has been much talk of the o ld 
ChaO!\ U'arba.nds rules In Ihe haUowed 
Realms of Chaos lomes. Th rules 
allowed you to create a small but v.:-ry 
personal Cham warbaoo 10 l'.tkc: on 
others. As. you pb.yt'd more 83mes, the 
gaze: of the Dark Gods feU upon you. 
and their flclde favor was bestowed 
upon members of Ihe watband. It Is 
fo ndly remembered , and ~'ve been 

talking about revising ilto play games 
with our new Hedgllng amlies 

Gamc\ On"ClopmenlS antipodean 
wonder. Anthony Rt.,·nolds, hall taken 
tlme off from cimg.1lg romalQ.sc to the 
bnnches of Eucat)-prus U"tt~ to dn.w up 
the flrst rules 11Ic..T look 5upt'lb even in 
their mo.st ballie form and I reckon, if they 
pan out \\-dl, we' ll publish the ruIn in a 
I.:m:r Wblte DU·(lr:/. If Anthony is up for 
kecpin~ It going. we may cveo publl h the 
ru~ 3.'> \\-"C go along and add new rulc3 
ani.! updatcs. If he 's not up for II, W\' may 
h:t\'e to conflscale hi3 didgeridoo ... 



HOBBYCENTE 
FIND OUT WHAT WE'RE ALL ABOUT! 

Whether you've just picked up your first issue of White Dwarf or you're a veleran hobbyist, our Games Workshop retail 
stores have something for you. Our stores offer demonstration games to anyone interested in gening 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 battle Is just what 
you need to show you how exciting the hobby 
can be. For those of you who have tried one of 
them oul, utilize our expert staff to help you get 
started on the next game you wish to lackie , 

PAINTING AND 

SCENERY LESSONS 

Games Workshop Hobby Centers aren't just 
about carrying our vast line of miniatures and 
games. They're slaffed with some of the 
most dedicated hobbyists we could find who 
exhibit a great wealth of knowledge akin to 
the great Techpriests 01 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. II 
you wantli, they'll help you figure it out. 

We can guide you along the path to developing the skills you need to enjoy the hobby thoroughly. 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? 
Visilthe Hobby Center nearest you todayl 



fiND THE HOBBY CENTER NEAR YOUI 
UNITED STATES STORES 

ARIZONA 
"~LZOHA MUS "'-nix. A2.. f'tIc>M. HIOO·~.Q.t.ME 

CALIFORNIA 
GLEHO'-'LE BALlERIA ~s a_Ie G..-erlol 
~ .. , CA 81210. 1"IIoM, (Ill) 24204-433 

ON1AAIO MIU.I ON "'h CIn;Ie, UrHI 110 

o.u.ria. CA 8'7&1, Pho::nI (909) 58'-0001 

Tttt: ItlOCI( At OfIAfiGE. 2Qc..,. BM1. &.M1SI1C 

a..ng., CAII2IIIII. PhtnI. (714) ~'89 

OAKRIDGE.. 105 ~ Mel 

s.n.- CA 116123. .......... (_I 225«J25 

M£TREOH \01 Four\tI ser... 
5ar'I FranciIco, CA 9001103. Pho::nI 1.801J-3!M-QAME 

CONNECTICUT 
IIUCKL.AND HILLS MALl ' 194 Buclclllnd H" o.tv.. UnIIl'2I)[X2 

MancIIeS'. CT O6Oo4O, !'!Ione \ ..fIOO.39oI-GAME 

GEORGIA 
OISCOVEII MillS S800 ~t P_.y, unII f0421 

la""'-'" GA31X144 PIIane: (11711) &4Ni813 

ILLINOIS 
GURNEE wu.s. "70 GIWIIII A_ 
aun-, IL Il0031 . Pho::nI (110m 85&-IlIIM 

RAHOtfUf'IST Cf:NTEA 9911 ElmIus1 Ac.d r.J03O 
MI PIOIII*'I. Il eoo!§O. Phorle. (&4n 797·9967 

MARYLAND 
ANNAPOUS MAU.; 1431 Annapol .. ".... 

ArtnapaIiI. MO 21..0' . PI>one' (.'0) 266-5647 

GUN BURNt! HEADQUARTERS 6711 BI~ 0. 
OlIn a.umo., MD 210lI0, Pho::nI (410) !iiO-II675 

ARUNOEL MUS, 1000 AnnIeI MiDI Cin:ie, SuINo '340' 
_ M02'Onl. Pho::nI (4A3)7!6-1660 

IT CHARLES TOWNE CEJrflUI 11110 ~ OfcIe, Boa 8nl 

WakIoIt MO 2Oe03 Phone. (301, i54S-<17.' 

THE AVENUE AT WHITE MARSH, 1131.A211or-.,.go 8IYd 

........... MatSI'I t,U) 212311. Pho::nI 1'10) 1/33-200II 

MASSACHUSETTS 
t;OI.VOKE MAll. , !IO ~ 51.. PO 80"0173 

IiOIyOICI , MA010011 , PI>me' (.,3) !>39>597. 

MICHIGAN 
GREAT LAKES CAOSSlt4G. UtIl8Mclwln RDId, s.... n'Z2 

AuOwn ... MI.a328 "'- (m) ~5ot-noa 

'AIILIINE TOWN CEHT£R II1SlOO Mk:IIIgIon A_ Ur.-1'203 

o..tbom, MI 41'211""""" (313) 9S2«I32 
TWf.LYEOAKS "AU.: 2nl2 _~ lInItn:n·loe 
NoYI, Ml483T7, ~ ~4II38()..8232 

NEW JERSEY 
CHERRV HILL MALL: 2000 ~ 311, Unit "200 
o..llY HIlI. toU 0Il002, I't)one. (656l6e3-33IlQ 

NEW YORK 
........ LO£N G ... LLEFI, ... I ~ a...., Unit ."-·211 
~, NY I~225, 1'!>one (716)651~ 

GREIENWICH VilLAGE. Sot IE .. 8Ih StrMt 

New ..... NY l0003, 1'tIone 1%12) 962-6314 

C .. ROUSEL CIEHTER II5IlO ~ c-w. 
.svr-. NY I:JZlIO.9IioOI , I'tIone (315) ~76-77lI6 

PAUSAOIES CDfT£R, 434<! P ...... ~ """" UnII >MOl 

WeMI'tracI< , HYIQ99.I """"" (&15)34-11311 

NO RTH CAROLINA 
COf,ICORD MILLS 81 I I Concord W. 8ouIeYIord, SuIIe 1422 

ConcorQ, Nt 28021, I'Ilo<w, (7G4) 979-1333 

PENNSYLVANIA 
FRAHKLIN MlLI..S '''1 F ....... ".. CirdI 

~""'91!>1 """"" (215}501-0230 

TENNESSEE 
OPRY MILLS 366 Opry ",.no DrIve, uml3ll8 

Nu/rAIIoo, TN 372", I'tIone (815) 51 4-3150 

TEXAS 
GRAPEYlHE MILLS 3ODO ~ IMII P~, IJnII .., 22 

Gt.-IN, n7&OSI , PIooN '''72)l1li1-374<1 

ItI.l'I'MIUS 5IXlO Katr Mill. CirdI SuIIe"~ 

K.lIy. nm9ol "'-.(281)~ q,jili,!Ji:1I 
""FlD-E, Hoo..1an, n ,""""'" I-atJO.3!iM-GAME • , •• 

VIRGINIA 
Sf'AIHGFlELD MALL 153M ~ MaJ, 1M 11 

~, VA 22150, PhoM (703) 71"-0300 

POTOMAC MILL. 2700 "-Mill CIn::Ie. Unit"&1 

Pnnc» w..m, VA 221 112. PhoM (703) 4112-4S5/i 

WASHINGTON 
SUPERMAU. OF THE GREAT 1'1 ..... 1101 So.operm.I wrt. \kII11358 

Autun, WA 1Il6001 I'tIone (253) 281l-300oI 

AlOEfIWOOO MALL 3000 ,_ &r-I SW SuIIe 1'378 

l)lOll'lWOOCl, WA 88037, I'tIone (~) &40-515& 

CANADIAN STORES 

CHINOOK CEHllIE, &i1SS :!!ET~T~, lIM "D191 (j.j 31th) 
Calgary, AS T2H 01<9 "'- (403) 31i00064 

SUNRIDOE ""'lL. 252S ... SMw!.l,InIIn&I 

Ca~, AST1V51"~ PhoM ("03)5O()o7731 

KlNCSW"'V OAAOEN MALL; lOiI'Ih 511 P ...... 
a.-. ..... e_, A.BT5G3A6 .......... (780)474-718(1 

WEST 1E0M0M'0H M4LL .-z 110fISInM 

EdmonIIIn Ali TST 4J2.. '"'-' (780) 466-3332 

BRITISH COLUMBIA 
ME'TROTOWN CIEHTRf 4fIOO ~ 
Bumaby, Be V5tl...:z P!'>onoI' UIOoI) 4$-0111 

RICHIoeOHO CENTRE 11511 "" 3 Ao.d UnII ,,214 

AIcIImonc1 9C V8Y 298, I'IIcIM (1!104) m'2Q5 

YlCTOfIIA 1125 ~ 51_ 

Vic1oI ... 8C YIW \M5 P!Ionot (250) 361·1499 

PAAK ROV ...... SHOPP'\HQ COOliE :lOIO P.", FIDyaI Sault! 

WeII~, 8C VTT 2W4 I'tIone ,1!104)1I2S-3oUO 

ONTARIO 
YAPUYI£W SHOPPIHO CIENTlItfi IlOO """-* A_ UniI "'A-45 

~. ON lTS 2..8, "'- (lIDS) Il30l-2101 

WHITE OAJ(S frI&AU . 1106 w.IIngIIon Fad. UnrI '411 

LonOon. ON NeE IV •. P'hone (51" fl6l.3713 

SOUAAE Of,IE IHOf'Pltt(J CENTRE 100 CIIy c.n". en.. 
M~, ONL582C11 "'- (905)211-8195 

B ... VSHORE SHOPPING CENlRE. IlIO SI~ 0rI¥e. UrIiI 1'-69 
Nepellll, ON K28I1CI , Phone (113) 721-961)4 

CANADIAN HEAD OFJ:1CE 21179 8IiItOI Otde. Ur!IIs 2 & 3 

~, ON L8H 1IZlI, "'- 1·aea-aW·TROU. 

SCAll8OROlJOH TOWN COITAl[ 300 8«ougI'I 0rI¥e lIIIII.fII08 

~. ON""P~ """"" (411) :zIIO.ODoII 

EATON CENTRE ao. 1030 211 Yang. SInM 

T_, ONM58~, P'hone (4161In~ 

O£VOf<tSHIRIE .... u.. 3100 ~A_, lJnII 117 

_ ONHII)(3Y1. Phone (511) zso.81:lO 

SASKATCHEWAN ttl
' , A' ,lim 

SOUT11LAHO MALL 2i6!i o.oruon Rood. lIn<l t2B ••• __ 

n.g;n., SIC S(S $H7, P'hone (5'''17S1. 12f12 

WIIIIIWU' H 



races and bnnJ info your 
local Saturday. Sep .. mber 7th. Your 

design can include. converted model. drawings. a wnte-up 
of background and blsloryl and lltats U weU as anylhil1J 

else you think appropriaIe. The wmner In each slUR:' will 

receive SIOO wonIaof BBI1idlooI Gptbie 7.:;~4 
ship be .. ~t 

pace Competit1a!' 
'MIlke .. Space Station out of anything you cab lay your 

and bring it to YOUf local !'.Iore 1t.2 p.m. on 
Saturday, September 14th for Judging. ~re are no 
restrictions on size or materials. but your station musl 

fully painted. The 9Iirmio!! Space Stalion in each 

will ~; ~~r.,;edition Battletleet Qpbil: 
$ OW v_I 

30 QW NIII' Coml mm 

CampcridCn!. 



Prt!-Order e 
Lord of the Rings: 
r~rwo Towers 

Pre-order your copy starting Monday, 2nd at your local GW 
store! This new release Is the first from movie of New Une 

Cinema's The Lord of the Rings. This box everydtlnj>yO\l:.need 
with 32 highly detailed plastic rule.r manual, a rul~ 

building, and dice. You can relive the battles .JIdventures of The Twq 
,.. Towers as the Riders of Rohan nl!l1lUl"le Uruk-Hal! 
!""RD • 
~.- u. .. ",_~ __ Sew... ~ __ "ocT • .,.".. ........... .,. 

¥bit ..ww.lordoftherinp.M! 

..,."''''' ~E'Y.~~~E!1!NI-:.' 1 Aro'":of:he= 
02002 N.II' U1e1'foWctlanl InC ,.,. ~ aI n.. R"'OO VOl "'" <:hoi ................. 'nII~.~, - ... SGuI z­

Campany "",,,a r_1I E,*,rpnMI""'" __ UI '- line p.""""""", I .. ' Al' R9't.~ 

wamaWUF31 



• 31st & Sunday. September 1st 

BUCKLAND HILLS 
194 BUCKLAND HILLS DR. 
MANCHESTER, CT 06040 

SPRINGFIELD 
6385 SPRINGFiElD MAll 

SPRINGFiElD, VA 22150 

25°A. OFF 
EVERYTHING 
PLUS OTHER 
REATDEAlS! 

SORRY. OFFERS DO 
APPLY TO THE 

LORD OF THE 
RINGS PRODUCTS. 



or ,,, "Ask Dirty 5tevel" 

Dear Dirty, 

Wilh all the background story line on 
Warhammer 40K about the Horus 
Heresy and the corru ption of the 
Space Marine Legions to Chaos, I'm 
curio us about how many Space 
Marines and Space t.Urine Terminators 
are in a Pre-Heresy Space Marines 
Legion? I am trying to make a full 
Thousand Sons Lc:glon, and J have 
about 2000 ThouslUld Sons Marines, 
and almost 500 Terminators, p lus 
vehicles. I know a cu rrent Space 
Marine Chapter is 2boul 1000 men. 
bu t how many to a Legion? 

From, 
Bill Steinhoff 

Well, 8t11, I really was stl/mped 011 tbls 
Olle, so I COlJtllCted tbe most wise sage 
of tbe 40K universe, Andy C. Here 's 
what be bad to say on tbe subject: 

There Isn't really a"y I,I/onnatlon on 
pre-beresy orgmllzatio" . We work on 
tbe principle tbat Space Marines 
started Ollt III Legions approximately 
l O,()()() strollg (or more, depe"dl1/8 0" 
tbe specific legion), wblch were 
brokerl doum into Cbapter-sL."1!d Great 
Companies ratber like tbe Space 
lfulves (who are ret/owned for 'lOt 
adopting tbe Codex Astartes 
alterations made by Guillima" post­
beresy and who tb,IS follow probably 
follow pre-beresy organlzatlo" more 
closely). Hope tbat helps YOIl 

0111 some. 

And tbere yOIl bafle it, 81/11 Straight 
from tbe Warboss 's mOIl/bl 

Dear Diny SIeve, 

I'd JUSt like 10 say, I love White Drvar!. 
and 1t h.a5 ~en a big he lp 10 me in my 
Wilrhammer hobby, But, "'~ th alilhese 
new releuses of High EIYes and 
Vamp1re Cou nts . nd Chaos, I'm 

wondering, when is the 
Bretonnlan army coming 
out? I mean. who, afte r 
aU. Is going 10 fight the 
musky rats, those Stray 
Chaos warbands, o r 
those loose Zombie 
hordes? What the 
Bre to nnians need is a 
brand new shiny book, 
and the models will catch 
up in time. But since that 
won't happ«:n, when is 
the who le Bre tonnlan 
package going 10 arrive? 

Peter Bloch 

It will happetl III time, Pet(]T. Ideas are 
forming In millds, alld tbe cogs of the 
DeslS'I Team's creatille macbllle are 
beshm1llg to tllrll, so " woII 'r be roo 
(ollg ulltll we see more IIgbt shed 011 

tbe chivalric Imld of the Lady of the 
Lake, 1ft.> j llst have a few more books 
already I" progress tbat we have to 
get Ollt 10 tbe stores first , 

Dear Dirty, 

Hey Dirt)' SIeve, do you still hve "'ilh 
your parents? 

JUSt wondering, 
Eddie CahHl 

(A devoted 'l'yranid and Tau 
40K player) 

Well, Whel/ I was bonl, my parents 
were too poor 10 raise a second cblld 
(my older brother was ALWA1'S the 
favorl te), so tbey left me I" tbe care a 
friendly bertI of alpaca llamas in the 
beart of tbe Cbllean Andes 
mountal,lS. 7'hey raised and loved me 
as Olle oj their Ollltl, and after lealling 
tbe comfort of tbe Andes with a 
college degree I" tbe Phllruopby alld 
Arc Welding of Early Mesopotamia, I 
moved to tbe States to seek my 
forlllne. Somehow, I I.ffIdNIllp bere." 

WanllQ seod II. ten~~ 10 lhe Mailbox? 

Have a question about 
when new armies are 

coming out? Need some 
advice about painti1,.g 

or modeling? 
Tbis is the place for 

y our inquiries 
and opinions! 

Write or e-mail me at 
the addresses below! 

Dear Dirt)' Steve, 

Thanks for the emenaining rnailbox 
senton land the great magazine, I was 
wondering if you or anybody at GW 
has any b:lckground information about 
Al"aby o r Cathay? I'd like: to sIan a 
Mordhelm warband o r a Fantasy army 
based on ei ther one, and there doesn'l 
seem 10 be much to go on. 

Thank.~ for any help, 
Chris CasSino 

LIICky for you, Gordon Davidson just 
bllp/)e11s to be In tbe US o./f1ce tbls 
week, $0 I asked blm about II. He told 
me thilt there are certa/Illy regtOI'l$ oj 
tbe IXnrbammer u)orld tbat lullI be 
eJ..ploreti 1" the ftl tlU'C, but there are 
"0 plans for It C/lrrently. {" tbe 
meamlme, be said, take a look at 
starting some Kbemri(lfIs! They're so 
I"credlbly jatllastiC!l/ 

See)'Oli next morttbl 

])/0; 
- . . . 
...,.. .. 0;; - " 

A ____ ~.,. ......... - ........... ~. 

Wrile me It: Gmme.s Workshop. /'Inn: Din)' Steve's Mail boJl, 672 1 B~YlT\ClIdQ'" Drive, Glen Rllml~ , MD 2 1060. . 
Or, I>Cnd me $OT1"Ie ,,-mHII ~I WhileDCilano.es-worksoop.com, bUI ~member 10 gl"" me pennis.lon 10 prinl )'Ullr l-mails. I eftn' \ usc II-.:.m if )'0\1 fO/ietl 

CWIWIlII n 



ROGUE TRADER NEWS: 

All OF A ERICA 
That's right! We went to the biggest mall in America and held a tournament right in the 
middle of itl The Mall of America in SI. Paul, Minnesota, was the site of the Air Traffic 
Rogue TraderTournament. For Ihose of you who don't know, Air Traffic is an awesome 
game store chain thai sells Ions of our sluff. So Games Workshop flew out to help 
them put on one amazing tournament! Over 50 garners showed up to play. not to 
mention the 80,000 people that were estimated to have seen the games in progress. 
A large number of these folks also shopped in the store and even played in a few intra 
games. People at the mall were so excited about Games Workshop games thai Air 
Traffic actually sold out all of their core games and brought an estimated 100 new 
garners to the hobbyl Now that's what a Rogue Trader Toumament is all about: a fun 
time, a great place to play, and introducing new gamers to the hobby. Thank you to all 
Air Traffic staff, Games Workshop staff, the Outriders, and all of the players who made 
this event truly incredible. 

The /oI.Imamenr winners show off their prizes. 



"Was Ir your rum (X min.?" "Worship my.rmyllr 

If you 're ever in Minnesota, stop by one of 
these stores and playa game or two. 

Air Traffic 
Mall of America 
365 West Market 
Bloomington, MN 55425 
(952) 858-9599 

Air traffic 
337 Rosedale Center 
Roseville, MN 55113 
(651) 631-3150 

Air traffic 
2068 Bumsville Center 
Bumsville, MN 55337 
(952) 435-2868 

Air Traffic 
1246 Eden Prairie Center 
Eden Prairie, MN 55344 
(952) 941-3335 

.1.lllUIli 35 
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- September 7, Cleveland, IN 
DlCehead Games, (423) 473-7125 
s.~mt~r~~e,AZ 
Gamer's Edge, (480) 812-3980 

- S ber 7. Appleton 
Chlfl18(8 HobbtBs, (9AA.) n5-1201 

- Septlm I, LA 
Galactic Games, (504) 885-4263 

• September 14, Angler, NC 
Tigerlilly's, (919) 639·n40 

• September 14, North Olmstead, OH 
Recess Games, (440) n9·7008 

- September 14, Rockville, MD 
Dream Wizards, (301) 881·3530 

• September 14, lansing, KS 
Kansas City Rogue Trader Tournaments, 
(913) 240·3890 

- September 14, Chatam, IL 
Icon, (217) 483-7227 

- September 21, Hermitage, TN 
The Game Keep, (615) 883-4800 

• September 21, La Crosse, WI 
River City Hobbies, (608) 782·5540 

• September 21, Overland Park. KS 
Gamer's Quest, (913) 383-8803 

- September 21, Stevens Point, WI 
Jadeo Hobby, (715) 341·5555 

- September 21, Manchester, NH 
Dakka Dakka, (603) 668-2022 

- September 21, BellVille, ON 
Chaos Comics, (613) 968-9593 

- September 21, lansing, MI 
Foundation Gaming Convention, 
(517) 351-8274 

- September 21, North Vancouver, BC 
Checkpoint Charlie's Games and Gifts, 
(604) 904-8686 

- September 28, Lakewood, WA 
The Game Matrix, (253) 583-9708 

- September 28, Somerville, MA 
Your Game Moves, (617) 666-5799 

- September 28-29, Allentown, PA 
Caps Comics, (610) 264-5540 

- September 29, Colorado Springs, CO 
Gamer's Haven, (719) 531-9863 

- September 29, Clearwater, FL 
Frank's Trains & Hobbies, (813) 855-1041 

- September 1, Sioux City, IA 
Mage Con, (712) 276-1485 

- September 7, Sandy, UT 
Warhammer Fantasy Tournament, (801) 453-0085 

- September 7, Tulsa, OK 
Top Deck Games, (918) 662-7529 

- SeQ.tem..ber.7·. Eairv.iP.)III. H$ht.~ .. .lJ­
Fantasy Shop, (618) 398-5146 
September 14, Matthews, NC 
Merlin's Melee, (704) 883-9576 

- September 15, Roseville, CA 
Hobby Workshop, (916) 789-7529 

- September 28, North Olmstead, OH 
Recess Games, (440) n9-7008 

- September 28, Syracuse, NY 
Altered States, (315) 472-4263 

- September 28, Brandon, FL 
South Hurrieon '02, fax: (813) 828-8041 

September 14, Syracuse, NY 
Altered States, (315) 472-4263 
September 28, Glen Burnie, MD 
Games Workshop Battle Bunker, (410) 590-8675 
September 28, Londonderry, NH 
The Game Castle, (603) 425-7400 
September 29, Brandon, FL 
South Hurrieon '02, Fax: (813) 828-8041 

Remember, you can now register your tournament online at 
www.games-workshop.com. 
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BRACE FOR A NEW IMPACT! 
We here at the US HQ were instilled 
with renewed vigor and enthusiasm 
when we received the go ahead for 
our latest project. We have the distinct 
privilege of adding a virtual frigate-load 
of new content to one of Games 
Workshop's most innovative yet often 
overlooked games: Battlefleet Gothic. 
For those of you unfamiliar with the 
title, Battlefleet Gothic is the game of 
spaceship combat set during the 
Gothic War of the 41 st millennium. 
BFG (as its commonly known by the 
fans) has to be one of the easiest GW 
games to get involved in and is 
probably one of the most re,,:,arding as 
well. The boxed game contains 
everything you need to get started, 
and there are tons of boxed sets and 

to the 40K universe since Battlefleet 
Gothic's initial release a few years 
ago. New races have been introduced; 
new threats have been uncovered; and 
more depth has been added to the 
ever-expanding 40K universe. 
Coinciding with these developments, 
Specialist Games will release .new 
miniatures for Battlefleet Gothic for 
both the Tau and Dark Eldar races. 
Judging from the prototypes that I've 
seen, I can assure you that there are 
going to be some wide smiles from the 
alien fans out Ihere and some looks of 
concern from the Ordo Xenos. The 
rules for these ships will be covered in 
Battlefleet Gothic Magazine, and their 
presence will surely be fell in BFG 
games worldwide soon after. In 
addition to these new releases, we 
here in the US will be producing a full-

link your BFG games to other games 
set in the 40K universe. (Warhammer 
40,000, Inquisitor, etc.). By 
establishing campaigns of multiple 
battles using a variety of different 
game systems, you can create highly 
rewarding, characterful games. The 
outcome of a confrontation between 
smaller forces or the actions of a few 
individuals will have dramatic effects 
on a grand scale when translated into 
your games of Battlefleet Gothic. 

Imagine, if you will, being able to 
re-enact those tense BFG boarding 
actions in a 40K game, following the 
path of the carnage as it rages through 
the ship toward the bridge. Or how 
about a galactic chase from planet to 
planet to capture a rogue heretic 



So there I was, standing idly by, 
scanning the myriad gaming 
possibilities presented before me In 
the Glen Burnie Headquarters store. I 
had just finished perusing the new 40K 
releases, when a little gem of often 
overlooked beauty caught my eye. The 
words "Battlelleet Gothic' seemed like 
an ancient and long-forgotten phrase, 
particularly after ali the hubbub over 
the great new releases that dominated 
the shelves. Gothic is a game that has 
always Intrigued me, but finding 
opponents from my gaming group 
back home was a chaUenging 
prospect. Knowing that some of the 
guys in the office were planning to 
start up new fleets, I decided to take 
the plunge, picked up the boxed game, 
and braced myself for the impact of 
something new and exciting. 

One aspect of Baltlefteet Gothic that's 
particularly appealing to me Is the 
ease with which one can integrate 
Gothic and 40K, thereby adding more 
deplh and conllnuity to the gaming 
experience. Imagine a planetary 
blockade or convoy ambush that 
would prevent the delivery of essential 
reinforcements to troops on a planet's 
surface or perhaps an assault on a 
communications Installation ceusing 
disarray in the organization 01 orbiting 
defenses. With Images 01 boarding 
actions and planet-fall missions 
dancing through my mind, I eageriy 
lore open the shrink wrap 10 review 
the contents of my latest purchase. 

CD unurun IllIlC 

The box comes wtIh the rufebootc. 
dICe, a score of assorted templates, 
and enough sprues to assemble eight 
cruisers of your own desIgn (four 
Imperial and four Chaos). Quite 
satisfied that 1 had enough to play an 
exciting game, I grabbed the rulebook, 
sat down, and began 10 digest the 
rules before assembling my fleet. At 
first , it seemed as though the boxed 
game did not afford a lot of variety In 
the types of ships that could be 
chosen. However, upon closer 
inspection, t found thai each ship class 
has its own unique combination 01 
armament and consequently its own 
role in baltle. Some ships have a more 
aggressive design and are armed wrth 
an alarming number 01 short· range 
weapons batteries to obliterate their 
foes up close OIhers adopt an 
adaptive strategy and are equipped 
with launch bays to send out smaller 
craft to intercept closing vessels whiie 
supporting their fighters from a 
distance with Iong·range weaponry. 
Aside 'rom these obviOUS archetypes. 
there is a treT:B'ndous amount of 
variety availaIM 10 the poleflllal 
Admiral, who oan pICk and choose 
his fleet freely depending on his 
tactical preferences 

I decided thai both 01 my fleets would 
be designed around 1,000 points for 
now and would be expanded atter I 
had a few games under my belt. For 
the Cllaos fleet, I decided on two Styx 
Class Cruisers to be the backbone of 
my force; I wanted to have a large 
number of fighters and bombers to 
support my cruisers, and the Styx also 
has some long·range weapons to 

_ up 1ho _lion early on In 1ho 
game_ Although they are quite 
expensive, they pack quite a punch jf 
used correctly, To support the Styx, t 
chose two Murder Class Cruisers for 
their tactical flexibility and low points 
cost. Murder Class ships have an 
Impressive firepower value tor their 
weapons batteries and some long· 
range lances to fire in conjunction with 
the Styx . so they will provide excellent 
support tor their larger cousins. 

For the Imperiailleet, I wenl for a bit 
more variety. The flagship had to be a 
Mars Class Cruiser lor one reason and 
one reason only: the Nova Cannon. 
ll"lIs devastating piece ot artillery 
would p(Qvlde excellent firepower from 
a distance and keep the Admiral out of 
range 01 the Chaos fleet's long·range 
weaponry The Mars is also equipped 
With some launch bays to counteract 
the huge amount of ordnance the Styx 
Cruisers were bound to be producing 
each tum. To su~rt the Mars, I 
chose an Overlord sheer firepower 
and two DIctators for some tactical 
1le)llbftlly. With this basic game plan In 
mind. I broke out the glue and clippers 
and set abolfl assembling the cruisers. 

Assembly of the ships was completed 
in a Single session after work and was 
remarkably easy, To aid in the 
assembly of the fleets, a 16·page 
~Geltlng Started" booklet is included to 
show you which components to add to 
the baSIC ship bodies to create specific 
ship classes These dIagrams are 
shown to the right, and ~ can sea 
the components I used lor my fleet. 
From start to finish, the assembly and 



priming of eight ships took only a 
couple 01 hours· quite a welcome 
change Irom the rong task of 
assembling an entire Warhammer 
Army! I found that painting the Gothic 
ships went as qulctdy as their 
assembly. The surfaces 01 the Chaos 
and Imperial ships are perfect for 
dtybrushing, and it takes lilile effort to 
make them look realty great. After a 
couple of whisks 01 the brush and 
some picking out 01 the fine detail, 
you're ready to play In record time. 
After my lirst game, I was totally and 
completely hooked. 

Strategically, Banlefleet Gothic is quite 
different from any other game that I've 
ever played. It forces you to think turns 

ahead In order 10 secure victory. The 
game has a 101 to offer both the 
beginning gamer and the seasoned 
veteran in terms of lac tics and 
modeling potential. After my first lew 
games, I decided to expand my forces 
by 500 poIrJis and add a Battleship 
and some escorts to each fleel. My 
current fleet lists are shown to the right 
and were built up simply by purd)aslng 
a BafUeship boxed sel and a blister 
pack 01 escorts for each fleet· at 
could be easier? Well here I am, a 
newly initiated member of the 
Battlefles! Gothic tan club, and I have 
to say, il you're looking for something 
unique, tacUcally challenging, and 
easy to get inlo, Battlefleet Gothic Is 
most definitely the game for you. 

IMPERIAL FLEIT ~ 
Emperor BllIlIuhIp (34S pIS) 

(100 pta) 
(210 p!$) 
(235 pb) 
(220plS) 
(2.2Q pis) 
(105 pIS) 

"""'''' MarsCl\lIMI 
0ve00n:I CrulSer 
DIctator CJUIMf 
DictaIOf CruIMr 
3 Swon:l Frigales 

CHAOS FlEIT 
Despoiler Battleship 

W8tlT1aS!ef 
Mil"" 01 TzeenlCh 

Slyll Cia,. Cruiser 
Slyll CIII .. Cruller 
Murdef Class Cruiae' 
Murder Clut Cl'UllMlr 
3 lOOI'lOct8" DeslJoyel5 

(1495 PTS) 

(400 pIS) 

(50~) 
(30 pis) 

(290 ptS) 
(290 pI&1 
(17'0 pta) 
(170 pte) 

(110 pta) 
(1490 PTS) 
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Banlefleet Gothic Is one of the seven 
superb games In our Specialist Games 
Range. The game covers shlp·to-shlp 
comballn Ihe Wamammer 40,000 
galaX)' and ollows players 10 command 
lleeh of mighty spaceships. In Ihls 
short banle report, we see what 
happens when an Imperlailleellakes 
on a new menace - the Necrons ••• 

We've just put the finishing touches 
on the official rules for the 

Necron ship models recently released 
by the Fanatic design team. An early 
"experimental" version of the Necron 
lIeet rules was published In Fanatic's 
bimonthly Battfeffeet Gothic Magazine 
some months ago, and feedback from 
players about these rules has allowed 
us to fine-tune the rules into the final 
version, which Is published in the 

We dacided to play a game based 
around one of the first attacks In a 
sector by a Nacron harvester fleet. As 
Codex: Necron explains. Necron 
activity has started to increase sharply 
all over the Warhammer 40,000 
galaxy, though the reason for this 
remains a mystery. All that is known for 

Jervis checks range fa the enemy. 
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DESTROY THE 
TOMBSHIP! 

A aaHlolleel Golhlc baHI. report by lorvis lohnson and Andy Hall 

Batt/ef/eet Gothic Annual. With the 
racent publication of Codex: Necrons 
for Warhammer 40,000 and the 
excitement over the new Necron 
models, particularly the Monolith, we 
thought it would be fun to do a battle 
report in White Dwarf to coincide with 
these releases and to run the Necron 
ship rules through their paces. 

One of the things we were keen to do 
in this battle report was to get away 

SETTING UP 
sure Is that Imperial planets have 
started coming under attack from 
Necron forces, which invade a 
planetary system, brush aside any 
defending Imperial forces, and then 
spirit away the citizens inhabiting the 
planets in the system. The Nacron 
fleet then vanishes as mysteriously as 
it arrived, leaving a barren and 
uninhabited planetary system In its 
wake. The process has become 
known as harvesting, and the Nacron 
fleets that do it have become known as 
Harvester fleets. 

Although Necron activity has been 
Increasing, attacks are sUIl rare, and 
there have so far been very few major 
battles between Imperial and Nacren 
Ileets. Thus, the majority of Imperial 
Navy commanders have little Idea of 
the capabilities of Necron ships, or Ihe 
best tactics to use against them. We 
decided to base our game on one of 
the first encounters between Imperial 
ships from a sector that had not 
previously been attacked by the 
Necrons and a Nacron Harvester fleet. 

There is a particularly fine story In 
Codex: Necrons describing the 
destruction of a Nacron tomb complex 
by Deathwatch Space Marines on the 
planet Berien on the eastern reaches 
of the Ultima Segmentum. The 
Deathwatch Space Marines become 
involved because of increasing 
numbers of Nacron raids in the area, 
and so we dacided that our game 
should act as a prequel to this tale, 
representing the fi rst major encounter 
between ships of the Ultima 
Segmenlum fleet and a force of 
Nacren raiders. 

from the Idea that aU games must be 
tournament style games where both 
players pick a fleet to an agreed points 
value and then line up and fight. Such 
games have their place, of course, but 
it's Just as much fun to play games that 
don't use points values and have a 
unique scenario devised by the 
players especially for the game. This 
game was to be of the latter type. 

Andy makes another 
Brace For Impact roll. 

In our scenario, a Necron lIeet heading 
towards a sparsely inhabited Imperial 
planet has been sponed In deep space 
by a small Imperial flotilla. The flotilla is 
heavily outnumbered by the Necrons. 
Instead of engaging them, the Imperial 
forces have sent out a call for 
reinforcements and then shadowed the 



IMPERIAL SHADOWING FORCE 
Shield Of Jupitsr 

Gothic Class Banlecruiser, ld 9 

Patrol Group Berrin 
Fhstorm Class Frigates)I 3, Ld 8 

Nigh/acre - Tombshlp 

Necroos while waiting for help 10 arrive. 
Fortunately, a much larger Imperial 
fleet happened to be nearby, and it is 
speeding to Intercept the Nacron lIeet 
while It Is still In the outer reaches 01 
the planetary system. The game starts 
al the point thai the Imperial 
reInforcements lurn up and attack 
the Necrons. 

As already noted, we decided not 10 
use points values for the two fleets, 
and instead simply used all of the 
Necron shIps in the Fanatic collection 
against a roughly equal number of 
shIps and escorts from Fanallc's 

IMPERIAL REINFORCEMENTS 
Hammer Of Thor 

Relribution Class BattleShip, 
ld 9 (Admiral, two re-roIls) 

Lord Berrus 
Mars Class Banlecrulser, Ld 6 

NECRON HARVESTER FLEET 

Imperial fleet. Nacron ships cost more 
points than similarly-sized imperial 
ships, which meant that the Necrons 
had more polnts than the Imperial 
side. We reasoned that the Imperial 
fleet commander would not know this 
and so would engage as soon as his 
neet was of roughly equal size to the 
Necron force . After aU , real-life 
commanders don't have the benefit of 
always lighting against opposing 
armies that they know are the same 
strength as their own army. 

The set-up for the game was dictated 
by the scenario described above. 

Trident 
Dauntless Class Ught Cruiser, ld 6 

Ret8rius Squadron 
F1resloon Class Frigates )I 3, ld 7 

301_ 

Rrst 01 all, we set up the scenery to 
represent the outer reaches 01 the 
Imperial system. In our game, the 
Necrons have Just passed a massive 
gas giani, Ignoring the Imperiat monitor 
slation that orbits ii, and are about to 
enter Ihe asteroid field that surrounds 
the system's inner planets. Next we set 
up Ihe Necron lIeet In the middle of the 
table, heading in the direction of the 
asteroid field The shadowing flotilla 
and the Imperiat reinforeements were 
set up on the two table comers behind 
the Necron force, as shown on Ihe 
map above. 
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Rather Ihan using the formal victory 
conditions from the Battlefleet Gothic 
rules, we simply gave each side a set 
of objectives and agreed to judge 
which side had done best at achieving 
these objectives at the end of the 
game. The Imperial objective was to 
protect the Imperial planets in the 
system by destroying or driving off the 
Necrons. while the Necrons needed 10 
brush aside the Imperial fleel so they 
could carry on with their harvest. 
Neither fleel could afford to suffer 
100 much damage In achieving 
their objectives. 

And with that we were ready to play. 
The battle commenced .. . 

OPENING MOVES - Turns One & Two 
Jervis rolled highest 10 see who moved 
first and immediately ordered the ships 
of the shadowing force to go All Ahead 
Full so they could join up with the 
Imperial reinforcements as quickly as 
possible. The reinforcements moved 
more slowly, so they could fire the 
nova cannon mounted on Lord Barrus 
and launch ordnance from both Lord 
Berrus and Hammer of Thor. 
Unfortunately the nova cannon shot 
fell short, but Hammer of Thor's 
torpedoes plus two squadrons of 
fighters and two squadrons of 
bombers from Lord Berrus launched to 
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streak towards the Necrons. No other 
weapons were in range al this point. 
(II's worth noting here thai Jervis had 
never played against Nectons before, 
and didn'l think it fitted the scenario to 
read up on them beforehand. This 
meant he was unaware that the 
Necrons had no fighters, so he 
included escorts for the bombers 'just 
in case.') 

Up until now, the Necroos had been 
content to Ignore the Imperial ships that 
were shadowing them, but they reacted 
quickly to the Imperial attack. One of 
the Necron Scythes accompanied by 
the Jackat escorts broke to the right. 
while the rest of the Necron fleet went 
left. The Nacron ships moved incredibly 
quickly compared to their Imperial 
counterparts, and Jervis started to look 
a little worned. His composure was 
further unsettled when very long-range 
fire by Necron particle whips destroyed 
two 01 the Fjrestorm escorts from 
Retarius Squadron. The Necron 
weapons ignore shields on a rolt of six. 
and Andy rolled two sixes on three dlcel 
Fortullalely most of the Necroo ships 
proved to be out of range, and no 
further serious damage was done at 
this stage. 

Jervis decided to leave the aUack 
craft trom Lord Barrus to tie up Ihe 
main Nacron force and to concentrate 

the rest of the Imperial fleet against 
the Scythe and Jackals, which had 
broken off to the right. If he could 
defeat them while they were on their 
own and outnumbered, then he would 
have a good chance against the rest 
of the fleet later on. To this end, the 
Impenal fleet slarted to bear towards 
the smaller Necron force. Hammer of 
Thor reloaded its emply torpedo 
tubes, and Lord Berrus started to fuel 
and arm its second wave of attack 
craft. Unfortunately Jervis rolled a 
double when checking to see if Lord 
BerNS managed to rearm its attack 
craft, so the second wave would also 
be its last. 

Jervis was much luckier with his 
shooting, however. First of all , Lord 
Barrus scored a direct hit with its nova 
cannon on the Scythe breaking 011 to 
the right. The nova cannon proceeded 
to get six points of damage on the 
Scythe. and even though the Necrons 
used the Brace For Impact rule, giving 
them a 2+ save against each point of 
damage, two points of damage were 
Inlilcted on the Necron craft. (Most 
ships in Battlefteel Gothic only get a 
4+ save when Ihey Brace For Impact. 
but the Necrons receive a 2+ save 
Instead.) To make matters worse for 
the Necrons, further aHacks from the 
long-range weapon batteries on 
Hammar of Thor and Lord Barrus 



managed to Inflict another two points 
of damage on the other Scythe class 
Necron ship! 

However, despite the damage his ships 
had suffered, Andy was clearly 
undeterred. The Scythe and the 
Jackals closed with the ships from the 
Imperial Shadowing force, while the 
remainder of the Necron fleet started to 
swing round behind the Imperial 
reinforcements. The Jackals opened 

lire on Patrol Group Berrin, taking out 
one of the Firestorms, and fire from the 
rest of the Necroo fleet knocked down 
all of the Hammer of Thor's shields and 
Inflicted two pOints of damage. 
(Although Necron ships have only a 
few weapon batteries compared 10 
comparably sized Imperial ships, their 
weapons are much more accurate 
thanks to the Necrons' sophisticated 
sensors. Therefore. Andy was typlcaUy 

rolling almost double the number of to 
hit dice that he would have done with 
an equal number of Imperial weapon 
batteries. If JervIS had been aware 01 
this fact, he would probably have 
BraC8d For Impact against the Necron 
firing on Hammer of Thor.) 

However, not everything went the 
Necrons' way. In the Ordnance phase 
of the Necron turn, the fighters and 
bombers from Lord Berrus were able 
to launch an anack run on the Scythe 
thai was coming round behind the 
Hammer 01 Thor. The Imperial Fighter 
escorts were destroyed by the 
Scythes' defensive turrets, but the two 
bomber squadrons made it through 
and inflicted another two points of 
damage on the Nacron ship, crippling 
it. This was a heavy blow to the 
Necrons, as Andy could not risk having 
the ship destroyed - so it played no 
further part In the bailie. 

THE TRAP - Turns Three & Four 
At this point, things were looking very 
good for the Imperial side. They had 
split the Necrons in two and the whole 
of the Imperial fleet was heading 
towards the smaller part of the Necron 
fleet. One Necron ship had been 
crippled, and although the Imperial 
fleet had laken some damage, none of 
it was serious. 

As things were gOing weil, JervIs 
decided to stick to his plan. The 
Imperial ships kept on closing with the 
Scythe and the Jackals. blasting them 
with as much fire as they could bring to 
bear. Unfortunately Hammer 01 Thor 
and Lord BerfUS were still too far away 
to provide much help, and all of the 
hits scored on the isolated Nacron 
ships bounced off the 2+ saving 
throws they received for being braced. 
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Still, Ihe Imperial ships were in a good 
position , closing in on an Isolaled part 
of the Necron fleet and having left the 
main Necron force well behind ... 

Or so it seemed, because Just as it 
looked like the game was In the bag for 
the Imperial fleet, the Necron Tombshlp 
and its escorts suddenly made use of 

4& DISTlay TIll to •• SIIPI 

the Necrons' special 'Inertlaless drives: 
Imperial ships add 406 em to their 
move when they go All Ahead Full, and 
they may not tum, bUI the inemaless 
drive allows Nacron ships that use All 
Ahead Full orders to add 1 06xl 0 cm (I) 
to their move and to make a tum every 
20 cm as they move (II). Andy used this 
rule to close quickly with the Imperial 

fleet (the Tombship moved 80 cmlll). 
Instead of the Imperial ships isolating 
part of the Nacron fleet, they were now 
caught in a trap between the two 
Nacron forcesl The only good news for 
Jervis was that the Nacrons shooting 
was disrupted by the special move they 
had made, and so only caused a few 
points of damage on the Imperial shIps. 
Nonetheless, both battJecruisers and 
Ihe Hammer of Thortook damage from 
the Nacron fire. II was suddenly very 
clear that the Imperial fleet was being 
outgunned and out-maneLNered, 

Jervis knew he had one last chance to 
turn Ihe tables. The Scythe that had 
not yet been crippled was still isolated 
and could be attacked by the entire 
Imperial fleet. If they could destroy II, 
there was still a chance to win the 
bailie. To this end, all of the Imperial 
ships started to bear down on the 
Scythe. Those that could locked onto 
the vessel , and bOlh Hammer of Thor 
and Lord Berrus prepared to fire 
torpedoes and launch fighter bombers, 
A veritable tornado of fire erupted 
against the Nacron ship, but none of 
the fire was able to get past the 2+ 
saving throw the Necrons received for 
being braced. Finally, the bombers of 
Lord Berrus managed to score a single 
point of damage, the only damage the 
entire Imperial fleet was able to inflict! 
This damage was just enough 10 
cripple the Nacron ship but was scant 
reward, when Jervis considered how 
much eHort had been put into 
the attack. 

Andy now prepared to make the 
Imperial fleet pay dearly for the 
damage It had done to the Necrons. 
The Tombship and the bulk of Ihe 
Nacron fleel opened up on the Imperial 



ships al close range with aU 01 their 
deadly weaponry. Shields flared and 
went down, and at the end 01 the round 
of shooting, both Lord Berrus and 
Shield of Jupiter were crippled, and 
Hammer of Thor was within two points 
01 being crippled too. It was a 
devastating blow. 

END~GAME - Turns Five & Six 
Jervis knew the game was up. and that 
the only thing to do flOW was to try and 
disengage before he lost any 01 his 
ships. Fortunately. he was In a good 
position 10 do so, and although closely 
pursued by the Nacron escorts, the 
bulk of the Imperial fleet was able to 
gel away. Both Lord Berrus and Shield 
of Jupiter managed to disengage 
almost Immediately, and although 
Hammer of Thorwas crippled before It 
got away, the mighty vessel was able 
to disengage too. Trident managed to 
escape undamaged (the only Imperial 
capital ship to do sol), but only three of 
the Firastorm escort craft managed to 
escape. the remaining three escorts 
being lost covering the retreat of the 
main fleet. 

Having driven off the tmperial fleet, the 
Necrons proceeded on their way. The 
Tombshlp had nol been damaged. The 
harvest would take place as planned ... 

It had been a thrilling and closely 
fought banle. Although the Impertal 
forces had clearly been oUlmatched, 
which Ioid in the end, Ihey had hung 
on in there for most of Ihe game and 
with a bit of tuck could have done a 101 
more damage to the Nacron fleet. As il 
was, the tuck evened oul, with Jervis 
having the luck at the start 01 the 
battle, and Andy gening the luck at the 
end. The result was that the Imperial 
fleel was forced to withdraw leaving 
the field to the enemy, and in these 
terms, the banle was clearly a 
Necron victory. 

However, when playing unbalanced 
scenarios like this one, irs not really 
about who won or Iosl the bania, but 
how well each side did under the 
circumstances. When we sat down to 
discuss Ihe game with Andy 
Chambers and Pele Haines, we came 
to the conclusion that the Imperial fleet 
had done rather well, all things 
considered. After aU, it had taken on a 
superior and previously unknown 
enemy and had still managed to 
cripple two of the enemy capital ships 
without actually losing any 01 Its own. 
Although the Imperial fleet had been 
forced 10 relreal, it had done &0 only 
once the bailie was clearly lost alld 

CONCLUSION -----------
after it had Inllicted as much damage 
as possible on the enemy. 

Most Importantly, It had disengaged 
without losing any of its capital ships. 
Because of these things. we decided 
that the Imperial fleet had done slightly 
beller than the Necron fleet. Though in 
Andy's defense, it must be saId that he 
is mora accustomed to playing against 
the Necrons than with them, and so 
the game had been a learning process 
lor him as welL 

However, questions of who won and 
lost after a game like this one are 
really moot. What was Important was 
that both players had a great time and 
had their skills lested to the utmost. 
and that the banle that unfolded on 
the tabletop contained real drama 
and excitement. As long as the 
games you play achIeve these 
thIngs , then everyone ends up 
a winner. 

You can find oul more about 
Balltelleet Gothic by visiting Ihe 
Ballielleet Gothic website at 

http ://www.battlefleetgothlc.com 

The Ballielleet Gothic game and 
Batt/ef/eet Gothic Magazine are 
available Irom good hobby shops 
everywhere. Irom your local 

Games Workshop slore, or from our 
Mail Order department. /I you have 
any questions, suggestions, or 
comments about this battle report, 
then the Fanatic team would love to 
hear from you and can be a-mailed at 
fanatIcOgames-workshop.co.uk. 



month's WlWte Dwarf 
• Bleat Crusade 

the troubted Imperium 
Mankind - Codex: Chaos 

Space Marines is upon u., 
and the future Is bleak In(lled. 

The 64-page Codex heralds 
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QUICk TI P 
Before clipping bits off the kit and 
gluing them together, the frames 
were washed in warm soapy waler. 
This cleaned off the greasy release 
agenllhal Is used 10 get the frames 
out of the metal moulds, giving a 
cleaner surface for the glue to 
bond to. 

USEFUL TIPS AND TOOLS 
Clippers are useful for removing the 
kit pieces from the frame. 

To clean up and trim any excess 
plastic, use a modeling knife and 
needle files. 

Before any pieces were glued 
together, a dry test run was done to 
ensure that all of the pieces fitted 
together properly. 

GUNS 
The gauss guns are 
one of the main 
features on the 
Monolith and are Ihe 
first Ihlngs that you 
should assemble. 

I . First, both halves of the gauss gun 
were removed Irom tne frame, before 
cleaning Ihe parts with a file (it Is easier 
to clean Ihe gun body after It has been 
glued togelher). Then glue was added to 
Ihe upper grooves of the lower half of 
Ihe gauss gun body. 

2. The top half 01 the gun body was Ihen 
attached and held until the glue had set. 
This entire assembly was tnen put to 
one side, and tne process was repeated 
for Ihe other three gauss gun bodies. 

3. Once Ihe lour gauss gun bodies were 
assembled, Ihe rough edges where bolh 
halves of the gun mel were Ihen cleaned 
up with a lite. 
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4. After cleaning the end ollhe gauss 
gun, It was attached to Ihe gun body. 
Take care to put these ends on correctly 
with the large bladed edge at Ihe bottom. 

CENTER COLUMN 
I , Boln halves of the column were 
removed from Ihe frame, before cteanlng 
the parts wi th a file (it is easier to clean 
Ihe column after it has been glued 
together). Glue was then added to the 
edges of one half of the column. 

2. The other half ol lhe column was Ihen 
attached 10 the first. Care was taken to 
align the small pins wi th the 
corresponding location points, and Ihen 
the column was held logether untillhe 
polystyrene glue had sel. 

4. The hole within the column also 
needed a small amount 01 cleaning 10 
allow it to attach neatly to Ihe base. 

S. The neKt stage was to attach Ihe 
column to the Monolith base plalform 
witn polystyrene cement. Care was 
taken to align the ridges on the side of 
the column with the ridges on the base 
ollhe Monolith. 



SIDES OF THE MONOUTH 
This next stage was completed a linle 
differently from the sequence described 
in the vlsuallnstl\Jctlons on the side of 
the box, as the upper spines would not 
be attached to the Monolith until stage 3, 
They were fitted early as It makes 
assembling the main body 01 the 
Monolith much easier. 

1. First the upper spine and side of the 
Monolith were removed from the frame 
and cleaned up; polystyrene glue was 
then added to key points on tha upper 
spine (mar1<ed In red) . 

2. The upper spines were then attached 
10 the side sectioo of the Monolith and 
held In place until the glue had set. 
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At this point the gauss guns, base 
secllon, upper spines, and the Inner gun 
sockets of ali the side panels of the 
Monolith where the gauss guns are 
placed were sprayed with a Chaos Black 
spray. The reason lor this step Is that 
these areas are tricky or Impossible to 
paint when the Monolith is assembled. 

3. Before any paint was applied, the 
area where the gauss guns would be 
placed was cleaned with a file, as this 
area would not be accessible laler. 

BASIC CONSTlUCTION 
With a collection of assembled parts 
undercoaled , 1I was lime to start putting 
together the basic shape of the Monolith. 

I . With the base seclloo assembled and 
undercoated, glue was added 10 key 
areas of the base. 

2. The side section was then attached to 
the base and held In place until the glue 
had set. 

3. Glue was then added to key points on 
the top plate of the Monolith that had 
been trimmed and cleaned earlier. 

4. The upper spines of the side section 
that had been attached to the base were 
used as guides to align and attach the 
top plate 10 the central column . The top 
plate was then held in place until the 
glue had set. 

IMPORTANT BIT 
When the top plate 01 the Monolith 
was attached , care was taken to 
aUgn the top plate correctly with the 
small locating point to which the rear 
panel of the Monolith attaches 
pointing directly towards the back of 
the Monolith. 

The model was then put to one side 
and left to dry for an hour, to ensure 
that the top plate and column were 
firmly attached and Ihe glue had set. 



S. With the top plate firmly attached, the 
next step was to secure the sides to it. 
The spines at the top of the side panel 
were gentty pulled away from Ihe top 
plale, allowing access to the points 
where glue needed to be carelully 
applied (marked In red), 

The same technique was applied to both 
sides, after which they were held in 
place with elastic bands unli1 the 
polystyrene glue had sel. 

ATTACHING THE BACK AND FRONT PANELS 
With both ollhe side panels now firmly 
attached, lhe next stage was to attach 
the back and then the lronl panels 01 
the Monolith. 

1. The next stage was 10 apply 
polystyrene glue carefully to key areas 
on both the back panel and the base 
section (areas marked In red ooly), 

IMPORTANT BIT 
Before attempting to attach the front 
or back sectloo to the Monolith, the 
gauss guns were carefully placed, 
one Into each of the gun sockets (no 
glue was used to allow the guns 10 
move freely when the Monolith 
was complete). 

2. The rear panel was then attached to 
the body 01 the Monolith and secured in 
place with elastic bands. 

IMPORTANT BIT AGAIN 
Before attempting to attach the front 
panel, the small set 01 steps (after il 
was removed from the frame and 
cleaned up) was carefully positioned 
with the small pins on the sleps 
aligning with the two grooves on the 
base section. No glue was used to 
allow the steps free movement when 
the Monolith's constf\lCtlon was 
complete. 

3. The next stage was to apply 
polystyrene glue carefully to key areas 
on both the front panel and the base 
section (areas marked In red ooly). 
Again no glue was applied to the areas 
around the gun sockets or the steps. 

•. The lront panel was then attached 
and held securely with elastic bands. 
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FINISHING THE BASIC CONSTRUCTION 
1. The comer secllons were carefully 
removed from the frame and cleaned up: 
polystyrene glue was then applied to key 
areas (marked In red). 

2. The comer sactlons were then 
attached to the upper section of the 
Monolith with more glue. 

3. With the main construction now 
complete. eny rough edges and small 
emounts of e)(cess glue were carefully 
filed off. 

QUICK TIP 
This next stage was completed a 
little differently from the sequence 
described In the Instructions on the 
side of the bo)(, as the power 
coupling that will eventually hold the 
power crystal Is normally attached In 
stage 1. 

The top plate of the Monolith has a 
small pin which, when combined with 
anyone of the four holes on the 
underside of the power coupling, will 
help position It correctty. However, to 
make painting It easler, the power 
coupling was left separate at 
this stage. 
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4. The large spine was then removed 
from the frame and cleaned up. 
Polystyrene glue was then applied to 
key areas on both the spine and the rear 
section of the Monolith (marked In red). 

VlRY IMPORTANT BIT 
A point thai can', be stressed enough 
is that the transparent green plastic 
components should am be glued In 
place until ~ the model has been 
painted and vamlshed, to avoid 
dulling the plastic. White (PVA) glue 
should be used to attach the green 
components 10 the Monolith. White 
glue was used Instead 01 polystyrene 
glue to ensure that. even il some glue 
gets on the plastic, it woo't blemish It. 

S. The spine was then carefully attached 
to the Monolith. 

6. After the door was removed from the 
frame ar'ld cleaned, It was not attached 
to the Monolith: Instead it was put to one 
side and painted separately to allow it to 
slide between closed and 
open positions when the Monolith 
was finished. 



TRANSfERS 
The Necron transfer sheet provides a 
simple method of adding elCcelient 
details to your Monolith once it has 
been painted. 

l. A large Necron Icon was seiected and 
removed from the transler sheet with 
scissors. 

2. The selected icon was then 
submerged In warm water for a second 
and then put to one side for around 30 
seconds to allow the water to soak into 
the backing paper and release the thin 
film holding the Icon to the paper. 

3. The transfer was held In piace by the 
backing paper and carefully positioned. 
The IiIm was then allowed to slide from 
the backing paper, and the transfer was 
gently guided into its final posillon with a 
damp brush. 

THE GREEN BITS 
Once the Monolith had been painted and 
varnished. all that remained was to add 
all of the green plastic components to 
finish off the model. 

1. After painting a small amount of white 
glue around the frame of the door, the 
green portal was attached with the 
swirling ridges facing outwards. 

2. Four small drops of PYA were applied 
to the rear panel of the Monolith, after 
which the small round piece of green 
plastic was attached, again with the 
swirling ridges facing outwards. 

QUICK TIP 
To make inserting the rods easier 
and to avoid damaging the finished 
palntwor!(, the small pegs on either 
end of each green rod (both large 
and small) were carefuny removed 
with a pair of clippers. 

3. Next, white glue was carefully painted 
Into the bottom of each 01 the empty 
slots where the green rods would 
eventually be placed. 

4. The larger green rods were placed 
into the side panels of the Monolith. The 
smaller green rods were then placed Into 
the triple·barreled gauss guns and also 
into the comer sections. 

, 
~ ' 1 

.". 
I' 

QUICK TIP 
The green plastic components 
have been carefully posltioned on 
the frame so that they do nol 
require any cleaning if carefully 
removed, Any cleaning with a file 
will duilihe plastic. 

S, The two halves of the crystal were 
carefully removed from the frame, White 
glue was painted along the joining edge 
of one half of the crystal. 

You can take a closer look at Paul's 
Monolith and his Necron army 
by visiting: 

wwwgames·worwshop.com/Wdfrlegazinelnecrons 
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It's been a hectic summer (or 
Warhammer 40,000 Overt/end 
Andy Chambers - aside (rom 

his usual 40K worktoad, 
he's been jarring off 

across the world 
guesfing af Games 

Days and gaming 
conventions. "'s a hard lifel BY ANDY CHAMBERS 

Greetings CltiJens and welcome to this month's Chapter Approved, IMJr regular (olumn 
for Warhamm ... 40,000. this month, _ have something roth ... molar to Import, namel, 
a look at a set ot trial Assault ",181 we'" been playing around with, 

TRIAL ASSAULT RULES 

We released the third, and latest, edition of Warhammer 40,000 nearly 4 years ago, and since then, hordes of 
enthusiastic gamers have played countless battles all around the workt. We never stop developing and Improving our 
rules and eagerly listen to feedback from our gamers, Incorporating these Into oor own Ideas. A large part of the 

Warhammer 40,000 experience Is Ihe Assault phase, and the 40K Games Development team has been discussing Assautts and 
coming up with a great set of trial rules, prlmarlly aimed at veteran gamers and tournament players, These rutes aren't 
radically different from those In your rulebook, but we feel they sort out some of the muddler and more difficult areas of 
assaulting and provide a system Ihat flows more smoothly. 

A couple of obvious questions spring to mind though, so let's go through Ihose now: 

• How does this aftec1 the cUlTent rules? The rules, as published in the Warhammer 40,000 rulebook, are the official rules and 
thue new trial rules don't atler thal As long as your opponent agrees, you can happily tty out these trial NIH though. 

• Whk:h rules will tournament players use? To find out which system of rules will be used In a ll aspects of the game, consult 
your tournament packs or contact your tournament organizer - all toumamenta will use different crtteria. 

THE ASSAULT PHASE 

White firepower may be enough to drlve 
an enemy back Irom open ground or 
lightly held positioos, shifting a 
determined loe lrom a fortified bunker or 
ruined settlement will need 
sterner measures. 

The term Assault covers all seven steps 
summarlzed below: 

1. Declare Charges. Announce which 01 
your units Intend to charge. 

2. Move Charging Units. Move units 
that are charging. 

3, Fight Close Combat. Troops light In 
close combat. Through ten Initiative 
sleps. models roll 10 hli and to wound, 
and then saving throws are made. 

4, Determine Asnult Results. Total up 
wounds Inlilcted. The side that 
inflicted the most wounds In each 
combat Is the winner. 

5. Loser Checks Morale. The loser has 
10 pass a Laadershlp test or lall back. 
If the loser falls the test, go to step 7. 

6. Pile In. " units are stIli locked In dose 
combat then any unengaged models 
must move up to S" towards lhe 
enemy to continue lhe fight next tum. 

7. Losers Break Ott, and Wlnnara 
Consolldete. Unlts failing back from 
close combat must tast to see If they 
successfully break off; the winners 
may try 10 keep them In combat, 
engage a new loe, or reorder 
Ihelr ranks. 
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I. DECLARE CHARGES 

In his own Assault phase, a player can 
declare a charge with any of his units 
that are within Assault range of an 
enemy unlt and not already In close 
combat. Assault range Is typically 6" bul 
some units can assault 9" , 12", or more. 
These special troops are designated as 
such In the unit's special rules. The unit 
may charge any enemy unit that can be 
contacted by at least one 01 its models 
making an Assault move Ihal avoids any 
obstructions such as Impassable terrain 
or other enemy units that you do not 
wish to contact. 

A unllthat fired In the Shooling phase of 
the current tum may ooly declare a 
charge against the unit It shot at. A unit 
that remained stationary In the 
Movement phase In order to lire heavy 
weapons or fire twice wllh pistols or 
rapid fire weapons may not charge at ItII 
In the Assault phase. 

A unit may charge multiple enemy units 
but only ilthe charging unit can reach 
them all without losing unit coherency. 
Select one unit as the primary target and 
move to engage thai 008 first as 
detailed below. If the unit fired In the 
Shooling phase, il must start its charge 
by engaging the unit II shol al first. 

Exception: Models such as Terminators, 
Bikes, Dreadnoughts, and Walkers that 
always count as staUonary when firing 
do not have to charge the same un!! 
they shot at. 

De.'9M,'1i Note: The change to havmg 
to charge the target you shot in the 
ShooMg phBse Is an Important one -
the old assault unil tncks of hitting one 
unlr with rangBd anacks and then 
charging a different enemy can no 
longer be used (unless you can reach 
both, of coulSe). This change helps 
bring assault units more in line with 
firepower·based ones fn that they can 
attack only one enemy unit in thefr tum. 
Eltceptlons to thIs generalization are 
units such 8S HOlmagaunts, which are 
both very lasl and very numerous, as 
these may be able to engage sevSfllI 
enemy unfts at once. effecttvely 
swamping the enemy defense. Also note 
that a unit doesn', have to charge the 
nearest enemy unit, although It can b6 
diffICult to bypass one unit to reach 
anoth8r, as we 'll see Idter. 

2. MOVE CHARGING UNITS 

Charging units may now move into close 
combat with the unit (or units) they have 
declared a charge against. Once a 
model Is In ba&&-IO-base contact with an 
enemy model it Is said to be ENGAGED 
(as In engaged in combat). The unit thai 
the models belOng to are then said to be 
LOCKED (as In locked In close combat). 
Move all the models in each charging 
unit before moving on to the next unit. 
The charging player decides the 
sequence In which his units will move 
All the models in 8 charging unit make 
an aJ(ffS 6" move In e)(actly the same 
way as If moving in the Movement 
phase, Note that some units may be 



Diagram I . 

Assaulting unit may charge 
Closest model moves in first. 

able to charge further than this. These 
spec/al units are noted in their army lisl. 

Start the charge by moving a single 
modellrom the charging unit. The model 
must be the one nearest the e{lemy 
being charged. Move the model Into 
contact with the nearest enemy model In 
the unit being charged. This Is the start 
point of the close combat. Next, move 
each model In the charging unit In tum 
up 10 6" towards the unit or units It Is 
charging. Remember that If the enemy Is 
1'101 within 6" ot at least one model, the 
charge does not happen. See 
Diagram I . 

Atter the tirst model In Ihe unit has been 
moved, you can move the others in any 
sequence you desIre. There are some 
constraints on theIr movement though. 
The mosllmportant one is Ihat each 
model muSI end its charge move In 
coherency with another model from Its 
unit that has already moved. See 
Diagram 2. 

If possible. the model must conlact an 
enemy model that Is nol already 
engaged. II there are no unengaged 
models in reach. then you must contact 
an enemy model that Is already engaged 
with one or more friendly models. If you 
cannOI reach any enemy models, you 
must try 10 move Within 2" of one of your 
own models that is engaged with an 
enemy model. If this Is Impossible. then 
the charging model must just obey the 
main rule and move to wilhln 2" of a 
membar of Jls own unit thai has already 
moved. See Diagram 3. 

II you follow this sequence, you will end 
up wilh aU the models 11'1 Ihe charging 
unit In 2" unit coherency distance of one 
another, having engaged as many 
enemy models as possible with as many 

D/agram2. 

Partway rhrough charge - all moves 
must end in coherency w,th a model/hal 
has already mOVed. Model 2 must 
charge the unengaged model. bul model 
3 cannot reach an unengaged model so 
;oms model 1 Instead. 

chargers as possible. 

In all cases, models mey not move 
through friendly or enemy models and 
may not pass through gaps narrower 
than their base diameter. You may not 
move models within ' " of enemy models 
they are not charging. See Diagram 4. 

Diagram 3. 

ModelS cannot COlltact an enemy and 
SO moves infO a supporTing posltton. 

Terrain Effects 
Models assaulting Into. oul of, or through 
difficult terrain will be slowed down In 
the same manner as models moving 
through such terrain In the Movement 
phase. Roll 206 and pick the highest to 
see how far the models can move. It 
Ihelr move Is Insufficient to reach the 
target unit, then Ihe charge does nOI 
proceed, and no close combat ensues. 
The models are not moved , and It is 
assumed thai they simply did not have 
time to scramble through the difficult 
terrain or thought better of it due to their 
poor progress. 

Dldn'1 Make h? 
Enemy units thal l'iaV9 been charged but 
have not been contacted are not 
considered to be locked and are not 
Involved In Ihe combal ln any way. 

Dealgn.r'. No t.: The rules for charging 
have been tlgMensd up considerably fat 
the sake of clarity. During the Initial 
charge. the 6ttackers 6/'9 subject to the 
normal Movement roles with the 
exception that they can now move withl~ 
, . of the enemy In order to fight them In 
close comba!. "'s possible to set Up 
units to block the path of a charge. 
however, since models may st/II not 
move through each other. TIght terrain 
can also mean that initial charges 
become ·choked.· However, if the 
combat continues. it Is assumed 10 
sprawl our 6S detailed lal8(. Note mat 
difficult terrain is handled differently than 
it Is in the Movement phase - this way 
we save lots of pointless Assault moves 
that won't rssult In combats occurring. 

Diagram 4. 
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The enemy models are slreaay 
engaged. Models 1 & 2 cannot make 
lhe move shown. because they come 
WIthin t ' of an 9nemy they are no1 
charging or pass through 100 small a 
gap. Model 3 can move as shown 
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3. FIGHTING A CLOSE COMBAT 

How effective creatures are in close 
combat depends almost entirely on their 
physical characteristics - in other words 
how fast, strong, tough. and ferocious 
they ere. Armor remains useful lor 
warding off blows and shots, but ranged 
weaponry becomes a secondary 
consideration - the best gun In the 
galaxy won't help if your opponent Is 
bashing your brains oul with a rockl 

In close combat, both players' models 
fight. How many blows are struck and 
who strikes first Is discussed below. The 
rules are written assuming that there Is 
only a single close combat occurring In 
the tum. Of course, there may be 
several separate assaults being fought 
simultaneously In different parts of the 
battlefield. If this Is the case, the player 
whose lum II Is can choose what order 
to fight the combats in; complete steps 
3-7 lor each combat before moving on to 
the next. 

Who Can Fight? 
Close combat Is a swirling millee of 
lighters leaping forward, spinning, 
hacking, and slashing at one another. As 
well as fighting hand-Io-hand, warriors 
will be firing al point blank range at any 
target that presents itself. 

Models in base-to-base contact with the 
enemy will light with their full number of 

51 CIIAPTII "P.IVlD 

Blood Claws react quickly to a Dark EkJar incursion. 

Attacks and count the benefits of any 
special close combat attack forms they 
may have. All models that are within 2" 
of a friendly model that Is engaged In 
combat will take part in the fighting as 
well , not Just those in base contact. 
These models only get a single Attack 
though, regardless of the number 01 
Attacks on their profile. and get no 
benefit from any special close combat 
attack forms they may have. Such 
models are referred to as supporting 
models. See Diagram 5. 

Diagram 5. 

Models in base contact 
fight with their full number 01 Attacks. 
The model supporting in 2 " makes 8 
single Attack snd msy not USB special 
Close combat snacks. 

WHO STRIKES FIRST? 
Troops who are defending cover have a 
massive advantage in an assault They 
can lire from their hiding place at their 
approaching enemies and then smite 
them down as they struggle to get to 
grips with their hidden foe. Irs all In the 
reflexes when it comes to combat In the 
open; slow lumbering opponents can be 
quickly dispatched by a faster and more 
agile foe . Unfortunately, lumbering 
opponents, such as Orks, are lough 
enough to withstand a vicious 
pummeling and come back for more. 

In close combat. models defending In or 
behind cover will strike allnitialive 10. 
Resolve aU their attacks, and remove 
any casualties before moving on to the 
rest of the models. Fighting for the 
remainder is resolved according to the 
Inillative value of the models. Models 
with the highest Initiative attack first , 
then the next highest, and so on. 

Work your way down the Initiative 
scores In each separate combat until 
everyone has fought (assuming they 
haven't already been killed by a model 
In cover or with a higher Initiative). If 
both sides have models with the same 
Inillative, attacks are made 
simultaneously. Note: Some units' rules 
specify that they strike "firsl" or 4asl" In 
close combat - i.e .. wlth Initiative 10 
(first) or Initiative 1 (last). 



COVER 
Models In or behind cover normally fight 
in close combat with Initiative 10. This 
represents Ihe advantage of cover; their 
attacks include nOl only close fighting 
but also shots against Ina enemy as 
they charge In. Apart from this, cover 
does nol affect hits or anything else in 
an assault. After tho first round of closa 
combat, lighting is assumed 10 have 
swept Into Ihe cover, and so II gives no 
further advantage to models in II. Note 
thai cover advantage applies only to 
models In cover that are being charged. 
Some units count as being in cover all 
the Ume because 01 psychic abilities or 
weird force fields - these are of no 
benefit jf the unit charges. 

Sometimes a unit will count as being In 
cover only if it Is assaulted from a 
specific direction . For example, a Space 
Marine squad behind some all drums is 
In cover if assaulted over the all df\Jrns 
but not il assaulted Iro(l'l the rear: If a 
direct line, drawn before assaulting 
troops ere moved, from any 01 the 
assaulting models to the closest enemy 
model passes through Ine cover, \hen II 
is assumed to be enough of an 
obstruction to count. 

DesIgner'. No,. : The Cover rufss 8f8 
Intended to make It hard to dislodge 
defending units without a roncertrKi 
effort. Grenades can help to mitigate the 
advantage of rover. as they can force 
(ha enamy under rover during the 
vulnarable charge, Units with special 
abilities thaI ronfer ~rontinuous rover" 
do not benefit from these advantages 
when charging, as they have to move up 
to close quarters where their 
roncealment is less effective. 

ATTACKS 
Attacks In close combat work like shots 
In shooting - each attack that hils has a 
chance 10 wound; the wounded model 
gets a chance to save: and illl falls, It 
Is (generally) removed as a casualty. 
Each model In base·to·basa conlact 
with an enemy model strikas with tha 
number 01 Attacks (A) on lIS 
characteristics profile. In addition, Ihe 
following bonus Attacks apply. 

+1 Two Weapons. Models In base·to­
base contact that have an additional 
close combat weapon or a pistol In each 
hand have an e)(\ra +1 Attack. Models 
with more than two weapons gain no 
additional benefit - you only gel one 
extra Attack regardless of whether you 
have two or more close 
combat weapons. 

+1 Cherge. Models In base·to-base 
contacl who launched the close assault 
thet tum (i.a., charged) gel +t Attack on 
their normal profile for that tum, but only 
II they did not fire In the Shooting phase. 
Models balonglng to units that fired In 
the Shooting phase do not recaive the 
charge bonus. 

TO HIT (HART 
OPl'ONENT'S WEAPON SKill 

2 3 4 5 

4+ 4+ 5+ 5+ 5+ 

:::t 2 3+ 4+ 4+ 4+ 5+ 
;0 

3 3+ 3+ 4+ 4+ 4+ ~ 

z 
0 4 3+ 3+ 3+ 4+ 4+ 
L 

i 5 3+ 3+ 3+ 3+ 4+ 

'" 6 3. 3. 3+ 3+ 3+ .. 
1:1 7 3+ 3+ 3+ 3+ 3+ u 

5 8 3+ 3+ 3+ 3+ 3+ 

9 3. 3+ 3+ 3+ 3+ 

10 3+ 3+ 3+ 3. 3+ 

Exception: Models such as Terminators, 
BIkes, Dreadnoughts, and Walkers that 
always count 8S stationary when firing 
always receive the charge borus 
whether or not they fired befora ante ring 
close combat. 

Models not touching an enemy, but 
within 2- of a model from their own unit 
that Is touching an enemy, may make 
one Attack regardless of their prolile, 
armament, or whether they chargad. 

Designer's Note: This Is another 
Important change. Under the previous 
rules, there was seldom any good 
reason not to charge into close rornbat 
in order to get the bonus Attack for 
charging (do it to them before they do II 
to you). This change means that troops 
well armed with guns may be more 
inclined to stand their ground and shoot, 
leading to more short-ranged "firefights.· 
Units using flamers and other short· 
ranged weapons must weigh up the 
benefits of shooting over getting an extra 
Attack in close combat. 

Roiling to Hit 
To determine whether hits are scored. 
roli a OS for each Attack a model has. 
The dice roll needed to score a hit on 
your enemies depends on the relative 
Weapon SkUts (WS) of the attackers and 
their foes. Compare tha Weapon Skill of 
the attackers with the Weapon Sklll or 
theIr opponents and consult the To Hit 
chart above to find the minimum score 
needed on a D6 to hit. 

Example: A unit of five Space Marines 
fighting five Eldar would roll 506 for their 
attacks. If they were chargIng and did 
not shoot in the Shooting phase, they 
would (01/1006 (1 Attack + 1 each 
for charging). 

Attacks should bt:! rolled together where 
the same roll to hit Is needed - this 
approaCh saves time and speeds up the 

6 7 8 9 10 

5+ 5+ 5+ 5+ 5+ 

5+ 5+ 5+ 5+ 5+ 

4+ 5+ 5+ 5+ 5. 

4+ 4+ 4. 5. 5+ 

4. 4+ 4. 4. 4+ 

4+ 4+ 4+ 4+ 4+ 

3+ 4+ 4+ 4+ 4+ 

3+ 3+ 4+ 4+ 4+ 

3+ 3+ 3+ 4. 4+ 

3+ 3+ 3+ 3+ 4+ 

game when you've got several big close 
combats going on at once. In the 
example above. the Space Marine 
player would rolf his ten 
Attacks together. 

Httting Unite wnh 
DHferent Weapon Skills 
Many unhs In Wamamrner 40.000 
contain models with different levels of 
Weapon Skill. Attacks against a unit are 
I'9SOlved using the Weapon S~iII of the 
majority type in the unit. For example, if 
a mob 01 20 Grots (WS2) is led by an 
Ork Siever (WS4), while the Grots are in 
the majority, then Attacks against the 
unit are resolved using their WS of 2 -
however skilled the Slaver Is, he can't 
prevent the Grots ge«lng hliin the first 
place. If there is no majority Weapon 
Skill type, use the lowest Weapon SIUIl 
In the unit. 

When models attack, calculate theIr own 
To Hit numbers based on their own 
Weapon Skill. If the Grots and Slaver hll 
back at their enemies, the Grots' To Hit 
number will be based on a comparison 
01 WS2 wlth the enemy WS, the Slaver's 
on a comparison of WS4 wllh the 
enemy WS. 

Allocating Attacks 
We simply assume that the warrior Is 
contributing his shots and blows 10 the 
swirling combat going on. This means 
we don't have to worry about whether 
Individual models strike their respective 
opponents In base contact. When a unit 
Inflicts hils, they may only affect enemy 
models that ere engaged with the unit or 
supporting a model that Is in contact 
with tha unit. These are the only 
enemies able to strike back at the unit, 
so It Is reasonable that these are Iha 
only onBS who can be hurt. II alilhe 
enemy models In the 2" -Danger Zone" 
are slain, then any excess wounds are 
lost. See Diagram 6. 
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Remember that attacks are resolved In 
Initiative order, so it's possible thet all of 
the available enemies may be slain 
before some models get to strike. See 
Diagram 7. 

Diagram 7 

The attacKers kill four enemy with their 
AttaCks, but only thffN1 erremiBs are In 

the Danger Zone - the fourtfl 1<11/15 IostJ 

WOUNDS 
Rolling to Wound 
Not all of the attacks that hit will harm 
the enemy. They may be deflected by 
equipment. may be parried at the last 
moment. or may merely inflict a graze or 
/lesh wound. Once you have scored a hit 
with an attack, you must roll again to see 
1/ you score a wound and incapacitate 
your foe. 

The procedure is the same as for 
shooting . Consult the chart, 
cross·referenclng the attacker's Strength 
charaCleristlc (5) with the defender's 
Toughness (T), The chart Indicates the 
minimum OS roU required to Inflict 
a wound. 

Example: A Space MMne (Strength 4) 
hits a Daric Eldar (Toughness 3). 
Refem'ng to the To Wound chart, we find 
that the Space Marine requires a 3 or 
more on a DB 10 Wound, 
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TO WOUND (HART 
TOUGHNESS 

2 3 4 

4+ 5. 6+ 6. 

2 3. 4. 5. 6. 

3 2. 3+ 4+ 5+ 

4 2. 2+ 3+ 4+ 

~ 5 2+ 2+ 2+ 3+ z 
~ 

6 2+ ~ 2. 2. 2. 

7 2. 2. 2. 2. 

8 2. 2. 2+ 2. 

9 2+ 2. 2+ 2+ 

10 2+ 2. 2. 2. 

What Strength to Use 
In almost all cases, when roiling to 
wound In close combat use the 
Strength on the attacker's profile, 
regardless of what gun they are using. 
Some (but not all) close combat 
weapons may give Ihe attacker a 
Strength bonus. For a unit containing 
different Strength models, roll their 
attacks separately (they' ll quite often 
have different Initiative characteristics 
(00). For example, in a unit of Gretchln 
with an Ork Slaver, the Grots' attacks 
are made with their puny Strength of 2, 
but the Siaver's attacks use his more 
macho Strength of 3. 

DIHerent Toughness Vatues 
If the unit being attacked contains 
models wilh different Toughness 
characteristics, then tha hits are 
converted 10 wounds using the majority 
Toughness In the unit. If there Is an 
equal number of models with different 
Toughness characterlsllcs, the owning 
player chooses which Toughness Is 
used. To continue the example above, 
The unit 01 Grots (T2) with Ork Slaver 
(T4) will suffer rolls to wound using th,e 
Grots' meager Toughness as long as 
they are In the majority. Once again 
remember that this majority Is figured "'t 
each Initiative step. So, lor example, If 
the Grot unit was whittled down to a 
single Grot and the Slaver, the attacks 
at the ne)(t Inillative slep could be 
resolved at the Toughness of the Slaver 
at the option of the owning player - all 
in aU a smart move. 

DesIgner 's Note: The majority 
Toughness of the unit Is used to 
prevent the combat bogging down into 
allocaring Individual attacks against 
different models and having to make 
separato to wound rolls. There are a 
'ow units With differing Toughness 
values, and this rule prevttnts weaker 

5 

N 

5+ 

6+ 

5+ 

4. 

3. 

2. 

2. 

2. 

2. 

6 7 8 9 '0 

N N N N N 

N N N N N 

6+ N N N N 

6+ 6+ N N N 

5. 6+ 6+ N N 

4+ 5. 6+ 6+ N 

3+ 4. 5+ 6+ 6. 

2. 3. 4. 5+ 6. 

2. 2+ 3. 4. 5+ 

2. 2+ 2. 3+ 4+ 

models ·hidlng behind" the nigher 
Toughness of an anomalous individual. 

ARMOR SAVES 
Models struck and wounded in close 
combat can attempt an Armor Save to 
avoid becoming casualties. Models 
usually get to save regardless of the 
attacker's Strength, but some especially 
fJ1onstrous creatures and powerful close 
combat weapons will punch straight 
through armor:-

Note that cover provides no e)(lra 
protecllon In close combat as It does 
against shooting. Remember that 
invulnerable models are allowed 10 
make Invulnerable Save throws even 
where Armor Saves would not normally 
be allowed. lithe rules for a weapon or 
attack state that no Armor Save is 
allowed, then only an Invulnerable Save 
may be made. 

SUFFERING WOUNDS AND 
REMOVING CASUALTIES 
When a unit Inflicts wounds. it may only 
affect enemy models In contact with it 
or within 2" of a model In contact with it. 
This range Is effectively the Danger 
Zone from which all casuallies will be 
drawn. Aside from this rest~ction . the 
player suffering the casualties is free to 
choose which models die from those In 
the unit. 

Allocate wounds to one model at a time. 
Each model can absorb wounds equal 10 
its Wound characteristic. Keep allocating 
wounds 10 a model until it Is dead or all 
the wounds have been allocated. VY'hen 
a model dies and there are stUl wounds 
to be Inflicted, pick another model and 
repeat the sequence unlil all possIble 
casualtles have been suffered or the 
wounds Inntcted have all been allocated, 
Casualties should be removed In such a 



way that the unit maintains coherency 
wt)erever possible. This represents the 
way that a unit can be whittled down to 
a tight knot In close combat. 

It Is possible that casualties may exceed 
the number 01 models In the Danger 
Zone, in which case, the surplus hits are 
discarded. The calculation 01 whkll 
models are In lhe 2- Danger Zone Is 
made allhe start 01 Step 2 (Aght close 
combat) and Is not affec1ed by 
casualties. II a model started a combat 
In contact With an enemy model that Is 
killed, it will be treated es a model 
engaged In combat until the end of the 
Assault phase. 

I! a model becomes a casualty before he 
has an opportunity to attack, then he 
may not strike back. When striking blows 
simultaneously, you may find JI more 
convenient to resolve one side's attacks 
and simply tie wounded models on their 
side to remind you thaI Ihey are yet to 
attack back. 

Multlpht-Wound Creatures 
As noted prevlously, when attacking 
multipl&-Wound creatures, remove whole 
f'odels as casualties wherever possible. 

Different Armor Saves 
I! the unit being attacked contains 
models wlth dlfferenl Armor Saves, the 
same procedure Is uslKl as lor 
shooting at mixed armor units. The 
opposing player rolls to hit and to 
wound for whichever unit he Is 
attacking with as nonnal. However, 
when the defending player makes 

Annor Saves, he uses the best saves 
as long as the models wearing that 
type 01 annor are in the majority (i.e., 
they outnumber models with worse 
Saves In the unll). Any casualties that 
are removed after saving throws have 
been taken must come lrom amongst 
the most hea\ltly armored models first 
(I.e., Ihe ones with the best Armor 
Saves take Ihe hits) .. 

If heavier armored models are In. the 
minority, use the worst Armor Saves 
and take the casuattles from the lightly 
armored models IlrsL II there are more 
hits than the majority type, distribute 
them so that aU go on the malority 
type before hitting minority models. In 
each case, the dil1erent!y armored 
models get to use their own Armor 
Saves If they are hit. If there Is no 
Save type in Ihe majority, the owning 
playe! gets to decide which group gels 
hit Ilrst. 

En mple: A squad of Black Templars 
Space Marines Includes four Initlatlls 
(Sv3+) 8I1d sIx NeopIIytes (Sv4+) and Is 
inside the enemy's 2' Da~r ZOOfI. The 
squad suffers 9ight wounds In close 
combat. Them a(8 six models In the unit 
with a Save of 4+. so six Armor Save 
rolls are attempted - four fall and four of 
the Neophytes are removed as 
casualties. The remaining two hits spill 
over onto the Initiates and are saved 
with their 3+ Armor Save. 

More Attacks Than Models 
If the unit has Ihe misfortune to suffer 

more wounds than It has models In Ihe 
Danger Zone then the remaining 
wounds are "lapped round" and start 
hitting the majority type again. For 
example, lithe Blael< Temptars had 
suffered fourteen wounds, slx would go 
on the Neophytes as they are in the 
ma.;crity, four on the Initiates, and then 
the remaInIng four wounds would be 
reaotved on the Neophytes. As with all 
attacks, the results 01 each Initiative step 
are reSOlved belore moving on to the 
next.. Thus, the majority type 01 armor for 
the unit coutd change through the phase 
as casuailies occur. For example. ff the 
squad above had now been reduced to 
two Inltialas and two Neophytes 11 
suffers more wounds In the next 
Inltlallve step, then these wounds could 
go to Ihe Inltlates or the Neophytes first 
at the option of lhe owning player. 

Invulnerable Saves 
A model may only elect to use its 
Invulnerable Save each time It Is 
allocated a wound under the majority 
rules gIven above. 

o..lgn"," Nor.: This last obscure 
rsfertHlC6 is 10' prevtmt IndMduaJ models 
WIth storm shields, rone armor; etc. 
taking a disproporrionar(l amount of the 
damage dunng closs combat, by 
claiming that they can break the majority 
rules (J(" other weirdness. 

An Ork Nob squares off W/tI! 8 Necron Lord In /fl. depths of II tomb world. 
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SPECIAL CLOSE COMBAT ATTACKS 
EVil" though hlgh·~r.d la .. ,. and 
pla.ma weapon. lCour the banlell.lds of 
the 41 11 millennium, elo .. combat 
ntmalnl commonpt.c, - Ileg • • , city 
IlghUng, boarding actionl, and tunne, 
warf,,.. IAI noted mora lor the ferocity of 
the lighting thIn any strategic nUlncH. 
Seaso"ed warriors alwlya be" I dHdly 
' "Iy of club •• Imivn. frag grenade., and 
bliyoneta lor close-quarter lighting. 

Assault trooPS wtI be even more funv 
equipped, tII~ pistols. SWQfds. end BXIII! 
into bettle with them Molt deadly 01 all Ire 
the ~ wea~ Ihal are atlitattMld In 
disruptIVe _"&Jgy fields 01 crackling blue 
tlBl&-flr. Power weapons splinter ceramlls 
armor pial .. , mall pI .. leelll1 thl blink 01 an 
aya, and smash through even Ihe loughel' 
armor ~kl paper 

Speclallzed weaponry can gI~8Iroop& 8 leal 
00g1 In dose combat Some ollhe ITlO8I 
common cIoIe combat weapons and spedal 
attacks 8re listed below. Nola [hat model5 WIlt! 
spacial cl088 combat allac"., can ,1 ..... lva 
choose no! to !,IfIll them and .neck fIOmlally 
Instead. II you're wondering wt'Iy you ml9111 
want 10 00 Ih81 18lKlthe power Iisl entl}' 
belowl Sometimes I model might III tlQUlPped 
WIItt mora than one type 0' apecIa! weapon a 
power rill In OM tiline! and a power IIJCIII In the 
oItIer lor lllxample In thLIIIltuatIOn. Ih6 player 
can opt to Mve ttla moaeIllr1ke In Il\IlIallYO 
sequence wllh the power IIJCIII. c:ounllng the 
power fiSt as an additional cIoM con'lbIIIl 
wtl89OI'I. or IIrIke . 1.MIa ...... 1 With the power 
fist counUng the powei' axe at an adddlonllt 
close combat weapon. 

tmporttlnt Note: UnIfIll!I noted otherwise. only 
mode~ In base-to-base conl9Ct wrth the 
anemy C8fl uta their IP8dIIII close 
combat • • 1aCks 

Po_r A., or Claw 
,.. power list or claw ~ a powered. armored 
gauntlet surrounded by an energy !laid ItIaI 
djSNPIS solid mailer Ilia an awesome 
W'II8.POfl most commonly &6On IIIIed 10 Space 
Manne Termlostor ermor 

". power list or claw doubles lhe Usef', 
Strength up to a maximum 01 10 and Ignores 
Armor Saves Only Ihe usar'. basic Sirengtll 
Is doubled - any addillOnal Donus lor speclaJ 
abilities Is ack!ed atter Strengtll 1\81 
been cklUbied 

TIle only c1rawback Is IMI a power fisl 18 stow 
snd curnbefwma to us. Thus. a modllli 
armed Willi iii power "51 Of claw alWays .lftk8s 
atlnllia!lve t no matter whal lts bearer', 
In!llalMl ~ (Inctuding.ny borIuHs lor special 
rules. CC1I8i'. gtenadlll' Of wargear- power 
lists atweys .toll •• l lnltlallv. 1 no 
mailer whall) 

Lightning c*-s 
LlgII\1llOQ ctaws ere commonly uMld as 
matched J*I'S. They consist of. number 01 
blades eXlending from a hooIIng 01'1 tn. WflSt 
and bad! 01 IhI h80d Each bIIda II a m,ni­
power weapon In Its own t'lght and, Il lhe&III 
biadea hit one or anotttal ltlilkefy 10 wound 
Uphlnlng cIIIws Ignore Armor Sa'tas and may 
1&-1011 any To Wound dICe tnat laH 10 WOUnd 
ionOl each) The only weapon Illat can 
PIOYlO& an addlhOn8l 01098 oombat W88pon 
attack bonus lor a model With a Ilgntnlng daw 
Is another Ilg/'llning olaw 
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Thunder Hammer 
Thul'lOef hammers release an 88f·Sj)lIUing 
bills! o! energy when tI1e't sirike A tnonder 
I'I8mmer counts 811 a ~ fISt, but any 
modIl wounded by It and not killed WIll be 
knodIed raellOg IIlId altaoks wrlh Inillahve 1 III 
!he IlIXI Assault phase. V~ struCk by a 
thunder Nimmer sufi&!" a "crew thaken' raeuh 
WI addition 10 any 0Iti1lf ra.ulla 
they sufter 

Power Weapon. 
A power weapon (typically a IWOI'd or aMe. bul 
more rarvly 8 glalYe. !\alberd, or mace) II 
shealtled Ifl the lethal haze of a dislvptlva 
energy lleld When a blow ~ struck, e 
crackling blast 01 anergy tears al IN! larget. 
IiBling through asmor. tIlMih and bone 
With ease. 

A model 3flT100 wUh 8 power weapon Igl'lOt"es 
Armor Saves Nota that some power _apon' 
may provide tile altackar wllI'I bonus Stlength 
or wound on a fixed 08 SCOfe regardl8M 01 
the enemy's Toughness characterlsUc mase 
WI~ be detailed In Iha appropnale Code" 

Close Combat Weapons 
(chaJnawordal,.ordslsxnlplstols, sic.) 
There Is s bew!lderlng array 04 doH OOfT\b6t 
weapons fanglng lrom s!mple ctubtl and aus 
!O hafld namers and chalnsworos. ThMe 
~apons conler no bonus 10 Ille Streooth or 
hlttlll9 powe1" 04 comba.Iants ~ as a 
modal With a weapon In each hand gllIl1&" art 
addillonal Attack agarnsl an enemy In base­
to-baae contact. swords and pistols ior SimIlar 
hand _pons) remain a U&8tu1 combInahon 
tor hIIlId-to-hand ~ A plasma piltot 0"" 
oIhaf pistols, can be used as a dose oombat 
wtI8pOI\ " oonlms no StrBrlgl/'l bonUI or 
p8rtlcutaf armor penetl8llOn 
a~antages though. 

PoI.oned W.apons 
POisoned weapons are pattiCullll!y teared and 
can Include 8Yel'ytlllng from normal waapons 
(laubed In venom to hypodemllC claws. Theaa 
Ylaapoos cIo not rely on a cornpan!lOll 01 
Srrengtl'l and lboghness to WOiJnd but WIll 
normally WOlInd on a 4-<- Some venoms are 
50 Jathallhat lhe mellist drop can kill, lhese 
wdl woond on a 2+ Weapons wllh thl! tyPill of 
lathal venom alll 008ctibed In the 
appropriale Codex 

HeayY Cion Com~ W .. pons 
Heavy ctose oombat weapons are slmllar to 
cIo&e combet weap0n8 but are pantcularty 
massive and used to baiter through an 
opponanl'S detill\S8S. ElIampies IOCIude Ina 
Or!< choppa and !he mighty chall'lllXG uHd by 
BerserlcelS 01 Khoma. There " no armor IhBl 
C8Il completely ptoI9Cf III _ againlll a 
dlrecl 0I0W from such a weapon. and ttNt besI 
hope is to dodge tatum It Into a glanong 
blow ~ a heavy dO$8 combat w6tlpon. 
better ermor proYIc»5 Sharply difTllnlll'llng 
rewards - \he mulmum Armor s.v. that 
BDPIi8I &g8!nsl heavy cIosIII combat weapons 
IS 4-<-, and any model YlIIII • baits( Armor 
Save will only aave on 4-+ 

Rending Wupoos 
Randlng weapons Is s call1lgOf'y lhat loCludaa 
!!'Ie sharpest edged and poiflled weapons 
Whllsll'lOt massive or excessIVely powerful. a 
well pi<tCed blow from a rending weapon can 
lear tnrougtl any armor and make a mockery 
01 nash and bona. Arry roll to hi! 01 6 With a 
IlIOdmg weapon willelllomalically cause s 

wound Wlttl no Armol Save possib4a. Against 
a vel'\lCle. any AnTIOf Penetration roll 016 
allows a luftI'Ier D6 to be railed. and Ina 
,esllft Is sdOOd 10 the lotal lIICOfa 

Forea Waapons 
Force weapons are polant PII)'ctIlC weapona 
lhat can onty be used by a trained psper 
such as a Ubranan. They are IfNled as 
power weapons but can unleash. psycNc 
attack that kills an opponenl culng/'l! Roll to 
htt and wound as 1lO/'ITIal. laking any­
InVIJlnerabia Saves. Then. as IorIg as ON 
WOUnd has been Inftk;tad. make a l1li1911 
Payctllo .. st lOt lila psyller against one 
opponent wounded by tI'Ie weapon The 
1'IOfm811\11es lor us!"9 PS~IC powers apply. 
and you may not l.1li8 another psychic power 
In the same tum. II !he testis passed. Ittan 
Ina opponenlls alaln outfight no matter how 
many Wounds It has 1001 count Iha aclual 
number). Force waapot'lS have 1'10 Speciaj 
effecl eoslnst largets Ihal 000'1 hava Wounds 
80Ch as vehicles 

Frag Orenades 
F,agmenlatloo grenades can be thrown 8t 
opponents In 00Wf to force them to keep 
l/'IaillleeOS clown duflng a charge The lelhal 
llorm 01 &hfapoet lrom e~pk)(hng lrag 
grenaOes Will olfYe oppooents turther Into 
cover lor a lew praclous moments while the 
attacke,. cIoH In TfOOJlIIanned with lrag 
gfenades that are eI\a,9'1'1Q enemy an 01 
bellind cover ..... illllght WlItt InitIative 10. ThrJI. 
they Slrike blows SImultaneously WIth 
Ihe delflnders 

Plnme Gr.nades 
Rather than the crUOIII fragmentation 
grenaoas 1,1580 by other races. Ina Eldaf 
employ advanced ptasma grenades to stun 
!han anemleS wtlan they charge 1010 close 
combat The ettect9 ot cover on cfosa combat 
allll'1898ted by plasma gfenadaa Thus. all 
fighting 18 done 10 tile starKSard IrntlllliYe 
sequence, 1III 1/'la 1rt\1latMl 10 bonus lor baIng 
in cover ~ Iosl 

Mooatrous Creatures 
A monstroua creature II so huge and 
powerful tnat Its attacks make a mockery ot 
afmor: loal sre oot so much woundad as 
/'Ildaously mangled and crustled 

A monslfOUS model (Camllsll'. Grealer 
Daemon. elc.jlgnoras Armor Saves 

When attacking vehicles. a monstlOOS modal 
I'0Il8206 lor Amlor Penetrallon and adds 
them betora a(Jdlng Itlelr Strength. 

Speclel Clo .. Combat 
At1aeka ..... Different Armor Savu 
/I special ctoaa c:omoat attack& coma 11110 
p6ey agalnsl a unit witfl dltfafEtnt Amtof 
Savel. UII tna melhod 01 making majOtt~ 
Armor Savel noced on the pte'IIOUs pages 
bul apply aM speaal cion combal altad\s as 
early as poss.bIe For axample. the ~ 
Templaf'l squId noted prtl'Aously sotfe" lout 
pow-a-r WHjXIrl hIts and foor normal M" In a 
atngta Il'1IIlawe step The .. x Naopnytes .".11/'1 
a 4+ Armor Save are In tna majority Thus. 
they suffet tile !OUf power weapon hils With 
roo ~ffTlOf Save allOWed Two more hits can 
be I8ved agiltnst, hOwever. and one Is made. 
lesuillng In one more casualty on 11'18 
unlortunate Neophytes. The remainIng two 
/'IllIlplll ove,. and OQW the InitJalea take 
Armor Savas USing thell Armor Save 013+ 



4. DETERMINE ASSAULT 
RESULTS 

Assaults are usually ver:y decisive - one 
side or the other quickly gains the upper 
hand and forces back Its loe. Numbers 
and leadership can keep a side In t/le 
fight. but the casuatlles that each side 
Inflicts are the most telling factors. 

To decide who has won the combat, 
lotal up the number of wounds Inflicted 
by each side. The side that causes the 
most is the winner; the other side Is the 
loser and may be forced back lilt falls a 
Morale check. Note thai wounds that 
have been negated by Armor Saves, 
wounds In excess of a model's Wounds 
characteristic, and wounds thaI were 
wasted because there weren't enough 
victims in the KUI Zone do not count. 
Only wounds actually inllicted count. 

Kroot fight to protect their Tau employers. 

II both sides score the same number 01 
wounds, the combat ,S drawn and 
continues next lum. 

Wipe Out! 
II one side destroys the enemy, it wlns 
automatically, even illt sustained more 
casualties. The winning side may 
consolidate as normal (see Diagram 10). 
In addition, the destruction of the unit will 
unnerve nearby friends if they are not 
already engaged in close combat. Take a 
Morale check for every unengaged 
lriendly unit within 6' of the victorious 
unit before it consolidates. lithe check is 
failed, the unit In question wliliall back 
as described below. See Diagram 8. 

DeSigner's Note: This rule is borrowed 
from Warhammer, which quite sensibly 
supposes that troops seeing their fellows 
wiped out to 8 man will slatt giving 
serious thought to hoofing it before 
they'r8 next/It means that tough assault 
units can break an enemy gun /ine, 

Diagram 8. Wipe OUt 
Unit' is within 6' of the ~ 
8Mmy thai wlpecJ oul ils ~ 
opponents and must check ~ 
Morala. Unit 2 Is more than 6" ~ ~ 2 
away and does not check . 
Morale. Unit 3 is Iock9d In 
clos8 combat and so does 

001 Om " I." ~ 

throwing the foe into confusion 8S they 
try to pull back. This rule helps balance 
some of the risks intrinsic In braving 
enemy fire 10 assault in the first place as 
well as Ih8 vulnerability of assaulters to 
supporting fire the moment they emerge 
from a close combat. 

S. LOSER CHECKS MORALE 

Units that lose a close combat must 
make a Morale check to hold their 
ground. If they fail, they must abandon 
the light and fall back (see section 7). II 
they pass, they hold their ground and 
fight on. BaSically, the combat Is drawn, 
and no further account Is made of the 
unit's defeat (apart from some good· 
natured taunting by the wlnnerl). 

Morale checks are covered in more 
detail In the Morale section 01 the rules. 
The Fall Back rules are presented later, 
Some units have differing Fail Back 
rules. Rules 10f these units are detailed 
In their specIal rules. 

6. REINFORCEMENT 
(or "Pile In") MOVES 

At the end 01 each close combat, models 
In units thai are locked bul which are not 
engaged in combat themselves MUST 
move up to 6' In an attempt 10 contact 
enemy with whk:h their own unit Is 
locked. II these models cannot engage 
the enemy, they must get as close as 
they can to them without moving out of 
unit coherency, The presence of neither 
enemy models nor terrain affects 
reinforcement moves. Unlike In a charge, 
reinforcing models may move through 
obstrucllng terrain and models In order to 
engage, II can be ImagIned that the 
fighters at the front of the combat are 
becoming increasingly embroiled and 
maklng such movement possible. Note 
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thaI the other restrictions lor making a 
charge still apply. Thus, models must 
COOlad enemy models that are not 
already engaged In combat in preference 
to those that already are and must end 
their moves in coherency with enOther 
member of their own unit. 

Whenever bolh sides in an engagement 
have eKlm models to move. the player 
whose tum It is moves first. See 
Diagram 9. 

Modell must move to engage the 
unengaged enemy. Model 2 can pile in 
to help a friendly model, as no enemies 
af'6 leh unengaged. 

Important Note: Once a unit Is locked 
In combat. II may only make Pile In 
moves and may not move In the 
Movement phase. If for some reason 
(mass carnage usuallyl). Pile In moves 
will not enable the unit to engage or 
support against any enemy models and 
the unit has no models engaged In 
combat Itsel'. It is no longer considered 
to be locked In combat. In this case It 
makes a consolidate move Instead - the 
close combat comes to an end as the 
un!! finds Itself with no enemies to fight. 

Designer'. Note: This last bit Is just to 
cover some situations that come up 
(usually In multiple combats) where a 
unit slaughters everything, and the Pile 
In move won't get It in to combat with the 
remnants of the enemy (as they'll often 
be surrounded and unable to pile In 
themselves). In this esse, It keeps things 
cleaner to simply consolidate with the 
unit Instead. 

7.LOSERS BREAK OFF, AND 
WINNERS CONSOLIDATE 

Where a side has won and its enemies 
fall back. the victors can choose to make 
a sweeping advance and/or consolidate 
their position . 

SWEEPING ADVANCES 
Just because the losers of a close 
combat want to break off, It doesn't 

M CIIPlEI ..... VU 

Dlagrsm 10. Consolidate The victorious unit can make 8 consolidate move of up to 
3- at rhe conclusion of the combat. This move could be 
used 10 BrIte, difficu/l lerram with no penalty, or to 8!lgBgo 

~ enem~~~~~~!..~!..":._~~~_ combat. 
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mean their opponents are willing to leI 
them! A quick, ferocious opponent will 
drive home lIs advantage unmercifully. 
To represent this, the victors can opt to 
roll 206 and compare the result to the 
distance thelthe defeated troops have 
rolled to tall back. If II Is greater, the 
victors get an opportunity to seIze the 
Initiative and keep the enemy engaged 
In a sweeping advance. The unit 
attempting to fall back does not move, 
and the sweeping unit makes a Pile In 
move as described in Diagram 9. We 
assume that the cornered loe will figi'll 
back at full effect against their pursuers. 
Thus. In the nsKI Assault phase, the 
combat continues as before, wi th no one 
counting as charging. In effect. the 
attackers have chosen to continue the 
combat Instead of allowing their 
opponents to fall back and escape. 

If the sweeping advance foil Is equal to 
or under the fall back roll. the losers 
extricate themselves from the combat 
successfully. Make the fall back move 
for the losing unll - the winners can 
now consolidate. 

Some units, like bikes and jump 
packers, make faster sweeping 
advances - typically 306". Details lor 
these special units can be found in their 
special rules. Such units excel In 
harrying an opposing unit to death wltp 
their superior speed and should be 
employed against battered or fragile 
enemies lor best affect. Conversely. 
some units. like Terminators. are too 
slow and ponderous to pursue a 
defeated enemy and are not allowed to 
make a sweeping advance. Again. 
details are I1sted In their special rules. 

Designers Notes: Sweeping advances 
have been heavily modified In order to 
prevent assault units rsmpaglng across 
the tabletop faster than a speeding 
bullat. We've also taken into account the 
fact that units that must make 
compulsory sweeping advances will tend 
to gel wrapped up in slaughtering what 
thoyare fighting, inslead of Bcring with 
the best of tactiesl foresight. 

CONSOLIDATION 
If they do not choose to ,rnaJ<8 a 
sweeping advance Of the sweeping 
advance attempt lalls. the victors of a 
close combat may move up 10 3" In any 
dir~on to consolidate their position 
and recover an effective formation. Units 
consolidating their positJon Ignore 
dlfflcuh terrain. This move may be used 
to engage enemy unIts and Jock them In 
combat, but the consolidating unlt must 
maintain unil coherency and does nOl 



count as charging when the combat is 
worked out next tum. See Diagram 10. 

Note: Sometimes a losing unit will only 
fall back 2" or 3" from a combat, and It is 
perfectly possible lor a consolidating unit 
to move back Into contact with such 
slow-looted foes. 

Nole that il several close combats are 
being fought In close proximity, a unit 
that consolidates Into a new close 
combat cannot take casualties or make 
attacks until the next Assault phase - all 
the combats are assumed to 
be simultaneous. 

Consolidation may not be used to 
embark on a transport vehicle unless it 
is open-topped. 

MULTIPLE COMBATS 
When a unit is fighting more than one 
enemy unit, its attacks must be divided 
between them. This Is done as follows. 
Models engaged in combat wilh or 
supporting a model engaged in combat 
with a single unit must attack that unit. 
Models engaged with enemy lrom more 
than one unit or able to support friends 
angaged wilh enemy Irom mora than one 
unit can choose which enemy unit they 

Diagram t t. Multiple Combats Model 1 is engaged with 
models from both enemy 
units and so can aNack either. 

~ 
Model 2 is engaged by 

~ 
A models from enemy unit B. so 

must make its attacks against 
them only. 
Model 3 may use Its 

~ ~ 
supporting attack against 
either A or B. 

~ Model 4 must altack unit A. 

~ '- ~ .,;:~-
5 

fight against. See Diagram 11. 

11 several units are fighllng In the same 
combat, lotal up the number of wounds 
Inlilcted py each side 10 determine who 
is the winner. All the units on the losing 
side have to check their Morale. Winning 
units can make a sweeping advance or 
consolidate only il all 01 the ur)its they 
are locked with lall back. If the unit 
chooses to sweeping advance, It makes 
a single roll and compares It to each of 

the enemy units' individual fall back 
scores. Any units that i1 beats are kept 
locked In combat. Units that stay fighting 
may make Reinforcemefll moves. 

SHOOTING INTO AND 
OUT OF CLOSE COMBAT 
Models engaged Of supporting in close 
combat may not rire weapons In the 
Shooting phase. Their attentions are 
completely engaged by the swirling 
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melee. Ukewlse, while especlally twisted 
and soulless commanders may wish 
their warriors to rlre Indiscriminately Into 
close combats In the hopes of hitting the 
enemy, this Is not permitted. The events 
In a close combat move too quickly, and 
the warriors themselves wilt be 
understandably hesitant about firing on 
their comrades (they may end up in the 
same slralts soon enough after all). 

Models belonging to locked units that are 
not engaged In combat themselves or 
are not supporting engaged friends may 
shoot In their own Shooling phase and 
may be shot at in the enemy Shooting 
phase. Nole, however, that lines 01 lire 
may not be traced through the Danger 
Zone due to the risk of hitting the 
combatanlS and thai all the models in 
the locked unit caul'll as moving lor the 
purposes of liring heavy and rapid lire 
weapons. Blast markers can be re­
positioned subject to the normal rules: so 
it is probably not a good idea to fire a 
ptasma cannon at the back of a close 
combat if you value the combatants 
much. Templates and Ordnance Blast 
markers may only be positioned so they 
target models outside the Danger Zone, 

Morale checks and Pinning tesls Inllicted 
by shooting are Ignored by units that are 
locked In close combat. See 
Diagram 12. 

fAll BACKI 
Fall back Is a fighting withdrawal, not an 
OUI·and·out rout. Somelimes a fighting 
retreattn the lace 01 overwhelming odds 
is the only option left, A wlthdrawa) can 
give troops the chance to retire to a 
stronger position to mount a tresh attack 
or hold off the enemy. 

As a unit falls back, it moves directly 
toward the player's table edge or toward 
the base line where the unit 
deployed/entered the table il it came on 
at a different ptace, We've specJfJed this 

D~9"~ 12, ShOOling~Io'S Combs' 

~ ~ ~0mb8' blocl<. 

~ ~ ,msm, 
M.Yno'~ "''''h~~ 
" ~ 12" ." , , ~ 

" t ' 

~-;~ 
May shoot and be shot at. 
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In the Mission descriptions for 
Warhammer 40,000, but II you make up 
your own scenarios, be sure you know 
where your units fall back. If possible, 
the unit must remain coherent, with gaps 
01 no more than 2" between models as 
they fall back, 

Most units fall back 206" each tum until 
they regroup. Some laster units. such as 
those on bikes or using Jump packs, lall 
back 306". 

A unit that falls back must move within a 
Fall Back corridor which lies between Its 
most extended models as shown In the 
diagram - but Individual models can 
move within this corridor as you wish. II 
a unit Is spread out so thai its models 
are more than 2" apart, the models must 
be moved back into coherency as the 
unit moves. See Diagram 13. 

II the unit moves into, out of, or through 
difficutt terrain, the distance rolled on the 
dice that determines faU back Is halved. 
Units will divert their Fall Back corridor 
around Impassable or dangerous terrain 
and enemy models but must move in 
such a way as to get back to their base 
line by the shortest toute. 

FIRING WHILE fAlliNG BACK 
Troops who are failing back may 
continue to shool. but as they are 

Fall Back CQrricior 

\ 
, , , , , , , , , , , , , , , , , , 

t ~ 

(t) l ~ 
~~ 

\ 
l 

Deploymanr table edge 

o 
I' lln" m,,,' end In coherency If pcsslOle 

or less between members) and 
(!'love within the Fall Back corridor 
unless It IslJlockerJ by 
Impassable /6((all1. 

moving, they may not fire heavy 
weapons, or rapid fire weapons at luU 
effect. They also cannot launch 
an assault. 

Assaulted while Failing Back 
A unit that is assaulted by the enemy 
whilst failing back must check to regroup 
immediately. No modifiers apply to the 
check In this case, and even units thai 
would not normally be aHowed to 
regroup are allowed to make the check 
- the situation is sufficienlly life 
threatening for the usual regrouping 
restrictions to be Ignored. II successful, 
the unit has regrouped and will light the 
close combat normally, lilt fails to 
regroup. the unit is scattered and counts 
as destroyed. Note that this rule applies 
If a unit consolidates into enemies falling 
back too. 

Trapped! 
SometJmes a unit will find lis Fall Back 
corridor blocked by Impassable terraln 
andlor enemy models. Ignore enemy 
models tftal have lought In close combat 
against the unit this tum. A unit faUing 
back may move around any obstruction 
in such a way as to get back to their 
baseline by the shortest route. If a unit 
cannot perfonn a ful! Fall Back move in 
any direction without doubling back, 
entering Impassable terrain or coming 
within 1" of the enemy, Ills destroyed. 
See Diagram 14 

Note: this replaces the Crossfire rules. 

CHARACTERS IN ASSAULTS 
All characters In assaults fight Just like 
normal troopers, though thell 
characteristics are usually beUer, If a 
unillncludlng an Independent character 
charges Into close combat, the ~haractet 
must charge in too. likewise, lithe 
character charges. the unit ne Is wlth 
charges too - Inspired by his 
heroIc example! 

An independent character on his own 
can charge into close combat If he is 
within Assault range of the ellttfTly In the 
Assault phase. 

Independent characters always light 
separately from any unit they have 
joined or are pan of. They charge just as 
another member of the unit, but when 
they light, their dice ate rolled 
separately. An Independent character 
may allocate his anacks between units 
he Is engaged with. Only 8t)emy models 
engaged In combat with the Independent 
character or those able to suppon a 
model engaged In combat wllh the 
Independent character may 
strike their blows against the 
Independent character. 

MONSTROUS CREATURES 
~OflSjrous creatures are treated Just ilke 
independent characters in an assault 
and always count as being a unit in their 
own right. 



Diagram 14. Trapped! 
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The unit falling back in this circumstance could be trapp6d. However. if the terrain to 
the left Is not impassable. thBy can divert their fa/l back Into If. Also. If the unit in fronlof 
them fought them in c/ose combat thIs tum. the failing back unit could move through 
them to escape. 

Numbers can prove 10 be deolsivei 
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The dosing stages of the Studio's 
recent (ityflght campaign were 
bloody and brutal, with several 
players rising above the rest to 
contest the title of Warmaster of 
Vogen. We take a look at some of 
the more memorable moments. 

I 
-

Phil Kelly: Welcome back to our 
coverage 01 the battle lor the fate of 
Vogen. Last month, we published the 
rules and a detailed map of Vogen 
for those eager Wamammer 40,000 
players who lelt like having a crack 
at a campaign themselves. We 
thought It only right to bring you Ihe 
highlights of our own efforts, picking 
out the most notable batUes from the 
seventy or so that were played 
during the Cityfightlng campaign. 
Also Included is the conclusion of 
Pete Haines's Diary of a Warsmlth, 
Chronicling the ending of the 
campaign, which frankly no one saw 
comlngl II you want to know more 
about the campaign or to download 
the rules pack or the map of Vogen 
we used, why not visit: 

_ .II" ........... orbhop.o:<NM>fdm~Ity1IwhV 

OVer \0 my fellow campaign 
organizer. Graham McNeill, with 
news of a titanic clash In the shadow 
of the Palacs of Peace Itself .. 

II TIl VlIIII ClllNlal 

THE VOGEN 
CAMPAIGN 

FINAL PART OF THE STUDIO CITYFIGHT CAMPAIGN 

THE SAmE FOR ANGEL SQUARE 
Graham Davey's Black Legion vs. 
Craig Bodycote's Blood Angels 

Graham McNeill: Graham Davey had 
been aiming for Angel Square 
throughout the entire campaign. 
planning his advancs through the city 
with the square In mind as his ultimate 
goal. The Idea 01 toppling Vogen's 
beloved symbol of the Imperium and 
demoralizing every single Imperial player 
really seemed to appeal to his vindictive. 
chaotic nature. Graham's campaign 
strategy was therefore to playa waiting 
game, leaving the Palace of Peace for 
the other players to fight over. while he 
concentrated on his 
own objective. 

He made It his missIon to destroy the 
statue and blaze a trail of destructIon en 
route. II he was successlul. it would be 
Ihe crowning point of his campaign, 
regardless of who actually woo In the 
end (althls point in the campaign, Pete 
Haines' Iron Warriors were in the lead). 
Graham's Black Legion was perfectly 

happy for another Chaos force to take 
the glory while he went around wrecking 
the city. 

However, there was fearsome opposition 
In the form of Craig 'Bodycount' 
Bodycote and his unbeaten fares of 
Blood Angels. Craig had volunteered for 
a couple 01 NPC games (some of the 
locations contained gold NPC markers), 
defending some of the Juiciest locations 
In Vogen from olher campaign 
participants. In this way. Craig had laken 
a major role In the campaign. playing 
three games and winning them all. His 
Blood Angels were on a roll . Defending 
Angel Square against Graham was 
probably Ihe most important game of his 
campaign so far for two reasons: 

1) It was a battle that. II the Sons of 
Sangulnlus lost. would result in ailihe 
loyalist foress In Vogen losing heart and 
receiving -1 Leadership for the 
next round. 

2) The honor of the Blood Angels 
Chapter was at stake, since the statue 
at the heart of the square was that of 



their revered Primarch , Sanguinlus. To 
allow such a holy place to faJlto Chaos 
would be unthinkable. 

To batter his way through the legions of 
Chaos, Craig took three Dreadnoughts, 
two of which were Furioso pattern, a 
squad of Assault Terminators, two 
Scout squads, two Tactical squads, the 
Death Company, and a Librarian wllh 
his accompanying Honor Guard. Nastyl 

As battte commenced, the Blood Angels 
advanced through the rubble· strewn 
square, quickly occupying the shattered 
temple housing the statue of their 
Primarch. The Death Company and 
Honor Guard used their jump packs to 
advance swiftly around the flank and 
charge Graham's squad of Chaos 
Terminators, Flghllng their way across 
the rubble, the Blood Angels 
overwhelmed the enemy, wiping them 
out to a men (to Graham's horror). In 
Graham's tum, however, he counter­
attacked with two squads Including his 
Possessed and a Juggernaut, wiping 
out the Honor Guard in relum. The lirsl 
of the Blood Angels Dreadnoughts was 
destroyed before II could attack, while a 
second was Immobilized soon after by 
Graham's sniping lascannon. Eager 10 
avenge the faUen Honor Guard, the 
Death Company threw themselves at 
the Possessed, with less then glorious 
results, and the doomed Space Marines 
were ripped apart. On the other flank, 
one of Craig's Tactical squads bravely 
held up the Chaos Dreadnought lor 
most of the game, and though It kitled 
them ali in the end, it never really got 
back Into the game after Ihat. 

ANGEL SQUARE 
This was once the site 01 many hundreds 
of Imperial celebrations In Vogen's long 
history, thousands 01 Jubilant citizens 
flocking to hear the proclamations of their 
leaders or the preachlngs of the 
Ecclesiarchy from the nearby Basilica. 
Coronations, declarations of war, and 
knlghthoods have all taken place under 
the shadow of the massive statue of 
Sanguinlus that casts Its steety gaze 
across the square. Formerly Celebration 
Square, the site changed its name when the Immense statue of Sangulnlus was 
erected to commemorate those of the Blood Angels Chapter who gave their lives 
in the defense of Khai·Zann during the Myele Insurrection. The statue is a great 
and potent symbol of Imperial power. and if It should be toppled by the forces 01 
evil, the effect on the morale of the Imperial forces would be devastating. 

4 VICTORY POINTS: If a non-Imperial player lakes Angel Square, he can alect 
to topple the statue at the center of the square. If this occurs. all Imperial forces 
(Imperial Guard and ali their variants, Sisters of Battle, Adeptus Arblles, and all 
Space Marine Chapters) suffer from ·1 Leadership for the whole of the next 
Campaign phase. 

With so much gore splashed across the 
ruins of Angel Square, the Blood God 
honored the forces of Chaos with the 
terrifying presence of a Bloodthirsler, 
which ripped lis way Into existence from 
the body of a Chaos Champion. The 
monstrous daemon charged the Blood 
Angels Terminators, but as the combat 
began and Craig rolled a flurry of sixes, 
the shamefaced Bloodthirster was 
banished back to the hell whence It 
came. The end of the battle was in sighl, 
and both commanders poured men 
towards the statue. Time was running 

out, and neither side had a clear 
advantage. The banle was drawing to a 
close, and only in the fury of combat 
would lis outcome be decided. 

Craig sent his remaining Blood Angels 
Into the final extra round of combat to 
support his last remaining Furioso 
Dreadnought, intent on achieving 
superiority of numbers within the 
building. The Blood Angels killed two 
Chaos Marines, but Graham's Chaos 
Lord mounted on a Juggernaut cut them 
ali to ribbons In retum. The end of the 
game was a battle of truly epic 
proportions, the few remaining Blood 
Angels fighting before Ihe statue 01 their 
Prlmarch and seiling their lives dearly to 
retain their honor. In the end. It was not 
to be, and the Blood Angels were hurled 
from Ihe podium upon which Ihelr 
Primarch stood. 

Having killed the defending Blood 
Angels, the victorious Chaos forces 
toppled the Primarch's statue and 
deliled its sanctity with impure 
scrawllngs and blasphemous runes 
hammered into the bronze. Pleased with 
the desecration, the forces of Chaos 
moved on, conlent to conUnue their 
destructive rampage in another part 
of Vogen. 

When Captain Lucius of the Blood 
Angels landed at the site of the temple 
with reinforcements, he found his 
brethren dead or dying and the statue of 
the Prlmarch despoiled, As a sell· 
Imposed punishment for his failure to 
save his brothers, Captain lucius has 
taken his Company on a hundred year 
crusade of atonement. As a mark of that 
dreadful day. his entire Company 
abandoned their squad markings and 
painted their helms black until they 
can alone. 
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LIGHTNING STRIKES 
AT THE PALACE OF PEACE 
Paul Sawyer 's White Scars vs. the 
Tyranid Infestation 

Phil : Well, we had already decided, 
given the prominence and value of the 
Palace, that something pretty nasty 
should be holed up in there. The palace 
is Vogan's centerpiece, and we didn't 
want it to fall without a good hard fight. 
Whatever was in there needed to be like 
Ihe end-ol-Ievel bad guy in a computer 
game. After loylng with the Idea of my 
Ulthwe Eldar holed up In there lor a 
while, we went for a good old fashioned 
Tyranid Inleslatlon. After all. there was 
something cool about the Idea of the 
Palace overrun by bugs - they make 
great bad guys, I had the miniatures, 
and besides, 1 had a cunning plan ... 

Paul Sawyer's progress towards the 
Palace 01 Peace had been nothing short 
of meteoric. Rather than consolidating 
his position, tentatively makIng alliances, 
and going for the juicy locatlons near his 
starting square, Paul went straight for 
the throat. amassing a healthy nine 
Victory Points and crashing through the 
Palace Grounds before most players 
had even considered heading towards 
Ihe city's cenler. So, having met Ihe 
criterie for a palatial invasion (eight or 
more Victory Points, as you have to 
have a solid foothold in the city to 
undertake such a massive military 
action), Paul and his ever-faithful White 
Scars girded their loins and prepared for 
a lrontal assault on the Palace of Peace. 

The board obviously had to be 
something special. Unfortunately, even 
the Games Wor1l:shop Studio doesn't 
have a massive cathedral-style Imperial 
palace, but we had enough terrain 
knocking about for me to put together a 
passable north-west wall. This Included 
such features as waste ducts, the 
breach blown In the walls during a 
previous conllict, towering gargoyle­
encrusted watts and even hideous, 
pulsing spore pods that had sprung up 
since the Tyranid Invasion. Height Is 
very Important when you playa mission 
in this type of location, so save the 
tallest, most Impressive scenery you can 
get your hands on for Palace of Peace 
battles. The sheer size of your buildings 
will set this battle apar! from your 
average Cityflght game. 

The bailie Itself went swimmingly. 
Although Paul suspected that Graham 
and I had something up our sleeves, It 
was a shame no one was around with a 
camera to catch the look on Paul's face 
when Forge World's magnificent Tyranid 
Hierodule emerged from the breach. 
We'd spoken to Tony Cottrell In Forge 
World the week before and actually 
managed to borrow their painted model. 
and we thought it made a really good 
bad guy for an aspiring campaigner to 

1IIl11EVDGEI CAMPAIGN 

Somerfling wicked this way comes ... A Tyranid Praefactor emerges from the breach. 

TYRANID PRAEFACTOR, HIERODUlE SUBSPECIES 
This monstrous composite blo-conslruct lowers over the battlefield /ike a vision of 
death. Its weapons are capable of slaying whole platoons of in fantry, and Its fazor­
sharp claws can n'p enemy war machines and light Titans Inlo pieces. 

Points WSBSS T WI A ld Sv 

Praefactor 510 5 2 10 8 5 2 3 10 2+ 

Weapons: Spore mine launcher and 2 x scything talons. 

Psychic Powers: The Horror, Synapse Creature (12" Radius). 

Transport Cepaclty: 10 Hormagaunts 

Man Polnls: 2 

SPECIAL RULES: 

l u mbering : May only move S" and assaultS", can only tum 45~ per tum. Can only 
assault If enemy Is directly ahead. Cannot make a sweeping advance. 

Spore Mine l auncher: May launch one Bio-Acld spore mine per lum. 

See p. 98 of the Chapter Approved Compile/ion for more details on Tyranld 
monstrous creatures. Alternatively, you could use the Hierodule rules Irom Citadel 
Joumal 4S or even create your own bio-monstrosityl 

overcome. We wor1l:ed up some rutes for 
this gigantiC grlbbly ourselves, calling It 
the Tyranid Praefactor; Its statistics are 
featured above. As you can see, It's 
quite a formidable prospect on 
the tabletop. 

Nevertheless, Paul's White Scars went 
about destroying It with a will , blowing 
great chunks out of it with krak missiles 
and lascannon fire, As the Praelactor 
lumbered forward, its Jaws distended. 
and it disgorged a small pack 01 slime· 
covered Hormagaunts from ils 9ulletlhat 
attacked Paul 's foremost squad - I don' t 
think he was expecting that either! 
Despite the monstrOSity's attempts to tie 
up Paul 's Whrte Scars with Gaunts long 

enough for It to bring its scything talons 
to bear, it was Paul that [nllla ted combat 
with his Assault Marines, storming in 
with a volley of plasma pistol fire. Paul's 
Veteran Sergeant then clambered onto 
the back of the bucking blo-Titan and, 
with a series of mighty blows to the 
corte)! from his crackling power fist , 
managed to kill the creature outrightl 
The ground shoolo: as the vast creature 
writhed in Its death throes and finally 
collapsed. Fair pray Indeed - In one fell 
swoop he'd tom the heart out of tha 
Tyranld force. 

However, it was not all to go Paul's way, 
as the Iron mind control of the 
approaching Hive Tyrant kept the 



Tyranid forces in order. Not only that, but 
~aul's (quite understandable) 
concentration of fire on the Praefactor 
meant that there was also a healthy 
Carnifex and not a few Genestealers still 
roving about. But the real heroes 01 the 
hour were the Biovores perched in the 
recesses 01 the palace walls; Bio-Acld 
spore mines are incredibly effective 
against Space Marines In Cityfight. 
Every time one hits home, instead of 
using the randomly placed flamer 
template as In a normal game of 
Warhammer 40,000, Ihe target unit 
takes D6 hits. Far, far nastier, especially 
with an AP sufficient 10 penetrate 
power armor. 

So after his herculean effon to take 
down the big nasty In the palace, Paul's 
forces were evenlually laid low by the 
little guys. Whereas I was pretty 
convinced that the Praelactor would 
prove 10 be bOlh Immovable object and 
unstoppable force, it was the humble 
spore mine that turned out to be the 
Tyranids' secret weapon. Paullosl by a 
very narrow margin and took every nasty 
surprise I threw at him In the true spirit 
of a gamer. He was very close indeed to 
having a stranglehold on the campaign; 
if he had won the game, he would have 
amassed a vinually untouchable 19 
Victory points, with Ihe closest 
compelilor on a meager 71 Stili, II 
seemed that history had plenty more 
conflict in store for the war-tom facades 
of the palace .. . 

A WALK IN THE PARK 
Owen Rees's Imperial Guard vs. 
Alex Boyd's Orks 

Even when the campaign was over, 
some 01 the players had enjoyed 
themselves so much they continued 
playlngl Pictured are Owen Rees's 
Imperial Guard duklng It oul with Alex 
Boyd's much-feared Ork horde In the 
Palace Grounds. This was one 01 the 
most photogenic battle In the campaign 
due to their beautifully painled armies. 
Because we only had so many Cityfight 
tables to go around, the Palace Grounds 
were a popular warzone; veleran players 
could take a break from the urban 
nightmare and get back to killing each 
other on a landscape 01 good old· 
fashioned grass and treesl 

PALACE Of PEACE 
The Governor's palace sits at the center 
01 Vogen and is perhaps the oldest 
structure on the planet. with the 
exception 01 the Eccleslarchal temple. 
Cunningly designed by Leonos del 
Torquemas to be bolh an architectural 
masterpiece and an Impregnable lortress, 
the palace Is a maze to those notlamillar 
with Its layout. Numerous blind alleys and 
killing grounds masquerade as 
ornamental hallways and marble· flagged 
plazas, and every square inch is covered 
by decorative loopholes that conceal 

secret bunkers. Three centuries ago, In response to Increased warp storm activity 
around the Eye of Terror, Imperial engineers strenglhened the walls of the palace, 
obscuring mlJCh of lis beauty, but rendering most ollhe structure virtually 
Indestructible. Only after an Immense bombardment from Ihe Vogen law courts 
was a breach finally blasted In the walls. and the Adeptus Arbites, who had so 
bravely held their precinct throughout the rebetllon, were granted the honor 01 
leading the final assault on the palace. The rebels died to a man, and deep in the 
palace dungeons, the victorious Arbites discovered the bodies of von Guyen and 
Governor Kadulus. 

10 VICTORY POINTS: The palace Is a fortress. indispensable In times 01 war and 
the Jewel In the crown 01 Vogen . The Grand Assault or Fire Sweep scenarios are 
always played here. The palace already counts as having three dots of 
fortifications. 

You may not move Inlo the palace unless you have a solid foothold In Vogen. An 
undertaking as massive as claiming this lortress requires we11 established supply 
lines, troop bases, and specialist equipment. Therefore, to take the palace, you 
must have garnered no less than 8 Victory Points. 

II you lose control of the Imperial palace In Ihe Grand Assault, you lose three pins 
as well as the pin claiming the palace, as your forces are routed, These must be 
the pins nearest the Palace 01 Peace . 

PALACE GROUNDS 
This once fertile and pleasant park was 
used for state functions and gale dinners 
of the Governor when Vogen's 
temperamental summer would allow slJCh 
events to be held outdoors. These events 
were said to be magnificent. and only 
those members 01 Vogen's mercantile 
cartels who currenUy enjoyed the 
Governor's favor would be invited. 
However, Ihe ornamental gardens and lush 

orchards of the palace grounds were burned to the ground In the early stages of 
the war to prevent enemy Inilltrators Irom approaching the palace undetected. 

4 VICTORY POINTS PER HALF: The grounds consist of hectares of roiling 
greenery, with much of the vegetation now bumt to the ground. All games in Ihese 
regions follow nonnat Warhammer 40,000 rules, not Cltytlght rules. Use a 
standard green table and scenery. The grounds cannot be fortified. 
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THE TITlE FIGHT 
Four player madness In the struggle 
tor the Palace of Peace 

Phil : As the campaign drew to a close, 
we couldn't help thinking Ihat something 
special was needed to round off a period 
of hardeere gaming, and luckily Ihe 
players dldn', disappoint us. There were 
no less than three armies occupying 
squares adjacent to the palace with 
enough Victory Points to pile In for a lasl 
ditch attempt. In the black comer, 
coming from their recent victory In Angel 
Square, we had Graham Davey's Black 
legion, ready to crush the Imperial spirit 
once and lor all by tearing down Ihe 
palace walls. In the green comer, we 
had Alex Boyd's Orks, whose violent 
activity through the north 01 the city had 
earned him more than enough points to 
have a crack al the crown. In the blue 
comer were Nelson's Elder, an insidious 
threat that reached the Patace In a last­
minute lightning strike typical of their 
race. And defending the Palace was the 
Tyranld infestation. bereft of their 
heavyweight champion bul with a few 
good monstrous creatures to conlest the 
tllle. So we had our finale - a four-way 
scrap between Ihese diverse armies -
using the Carnage scenario from the 
Chapter Approved Compilation (p.1 09) . 
Graham and Phil were no strangers to 
this scenario. having fought it out with 
Paul Sawyer and Matt Hutson way back 
In WD 251. The board was set up fairiy 
similarly 10 the original palace battle, 
with a piece ofterreln suspiciously 
reminiscent of a boKing ring in the 
middle, the dead center mar1<ed clearly. 
Whoever had the model closest to this 
mar1<er when the game ended won the 

game and claimed the Juicy prize of ten 
Victory Points. These points were sure 
to take the winner far and away tram 
any other player, ensuring him the tille of 
Warmaster of Vogen. 

As the players deployed their models. 
the obvious contenders for the big scrap 
at the end of the game were Alex's 
Warboss and his mates, Graham's 
Possessed and Chaos Lord. Nelson's 
Wraith lord and Avatar tag-team, and 
Phil's Hive Tyrant and Cernifex. As usual 
for the Carnage scenario. the game 
began with an awful lot of persuasion. 
bargaining. cajoling. and manipulation, 
each player trying to convince the others 
that it was a really good Idea to attack 
their mutual enemies. This phase 01 the 
battle was practically a game in Itsell. 
but as the Tyranids and Or1<s lound 
themselves within charge range, they 
couldn't help doing what came naturally 
and Initiating a long and messy 
slaughter. Nelson had taken heavy 
casualties lrom the Orks beforehand, 
and his shock troops were tied up in an 
attempt 10 slop Ihe Chaos vanguard. 
Phil, having nothing to lose as a 
campaign organizer rather than a player. 
went for the objective as soon as he 
could. The CamifeK that stormed Into Ihe 
ring seemed to have a big target painted 
on its carapace. but due to the good old 
4+ cover save afforded by Cityfight 
terrain, II rode out most 01 the heavy 
firepower coming its way. All semblance 
of order, alliance, and strategy seemed 
to melt away as the random game 
length kicked in, and units headed pell­
meillor the center. Those elements of 
the players' armies not locked In combat 
met In the ring, with a lull squad 
Graham's Possessed bounding fOlWard 

with inhuman speed to engage the 
critically wounded CamifeK on the 
objective. We had a leeling Ihat the 
Chaos troops had It licked; their vorpal 
claws counted as power weapons, and 
all Graham needed was to roll one 6 to 
wound from the storm 01 attacks directed 
toward the blo-monstrosity. AI the last 
hurdte, his luck failed, and the game 
ended with the battered, broken Carnifex 
sml roaring Its defiance Irom 
the obJective. 

Phil : So Ihe most uneKpected of all 
results wrapped up the campaign: 
the Palace of Peace remained 
unlaken. and nobody got to claim 
the reward of ten Victory Polnls! As 
a result, the tallies remained the 
same: Graham Davey and Pete 
Haines were tied for first In the 
campaign scores. Vogen trtlty 
belonged to the lorces o f Chaos! 

Finally, a bIg thank you 10 the guys 
from Wamamme( World for lending 
us their beautifully crafted Cityflghl 
board. It was considered the 
premiere location for heavy duty 
urban warfare by all those Involved 
in the campaign. Cheers guys. 

Well. we hope this report inspires 
you to playa lew games; it's great 
to see your army adapting and 
functioning in a different 
environment. and Cltyfight is a really 
cool system. Campaigns are some 
of the most lun you can get out of 
this hobby. and If run properly. can 
be far more memorable than a one 
off game. So what are you wai ting 
for? Go forth and conquer! 

A Gam/fex defends the objective from the three armies Intent on conquering the Palace. 
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DIARY OF A WARSMITH PART TWO 
Pete: The following noles 
were originally memos 
that I generated while 
playing In the studio 
Cityfight campaign. 1 
wanted to try to stay In 
character through the 
campaign and figured Ihat 

Jailing down events from Ihe 
perspective 01 Ihe commander of my 
Iroo Warrior army, Murched Kite, would 
be a good way 01 dOing It. These 
entries continua from where we lett off 
In lesl month's article, In which Ihe 
forces of Chaos encountered heavy 
resistance from Alex Boyd's Orks. who 
proved to be a stumbling block In my 
plans for Ihe city .. . 

CAMPAIGN TURN EIGHT 
*1 .IS .lmOlil killed 'g"D lod.y By 
Penunbo. Ih<$<: O.ks lie d.DgeroUJ. We 
were oo~duc:uDg • ,uDelli'd fire sweep wheD 
we eiICOUDlered he.vy I~""nc~ They bOlled 
us 1010 • C:llt block md sprud Ihroughout 
lhe .tu 50 Ihu n'C'D whcn we broke nul. 
there .... mil • deep defc~,. .hud o( as. 
w"hd.e .. ,~ order to regroup. 

"I (IP 11110 Ihis 10 mt .dVIOhgc. I( lhe 
Ork, w.ol 10 do b""lt over iOC:ODK1:jucoli.J1 
grouad Iheo 10 be il WbeD lb. other 
£.tlioo' Ste In<' b"tllmg Ih< Orks 10' 
lMlituag IlIey .. ill forget I bold lhe Stupor! 
ud Cibbc, Hill" 

Moebllif Clly'. SqUAd - VelellD HoIlOU -

SIuhhy 

CAMPAIGN TURN NINE 
"OAce '8110 IUY forces luve filled 10 purge< 
1M Orks, We kill lhem. ,ud thac ,rc 
• Iw.ys mo.e 10 uplacc them. We hnt 
eocoUDlered IP uolJSu.ol U'lIO I though - • 
tybunetiully cDlunctd Ork Wllh 
Uluidt .. bk cadunD" .Dd DO loss of 
faoclty I .. ill Iry 10 Ivoid further conflict 
.. nh lhe D.ks. They unDo! be WIly 
buteD. bUI Ihdr ,UCDI 'OIl mly be diveTlcd 

~MlPY fluio,., m IIOW 00 Ihe verge of 
'<ptuling Ihe PlIICc. i would like 10 mIke 
1Iu, right • more (onfu5<.d on<." 

&UChUl Kuc:1 H,YOt Squad -
Vc1C1'0 Honors " Cily Fighters 

CAMPAIGN TURN TEN 
'be.e Ire Eldu ,n tile P,llce C.ound, 
b,ougbl my tulu tbrough IIIe HICct. vU iI 

,OUle prepued for lhe pu.po,," After Ihe 
hou ... to-!.ouse ('ghliog. il ..... good 10 sec 

the t"geU 10 our 8uI'I Jlgb" "l"ilL The: 
figbl .... bud At ner Ihe Eldu 'ftIC 1151. 
Ind Ihei. vehidtll re"",rklbly rCS, IH:ol Still. 
they (.IlInOI "orm .,1 ]1011 WUlior gun ]ine 
~od live Ih.nugh Ihe (ounter- ifbtk. No 
Olle UD.: 

Kllib"n Tusk', Vereno SqUid - Vete"" 
HooorJ' - Cuoolog 

CAMPAIGN TURN ELEVEN 
~Cll5hcd w,lh the ImpeTllI fisls ~ga;1L We 
.. ere SClrdliD8 (C)r .11 tSQped IIbol sllve. 
.. ho .. e tud ,un dillc.overcd .. u fu morc 
,mporllDl. Tb. '''IIt'Kd fisiS Itlched him 
lirsl Ind got tum 10 ~ICly This flukes m. 
Ye,y U!lasy ~boUI the whole P.lace Clollocif 
PO$itLOD. It UlIDOI be IC)rtifkd. Illd lb. 
l ighlToll Iht,e is !bItlis<' I will wlthdn ... lId 
leI Ihe oth.r !I"'OII! (lllht ,I oUI. 

~ Amoll8st Ihem " the 1Il.,k lelMlD. I 
ulldersuod ,hey Iu,...., loppkd lb. $lnuc of 
SlIIllIio'I» 10 Ihe dumay C)f JlI lb. 
Emp"c)", licksp,ulcs. They arc okwcd 
.. ilb sucb poilld," gestures Th~ luve 
",.Lled to ruse tlu:lI ruDDer oyer In Imperill 
Pliite (C)r !Ill 10118 thll notblng .. til pr~.ol 
them making Illmber pOlllllcsa ncrifice to 
11/(£ thu c),,<. I luve offered 10 fly io 
troops \0 hold Ih. $qulle ... hile they 
prcu C)IL" 

CAMPAIGN TURN TWELVE 
"My fortes held Angel Squm for the BlIck 
legion. It .,11 be u,,",ful to luve tbem ill 
my debt. The pos,lW,1'I .11 USluhed by Ihe 
Imp"ial C\I.Ird T .. o ... dl phud m" .. fic!ds 
fuollded tbd, U$luh. ud .... mel tbeUl II 
tbe lOp of Ih. lIIircuc. They .. CIC ddtroyed 
by OUI Juperior skill .. No merc buoun ClO 

(OnlCS! • brt.lch w'lb III i,C)n WI"iC)r.~ 

CAMPAIGN TURN THIRTEEN 
"The Imp"'ll Cuud IIC I po .. erlul IJtuC)o 
III the c;IY Thc.y Irc mDlC uo ,fied th.o the 
o,ben alld (0111101 much of Ibe _Ih. 
T.k'''g IdvuTlge once more ot lbe $lupon 
r.dlllles. I h • ...., IUDsporlCd III "Sluh group 
10 I ducrlCd '.g'o" oell Ibe ~djln 
aCBUlIellll] HQ The: fillli ""Bc of my pin 
II It lund.. If I ,m 10 mUI'IU10 my (o"trol 
over the (ity. I .. til nc.ed Ihe .. mones alld 
mUD!UOI!S Ibere. More importllllly. I .,11 
tu...., tvl the burt f,om Ihe Imperill CUild 
ud broken the ooly IIII,ted fo.u io 
Ihe CIty." 

CAMPAIGN TURN FOURTEEN 
"The Codull HG W15 stormed IOd.ay. My 
WmiQIs lought well. Thil umj»igll bu 
btUI good for them Our IIt~ck ... prcciK. 
, .. ;£1 .• 1Id .,IOOUI mercy. Before Imp.,ial 
fC5Cl'VtlI could UII~ we Iud O~rllIl the 
ohj<CI/VC • .,d were "dl pllCcd 10 .ip. OUI 
Ibe counier- lillcit. 

"A .... 11 of !f00 lui {aile • .llould Vogcn. 
Pertunbo be pfliscd. No hnioD io tbt dty 
IS .bl. \ 0 btClk oul. Iud ,he $T rongU! of 
them is tbe Bbck ullon. I IDt itipm llut 
they .. ill ensure the b"nlc 10. ,he P.I,,~ 
UlolioOd UP li] eYe.., f .. lton IS dnllled of ,II 
$lte"gtb. All I Mve 10 do 15 $TICDglheD my 
fortifi(.l t iop~ lod .ii," 

Pete; Looking back over these entries 
at the end of the campaign. I can see a 
few places where I have put a brave 
lace on thIngs. Alex Boyd's Orks were 
a dangerous and persistent enemy that 
I sImply could not beat. Fortunately, I 
managed 10 achieve my key objectives 
before they threw a spanner In the 
works. I must confess that I gol a bit 
overconfident after my InfUal run of 
success and did not put the starport to 
full use. I should have stuck to my 
enclave and launched raids throughout 
the city 10 set up fortified enclaves in 
useful (I.e .. high VP) areas away from 
Ihe center. This would have boosted 
my score consIderably and kept me oul 
01 the scrum around the palace. This 
was a clear case of getting carried 
away and not slicking to the plan If I 
had been serious aboullhe palace, I 
should have gone lor II from the start. 
My half·hearted moves In that area left 
me with a lot of wasted lime that could 
have bean spant far more productively . 

Attempting to be a player in the palace 
scrap was unnecessary and nearly 
finished me when the move failed. The 
real effect of the batlies wIth the Or1<s 
was to take matters OUI of my hands at 
a crucial time. Fortunately, I lucked out, 
and the Tyranld Inlastation In Ihe 
palace held firm. 

By the end of Ihe campalgn several of 
my squads had gained Veteran 
Honors, which occasionally proved 
useful, although they were never 
overtaJanclng. These honors did 
encourage me to keep the same squad 
con!lguratlons Ihroughout. though. 
giving virtually every unit e little bll 
of history. 

So another Imperial City falls to Chaos, 
and a good time was definitely had by 
all. Phil and Graham did a great job 
running the campaign, and it was an 
excellent way 10 get the most out 01 Ihe 
Citylight system. 
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This month's baHle report has one 
main mission - to show how the 
new trial assault rules for 
Warhammer 40,000 fare on 
the baHlefield. 

With the induslon 01 the preview 
Assault rules In this month's White 
Dwarf, you could be forgiven lor 

thinking that we have gone a little close 
combat crazy recenUy, We decided that 10 
do the rules justice we should showcase 
them in a banle report, Ramember thaI. 
although these rules are oHiclal, they are 
sUIl optional lor use In games 01 
Warhammer 40,000, and thai you should 
agree with your opponent 1\ you wish to 
use them rathar than those In the 
Warhammer 40,000 rulebook, 

In order to demonstrata the rules to thalr 
besl possible advantage, the decision was 
made to keep the scenario as simple as 

FAITH IN 
VENGEANCE 

WARHAMMER 40,000 BAnLE REPORT 

possible, After leating through the 
Warhammer 40,000 rulebook we decided 
upon the classic Cleanse (p. 139) played 
on a 6' by 4' table and set a limit 01 t ,500 
points a side, We did this to keep the 
game ·clean" and Ihereby emphasize the 
new rules themselves. 

As lor players? Well Andy Chambers, the 
Warhammer 40,000 OYerfiend, has written 
the new rules in conjunction with Pele 
Haines - so who beller than Ihese two to 
demonstrate how to use them? Andy will 
be taking his beloved Orks. Pete's normal 
Warhammer 40,000 army Is the loul and 
twisted Iron Waniors, but they are toolad 
up lor shooting and nol tor beating 

greenskins to a bloody pulp in hand·to­
hand combat. After a look at the Studio 
armies and armed with a variety 01 
Codexes, he decided upon the Black 
Templars, a dedicated close combat army 
If ever there was onel 

So, the scene Is set lor a clash of titanic 
proportions. The Black Temptars have 
succeeded In tracking down a fragment 01 
Warford Ghazghkull Mag Uruk Thraka's 
once all-conquerlng horde and are 
determined to cteanse the balllefieid of 
their green-skinned adVersaries. Wililhe 
Orks prove to be 100 much lor the 
crusading Space Marines? Or will the 
Black Temptars sweep all belore them ... ? 



Chlpbi~ Cola wuched as the billowllIS 
dUI doud Ipple»ched Ihe Bbtk Tcmplus' 
po:!ilioo. Ihe dimlll !WI of tlude Ork 
vehicles ludlble U I but hllm OD the 
edge of halillS, The hot IUD bu.t dOWII 
upM Cola', fate. Illd he urrowtd hIS 
eyes 'S,Uost Ibe slIIe as be dell,d the 
ictio~ of his bolt pIStol lad whISpered 
tbe BlesslDS of MIiDitioaJ o~r Ibe 
WCpolL Beside him. Brother Akens. the 
Cho5cll wurior of the Emperor. kllCh ia 
puyer. IUs forehcul pressed 'g,iost the 
bih of his "'Old. the bude bUlled III the 
goldeD und. 

Cola WItched as Ihe Emperor·, 
Chlmpio~ complCled his devotions lond 
rose to bis feci . plucklDS his bbtk- bbded 
sword hom the IIroulid lolld 'wiDgillg it III 
o:uy Uti uoulld his umored body to 
10000n the muscles of his shoulde". 
Akeris slowed his blathiag llid held the 

bl,de before him. the qu1l1011S level witb 
his flcc. Suddclily he IUDged. spi~~illg 1l1li 
,wistiDg. the bbdc I ,weeplliS 1fC. as il 
SpliD befolt Ihc w",ior Hi. blldcwork 
wu flawless. every mol'l:mcal perfectly 
btbDCcd llid toatroUed.. Cut. Ibn1f1. pury. 
llId riposte. Akeris'l sword btume la 
(JI:~joll of hIS Ifrn.. Ihe Emperor's 
ClumploD ef(orllcssly IW11ch11l1l betwcell 
Imllg Ihe wapoo Ollt- Illd two-luDded. 
AJ Ilwlys. Cola felt gral plldc II thc 
skill .. ith which the Emperor's ClumplOll 
widded tbe sword Ind IIIVC tlunks 10 tbc 
Emperor thai AkcriJ Iud fOl~ed Ihem 
IhllJ diy. 

AktriJ complued his eXClclses Ind 
smoolhly shclned his sword. FolloWl~g 
Com', IIllC U he wuched the Orks 
Ippre»ch. Akeriis lip Iwif1cd in I IDeer 
of cOlltempl. Though Ihe Ork, were still 
mlay kilom(ICn ,w'y. Ibe '''0 Black 

T cmplan could ClI!ily pltk 0111 Ihc 
moDflrous trllck lc.adi~1I the sWllmin8 
vchic.les llld the lIill'lltit Ork .ilh , 
Iffioke- helchill8 power c.bw yellin8 
comlfUlldJ to 115 ulldcrhalls from I 

jvddcri.llg platform fixed to Ibe 
IlUck', back. 

~Do YOIl Ihlllk Ihis is lhe ODtT ukcd 
Cole. pol~li.ll8 ,I ,he Ork lader 

~Docs it ffilltcrT uid Akeris. 

~I suppose !lOt." 

"They Ire X~ flhh. lDd II !JUne,., DOl 
whether ,h •• ODe iJ the OM we KCk. It 
Will die by my blade. I hne vowed th,t 
il shill he 10. ~ 

Colel IICIdded. The Ork Wnlord wu 
'lrwly dad. If Alteru. had sworll I vow 
10 ICC it 111111. Ihtll the deed II'U u good 
u done. 



WARHAMMEI "O,DOD BATTlE 'EPOIT -FAITH IN VENGEANCE 

• . . 

We chose to usa my 
Orks vs. Black Templars 
lor this report, as we 
could guarantee lots 01 
CQlTlplex fights Involving 
mixed armor types, 
diNerent Toughnessas, 
and so on, which would 
have been a nightmare 
to resolVe under the 

current third edition Assault rules. II youve 
read Whife Dwarf lor long enough, you'll 
know that Pete and I are old adversaries. 
As such, this repon created a great 
opportunity to contlnue our oogoing ballles, 
with a bumper bonus lor me 01 lacing 
Black Templars as a follow-up to the last 
bailie report I rought with Mall Sprange In 
WD 260. I put together an army by the 
simple e.padlent 01 picking what would 
give us a good ffght. As ever, my choices 
started with my Warboss, the mighty 
Gorbag Oltbuma, equipped with his mega­
armor and an over-abundance 01 weapon 
upgrades. With the HQ selected. I filled oul 
my Troops choices with a mob of 
Tankbuslas with a Nob leading them and 8 
mob 01 Shoota Boyz - the former to take 
down the Inevitable land Raider Crusader 
thai Blact< Templars always field and the 
latter 10 act as my ' goalkeeper," whictl 
Orks could lall back on and mob up with 
Instead 01 retreating off the banlelleld. 

With these bare bones picked, I went on to 
"esh oullhe army with the essential 
CQlTlponents for Infllcling maximum death. 
Arst was a ten-strong Trukk Boyz mob led 
by Boss Nashbad armed with a power claw 
- these would be able to deploy forward 
quicl<1y thanks to their trukk and pin a unit 
In place to gel overrun. Nexl was a 
Battlewagon to carry Gorbag, a big mob 01 
'Am Boyz to give him numbers bact<-up 
and to protecl the Balllewagon, a Big Mek 
with a kuSlom loree f.ald and 8 couple 01 
Oral oilers to help fix any damage. My 
choices gave me two powerful moblle 
elements, so I added a couple 01 Buggies 
to Increase lire power and give Pete some 
elflra targets to worry 
abOUt white the 
transportS got 
Inlo position . 

ARMAGEDDON NOW 
Once I was satislled thaI I had some 
troops that would be in close CQlTlbat pretty 
much straight away, I wenl back to thicken 
out the ground-pounder side 01 my lorce. 
Tankbustas are always an enemy's first 
priority lor killing (especially when they 
have lour rokkit launchas) so I Included a 
Oretchln mob with a Slaver to usa as a 
living shield for them. As any Ork player 
wilt teH you, a mob 01 Kilter Kans Is virtually 
compulsory if you have any loot troops, as 
these mlnl-Oreadnoughts pack loads of 
punch. I had a hUndred or so points left to 
spend, which ordinarily would go to my 
trusty looted Basilisk - doubly so against 
Space Marines 01 any sort. However, Iv e 
grown a bit bored 01 using It In every banle. 
Plus r had promised Pete to leave It out lor 
once. Instead I Included a smallish mob 01 
Slugga Boyz with big shootas to give me 
more numbers for the coming battle of 
attrition. 

DEPLOYMENT 
I deployed with an eye towards hitting the 
Btack Templars With maximum lirepower 
lirsl to take down their numbers a bit 
belore engaging them With my Banlewagon 

and trukk-bome forces. People often 
dismiss Orl<y firepower as Irrelevant next 10 
Ihelr dose combat ability, which Is mlsslng 
the poinl a bit. Space Marines that 
speclanze In close CQlTlbat like Black 
Templars or Blood Angels usually sacrillce 
their shooting ability In some way. This 
means that shooting them up can allen be 
more profitable than gelling stuck In too 
quickly where their advantages are more 
pronounced. When It came to assauHs, I 
Intended to use lhe mobile torce to pin the 
Black Templars In place and then leed 
successive waves of Ork reinforcements 
Inlo the lighting and grind them down in a 
banle 01 attrilion. I've lought Slack 
Templars 00 enough occasions to know 
thai they're a real hand1ulln close combat 
-"'owever many Boyz you think you 're 
going to need, you shoutd double It I 

The Orklsh gods smiled on me, and I won 
the ron to choose whether to have the first 
or second move. Wllh both forces poised 
eyeball-to-eyeball as Ihey were, it would 
have been suICide to give away the 
advantage 01 first move, so I pitched in 10 
make the Black Templars wish they'd never 
heard of Warbass Goroag (again). 



BY THE EMPEROR'S CLEANSING LIGHT 
Normally, when bailie 
report time comes 
around, the emphasis is 
on showing oft a new 
army, bUllhls time, II 
was all about showing 
oft rules. As the rules in 
question are the trial 
Assault rules, it seemed 
like a splendid 

opportunity 10 use a no-holds-barred In­
your-face assault army 01 the sort I 
normally aschew. A quick tour 01 the 'Eavy 
Metal cabinets narrowed the choice down 
to the Black Templars lor no other reason 
than there were masses of Assault Marines 
equipped with jump packs that were clearly 
just the chaps I was looking for. 

Under normal circumstances, I am far 
more likely to be devising ways of shooting 
holes In Black Templars Ihan using them 
myself, so the composition I devised was 
never going to be ideally optimized, 
Instead I simply selected a variety of 
troops, as the point of this banle report is 
to show all manner 01 rules options. The 
land Aalder Crusader is synonymous with 
the Black Templars, and I was reaJly 
excited at the thought of what the hurricane 
panem boilers would do to Orks, I filled the 
Crusader up with a big squad of Black 
Templars, leaving room for the Emperor's 
Champion to lead them. This gave me my 
spearhead, and to cover its flanks, I 
selected two Assault squads, one of them 
tiberaJly equipped with storm shields Just in 
case of KltIer Kans, and each with a couple 
of power lists. As the Black Templars lack 
Veteran Sergeants, I decided that an eXIra 
independent character was needed and 
added a Chaplain with a Jump pack and 
Terminator honors. 

I stili needed another Troops choice, so I 
selected a fairly general squad to 

provide fire support with a plasma 
gun and a lascannon. As my 

regular opponents wfll know, I LIKE 
lascannons, and there was no way I could 
go Into a game without one, I still needed 
some mobile fire support though, but 
having splurged on characters and a 
seriously big tank, this SlJpport needed to 
be cheap, Consequently, In wen! the Attack 
Bike equipped with a multl-mella and a 
Dreadnought with an aSS8ull cannon. 

looking at the fin ished list, II seemed a bit 
small , but II was detinitely hard attha core 
and wouldn't require much finesse from me 
to do damage. After a quick study of the 
Black Temptars rules (including a fit 01 
manic giggling while reading the Emperor's 
Champion entry) I chose the "Sufter Not 
The Unclean To live" vow, Overall I 
reasoned that il was a better bet than 
"Accept Any ChaJlenge: as the laner 
makes sweeping adval'lCe mandatory if the 
Btack Temptars win a close combat. Under 
the revised Assault rules, a successful 
sweeping advance prevents enemies from 
falling back, compelling them to keep 
fighting, Sometimes this is a good thing, 
but sometimes Ills not, and I wanted \0 
retain the choice. 

DEPLOYMENT 
For a Cleanse mission, you really have two 
choices: either plan on oocupying quarters 
whilst wearing down enemy squads to 
below half strength so they cannot contest 
them, or try to eradicate the enemy army 
utterly and worry about quarters on tum 6. 
Having picked a pretty unsubtle 8nT1Y, I 
saw no reason not to go for an unsubtle 
plan. The terrain looked fairly open, but It 
seemed to me that the two rocky spires 
that lay between my quarter and the Orks' 
quarter could be tumed 
Into a pretty good 
bottleneck. It's always 
good policy to light on 
a limited frontage 
when outnumbered, 

so I deployed with a view to drawing the 
Orks Into a light in the pass. The Land 
Raider would be at point with an Assault 
Squad either side of il. The Anack Bike and 
Dreadnought would each support one 
Assault Squad while the lascannon-armed 
squad would stand back, maintain a 
presence in my home quarter, and blaze 
away. It took quite a bit of willpower to 
deploy in SlJch an overtly offensive way 
against an Ork army Instead of maximizing 
the separation and looking to shoot it out 
for the first few turns, but that's the way the 
Black Templars light. so I grilled my teeth 
and hoped tor the !irst tum. 
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"O CC~""CC~c==c-------­W.>bo" Qorbo.g Gltbuma 
MfIOI. almO<. IMO" ~LI. big homI. 
~ body, kuSle>m sI\oota -_ 
oakb, lIIloOIie,. and blasLI 125 pia 

81g Mete SkIorll"1l 
KUSIOm 1"",,, lie1d, o/ugga _ ohootiIH'. 

Mek'. IOOII. and two Oro! oiIe ... , 52 pl. 

Emu ~ ________________ __ 

15 'Art! Boy, 
Burna and two mWllaundWI 1. pl. 
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GITBURNA'S WARBAND 

123 pta 

Ruknaf ', T.n~bu'Lla 

Ten T.nl<busta Boyt. 80M ''ll'l,~'' 
kwnct>ro. ~. Iron gob. .-

, . 
106 pl. 

N •• _·.Trvkk~ 

T&II Trullk 8ayz Sou Nashl>ld, big homI. 
. ... ..., '1mO<. POW9I' claw, . Iugga. ItUklI "'"" 
big 1IIoaIa. Gro! ngge ... , and a bOIl..,., 
big ehooIa 108 pia 

~yYS~ __________ __ 

8111t1ew~ 

Zzap gun, 1WO _""" mWllfIlJI'IChas. 
lImO< piIIlH. two boll..,., big shooWr. Grot 

rIgge .... and • red pe.1rr1 job 110 pta 

";,.J K ...... ~n Mob ,.J Three 1(.". with I01<kiI lfloocI1aI 135 pt. 

TOLlll .500 pl. 



o 
o 

~'.;.~'O'"'"'_;;;;::--------­
Te.m1na1Or 1'IOOOrS. jump ped<. 
meIUI 1IorT"m. and bolt pistol 111 p11 

ElI, .. .,.-.'"'''".,.,-____ _ 
OrIHdr-.gltt T_-.d 
Assault cannon 
and.....,... launclw .. 105 pl. 

.. """ ;c:=::::,-------­
Squad COnflllv., 
Six Initial ... """ wIIrl boll pis,,,, and cIoH 
CCitIIbaI -.pan. th, .. _ baIIe., 

·fr ....... "*'1!\~ , 
"'­

cornt.! .... pon and l:IOII poIId, and 1wO 

with power flsl lod boll pillGi 270 pl. 

A.NU" SqU8d WK ... ,I 
Ten InI1l8'es-.;gN wIIrl claM combil1 
_pon Ind boll ~ and two wIIh POWfI' 
,., end boll p1e1Ol 280 pl. 

.". 
H .. vy SUppotl"'== ____ _ 
1 LAnd R,1der C'u ...... 
TutrlHnounl8CllWIn_ auaulI 
<:aIltIIlN, ~.cI1'IurrIc:at!. 
bOllen, mu/ll-meIho, and 
IItI"ICIke Iau~ 251 ptl 
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TURN 1 - ORKS 
Andy: Tracks churning, wheels spinning, 
the Ork first wave charged 011. I moved the 
Battlewagon only 6" (well 7' actually. 
thanks to its red paint job) so I could try to 
use its zzap gun on the Land Raider if the 
Tankbustas failed. The trukk and buggies 
swung out and went 12" to start containing 
the Templars' force. Most 01 the loot 
slogging mobs and the Killer Kans moved 
into cover to avoid getting shot up 100 
badly belore they could be commi«ed 
into combat. 

I started my tiring with the Tankbustas, 
duly falling to scratch the Land Raider 
Crusader with their single rokki! hit. 
However, the Battlewagon's oh-so random 
uap gun then lanced out an 
uncharacteristically brilliant beam 01 
energy (rolling a Strength 10 attack) and 
blew the offending tank to pieces. To my 
great delight, the resulting e)(plosion not 
only killed four 01 the Crusader's 
passengers, but squlshed a nearby 
Assault Marine too. Unfortunately, this was 
the high point of my shoollng, and the only 
other casualty Inflicted was the buggies 
gunning down one of the tire support 
squad on my lar right. In the excitement of 
blowing up the Land Raider, I lorgotto lire 
the Slaver's big shoota and use the Trukk 
Boyz - a stupid mistake I would come to 
regret later. Stili, it was a good start, 

TURN 1 - BLACK TEMPLARS 
Pete: Not only did I not get the IIrst turn 
but Andy's zzap gun also destroyed my 
beautiful Land Raider Crusader In that first 
tum, leaving my plan hanging by a thread. 

82 IIITIIII VIIGUllel 

I did consider changing it to something 
less aggressive, but I had Included so tittle 
firepower that II was ptalnly Impossible to 
hold the Orks off that way. It was time to 
tough things out, so the Emperor's 
Champion had to set the example. He and 
the other survivors of the Crusader rushed 
towards the oncoming Orks while the 
Assault squads advanced more caullously 
to outflank them. I wanted to draw the 
Orks In against the squad from the Land 

Raider to set them up for a charge from 
the Assault Marines. I also declared that 
the Emperor's Champion was no longer 
leading Squad Evgenlus. as I had 
something special In mind for him. 

Squad Evgenlus opened fire on the lrukk 
accompanying the Orks' massive 
Battlewagon to no effect. The 
Dreadnought engaged the Killer Kans 
equally fruiUessly, but then my luck 
changed. Squad Conrallvar's lascannon 
and plasma gun blew the outflanking Ork 
buggies to pieces with some impressive 
firing. The Attack Bike tried Its luck against 
the Battlewagon but missed. 

It was now lime to unleash the Emperor's 
Champion who charged the Ork 
Battlewagon, while Squad Evgenlus 
charged the trukk. 

Because Squad Evgenius had fired al 
the ark trukk, /I was the only thing that 
they could charge. In this case, Chis 
wasn't a problem, as I was determined 
to reduce 1M mob/lity of the arks to 
keep them /n the pass. As the squad 
had fired, they would not receive an 
extra attack for charging. 

Squad Evgenlus managed to Inflict a 
glancing hit on the speeding trukk, 
stunning the crew and passengers. A 
satisfactory result for now. Meanwhile, the 
Champion·s battle cry rang out as he set 
about the Battlewagon wilh his Black 
Sword. He inflicted a penetrating hit. 
slicing through the zzap gun's power 
couplings and ripping the Battlewagon 
apart In a huge e)(ptoslon. He survived the 
blast but sl)( 01 Gorbag's 'Ard Boyz didn't. 
With his first blows, the Emperor's 
Champion had avenged the destruction 01 
the Land Raider and had brought me back 
Into the game. Now. I had to survive 
the reprisal. 
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TURN 2 -ORKS 
Andy: Not a lillie inluriated by the 
destruction 01 his Balliewagon, Gorbag 
Gitburna led his 'Ard Boyz forward to clear 
the Black Temptars away from the trukk 
belore Ihey got another chance to destroy 
It. Evel)'body else moved up, the Killer 
Kans taking up posItion to assault the 
Emperor's Champion and end his 
miserable life before he gave me even 
more griel (did I mention how much I hate 
the Emperor's Champion?). Big Mek 
Skariang scuttled lor cover behind a rock 
spire with his two miraculously unharmed 
Grot assistants. 

I could see the Ternplars' Assault squads 
and Dreadnought squaring up to help out 
their brothers Irom the land Raider and so 
I poured flre Irom the Slugga Boyz, the 
Killer Kans, and the Shoota Boyz Into 
them, killing a couple 01 Assaull Marines 
bul not scratching the Dreadnought. The 
rest of my firing went Into the dlsembar1\ed 
squad. Once again, the Tankbustas did 
nothing and the 'Ard Boyz (choosing to 
sacrifice their +1 Attack for charging) shot 
atlhe squad with many hils but no kills. 

Things improved as the Grots and Staver 
killed Ihree and Gorbag another one ­
mainly because the Neophytes were in the 
majority now, and the squad was suffering 
due to their lighter 4+ save. The 
disembar1\ed Black Templars duly lalled 
their Morale ctJeck and sweptlorward Inlo 
the 'Ard Boyz (it's a Black Templars thing), 
making me leel a lot beller about chooSing 
to shoot with them. 

In the Assaull phase, Gorbag charged Into 
the Templars aloog with the unengaged 
'Ard boyz. The 'Ard Boyz passed their 
Waaaghl test. doubling their Initiative to 4 
in the first round of close combat - this 
would mean that they would be strik ing 
before the Templars thanks to their vow. 

The vengeful Killer Kans clanked into 
action with the Emperor's Champion, two 
managing to contact him. 

U IIITIIIVIM8WCI 

When moving a charging unit, the 
nearest model moves into contact with 
the nearest enemy model first - In this 
case it was Gorbag. Next, the rest of 
the charging models move with 88ch 
model obeying two rules: first, they 
must move into coherency (2') of 
models that have already mov9ci, and 
sscond, they must move into contact 
with unengaged enemy models 
If possible. 

The 'Ard Boyz cui down only two Templars 
with their choppas. Unperturbed, the 
survivors conlinued their allacks on the 
now-stational)' trukk, comprehensively 
destroying It. Three of Nashbad's Trukk 
Boyz were killed gelling out of the wreck. 
Mounting up my main strength In vehicles 
was startIng 10 look like a distinctly bad 
move. Gorbag took a measure of revenge 
by snipping two more Templars In two with 
his power ctaw. 

Speaking 01 vengeance, the KlIIer Kans 
now dished out their best efforts, InflIcting 
three potentially latal wounds on the 
Emperor's Champion . To loud cursIng on 
my part, Pete duly made all three 
Invulnerable saves thanks to his Iron Halo. 
By a lIuke of luck, Ihe supporting Killer 
Kan managed to wound the Champion 
despite his 2+ save lor artifIcer armor. This 
was cold comlort, and I cringed as the 
Black Sword was swung two-handed 
(counting as a power list) back at my 
I!lmslly armored Kans. Fortunately, the 
only damage scored merely p!"evented two 
of the Kans from shooting next turn -
Irrelevant while they were In close combat 
anyway. Slili. my best chance 10 off the 
Emperor's Champion had slipped away, 
and now I could only hope to be luckier 
(and Pete less 1UCi<y) nexllurn. Now I 
would have to sutler the full bite of the 
Assaul t Squad's charge In the nexl tum . 

TURN 2 - BLACK TEMPLARS 
Pate: I was stili chuckling at the way the 
Emperor's Champion's Iron Halo had 
managed 10 thwart the KlIIer Kans. Now, il 
only the Emperor had the attention span to 
keep smiUng on his Black Templars, all 
might be well. Stage one of my plan had 
been rescued by the Champion's gallantry 
(translatlOl1: extreme good fortune). The 
main strength 01 the Or1<s was pinned In 
place, and now II was lime to unleash the 
Assault Marines. Both squads moved up. 
The one led by Ihe Chaplain lined up 10 
charge !he KlI!er Kans while they snapped 
al the Champioo. The other prepared 10 
charge the Ork 'Ard Boyz surrounding Ihe 
sad remnants 01 Squad Evgenlus. The 
Attack Bike and the Dreadnought moved 
forward to support them. 



The Emperor-'s Champion svMvtJs a hail of blows from the Kjller Kans as Iha bsnl6 rages around him. 

My shooting was pretty minimal. The 
Attack Bike fi red at Gornag's 'AId Boyz, 
killing one of them. 

The Dreadnought fired at the Slugga Boyz 
on the Ork right flank and killed one of 
them, while Squad Conralivar gave them a 
volley. They scored plenty of hits, but 
sadly, the energy sett ings on the 
lascannon and plasma gun must have 
been inadvertently set to "tepid," as no 
wounds were Inflicted. 

Bemused by the uncustomary paucity of 
shooting available to me, I charged in with 
my Assault Squads. 

The Chaplain and Assault Marines were 
unable to hurt the Killer Kans before they 
struck at the Champion, inflicting two 
wounds. To my absolute amazement, I 

Under Ihe new Assault rules. il is fine 
to shool al units engaged in c/ose 
combal as /ong as you can larger 
models thai are nol ln base-Io-base 
with the enemy or wilhin 2 ' of an 
engaged friend. In this case, the 'Ard 
Boyz outnumbered the Marines to the 
extent that they all couldn~ get at 'em. 

then made both Iron Halo saves! Clearly 
something spiritual was happening, as the 
most glaring weakness in my play is 
normally an utter inability to make saving 
throws. Apparently the Emperor was still 
Interested. The Champion and the Assault 
Marines armed with power fists then struck 
bacK, destroying one Kitler Kan, shaking a 
second, and immobilizing the third. It was 
actually looking like the Champion might 

Just survive rushing single-handedly into 
the fronl of the Ork army. 

The other Assaut1 squad killed a total of 
seven Orks at a cost 01 two Space 
Marines. The Orks were undeterred 
though, and the combat continued. This 
was a concern, as I was hoping I might 
get a breather illhe Orks were driven 
back. Overall though, the pass In which I 
had planned to halt the Orks was full of 
wrecked vehicles and trantically hacking 
warriors. The Orks could not get their full 
strength into the light, and I was still In 
with a decent chance. I was aware thaI, 
aside from the Dreadnought and AttacK 
Bike, I had no reserves left. I was going to 
have to depend on the Champion and 
Chaplain pulling in some overtime to see 
me through. 
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To /he rescue! The ChephJin and Iha Asssu/l squad chargo/he Killer KartS, 

TURN 3- ORKS 
Andy: Old I mention how ml,lCh I hate the 
Emperor's Champion? The full Implications 
of Pete's plan to pin me in between rock 
spires and wrecks was becoming apparent 
even to my dim, Orklsh brain, and I lneolo 
maneuver my mobs around the fighting 10 
bring their numbers to bear. Proving that 
long, dangling arms are uselullor more 
than just strangling humies, the Slugga 
Boyz clambered across the rock spires 
with startling speed, and I lined up my 
rein forcements 01 Trukk Boyz, Tankbustas, 
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and Grots to squeeze Into the available 
gaps below, With an uncomfortable leeling 
that I might need them, I also brough\\he 
Shoota Boyz out 01 cover to start flanking 
the big light. 

Once again, the rokkit launchas 01 the 
Tankbuslas and Shoota Boyz made 
exciting whooshing noises but came 
nowhere near Ihelr targets 01 the 
Dreadnought and Attack Bike. The rest of 
my firepower was held back so that the 
Trukk Boyz and Slugga Boyz would have 

maximum Attacks when they charged In. 
The Grots were blocked by Gorbag's 
impressively bulky form, and the Warboss 
was looking rather lonely In a power·list­
rich environment. Not good ... 

In the Assault phase, the Trukk Boyz and 
Slugga Mob charged into the two Assault 
Squads. The Trukk Boyz failed 10 get off a 
ferocious enough Waaaghl and so had to 
sulfer the Assaull Squads' attackS belore 
they got a retum attaCk. Net result: two 
dead Trukk Boyz for no Assault Marines, 
and the surviving 'Ard Boy with a burna 
(again) lalled to wound. Striking last with 
their power claws, Gorbag and Nashbad 
made up lor the callow performance 01 
their minions, killing three and two Assault 
Marines, respectively. Not enough to kill 
off the last power-fist-wleldlng Templars, 
but mercifully these missed this time. 

The Slugga Boyz, with more room to 
engage, were more successful and took 
down lour Assault Marines. They couldn't 
stop the Emperor's Champion laying Into 
the Killer Kans though, and two more 
Immobilized results took the Kans' Attacks 
down to a measly one, which failed to 
wound. The Champion and Chaplain were 
looking particularly dangerous, and I was 
becoming acutely conscious 01 how few 
Nobz I had available to light them with. 
With all my vehicles In smoking ruins, I 
started to wish I'd gone for strength over 
mobility. Ah, wonderful hindsight. 

Did I menllon how much I hate the 
Emperor's Champion? 



TURN 3 - BLACK TEMPLARS 
Pete: Another turn 01 Gorbag-Ied Ork 
brutality had passed, and although the 
numbers of Black Temptars were falling, 
they were still maintaining a decent kill 
rallo. The more the numbers Involved on 
both sides fell , the more decisive the 
presence of the Champion and the 
Chaplain would be. 

This turn would be the one in which I had 
to commit my last reserves to the fray. II 
was clear that, of the two big scraps gOing 
on. the one involving the Chaplain and 
Champion was probably goIng my way, 
whereas the one invoilling Gorbag wasn't. 
I decided to bring the Dreadnought across 
to Intervene in the losing fight. II was vital 
that the Orks keep lighting, as the 
consequences ollham reorganizing and 
charging into the other light would be lalal. 

Because I planned to charge, I did not l ire 
with the Anack Bike (I could have done so, 
but I wanted the extra Attack tor charging). 
The Dreadnought had no angle, so this left 
me with Squad Conralfvar to shoot. They 
managed to kill a single Sluggs Boy, and 
that was all the firing over and 
done with. 

The Dreadnought charged In and 
reinforced the last Neophyte of Squad 
Evgenlus and Ihe lasl two Assault 
Marines. Honors were even until an 
Assault Marine with a power fist squared 
off against Gornag. Although he was 
doomed to die, the Assault Marine dealt 
Gorbag a mortal blow that his bionics were 
unable 10 protect against. The felled Orky 

fiend crawled off (army commanders never 
actually die. after all) looking for a Mad 
Ook. The 'Ard Boyz fled, clearly 
demoralized by their master's demise. 
although the Trukk Boyz stood and 
continued the fight. Led by Ihelr power­
claw-armed Nob, they piled in to the 
Dreadnought. which was all that was left 
on the Space Marine righ t Ilank. 

In the other big fight , Ihe Chaplain warmed 
to his task, persooally slaying three Orks 
to add to the live others killed by Ihe 
remnants of the Assault squad and the 
bike. The Emperor's Champion was still 
trying to finish off the Killer Kans and 
lalling (although he had to be pretty tired 
by now). Overall, the Templars lost three 
men. thanks to a sudden relum to my 
more conventional saving throw behavior, 
but still won the light. The last Slugga Boy 
tried to run 011 , but the Attack Bike had 
other ideas and declared a 
sweeping advance. 

Sweeping advances have been 
completely revised in the new rules. 
Instead of one unit fleeing and the 
enemy rushing after ii, the emphasis is 
on Whether the beaten troops 
successfully manage ro effect a break­
off. If they are unable to get away. 
then the fight continues. In this case, 
rhe faster Arrack Bike was easily able 
to prevent the Ork escaping, thereby 
ensuring tha I there would be no 
unengaged Space Marines getting 
shot in the ensuing Ork tum. 
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TURN 4 -ORKS 
Andy: Gorbag down, Kans att but 
destroyed. 'Ardboyz lIed, Slugga Boyz 
seconds away Irom being wiped out- I 
was down to Ihe dregs, and the initial 
hopes of victory had faded Into a bitter 
thirst for vengeance. I sUIl had a third line 
of reserves to commit, but they were going 
to be so overmatched that I was going to 
have to be smarter with them. I moved the 
Shoota Boyz oft towards the fire support 
squad - something I knew they could 
overwhelm - and brought up the Grots to 
keep the Chaplain and friends busy, 
buying time. With a mighty lump In their 
collective allen throats, the Tankbustas 
squared up to assist the Trukk Boyz in 
bringing down the towering Dreadnought. 
The wounded Skarlang limped In to stop 
the Attack Bike doing doughnuts on the 
head 01 the last Slugga Boy. Hopefully. 

I. IIITIIUIIIIWCI 

.r , , 
, , 

'>'~"".: . 
" " , .. ". " /"( 

,.. .;'1 
I't ,'] !' 

:~x • 

• • 
'-, J' 

The Shoota Boyz hosed the fire support 
squad as they advanced. good wound rolls 
killing two of them. Sadly. the Templars 
passed their Morale check and so didn't 
foolishly charge out of their posJtions and 
a bit closer. Everything else was in combat 
and could not be targeted. 

The squealing horde of Grots surrourn:led 
the Chaplain. and he dispatched four with 
distressing ease. Their puny attacks failed 
to wound him in return, but the Siaver 's 
whip persuaded the linte gils to stay In 
hand·to·hand combat. 

The Dreadnought squished two Trukk 
Boyz. and Nashbad, even with the help of 
the Trukk Boyz and their boss, lailed to 
scratch it. The Templars battered the Killer 
Kans some more. wrecking the power 
claw on one and destroying another. The 
Attack Bike offed the last Slugga Boy and 

A hort1e of OIU descend upon /tI6 8lack Temp/a" su~. 

easily survived Skar/ang's return btows. 
Appalling! The dregs had achieved 
nothing. I suppose that's why 
they're dregs. 

TURN 4 - BLACK TEMPLARS 
Pete: The arrival of a horde of Grots 
demonstrated how short of reserves the 
Orks were gelling. Sadly, the Templars 
were down to a mere handful 01 men stili 
wading through a sea of green. 
FOOunately, they were a very 
tough handful. 

Squad Conralivar blasted another Shoota 
Boy with the lascannon. Everything else 
was dead or fighting lor lis tile. 

Having finally finished off the Killer Kans, 
the Emperor's Champion and the Chaplain 
began 10 cui down the Grot horde, killing 
four with no loss in return. The Grots 
started to flee, but a sharp whistle from Ihe 
Slaver ensured thatlhey were herded 
back Inlo Ihe light by his Squighound. 

The Attack BIke found itself fighting the 
Ork Big Mek and started killing his Grot 
assistants, but just like the Grots 
themselves, the Big Mek wasn't deterred 
and fought on. 

The embattled Dreadnought finally killed 
the power·fist·wleldlng Nob. thereby 
finishing off the Trukk Boyz. but still had to 
contend with the Tankbusta Boyz. some 01 
whom had got behind it to strike al its 
weakest armor. It took two glancing hits 
and was shaken, and one of its weapons 
was destroyed. Needless to say, Its 
Dreadnought close combat weapon seized 
up. leaVing it with no option but to kick and 
stomp the Ofi(s. The Old One was stilI 
alive though, and while it lived, il gave the 
Champion and the Chaplain a chance. 



TURN S -ORKS 
Andy: The Shoolas continued to pound 
towards the l ire support squad's sand 
bagged positions. The prospect 01 
outnumbering them four 10 one was the 
most cheery aspect of the battle by now. 
Their shoola lire accounted for another 
dead Space Marine as they 
stormed forward. 

In the Assault phase, Skarlang's other 
oiler diad beneath the wheels 01 the Attack 
Bike while the Chaplain and Emperor's 
Champion made the Grot mob look as illt 
had run into a blender. The Slaver and his 
Squighound managed to sneak in and put 
a couple of wounds on the Emperor's 
Champion, but Pete made both saves and 
denied me my revenge once again. 
Perhaps nol before lima, the Grots fled 

from the suicidal engagement with the 
Temptars, struggling off only 3' lor their 
faJiback. but Pete was determined not to 
gel drawn into more poinlless combat with 
the runts and let them escape while Ihe 
lasl member 01 the Assau!1 squad, the 
Chaplain and the Emperor's Champlon 
consolidated towards Ihe Tankbustas, 

The Oreadnought crushed anolher ollhe 
Tankbustas underfoot. as Ihey struggled 10 
lind a weak polnt. Many hits were scored, 
but none Inllicted damage. Once again my 
opportunity to eliminate a major Ihreat had 
slipped away; the Chaplain and friends 
would be bound to see to Ihat. 

TURN 5 - BLACK TEMPLARS 
Pete: Squad Conralivar was still able to 
shoot and. in what was looking like a last 

act of defiance, killed two Shoota Boyz. 

Having driven Off the Grots, the Emperor's 
Champion and Chaplain charged Into the 
Tankbustas killing three each, and the 
Of'l(s fleel. JUSI as the Emperor 's 
Champion had prevailed and survived, so 
had the Oreadnought. II was banered and 
in need of the help of a Techpriest, but il 
stood and had plenty 01 ammo lor lIS 
assault cannon. 

The AUack Bike and the Ork Big Mek 
continued to do their best to kill each other 
but to no avail. 
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TURN 6- ORKS 
Andy: Last gasp - alter a couple of 
appalling turns, the best t could hope 10 
claw back now would be a draw and make 
sure there were as few Black Templars 
able to walk away as possible. The Grots 
and Tankbustas scurried of/like the 
beaten curs they were but took the 
opportunity 10 rake their Old torm8f1tors 
with fire as they did so. The Dreadnought 
was stunned by a rare Tankbustas rokki! 
hi!, and the last Assault Marine fell prey to 
the Slaver's big shoota. The Shootas 
blasted another 01 the Templars as they 
pounded up 10 their toe's position and 
readied themselves to aS$8ult (even with 
the Orks' poor Ballistic Skill , I lelt it was 
going to be better to take my shots In this 
case to take advantage of the higher 
Strength and AP of their weapons). 

In the Assault phase, to my amazement, 
the Big Mek Skarlang killed oH the Attack 
Bike, and the Shootas charged In with a 
mighty Waaaghl 

In this Instance, thelasl of the 
Templars Is protected by cover and so 
counts as Initiative 10 when the Orks 
charge him. If they had lrag 
stikkbombz. the Drks would also count 
Initiative 10 (or the first round. Th8y 
don't, so the deftHlder goes first 
regardlBss of the Drk Waaaghl 
increasing them to Inmativ6 4. As it is, 
the Space Marine misses and gets 
pound6d Itst by /I horde of angry 
Shoota Boyz. 

Skarfang and the Shoota Boyz both 
consolidated to move further out 01 range 
from the Emperor's Champion and 
Chaplain. The Shoola Boyz were now 
placed comfortably far away (and 
doubtless wondering where the rest 01 the 
warband had gone). However, Skarlang 
found himself still dlstufblngly close ... 

TURN 6 - BlACK TEMP lARS 
Pete: AU that remained was lor the 
Emperor's Champion and the Chaplain to 

kill the Big Mek and consolidate into cover 
on general principia. The Dreadnought 
was unable to shoot but was still mobile. 
The pass was a slaughterhouse, packed 
with the bodies of the dead and dying, but 
the Black Templars had held the 111"18. 
Head-Io-head and blade-Io-blade they had 
met the Or1< Waaaghl and survived. 

The game was a draw, each army holding 
one quarter. although "army" might be an 
inappropriate term lor the tiny handful 
remaining on both sides. 

TfHI Ja_ntIOfI gunner prepares fro SBII hlmselt dearly 88 ma Orb 8W81m IOWilrUs him 
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I REALLY HATE THE EMPEROR'S CHAMPION 
Andy: As ever with Pete, this bante was 
wonderfully hard lought, and it was 
fascinating to see how he managed to 
wresl\he In1tlative back with a numerically 
inferior force after a setback many players 
would never have recovered lrom. I dldn', 
really plan tor the victory conditions 01 the 
mission until the end game, as we wanted 
to gel in some big lights. However, 
tactically spreading oul to grab more lable 
quarters would prObably have given me 
more chances 10 whlnle down the 
Templars with firepower and light in areas 
where my numbers would have counted 
lor mara. Mainly, I needed to roll better 
dice and Pele to roll worse ones. 

The trial Assault rules worked really well , 
even when we tried to push them wllh 
odd combinations 01 different Armor 
saves. Toughness, and weapons. I can't 
say that I need to modify my taclics or 
army 10 suillhe new rules particularly; 
Nobz lor every mob look tempting, but 
Ihen Ihey always did. leading w!th Ihe 
Grots to break the Templars' Initial charge 
might have been a better plan, but I didn't 
anticipate the vehicle rush stalling so 
easily. All in all, the eKlra tactical choices 
to be made lor assaulting units made this 
a more interesting assault-orlentated 
game than any I've had in a long time. 

WALKING IN THE VALLEY OF DEATH 
Pete: This battle was enormously 
enjoyable. After losing the land Aaider on 
the Ilrst tum, It was an uphill climb lor the 
Black Templars, but they stuck to their 
task with typical resolve. Having two rock­
hard Independent characters made all the 
dfHerence, especially when Gorbag died 
leaving the Orks with no one who could 
really stand up to them. I will remember 
the Champion's lone charge lor some 
time, especially as he managed to walk 
away from it alterwards. 

Overall, the Assault rules wor1c.ed 
superbly. The game Involved some of the 
most compleK close combats Imaginable. 
There were characters, Killer Kans, 
Dreadnoughts, Orks, Marines, and Grols 
all getting stuck Into one another, and It 
was interesting to see how differently this 
sort of vast melee flows with the trial 
rules. In this case, we got the game done 
In an afternoon, Including a coffee break 
and lime 10 note down all the moves and 
lake the piccies. 

The vllley ... u I durDcl house. Gruosklo corpse! IDd fmokillg vehicles choked i15 .Idth, hll illg Ih, lir . llh Ille I1UU. of 
Orkish blood IDd burDillg (ud. Black Tempbrs reinforccmelllS scoured Ihe b.i" leficld, d.sP'ICbIDg ... ounded Orb or lelldillg 10 
thcir hllclI hrdhrclI. Much bJood Iud hcell shed IhiJ diy. Ind ChlpbiD Cole.-. wurily droppcd 10 b)5 hCC5. offeriDg I sbon 
puyer of thinks 10 the Emperor for Ihill clllDet to smite His ellcmics. His UlIIor WiS deotcd lnd lora, cloned blood c~uog hl5 
bre15tpille from 1 dolto shdlow eulS. Brolher .1\10:(15 slood sWlyi~S 11 the moutb of tbe villey, I [MUlld of dt.ld Orks 
surrouDdiog tum. The BJKk Sword drIpped wllb gorc, III bide dll lled .,Ih CrCellJklll blood. 

Gatel counted himself 1 (ortIHdlble wurior but knew IIOW llu t he wu l 1I0~icc in tomp"i$On to the Emperors Cfump'olI. The 
orlllge Akcris bid wre.-.kcd lmoagst Ibe Orks "WU httle short of iesclI(bry. Vehicles. Orks, Ibe smaller sbve Cfe.-.hlrcs. lild the 
bluphtmous m"hllllCd COIlllrUCIS Iud ,II bllen beforc h)5 tlghlColIS lUI. Coto rose 10 h.s fcct llid rrurched loward. the 
Emperor's Chlmpioll. hookllll! his C,OllU' Oil hts bel!. 

~BrOlhcr Akcri.,. YOIl 10uSht like the gre.-.I Sisismuod himsdf: 

The Emperor's ChUTlP'OD tUflled. h., bee. mask at COOltl"OIl. 

-Vou n.tter me. Brother ClupWD. bUI Ibelt Iuda duped 'U!! 
relribUlloD upon Ihe bllde at my ,word.. I tun ("led I~ my 
va ... and do not deserve your blessing'-

!rue. bUI your valor wu Ullrrutched by lOY I tuve seell I stull 
pus word of YOllr deeds 10 HIgh MushlU Hclbrcchl upoo 
your complcllon of pelllllcc for youl 
lIafulfilled va ... .-

The Emperor's ChlmpioB SpUD his .... ord to '''I pOlnl 
dowlI in the bloody SlDd nd kneh before 
Chlpllill Cota.. 

-It stull be so. Brolher Chlplllll. Nlme my pelllllcc, 
I undertake it .illiogly.-
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Chapter Approved In this Issue 
covers the trial Warhammer 40,000 
Assault rules. We thought It would 
be a good Idea to let veteran 
gamers explain how the new rules 
affed their armies. 

T
he Assault rules in Chapter 
Approved will no doubt have left 
many players with one thing on their 

minds: what do these changes mean for 
my army? As a result. we've decided 
not only to showcase them in a special 
battle report with Andy Chambers and 
Pete Haines who explain the differences 
as they go, but also to feature them in 
this special report. We're well aware 
that nol everyone plays Space Marines 
and Orks, and so we've taken the 
opportunity to look at a few other 
viewpoints. We've scoured the Studio 
and the Internet for veteran Warhammer 
40,000 players and asked them how 
these trial rules influence their armies. 
We've even found a few who were only 
too pleased to talk us through the 
changes they plan to introduce. So, 
without further ado ... 

ULI! 
How the new rules can affed your army 

ELOAR 
Phil Kelly: The Eldar have several units 
and models that specialize in close 
assault, and the trial Assault rules 
present some Interesting choices when 
applied to these troops. 

If you've ever watched your 70-poinl, 1-
Wound Exarch bite the bullet before he 
really gets to strut his stuff, there 's 
some good news for you. Under the 
new rules, the rest of his unit will take 
the Incoming hits on his behalf. There's 
also some general changes (but nothing 
too difficult) to get your head around. 
Let's look at a few examples. 

Howling Banshees: These don't fare 
too badly in the trial Assault rules. The 
fact that they lose the +' Attack assault 
bonus if they shoot is not too much of a 
dilemma. Firing a votley of shurlken 
pistol shots at the enemy can potentially 
leave you without anyone in range to 

assault, and let's face it. you'd rather be 
using those power swords at full 
effectiveness. Besides, 90% of the time 
I find I'll use Fleet of Foot to get a 
squad of Banshees Into a better assault 
poSition. I doubt I'll miss a smattering of 
shuriken fire given the alternative: more 
choppy death (striking first , naturally). 
The Exarch power Acrobatic comes Into 
lis own here, as the Banshee Exarch 
can flip into combat anywhere she 
wents. This can be very useful for 
extending the 2~ kill radius of the 
Banshees deeper Into an enemy unit. 
thereby ensuring that none of those 
lovely wounds from power weapons get 
wasted due 10 an embarrassing lack of 
victims. This power can also be used to 
land the Exarch right in front 01 an 
enemy Independent character, add her 
blows to those of her sisters. and 
hopefully take down the enemy before 
he gets to strike. 

Phil Kelty's Howling Banshe6 Exarch USflS thfl Acrobatic power to elf/end /he unl/'s kill zone. 
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The NotR with the power claws snip the legs off a Wraithlorr! whilst the Warboss deals with the Wraithguard, 

Striking Scorpions: The Exarch can 
really use that scorpion's claw to great 
effect, and beefing it up with Crushing 
Blow for a Strength 9 anack will really 
worry Dreadnoughts, Alternatively, give 
the Exarch a Biting Blade (altowlng you 
to keep roiling one more 06 each lime 
you wound) and Crushing Blow for a 
really great character-killing model. Try 
It against a Dark Eldar Archon who 15 
busy attacking the Exarch's squad, and 
you'll see what I mean .. , 

Swooping Hawks: As with the 
Banshee power Acrobatic, Bounding 
Leap can ensure that your Exarch is In 
the thick of things, allowing him to get 
the full use Oul of the Sustained Attack 
Exarch power (roll another 06 for each 
successful "to hit" roll), Combined with a 
Web of Skulls and shuriken pistol, this 
power will commonly result In the 
Exarch making seven or more power 
weapon attacks. Such an extortionately 
expensive combination of wargear and 
Exerch powers Is far more justified with 
the new rules, 

Storm Squads: The implications aren' t 
too bad for small tank-busting Storm 
Squad units; firing the two fusion guns 
you can invest In wan', affect the use 01 
their haywire grenades one bit (they can 
only make one anack wi lh the grenades 
In any case) , However, il you're 
assaulting an Infantry unit, I wouldn't 

bother firing the fusion guns or even 
contemplate flamers; Storm squads 
really need all the attacks they can 
muster. Also, if you like using a Warlock 
with the Enhance power in your Storm 
Squads to give them a bit more punch, 
rest assured the benelits 01 Enhance 
will remain until the last man Is 
left standing. 

Dire Avengers: The new rules are a bit 
of a double-edged Oiresword for the 
Dire Avenger Exalch. On one hand, Ihe 
Exarch power Defend comes into play 
only when the Exarch's squad is 
whinled down; opponents will be 
attacking the unit as a whole and so wilt 
not be affected by this power. On Ihe 
other hand, Distract can be very useful: 
Ihe Exarch can get Into combat with the 
scariest enemy model and Impose ·1 
Attack without fear of retaliation. He can 
similarly use his pricey Oiresword to full 
effect provided some of his squad are 
still alive, 

Seer Council : Working out combats 
with these guys is no longer a logistical 
nightmare, as you can happily assign 
hits to whomever Is In the majority 
(Warlocks or Farseers) without worrying 
about who's in contact with who, I've 
lost count of the number of times I've 
had a dice marking "wounds lost" by 
three of my Farseers, gening mixed up 
with who has what psychic power, and 

generally gening irritated, and I'm 
extrem~!y glad to see the back of it. 
Naturally, the Warlocks with Augment 
will be sporting "kick me" signs from 
now on ... 

WraHhlords: To avoid this much­
maligned behemoth being crippted by 
power fists, try to ensure he has some 
back-up: if the guy with the power fist Is 
preoccupied fighting off Striking 
Scorpions, the Wralthlord can strut its 
stuff In safety. Alternatively, take the bull 
by the homs and charge the power fist 
directly, ensuring Ihe Wraithlord's "kill 
zone" incorporates the fewest models, 
and your opponent will be forced 10 take 
off the one major threallo you. 

The Avatar: As the Avatar is an 
Independent character, the facl that he 
has joined a squad does not affect his 
combat ability in the slightest; any 
anacks allocated against him will have 
to go up against his daunting Weapon 
Skill and Toughness. 

Being primarily an Ulthwe player, I'm 
pretty Jazzed aboul Ihese Assault 
rules, because a mixed unit of 
multi-Wound models, SUCh as Ihe Seer 
Council, coutd be a real pain 
beforehand. I'm all in favor of anything 
that slreamlines the Assault process. 
Now back to those O-cannons .. . 
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CHAOS SPACE MARINES 
Pete Haines: As an Iron Warriors 
player\ I could be blase and take the 
view thai a different set of Assault rules 
aren't something I need to worry about, 
because I like to shoot the enemy down 
before any 01 that crude hacking and 
slashing Is needed, That would, 
however. be a terrible mistake. Even 
though I normally pUI more reliance on 
the lascannon than the chalnsword, t 
still include the Assault In my game 
plan. I no longer rush across the table 
as I did when I first staned playing with 
Chaos Space Marines but have honed 
down assault to something performed 
by a specialized part 01 Ihe army. 

There will normally be three assault 
elements In my standard 1.500-polnt 
army: my Chaos Lord, Murchad Ki te, 
who is normally used Independently 01 a 
retinue: my Dreadnought. Kese: and 
finally my Rhino-mounted Assaul t squad 
led by the Aspiring Champion 
Kaliban Tusk. 

Murchad Kite has an expanding range 
of predominantly bionic battlefield 
manifestations. These manifestations 
always emphasIze close combat, the 
Idea being thai Kite will lurk In the gun 
line and then either divert the enemies' 
attention by flanking their !lne of 
adVance or meet an attack head-on. In 
the revised Assault rules, Independent 
characters are always treated as 
separate units for close combat 
purposes, so the facl that he fights as a 
lone wolf need not change. I will need 
to be careful aboul where he charges 
Ihough. The only enemy models he can 
kill in close combat afe those engaged 
with him or within 2" of them . There Is 
therefore very little point In hitting the 
end of a line where only two or three 
enemy models Bre In Jeopardy. Kite 
rarely uses ranged weapons himself; 
there is no need tor him to, because he 
has Iroops for that, Consequently, he 
will nol be bothered by the need to 
shoot at only those units he Intends to 
assaul t subsequently, Overell then, 
Warsmith Kite should not have 10 
change his style too much. 

The Dreadnought Kase Is a vital part of 
my army's approach. Just as lord Kite 
stands feady to intercept an enemy 
attack before It reaches my lines on one 
side, Kase guards the other. Anything 
that expects to get at my guns must be 
prepared to fight one or the other ot 
them, and allen bolh, Unless he 
becomes frenzied and doubles his 
number of anacks, Kase wilt not be 
bothered by the restriction on affecting 
only enemies engaged with him or 
within 2" of them, as he only has 3 
Attacks, One cause for alarm Is that he 
will no longer be able 10 pick off enemy 
unit leaders with Irksome power fists as 
he used to. When charging In, 
theretore, It will be Important to make 
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sure that he hits the enemy somewhere 
where the power tlsts aren't. I never 
depend on him laying waste to entire 
unUs anyway, Mainly, he is there to lie 
down dangerous units before Ihey can 
do what they wanlto do, Oh, and fire 
his twln·llnked lescannon, I guess. 

As will be becoming obvious, my Iron 
Warriors counter·assault more than 
assault There are times, however, and 
it saddens me to admit it, when the 
enemy can actually outshool rna. There 
are evil, wicked Tau, Imperial Guard, 
Space Marines, and even Eldar armies 
in the world that halle more firepower at 
their disposaL That means I can eilher 
be sickened and disgusted by their 
blatant plagiarism 01 my tactical 
methods whilst losing or compromise a 
bit. I choose to compromise a bit. 
Kaliban Tusk's squad is the result. It Is a 
nine-man squad wlth bolt pIstols, 
chalnswords, the odd meltagun, and an 
Aspiring Champion with a power fist 
and combl-melta. They ride In a Rhino 
with extra armor and smoke launchers. 
There Is nothing really original about 
this - the combl'melta maintains the 
thame of the dominace of guns in the 
Iron Warriors, but I suspect lots of 
players use virtually identical units. 

The firs t challenge Mr. Tusk and his 
pals will have to overcome with the new 
rules is the stipulation that they can 
only charge what they shoot at. Many. 
many times I have delighted In 
disembarking, firing a nonchalant salvo 
of meltaguns at an enemy tank off 10 
one side, and then charging Into combat 
with some Infantry. Fortunately though, I 
have an altemate approach, which 
involves disembarking the squad right In 
Ironl of Its Intended target so that. even 
If I fire at the enemy, there is no chance 
that I will be oul of charge range after 
any casualties are removed, As Ihere 
are lots of loyalist Chapters (e.g .. Space 
Wolves, Black Templars, and Blood 
Angels) with more potent assault units. 
a volley before charging In can be a 
good equalizer. This tactic Is now more 
valid than ever. The loss of Ihe assault 
bonus when charging after firing is a 
nuisance, but I have concluded that Ihe 
shooting Is worth It; after all, every man 
effectively gels an additional attack, 
hitting on 3", with the Strength and AP 
of his weapon, which will always be as 
good as, or better than, anything he can 
do In close combat. Most Importantly, 
the enemy dies long before he can fight 
back. The only downside I can see is 
that enemy models might lIee befOre I 
can charge them, leaving my squad 
looking a bit sheepish. The sight 01 a 
few pairs of smoking boots and a dust 
cloud disappearing over the horizon Is 
not an uncommon one to an Iron 
Warriors player though, and such a 
sight reminds anyone who stands sl ill 
long enough that enemies just aren't as 
worthy as they were In the days of the 

Heresy. The real benefit though Is that 
Kaliban Tusk can gel stuck into 
Wraith lords or Dreadnoughts with his 
power fist , without getting squished 
before he gets a go. This factor alone Is 
worth any other Inconvenience. 

So in conclusion, the trial Assault rules 
necessItate a few minor changes In 
approach. which I will Inevitably forget 
all about for a few games until the 
consequences traumatize me inlo 
remembering. The improved clarity of 
the new rules is well worth the effort 
though, and I am looking forward to 
hassle· free assaulting from now on. 

DARK ELDAR 
AgIs Neugebauer: In my opinion, the 
trial Assault rules are shifting the game 
balance In the rlghl direction. In 
Warhammer 40,000 Second Edition, the 
game was 8 bit stalic. With the third 
Edition rules, the Games Development 
leam did a great Job of puttlng some 
serious dynamism into the game, The 
game became a bit 100 close-combat· 
oriented for my taste, but the new 
Asseun rules are now balancing the 
game. Under the trial rules, It's not 
always a good Idea to charge Into close 
combat, and you are forced to consider 
your decisions a bit more wisely. 

So. how do Ihese changes affect my 
more c!ose-combat·oriented Dark Eldar 



army? Basically, In how r equip my 
squads. Under the Assault rules in the 
rulebook. I always equipped my Wyches 
with two blasters per squad to give 
them some firepower before delivering 
Ihe charge to the enemy. Since shooting 
before an assault will now remove the 
additional + 1 Attack bonus, it is no 
longer a good Idea to equip pure 
assault troops with good and, points· 
wise, cosily ranged weapons. For the 
10 points that the two blasters cost, I 
can almost get another Wych for the 
squad, which translates Into three more 
Attacks in close combat when charging. 

Another new rule Is that you can force 
enemy units within 6" of a wiped·out 
unit to pass a leadership test or fall 
back. Because of this, I tend to equip 
my Wyches now purely for close 
combat and use the maximum number 
of models per squad. Assault troops are 
no longer "jacks of all trades~; they now 
have to become more specialized to be 
truly eHicien!. Under the old rules, my 
typical Wych unit consisted 01 five 
Wyches with splinter pistols and close 
combat weapons. and two with blasters, 
led by a Succubus with a splinter pistol 
and an agonizer. These were deployed 
in a Raider armed with a dark lance. 
This squad could make as many as 19 
close combat attacks (plus those of 
the Succubus). 

My new Wych squad consists of nine 
Wyches with splinter pistols and close 
combat weapons, all equipped with 
Wych weapons. led by a Succubus 
armed with a splinter pistol and an 
agonizer. Again, these are all deployed 
in a Raider armed with a dark lance. 
The new squad's possible number of 
close combat attacks is now 27(1) when 
Charging (plus any additional havoc the 
Succubus can Inflict upon her victims). 
OK, the new squad is really not good at 
shooting, but the potential close combat 
efficiency has dramatically improved. 
The chances of the squad delivering 
that Important "W1pe Out!" charge has 
improved greally. 

I am still unsure if I should shift the 
balance of my army a bit more into the 
shooty direction. I am a big fan of an 
army selection that gives me the 
opportunity to be good In shooting and 
In hand·to-hand. I'm sure some more 
games under tha new rules will 
enlighten me furtherl 

TYRANIDS 
Phil Kelly: Tyranid players the world 
over can be forgiven for thlnklng the 
new Assault rules pose a couple 01 
nasty questions for their monstrous 
creatures. A Camifex could previously 
stomp a Tactical squad Into the floor 
without raising a sweat. Now he has to 

be very careful of the Veteran Sergeant 
with the power list, because all the 
Camlfex's wounding hits will be meted 
out to the rank and file rather than 
directed squarely at the guy with the big 
hand. However, with a bit of thought, 
this can be circumvented. As with any 
large and Impressive close combat 
beastie. be It Dreadnought, Wralthlord. 
or Hive Tyrant, the trick is to support 
them with a squad of little guys. 

I've found that one of the secrets of 
using the Tyranids properly lies in the 
liming of the attacks , with the Gaunts 
forming a "first wave" that lies up the 
opponents' firepower and blocks line of 
sight unlit the heavyweights of the 
second wave can close In for the kill. 
So, given this fairly basic tactic, I'll 
tackle the Implications of the trial 
Assault rules In two main sections. 

First Wave: The humble Termagants 
and their Gargoyle cousins are affected 
quite strongly by these trial rules. as 
often the only time they reatly get to use 
those 12" fleshborers is before an 
assault. II's stilt worth loosing a volley if 
they are In range (84 hits from shooting, 
S3 from close combat), but their close 
combat effectiveness is definitely 
reduced by doing so. Still, the way f see 
it, these squads aren't really there for 
their lethal combat prowess so much as 
to tie up enemy troops, so their 

8 chance to atreck your gribbly monsters. 

WIImaWUI95 



A W)lch squad equipped with close combat weapons can un/Bash a hommdolls number or attacksl 

battlefield role remains the same. Half 
of the time I find I use their Fleet of 
Claw rute 10 get Into position for an 
assault in any case. 

The good old Hormagaunt does quite 
well with the changes Introduced in the 
trial rules. They have no guns, so the 
Termagant's Iteshborer problem does 
not apply. More pointedly, In the Moving 
Charging Units section, there is a 
sentence stating "After the first model In 
the unit has been moved you may move 
the others in any sequence you deslre.~ 
This means that every member of those 
really large squads 01 Hormagaunts can 
get into the mix. Simply move the one 
at the front first; then the ones at the 
back; then the rest. With the Bounding 
Leap rule (12" assault, all those within 
2" of the enemy make their full attacks). 
you should be able to get a full brood of 
32 into combat with the victim squad, 
whereas before. there would Inevitably 
be stragglers. This tactic will net you a 
healthy 96 attacks. Why not Invest In a 
bucket and pour a Udal wave of dice 
over the table for the full psychOlogically 
damaging effect? 

The fact that Sweeping Advance no 
longer Involves running down the 
enemy will stop those Insane instances 
where a lone Termagant gets a lucky 
kill, and one flopped Morale test later, 
the entire enemy command squad has 
been run down and slaughtered by one 
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measly alien. The Hormagaunts can no 
longer chase their enemies down with 
their flashy 3D6~ pursuit. However, they 
can certainly lock them in place whilst 
the monstrous creatures wade Into the 
mix, and they will stay In Synapse 
control range rather than galilvanung 
across the table. When you pile In your 
Gaunts at the end of the assault, try to 
get as many as you can around the guy 
with the power fist: the Camifex will 
Ihank you for it in a tum or two. 

This new Sweeping Advance rule also 
stops Gaunts being shot to pieces by 
the entire enemy army when they 
careen Into another enemy squad. 
Remember this golden rule: for light 
assault troops. close comballs the 
safest place to be. That's what you 
bought them for, alter all. 

Second Wave: The larger gribblles in 
the Tyranld swarm are also affected 
pretty strongly by these rules. As stated 
above, they need to watch out for 
power fists, thunder hammers, and the 
like; swamping him wilh smaller 
Tyranlds Is Is a good slart (see above). 
You might find that accompanying your 
monstrous creatures with Geneslealers 
really does the trick; they move at the 
same rete and can tip the balance. If 
the guy with the power fist can remaIn 
standing with a bunch of Genestealers 
ripping through his armor. then fair play 
to him. 

The big guys also have a dilemma in 
the Shoollng phase preceding their 
assault. Most 01 the heavy firepower 
thai the Tyranlds can throw out comes 
from precisely those monstrous 
creatures you were intending to plunge 
Inlo the thick 01 the fighting. AI first, the 
fact that you can't squeeze out a few 
more venom cannon shots at the 
anemy tanks before crashing Into the 
assault without losing an attack may 
leave you peeved. However, il you're 
about to plunge into assault, the tank 
won't be able to touch you until you're 
done squlshlng the enemy unit anyway. 
You might find that the new rules 
encourage you to take more scything 
talons and rending claws biomorphs 
instead 01 ranged weaponry, especially 
for units like Raveners, which can no 
longer slaughter one squad with 
devourers before assaulting anothar. 
Still, the prospect of makIng your units 
more formidable In close combat 
shouldn't Irritate Tyranld players too 
badly, should It? 

SPACE WOLVES 
Paul Rudge: As a Space Wolves lord, 
I leamed very quickly that the Assault 
phase is where my army excels. When I 
heard that the Games Development 
team was wor1<Jng on a trial sel of 
Assault rules, I was, of course, more 
than slightly concemed. My army has 
always been based around a strong 



attacking combat force 01 around 30 
Space Marines mounted In three 
Rhinos, with a varied selection of 
supporting units. Alter the release 01 
Codex: Space Wolves, my feral warriors 
began to evolve Into what I now 
consider to be my first choice army. It 
consists 01: 

One pack 01 Grey Hunters. 

Two packs of Blood Claws (each 01 
which is led by a member of the Woll 
Guard and mounted In a Rhino). 

• Three Attack Bikes (unlike Land 
Speeders, these can engage In 
combat and under the new Assault 
rules still receive the + 1 charge 
bonus even alter they shoot). 

A Leman Russ Exterminator (Armor 
14 and BS 4 - eat your heart out, 
Imperial Guard generals). 

• A Venerable Dreadnought with with a 
plasma cannon and Dreadnought 
close combat weapon (BS 5 and WS 
5 - better Ihan your standard Space 
Marine Dreadnought). 

• A Rune Priest. equipped with a whole 
host 01 nasty close combat weapons 
(and the ability to cast Storm Caller, 
which when combined with the new 
Assault nJles has become a very 
deadly defensive ability). 

• 01 course, no Space Wolves force 
would be complete wlthoul a unit 01 

sneaky Scouts, which always use 
their special ability to set up close 10 
the enemy or enter the battlefield 
from behind them. 

As I'm sure you can see, the army has 
been designed around the idea of quick 
movement , with every unit having the 
capability and intention of engaging in 
close combat. Even the Leman Russ 
Exterminator can now help swing the 
outcome 01 a prolonged combat, 
because the trial rules allow it to shoot 
at any models from a unit thai Is locked 
in combat but who aren't In the 
Kill Zone. 

The Space Wolves' love of combat Is 
represented by Ihe fact that their 
wargeaf list Is aimed, almost solely, at 
Improving their combat abilities. The 
basic troops within the army are nol 
aHowed heavy weapons; Inslead, Ihey 
have access to more power weapons. 
My packs lake as many of these 
valuable tools as they can carry; my 
current packs Include one power fist 
amongst their many power swords, 
giving them the ability to deal with any 
vehicles they may come across. The 
problem I have found in the past Is that, 
all 100 olten, a wise opponent simply 
targets as many close combat attacks 
as they are able to towards these 
Individuals, killing them before they 
have a chance to do the harm inlended. 
As I read the rules about losing the 
charge bonus if the unit shoots In Ihe 

tum that It charges, a smile began to 
grow across my lace. Blood Claws with 
the Ballistic Skill of Guardsmen will not 
have 10 ponder whether or not to shoot 
(unlike other Space Marine 
commanders), as their +2 charge bonus 
and their inability to aim straight make 
the decision a simple one; time 10 
convert a squad of Blood Claws with a 
chalnsword In each hand, I thlnkl 

These trial rules have also made me 
look at the Space Wolves' special skill 
True Grit In a new light, as I must admit 
to never liking losing the + 1 Attack 
bonus (for equipping my Grey Hunler 
pack with both a boltgun and 
chalnsword), simply because I wanted 
to give a pack of Grey Huoters a more 
tactical role on the battlefield. Working 
within the new rutes, they don't lose an 
attack for shooting and charging, as 
Ihey never had it in the first place. 

Of course, not everything about these 
trial rules Is going to make me smile. 
But the facl that the Storm Caller 
psychic ability no longer allows a 
charging unit to count as being in cover 
when II makes It attacks is only a minor 
setback. Anyway, most of my regular 
opponents know that particular tactic all 
too well and have devised devious 
tactics 10 avoid the unit or nullify its 
effects. Besides, my Wolf Guard pack 
leaders, resplendent with their newly 
donned power fists and proudly wearing 
their treasured wol l tooth necklaces, are 
secure in the knowledge that under the 
new rules wearing a power fist will no 
longer make them the sole target lor the 
unwanled attentions of the towering 
Wraith lords and monstrous creatures. 
Which reminds me, I must go and settle 
a lew old scores with several of thOse 
deadly Individuals and collect 8 trophy 
or two. 

And there we have It. Although we do 
not have the space to cover every 
race and every unit, nor every single 
change listed In this month's Chapter 
Approved, we hope that we have at 
least shown all the meJor changes In 
context Besides, If we published 
every little detail of how to get the 
biggest adventage from the 
Warhammer 40,000 rules, the geme 
would be 8 lot less fun. We hope thai 
you find the Assault phase a lot more 
realistic and smooth to play with the 
changes we presented this month. 
After a short period of getting used 
to the new rules, they should really 
add something to your game. Good 
luck, and may your blades atay 
ever sharp! 

WlmDWU/11 





]9RDRfERINGS LAST ALLIANCE 
Mount Doom and Its foothill, 
were brought to life by our US 
Hobby Team. Here', how! 

THE FINAL 
BATTLEFIELD 

From the Mart of Ihe Last Alliance 
project ...... e kn~w we wanted II m3..slvc 
gnming tuble for staff gnmmg and hig 
games III Ihe three NOrlh Amencan 
Games DIlY~ lhi~ year. This table would 
have to be backed up by an enonl1OU~ 
smoking volcano. Mount Doom. nltre 
would be no more ,"lpre~~I\'e wily to 
introduce the Dark Lord SaurQlI to Ihe 
unsuspecting world. 

L Jason Buyak;. US Hobby Team 
manager, began by worling on three 
4')(8' tables. Along one wge. he bUlh a 
senes of cliff!. and wa!.hOUb. F()( 8 step 
by Step guide. head to our .... cbstle: 

www.galllcs-workshop.comllotrllotr.US 

2. 11lc surface of the battlefield wa~ 
textured with" mllUurc of ~nd ond 
gravel, glued down w;lh wood gluc. 

3. Once the glue was dry. the tables were 
painted ""'Ith black acrylic hou~ paml 
The guys used a .... ery Inrge brush I 

4. lois of excited gamer; anendcd out 
staff e .... ent. with fairly even numbeu 
alignmg themselves 10 the ~ Lde:s of Good 
and Evil. For the: rc~ull5. head 10 Ihe 
rcpor1 on our website. 

5. Mordor Orc~ and a Cnve Troll swann 
towards the Elvc~ of the LIISI Alliance. 

MADNESS! 

= 



CONSTRUCTING 
MOUNT DOOM 

For many people. this part of the project 
was going to be the mo~t l:~citlOg. Who 
wouldn 't wanl an cnonnou5 smoking 
volcano in their gaming room? 

I . Jason began by bUlldmg a platfonn in 
two hahes to give Mount Doom the 
imposing height II should have. On top of 
this plolfonn, he then constructed some 
basic framework and :llidcd 
plywood ~heeting. 

2. Thick ~h(!cls of insulution foam were 
screwed 10 the framework to give the 
volcano its basic shape. 

3-4. Jake screwed more chunk~ of 
insulation foam to the SlrurlUrc to add 
tc:uure and fOfm. 

S. TIle immense size of Mount Doom 
meant thaI Jawn, Chad. and Jake wen: 
forced 10 climb on 11 10 sIan the tc~lUnng 
procCl>s. careful slicing and gougmg wilh 
~harp kni\es. Be vcry cardul., you 
311empllhis madnt'ss at home I 

6. The enlire surface WIlS scored and 
marked, and TEI\' cans of expanding foam 
wen' used to creatc the la\'a now~! 

7 The volcano wa.) then ~proyed with 60 
acrylic pamt called. appropriately 
enough. ·Magma.· 

8. The fini<;hed Mount Doom ut Games 
Day Baltimore, Red Iighb and a ~moke 
machine rcally added to lhe atrno~phcrc! 





month, we stall a new 
Y-i~~;u;~ In which we showcase 

models that garners have In their 
own collections. Included here are 
some dioramas that our store 
managers brought with them [0 a 
recent meeting at HQ. 

Elf'OfIJ GllluJritl 

Bntimm Forti, by Ian Htlwkilu from 
Gtlmes Workshop Bradford 

= = 

DENIZENS OF 
MIDDLE-EARTH 

The Lord of The Rings gamers' models 

Rob IVoods EII'en collection 

High Elf 1I",rion 



A Th~ FdloK1:;hip o/The Rms 11/ Balms 
Tomb. bvAluII M{J/ld~r. Marl.; HaM'lell. 
Toma Malld~r. a"d Mal/heM' BlIrl.;u 
from Games lVorbhop HlllI. 

~ U8ol(J:;f/(J~'$ lhe C(JI'e Troll. b~' 

Adam TQlI(/. War"" Crow/lUr.ft, 
Simoll 01/11, ami Pm// B"dS('s from 
Games lVorbhop B/Ilf!II"(JfI!r. 

• 



Th~ Bnmdywill~ Ferr),. by Ross Sampsoll 
from Gam~j Workshop Darlillglon. 

Arugom. by Nell Bo:,'her from 
Games Workshop Mil1011 K~·lles. 

Conw:r/l'd Un/k·Hai. b.\' Bo Tolstrup. 

BortJ/IIir; by Jolm 7(,ylor York 
from Gom~s Worbhop Pres/on. 

Anl'ell EI'ell.ffar, by Ray Drulljield 
from Warhammer World. 





IQm2!:!~BJN9S c;.."""'-T-H-E-LO-R-D--
Using the new scenario from last 

j<sue, this battle report recreates 0 F THE R I N G the epic confrontation between the 
forces of Good, led by GII-Galad, 
Elrond, Elendll and ISiidur, against 
Sauron and his Ore followers. 

1: Last Alliance of Men lind Elves 
l'C'>ulted in an amlY of the ~[ 
powerful of each mce leading 

massed rank~ of thousnnd~ of their ~I 

warriors again~1 the Ore hordes and their 
~upreme master, Sauron. the Dark Lord, 
the Lord of the Ring. Should Sauron 
win, the land~ of Mlddle-canh would 
fal l under hi~ fcll rule, and so this battlc 
was Ihc fin:1I chance to ~'op lhi~ dark 
future from becoming a reality. 

In The Ftl/ow,\hit} a/The HlIIg film, the 
action SlIlrl'> with the Last Al liance:uK! 
sees the mightiest of Elven heroes, 
Gil-Galad and Elrond. join forces with 
the mighty lenders of Men, Elcndil and 
his son Isildur,lO comlliand a colossal 
amly. The)' clash wi th huge forces of 
Orci. and e,'enlUally the Dart Lon! 

A Battle Report for The Lord of The Rings 

hlll1sclf slIides into Ihe frJY sma~hUlg 

apan a dozen or more warrion with 
each sweep of his mace. With the One 
Ring on his finger. he is a colos~us Ihal 
none can stop. 

In this battle repon. wc'll be replaying 
tillS most fa mo us o f b:mlcs In 

Middle-eanh history. The alliance will 
be led b)' Mall Hutson, who has been 
undefcaled so far in The Lord of The 
Rings battle repons. and Rob Wood, one 
of our TIle Lord of The Rings team. 
The)' will try, through weight of 
numbers and the valiant actions of their 
Hcf"Ob. to stop Alessio Cavatore from 
leading S(llJron 10 vic!(x),. Alessio now 
heads The Lord or The Rings Games 

Dcvclopmt'nl department and rejoices in 
hIS new title, "Ringbearer." To say he's a 
fan of the books and the film would 
be an understatement of 
enormou~ proponions! 

We'lI be using the new scenario found 
In \YD 270, "Sauron Unleashed," and 
i"~ wonh noting the changes to Elrond 
found in Ihlll salile issue. We also used 
one of the great battlefields from the 
newly refurbished Warhammer World. 
The scene is all SCI for a tilnnie battle­
can Mati and Rob stop the Dark Lord. 
or will Alessio cover all the lands in a 
second darkness? Re<ad on ... 





Rob Wood 

Rob: Always put 
your trust in an Elf -
well that would be 
the plan anyway. 
When you are going 
up against Sauron. 
you need the !nost 
capable troops at 
hand. and during the 

LaSI Alhance. the Elves were second to 
none. The plan for Mall and mysclf was 
simple; take care of a:. many of 
Alessio's Orcs as quickly as possible 
through concentrated bow fire and the 

Matt: Let's face il. 
one-on,one. an Ore 
is just as good as a 
Man in combat. 
Hopefully, my 
superior numbers 
would be the telling 
fac lor in e liminating 

Mm HulSOI1 my allocaled quota 
of Orcs. It had quickly become apparent 
when we played Ihis scenario before that 
the High EI-.es were far beller at laking 
on Sauron due to their higher courage 
and two-handed weapons. The Men, 

THE LAST ALLIANCE 
use of Speannen and Gondor 
swordsmen. At the sallie time. we 
needed to prolect all of the ch:tfllcters 
and the Elves armed with two-handed 
swords. as we would need all of these 
for the showdown with the Dark Lord. 

With Ihis in mind. we splil our forces 
directly down the middle. Men on the 
left and Elves on the right. This di vis ion 
would give me around 20 Orcs to deal 
with, and knowing we would have 
priority on the first tum, my entire 
contingent of spenmlen and a few of my 

however, struggle, as their lower 
Cournge means thnT you can usually 
only re ly on about 50% gelling into 
combat. When They do get in, they need 
to roll two 65 in a row 10 do any 
damage to the Dark Lord. To this end, 
Rob and I had decided to protect the 
Elves with Iwo---handed weapons and, of 
course, the eh:tfllcters. We would 
commit these only when Sauron 
appeared. The troops left over from 
killing Orcs would be used to encircle 
Sauron and ensure that we take him on 
in one go. The worst thing to happen 

swordsmen were placed in a position to 
charge the Evil ranks immediately. The 
bowmen were placed to the side looking 
for any possible angles where they 
might put the ir deadly aim to use. Once 
we had dealt with the Orcs. I would then 
look to link up with Mall's dogg(:d Men 
of Gondor and Iry 10 surround Sauron. 

Hopefull y. the superior Fight value, high 
Courage. and Elven accuracy with tbe 
bow would cut a palh through Ihose 
Orc~ and lead strnight 10 Ihe destruction 
of Ihe Dark Lord himself. 

would be to let Sauron lake us on 
piecemeal. It would take Ihe combined 
power of all our characters and troops 
working togeTher to ensure viCTOry. 

When it comes TO fi ghting Sauron, 
previous e;t(perienee has Taught me thaI 
Elrond is easi ly the best character for 
wounding him. To Ihis end. Rob and I 
decided that we would save Elrond's 
Mighlto help him wound Sauron and 
II§!': the other characters to ensure thai 
we gel to move first and win 
close combat. 



Atesllo uvatOrl! 

Alessio: Ah! 
Pathetic \IO('akling~I 
In their fooli~hne~~, 
they dare challenge 
the D:lrk Lo.-d 
Sauron. 111ey shall 
pay for this 
nrrogance. They 
~hnll be taught a 
le~,on In humility. 

Of c(Jur<;e they can dere:11 Illy u..e le~, 

Orcs, but thl\ lime. they are facmg their 
doom I None will be ~rarcdl I'll 
slaughter them all! 

OK, now let 's calm dOlo,n a bit (mill the 
dehrium of ommpoteOC1: that plnymg 
With Sauron in.~pires and try t (l worl oot 
a plan to \.\10 IhlS game. It would be 
embarrassing if .• fter all thi~ bIg talking, 
they CUI 00\.\ n SaulOn in two turns. 

I've written this scenario W Ihal It's 
cAlrcmely difficult fot the Dark Lord 10 
sun,h'c the ballle il would eertllLnly 
nun the book/film Olherwl§C. but he can 
do some damage before he dies and lake 
quilc a few Men and Elve~ ..... Ith h10l 

The Orcs are cenainly not joing 10 last 
long. outnumbered llS they arc by ~uch a 

THE MASTER PLAN 
superior force . It is vi lal. though. that 
they try 10 deal lh much d,lITmge to the 
Good side 10 faci hlale the work of their 
Ma!>lcr II would be perfect If ';Ome of 
them remained ah \le when Sauron join~ 
Ihe fray. so thaI I clln 1I'ie Ihem 10 ~\()p 
the Good army from ~urrollnding hun. 
Even the mighty Dark Lord c:m be 
brought down by sheer weight of 
numben;. especially ..... hen among the 
many Ehe.~ and Men there are 
charaelen o f the caliber of GiI·Galad, 
Elendil. Elrond. and hlldur 

I \IOill try 10 sphl my Ore force IntO two 
groups lind deploy them ~p3nltely 10 
divide the Good force Into two a well 
When SaulOn turns up. he Will hopefully 
bo: able to take on one group at a time. I 
Will also try to use the t('lT:Jin to my 
ad\lMtage and deploy In such a \.\'ay Ihal 
It I~ difficu lt for the enemy 10 altne!.. e ll 

mass.c and surround the Ores. The 
mmions of the Dark Lord ,hould 
execute a fighting relNat to shonen the 
tnne before Iheir Ma.~ter can Join 10 
Ihe fray. 

No matter \.\hal happens, previous gallle~ 
have taught me thai th is scenario 
mvariabl) come~ to a point where all the 

Qn;~ are dead 300 Sauron is surrounded 
hy dOlens of enemIes. I will therefore 
Iry ttl fight Saurun '~ last Siand "",Ilh the 
Dark Lord's bad agamst one of Ihe 
impassnble rock fonnmions. If he's 
dekated In combat in such a positIOn. he 
Wi ll be lrapped: however. the number of 
a l1 IlCk.!; that the enemy can dish OUi will 

be reduced. 

E"penence also sho ..... ed me that 
cnemles anned wllh Iwo-handed 
weapon5 are the most dangerous, 
beeau!>C if Ihe Good side wins the fighl , 
the @uys with the big swords have a 
much hcltcr chance of domg some 
damage.. Brond In panlcular. With his 
combmalion of 3 Attacks (doubled 106 
against a trapped Sauron!). Strength 4, 

) Might point~. and Iwo-handed sword. 
is ~ally deadlyl Spearmen are also 
llnnoymg, because they allow the enemy 
10 bnng more Attacks to bear again,,1 
Sauron. all doubled when hc'~ trappo.--d. 

I Ihmk th:at it's a good idea to go for 
Ihese opponents firsl. both with the Orcs 
and wilh Sauron's Gaze, 

And !lOW. 1e1'~ see how hard they are! 

J • 



TURN ONE 
As wilh most The Fellowship of The Ring 
scenarios, the Good side slarted the 
proceedings. With Mnn's forces spread 
across one half of the deploymcm zone 
and Rob's Elv(.'S on ule other, there was 
little choice for eithcr player other than to 
advance towards the encmy. TIlOse who 
could unleashed the full force of their 
missile fire upon the few Ores who were 
not in combat. The Men fired their bows 
first. killing a single Ore, whilst the Elves 
managed to dispatch tWO of the hoted 
forces of Mordor. Only the rocks between 

the warriors of the Alliance and the Orcs 
prevented nearly all of their tTOOpS from 
emering the fray. In the ensuing combat, 
the Men managed to kill a single aT(' for 
the loss of two of their own. whilst the 
Elves fared considerably beller. 
dispatching five fou l servants of the Dark 
Lord. In the spirit of friendly competition. 
Mall and Rob began to tally their kills. It 
was clear even at this early slllge lhat. until 
Sauron arrived, ule battle would be 
something of a picnic for the forces 
of Good. 

nllJ ''''Q lilli'.< sma.'·'1 into I'lldl ur/wr. 

TURN TWO 
Alessio began the lum wi th the rot! to see 
if Sauron would arrive. The dice rolled 
down the table. and all panicipants held 
their breath. A twisted laugh from Alessio 
told all in the Studio that Sauron had been 
unleashed. A small consolation for the 
Good side was that they were able to retain 
priority. and so both Men and Elves 
surrounded the now heavily outnumbered 
Orcs. With so many models now within 
charging distance. Mall ami Rob were 
able, for the 1lI0st pan. \0 arrange the 
separate combats in their favor, making 



use of combinations of weapon~ 1be Men 
were able 10 kill onl)' three Ores for Iwo 
los!le$ of !heIr own numbers_ Howe\-er. 
once again, Rob's tall)' grew, as the Elves 
killed no less Ihan (h'e Ora for the loss of 
onl)' a smgle Elf, 

TURN THREE 
As the ever-looming presence of SauToD 
marched closer to Mall's brave Men, the 
roll for !he all.imponant priorit)' WD!l once 
again won by the: forces of Good, Mall and 
Rob made the most of their tactical and 
numerical udvantage lind charged into 
combat, throwing everything they could at 
the Ores, The sword Nusil allows Elendil 
to iDiliate Heroic Combat, and after easi ly 
dispatchmg his first opponent, he then 
used his special move to back off. With 
Rob's EI\e5 kilhna I total of nine On:s, 
Malllmew that now he bad lost the Ore 
kill compelUion, bUI the big qUClilion of 
who, if anyone, .... 'QU1d kill Sauron still 
remamed, Both knew that the Dark Lord 
would be no walkover 

Malt: Rob and I blew the full 
importance of engaging Sauron wllh 
all of our Heroes at the same ImlC. 
1lll'Owing our characters m one at a 
time would JUSt be pla)'lDa mto 
Alessio's hand.~. To this end, I used m)' 
free move after Elendir. heroic 
combat 10 back off With m)' Heroes 
ratner than put them into combat 
nearer Sauron . 

• 

TURN FOUR 
At last Alessio managed to wm the roll for 
priorit)'. HIS ftnt action WM to 
demonstrate the power of Sauron's deadl), 
stare upon Elendll Rolltng a S, MIIII 
decided 10 laI:e no chances and u\Cd all 
three of his Wilt points, rolling three dice 
to save the ..... ound. Moving ever closer 10 
the combat belween the Ore! and Men, It 
looked increasingly doubtful that SauTOn 
would anlve in time to help suppan hi~ 

• 

mmions, A few ()rQ were ahle to back 
awa)' frolll some combats_ In doing so. 
they exposed themselves to bowfire, and 
one fell. A funber two Om. were killed by 
!he s .... ·ord.! and qJe:tn orthc Men. TIle 
EI\'es lTIO\ed 11110 positIOn to deal with the 
ever-thmllemng Dark Lord, Rob'! 
confidcnc;e 10 the three Elves be had left to 
dispatch the lune Ore on hi~ nan\;. proved 
Ju~uficd as thc)' cleared their side orthc 
battlefield of e\·ery last eVil creature. 


























































