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WHITI DWARF 213 - OCTOBIR 2002 

TURN 1 News & New Releases Irom the 
Games Worlshop World of Hobbv Games 

E ery month. it seems like there 's more and more slulT going on For ,sOme reason. thinking or salh'aliog hordes reminds me that 
nd gett ing ready to be rclcl1~d . yet every month, il seems like [he Games Workshop Evil 5unz softball tcam is once again 

there's more and more of it that I'm not allowed to tell YOll about. preparing to luke the fie ld against any and all local cha llengers 

One thing I mayor may not be able 10 le ll you is mat there 's a (well, challengers that are already registered in our league and 00 

vcry spexial event coming [0 the Gamel> Workshop Battle Bunker the schedule. anyway). If you think that a bunch of people Ihnt 

In Glen Burnie. The second annual observat ion of Bilbo's work wilh games all day long can', transrorm themselves into a 

Birthday will take place here on November 5. If you remember group o f well oi led athletic machines, ~'d l , you' re righl. Sure, we 
may not have the besl learn around (as ,he scores of the games 

lasl year'sevent, you know It'S a grnnd old time, Those of you Ihal might indicate), but we have the besl l in~ out of any of the learns 
didn' l make iI, well, leI me assure you thll t It 's a grand old time. thai take the field. S-U·N-Zl SUNZl SUNZl SUNZ! 
Ei ther way, keep your eyes on this pace as well as our web sile 

(Wish u.'> luck. We need il!) to get the fu ll scoop. 
Speaking of The UHf} o/The HiI'8J: The FdloWJlrip o/The Rin8, Barring any severe sports-reillted injuries (which would be 

there was no shOf'Ulge of exci tement over the release of the DVD amazi ng, considering thllt 1' 1\ mosllikely be the scorekeeper and 

about a momh ago. The salivating hordes (myself included) not on the fi eld), I should be back f'lCK t month with some new 

couldn ' , wail 10 get our hands on that pristine digital maslerpiece. infomlnlion for you to diges t. (Like, say. the earlies t opportunity 

Need less to say, Ihe now of GW staffers in and out of the local for you 10 get your hands on the new LOT R game or 50mething 

electronics mega-store was rather brisk. Now. we only have to 
along those. lines.) 

wai t un til November to gnlb the huge fi ve-disc set (complete wull See you ne;u month! 
lhe mega.cool Pillar.; o f Argonalh figures). William '"Goal· Boy" Stilwell 

THINGS TO DO IN OCTOBER Ch'" Po,,_ 

o Visit the brand spanking new Battle Bunker and Headquarters Store 
at the new Canadian HQ location In Oakville. Ontario 3 

o Take a ~lcfUre or two for the ·Stand and Shoot" Column In White OWirf 3 

o ViSit an~ or all of the new United States Games Worksho~ stam 54 

o Gander at all of the winning entries from Golden Demon Baltimore 66 

o Soak up all of the Information available about the new 
The Lord of The Rings: The Two Towers tabletop strategy game 134 

o Take a look at all of the new Warmaster armies In their glory 145 

Trick Or Treat. Smell Mv feet. 
GIVe Me Games Workshop Stum 

Garnes WO!1WrOp products are avaIlable all OW!( North America at 
Gamel Workshop Hobby Center. and Rogue Tl'8de , 
Il'Hiependenl Relallef • . To find the slore nearest ~. take 8 peek 
a\ the Rogue Trader Us1. Inserted into each Issue 01 While Dwarl. 

II there lua no stores stocking Games Workshop products near you. 
!han our speedy and elliclant Mall Order Service will be more than 
happy to help you get what you oeed. JuS! call 1·800-394-GAME In 
the United Stales Of 1-88&-GW-TROLL In canada lor up-tcrlhe­
minute prodUct Informam and current release dates 

Also. don'l lorge! 10 check out the Games 'NofIWtop weo SiIe, Along 
wrth all the latest releases, news updat8l, and upcomrng event 
1n1orma1lOn. you'll also lind our Mall Order Online SiGn Where you 
can browse, purchase games, miniatures. and tndivIduat bill, and a 
Whole lot morel 

II you find any problems with your products. please a·mail us at: 
cos!servOgames-workshop.com. Or. If you have 8 rules question, 
please &omall us at: rooIlboyzOgames-workshop.com. 

2 IlIRNDMI · GW MIWS 

As usual, the Games Workshop Web Site is THE 
place to go for further Information on this month's 
releases and the rest of the up-to-the-minute news 
on what's going on in the Games Workshop World 
of Hobby Games. BattJefJset Gothic: Invasion 
materials, inlo on next month's release 01 The Lord 
of The Rings: The Two Towers game, and a whole 
lot more are a click awayl 



Games Day In the Windy CItV 
Thanks to all 01 the over 1,500 people who made 
Games Day Chicago an unexpectedly huge 
success. The gaming was fast and furious all 
weekend long, and Ihe Golden Demon Competition 
featured some of the finest painted miniatures we 
have ever seen and saw the awarding of the first 
ever Slayer Axe! look for expanded coverage next 
month, Including all of Ihe winning entries from 
Golden Demon. 

../fJtIniIM HMey. Jhe """"'" at "'" GQ.tdorn o.mo" p~ Compf!M,;;,n 
., a:.m. DIf1 ~. fIdds ",. /lral ~ Dlwnon SJ.yer Ax. 

Primarch Search 
The entry deadline tor the Design Your Own Space 
Marine Chapter competition (see WD 271 lor full 
details) is September 20. II you sent in an entry, 
best of luck. II not, gel on your horse and hop to It 
- time's running OUI. The lop 10 should be 
announced al www.games-workshop.com very 
shortly, and the three grand prize winners will 
appear in the January 2003 Issue of White Dwari. 

The Invasion ConDnues 
Bart/ef/eel Gothic: Invasion should be on shelves In 
stores all over the place as you're reading this. It's 
full of a whole batch 01 
new BaWelleet Gothic 
scenarios as well as 
modeling and scenery 
Ideas. The coolest thing 
about It, though, Is the 
way you can now link 
your Battlelleet Gothic 
games to Warhammer 
40,000 through in-depth 
boarding actions Ihal 
add a new dimension to 
the games. Pick up 
your copy todayl 

Mathematical MiX Up in Baltimore 
Rick Jarvis originally won Best Sponsman at the 
Baltimore Games Day 2002 Rogue Trader 
Tournament. After a recalculation of army 
composition polnls. II turned out that Rick came oul 
a few polnls ahead 01 Dean. Accordingly, we are 
rectifying Ihis mistake by awarding Rick the OVerall 
placing as well (making lor Co-Overall 
Champions). Being the Best Sportsman, RICk took 
It all in stride and will be receiving his lrophy shortly 
In the mail along with our slnceresl apologies. 

EnVogen 
The hardcore gaming crowd was so enthused after 
reading all about the Warhammer 40,000 Cityfight 
campaign in the lasllew Issues 01 White Dwarilhat 
they decided to go ahead and tear up their own 
version of Vogen. With 15 bailie-hardened 
competitors, there's no shortage of territorial 
struggle in the office (moreso than the recent spat 
of cubicle civil wars, even). At press time, the fool 
minions of Chaos held the slightest 01 margins over 
the Imperium, with the Xenos !orces In e relatively 
woeful third place. We should have updates as they 
become available. 

Warcon HilS Winnipeg 
Warcon X is coming to Winnipeg this falll This will 
be a gigantic two-day. two-game Rogue Trader 
Tournament event. On Friday, November 16, you 
can battle it out In the Old World In the Warhammer 
tournament. Then on Saturday, November 17, you 
can bring your Warhammer 40,000 forces to blast It 
out in the 41st millennium. There will be tons of 
prizes given oul each day, with a special prize for 
the player who has the highest combined score In 
both tournaments. The cost of the event is $50 
Canadian for both days. For more Information, tog 
on to www.warcon.ca. 

Dip Your Spoon Into Eweball Soup 
"The Brawl In the Hall- will take place on Saturday. 
October 19 and will fea lure two Rogue Trader 
Tournaments (one Warhammer, one Warhammer 
40,000) with room for up 10 100 participants In each 
game! If you're looking to be part alone of 
Canada's biggest RTT events. contact Chris or 
Jonah at Eyeball Soup at (705) 743-4984. 

More Than Just an Office 
The new Canadian HQ Is up and running like 
clockwork. But thai's not all IhaYs new about the 
new digs In Oakville. Ontario. The all new, 
Incredibly sharp looking BaUle Bunker and HO 
Store are up and .unnlng as well. That's right. 
Come on In and stake your claim 10 a pIece of the 
battlelleld by becoming a Battle Bunker Member or 
call (905) 829-9829 to do SO oller the phone. Ch. 
and did we mention that the Canadian HQ Store 
carries the full line of Forge World products? Well II 
does, so come on In Monday through Friday 12:00 
p.m. to 9:00 p.m .. Salurday 11 :00 a.m. to 6:00 p.m., 
and Sunday 12:00 p.m. 10 6:00 p.m. 

The Dusl Never Semes 
The sweeping dunes 01 the desert In the 
Warhammer world are shifting as Ihe Khemrl gel 
closer and closer. They're scheduled for release in 
December with a brand new Warhammer ArmIes 
book and plenty 01 new, very well done miniatures 
(as many of the dropped jaws al both Baltimore 
and Chicago Games Days will allesl to). Not to 
menllon that the Tomb KIngs will be lieldlng their 
own Blood Bowl team around that same Ume as 
well (courtesy 01 the line folks in Games 
Worl<shop's Specialist Games Division). 
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= .... For more info on all of these and other Black Library 

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

• TlIUNI · IW NIWS 
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A «>11«1"", '" '''!He> 1 .. ,"""1 .... '"''1''''' Coel ... 1CY< by JIId 1'..,..,1 
WI~ Yonlllly 59 S.uS $2.95 
~ ...... '" (lW', .... __ ,..,ud_ ..... 

80 pages 0/ chaOlic background information, apeclal rules. 8nT1y h t, 
hobby and army building tips, and taclica .wa~ you between the 

covers 01 1M new COdex: ChIIos Space Marine" 

The strength oIlhe lo«I 01 CtIange it 
youq 10 oonvnand WIth --. ~ 

Thousand Sons a- SpItce 
Mafinn SQuad, The bolt contains 

-'!/hI multi-part en- Space Mar'neS 
Ind one Champion 01 TzeenlCh 



Chace Raptors are 
available ill this ffya­
man boxed squad with 
the champion or 
Mpartl1ely In blister 
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BAmfFORCE 

The Chaos Space Marines Battle Force boxed set contains: 
·8 Chaos Space Marines 
• 12 Khorne Berzerkers 
• 1 Chaos Space Marine Rhino 
• 3 Chaos Space Marine Bikes 

This boiled 18' is II quick and easy way 10 get your Chaos Space Marines al1Tly started 

The Chaos Space Marines Army boxed set contains: 
• Codex: Chaos Space Marines • 3 Chaos Obliterators 

• 1 Chaos Space Marine Lord • 6 Chaos Raptors 

·8 Chaos Space Marines 

• 12 Khorne Berzerkers 

• 1 Chaos Space Marine Rhino 

• 5 Chaos Havocs 

• PllS: This Special Edition 
Chaos Space Marine 
Aspiring Champion! ~ 

This boxed set Is the ONLY way to get thl. special edition Chaos Space Marine AspIring Champion minielu'el 

B TI .... I·IW.IWS 



"4' $45.00 530.00 .. 
The first 01 the all-new fleet of Tyranld ships head up this month's "" $45.00 130.00 

Battlefleet Gothic releases. Along with them comes the rest 01 the 
"" .... 00 130.00 

Imperial and Chaos fleets (including alted< ships), the Eldar ships, and 

"" .... 00 """ plenty 01 other Intergalactic goodies. 
'5&, "'00 .... 00 

IC ........ ShopI 

"73 .... 00 ,,"00 

BGl3 $20.00 SI5.00 

BGI2 513.00 59.00 

Tyranid Razortlend CruIser BGt .. $13.00 " .00 

8G22 Slf.OO 510.00 

SG" SI4.00 510.00 

8G24 SI'.OO 510.00 

8G30 51 • • 00 $10.00 

BG31 51'.00 SI0.00 

SG93 513.00 " .00 ,-. 
SG" 513.00 .. ... 
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Tyranid Stalker DfOl'lfllhlps 

I F==»~C='~L.~--.-I 
__ 'GAMES RANGE 

October will be a very special month for Nonh American 
lans 01 Games Workshop's Specialist Games Range. 

This month sees the widespread release of a 
whole batch of new miniatures lor 
Warmasler and Inquisitor. For Inquisitor, 

82100 

8290A 

.,.'0 
8240A 

W,,","ler Annu-l 
WmM.tte< 13 

.. , "'" III ...... 

...... 
"' ... 
$13.00 

SI'.OO 

..... 
$10,00 

S22." 
$10.00 

1M etlU .. Ft.nge of WIlmtS1« Hew ReINMt 
ConwwNon 8I1t1tr PIcks 

..... .. ... 
510.00 

so." 
58 .. 

514.95 

".15 

the Krool Mercenary and Elder Ranger (aloog with their respective conversion packs) amve on 
the scene. Warmaster sees the release of no less than sill completely new armies in the form 
of Bretonnlans, Chaos, Dark Elves, Kislevites, Uzardmen, and Vampire Counts. AU 01 these 
new releases will be available at belter ROQue Trader stores nationwide (remember, 
II they don't have them, ask about them) as well as through GW Mall Order. 
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A
' Ihe IUDC .htll lhe Elva 
IOllghl !heir STU! 'WI11I "lIdtr 

tbe mighty ACIIIfI()II 'S.u1U1 Ihe 
Tides of Chaos. DngoDI WCfC It The lide 
of the forccs of Uhh",n. Thtse grc.lT 

WCTC .he Dcrncac. of the Duk Gods 
dove (rom the ,kic, "POll The evil 

.llIIon 10 cnlsh ,lid IMiIKUI, Tbern ill 

Ibm lhouuads. The Jltc'g,h of the 
DngoD' could be mmhcd Dilly by the 
gruld1 of the Daemons, 11'11118 ilKiTlLlliollS 
of Ihtu god's power The eplt dubcs 
belwcul tho:sc: mighTY uaTures were (velllS 
01 luch ml8111tudc Ihll the mortd wurian 
(Ovid Daly WI'II~ Them 111 .Iwe. lucr 
IIITDI1I8 thcm IDlo lilt JoDgs alld 1'8,l1li. 
Ihll have 5IIrvlvcd from dUI diJtlOl lun~ 
The mOllI rCDowa.cd of Ihex duels • ., The 
OM tlul deCided 11K boule for the Isle of 
the Dud. where Lord AUunOD Illd his 

Drlgoo IDdnugJllf fOlighT '8,iJlJt fOil, 
GluIer I)"moll" oae SC:III by uch of the 
Dark Cock 

AJ the [lveD hero milled hiSh ill the 
dOllds 10 save the btc 01 hi. people. Tbe 
v,luDl DugoD PriDce Lc:ufin 'Dd hu 
mOUDI. Ca1ullch 1M Cold Duke. kd lhe 
kft fink of lhe [lvcD hoi! 'Fill!l , VUI 
for« of D,emOM of T zecDICh on Ihe .. u ­
unlJCd we bc.lo ... C,lmlth', glimmeriDg 
fQlo:s t1arly m,rlud him U , 'ibliDg of 
Ibe grat InduugDir. the mOSI po .. erfll l of 
Ihc DngoD" ,nd illdeed Clluuch'~ s!lenglh 
.. as Jttond only 10 lh.l of lord AeDuioD', 
IClJCncbry mOUIII. 

Crul "15 Ibe sllllghicr 011 botb sides lhil 
d.!.y. ,lid e'll:lIll1ll1y CllUlith ud LurfiD 
ume UpOD the Lord of ClunlJC llul .. u ,I 
the he,d of Ihe Dlemon The UUllire 

.. ielded the m'Blt of Cluos .. ilh 
ullmllthed mUlery. Colorful biUl. of 
dudly !JUgie ImIshed oalo the defcaKII of 
tbe Dugoa PtiltC:e Illd.. Ihough Luffill .. u 
1 mighlY .. ,rrior. his fiDe 1Imor ,ad .kill 
.. ilh , bbde ,"ele DO defense: 'g,inst the 
po .. crful spells of the terrible D,tfIloD.. A 
fiery bl", brolu Ibrough 1M PriDte', gllud 
,ad toAlilimed tbe !IOble Ell iD J JoltcrOIlJ 
illfcrDO. M,d .. ith gricC. Ca1UIKh. 
delcrmilKd 10 e:utl rc'll:lIlJC evell II Ibe 
tOilI 01 bis o .. a life. fell IIpOIl Ihe 
DlCmoD.. Surprisingly. the grul form of 
Ihe Lord of Cru.Dge ollcred DO r~i'hDce . 
,ad the bilge j,..., of the DugoD Slupped 
.but 1101111<1 lIS bird- lib. bud 'ad ripped 
II dUll off. The broke, body 01 1M 
C,nler DlCmoa iut'"1Iy dissol'll:d ilio , 
mlilti-coJorcd mUI llul ulvc.loped lbe 
ugiDg dugotl nd IbeD diiippulcd. 



Calnvcb .... u Viclotious. iDd ul Ihe E1yCl 
n OUN him nise:d cries of yic1Ory. Bul 
Ibeir voica: died oul .... beD Ihe Dr,p'. 
body .... u l U-ddeDly .... uclu:d by violCiI 
cOllvvbiOll .. fiDUly, Ihe mighly duke 
froze. iDd ID evil. iridcscCflI lighl .ppurcd 
iD ill eyes. 

The Dugoll Iurllcd hu fiery brulh Igunll 
lhe ulolliJhed El\U Ilid lhe fi,mcs tlul 
eruplcd from his moulh .... tre 110 .... blue 
1l1li greCfl IDd olher supetllllunl tolo", 
The (I.met did IIOT burll. bul Iheir touch 
brollghl muullOII .ad mldness ImollllS! Ihe 
,.6 of .ht EJ'IQ. The H.III of Ihe mighty 
...-yrm IIltted to flo...- like .,Ier. I/Id .11 II . 

evil fates formed.. uckJillg IftIlliKll.ly iDd 
$illgill8 lhe prlise: of Ibe CUlld Mllillor. 
Foul lenhdcs 'lid .... id:ed spikes emerged 
from Ihe On8Oll's flcsh. 'Dd fillilly. Ihe 
ont~lIoblc hCild of Clluueh splil iD 
1 .... 0 ,II Ihe .... ,y dO .... D to hu Mek. so 
llu. Ihe Dr.p .... u IlIrlled illlo I 

I .... o-buded mOllslrosily. 

The 1 .... 0 hCilds .... ac gc>yelllCd by 
lbe lime ..... 11 II fitS!. bUI I()OII 

lbey .1If1ed 10 lur II ueh olbcr 
.... itb lulred. I Slue siS" llut the 
spirit of Ihe g,ul OngoD Iud 1101 

beca dcslroyed tompktdy. The 
miDd of Ihe Lord of CluDge 
eyenlually m'Dlged 10 .... ru l 
eOllllol of Ihe po .... erful 
body. bul .... ilb tbe defut 
of Ihe Chaos horde 
broughl IboUI by AelUriOll's 
Sltnfitc, Ihe D'cIOOD had 
to flee lbe 
YUlcCul '''get of 
the EI\IQ IIId 
the Ou8o"" 

WlmIWUF' 



Cdnucb bid IIId slcpI fOI CUIIIIJCS bUI 
emelged ftom blS slumber mlay Hmcs 
IblouShOlll hillOIY 10 ... ,ak havO( 00 Ilu: 
lall!H of Elves. o."f .. IDd Men l eSt Dds 
~ve II Ibu be ... 15 Ibe fuSI of Ibe 
Ougoas of Chilli lad Ihll mlay "'elt Ibe 
evil Clalules bora of hIS blood IIId of tw 
tvll torury II II' loud I~I he IS Ihe 
fOldalhcr of Ihe lwo~hadcd Ougotls of 
ChlOl, of Ihe C hlmell'- lad of maay 
olher t ... utcd mOllslers llul aUliel 
Ihc ... orld. 

tin may CeIlIIlTlts, be ~d bIll dora'll III. 
sleepias III I deep Clover ...... blll Ihe 
WOlldJ Edge MOUIIIIIIlS. To Ihe sborf-li~d 
Mello (dlnu,b tXUled oaly ID ules laid 10 

fTlghltD chddlta. bUI olher IICes ~d far 
be\lcr memolies of thil lerrible uca IUf(. 
The o..,f. of Kmk- Vlal hId 1001 beell 
miailll deeper IIId deeper lo ... ards Ihe hurl 
of Ihc ... orld II .... as o.uu from Ihe d ... 
of KIIII Thllls"m Roehrm who $tllmbkd 
IIpOll bill IrCUlire fIlled lall The KIllS .... u 
summoaed IDd IrLSIllllly ItCDllllltd IhL 
IItal OUloll from lila Ihll hid bcea 

11 TWI· ... ....-nnm 

pwcd do .... a Ihrollih bu 1!KCS\0fl. Alas. 
such IS Ihe [),r,,[. loodllw for gold I ~t 

llreed ovcrume III laSOIl. Illd Ihe [),r.,(s 
slole , .... ,y .... ilh u much IrelSllte U Ihey 
could carry. 

BefOIt CUuuch b..d bpscd illio his deep 
""mba. be b..d placed I cline 011 blS 
p,«'ious boud. .oct 110 _, Iud Ibe linl 
[),ruf Itil IhL t.lvcra llua the gold flared 
11110 I brigbl hlle of lIIabo .... colon. 
Calnuch woke. AI filiI. his miod .... u 
cODfusc.d u tbe IWO tooKiousac:ssc.s llul 
cxuled .... ilbia him ~"kd "Sli/l$t Cltb 
olher Thea nscr ovutlme IUSOfI u he 
A .... Ihe o.....rfs SleilUtg his IrCUUIc, Sc::eias 
Ihe Dngoa Wlke. Ihe Dw"r, fled fOI Ibat 
1,Vts, bUI Calnllch w., upoo Ihe small 
p.>r ly In In illSllal Illd dc_ltd Ihem 
whole. The KiDg lad a smlll bodYlluud. 
uved ooly by Ihe bflvc uCllfke of IMII 
(eUow tlulSmeo. IRlll.llI'd 10 CKlpe Ibe 
0.111111' He qll ickly mule hIS w'y INck 10 

bll grcal lull. wheR Ite 1.$tlUtlcd the 
glluds 10 _Dd Ihe IITtll horll Ih'l litrl,d 
Ihe dillS 10 lhe hold of Ippro.>chlDg 

!ball'" The [),rlffl made rtldy 10 fighl 
Ihe Ollgoa Owllf holds lie bllili 10 keep 
UIICUtS 0111. bill C.llluch .... u Illtldy 
Laside Ibe mOIlDI.ia IIIODlLhold .lId wu 
abk 10 SIUU bis .... y Ihrollih lhe IlIlIaeli 
lad fiocJy CI"ed paAllc"'IYS ialO the hurl 
of lhe Kmk. 

Now llul he Iud hUll Iw,uflCd. 
C.lullclt·s Iwisted dICmoa mlod .... 11 tllI'r 
10 wlak Ullllge UpOD the world oote 
morc, Wilh hllagel from (ellluriC! of 
Ilumbel IIl11willll .1 hit stom,ch ,ad , 
stloall da irc (or vCIIII"!Ke 'lI, iltSl Ihe 
plu.de"n wlto h.d dUllllbed his 1[51. 

(dlnllch .!llCked Ihe Dwlrfs of tnc hold. 
The Owlf( warrion were bu'Ve, IDd mlDy 
of the oldel wlrnon still clllllg 10 dit"", 
memories of (illhlillil Drlgons in day' loog 
.iace pu1. Howevn. Ihe [),riffs .... cre tMll 

prcp.>lcd for lhe ckVI$tuio~ Ihe l!KitOI 
Chaos Ongoo wu .bolll 10 ulI1cuh. 
C.lu\K.h wu well ffracd i. Ihe I" of 
IRISK. He Iud DOl prIChced bll dllk 111 

fOI CUlllrlCS lad lelilhed •• Icuhiall bis 
IflClClIl powen. SorCCloli1 bluls fie ... II Ihe 



gllbercd Owub. ~od t Yee. lhe mlgiul nllCS 

oi proltclioo llut h:.d bUll urYCd oato lbe 
Willi of Ihe bold WeI( ullJblt 10 Pfotm 
Ibem from Ibe buuge of IIl1ck .. for milly 
d,y" the Dwufs bmltd tbt Dr'goll. but 
tyn tbtir I1\OSI u t ital RUDetlmltM wele 
IIwk to SI~ I(""k- Vhg frocn G.lluch·. 
nugk. The few Ow.,b who IU"IYcd lilt; 
fill of the bald lpak of II beias so 
suuwed ill IIUgiul UlUg)' tlut II _ 110 

101lge. Ifll ly eXlits III llu: muerul rulm. 
JaJlud. tbe hold phnu bclweca Ibe Old 
Wo.ld LIId Ihe Rulm of Clua.. lad MlW 
hord or Dmno.. 1111 lilt: g,ell lulls 
where 011« the Dw,rf kliSS nllul 

Hayillg fed IIJKMI botb the bodlC!l ud ,be 
lOUis of lbe Owurs he bod da1toy~ 
Calrucb .IS full a' vigor. He look to the 
$kics ud lOught 10 dtKonr how the world 
Iud c ..... lIgtd whilsl be had Slepl. He SI. 

baw lhe- klllgdOms of MID Iud sprud 
KfOP the hu of tbe l&ad IDd haw. when 
OIICt were fOIQIS, lOW'" l ad cilKs Iud !lOW 

sprulg up like, pox. Whilsl lIyiDS OYt:r 
the law of BlclOIIllj~ be elughl the Kcat 

01 ODt Qf his cbild,ea '"t below. bgt. to 
lesl the stlcagth. aDd poYell of his 
kiad'td, h. swooped dowl 10. to discovel 
th:.1 DOl OIIly Iud his twisled offlprilg beca 
k.lltd bul Ih:.t tbe BrclOllIl.lUlJ bid proudly 
moUlted Ibc CIuos OugOll 's skulls -. tho: 
gala tlul led uto llu: wc.ll fortified clly 

Ellugtd, Ihe utt ient ChiOl OngoD b..ded 
ill Iht tO$lk tOllrtyud. '"~ ur- piercwS 
howl reverbenti,g uoulld the lluck Sia lIC 
wlils, IS both hud. sounded the'T fury. 
Duke de uc. who hid .L>in Colnuch'. 
of£Sprilg. rode 0111 011 his bright white 
dUIgCT 10 &ee1 Ihe OfigOG. Wilh lui 
cndulled IImor glum'lIg ID Ihe IUA, the 
Dun loweled hIS 1&1IU Illd prepared 10 
diJpa"h tblS foc IS he hid done Ihe 
otber 0"8011, Spyillg the Ihkc. Calfllleh 
hckhed fortb I thick nOll.ioUJ dOlld of 
g'" from ODe of bis mOlltht. Bbck misl 
btllowed 11110 Ihe couny"rd. blollillS 0111 
the SIIIl. HomfYllig IlIhumlll s(ttllN 
filled the collrty"d, ,Dd .hell Ihe mist 
110.ly VJlIlShcd, ,II llut fCfIU.lICd of Ihe 
coufigeoUJ Duke lad bis siced ." .I 

filleD pile of '.\SIed nmor lad buding. I 
hlock oily sUMllllce oollng uoulld II The 
DrlSOI 10fe do.n tbe cily', till towelS 
iIId senl t01l1 of rubble (tublag doWIl 011 
those who :sought to hide .ithill liS .11150 

Tboec blghtl .he slimmoa.cd the 
couuge 10 fight 0SUDSI him ~'t ton 
Ipl!! by his: fu.:some 1110115. Cal,lucb', 
dudly dl.s rlpp,ng aparl tbm fille plue 
IImor IS though It .tre paper, 

All tlul fCII'I.1.IDS of the once-p.oud City 
Ife the rlliRS of the gate .hich the hllge 
nlills of Calnuch'l kIn Itlll .dora - I 
flniAg lallmcay 10 tbe bIt of lhose .ho 
would silY J Cluas DrigoL 

M'ny t,Jcs Ife .ow . pruruag acfOSS 

blld of the paSS'Dg of llus terrible foc 
His meAltlll!! , ilhO\U1le hIS beCII Ipied 

in every cO'lItr of the Old World. Tubu 
of Orts ,n the B,dlilllk run from lho: 

iH,bt of lhe dlead CrullHc. E'IIU IS flf IS 

Niggarolh. his form Iw been lighted. 

alld III Ibote .00 ace it ue IIlled wilh 

drac!o Perhaps en l mor, .orryillg IS Ibe 

.,kIIlS of the Olher (featlJ.es of Chlot 

upon bls p.t.SSing. The Clu05 Dtl!!olls Illd 

,II malloer of duk m01lstrOIJS b(,,1S Ife 

rllmored 10 be emerg'lIg from duolue 

InoUllbill tlnrllS ud dnk forest Sbdcs. 

There is: ww:le debale lmong$l lhe 

"holan Ind philosophers of the Empire. 

mny believe Ihll CdtJllch is the henld 

of , ne. 'ge of lerror. They u y th'l the 

prophecies p011l1 10 I time wlu:D Ollte 

Igu.. the bum of C Iuo. .ill rue lid 

red .lIm Ihe L>!id OIhcn; lhid. dllt tbcsc 

monstcn tuvc beeD til ""'I slull lad 

pllshed 10 the brillk of elttillctloll by Ihe 

sllpellor technologIes of Mea. OtIC Ih'lg 

they dl 'gree IIpon Ihough is thll 

CalnlJch is Illdeed I rul thrut TO the 

Empuc. "lid u yel. IIOIIC luvc Illy .dcu 

all to how 10 dul .Ith thIS 

deadly behemolh. 

Galuoch elil Ix: like. ill Illy C~ "my. T,k'lIg Calnuch COllll15 IS 

u killg I Lord., Hero, , lid I Rlrc choice. He mll!t be fielded cnctly 

U Pfcscnlcd here. Illd DO extu Cl:JUipmcDI or II'I.Igic Items ClI be 
bought for him, G.1l rluch may 001 be Ibe Jrmy gtlltu l 

Spirit of GaJnlllch : AI the Ix.-ginning o f each Tum o f the 
controlling player, Galrauch must uke :I Le-.I.de rship lesl U 
the It"ll t is pas.sed, Galr;auch Will be controllL-d ali no mUiI. but 
if the leSI Is lallL'd, the ancient spirit of dlc Dragon will 
surf"cc ag'" in for an Irl!llant, 

G.luuch 

M , ws , 
Cos" 696 points 

Armor: 3+ (SOlly skin) 

SPECIAL RULES 

os 
o 

s , T , w , , A , l.d 

• 

Glilrauch ClIUSCS 1/!rro r , C'oln Oy, is a large la rge t. h:lS s.caly 
skin (3 + armor save), and has 11 D(I(11110 1l ie " 11m ('5 + WArd 
Ave again:n no n' 01aglC'.tl aUltckli) . All the f\lI C5 fo r d Iameter.> 
apply 10 Galrauch, 

Ik is:t. Level " Wl7.a rd (Lore o f Change). 

Oac.monJc GlflS: TZccntch 's WlU, SIXIII)Q;lroyer, 
Master of Sorcery. 

UreatlJ Attacks: Ills he:ilds C'.rn use either o f Ihe nom1al 
Chaos Dragon b~ath altllcks (set the rules on p . 28 o f 
Irwrbammer Annles: /-Iordes o/ChaOS) Once per bailie , o ne 
o f his hads can abo usc the 8re:uh o f Change (the (Nhe r 
he ad cannol UM: bre-" Ih we-.tpolU it! :til In that ShOOling 
ph:l5C') Models hll by Ihe Ureath of Ch:lOgc musl pass a 
To ughness ICSt or be overwhelmed by horrible mutations and 
die with no saves o f :my kind :a1lo wcd 

The lesl faned by roWng au 11 
(or less, If any modIfier applies): Struggle. 

Thc Ongon will nOt mOVC' , tL~t spells. o r usc his b reath 
weapons, In the Close Combat phase, he will dlrci:l h;df of 
his a nacks against him~tr If thc Dr;ago n is alread y e ngaged In 
clOS(' combat. the rem aining Iulf o f his allad,,!; :an: c:arriL-d OUI 
ali no m lat. ali dedd t.'d by the controlling pl"yer The wounds 
caused by The DrAgo n against hImself are added 10 the 
e ne my 's score whe n working OUt ( .. omb~t resolutio n . 

Test falIed by rolling a natural 12 
(I,e .. double 6. regardless of nlodiflers): R~'cnge ! 

The Dr:&gon will not move, cas, spells , or U.~ hili bn:alh 
\Vt:~pon.~ In Ihe CI05C Comb~1 ph~ , he will not :l ltack :al all 

In his o ppone nt 's rum , the Dragon wtll be cont rolled by hili 
o ppone nt exaCtly :&5 if h wcre his own If the Dl'3gon Is 
already engaged In close comb:" with his o ppone nt ', IrOUPS, 
he can be mo yed o ut o f combat (It'd)' 

The Drago n ""nnm usc the Brea th of Ch;rnxc whe n 
conl rolled by an o p ponent in thiS way 

At the sian o f Ihe Ch am player's turn, the- Dr.lgon OIUSI lake 
anothe r L.cade l'!ihlp Ie-st ali no mlal , and he- w ill rerum 10 Ihe 
o rigin;!.! Owne r 's cont rol If he: pas.sc~ . 

Wlm'WUI11 



This m ODth , we con.linue 
o ur features o n the 

background and painting o f 
tbe Studio's Chaos army and 

o n the Tzeentch force led 
tlle Cham pion Melckh the 

CI""'g'" wi th a background 
Space McQuirk. 

B
efore work on Ihe Tht.'emch arnlY 
~I;u,(:d , the 'E,IVy \1elal te:.lm 
decided upon a number of fe,llures 

lhal would help d istinguish Ihe amly as 
a TZc.:cnlch force . 1111~ gre;tICSI challenge 
was 10 mix vivid brighl colon with the 
grtm :.Ind sinLSler n:.lrure o f:.l Chaos 
amlY Th(' lr.adltlonal Imagery o f 
Tzttnlch 15 founded o n a varielf of 
colo~ . b:lsed around the .sp«lrom of 
th(' l'lIinbow Tzttntch also suits a \"(~ry 

opule nt :md auavagam appear.llnce 
wilh plenty of gold ;md !!'Ihoer combined 
wilh strong, bright to ne!! 

No with each of th e o ther Cham powcn, 
the fi~1 models to be palmed In the 
T'I~cmch fo rct were the Chaos 
Warrlo~ . TIle .samt color Khe me was 
the n uM.'t.I 10 a grc:.lu:r o r lesser dcgrt"t 
o n Ihe Knight). ;l!i well as Ihe amlo r o f 
Ihe ch:.&r.Kte n The Wal'f'ion of Ch-"'05 
were :lS!!ClIlbh:d o nly with he:.&ds thai 
were fully enclosed In helmets. This 
give:; we m :.I (;acele)s, lIl)'5tit-..J feel. Also, 
to contr,lSt \\ Llh Ihe highly mUI :.l ted, 
ftifled n;uure of tile chanCIer models, 
the Wl.rrlon; \Ve~ nOt given. :.Iny 
mutations from the con"c.nion sprue. 

The amlo r o n the'\(' models was painted 
with a b:l.'oCCoat ofehainmall 10 which a 
sm:&!lllmount of Enchamed Blue hJd 
been added l"he armor was Ihen jitl\'('n 
a glaze \\;th thinned Blut Ink The mm 
o f thc amlQr and the .shield!. ~re 
p;.Iintl:'d wllh Shining Gold , givIng Ihe m 
.a neht,. depth B)' mning the Chaos 
~""rriors qulle brighl and me r:tUic, the 
umt h:u ;a mo re unnatur;al , magical 

feel lhan the gre(.'ns and 

browns of the 5md10'5 Nurgle force o r 
the black ul>Cd on Ihe w .. rrlors o f 
Chaos Undivided. 

l11C~ Knights o f Ch:tos w('re p:timt-d in :t 
srylc ~imllar 10 th:tl o f lhe Chaos 
'«':arrlo rs. A lo ueh more color W,I.ll added 
to the unit by p.liming the sta ndard 
Wllh Chaos Black mixed with Uche 
Purplt. A starldy contrasting sym bol o f 
l 't,eemch wu then palmed omo the 
banner to Ide nt ify Ihe unll '5 pal ron god. 

The armo r o f We' Champio n o n Disc 
was p:tinu .. -d In the 5lme way as 

tht annor o f I ht WoU'rio n; and 
Knights, Tht model'5 

robes provide an ide-oil 

opponuniry to Include a more 
CX1r.avapnl and lavish colo r scheme in 
the amlY, and for Ihl.s, we chose a mix 
o f cold blu" and dC<'per purplt'$. 

Discs of1)o.cemch are panly daemo nic 
:tnd pan ly constructed. 1b tie the.se two 
ide:.LS logethe.r, the bulk o f the Disc is 
painted in mt lallic lo nes Similar to 
those' o f the mon a! unllS. lIowe ver, the 
JUlling blades have been gil'e n a much 
mo re org:mlc fed. with subtly ble nded 
colo~ giving the m Ihe appcar;ance of 
str.angely colored bone The use o f gloss 
varn iSh com ple ted the e ffect. 

Continuing the usc of the colon of the 
rainbow. we pvc the Ch:lmpion 's staff a 
metallic basccoal, o\er which a variery 
of Ink washes o f d iff('rcnt colon were 
{»Inled. each color merging with the 
next, alo ng Ihe length o f the staff. The 
idea Is Ihat these colors are no t slatic, 
but are constantly s hifting. coalescing , 
and changing. 

l"he .samt colors and techniques were 
used o n the Cham pion o f Theenlch 
model o n fOO( . The few area!! of h iS 
!ikin Wat show through h iS amlor 
:tnd robt'$ I~ {»Ie r vc.rsions o f 
the o ther colors used, giving 
him an unnatural , ha1f. 
dacmo nie appear;ancc. 

With the mo nals complete., II w.as 
time 10 mO\'C o n 10 the dacmo nlc 



crc:tturcs. It was ded::l:ed mal as much 
colOf'" should ~ used here as ponlble 
to make a siriking COntroLSt with the 
Knights and Warriors, with the 
characters providing a link between 
the two parts of the force , 

In the pas t, lIorrors have come in two 
\'1Irielies: blue and pink. Our Ilorrors 
art" paimed in keeping with this 
tradilio n with muted pinlc.s and blues 
50 th:u they do nOI appear garish 
and OU I of .scale . On the mOOeh 
that are aClu:dly in the 
process of splllling. a !Omall 
amount of Red Ink wa5 

added al lhe join to 
cre;tlC: the dTL"C1 of a gory 
separation. The 
Screamers and Flamers 
were painted wllh the 
same hues used on the 
Ilorrors; bolh colors 
combined on each 
Daemo n Furthennore, on 
the Flamer modeh, the 
blue was blended up 10 

purt' while al the bue, 
giving them the same 
appea .... mcc as a 
scaring hOi name. 

Below: Klr-sten Aflcke/burgh cr-eated 
tbls disp/(lY tlior-(lmll fo,. 
the Champ/o" of 

.!:""""'h 0" foot . 

'1Zetmlcb ~Pi"k" Horro,. 



Gwkkol was helpless to live 
htr, Illd .ith the habe held ill 
bis 11111,. Mclckh ",lthed her 
life ebb aw,y before hil eyes. 

Whca Mclckh USI his eyes 
UpOIi the child, I deep KaK 

of , icuoillS borror filled his 
lOul, The habe WH 

malformed, 101lC,d of Ihe 
iDlIOCelll hCJId of I DC.borD 
chi ld, the iDfaol bote the 
visa8e of a bird.. Scrumiog 
to Olle lide of the bird'. 
bud w,. a l.iJl,d j1ll18' 
of I child', facc, but il 
... 11 Iht soulless. hI"k 
eyes of the bird that 
shred al its hther, 
Melckh wu sure the 
chiefhill would iuist Ihe 
child be 'UI from the 
village, bUI ill!ttld he 
sa. Ihe babe U I good 
omell for his JKoplc. 
Thc child WH DUlled 
Cyspelh, IIId lbe 
chieftaiD iDoouotcd 10 
lhe elllire villige 11111 

their ciaemoaic pattoll god 
Zarcchgor had clatly 

, ______ -----~ ..... ~ ...... ~~ blessed Mdekb Illd his 
~ SOlI . .... gtal fulltrd ",. htld for Ihe 

mal her foUowed by , fust held III hooor 
of the lIew lffivIl As the ioyou, revelry 
be8ao, DOlle Sol" Ihe sco.liog look of 
dwpproval Ihll le11 Itross Ihe flte of 

The story of Mdckh the Clullger', 
risc 10 power ~gill 011 I Ilorm­

filkd night ill Nonu.. LighlDilig 
bolu u«d from tbe skitll illd embed 
dO'1l 01110 tbe ground bclo .. wblle the 
deep fumble of thullder briefly drowned 
QUI the polilld.1I1! of 10ttcoll.a.l uia 011 the 
hUls of ,Ilt; Auling vilbllt.. Mclckh w.., 1M 
SOli of tbe Ifibc's bbdurnllll. .wi his 
WOIllII! Kerb WIS he,vy wllb child. II .&5 

011 This .bYlttu.I IIlghl .hal the blbc chose 
10 tiller lhe world. AI .... tben .cft 

(Ompllulioll~ _lib ,he birth .• lId tbe old 
""Vel were rdllClllldy fOI"d 10 ull UpOIi 
tbe lube', !luaull for help C.crkkol .11 • 
Aroll8 .urlOr. gihcd .'Ih pcrwcrful m'gK 
.lId !!«ODd Dilly 10 the lUbe', chuftull. 

Whilst Mddth's pHtIlC! Itrumcd III .goDy. 

G.crkkol Q.$1 spells 10 soothe tbe mother's 
pUll lId CDCO\II'g' the child 10 efller the 
.orld. UnforTuutdy. the ,£fo:<ls of .lcohol 
Illd the olher IIUCOlJt subslUKts G,erkkol 
used 10 Induce hi., IfioetS mured Ibe 
drullkcp dumla', cooeelllniloll, Wlul 
sbould luvc bua , simple 1111111 weD! 
horribly wroog, Key"" body uehcd wllh 
plill II colorful mlg'c tllorgia flowed 
uovlld her ~,kkol Ined ill VlUI 10 Slap 
Ih.c uUlle power Ihll ~Ol from hiS 
fillgerli!", bul he could do oOlh,og As , 
InIShly bllsl of ligbl ellvcloped Keyb. Ibe 
child bUfll from Its mOlhcr's wOQ1b 

14_1111 •• 

Ihe shlm~o. 

.... t lbe belglu of Ihe festivity, Ihe ebitil, io 
IlIlIOuDced thit the D,cmoa Zuc:chgol h,d 
SPOUII 10 him io , drum ,be previous 
oigbl He h,d iostructed him 10 hold , 
coolest of might The nroogtsl wuriOIJ of 
lhe trilK 'WOuld &II {ighl for rhe hOllOred 
position o( becoming GmkkoJ'. IICW 

'ppltlllice. .... 1 lhe IDDOUDCCmcal, , look of 
horror ctoned 'he lhlmn's bee. nd he 
duok ,way (rom Ihe lull blck 10 hi. but, 
Thue. he surched dtrough bis strolls nd 
loma ulllil he foulld I book bound ia 
humi~ Hab. IDJide Ibe book w,. I slfll.!J 
pw:c of lUI, 11 wu I propha:y _illcD by 
the Sorceler Necromuodo lhe Illullt tb,lI 
spoke o( the urivd of I mighlY .arrior 
who 'WOuld ulli le IIId Itid the "ibts to 
g,al victoria. SliciDg hu ueriticul bbdc 
IbrouSh the exposed belly of I IIIU II rabbit 
lhil he kept used, GKrkkol sat for mlDr 
hour. ludlllg 'he lisos Ih'l Ihe poor 
beast', eDIniis fordold.. Evcf1lhillg parOled 
10 the IKt thil the IUne 01 Ihe propheq."J 
fulfdlmelll wu upoo them. 

The day of combal beB'o, ,lid Mciekh .,. 
ImOllS" Ihe ("51 10 Lghl Armed .'Ib , 
mighty hallKrd Uld ellcued 10 the ulIC.ly 
forged umor of Ihe tribe, he proved 10 be 

a grul w,,,ior, bestillg allY foe Ihat flud 
him, His mulery of the blade .,. 8ral, 
lod 50011 ollly be IIId Dmd, his ,hiIdhood 
friend, rcmailled. BelOte the t'WO wurian 
bctd off, Mclekh w,. .. brmtd 10 see Ihe 
,hamall prescol his 0ppolleOI witb I 
I1I15mall lhal would ward off harm .. nd 
briDg good (orluoe io b,a"lc. Mclekh 
cluted his miad alld (ocUKd 00 Ihe (ighl. 
For ovcr lO hour, Ihe 1.0 wnriorJ (ougbl, 
Nellhtr w,. Ible TO best lhe olher, bUI IS 

they bOlh tired. Mclekb', 0ppolleOI tripped.. 
The amulet he .ore arollod his oeck broke 
lod IIClllcred 011 tht grouod.. Mclckh scucd 
upoo Ihe Oppotlllftity, Briogiog bis blade 
dowli ill I powerful 1ft. be sevcred Ibe 
hud of hn OppOltellt, Ttiumpblolly fluiog 
his sword .. bove bu held, the cro.d 
,hmed IS Ibey all hiiled Mclekh Ihe IItW 

,hampioto of Iheir Iribe. 

The 'gillg shlm'lI w,. dapeflle to prnelll 
Ihe prophccy from ,omia8 true Ind beglll 
10 pial. Every cbunpioa of Ihe tribe would 
serve uDder the shamlll to IcarD hn Irt. Iu 
Mtlekh's DC. mllta, ~rkkol ,ould leod 
his apprcat ite 011 I q"esl 10 prove hi., 
'WOrth ill froot o( lhe gods. All Ipprclllkcs 
would uademke lucb qUC!lS, .hich usually 
iovolvcd briDgiDg back the held of , 
dallgctous mOllner or the recovery of 10 

lIIcicat mlgiul ,tliflCl, The (ollowiog 
marllill8- Ga"kkol commaoded lhal Melckb 
bri08 himself lad bis ".borD too 10 bis 
hUI, Whell Melekh "rived., Cacrkkol .11 
&lrcady .ailiog oUlside. rady to SCI hn 
pupil his chOJeo lask. He 511mbed the 
child from Mclekh', "ntJ Ilid wi lb , 
wicked Imile all his f"e. Glcrkkol 
iDooullced that Mdekh .,. to go fonh 
iDd (iod lbe lrue dlemollK lU.tl'\e of their 
paUOII demigod Z.ucchgor, 

Meldh fell bis kaeCi go welk, lad hi., 
had ,wlm al Ihe Ihougbt. 10 order 10 
discover I O"moll's Irue DIme. he 'WOuld 
have 10 bt$! the Dlemoo, aDd ,hal mellli 
Iflvel iog ialo the Realm of Chaos. Wilh I 
child favored by Ihe gods 15 his w"d, tbe 
ShiNII would h,vc evell more power lIId 
illClueDcc 011 Ihe tr ibe, aad Mclekh '!I''' 
bcIplcss 10 preveot this terrible fate. 
OCleTmilW'd 10 camplelc his quest alld save 
his soa (rom 'he duk ill£lucocc of Ihe 
shamUl. Melekh immediJlciy huded IIOrlb. 
.... fter , moalh of coastllll figblia8 'od 
hardship, he spied I BtCll 8"~y mlde 
from the Ikull, of meD. Bcyood the portll. 
the ,it shimmered Ind ctackled with ellel8Y, 
Teodril. Ibol oUI from the thick mists 
sul"thill8 for prey, and Mclekh could hur 
Ihe ocklill8 howl. of the cratUfCS IIul 
lived .ilhill Ibe olher world.. SII.lldinS 
before the glte.,y to Ihis rulm, Mclekh', 
hurt poullded, bury with feu, To step 
iOlo tblll olher world would be cerhiD 
dUlh, but he would lIever see bis Iribe or 



!w "'~ l81iD if be did DOl. Summo~i~s III 
hil counse. MdeAh fOKed himsdf o~,urd. 
nd u he slowly lIepped forwud. Ihe misl. 
dU88ed him ililo Ihe Rellm of Cluos. 

At firll. Mdekh (Oliid sec DOthillS bdore 
him bUI I thitA pillk veil llul shifted ill 
(Olar. lurlllllg I deeper lluck of red before 
IW eya.. Tbe lir he brulhed WlJ Ihid lad 
SII(foulllig. ud Melckh felt u though his 
IUIIgl wele explodlDg withlll his thest. 
Inhullull KTUmJ Kill hu burl ucillg. bUI 
he WII ulllblc 10 louie ttr.e IOUI(( 01 Ihe 
DOlIC.. S he IIlred 111111 lhe dellse, shiltlllg 
fos- .bieh Iud DOW IUlllcd I deep slude of 
blue. Mdc1b toilid INIu: OUI .ludow1 of 
stllllge (rUIUles. fut hc:8111 10 creep lllto 

his beiDg. lod U it dHi. lhe misl Ihiclu:1ICd 
Itolilid him. The IIOW purpk fOS «uIaud 
;11 froll of bill eya I few yudJ I.IY. Illd 
Mdekb Silled II Ihe .... itlillg imlga before 
bu eyes. The smoky Jtnlldl of ,i, gllheled 
iDd hc8111 10 IOlidi£y ililO II\c. form of I 
mn. Mdekb suddcllly luliled llut he .u 
IlIlillg II , mirror inuge of hilnSdl He 
cOllld sec his ow, fuc. formed from lbe 
INgiul clouds. IIUillg I»tk II him. He 
.11(hed borrified u ,hc duk silhouettes he 
Iud spied momClI1I before Iurroullded his 
imlge Ilid bCgiD fecdlllg off it. TllolI' 
formed from lOS ripped 'ptll bis shldowy 
fOIll\. nd Mdekh fclt u IbouSh he .. u 
.II_iDs I yisioll of his ow. delth. The 
lludowy Dlo:mDDJ stilted 10 bcc<wnc more 
IOlid u fur look hold of the moml 
chlmpioll. Theil. from Ihe mulS, I foul 
(IU'Ule emergcd. It pOlSCllCd multiple 
dOIlSllcd ums Illd I 81pd8 .moulh filled 
.ilh mCllUiDS 10 ... of wrp teelh. Mdekh 
dre .. hil sword IDd lucked II\c. bcut ill 
rwo. bul Ihe DumOll did 1101 die. iUlud 
.plmi,S illo two JCptllle Dlemo" tlul 
sibhcled Ind hued $IYISC cI .... nd f.IISI. 
More IJd mOle of Ihe horrific DmllOll' 
Ippured. ucb one IUli1l1l ilsclf Ipul 10 
form lwo more, iDd Mclekb k_ IW bIt 
.. &I .wed.. 

Melckb', horrified miD<! lold him be .u 
doomed.. bul u n AaJiDS .lIfior. he 
would 1101 die to.crillg like • bust. He 
look , deep b,ulh IIId touSbl 10 mdler 
his fur. iu be look (0111101 of h~ 
cmolJOaJ. he .. ,,,hcd lbe Dlemon howl 
,lid hiss, 110 ... ly I»c.kilill , .... Iy. II JuddCIIly 
uoucd !w miDd llul IhtIC OUIllOOJ .en: 
pcllupt fcedliS of( hll {UI. "Id '" Mcklth 
ildYloccd to.,rds lhem. The Dlemo" 110 
ionser tollShl 10 Imclt him DOW Ihll he 
wu preptred 10 flCe ,hem. Illd to Melekh 
COlleelllllled ill III lIIenlpt \0 mUICI his 
emotion The OlCmoli bo~d II his 
P'"IIig. IDd 10011 he fouod he .u .ble 10 
SUlrllnoo more 10 hill .. ill. WithiD momCDI .. 
I lnUlI limy of bideo," ertl,utes .ere 
boll~d 10 his will fiShiiOS off olher 
OUmOli1 who h,d 811hered uound him 

molhs 10 , tla.mc, try"S 10 stul ,wlY nil 
bll soul 

los1 ill Ihe misls of Ch'OI. Mdclth'l until 
IIm1 btnled lS,i~1I III mlllllct of loul 
D'~QIIs. Pbgue- rlddell. bl~led mOlll1ell 
fell ulld" IUs blade. S1Y'Se. huge bum 
wilb 8TUI bons ,lid lIIiShly Illes CUI dowa 
the Horron he Iud nmmOllCd bUI "WUC. III 
tura.. destroyed by the 1IUII1I- like trUlllla 
,b." Melcltb (llied do .. ~ from lboye. 
Mclekb d~eoycrcd he .1lI Iblc 10 

manipulate lhe ubilucc of Ihe .ti, .rolilid 

-

him. sohdlfYIDS lod forBills IT 11110 
fOIm. He fubiOGed I srul dlle llpo. 
.. hieh he rode 10 btl1k II lhe bud of hll 
umy. ( UnlAg down the ellemy with dudly 
blades fixed 011 Ihe .ides of his flriD8 
(ruiioll. He hid 110 idu of how iotrog he 
(cuShl ill Ihe mistJ; bour .. dlys. CO'CII 

~clts lItIy hi'll: puscd.. The Realm of 
ChlGl w .. I lIe'll:I-<c.uiIiS btllie 'SlillSl lbe 
ellillie! .... ilhlll Ihll toushl 10 feed from 
him. Mdc.kh·1 m0ll11 tolll W&l like I 
filmins bueoll III"ctiIlS Ihe DlCmolU of 
ChlOll 10 him. He COll5111111y ulled oUI 

wamlwuf15 



dulleDgd 10 Z.u«hgor, hiS pilfoa god, bUI 
.. II md oa1y by borda of shvuiDIL flUids. 
Suddellly, wbeD Mdclcb W .... hl:gIDIIIDg 10 

lose ,II hop-=. the mlSII mtltd 10 ... id ill 
, powerful vorttX. He WIS blo"l1 off his 
disc. llld Ibe sm.i.ll umy h, Iud Ill1hered 
"u ICUlued III III dU«lIou by the power 
of tlus .. worldly donn. Whc. the swirliDg 
... IId. fiully IbAted. Mdckb w,tcbed .. itb 
tenor u I musi~ ttuture stepp«! [tom 

the dberul studowl. h w .. Llhe .. itb 
t ilwed fen 111d 101111 robed Ifrnl clldiDIL ill 
clOllll'1tcd uloaed hlildl thaI grupcd I hUlle, 
orlllle III(l The O"mOD" hlrd- like hud 
trlacd dOW'll frolll the eDd of I IODg IICtk 
III llue II Mclekh. 

The Grula o,cmoD dCflu.dcd 10 kaow 
.. bo "lied upoll him, I chorus IIf funili.n 
VOltd from Mdekh'J put r(5(llllliag 
Ihroullh hIS eallte body_ Mdekh stood 
qUlklDIL hefore bu god. R,iJIIIII Ilts bl.do:. 
Mr.lekh stepped forward ,lid spoke. He 
shouted bis IWnC ud hide the OumOD 10 
Idl blm IU true lUDIC. The OUDlOII he .. 
llul tellillg llul mcm,l b1ll Iruc IIlme 
would 81ve Mdekh PO'frCI ovet him lad 
Ilughed It Ihe hUmlll" ImpudeDt~ 

Z,r«hgor polDled h .. stlf( II Mdckh, ,ad 
1 blast of red fue cllvcloped Ihe Adilllg 
walUor Mr.lekb (til UDder the mlgJUl 
oas!.ught, Illd his 101,11 wrilhed III tormelll 
u Ibe red (bma ellgul(ed him. 

He uied 10 sund lnd fi8hl Ihe O,emolL. 
but I ICcODd bJut o( (ire. this 011( vivid 
gteell III color, btr.rst from the selff lad 
ICDI Mclckb flyiag badtwllds. HiJ body 
wu (nubed Ind brokelL. Lyiag 011 the 
ground, he Jllled II th, O,emoD .. ho 
lowered ,bove him, Mclekh .. hispered ,ad. 
Uilible 10 hur bis vj(lim'. dyiag worda. Ihe 
OKmoa stooped doter to lisleL Mdekh 
OD(e more ulttd Ihe OlCmOD for his Iru, 
&lm~ Aglia lbe: OKUIOD !.lIghed. bul u 
Ihe quC$tioa (illed lbe Oacmoa', miad. bis 
(ODJCiOUt Iboll8hl begll 10 .alidify u n 
IlIs .. er III the miJt. Aa imlgc formed. nd 
from (II I1l'1y Mclekh could hm hiJ limy 
of Horrors tholl iiag 'II IIl1rtcagaiublc 
I1D8111SC- As Mr.lekh', qllalm hod filled 
the O,emOD', lbollghl" tbey hod (or , 
momCIII b«ome Corpolui. TIu: Horror, 
lhol }ud beeD boulld 10 Mdckh _ 
tluilled Ihem ovcr lad OYer. 

With his lut blCllh. Mekkh lepeutd his 

millm·. words ud burd lbe O,tmOa bowl 
ia ngt! u he rCllizcd llul he Iud ben 
tricked. The 'I"agth of Ihe Gruter 
[),emOll be8la 10 (10 .. Ihrollgb Mclekh. He 
Iud bound tht mighl of hiJ god 10 hi, 
will lad Ihe power of I Gruler DKmoll 
WIS his to commlllCL Th, O"n'IOD'J 
bcrwkdgc filkd his miad. lad lTUDe 
.. isdom flooded iDIO his tOllltioll5DdJ. 
Mclckh collapsed. bis mind overwhelmed 
by Ihe expe:liucc, lad Zarcchgor w,!tbed 
over his Dew mUler, bOUlld 10 ptoteel him. 
Whell Mclekh ,woke, Z,rcthgor !old him 
of Ihe propbecy. The Gruler DaemoD bid 
beea imprCSKd by lbe: (1Ill11iflg of MdeJr.h 
lad bestowed la nclualed bluk IlpoD bim. 
The OICIDoll'J (I.,.] gift to Mdekh .. u to 
UII I spell thlt opcllCd I poml from Ibe 
Ru.lm of CIuOI back 10 Ihe IIUlcri.&1 world. 
The bbtk stll- fiUed doorw,y .prllllg opn 
before Melekb, lad he ptcpiled 10 
rellltD Ililimphalll 

Melckh tllI,d his DKUloa borde Itound 
him, Ind from beKllh his fed, Ihe disc 
ro« (rom lhe mISt .. The .null limy flew 
10Wllds Ihe opea portll lad Ollt inlo Ihe 
mlteri,l mlm, The limy lppClfcd ill Ibe 



1JIO'I1I1,iu dOk 10 lhe Aeslilill vilblle. 
Clerkkol who wu 1I0W Ibe uibc'. 
cbiduill. Iud (oreseell Mddb'l comilill IIId 
Iud prcpued III umy of wmio" 10 ('CC 

bim. AI CmkkorJ lide stood Mdekb'l 
1011 CYSpc1h. Wlul Mdckb could lIot b,ve 
foreseell wu Ibu, ill Ihe few mOlllM Ibu 
M Iboullbl be bid be" ,w'y, Iweilly yem 
h,d puacd. CYlpcth wu DOW , S'OWII mu 
,lid Iud beell IpplClll iccd to Ibe Jlumlll. 
0"0'10111 Ilid mell llood fluliS ueh olber 
ludy to do hattk. The bOidc of O,emoll' 
wu ul" 10 W'S' WI! ,ad shed the blood 
of Ills, bat Mdekb k_ Ibll 
Clcrkkor. powe" shollid 1101 be 
ulldctCIIliDUlecl H, 100 kIIew tlut bd lOa 

Iud beell blenc:d by T ~eeillch. ,lid wilb 
ClCrkkol U bis mUler, he could prove 10 
be I dudly foe. 

The . kiCli luddeilly darkCllcd, ,nd 118h1P;IIS 
cruht.d 10 the Sroullli U il Iud 011 1M 
IIll1h. of Cylpelh', birth. A IIrut IllhllliliS 
hlut . 1Iu.tk the urtb bctwcea tbe two 
umics. IDd I musivc cxplosiotl Kill rotks 
,ad soil ,0uiliS lip 10 the buvcas. From 
the fiery tula dut Ibe blut lud t ruled 
rode , mighlY fillurc 011 , buge fursomc 

need. He laftred nl1n tlull lDy mOlt 
llId bit mOIlIl(1 eyes glowed rcd w.di the 
fires of hdL It wu AJduo ... he l...otd of 
Ihe Elld TtlTlCII. At !tis COMIIlg. the bowlillg 
of the. O'anoliS tc:UCd. lid III cefle sileace 
fell IIpOCl IIu: b.aftldlel He rode blS horse 
to I high ridgc over- lookillg Ihe opu field 
011 wbicb Ihe 1t000lCli h,d IIllhered. thell 
. poke. His VOICC ethoed IcrOll Ihe hlld Ilid 
dl who hurd it bew hd power. 

-Alld with 'M comilill of tbe [lid limes. 
the old will (111 by the Iuad o( the _ : 

At ArduOlll'1 111I1Iol1. lhe IWO ifll"m:l 
ehlfp D,emolll lpewlllil for1b DUS"" tlul 
Cllveloped Ibe WUflOJt I1Id w.rped their 
mon.J bod~ 11110 horrible IIIl1hliou.. 
Those who .UrvIYc<! hacked ,PUI Ihe ("Slle 
D"mou.. ,lid ill Ibe midJl of ;t Ill. 
Mdekh met Clcrklwl At Ihe .h,m'II·' ,.de 
stood C)"pelh. hi. DUSiul blut. dcSlrOYllig 
the Serum"l llul flew overhud. Nellhr:r 
Clerkkol wilh bis ,"'oeM kllO'll'ledll' 001 
Mdekb wilb his tlCW [oulld po~r (oliid 
best lbe olber. Theil, wllh , pown(lIl 
Ihru.sl , C,crkkol hll lbe f1y11l8 d.lJt; 
Mclckh WU 1II0memuruy talStll 0(( N1ucc 
IIId ItIImbled hOIll his put[orO'l. CKlkkol 

Rood OVCl" him ready ro dcli9tt thr: lat,1 
blow. 1'.1'111( IlUllb"r overume rbe .lUDUIi 

e had outwitted Ibe prophetiCII o( Ibe 
sods 'U evell tboliShl he could destroy 
Arduoa Ilid KIIC tomllUU o( Ihe UIIIICS 

o[ CIuO!l, 

As Cmkkol t~iscd his word 10 brilill ;1 
dowli ,lid SCYer Ibe head of Mclekh. , look 
of ,urprisc ud horror .prud ,cross his 
flte. Mdckh w,itc<! for Ibe dUlbly blow 
bul iutud Clcrkkol ,lumped 101M 
gt"OlIod. Bc.billd him stood Cppcth wllh I 
bloodied digger beld ill his bud. The dark 
CYCII of Ihe 1111111111 dUid looked" .hI; 

hlbct u Ihey Iud wheD he Iud heem borll. 
By Ihe Iu~d of Ihe DCW, the old Iud be" 
Jb.ill. Mclekh comm,ucd .he fiShliliS 10 
tusc. 'Dd II he did 10. Arthloll rode dowil 
ffGm Ihr: fldSe. HiJ 0"0"1011 Steed 'cared 
be(ore Ihe f,lbcr ,...:I lOll, IDd bolh klltw 
Ibey were 10 (ollow Ihr: Lord of Cha,... 
Arcluoll·' ITmy wu !lOW complete. ,...:I 
wllb blS Ill-colllJunilig forte. Ibe Old 
World would fill. 

WlmDWUlll 





T
ho borde of Sibbcllllil [hC1lloali dOKd 'II 011 lilt; /K.Idy lIT'rut EI'U (orm,lIOM. If DOllut 10 tht ordered ,.w of .be High E1~. I • 
mi1iuil ... t.lpou slillCllias ill .be briSh! ,"n1iglil. lbe D.anoB5 ftJ'C I B.mboliDIL mUi of , AfU\,l ,.,;I .cauda fUycd as tbe: Honvrs 
.umpe.rcd .~ lup! '(,"mds tbeir <KIP)'. A I'Olky of .hi,~re.l,hcrcd " .ow. dcsccllCkd iaJO the Idv~'8 honk. Rcpa/..,d, FeyaluT '1u'i::tte:d 

witb fUCllUlioo as ,he ,.olllldcd Horron .plil 'PI,t, clCplodcd ;1110 b.illl of r!.mc, ,hmeTed iato ;ridCJulit s.Iu,di of CIIe.'IY. or sprouted Ie. IIm"­
to Kpl.tc OIltS lhey Iud Ia.L Schilld them. 1111111' /lUDu- like (fCU'IrU wnh lugs, horns. Illd Ipun Slidcd through the .lua. Tbe mOllllfOSdla 

turned in I wick Ire lo...-mlt hll rcsimcal. So.riD8 d09a fro#"l .bove. !bty cfivr.d lownib !he tiShll)' pack<d foraulloa The Elvc:s brawly bdd 
their groll8d as 11K ur-pkKill8 sMkk of 11K .1f&aBC busts II""' louder loiS. .hip-like n.Js .1Id VKIO .... bUM lipped Moodily ilIa lbc EII'U. 
ud I .. mbu of fey"i,. kiedRd ftll. He ... ,tchcd belplca II IlK Ell .1 [roal of him eo1bl*d, blood Ip"rlillil f m 'II ope. i!Uh 01 his 1IC<k. 
AlIOtbc:r Dr fdl .hrickillg ...d dll1chtag lbe "limp of hll um. Feyllll;r $!e~ forwud 10 IUr lull pllC¢. 

The HolTOl't wcre .lmoIl upoll lbe Ehu •• R1i feyDDlr loom'Cd h .. spar to plCplTC fOf lhe charge. The air before him . hillllncred .ad lire" duck. 
.ad FeYllult could fed Ihe very lubstlllU of ruiilY dUIIgc. MOle Ehu ftll. the,r bodies ,.,ilhiag n,d mutllillg ill their dulh throa. SlIddclly 
feYlluir spied • .,.ift movemelll ill the skies .boYt him. Mouoled 01 • huge .piked diK Ihu left. lieT)' ".ke II it p.ilKd, I mighty wltTiGr 
descended. The luI .aulio!! tlul feYllll1f upeticaccd "u the drudcd Chlmpio!! of Tleellch thr1lJlilig his rhmill8 h.lberd thraUllh Ihe Elr, fllie 
mi~lala. ,,..bllli hiJ fr'II,I. boou. 

T2«ntch is the Changer o r the Ways, 
and change is the essence of Ch:105 itself 
as \J\.'CII as of the ever-mutating energy 
thai is known 10 monab as magic. Also 
known :loS Tebar among Ihe barbarians of 
the north, Chen In the exollc east, and 
Shunch In the steaming jungles of the 
south, his name l5 aJ\\'"afS a bya'Ord fo r 
change. lie is the Great Schemer. a 
subtle manipulalor with an all· 
encompassing knowlt."tJge. His plans are 
Inevitably convolmed and V"ASt, spanninJ( 
across untold acons, inexpllC"dble and 
conlrndtctory to all monal minds. lie is 
Ihe Puppel Master, pulUng the strings of 
fou e and controlling the destiny of his 
follO'wers and enemies aJlke, Tzecntch 
does nOl hl~'e a single fonn and 
no rmally manifes!S himself as 1 doud of 
light that cornilantly changes color. I ii, 
symbol is often a representation of the 
writhing serpent of ch:ilnge. and his 
Daemon~ and Chlmplonl arc frequently 
gifted with eerie bird·like be:.lks, claws, 
and mu\ti-colored feathcrs . Their skin 
and armor arc in corutllnt 
changing shape and color and 

grotesque ClLckllng faces that modt their 
opponenu and aJW:&ys repelt their 
words with new and disturbing nuances 

T7.centch gifts thOk who honor him 
wllh Superior magicaJ powers thallhey 
craftily use 10 bend reality to their will. 
Among the nonhem tri~. sh:ilmans 
pray 10 him, askinJ( for predominance 
~'Cr Ihe WllITiof"-chid'lllJOS llf'KI fonune 
in all their magK:ai endeavors 
Ultimately; Tzeenlo.:h '& Champions 
rc:ct'h'C the gift of mUI,.tion f.t.r bqtond 
others, and when th31 time conies, the)' 
1lcrepl this physic:ll manifestation of 

change ... irn eautk: 
ab:mdon. In the 
Empire and the Olher 
kingdoms of Man, 

WOI3hippers of 
Thceotch glther in 

5eCft:t covens by 
which they use every 

means 10 InCI"C'UC: their 
own person:ti standing 

and to expand the 
influence of their patrOn. 

The o nes who are mOSI 

vulner.ab1e 10 Ihe lUll!: of the Great 
Mutator all!: wizards, IKholars, and other 
educ-dted individuals who thirst for 
more knowledge lind u ltimately for 
power. These sects an:: normally led by a 
Ma~ter, the mOS! powerful WI'('CfeI" 

among lhe members, and arc divided 
InlO many differeot leveb of afllli3tlon 
They arc so secretive and complex that 
the only one who knows the !demit)' of 
all the cultisl5 is the Magister himself. 

lIew of the followcl'5 of T'LCenteh can 
reach lhe end of the long rold thaI 
1e3ds to the IllIe of Champion, bUi mOloC 
few become lhe most awesome of all 
Ol:ampions of lhe Dark Gods They are 
blessed wuh both exceptional "'~or 
skills and the mighty magk::&l pov.'e1'5 of 
the Lord of Ma~ic . This de-ddly 
combination makes them ~'ery 
dangerous foes - cunning leaders and 
a .... "CjOrnc w.t.rrloni who conlmand their 
arm.ks with unerring prescience i'lov.' is 
it poMible to defeat an opponent who 
knows your eYl!ry m~'e In :advance? 



We continue our Painting 
Masterelass series by looking at 
the Greater Daemons of 
Slaanesh and Tzeentch. the 
Keeper of Secrets and the Lord 
ofCbange. 

After a dr')' run assembl)", the amu and 
head were pinned 10 the main bodr Any 
other p .. n" werc then glued togelher, 
and thl.! !PI'S were filled with green stuff 
The e:nlire model "~.tS given an 
unde:rco .. 1 spray of Chaos BI;lclt Any 
aren the ~pr:.Jy bilc:d to atch were 
palmed with thmnt..-d Chaos 
Black paint 

...- • t •• I 

111e skin W'.l5 gi~n a b:l'>eCO:ll of Dwarf 
Flesh An equal of Elf Flesh \VAS 

21_ 

added 10 Ihis for 
the flnl highlight 
follo~ by Elf 
Flesh on lIS own 
Equ .. 1 put! of 
Skull While were 
then added to 
the ml);. b(oforc a 
flnal highlight of 

Skull 
While on 
lu_ -applk'd, 

-. Sh .. ding 
was added by using Blue Ink Iha( had 
been thinned with three p:arq W"ll.!r 10 
one pan Ink and by applying II In the 
deeper recesses oC the mode l, such as 
bc:lwecn the: ribs :md .. round Ihe base 
of me neck. 

The claws and homs were gi\'e:n II 
bascC<Y.1I mix of four p:ln.!. Liche Purple 
to one pan ChllO~ 1]I:lck, nle first 

hlghlighl 
stage was 
Uche 
Purple on 
its own, 
foUowed 
by adding 
increasing 
:amoun15 
of Skull 
White 10 
the Uche 
Purple for 
each 
succeulve 
highlighl 

Stage. ThCS(.' 5«llo n$ were the n gm:n a 
wash with Purple Ink. 

,11c black endoskelelon, lalol15, and 
strap, were painted with a baseCO;l.1 of 
Chaos Dlack and then highlighted with 
Coda: Grey. 



A baseco;al of Red Gore: 
W2S used to paint the 
10inclOlh and handle of 
the s .... ,ord. Thls was 
highJtghted by adding 
one pan Skull White 10 
one pan of the basc:cOlll 
and followed by a \W5h 
with Black Ink. that had 
been thinned with three 
parts ""'.ne:r to one 
p:trt ink . 

• ~---;------ The blade of the 
)word was 
p:dnted with 
80hgun Metal. 
"Wlth Chainmail 
:IS the first 
highlight s t~e. 

Mithril Silver was 
then applied in 
straIght li ne 
highlightS down 
t.he edges of the 
sword. and in 
SWirling panerns 
on the nal of 
the: blade. 

The gold areas were: I>a intcd with a 
basc:coat of Dwarf Bronze This was 

~. '~/" 
l J 'f 

highllghted wi th 
Shining Gold, and 
equ:tJ pans of Mit hril 
Silver were added 
to this for edging 
hlW-ligh15. 

The longue 

painted 
with a 
bascoo:t t of 
Shadow 
Grey, whiCh 
was then 
highlighted 
by adding 
a small 
qu .. ntlty of 
Ow", 
Flesh 

were then 
p;.tlnted OntO Ihe 
ntodd with 
Ch .. os Black. 

The skull on 
the~ 

first b:t.s«o~led 
withDronttd 
l'lesh and then 
given a w:uh o f 
Drown Ink that 
had been 

thinned wnh three parn W2let. Once 
dry. it was highlighted with a mix of 
8ronzed Flesh and Bleached Bone. To 
flnish , a flnal highlight o f Skull While 
was applil.'d. 

To complete the model , sand \VoIS glued 
10 Ihe base with while glue . The sand 
was then washed down wilh Black Ink 
and drybrushed with Bubonic Brown 
To finish off, p3tches of sulk gnss 
were applied 
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Ih~ry 5«tlon o f the model was pinned, 
and green stuff Y,",l$ used 10 fill IIny 
ga~. n,e ltreen sluff was sculpu~d 10 
resemble fe;uher.; on the :.Ippropriate 
are<c> The whole model W",tS the n givcn 
an undercOlIl ~pr,ly with Ch:los Black, 
and IIny :.Irea!> of poor eovCI",lgc ~re 
covered whh IhinnL-d Chaos 
Ulack paint 

The .~ kin wa.~ IMinted wuh II haSCCO",u nllx 

of Impnial Purple to which a 'nmll 
amounc of 
(haa. iliad. 
had ha"n 
added II 
~m,lU quantlly 
QfDw~f 

l'Ie~ .... 'as 

Ihe n added to tlu~ for the nc.'Xl highlight 
Mage Ad(\itiOna/l)warf noh .... as added 10 
lhe hlghllttlll rna: for Ihrrc 10 four I>tage<l 
unul the miX wa!i ctlual p;tns b:1SCCOO1 mIX 

-

~nd I)warf 
flesh 

'Ion: Dwarf 
Flesh was 
Ihen added 10 
highlight the 
p;tlnt', I.nl·c~. 
;md face. 

To p:.aint the 
winS5 and 
feathered 
5«tiolU on 
the skin. a 
ba.scroal mix 
of Regal 
llIue 10 

which a 
small 
amo unt of 
Chaos Ulack 
had been 
added was 
used. Space 
WolfGrcy 
W".I.Ji the n 
added 10 'he 
mix, and 
this wu 

drybrushed over Ihe feathers. 1'his 
process was repealW sevel".u limt"$ The 
tips of the wings """etc paimed with 
Space \\blf Grey o n ilS own. with :II final 
highlighr of Skull While. . "'. .' 
•• • 

••• " - . . ,c-
• • -- -;... , 

l'he eycs and the mOuth wen: gl:ued 
down with a mix of Red Ink 10 which 
Ihrt.."C p3rt.5 waler had been added along 
wilh a minute amount of Purple Ink. 

A b:l5C'Coat of 
Icc Blue was 
used 10 paint 
the robes. 
Skull While 
was then 
added 10 this 
for the 
highUght 
stages. and 
Skull White on 
ilS own was 
used for the 
final highlighl. 

8esOal Brown was used as 
the bas«oat to pun, the 
nails, teeth and bones. This 
was highlighted with Bubonic 
Brown. the n Bleached Bone. 

and fina lly 
Skull White. 

The Gold 5«lions of 
the model wen: 
painted wi th a 
b~lofBraze.n 
Bl",l$s. Shining Gold 
was used as the fint 
highlighl suge, and 
Mithril Silver was lhen 
added 10 this for 

successivc h lghlighlS. I:inally Ihese area!> 
wen! given a wash with Flesh Wash. 



The slilff WitS palnled with a 
basecool o f D-.trk Angels Grecn. 
This was applied roughly OniO 

the Chaos Black undercoat, and 
some areas wcre le ft black. Jade 
Green W".tlI Ihen added 10 the 
Dark Angels Green and applied 
10 me green areas o f me suff 
O nce again , Ihis W2$ done In a 
rough mouled flls hion. More 
Jade Green W'oIS added 10 the 
mix, and the process was 
repealed in an irregular 
manner. The IIWlte r green areaa 
were then hlghllghled with 
J ade Green linell 10 cre;n e a 
marble effect lbese lines were 
then highligtlled with a mix of 
Jad ..- Grttn and Skull White . To 
fin ish, th ..- whole SlaiT W2$ given 
a wash with Green Ink, and 
once d ry, it Gloss V.t rn lsh 
W"oIS applied. 

A basecoal of Snak('blle l.e;,.ther was 
used 10 paim the t Ie, . This was 
highlighted wi th Bubonic Brown 

,followed by 
Bleached Bone 
Finally, the 
lass lell were 
gl~n a wash 
Wilh a thinnted 
mix of Flesh 
WoISh and 
Ye llow Ink. 

The ge mStones were 
hascCO:lled in Hed 
Gore. which was then 
highlighted with Blood 
Red. The gems " .... re 
then hlghlighled 

furthe r with a m~ of Blood Red and 
Hronzed Fit.'Sh and fm:!.I ly fi nished wllh 
8ronzl'd Flesh 

The yellow colored 
pans of the neddace 
wen: pilln ted wi th 
ba5CCoot o f Fiery 
Or;ange. which W.lS 

highlighted with 
Sunburst Yellow Skull 
White .... Wi Ihen added 
to the SUnbUf~lt v..-Uow 
for each succes,sh .... 
highlight Slagc 

l b complete the nlCXkl. sand W2$ glued 
to the bilSC wilh while glue. The sand 
was then ...... .tshed down with Black Ink 
and d rybrus hed wi th Bubonic Brown 
1b fi nish off, patches of static grass 
were applied. 
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Dwatj EdHor Paul 
Sawyer bas 1008 coveted a 
Chaos army, and with the 
release of the {-fordes Q{ 

army book, be's 
finally started collecting 
hb army. Rather than 
going 00 Ius merry way 
and building .be army at 
his own price, be's decided 
to make a series out of it. 
Each 1II0nlii Paul will have 
ii30 (abolll $46 US) to 
spend on his new Chao!!! 
army. He ' ll only have .he 
pi«C!i he buys 00 band 

for con'\'1:11I1005. though. .";:~::::~~~~:::::":::':f::~:~~~~~~~;~~;~ 
AlI('f:l WNI )13n. winnmg all !he SkJnn~h foor Ihis game, Phil WU laking: to nee lind thus pUI OUt of 
g;unc<i I d pby..-d, 1 \\;lS brouRht down 10 harm'! way lOr one lum 111 leaSt. 
, ___ L I ........ wh~n I p"'-' Warh;r.m-"r Masltt Moulder Splilgul .................. 119 
~"U I .... u .". "..... (,1'l'Qf 1l''rIpo;m '.oiralomboonl The Chaos \r"2nlOI'$ charged IrllO the lUI 
f'lropt'r I'd bought tWO \~ry solid choice.. Ogn:s alPin. Il cno.~'Cr, the disl:lllCC' of the 
I:. ~' month- "nlghr~ of Ch3U'l ;lnd:l 25 C lanrar.s.. .... . ........................ 2 10 charge arc o rlhc ChaO!! Knights was 100 
Chariol Thl"St.".tn: bolh "cry de!>lruClh'e R.1/1"'1( (,,, ... fiJI (".oItmlOlltl dose 10 rail. and W~ d«loo 10 roll ~ D6 
;tnd woul,d"hOpefu ily gin: Ih~ w-.trband 3 Glam Ral I>acks ..•............................ 90 10 !itt If Ihe)" \\'ert: In. AlIrghl JUSI OU11 Thai 
1110f"(' AlO' II)" speh dooAl for my Chaos \l'3rriors , who 
A!> I " -.tllled 10 use Ihc KnifC.hts in my non 2 Rat Swarms. ........ . ......................... 90 roill-d badly In comb:u and wcn: nan 

pille. I cuncentr.tled o n finlshmg Ihem 20 C lanrat SI:tve5 ............................ .. .40 down. '!b m:tkc m;lucrs ,,-or5e, the f.aUcd 
Ix·fort' o~nlzing any ballics charge of my Chaos Knighls had I~ft me-

\!v l1 ..... t game Ihi .. month "'liS agliinsl 
Pht! II.e-1I\ II former White I)v.-;arfer Voho 
no" rcsidc~ In c.;am~ 1)c~'cJopmenl '>hll 
\\~ /o:()ln~ I II t)(: \lloln[l. his trcJO"I"Cd 
.. un·n I wn Ihouj.l.h Phil hd..~ a IIll of 
nC1nrk ... 10 his name, I \\~.ts 
f"',,:ling nlnfident 

Wlth my lin' Chao) Knights no" palntcd. 
I han'" ICry han! lind fobt ulm that will 
be ea.~i1) c:tp.tb1c or taking on mO:'1 
n."j(,hl"lcnl_' In an Op~;n[l.;uTrl~ ~lIh ..... 
the) C;IO 1T.llly dhh OUt wme damage 
l"he kl')' ",11 Ix' III nuke ~un: they gCI 
theIr ch;a~ In 

We mllL-d for the <;t;e-n!lt\O lind arne up 
.... ilh Pllch~ lbll1c \1y ann)' IIsl loc:Hced 
like L1lls 

A.'piring Clmmplon ..................... 118 
('rill .... .., ,l,mU"1t'(/nu~1II 'iJ>,.-Jd, 
&",1.,1 ON"" 'l«d 

12 W.l.rhounds 72 

16 Maroluders o f Chaos 137 
Ustbt~ .... HdJI F"II (.;on"",,,,d 

12 Wanion of Chaos . 
U"fb..rrf \I .Nt FI,II '1"14/1,1 

I KnightS of ChllWo 11\7 
\I "/01>,111 ,'" Il, ...... ""'" Ifur /lam ..... 

TOTAL 7-18 

241H1" 

-i Rat Ogre P;.Jcks .•• . 200 open 10 a l1ank allack by the p1'e\ioosly 
TOTAl. ____________ 7-i9 ~ing Clan ... .t1S The. Chaos Knights wen: 

I look a lillie mOlT magk ltelll-wlse- lhan 
I'd like 10 :l game so ~mall. but m:l.gic did 
gel me to -~O potm5 I' ll U'\C the Knights 
and \\arhounds 10 flank ~nd keep a solid 
center wllh my M:tr:audcrs and 
Cham "'anion. 

" he game Sianed with my W.trhound~ 
charging Ihe Clanrolt unle In ~n ~ltempl 10 
~hkld Ihe Knlghl~ rrom the- Railing Gun 
thai hld aJl'Cady killed thre-e of the 
l1;'.rrhounds Sadly, theydldn 'l last long, 
;tnd lhe: Railing Gun put paid 10 a Chaos 
Knl{tht This left me 10 charge tnc Clanrau; 
wllh Ihe ca\"lIl ry. The: pesk) Sb\'t'n chose 
to nee, which lerl me to redlrecl m)" 
charge into the RIUling Gun who dccldcd 
to ~Iand and Ilrc One dead Ch:&O!i Knight! 
t kJiled lhe :.tnOO)ingl)" d~adl)' gunner . 
"hlch lefl mc wilh ~ good ch;lncc of a 
t:hargc- 11110 the rt.'1Ir of the Rat ~. 

In rhe center, the Ch;los \I:"acrlor.l wt'1"C 

locked In comb.it w ith Rat 0grC"lI, and 
hooor.l "CtC abouT C'\"(!11 t;\"!:.ntu~II)", the 
IUt Ogte!> brokc, bUI thc Chaos Warrior!! 
fllned to catch and de:.tf"O)' lhem by I "! 
rhe R:.tt ()grrs r.tllk-d, and I again (,""ha~ 

them bur dldnl fare ;Ill thai "'ell 
in C\>mbJ' 

I he M~raudc .... had Ihe 1'01 of the Sbwn 
anny bc-.uinJ; dO .... T\ I)n Ihem Ralher Ihan 
ha\"C Ihelr rra~l lc hodle) tom apan by the­
rUfT) ruonSlro!>lll~, the M.t ... ~uder:> eho!iC 

bc:-atcn then nan down -
how embalT':lS'>ingl 

This lefT my schla.,. Marauder unll in deep 
trouble . and II WlIli no surprtsc thai lhey 
WCf"(' bUlchered 

The game WlIS fun despltc thc defeat. and 
thert' had been a 101 of Inu:n:stlng, highly 
tactlCllI maneuvering 

L.camlng poInb 

I The Maraulkrs aren' l a big enough unit . 
l}rolUS(' of their low armor s:wc. the 
Marauden rn..-ed numbers 10 be able 10 
alxoort> damage and keep their r:rnk bonus. 
A1th~ mome nt , In the!>(' ~ma.ller gamcs. 
mey af"(' ClIS)' Vielory Poim5 for 
most o,lponCrl1~. 

2. TIle WoIrhounds an: Incredibly fnglle, 
Tht"}' art'. howC"\'et. \'e11' quick ;lnll .... 'Culd 
be good ~d alongside another quick, 
tough unll like a Charlot or TWO. 

Al le-malivdy, Warhounds coin be used as ;I 
!!Creen 10 protect key uniu; or to draw th~ 
opponent Into a ehargr- th:u wuulll allow 
the Knlgh\! to counrer<harge 

3 The anny Is a one hll Vo-onder -if lhe 
Chaos Knl[l.hl~ don'l do their job, I'm 
5-Irogglfng to control the game I nC'C'ti 10 
finis h the Chariot and either buy lInc.xher 
one or colleci a few \!a ... .tudcr Ilorscrncn 
10 harry my opponent's Oanks :md gi'o"C 
him 'oOIIlClhlng eXlnt to Lhlnk about 























































agalNI a goucJ (hatgc' from Ihe 
firing Daemons. 

V;'lthout the Sorteress, it fell to the ml~Ue 
rm: Qf the Sha~ and Dm RKler.I 10 
counte:r Ihis acri.:L1 thrt:lt. bUl in the e:nd. the 
Screamer.;' skirmish formation. Wo\-e 
:l\1:r,lgc 1bughness, lind DnC1I1Q/I/c aura 5a\'e 

prevented a slnjtJe wound ~rnH inillcted 
from the barrAge of shoo firnJ 

Things went funher downhiU at the: 
o the r end of the: deployment zone: The: 
numerouli altlicb o f the City Guard had 
no e ITect against the to ugh and well 
arnlOred Chaos Warrio rs with shields, 
and three of my Dark Elves died from 
the return blows, Desphe losing by o nly 
o ne poim o f combat resolullo n , I ro lled 
poorly o n the Break lest. and the City 
Guard ned. TIley were outpaced and 
dt.'Stroyed by the pursuing Chaos 
Warriors. !fthat wasn ', bad e no ugh, the 
othe r City Guard unit hUed lIS P;mic 
t!!!it :md ned a whopping 11 ", enough 10 
take them o ff !.he battlefield . 

The baule was gettIng very ~ biIlY~ now, 
with loIS o f liuh:: scrolps all over the 
battlefield . TIiis wasn't good for me, 
because, o ne-on-one. the Chaos unilS 
would likely beat my fngile regiments 
10 a pulp In Jnnicular, the surviving 
Cold One KnIghts were looking 
decidedly Isol:lled. I-Iowever. the bulk of 

Anthony's fol'CC5 were bildly positioned 
to attack my unilS thai were actually in 
the deployment 1:one, and it looked like 
It would come down 10 how well the: 
re maining Cold One Knights f,lred 
ag:linSI the Chaos Knights 

CHAOS TURN 7 
Anlhony: Right. Now we are ta lkingl II 
suddenly lookcd like I might sHU be In 
this fight . If I could kill the Shadl"S and 
th~ Dark Riders with the Scre-olme rs. 
the n I might JUSt be: able to pull OUI a 
victory! Wl!.h this In mind, I eharged all 
the Screamers 1010 Ihe Dark Ridel1l. If I 
could break them , I cO\.l ld deal wtlh the 
Shades nexl IUm. 

I deCided it was tjme to use the Scepte:r 
o f Domination to casl Ihe Slaallcsh 
Spell Ddtttlible To rture o n G:zv's 
Noble . If casl suCttSSfully. the Dark Elf 
would attack his own unil, which would 
be ~musing. Thb itc m Call be very 
useful if used at tile righllime (whe n 
your o pponc m has :zlread y used his 
dispel dice to coumer your spells) -
and this rea lly wasn' t the right time. 
Nevenheless. II was wonh 11 sho t. Gav 
promptly dlspellt.-d the attempt 

Gauging the distance between my 
KnighlS and Gav's Cold OnC'S, I knew 
that II was a close call to declare a 
charge . Well, I would have :t go at it 
anyway and hope to be jusl In nnge: 
dldn' t really h:tve an o ption. because for 
the scenario, I really had to get rid o f 
those Cold Ones If I hUed !.he charge, 
then Gav would be charging In his !Um 
- not a good option rea.lly for me , but It 
would at least pull him o ut of the 
Garrison force deployment w ne 
Measuring the distance C'MCfully, my 
Chosen were JUSt out - so they C"ol nlered 
forwards. failed their charge, and wollted 
for me resulllUlt counte r<harge . Gav 
laughed an evil chuckle:, bUl I tried to 
ignore Ih.1I and th ink o f happy things 
M:aybc this lime Gav would fail a 

Stupklity test - he hadn' t (aikd one: )'et 
(which I pointed OUI 10 him JUSt bcf~ 
he rolled Ihe d ice: at the stan of h is 
fo llowing tum ... ) 

The Screamers managed 10 kill lust a 
single Dark Ride r whlle losing one of 
their own, making the m lose the fight 
Cursesl One of the D;aemons popped 
o ut o f existence., Maybe I'd get them 
back next tum 

DARK ELF TURN 7 
Gav: The Dark Ride" had fared hcne r 
than I had hoped against !.he SacanlCrs' 
charge, and Ihe Ch;l.os KnighlS being 
lust O UI o f charxe nngc WolS a blClOslng 
from Khliine hImself. Time was running 
out for Anthony to finish me off. and 
lhe: longer the combats lasled, the: moOre 
Ihlngs would swing In my f.tvor. 
Another good round with !.he D.ark 
Riders would hopefull y shore up lhat 
side o f the baltle neld, while a 
resounding charge by the Cold O ne 
Knights would ho pefully glve me more 
of:m adv,ln tage in subseque nt combats . 

TIie Co ld O nes had been well behavu! 
for the whole bilnle, passing their 
Stupidity tests with case, and so II W'".4S 
o nly naNr:t.1 that they chose !.his 
mo ment to p~ trucule.nt . Yes, I hUed 
their Stupidity 1t.'St and Iht'}' antbled 
1000.4rd~ the: Chaos KnighlS like lanll)$ to 
the Slaughter ... 

WI th my Sorceress dead, we skJpped !.he 
Magic phase. and with the Chaos 
Knight.!! OUI of nnge of Ihe: Shades, it 
quiddy cante to the Combill phase and 
the batlie bef\O,.1:(':n the Screame.rs and 
D:trk Riders. Be ing consldenbly quicker 
than the T:z~nlchlan sky-sharks, Duke 
Mori t.h;l.n struck OUt M lh his sword and 
managed 10 wou nd one. of lhe 
Screamers. Much 10 my and Antho ny's 
liurprise. the Dark Riders and !.heir 
SIe«iS fared much belle r, inRicllng 
three more wounds, which Anthony 

WlmDWUF51 



failed 10 531'e, and wiping OUI the unl!. 
It didn't really maner now how the 
Cold One Knights fared; there was little 
chance that Ihe Chaos Knights could do 
anything to my skinnlshers and Fasl 
Cal'3lry on the other side of 
lile b;m Jcfield, 

CHAOS TURN 8 
Anthony: OK, with the Screamers 
having nipped back 10 the Realms o f 
Chaos, thiS game W AS aU but Ol'er, 
However, with Gal' very amUSingly 
fAiling his Stupldlly tes t at the most 
opportUne moment (for me), I decided 
I'd at ICali t give these pancey Elves a 
good kicking (though adminedly they 
are impressh'cly evil, and yes, I've now 
degencfllted Into name,c dling), 

Wi th no challenges issued from ei the r 
side, my Exalted Champion set to work 
wi th his great weapon, Hmm, no hilS at 
all. Never mind, I've still gOi my 
Knights , thought II Oh, no wounds 
the re either, Faithful steeds? Nope, Dice 

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

- why have you forsaken me? 

One of my Chosen fe ll to the blade of 
the Dark Elf Noble , making me lose the 
comba!. 1'hankfully, , passed the Break 
test, ending what was, balilcally, a 
horrible fUm! 

DARK ELF TURN 8 
Gav: Well, it W'J.li all o~'Cr, barring the 
shouting - I had Just managed to hold 
OUl, The question still remained 
concerning JUSt how m:llny o f my br:ave 
defenders wo uld be left to hold the 
tower when Ihe dust settled . Also, fo r 
my own pride, I w.tnted to give the 
ChaOll anny as much of a bloody nose 
as possible - I wanted a proper KO, not 
a win on poln lS, so to speak! 

To help ou t, lile scent o f death hanging 
heavily over Blood P'JSS attr:acled 
another four Harpies. 11lere W'J.li linle 
they could do (they couldn 't charge), so 
I had them nock to the pile of bodies 
line rin!! the I'3l1ey around the 

NOI,htDg ruru'Kd of tbe WlIcbtowcr 
glt~~ to the lut Druthii. ttt.: Iud sold 
lhe'f hVCI defeadiall their nwct;'/I1( h 
;ad bO~lIhi . eClOullh time for Kdett.:1 • .:m:u, 
O/'C. 10 mm 'ad bold the: I 

U w II the ., put- I wu fUJI 
C Y W , lOj' the: DII/c Elf. /ceCIl 

tcaJQ could det« 1 I ch.ar: la Ihe wiotl. H 
could ,feel Iil.: bia l of tn.Igic lad Ch~ tlul

e 

bug III the ,ir He ,hew (-m h' ( . h '''' U or.y. 
11110 I e w,m .. llul Ihe shadow of C/uo, 
~u .ptead'lIl1 fUrlher 'g.ilI, .ad tb.t thu yu 
flUl OK of lNay ... J ' 
h

' II IS 1111' would tome I 11 way. 

w:uchtower. l'he D'Ark Riders moved up 
10 fire a hopeful voll~-y of bolts :11 the 
few surviving Chaos Warrio rs, I say 
hopeful, because there wasn ' t much 
likelihood of Ihem Inflicting serious 
inju ry, The Shooting phase proved even 
these modest hopes to be overly 
o ptimistic when no t a single hit 
wounded lile enemy .. , 

1'hough I had won the scenario , I 
\Valin·t ho lding OUI much hope for the 
SUrviVAl chances of lord Kelebet and his 
Cold One Knights , 1'he Dark Elf Noble 
wilh his Blade of Ruin was my OOt 
chance for winning the combat, and he 
succeeded in felUng the Chaos KnighlS' 
Champion. The other Knights tried 
their best 10 brin!! down the remaining 
Chaos Knights but with no success, One 
of my Knights tried to allack lile 
Exalted Champio n and then failed the 
leadership test fo rced on him by the 
Crimson Armor o f Dargan, rendering 
him unable to attack this tum, 

Fonunale ly for me, the Chaos Knights 
fared no beller wi th their return attacks 
and were unable 10 kill a single Knight. 
1ne Exalted Champion urged his Chaos 
Steed fol"W'Jtd, his great we:lpun 
glinting memtd ngly in the setting sun, 
A flurry of below par dice rolling by 
Anthony then foHowed, resul ting in no 
losses for mel Phew .. , TIle mOUnts of 
the ~"O units did no bener, and (he 
Dark Elves ended the combat winning 
by a single point. The battle seemed to 
have petered to a bit of a Stalem:He, 
until Anthony rolled his leadership test 
for the lOSing KnigillS and failed , Seeing 
thaI there was no chance of vjelOry left 
(0 them. the Exalled Champion and his 
KnlghlS broke from combat and "'.lced 
o ff, onl)' to be run down by the 
vengeful Dark Elves pursuing them! 

l-iulZah! Blood Pass had been he idi 

",Nor Kdebet JD.lPpaf. hUllillg bll 
1',eUI.IIUI, wbo couk! DOl bide bis 

d~PPOllltmca , It loslllg bi. chalICe. o( , •••• " ., 

lhit (or"'"11 'tBioa. · You mUf rcm.&in hen: 
10 (Om m,JKI lb. WltchlOwcr. I J!!aU go 
.011h nd se. wlu, the b.u~r;'a Iriber ,rcc 
up 10. If I do 1101 'Clurll by lh. cad of the 

~f~~i~r.C. rcporl my betok 4nlb 10 greal 

TUfDillg ""y Kdcbct looked J d · ,ollg IItt pus 
'II ,hell flopped ill his trlCb. He !!ad Kva 
V"dcrslood how Blood f': L, 

'" ... gOl It!I 
1WflC, but IIOw he did. ..... Ih, _ 

Ibe Wil,h KiDg /I Iravdia8 10 Gil dr 
~rd Kele,bel lold Morilhaa. M&.d :r · bat 
fldu 10 b,m to tell of Iu h Y 
tod ..... w I u putcd here 

'y of( w,ll .Iso Deed llIalher So 
revll, lile the rJ'ml3 of lb. bc.oCOIi. ~ l«tl3S 10 

1 .o..u (10 myd. ~ MoritI..n ' 
IookiDs II I~ lao: wooJd ~~~ 

~ he ... ,tlllg SUa 
I d the VlIIt)' ill , ntddy glow, Ihe 

H"p'Cf b . red oa the dead of bOlh Elf uad 
(oc:. The blood of lheit b.IICfucl 1.1.11 dowa 
,b. b~lIdrcdt of IIltu.al gullies IIId c ul~crts 
llul riddled ,Ik diff .. ,U. IJld CQ;jlcd lhe 
harsb fI\lIIC '" , glincaill8 (rilMOlI sbcCII 



Ga": Although ~t the end, It looked like 
:r. comfonabll: victory fo r the D;ark Elves. 
iI .... 'as by no means ccn ain until the 
fin.u coup le o f turns. O\'Cr.l.lI, I think it 
w;u my d eployme nt o f the G:uri!j()n 
fon:e thou won the game. Anthony 
cornmined everyt hing he h:.d 10 
breaking through and destroying them, 
which left me h:l!f o f the deployme m 
7.one 10 occupy frc-eJy once: my 
~inforccmC:nI:!i arrived. 

'l11e faCt thai the City Guard held OUI so 
well multiplied Ant's problems and 
bogged down the Chaos forces in one 
pOln ohht: batlldlcld. I think he would 
hOlve been beller leaving his mounted 
Man.uders as a reserve 10 be deployed 
when and where needed. rather Ihan 
commiuing Ihem to Ihe a!lack from the 
OULSeI. Similarly. Ihe mix up ixlwttn 
the Chaos KnightS and WHho unds 
eJfectivdy look 001 one of his other 
mobilt: unitS, giving my J'aSI.moving 
Relief foret: fret: rein. Tht: intervention 
of !.he Screamers (rome were bound to 
tum up during the battle) could hllVe 
made mings more diffiruh fo r me, 

I! w;u; fonuna lc . then, mal I had made a 
bil or a blunder thallurned o ut to my 
bcnefil. Rather than nlshlng m)' Dark 
Riders 1010 the open space beside the 
Shades, I would have been better off 
using them 10 provide suppon to the 
Cold One Knighf5 A5 I saki In my inlm. 
D;II"'r Elf unilS work besl when used in 
coordinalion, and I son of fumbled the 
ball on this one With an 18" charge and 
Duke Mo rithan for some hilling power, 
a flank :lIIack rrom the Dark IUdt:rs 
could have proved decisive againsl th t: 
Ch:&os Knighls As it 'vas, my o wn 
Knights endt:d up Isolated from each 
o ther and the reSI of Ihe amlY, and II 
was a bll of bad luck on Anthony'S parl 
(some mlghl 5lly balanced OUI by the 

PRAISE TO KHAINE 
f.tUure of the Stupidity lest during that 
imponam chal'Kc) thai he did nOt Idll 
all o f m )' Cold One rider.!. As It w:u, 
when the three Sc~oImcrs did rum up, 
the I);uk Riders pran:d 10 be morc of 
an otmade Ihan Ihe Shades on their 
own would have been. It must have 
been .some kind of unconscious 
prncicncc gr;anled by Khaln t', I guess 

I would like: 10 claim some grot tactical 
fines~ in the ialler suges or lhc bOlltie . 
Il0wc\'cr, my 13ctics were more a mailer 
o f lust trying 10 sr-.ty OUI o f lrouble a nd 
no t presc.nllng Anthony wilh a golden 
o pportunity for vte10ry 

'nle: scc:.nario ilself "".IS immensel), 
enjoyable Choosing IWO small foren 
wilh rwo very different obje<:live5 in 
mind W.t5 chaUenglng The absence of 
thoU o ne Lord choice you gel at 2,000 
polnls can make such a difference 10 

Ille WlIy you pbn your ann)' and laetics, 
nOI le:asl bec-.UISC of the- 10\\-'er 
Leadcnhip aeross Ihe whole- force, E\'en 
when my City Guard unilS were holding 
OUi so well , Ihere \vas ne~r a time 
when I thOUght I had the bailie 
rompletdy won, as Ihe panicking unll 
thai ned off the lable Wolli to show. 

~} )~1I1 tblnk I!.1r'f!S t in' 1~1Ct')', do )I'm, Alit! 

GRRRRRRRRRRRRRRRRrrrrrrr! 
Anlhony, ThaI's all I have to say 
about th:&t l 

I always hate 10 hC" .. r Ihe loser whining 
about how the dltt de.sened him, and 
to be ho nesl , II \VASn'l jusl the fault of 
Ihe dice ... I did make :I few rt:all), 
irritating oliSt::lkes that I really shouldn'l 
have do ne , Ihough :I couple of times I 
managed 10 gCt away willl them, 

I would have been much happlt:r had 
Gav splil his Initial defense fOn:<: and 
had pan of it on each side of the tower 
- Ihat \VAy I would have PUt some unils 
happily to each side of Ihe lower and 
had at leasl something therr to defe nd 
ag;.linst Ihe Dark Elves. BUI no , Gav had 
to be running (and righdy 10), which 
immedi:lIc ly PUI me o n the back fOOL -

afier lOme ser~lehlng of my head, I 
deckled 10 PUI m y entire fOn:<: opposite 
his If I could smash It quickly enough, J 
would hOl\~ time fo r my KnighlS 10 wn.p 
around the (Ower and thwan Ihe Dark 
Elf relief fon:e as it rode up In ~uppon, 

I tho ugh!. Surely, my e lilc W:r.rrlors and 
Chosen KnightS wouldn' t have much 
trouble with de:.aJing with those City 
Guard unllS · could Ihey? 

Well . all credit 10 Gav and hi:s pointy· 
eared mo ngn:ls 1111:)' put up a mort" 
sIllJw-.tn defense than I had possibly 
imagined . They proved to be as good at 
hilling and hunlng things as my ChllOS 
W .. rriors and were aided by a 
p:.In/CUlarl)' hand)' InniSlible Force A5 
fo r my own llcr0e5 - Ihey were hilling 
with great wC;lI)On, thai had all the 

power o f a handful of wei tissues. Well , 
10 be fair, Ihey did h;I\'e their nlOmen~ 
of brilliance. but they also let me down 
a few limes when I rc:dly could have 
done with them doing well . Such is the 
ficlde nature of Chaos, I suppose! 

In retrospect, I probabl)' ~hould h;lve 
deployed at least the 1Il0 uOled 
Mar .. uders around the o ther side- or the 
10",er, C"'en if jU§1 10 thre:uen an)'1hin~ 
uying to s neak in Ihere I rcOli ly thought 
thai I'd smash through the Dark Elves 
much quicker lhan I aClUalJy did , lind 
Ihat realty made a mC5S of Ill )' plan~ 
(panlrularly as th:u Wlll> the essence of 
my plan - 10 take the m OUI quickly) 
Grumble grumble grumble grumble! 

Non lime, Gav. 
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HOBBY CENTERS 
FIND OUT WHAT WE'RE ALL ABOUT! 

Whether you've just picked up your first issue of 
Vi'hite Dwarl or you're a veteran hobbyist, our 
Games Workshop retail stores have something 
for you . Our stores offer demonstration games to 
anyone interested in getting started in the hobby, 
and all you have to do Is walk in the doors of the 
Games Workshop Hobby Center nearest you. If 
you've never tried one of our games belore, then 
an introduction banle is just what you need to 
show you how exciting the hobby can be. FOI' 
those 01 you who have tried one of them out, 
utilize our expert staff 10 help you gel started 00 
the next game you wish to lackle. 

PAINTING AND 
SCENERY LESSONS 

Games Workshop Hobby Centers do much 
more than simply carry our vast Une of 
miniatures and games. They're staffed with 
some 01 the most dedicated hobbyists we could 
find who exhibit a great wealth of knowledge 
akin to that of the great Techpriests of Marsl All 
you have to do is stop by and ask our expert 
team members about all your hobby needs. 
Whether you need painting tips or scenery­
building advice, if you want it, 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 finish painting your army? Each Hobby 
Center hosts Veleran Nights, where people can bring in their own painted battle forces and test their talents as a general 
against other hobbyists in their area . Building your army Is only the beginning of the world of tabletop gaming where battles 
and strategies await you. So build that army you've always dreamed 011 Visit the Hobby Center nearest you today! 
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FIND THE HOBBY CENTER NEAR YOUI 
UNITED STATES STORES 

ARIZONA CNNr!J') 
"'RIZ~A M'LLS' """""'" A2. PhonIo 1-8OC).3&4-(IAME 

CALIFORNIA 
m.£HO.t.U G.I,LLII.... 2245 0Itn<w. G ....... 

GI.ndI .. CA "210. PfIoM. (lIa) 242~ 

OHTANO MILLS: c::lM Mill CIrdIo. I..IroIl10 

Cl<lUorio. CA " 1~ P!lone' (1109) !>81-OOOI 
llif IILOCK AT ORANGI! ' ZO ~ 1!Wd .• SUil8.0501C en,. CA. 92868, PhorMo. (71.) 1f18·318Q 

O4l(RIOQIE YAlL \29 o.kndgiII MIll 

San ...... CA 115123. Pnone (401) 22&-632S 

IIETMON 101 ~ s- ( \I! :'IN'> 
s.n ,,_ CA 80' 103, Phone '-«JOo3II4.GAME 

CONNECTICUT 
BUCKLAND HilLS ..... l~ 1 e.4 !Iud<IIond HIlI Ort<i9. UfIII noD:! 

Mat\d'oellltt'CT~O, PIlor1e' 1·~·GAME 

CEORGIA 
DISCOVER MIUS gjOQ SUganoaI Part.w.y IJnoI ,.12, 
~ GA;)(JOo« 1'honI' (818) ""7.&13 

ILLINOIS 
QURNfE M'LLS 8no Gt_II ......... 

Gu",", lL 60031, PhonI (847) 858-08e6 

RANOt1URST CENTER 999 Elm/lurlr Ro.o 1'3030 

MI p~, IL60058, I't!oor4 (&t7) J'iN1957 

MARYLAND 
IoNNAPOt.IS tU.l.l.; 1"31 AnIIIIpoIII Mal 

""'-"*, MO 21401 """'- ('1O) 211&-561J7 

OLeN BURNIE HUOOUARTIAS 11711 8.1.,...- Or 
rn.n Bum .. , 1.40 2\0lI0, PI'IonoI ((10) 580-8875 

ARUNDEL MILUil 7000 ANI'ICIII Millo Ctme, 5uIIot ~. 
H._ MD 21076, PhorMo (<<3) 7s.&.lMO 

IT CH"RL£STOWNECENTlR 11110 MIll CIrcle 90>011111 
w.I<Io<1 MD20603 Pnone {3(1)6'5""74S 

TWE AVENUE AT WttITf ...... "Stt "37·-'2 Hc:IrleotoO 8M;I 
__ M021z:16 I'I'IonoI ("01833-2008 

MASSACHUSETTS 
HOL'I'OKEM ... u.. 50~SI PO 110-.10173 

HoIyoI<ao. 1M ()1041 . PhonI ("3) 539-8SI1' 

MICHIGAN 
GRUr LAKES CROSSING 4340 ~ Ro.d. SuM n?2. 

-.... .. Ml.t8326, f'IIarw ~454-T7OII 

FAJRLAH£ TOWN Cf.HTIER la90Q ~A_. Uno! r.!03 

DMtbom MI 411128, PIIonIt (313) 1IIJ2-00J2 

TWE:lVf OAKS MAU.; 27712 Nov! RoMI, IJnII nn·l08 
NoYI, 1,41 mn, PhQne (201.8) 380-11232 

NEW JERSEY 
CHIERIn' Hill MALL 2000 RouIe 38. IJ<lII ,,200 

Cherry HIlI. NJ 08002. f'IIarw (Il150) os:J.3303 

NEW YORK 
WALDIEN GALLIER"'. I o...r. 0rII/t0, tH "'·211 
~ NY 1422$, ~ (1'1)151+'40 

GRElENWtCH V1LLAGIE &-' EaI! St/I SlIM! 

New Vorl<, NV 10003. Phone (212) "2-1131' 

CAROUSEL CIEHTER 9!IeO Ca'OUM! c.nlef 
Syf_ NY 13290-9&1'_ ",-, (3'5) 471H7l11!1 

p,t,USADU CIEKT£R' U&2 p ..... c.... O"". 1J<lII i'iotOl 

WM1 ~ NV lQ98.l I'Ilone- (&15) 3018--'739 

NORTH CAROLINA 
CONCORD MILLS 8111 Corocooo MIII~, S<IiIeI422 

Corocooo, He 28027 Phor>e (704) tn.I333 

PENNSYLVANIA 
~RANKUNMIU.8 11'8F,..,.. .. MiIII;CiIcIe 

~. PA 11'5-' PIIone, (215) 501.()230 

TENNESSEE 
Of'1n' MIU.I 318 ()py MIIJ er... Uno! "*' 
,..".... TN n21' "'- IllS) S,'·3150 

TEXAS 
GRAPEVINE MlLUI 3000 G,~ Mi* P.t1<way, UnII 1122 

G<a~ TX71!1051,PIlOM (172)691..J7'~ 

ItATY MIU..S 5000 Ita!)' Mk CItcIot, SuM .1~ 

Ita!)' TX n,9oI "'- (lI1') 601_ 

MAAQ-E 7fI2O Ita!)" ........ UnoII3.tO 

HctuIIon, nc. "'- (7'311151·12'" 

VIRGINIA 
SPIUNG~IE:lD MALL 13811 ~ Md aIM" 
SpringIWtI. VA 22150, Phone (703) 11S,II3OO 

POTOMAC MILLS 2700 POIOmE Mi .. crra., l)ni1,,&4 

Prw\o:»WiCa", VAZ!It:!. Pnane (703)'92.(S56 

WASHINGTON 
SUPERMAU. 01' THIE GROT HW '101 ~Way UM_ 
_ WA SI8OO1 f'IIarw (2SJ) 288--39001 

ALDIERWOOD MALL 3000 1&4111S- Sill' &-.1378 

L~ WAIMI037 PhaM' (.2S) &to-!il!;5 

CANADIAN STORES 
ALBERTA (I,m pm 

CHrtIOOI(CEHTItIE 6A56!MdooaT>alSW. 1JMIiI)'" •• ___ 

c.Ipty, All T2H OIQI I'tIonI \4031 3's.oo&i 

SUNRlOOf MALL- ZZ'i -. sn. UnoI f2IoI 

~ All TlY ST' f'IIarw (-403) 5!lO-ml 

KINGSWAY GAROE.N MALL lOIIIh 51 , & """",-U 

EIIuMm A ... Edmanlon AS TSI) lAB. Phone (780) "'·1111!! 

WEST EDMONTON MALL I11III2 I11ID1 SIrei'! 

~,AlITST 4.1:1, PhonoI (780)~ 

BRITISH COLUMBIA 
MEf1'IQTOYm CENTRE 01800 ~ 
IIut.-y 9C V5H 4J2, PIlOM (6QoI) 0t36-01" 

RlCHMONO CENTRE: 11M' No 3 Ro.d. UI'III ,,21' 

Rk;hmond. 9C WV 288 Phone' (_) 232·:z.t25 

VICTORIA. 1I2eI JoI\nIOn SIJMI 

VicIot ... Be V~ I~. Ptoon. (250) :1111"_ 

p.t.flJ( ROYAL S..oP_G C'£lrm!E 2010 Paoli Aoyaj SouIh 

WMI~. Be VTT 2W' P!>orie (8001) I2S..JoUO 

ONTARIO 
MAPL£'1,IEW SI10PPIHG CIENTRIE. 900 ~ ,,_, '-""I _04.(5 

IkrilgIotI ON L7S U. P!IOM (lIOS) ~·2101 

WfffTE OAKS MALL 11011 WdInQIOn Ro.d, Uno! '~11 

london. ON NeE 1V4. Phone, (lilt) 1188-3713 

SOUARE ONE ImOf'PINO CENTRE 100 CoIy c-. 0..... 
II "'II' ONl582Ct.PhonoI (to!i)211I.e1115 

BAYSIfORIE SI'tOPI'ING CfH'TAE 100 BeytnoIw o.w. UNI T-69 

NIpMn. ON K2B ac, . "'- (II3) n • .e8i)I 

CANADIAN HEAD 0I'f'\CI. 287t en.s<II Cl'dt lIr* 2' 3 (lJ:1:l: 
~. ON l6H IIU Pnone (805) II:N-328I5 

SC"'R80ROUOH TOWN CENTRE 300 8otougn DrIYe , UnlI.f808 

~ONM'P4P$ """,-(.,S)2III).(IO.tl 

UTaN CIENTfllIE. Box 10311. 211 YOIlgII S-
TIwonIo. ON MS8 211&, Pnone (.,6) 9n.(683 
DEVONSl1lRE /illALI .. 3100 ~ A_ 0rWI ,,7 

wm-. ON NO 3YI Pnone (519) 2SO--fI120 

SASKATCHEWAN t1 jill Ii)) 
SOUTI1~ND MALL 2iI6 Gordan RoacJ um ne •• •• ,..­
RtogIrIII $I( SAS eH1 Pnone (3011) 757·1282 



NIING COMPEIIIIO 
SATURDAY, OCTOBER 12TH AT 2 P.M. 

Model shown al actual size. 

Galrauch, First of the Chaos Dragons, 
will be released on September 30. 

All you need do to is pick up a Dragon at your local Games Workshop 
store and enter the competition. Bring your painted model to the store 

for judging on Saturday, October 12 at 2 p.m. The best miniature 
in each category will win a fabulous prize! The categories are: 
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Dragon Whelps: 16 and under 
Ancient Wyrms: 17 and up 



· Pre-Order The 
lord of the Rings: 
The Two Towers 

Pre-order your copy starting Monday, September 2 at your local GW store! This 
new release is the first from the second movie of New Line Cinema's The Lord oj 
The Rings. This box cOnlains everything you need with 32 highly detailed plastic 
miniatures, a rules manual, a ruined building, and dice. You can relive the banles 

and advenlurcs of The Two Towers as the Riders of Rohan fight the Uruk-Hai' 

VIsIt: _w.lordoftherlnas.nf\. 

I~=-~=r 'EW LI"E CINE~I \ 
c ;>--02 '""" Unoo "' __ h T'" lO<'CI '" TlaI A$vo _ .. d>II-... ~ _ ~ ~ ". III So.II Z...-.tII 

~~" 'E~ ... ! ... t_~"""'ID"""I,.Jr>oop.. ... ,~,"" A11A9lII~ 
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Saturdav,O 
COVER MillS 

5900 SUGARLOAF PARKWAY 
UNII421 
LAWRENCEVillE, GA 30044 
PHONE: [6181 841-5813 
SATURDAY: 10 A.M. - 9:30 P.M. 
SUNDAY: 11 A.M. - 1 P.M. 

MillS 
3000 GRAPEVINE MillS PARKWAY 
UNII122 
GRAPEVINE, TX 16051 
PHONE: [9121 691-3144 
SATURDAY: 10 A.M. - 9:30 P.M. 
SUNDAY: 11 A.M. -1 P.M. 

OAKRIDGE MAll 
128 OAKRIDGE MAll 
SAN JOSE, CA 95123 
PHONE: [4081 226-6325 
SATURDAY: 10 A.M. - 9 P.M. 
SUNDAY: 11 A.M. -1 P.M. 
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&Sundav, Dc 
There will be 

plenty to do to 
celebrate our 

newest Games 
Workshop Hobby 
Centers! Stop by 

during the weekend for 
tons of deals, competitions, 

and great prizes! 

AMAZI G DEALSI 
25% OFF ALMOST 

EVERYTHINGI 
OFFERS DO NOT APPLY TO THE LORD OF THE RINGS PRODUCTS. 

ber 6th 
ONTARIO llS 

ONE MillS CIRCLE 
UNllll0 

ONTARIO, CA 91164 
PHONE: (909) 581-0001 

SATURDAY: 10 A.M. - 9:30 P.M. 
SUNDAY: 10 A.M. -10 P.M. 

PAliSADES 
4342 PALISADES CENTER DR. 

UNITH401 
WEST NYACK, NY 10994 
PHONE: (845) 348-1139 

SATURDAY: 10 A.M. - 9:30 P.M. 
SUNDAY: 11 A.M. -1 P.M. 
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ROGUE TRADER NEWS 
Hello Gamersl 
Now that 6attlefleel Gothic has (e-Iaunched, and I'm sure you aU have 
new fleets painted up and ready to go, you should be looking to play 
in some toumaments. What? There aren't any? Well , host one 
yourself. As long as you can wrangle up 12 players, (along with the 
tables. terrain, and space to play) , you've got yourself a tournament. 
Just log onto the web and register with us. You don't have to manage 
a store to do It. If you want to host one in your basement, you can (you 
may need a bigger basement though) . Then, If you register your 
tournament In time, you get to see your name in White Dwarf. ~J immy's 

Basement Braw'" sounds nice, doesn't it? So, SlOP reading this article 
(just for the moment) , call your friends or your local store, and tell 
them, 'We need to have a Rogue Trader TournamenW 

Games Workshop Clubs 
Looking for new opponents to play? Want to organize all of the Games 
Workshop fanatics in your area? Want your club to become world­
famous on the Games Workshop Web Site? Then you should get 
involved with Games Workshop Gaming Clubsl 

Games Workshop Clubs QUalifications 
Qualifying to register on the Games Workshop Clubs Web Site is easy, 
and many gaming groups probably qualify already. There are just four 
simple rules . A Games Workshop Club: 
• Must consist of at least three members. In this case, three 

is company. 
• Must play at least one Games Workshop game. From Talisman 

to Chaos Marauders to Warhammer 40,000 - any game will do. 
• Must meet regularly and at least once per month, 
• Must select one Club Champion to be the liaison with Games 

Workshop when registering for the Club listings and 
search engine. 

If your club meets these conditions and you've elected your Club 
Champion, have him visit our web site 10 register on our Club 
search engine. 

http://www.games-workshop.comlCommunity/Clubs/us/clubs.us 

Don't Throwaway That Old Miniature! 
ThaI's right. We still love your old miniatures. Do not abandon them to 
the whims of the Warp. You can use ANY Citadel MiniatUre in Rogue 
Trader Toumaments no matter how old it is! Do you have a whole 
Space Marine army in Mark VI armor with the "beaky" helmets that you 
think you can't use? Think again! As long as you use an army list from 
the current rules and you follow Ihe WYSIWYG (what you see is what 
you get) concept, you can take that pre-Heresy army and show them 
whipper-snappers who's bossl 



OCTOBE TO R 
~ -"~'4' ''' '' '''4~~ 1.,.,,,,, 

October 12 October 19 October 5 October 19 
SI. Charles, MO Peterborough, ON Gainesville, FL Burlington, WA 

The Fantasy Shop Brawlln the Hall Traveling Mage Docking Bay 93 
(636) 947-8330 (705) 743-4984 (352) 381-9090 (360) 757-3531 

October 19 October 19 October 5 October 20 
Russelvill., KY e.e. Lanalng, MI Riverside, CA Peterborough, ON AT-. Fonress ComiCs Adventure's GuIld 01 Riverside Brawl in the Hall 
(270) 726-3030 and Games (909) 509-8610 (70S) 743-4984 

(517) 333-0435 
October 19 ~5 October 20 
Mldv8~, UT Octobertl ~8prt_CO Wichtta, KS 

Hastur's Fanl8!!y Rogue HonnIIogo, TN ~USA Blue Horse 
Trader Toumament The Game Keep (118) 637-(10404 Trading Company 

(801) 352-2605 (eI6)~ (316) 262-0206 
OctOller I 

October 19 Ma_IlIo,LA October 20 
Cleveland. .N. GametaCOnda¥e- lIIke Forest, CA 

Dicehead G "*' 1Iio """ 
Comic Quest 

(423) 473-7125 '*1 I84a77 (949) 951-9668 

October 19 

• 
October 26 

North Vancouver, Slidell, LA 
Checkpoint Charl i Rogue Trader 

(604) 904-8686 Tournament 
(9851643-0500 

October 19 
Raytown, MO October 26 
The Battlezoo9 eaton Rouge, LA 
(816) 358-0870 Balon Rouge 

0ct0W12 
Miniature Gaming Society 

(225) 753-92n 
.... hom. ely, OK 

Game 1:fQ. Inc. October 26 
(q) 1101-0509 Syracuse, NY 

Altered States 

~ ... 0 ... 1at,. Game and Hobby 

1 ....... * (315) 472-4263 Sy' ..... 1IY 
Altered. Me"''IloIoifl 

Game and; (704) 882-_ October 26 
(315) 4 Norcross, GA 

October 19 TheWsr Room 
ngoold. GA (770) 729-9588 
Exit Zero ... For full Rogue 937-5447 Oc::lober 26 

Kltchner, ON onto: 
OeIober 19 Nexus Games 

the Rogue Trader Upcoming Events. There, you Sen AntoniO, TX alld Hobbies 
will be able to find the complete rules breakdown Central Command (519) 576-5165 
for each event, contact Information, entry fees, (210) 2 19-9223 
and any other special Information you will need to October 12 
know. You can even register to host a toumament October 19 Lenexa, KS 

or even check on your player 10 and see how you Spring, TX Table Top Game 
Horizon Games-North and Hobby compare with other garners. 

(281) 292-9697 (913) 962-4263 
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Each year, games day gels bigger and bigger, yet the coverage In lhe magazine gets squeezed Into the same number 01 pages. Games oayl 
2002 in Baltimore marked the 10th lime that Charm City has leltthe Impact oloamers. The only way to make sure you see all there Is 10 see 
al Games Day is 10 make it there yourselfl II you're not fortunate enough 10 have the lime or the Wherewithal 10 make II In person, then these 

L?BOOs (and the coverage on www.games-workshop.com) are your non best alternative. Look on, and soak in Ihe memories of Games Day. 

The crowd gets bigger and 
meaner each and every yeer, 
as Games Day takes over a 
larger portion 01 the 
Baltimore Convention Center, 
This year, we look over the 
largest hall we've ever had, 
and we needed it, with over 
3,500 people laking part In 
the weekend 01 madness thaI 
makes Games Day the 
spectacle thaI it Is. 

From Ihe waiting horde In the 
lobby before the hall opened 
10 the crowds of people 
around each and every 
gaming table, not a square 
Inch was left uncovered. 

IZ wn.'.11WI11 DIY 



Games WorXshop Guests were busy all 
weekend long, answering questions, 
conducling seminars, showing oft 
previews of upcoming releases, selling 
their wares in the Games Day Store, and 
even giving visitors their first up-close look 
at the Warhammer Online PC game. 
(Somehow they even managed to judge 
the Golden Demon Competition.) 

~.-'" The third season of Rogue Trader 
Tournaments kicked oft at Baltimore 
Games Day, When the dust settled, the 
winners stood as follows (pictured, L-R). 

customers could grab 
Items that arao't normally 
available throughout the 
Unlled Siales, such a8 
the complete line 01 
Bulldog Buckle and Forge 
World products. 

nmlWUIU 



For the first lime at Games Day, Sabertooth 
Games held a Wamammer 40,000 CCG 
Toumament. In addition to the toumament, a 
whole batch 01 new players had their first 
taste 01 the card game. (In lael, everyone 
who attended Games Day received a free 
starter deck!) The winners are shown here. 

~~~!!!!~~~~~~:~~~~~~!!~~!~~;-:"The~ Steeper Awakens' was this 

GW Scenery gurus 
Chad MfefZWa, Jake 
Landis, and Jason 

Buyak/ were 011 
hand to dispense 

soma tipS 011 terrain 
building to any 

brave enough to 
approach them 

.. Wnl.11 WlIS IIY 

year's Warhammer 40,000 Multi­
Player Mega·Event. The Necrons 
have been awakened, and the 
Ultra marines have been dispatched 
to quell the threat. The game tOOk 
place over a seemingly endless 
stretch of tables and allowed 
hundreds of gamers to get In 011 the 
action belore it was over. 

Another year of Speed Painting 
went 011 with ooly two or three 80ffI 
throats by the end of the WMkend. 
The non·stop painting mitt churned 
out one hastlly-painted creation 
aher another as the heckling was 
relentless, save for the brief rest 
periods In between sessions . 



Game clubs from around North America 
were Invited 10 set up gaming tables 
and share Iheir enthusiasm with 
everyooe who attended Games Day, 
Some 01 the highlights included one 01 
the densesl Mordhelm tables you're 
likely 10 see and a GIANT 4·way 
Warmaster table packed with 1r00ps. 

. _ -.., The forces 01 Good laced off 
against the forces 01 Evil at 
the 1001 01 a giani, smoklng 
Mount Doom all weekend 
long In The Last Alliance 
multl.player evenl, The 
bailie litted back and fonh, 
but In the end, the lorces 01 
the Dar1\ lord Sauron were 
narrowly defeatedl 

The Golden Demon Painting 
Competition In Baltimore featured 
some really lantasUc entries, and 
while they may not have been as 
plenti!u! as In years past, there 
was cenalOly no lack 01 quality 
among the rl9ld . For a closer look 
at this year's winning entries 
(Including Slayer Sword winner 
Victor Hardy's entry), have a look 
althe next t 2 pages_ 

Once again we'd like to thank the 
over 3,500 people who made thiS 
the biggest Games Day In 
BaIUmore, and we hope 10 see a" 
01 you (and more) next year when 
we do II allover 8galnl 

WlmawWl5 



first of two Golden Demon i i was as as , was 
only room for three winners in each category, and of course, only one Slayer Swordl Here, for your perusal , are 
the winners 01 the 2002 Baltimore Games Day Golden Demont 

..... ER 40,000 SINGLE .INIATURE 
Victor's painting and freehand 
artwork are what caught the 

judges' eyes and made him the 
2002 Slayer Sword Winnerl 

VICTOR 
Chaos 

SlAYER SWORD WINNER! 
Victor Hardy's Chaos Terminator Lord was the best 

entry the judges saw this year in Baltimore and 
made him the first person in North America to win 

two Slayer Swords! Congratulations Victor! 
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WARHAMMER 40,000 SIIIGLE 

Prok, Kroot Master 

WARHIMMER SIIIGLE MIIIIII •• 

BOBBY WONG 
Prince Tyrioo 

wamDwul II 



40,000 SQUID 

MIIUMITH 
Feral Ork Cold One 

II Um.IIUIlDU IlMal WlIIIIS 
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31D JEFf CROSBY 
Grail Knight! Charging out of the Gale 

wlmawU/61 



.II .. MER 40,000 VEHICLE OR SQUADRON -
BOBBY WONG 
Ultramarines Rhino 

BRYANSUW 
Nuadhu "Flreheart" 

210 BRm DEWAlD 
Void Reapers Dreadnoughl 

10 wnl.118DUlIJI DIIDN WINN!!S 



LARGE MOILISHR OR WAR 

Charlot 

2 •• JAMfS S. MACIAY 
Zacharlus the Everliving on Zombie Dragoo 
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40,000 lARGE MONSTER 

IASON RICHARDS 
Great Unclean One 

IAIUBTRACZ 
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BEST , . . . 
. '. 

BlYAIISNlW 
Family Honor 

omlWDln 



2M. 
While WOlf ­
The Witch Hunt 

MODELS 

ff you haven', noticed. Jakub Tracz's 
name appears many, many times 
throughout these pages. He won 
the most Golden Demon trophies 

ever in 1 year in North America! His 
Inquisitor-scale Space Wolf above 

shows his fabulous attention to 
delsiIJ He 's been a painting machine 

this year, and we're sure to see 
more great things from him in the 

future. Good job Jakubl 

LI. OF TIE RINSS: SINSLE MODEl 

l IT DAlun OTOOlE 
High Elf Spearman 2M. IASON PHilLIPS 

Elrond 

14 WlIM'11 ClUlII lIMON WINNIIS 

3-D ADAMeln 
Bilbo Bagglns 



THE LORD OF THE 
..... " .' - - . 

- l I .. ~-./,--- . 
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JU.8TIICZ 
GOlrek va. Boneripper 

DAVID HUSSER 
Ore VS. Wood Elf 

~, . , , I ,. , .. 

1ST TOM IEUY,JR, 
Grlmgor Iron hide 
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OPEN 

31. BRYD SHAW 
Wolf Lord 

21. JASON MOSES 
Dar!< Emissary 
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Th~ (ollo.iDI utidt 
is lD tlItrp ' (rom the. 

Ballff!flul GO/hie; 
1I/l'lI f io" booklet 
produced by ,be 

GW US 
PromotioDI Tum. 
It (oDuiu loads 
of (UU.J,ic: Dtw 

toalCIiI 10 ,dd 
mote depth Illd 

CJltilunCD I 10 

both your 
W,rh,rnmcr 40,000 Ind 

RlIIJdlcct Gothic gImes. 

The many boarding actions thai ars 
fought during a fleet engagement 
provide 8vocaUve and exc1t1ng 
opportunities 10 Incorporate Ballleneet 
Gothic and Warhammer 40,000. ImagIne 
ferocious combats played oul in the 
sweaty, claustrophobic corridors and 
vital chambers of millennia·old ships. 
Boarding parties cui through bulkheads 
with Iss-cutters and chainfists. ooly 10 be 
mel by fierce, determined resistance and 
close-querters lighling. 

With the wide variety 01 rsces thai 
populate the 40K universe (and their 
associated armies and lIeels). boarding 
actlon motives, objectives, and methods 
can be many and varied. Very quickly, 
we realized this and thought we'd be 
better off presenting you with a few 
suggestions and recommended 
guidelines. rather than a series 01 hard­
and-fast rules. So here goes ... 

The key thing when creating your own 
boarding action scenario Is to use your 
lorces and battlefield to create a fun, 
fast-paced environment In which to do 
battle. Remember that scenarios are 
easy 10 generate, and they do not always 
have to be balanced (what do you mean 
I only get to Grots against 8 
Terminators?). However, you do need to 
address Ihree main points when 
designing a boarding action scenario: 
Objective. Battlezone, and FOI'Ces. 

10 NIl1l1lACNI 

HULL BREACH! 
OBJECTIVE 

Your boarding action wilt generally be 
more exciting If it Is scenatlo-drlven. Try 
to provide some molivatlon for the 
Attackers and Def&nders. What do they 
want to des1roy? Who do they want to 
rescue? Will they be returning, or Is this 
a suicide mission? The more thought you 
put Into the mission objective, the more 
enjoyment you will get out 01 the game. II 
you regularly play with the same group of 
gamers, you will no doubt already have 
an axe 10 grind and a dozen unique 
motives for boarding actions. Here are a 
lew examples. 

• Disable Weapons/Shields/Engines · 
This type of scenario Is probably the 
most typical type 01 boarding action. 
The Attackers must enter the ship and 
destroy some crucial objective: a 
weapons battery, a shield generator, 
an engine room, or the like. The 
Attackers win a major victory If they 
destroy the ob}eclive and escape off 
the board and a min<)( victory if they 
destroy the objective but lail to 
escape. The Defenders win a minor 
victory if they successfully defend the 
objective and a maJor victory If they 
successlully defend the object and 
wipe out alt the Attackers. 

• Set Rres • The Attackers deploy near 
the main ventilation system for the 
entire Ship, They must fight their way 
forward 10 the main vents to set 
Incendiary devices that will spread 
fires through several decks. The 
Attackers win a major victory If they 
can set Incendiaries and escape off 
the board and a minor victory II they 
setlhe Incendiaries but lailto escape. 
The Defenders win a minor victory If 
the Attackers fall 10 set Incendiaries 
and a major victory If the Attackers lail 
to set Incendiaries and are wiped out. 

As you can see, we've linked the Victory 
Conditions to each obJective, which 
helps to make the scenario more story· 
driven. You needn't worry about 

calculating Victory Points necessarily; 
winners and losers can be determined 
simply by whether or not objectives were 
achieved. Alfemativety, objectives can 
provide Victory PoInt bonusesJ 
penaltJes to complement nonnal Victory 
Point rules. 

BATTLEZONE 

Generatty, two things will determine the 
size and layout 01 the Battlezone: the 
objective you're fighting for and the scale 
01 the connlct. For example, rescuing an 
officer lrom the brig of an enemy escort 
ship can be loughl through five or six 
rooms over a 4' x 4' board, while an 
attempt to destroy the plasma reactor on 
a battleship may take place In the engine 
room that covers a 4' x 8' gaming area. 
Remember that BattJefleet Gothic ships 
are huge (Battleships can be up 10 8 
kllometers long) • so there's really no 
limit to the size of your gaming table. 
Just remember that ship Interiors are 
crowded wllh ducts, conduits, 
bulkheads, and ancient technology. As 
SUCh, you'll need a lot of terrain 10 cover 
your board. 

In the photos scattered throughout the 
Batt/enfUll Gothic: Invasion booIdet and 
this article, you can see a few 01 the 
Individual rooms we've bUilt bridges, 
throne rooms, shield generator relays, 
torture chambers, and repair bays. The 
Ust of opportunltJes Is endless. For some 
great Insplrallon , browse through the 
lantastic artwork In the Battlefleet Gothic 
rulebook. Building five or six of lhese 
rooms can give you a variety of e)!cltlng 
gaming possibilities as you change the 
layout to suit new missions. 

Another method is to use a flat gaming 
board covered In a coot flOOring texture 
(sheets of plasUcard or something similar 
from Home Depot) and a set 01 
adjustable walls. You can move these 
walts around to create new rooms and 
corridors. Combine this flexibility with 
loose objective markers, and you've just 



made the ultimate boarding action 
gaming table. Of course, if all this goes a 
bit further than you'd like. why not fight 
your boarding actions over close urban 
terrain on a smalt board? The important 
thing is to recreate the close confines of 
shipboard fighting. 

Here are a lew rules of thumb for setting 
up terrain for boarding actions: 

• Thare should be no direct path 
between the Allackers' deployment 
zone and the obJective. 

• There should be more than one path 
(however. these paths may/Should be 
circuitous) from the Attackers' 
deployment zone to the objective. 

• When in doubt. more terrain Is 
prelerable to less. 

• Try to sel up distinct rooms or 
chambers, Most spaceships are 
divided into modular units that can be 
sealed oN in the event of fire, loss of 
atmosphere, or other emergencies. 
These rooms can provide Interesting 
theaters of engagement for your 
boarding action, 

FORCES 
The forces you use in boarding actions 
can vary dramatically in size and ability. 
For a more ·standard" boarding action, 
use the normal troops from your 40K 
army. We have found that Elite options 
make the most sense for the Attackers. 
Boarding parties consist 01 hard troops 
specifically selected and equipped for 
close-quarters fighting. Terminators, 
Khome Berzerkers, Imperial Guard 
Storm Troopers. Striking Scorpions. and 
'Ard Boyz all fit the bill. Defending troops, 
however, are organized hastHy to 
counter the enemy allack. Thus. basic 

Troops choices make the most sense. 
Curiously enough. this pattem fits In welt 
with the Force Organization charts for 
Breakthrough Missions - the Attacker 
must take one Elites choice and one 
Troops choice, while the Defender has 
two compulsory Troops choices. Most 
40K armies contain these elements 
already and thus can be 
used immediately in a Boarding 
Action scenario. 

You can also try less standard troop 
lyPes for boarding actions, exotic troops 
that make up the crew that you wouldn't 
find in most 40K ground-based armies. 
Imperial Navy Ratings. Servitors. and 
Engineers are generally the first Into the 
breach in defense or attack. Chaos ships 
would be manned by hordes of crazed 
cultists. Ftayed Ones would mysteriously 
appear on enemy ships threatening a 
Necron fleet. Don't be afraid to create 
some house rules for any exciting new 
boarding party. 

As lor the size of the battle, you can use 
hOwever many models you'd like. We've 
lound boarding actions on escorts and 
cruisers wor1< well at 150-500 points. 
whereas larger missions against 
battleships may require up to 750 points. 
While these games may be smaller than 
you are used 10. they certainly make lor 
quick. tense skirmishes that are 
really enjoyable. 

A lew general rules of thumb for 
selecting your forces: 

• No vehicles (e.g .. Tanks. Bikes, land 
Speeders, Trukks, Falcons. 
Dreadnoughts. etc.) may be selected. 

• When in doubt, use the Force 
Organization charts for Breakthrough 
Missions to organize your forces for 
boarding acllons. 

SPECIAL RULES 

Special rules can be used to embellish 
your scenarios. Have fun but try not to go 
overboard. Where appropriate, you can 
use some of the Special Scenario Rules 
from the Wartlammer 40.000 rulebool<. 
Some simple suggestJons Include: 

• Close Confines - Use most (or all) of 
the Cityfight rules. Models always count 
as being Inside buildings. This w!ll 
affect how coherency wor1<sl 

• -Don't shootJ He's near the watW • No 
weapons of Strength 7 or higher can be 
fired in rooms near the hull (especIally 
lascannons and multi-mellas). 

• Environmental Hazards - As the battle 
rages on, Ille support and similar 
systems can go off line. Experiment 
with rules for gas leaks, zero gravity 
environments, vacuums, and the like, 
e.g. , leaking Gas - Steam vents and 
leaking exhaust lumes make It difficult 
to see opponents. Models gain +1 to 
their cover saves (models In the open 
gain a 6+ cover save)_ 

• Well Briefed - Models do not have to 
remain In squad coherency. or squad 
coherency Is looser (I.e., models must 
remain within 4-6~ rather than 2~) . 

• Deep Strike - The Attacker begins wlth 
all but one of his squads on the board. 
On the third tum, he may deploy his 
linal squad per the Deep Strike rules. 

• Hidden Set up - The Defenders have 
detected where the Attackers will cut 
through the hull. The Defenders may 
use the Hidden Sel up rules. 

• Night Fighting • Battle damage has 
knocked oulthe lights In some areas 01 
the ship. Use the Night Fighting rules. 
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40K BOARDING ACTIONS 
& BAITLEFLEET GOTHIC 

All of this talk about creating scenarios 
and fighting boarding actions Is all well 
and good, but how can these 40K games 
tie Into your Battlelleet Gothic games? 
Easllyl The simplest way Is to chOose 
one key boarding action that you fight 
during a Battlelleet Gothic game and 
light out the small 40K game to 
determine the winner. Once the 40K 
boarding action Is resolved, continue on 
with the Battleneet Gothic game. Play 
out the 40K boarding action only once 
per bailie, as too many might Interrupt 
the flow of your game. Below are some 
suggestions of how 10 apply the results 
01 the 4QK scenario to the BeWeneet 
Gothic game. 

• Basic - Add up the Boarding Modifiers 
as you usually would (see Battlelleet 
Gothic rulebook p. 34) adding an 
additional +3 bonus to the total 01 the 
winner 01 the 40K scenario. 

• Basic with a Twist - II you are uslng 
standard Victory Points for the 40K 
scenario, you may determine the 
results 01 the boarding ectlon as 
loIlows. Subtract the loser's Victory 
Points from the winner's Victory Points 
and divide by 75 (rounding off 
normally). The resuh is the number of 
points by which the loslng ship lost (see 
the Results Table on p, 34 01 the 
Battlefleet Gothic rulebook). 

• Objective Disabled - Add up the 
Boarding Modlliers as you usually 
would and apply the results as normal. 
In addition, il the Allackers win, the 

Black TempJar Termin.ttM .. " swsmped by e grtHHIskin horde after ItJIsporfmg onto an 
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objective Is disabled per the Critical 
Hits Table on p, 24 01 the Balliefleet 
Gothic rulebook (e,g., II you were 
playing a Destroy the Prow Armament 
scenario, you would apply result 4, 
·Prow Armament Damaged,· from the 
Critical Hits Table), If the Defenders 
win. they are able to Inllict more 
damage to the AttaCking vessel, which 
suffers an additional hit from the 
boarding ection. 

• Fire Set - Add up the Boarding 
Modifiers as you usually would and 
apply the results as normal. In addition, 
if the Attackers win, a fire is set per 
result 7 on the Critical Hits Table (p. 24 
01 the Battlelleet Gothic rulebook), II 
the Defenders win, they are able to 
Inflict more damage to the Attacking 
vessel, which suffers an additional hit 
from the boarding action. 

A second method is to play the games as 
paired scenarios. In paired scenarios, 
you might fight the 40K game before, 
during, or after the game of BFG, A few 
such scenarios can be found in 
Batt/sHeet Gothic: Invasion, and e few 
more will appear on our web site over the 
coming months. 

Although we've Just presented you with a 
series 01 guidelines and suggestlons, 
Andy Chambers has already started 
worldng on a more structured set of 
rules. One 01 the most important things 
Andy suggested when we first talked 
about boarding aeltons was that, if you're 
playing a game of Battlefleet Gothic, 
there is no need to play all 01 your 
boarding aelions as 40K games, just the 
most Important one. 

We've had a lot 01 fun modeling and 
painting our shipboard rooms and 
lighting In them. We hope you will too, So 
drag out the las-cutters and combat 
shotguns: ifs time to boardl 

For more scenarios and modeling 
prolects, see our web slle at 
www.games·workshop.com/rdrlblg.htm. 
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When we first saw the photos 
of this model, our first 
impressions were of a really 
nice Warhommer 40,000 Space 
Marine Bike conversion, until 
we realized that Artemis was 
sitting on top! 

Roy Morris is known as a bit of a 
conversion nut in his local stora 

(GW Metro, UK). When Artemis was 
released, the staff challenged him to 
build a bike lor the huge Space 
Marine Captain, and this project 
was bom. 

Inquisitor models are twice the size 01 
those In Warhammer 40,000, so Roy 
sello work scaling up the bike. Some 
of the parts came from existing kits, 
for example, the boltguns are heavy 
bolters from the land Speeder kit, 
and the engine and headlights are 
from a model car kit. The rest of the 
bike, however, has been made from 
plaslicard and green stuff. 

Bedrolls, icons, and devotional books 
have all been added to make illook 
like the Space Marine lives on the 
bike and is al home in the saddle. 
We can't wait to see what Roy 
creates next. 

INQUISITOR 
SHOWCASE 

ROY MORRIS'S INQUISITOR MODELS 

Along with his Ravenwing Space 
Marine Bike, Roy also brought In his 
recently fin ished Inquisitor-scale 
Dark Eldar Wych. 

Roy filed down an Inquisitor Devout 
Sisler madelia create an annalure 
onto which he was then able to 
sculpllhe detail with green stuff. 
The hands are from a normal 
Warhammer 40,000 Wych. 

Other donor parts are the spikes on 
the back, which come from the 
Wych falchion sword blades, and 
the hair, which Roy has exlended by 
blending In green stuff extensionsl 
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I guess I have a 
one-track mind: I 
just can't gel away 
lrom the undead. 
My goal in creating 
my Chaos fleet was 
to broaden the 
scope of my 
Warhammer 40,000 
army, which 

essentially revolves around a Chaos 
Sorcerer Lord, his Acolytes, and the re­
animated Chaos Space Marines he 
uses to exact his revenge upon the 
Imperium. Although I like the look 01 the 
Chaos fleet, I like the Imperial ships 
even more, and the thought 01 my 
Sorcerer Lord turning the Emperor's 
own ships against him seems all the 
more sinister. Basically, as ships 
become lost in the warp, my Sorcerer 
Lord and his daemonlc horde fall upon 
them, enslave Ihe souls 01 the crews, 
and bind them to their posts for eternity 
- a ghost lleetl 

The idea behind the fleet's organization 
was simple - have the most firepower a\ 
tile longest range and pack a few (\8sty 

surprises. For my flagship, I 
chose the Retribution Class 
Battleship. In addItion, I 
chose a Mars Class 
Batllecrulser and relitted 
the launch bays to 
accommodate mines 
rather than Ihe typical 

U CHAOS .anUIlIR BOIIIIC SHOWCaSE 

CHAOS 

... Chad's Traitor R,,'""'''''' 

ordnance. The bulk 01 the Ileet consists 
01 a Dominator and a Gothic Class 
Cruiser, both escorted by two DaunUess 
Class Ught Cruisers. A small group 01 
lour Sword Class Friga tes would be 
accompanied by two groups of three 
Cobra Class Destroyers. Last, but 
certainly nol )east. was the choice to 
Include four Areshlps capable 01 
detiveril)g the linal blow 10 any snips 
that make it past my line 01 defense. 

With the exception 01 my flagship, the 
conversion and painting of my fleet was 
falriy simple yet effective. The Imperator 
TItan sprue (from the Epic 40,000 
Archive range) has proved Invaluable to 
me in my conversion madness. lis USQS 

are endless! The EmperorTil8n head fit 
perfectly, so 1\ replaced the prow of the 
larger ships. Smaller Chaos TItan heads 
proved equally effective lor my escorts. 
Sma" towe~ and the ral)'ls from the 
prows were added 10 the command 
decks. I wanted a dark, ominous paint 
scheme, so I used Shadow Grey lightly 
highlighted with Ghos!!y Grey. The 

prow heads were painted Red Oore 
With a Blood Red mldtone and 
highlighted with Fiery Orange. 

Finally, as a centerpiece lor my fleet, I 
constructed a space station with pieces 
from the Imperator TItan sprue mounted 
on a volcanic planet (perhaps 
Prospero?). Tzeentch Is pleased. 



=--, When I started 
thinking about 
Banlefleet Gothic 
again, Chaos 
continually clouded 
my mind. Though 
my Imperial lleel 
had vanquished 
many filthy traitor 
vessels In the name 
althe Emperor, 

something continually whispered In 
ear. Maybe 11 was the cold I'd just 
recovered from or the moldy loal 01 
bread I found In the fridge, but it 
seemed that Nurgle was calling 10 me. I 
didn't aven bother to resist. So, after 
being labeled excommunic8rus, l iel oUi 
10 build a lIeel Father Nurgle woJld be 
proud of. 

After checking oul the fleet list I decided 
upon a 1 .SDO-poinl force that would be 
capable 01 striking hard and fast and 
slill be able to adapt to the opposition. 
Just like a nasty virus does. So three 
Slaughter Class Cruisers were in order 
with a Devastation Class Cruiser In a 
support role. The flagship althe neel for 
the repugnant Warmasler Festerpuss 
Spawtari simply had \0 be a Repulsive 
Class Grand Cruiser. I think the model 
Is awesome, plus II'S dead hard ta booll 

Toss in a heapln' helpin' 01 
Iconoclasts, as well as a 

pair oIlnlidels and I was ready to cause 
some pain. 

Ship assembly was pretty standard wtth 
the exception 01 my Slaughter Class 
Cruisers. To Ihese vessels, I added a 
pair of extra fin bits from the Repulsive 
Cruiser model. It made them all look like 
bloated flies or bugS) which I was sure 
would piease Nurgle to no end. 

When I set about modelfng lh8 fleet I 
attempted to achieve a really grit!}t and 
rusted fee! for most of the ships. This 
was dooa quite simply by sPJeadlng 
superglu'a around random araas and 
dipping lhe whole ship Into a bowl 01 
fine sand When It comes Ume to paint 
the ship. the sand picks up oolor and 
looks great with little to no effort. Once 
the texture basics were out of the way I 
went about applying my fledgling 
sculpting skills 10 various cruisers and 
escorts with two-part epoxy putty. 
Utilizing repetitive pelt ms and strange, 
squibbly sha , along wfttl a lew 
plaslic Skaverl tails lor use 8S tenlacles, 
I managed to defile the vessels pretty 
r;JICeIy to reflect Nurgle's unholv louch 
tApon the machines. 

Palnti~ the fleet was surprisingly pol a 
big production. Using a Tank BtuI!Ih, I 
progressively drybrushed the .hips with 
a series of browna diseased areas 
of the ships were carelully drybrushed 
with greens and purples. In alt, it 
honestly took about 4 hours to paint· 

• AI! Infidtll.nd IwrJ konocIas ts. 
g fUesomtl parts of 1\"'5 escort fleet. 

from Chaos Black undercoat spray 10 
the Iasl tentacle. Now, all that's left to do 
Is raid some Imperial worlds and spread 
the blighted embrace of Nurglel 
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The Bittlelleel GaUllt 
Boxed Game contaIns 

BaTtleneel GothIC Ruleoook 
wllh Campaign Rules 
4 Impenal Cruisers 
4 Chaos CrUisers 
12 Assorted Dice 
Flee! Registry Roster Pad 
2 PlastiC Range Rulers 
Over 100 Game Counters 
Two Reference Sl!eets 
Gelling Started Guide WlItl 
ExclUSIVe Comic Stnpl 

Warp Storm 

B,HI.II"I Golhlc $60.00 US • $75.00 CON Boxed S.I 
The 08mf! of SpaceshiP battlts IS sel dunng the GothIC War In the 41st millennium 
a gorn IJme when lhe Impenurn 01 Man lights lor survrval In a hostile galaxy 
Banleneel GothIC lets you command fleets 01 war.;1I1p$ In deadly conlllCt among the 
stars, thouoh whitner you fight as Manklnd1; saVIOr Ollis destroyel is up 10 youl 

The Official Battletleet Gothic Magazine 
$4.00 US • $6.00 CON Each 

BanlBfleet GothIC ~ IS. 24-page bl-mOlltllty publication that 
no senous Battlefleel GothIC pl~1 should be Without Each Issue 

fealllles new ship classes fleet lists . new rules, and IKIbby artICles that 
supplemeflt the BanJel1eel GothiC hobby. Subscnpt,ons are available 

eall Ma~ Order 101 details or look US up on the web al 
www"p.cl.lfsl-(J.mes.CDmand aiso at www.b,nI.f1e.'(Jolhlc.com_ 

$lB.OO US · $25.00 CON 

Warp StOlm IS the ultimate BatUel1eel Gothtc compendium It contains new rules and fleet lists for the likes 
olt~pace Mannes and the Ort; Waaaghl as well as ShiP rules for ttle Eldar VOid Stalker alld the Planet 
~Iler, gshlp 01 Abaddon. Warp Sionn also Includes banle reports and tactiCS. so )IOU can tum Irom the 
e\f)e An essential gUl~ 101 all senous Banlenael Gotllic players 
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IMPERIAL NAVY 
Retrlbutfon Class Imperial BaHleshlp 
$33 .00 US· $45.00 CON 

The pride of the Impellat Navy, the Retribution Class 
battleship Is one of Ihe most heaVily armed ShipS avallable 
to Itle Imperial fleet. Armed wilh multi pi!! weapon 

wreckaoe In mere moments 
I ba","". lhe .M,""'''" '" ,.too, "'Y I" to 

Imperial Dauntless Class light Cruiser 
$8.50 US . $14.00 CON Each 

The Dauntless is a popular class of ShiP, as fasl and manelNerable 
as a frigate but Wlttl a ferocious Ironlal lanCfJ armament 

-----

Imperial Cruisers 
$15.00 US· $20.00 CON For Two 

The mamstay ollhe Impenal Navy, lIle Imperial Cruiser is one 01 thB 
most 'l8rsallle ships In Ihe Gothic Sector Each 01 rfwI two multl'part 
kits can be made Inl0 one 01 seven classes 01 cruiser 

, 

NECRON RAIDERS 

I 
I 

Scy1he Class Harvest Ship 
$15.00 us · $20.00 CON 

thiS powerful crUiser IS the mamstay ollhe Necron raldlno fleet. 
BnSlilllg wllh technologically advanced weaponry, the Scythe Is 
a deadly opponent, morl! Ihan a match lor any crUiser 01 Its size 
II upgraded to a Reaper Class HaNest ship, the crlliser carries a 
Neeron Seplilchre ami can lItlllze the ternfying nightmare Ileid to 
dlsonent ami demoral(l8 opponents 

• = ... • 

Dirge Class Raider 

U
8.00 US · $13.00 CON For Four 

These light escorts harass the enemy With their l~htnlng arcs, belore 
closing and utilIZing their portals to board and overrun enem~ ships. 

Cairn Class Tombshlp 
$33.00 US· $45.00 CON 

The most poWerllll ship In the Necron 1Ieet. thiS b.attleshlp 
epitomIZes the temfymg dread of IIltt NecrOfls. Armed With 
binerles of "gh!nLO\1 arcs ancllhe dread POWflri conUlfled 
Wittlln Its Necron Sepulchre. the calm Class Tombshlp 
sweeps throLlgh the void declOlaling everylhlOg In Its path 

Jackal Class Raider 
$9.00 US • $13.00 CON For Three 

I -:::,~ heaViel escorts are armed only WIth lIPOrad!d ~ohtnlflg arcs 
L ntino in packs, they are more than capable 01 UklOg down larger loes 
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Daemon - the mere utterance of the word Is enough to instill fear 
Into the stoutest heart, and rightly so. For humanity's great 
nemesis, Chaos, has no purer form, and the countless millions of 
hideous blasphemies that populate the Warp desire nothing less 
than the utter destruction of the Imperium. 

Physical Characteristics 

The very fabric of Chaos Is Inconsistent 
and unpredictable, so 11 is Impossible to 
list the myriad forms of Daemons 
Nevertheless, despite the inconsistent 
nature 01 the Warp, It Is thought that the 
major Chaos deilies value certain 
physical aspects relevant 10 theIr 
peculiar ethos. As such. It Is possible for 
a learned Chaoticlan to distinguish a 
Daemon's patron deity from whatever 

perverse form It chooses to manliest In 
the material realm. II Is widely 

believed that the features shered 
by the enillies of a particular 

Chaos power gIve clues as to the 
preferred forms 01 the deity In question. 

The Daemons 01 Khome, the Blood God. 
are commonly the color 01 dried gore. 
massively built. and brutIsh In 
appearance. Even the smallest 01 these 
Bloodlelters stand head and shoulders 
taller than a Space Marine. and their 
heavily muscled physique Is honed with 
the sofe Intention of massacring every 
living thing thai they encounter. Very lew 
actual reports 01 these Daemons are to 
be found, lor the blood kin exist purely to 
kilL As such, the vast majority 01 
knowledge concernIng Ihese Daemons Is 
forensic. The following Is a transcription 
01 InquiSitor leshra's findings after the 
Eyrien Arena massacres. 



The floor of the chamber Is awash WIth 
blood .• .It Is astounding that B mere eIght 
bodies could relinquiSh so much. ThBy 
have been crudely and violently 
dismembered. The walls are spattered 
wllh blood to an amazing extent: barely 
a square Inch of the origInal far;ade 
remaIns unsullled_ Long. rope·llkB 
ffJndrils of gore dangle from the ceiling 
and speak of thB tBrribIe energies With 

which thIs slaughter was perpetrsted. 
My servllolS, in pfecing I0gettJer the 
bodies of the fools thst summoned thIs 
beast. found that all body pans were still 
present except the skulls 01 the slain. of 
which there 8re no traces. 

The Daemons that owe their allegiance 
to Slaanesh, the Prince of Pleasure, are 
the antithesIs of the BlQOdtetters, for they 
are said to be creatures of striking and 
ethereal beauty. A weak man that so 
much as glances one Is lost forever: no 
mattar how fervently his conscious mind 
warns hIm of danger. he will be 
powerless 10 res~t the base instinct to 
succumb to lhese creatures and to serve 
them lor an eternity 01 humiliation as a 
mindless slave. Bulthere are some who 
have passed the test 01 wUnessing these 
beings whose souls have not been 
ensnared by their sinuous dance and 
promises 01 paradise. They describe 
these Daemonettes as resembling nubile 
young females. Homflc mutations such 
as bony protuberances and cloven 
elltremUJes In no way dimlnisll their 
hypnotic beauty. That these blasphemies 
can transmute a natural reaction 01 
revulsion and terror Into uncontrollable 
desire is testament to their subtle 
powers. And yet It Is said that stili greater 
servants of Slaanesh eklst, the Keepers 
of Secrets. Despite the vast size 01 these 
many-umbed nightmares, lhelr tithe 
grace surpasses even that 01 the lesser 
order 01 Slaaneshl Daemon. and they 
revel In consuming not only tl'le bodies of 
their prey but also their souls. 

Perhaps the foulest 01 aJi Daemons are 
the minions 01 the Lord of Decay. Nurgle. 
as they are putrefactlon given form. Why 
any member of Humanity should worship 
a deity of pestilence Is an enigma to the 
sane, but nevertheless this ancient god 
Is one of the most powerful of the 
blasphemous pantheon . His servants 
are the tally-men of disease, ceaselessly 
counting every contagion to have ever 
blighted the universe An andent 
Vall record from the Apothecarlum 

Malotis. dating back to the Drelttan 
Plagues and kept locked away In the 
Ubrary Sanctus. conlains a sample 01 
their droning. sonorous chant. All who 
have heard it have fatten Iii and died. 

All known Daemons at Nurgle exhibit 
8'IfIry outward sign of decay and leak a 
hissing gruel of pus and diseased 
viscera wherever they drag their toul­
smelling carcasses. The only sure way 01 
cleansing an area tainted by such beasts 
Is with righteous. purifying flame. 

To try to classify the Horror Daemons 
01 Tzeentch by their physical 
characteristics Is futile. Every one of the 
servants of the Lord of Change can mold 
Its form with the slightest thought, and 
the majOrity 01 these beasts are nothing 
more than a roiling mass 01 clawed limbs 
and fanged mouths. From within Ihese 
lIeshy, ever-changlng beasts hatch larval 
versions 01 the 0l1g1nal that clamber 
screaming from the mouths of their 
preVIous IncarnatIOn. Men have been 
driven Insane merely by witneSSing 
these monstrosities, and many have died 
In agonlzmg pain as the balelire lhal 
serves as these Horrors' lifeblood 

consumed them In a conflagration of 
psychic energy 

As with aU Daemonklnd, when the tide 01 
battle turns against them, they will begin 
to fade from existence, the bonds tying 
them to the physical realm dissolVing 
Instantaneously. The Ordo Malleus and 
\I1e Eccleslatchy are well aware that true 
faith accelerates this process, as do 
canticles 01 abjuration and ellorclsm. 

Natural Environment 

Daemonic creatures have no homeworid 
as such, since outside the Immalerium, 
they require vaS! amounts 01 warp 
energy or a host body to ellist. As such. 
the only planets where Daemons can 
ex.ist without fear 01 being cast back to 
the warp are those withIn the Eye 01 
Terror Itself. where the Immaterium spHls 
11'110 the galaxy In a maelstrom of warp 
energy. In this region 01 space, worlds 
eJclst where tile laws of physics and 
nature do not apply, and Ihe landscape Is 
constantly shittlng al the Whim of the 
Chaos power that rutes the planet 

• 
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Index Malleus: Daemons of the Warp 

Each of the Chaos powers Is master of 
an uncounted number of Daemon worlds 
within the Eye of Terror, and their realms 
are a twisted reflection of their 
blasphemous aspects. A journey within 
the Eye of Terror Is a voyage that only 
the heretic or the insane would dare 
undertake. The little reliable knowledge 
that does exist has been gleaned by the 
most powerful psykers of the Imperium 
who have reported dreams or visions 
where the worlds of Chaos have been 
revealed to them. The worlds of Nurgle 
are filth-ridden plague pits where 
Daemons shuffle across the necrotic 
surfaces and dolorously count the 
contagions unleashed by their scrofulous 
patron. Slaanesh's worlds, cloaked in the 
heady musk of indulgence, throb with 
every form of excess imaginable, while 
those of Khorne echo with the screams 
of those slaughtered by the bloodthirsty 
warriors of the Blood God. Tzeentch's 
worlds are monstrous, ever-changing 
labyrinths where the landscape barely 
has solidity before it is reshaped into 
some new nightmarish form. 

90 INDEX MAlLEUS: INFERNAl THREAT 

There are a multitude of other worlds 
within the Eye of Terror: planets like flat 
sheets of black glass, worlds girt by fire, 
and others where bloody rain pours 
upwards from the surface. On one world, 
a black sun stands in a white sky, and 
smoky threads pour from it onto a 
tangled dark city of nightmare 
fortifications - said to be the world of 
Medrengard, dwelling place of the Iron 
Warriors' Daemon Primarch Perturabo. 
Another world Is swathed in lakes of 
boiling blood from which spheres of fire 
float into the sky and spread their light 
across the firmament. There are an 
unknown number of worlds within the 
Eye of Terror and an infinite number of 
realities that exist as potentials in the 
swirling Chaos of the Eye. 

First Contact 

It is impossible to know for certain when 
Mankind's first contact with the daemonic 
first took place, since - if Chaoticians are 
correct - the energy that creates such 
monstrous beasts has existed for as long 
as humans, if not before. The Warp, 

sometimes known as the Sea of Souls, Is 
a churning mass of raw potential energy, 
which humans with psychic talent can 
tap to use sorcerous powers. Since the 
dawn of time, there have been those who 
could shape that power to their own 
ends, and their legacy has been 
recorded in dark myth since those times. 

The volcanic caverns of Hnang-Mel, 
beneath the vast mountains of a region 
of Terra whose name has long been 
forgotten, bore witness to what may have 
been the first recorded instances of 
daemonic intrusion. Before their 
destruction during the Great Betrayer's 
assault on Holy Terra ten thousand years 
ago, the murals and daubings on the 
cave walls depicted primitive humans 
and crude, but unmistakable, images all 
too familiar to the Daemonhunters of the 
Ordo Malleus. 

Combat Capabilities 

The chosen style of warfare varies 
between each class of Daemon and is 
largely dependent upon their patron 
deity. Just as the Daemon's form is 
determined by Its allegiance, so too are 
its strengths in combat and therefore 
also its weaknesses. The Bloodletters 
fight with massive brazen axes, wrought 
in the likeness of skulls or the symbol of 
their patron deity, Khorne. It has been 
speculated that the bronze axe was one 
of the first tools of war manufactured by 
Mankind and hence has a particular 
resonance with Khorne. These weapons 
are thought to be imbued with limited 
sentience and may even have vampiric 
qualities, as many of the victims of the 
Bloodletters have been found utterly 
drained of their blood. The axes of 
Khorne are also widely used by the 
mortal devotees of the Blood God (cf. 
934.457.worldEaters). In conjunction 
with the Bloodletter's unnatural strength, 
these deadly weapons can penetrate 
even the armored flanks of a standard 
pattern Rhino. It is known that there 
exists one Daemon creature steeped 
further In the favor of Khorne, the 
monstrous Bloodthirster. This immensely 
powerful creature towers over its minions 
and is possibly the most formidable of all 
Greater Daemons. It is consummately 
skilled in the arts of war and can smash 
apart an armored bunker with one blow. 
Inordinately powerful, none can best this 

I saw throe o( them. playing like 
children in the entmls of I\lyer and 
Rubril. at the end or the corridor .• od 
I r.n like hell back to the (ront line. If 
they Iud ought me. a violent death 
would have seemed like paradise. 

Trooper Viliad 
o( the Minervan Tank Hunters 



behemoth at close quarters; for II Is 
war Incarnate. 

The Daemons of Slaanesh are slighl In 
build, but their size belles their lethal 
prowess at close quarters. The long. 
razor-sharp claws of the Daemonette. 
akin to the diamond· hard chltln of the 
Tyranld Geneslealer, are capable of 
slicing through adamantium. Along with 
the grealer form of the Slaaneshl 
Daemon. the many-armed Keeper 01 
Secrets. these beasts are thought to 
exude a strong musk that dulls the 
senses and erodes the free will 01 their 
prey. Comparatively small. even the las­
lire 01 Imperial Guardsmen has proven to 
be effecbve 8galnst them. However. 
unlike their Khornate counterparts. the 
Daemons of Staanesh are cunning end 
attack with guile and speed rather than 
ferocity and strength. 

Conversely, the maggot·kln of Nurgle 
have proven to be excepliooally durable 
on the fiald of war and range from the 
size of a human Inlanllo that of a battle 
tank. Among all the Daemons of Chaos. 
they may have the strongest link to the 
physical realm. for their plague-riddled 
forms can shrug off heavy bolter shells 
as though they were mere stubber 
rounds It Is likely that their addled 
physiology cannot feel paln. The rotten. 
rusted blades used by the blighted hosts 
of Nurgle carry virulent poisons and tast· 
ectlng baCleria that. when brought In 
contact with exposed flesh. cause the 
affected areas to wither and slough off as 
the contagion spreads throughout the 
vlcllm's nervous system. These 
Daemons also harbor Nurgle's Rot, a 
corruption of the soul that can potentially 
Infect any Jiving thing In the Daemons' 
vtclnlty. There Is no defense against 
these Daemonic Infections other than 
true faith, end even an Ogryn's stalwart 
metabolism Is no malch for such 
potent afflictions. 

Stili more nauseating Is tha propenSity 
for the Daemons of Nu(gle to eject 
torrents of infected bite at close range, 
seeping Into and burning through all 
materials up 10 and InCluding standard 
Issue nak armor. Even vanquishing such 
beasts With power fists and thunder 
hammers is folly. for the merest 
spattering of the Ichor that serves 9S 
their blood can lead 10 a paInful. plague­
ttddled death. 

The Tzeentch entities nicknamed 
"Horrors· and ~Flamers~ are the ooly 
manner of Daemonkln known to manifest 
a ranged attack. This generally lakes the 
form of multicolored daemonlc names 
eJected from Ihe Horror's eyes, mouth, or 
hands. The effects this baJefire has upon 
Its target vary wildly. The aftermath 01 the 
Balsalr Symposium In 885 .M37, 
extensively investigated by the Ordo 
Malleus 9nd the Relictors Chapter, 
remains the archetypal illustration 01 

what these Daemons are capable 01. 
The corpses of the heretics present 9t 
the symposium ranged from severely 
burnt to mutated beyond all recognition. 
Among the bodies were mewllng, 
ravaged mounds that hed once been 
men. CounUess eyes and mouths 
opened across blistered flash to plead 
lor a merciful end to their newfound 
existence. Several of the altered had 
grown In pert 10 resemble animals, 
insecls, or the Horrors that had wreaked 
such carnage upon them. Others were 
reduced to stringy puddles of fibrous 
gore or hung In mid'alr, their dangling 
organs arranged to spall out eldrltcn 
Tzeentch runes. Once the irwestlgaUon 
had been concluded, the enUre complex 
was pul to the torch. 

Alone among the daemonlc species, the 
minions of Tzeentch are vulnerable at 
close quarters. Although Ihelr scrabbling 
claws and many-fanged mouths can tear 
apart a guardsmen with ease. they are 
no match for the Adeptus Astartes. TheIr 
propensity to split and reform In an 
accelerated form of asexual reproduction 
Is alarming but ultimately a mere 
distraction 10 a determined assault. 

Dlle to the fact that all Daemons tend to 
manifest suddenly and unexpectedly In 
the heal of battle, h Is extremely djfflcult 
to mount a defense against them with 
ranged weaponry. Therefore. the only 
measure of safety an Imperial trooper 
can have against these diabolic foes Is 
unShakable conviction and faith In the 

Emperor, bolstered by a thorough 
knOWledge of the Impenal creed. 

Technology 

Daemons appear to have no concept of 
technology, and understandably so. For 
their actual forms are optimized for the 
lurtherance of their god's whims, and 
they need nothing so human as lools to 
achieve their g091s. However. there 
remain a few notable exceptions. Chaos 
Space Marines that have ascended to 
daemonlc status sometimes retain 
twisted and matlormed versions of their 
original waaponry and annor, olten lused 
Into their very fonn until the two become 
Indistinguishable, to 9 greater or 
lesser elClant (cf.094.476.tachnovlrus. 
Obliterator) . Far Irom standard paHem 
boilers and close combat weapons. 
Ihese accouterments have twIsted and 
changed over the millennIa Ufllilthey are 
virtually unrecognizable and can even 
sprout from the flesh 01 the entity In 
question. Daemon Princes the sIze of 
Dreadnoughts have been described as 

• 
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sun sporting a mockery of their anginal 
power armor, whether it has grown wlth 
them as part 01 their form or Is some kind 
of daemonlc exoskeleton is unknown. 

Perhaps the closest parallel to 
technology available to the daemonlc Is 
the Daemon weapon. These are created 
by taking a sword or some other 1001 of 
wer and debasing It with prolane, 
sacrilegious runes until It Is possible to 
Imprison e Daemon within the fabric of 
the weapon Itself. This adds a 
tremendous degree of potency and 
magical power to the artifact In question. 
although this invariably differs from item 
to Ilem. A variation of this process has 
even been appned to standard pattem 
Imperial vehicles by Imprisoning a 
daemonlc entity within the hull of 
anything from a Dreadnought to a Land 
Raider. It Is even suspected that the 
minions 01 Chaos create mechanical 
vessels purely lor this purpose 
(cf.016.924.Detner). 

Threat Index and Imperial Polley 

The threat of the daemonic cannot be 
underestimated. and it Is the sworn duty 
01 every member of the. Orda MaUeus to 
destroy any trace of such entities. There 
can be no resl In the. persecution of 
daemonlc creatures or those who would 
traffic with them. and antlre worlds heve 
been sacrificed to prevent catastrophic 
daemonlc Incursions and Irreparable 
damage to the bamers separating warp 
space and reat space. 

Some believe that the Inquisitors 01 the 
Orda Malleus and (by extension) the 
Grey Knights ere too zealous in their use 
of lethel force end cite the destruction 01 
valuable planetary systems that have 
been suspecled 01 beIng under 
deemonlc Influence but were later found 
to be free of corruption . But these 
opinions are voiced by those who have 
never seen the hO(ror wraaked by even 
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one deemonlc entity. Even a single. 
unprotected psyker can unwittingly 
provide a gateway for a Daemon to 
breach the barriers between the 
Immaterium and real space. And where 
one Daemon travels. others can follow. 
as Its very presence weakens the fabric 
of reality. 

Upon detection of a deemonlc Incursion, 
the Orda Malleus can call upon any and 
all local resources to aid them In their 
light againsl the spawn of the Warp. 
Should the threat prove serious enough, 
and there are Grey KnIghts near, an 
InquIsitor can cell on the Chamber 
Militant of the Orda Malleus. An Inquisitor 
and his allies have the fun remit 01 the 
HIgh Lords of Terra to requisition any and 
all resources they deem necessary In 
order to meelthe threat 01 the daemonlc. 

To the Ordo Malleus. there Is no 
measure too extreme that can be taken 
In the fight against the creatures 01 the 
Warp, and any collateral casualties 
among civilian populaces naar the 
fighting are seen es the lnevllable 
consequence of combatmg such evil. 
The ultimate sanction of Extermln&tus, 
whereupon an entire planetary 
biosphere Is destroyed. is also avallable 
to an tnquisitor. Such measures afe 
never undertaken lightly, but no Inquisitor 
would shy away from theIr use should 
the situation warrent 

Evan after the daemonic incursion is 
defeated, the wor1c: of the Orda Malleus Is 
not complete. as every trace of the 
corrupted ground must be ritually 
purified. EveI)' living thing touched by 
Chaos must be destroyed in cleansing 
Ilames, and the area must be 
quarantined for decades or even 
centuries before it Is declared safe. 

Social Structure 

The daemonlc legions exist In a Jah1y 

well established hierarchy. although this 
Is by no means rigid, as a daemonlc 
entity can rise and fall in the favor of his 
patron god over the course of a single 
day. At the lowest end of the hierarchy 
are the Spawn, those who have failed In 
their quest to become a Daemon Prince 
and have been transformed beyond all 
recognition by their Ilckle gods Into a vile, 
flalling mass 01 limbs. mouths. spikes, 
and ectoplasm. At a similar level are 
Daemons such as the pustulant 
Nurgllngs. entities that gibber and cavort 
In the wake 01 the scions of thei r 
putrid god. 

Above them are the daemonlc beasts, to 
whom notions of status ate Irrelevant. 
The Juggernauts of Khome, part InJamal 
machine and part daemonlc lIesh, are 
used as mounts by the Berzerker 
champIons of the Blood God. The 
Slaaneshl equivalents, serpentine fiends 
with long, lashIng tongues. are almost as 
deadty; their hypnotic musk debilitates 
the victIm belora the warrior mounted 
upon It strikes the killing blow. The riding 
Daemons of Tzeentch, although 
sentient, have the appearance of a 
metallic disc and the temperament 01 a 
shark. Sorcerers of Chaos often employ 
these strange creatures to convey them 
into the mIdst of banle. accompanied by 
screeching, blade-winged Screamers 
that are attracted to the magical energy 
01 their master&. The Furies. Winged 
Daemons that descend upon theIr prey 
In a cloud of sharp fangs and slicing 
claws, are thought to owe allegiance to 
no given Chaos power and fight purely 
lor the love of carnage and death. 

The malority 01 daemonlc enlities occupy 
the next step In Ihe hierarchy and are the 
beasts most IIkety to answer Ihe 
summons of the herellc. These are the 
daemonlc loot soldiers of the Chaos 
powers and comprise the Daemonetle, 
BIOQdletler, Horror, and Plaguebearer 
(see Physical Chsracteristrcs, above). 



At the upper echelons of the daemonic 
hierarchy are the Greater Daemons, 
those who are truly the closest in nature 
and spirit to their overlords. Physical 
manifestations of the evil and despicable 
Chaos powers they serve, Greater 
Daemons have the power to command 
whole hosts of their lesser kin. Only 
those with the favor of the gods may 
summon a Greater Daemon to the 
material plane, and such an action 
invariably costs the life of those foolish 
enough to try. 

At the pinnacle of daemonic society are 

the Daemon Princes. To a follower of 
Chaos, the ascension to the status of 
Daemon Prince Is the ultimate accolade. 
Although many are less powerful in the 
field of battle than the Greater Daemon, 
there are those have the capacity to 
enslave worlds to their whim, or change 
reality with a glance. For unlike the 
Daemon created from the stuff of the 
Immaterium, the Daemon Prince was 
once mortal and has proved himself 
through countless centuries of slaughter 
and sacrifice to be a truly worthy servant 
of Chaos. Daemon Princes retain the 

driving ambition and ruthless cunning 
that elevated them to Daemonhood, and 
the qualities that gained the favor of their 
deity are magnified a hundredfold. Each 
of the worlds in the Eye of Terror is ruled 
by a Prince of puissant power and 
influence, and the Princes answer to 
their god alone. It is even rumored that 
among the ranks of the Daemon Princes 
are the Primarchs that turned against the 
Emperor during the Horus Heresy, a true 
testament to the power that some of 
these diabolic individuals now wield. 

• 
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With the release of the new Code.: 
Chaos Space MDrines, this Inue we 
thought we'd ask the 'Eavy Metal 
team how they pointed the Infamous 
Aboddon the Despoiler and the 
mysterious sorterer Ahrlmon, both 
designed by Jes Goodwin. MASTERC LAS S 
ABADDON THE DESPOILER 

ASSEMBLY 
The Abaddon model was glued together 
and given an undercoat of Chaos Black 
spray. Any areas of poor coverage were 
later painted with a thinned-down coat 
01 Chaos Black paint. 

PAINTING THE MOOEl 
The largest areas on the figure are the 
plates 01 Abaddon's Teminalor armor, 
and these are relatively simple to paint. 
Arst, the plates were lightened at the 
edges wlth Scorched Brown, followed 
by Codex Grey 10 hIghlight them. Codax 

Grey on Its own was 
used on the very 
edges of the plates 
to add the llnal 
highlight. The pipes 
on Abaddon·s chest 
plate were painted In 
exactly the same 
manner. Brazen 
Brass was used to 
paint the edging on 
Abaddon's armor. 
with a Shining Gold 
highlight added on 
the raised areas. A 
watered-down mix of 
Chestnut Ink and 
Brown Ink was then 
applied to the gold 
edging. Remember 
that wnen applying 
Ink washes, it's 
always better to use 
several thin layers 

rather than one thicker one, as you'll get 
more even coverage, and there's tess 
danger of getting Ink where you don't 
want it 

The metal areas of lhe model, such as 
the Talon of Horus, 
trophy rack, and the 
Daemon Sword, were 
painted with Bollgun 
Melal. A first highlight 
of Chalnmail was 
applied, followed by a 
final highlight of 
Mithrll Sliver, A 50150 
mix of Black and 
Brown Inks was 
washed around the 
rivets of the talon's 
blades and Into the 
recesses of the 
sword. Scab Red was 
painted Into the 
screaming mouths 
along the blade 
before the metallic 
paints were applied to 
the sword. Fur1her 
thlnned-down washes 
of a 50150 Blue and 
Black Ink mix were 
Ihen appl1ed to the 
Daemon Sword. 

The skulls on 
Abaddon's trophy rack and annor were 

rirst 91\1en a basecoat 
of Codex Grey and 
then highlighted with 
Fonress Grey. A dab 
of Skull While was 
added to the mix 
before a final highlight 
of pure Skull White 
was applied, An equal 
mix olthlnned-down 
Black and Brown Inks 
was then washed Into 
the recessed teeth 

and eye sockets of the skulls. 

Abaddon's face was painted by the 
same method used 
on the skulls on his 
trophy rack, but a few 
drops 01 Red Ink 
were added to the 
linallnk wash used 
on the skin to give It a 
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"fleshier" tone. More Red Ink was added 
around the areas where the cables 
penetrate Abaddon's face to give the 
appearance of bruised flesh . 

Abaddon's top knot was given a 
basecoat of Red Gore and then 

highlighted with 
Blood Red. A 
50150 mix 01 
Blood Red and 
Blazing Orange 
was then 
applied as a 
final highlight 
To finish the 
top knot. 
thinned-down 
mixes 01 Red 

and Black Inks were 
brushed Into 
Its recesses. 

The tassels hanging 
Irom Abaddon's spikes 
were painted with the 
same techniques used 
on the armor, but 
Bleached Bone was 
used Instead 01 
Scorched Brown. The 
Space Marine helmet 
on the spikes was 
painted Shadow Grey, 
and Its edges were 
highlighted by adding 
progressively more 
Skull While to the mix. 

The shell ejection ports of Abaddon's 
stOf'lTl bolter were painted In a 50150 mix 
of Dwarf Flesh and Chaos Black, then 
highlighted with Dwart Flesh on Its own. 
Lastly, a thlnnad-down mix of Black and 
Brown Inks was washed over the 
ejection ports. 

Abaddon's base was first coated with 
thlnned.tfown white glue, then sprinkled 
with sand. and Iinally washed with Black 
Ink. The base was then drybrushed with 
Codex Grey and finally Bleached Bone. 
A few patches 01 Static Grass were 
glued to the base, and lis edge was 
painted with Goblin Green. 



ASSEMBLY 

OF THE 
THOUSAND SONS 

Assembling the Ahriman model was 
done In the same way as Abaddon. with 
the exception altha head and 
backpack, which were painted 
separately and glued on last 10 ensure 
thai the chest plate and shoulder pads 
could be painted. 

The barrel and 
muzzle brake 
of the 
boll pistol 
were drilled 
lengthways 
and crossways 

with a pin vice. The casting process 
cannot reproduce the hollow shape 01 8 
real gun barrel , but II's very easy 10 
achieve yourself. This technique can be 
used 00 many models and Is easiest 10 
achieve on the bolt guns and pIstols 01 
the plastic Space Marines and Chaos 
Space Marines. II's not always worth 
doing on every model in your army but 
gives a character model such as this 
008 an added level 01 delalilhal will 
distinguish It from the rank and file. 

PAINTING THE MOOEl 
The colors have been kepi 10 a limited 
but strong color palette, which means 

thai this 
striking model 
can be seen 
clearly among 
an army of 
other 
miniatures. 
Using a 
limited palette 
on a model as 
Intricately 
sculpted as 
this one 
means that 
your paint 
fob won't 
compete with 
the detail on 

the miniature 
Itself. The main 
color used is 
Regal Blue, 
which has 
been applied 
to the robes, 
gloves, helmet, 
backpack, and 
bolt pistol. This 
color has been 
hlghl1ghted 
with a 50150 
mix of Regal 
Blue and 
Ultramarines 
Blue, then pure 
Ultramarines 

Blue, followed by Ice Blue on its own, A 
watered-down glaze of Blue Ink was 
applied next \0 bring out the depths of 
the lolds In the labrlc, followed by a final 
highlight of Ice Blue along Ihe 
raised edges, 

The Inside of 
the robes as 
well as the 
hood and 
details 
around the 
helmet were 
painted 
Leprous 
Brown, 
blending up 
to Golden 
Yellow, This 
was loIlowed 

by a 50150 mix 01 Golden Yellow and 
Skull White and finished 011 with Skutt 
While on its own. The tone of these 
areas, along with that used on the 
horns, forms the second element 01 the 
color palette, complemenllng the deep 
blue used on the maJorlty 01 the model. 

The horns 
were first 
painted 
Bestial 
Brown and 
then blended 
up to Vermin 
Brown. The 
outside 
edges of the 
horns were 
blended up 
10 a final 
highlight 01 
Vomit Brown. 
The linal 
highlights 
were 
applied with 
Bleached 
Bone and 
with Skull 

White on the outermost edges. 

The Staff 01 Ahriman as well 
as other details such as the 
armor trim and backpack 
were painted for an ornate 
leel appropriate to this 
powerful and important 
character, The base for the 
effect was a 50150 mix 01 Tln 
Bitt and Shining Gold. 
Shining Gold on Its own was 
then added , followed by a 
mix 01 Shining Gold and 
Mlthril Silver. A glaze 01 
watered-down Brown Ink was 
applied next to emphasize 
the recesses and give the 
areas a warm, rich tone. 
After the glaze had dried, !he 
uppermost areas were 
picked oul , Itrstln Shining 
Gold , then in a 50150 mix 01 
Shining Gold and Mithrll 
Silver, and finally in Mlthril 

Silver on 
its own, 

To complete 
the ornate 
appearance of 
the model. extra 
details were 
added 10 the 
robes. These 

are reminiscent of the patterns you 
might expect to lind on a Warharnmer 
wizard's robe, and they provide a strong 
focus when the model Is viewed from 
the side or rear. These pallems were 
painted as simple lines 01 Chaos Black, 
A thinner line of Skull White was then 
applied within each black line, giving lhe 
effect 01 the black outlining the white. 

The gems on 
the front and 
back of the Staff 
of AMman were 
painted with a 
simple. yet 
highly ellective 
method. The 
single eye on 
the front 01 the 
staff was given 
a basecoal 01 
Scab Red, then 
Red Gore. A 
dab 01 Skull 
White was 
mixed Into the 
Red Gore, and 

two tiny dots of Skull While were placed 
to represenl light reflecting off a glossy 
surface. The same technique was used 
for Ihe gem In the back of the staff by 
starting with 8 base of Dark Angels 
Green, blended 10 Snot Green, and 
lightened with Skull White. A thin black 
line was applied to give the appearance 
01 an ins althe center 01 a mystical eye, 
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II's been a long hard struggle 
against the Ordo Malleus. The 

Warhammer 40,000 
Overfiend and his 

cutthroat crew have 
published their 
treatise on the 
Legions of 
Chaos, Codex: 
Chaos Space 
Marines. 

BY PETE HAINES & ANDY CHAMBERS 
Greetings (Itilens and be warned, for I have troubled limes to recount in this 
month's Chapter Approved. The dreaded (hoos Space Morlnes Legions are 
regathering their strength ond preparing to launch an assault on the Imperium. 
Our agents have risked death to bring us this report ••• 

(ODEX: (HAOS SPAtE MARINES DESIGNERS' NOTES 

Pete: The Year ot Chaos continues with 
the release of Codex: Chaos Space 
Marines. and It Is my pleasure to 
explain some 01 the thinking that went 
into Its design and production. 

Uke many garners who have been with 
Wartlammer 40,000 since Its earliest 
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origins, I have a par1icular lasclnation 
with the lorees 01 Chaos. Wh9fl Andy 
Chambers, the Warhammer 40,000 
Overllend. told me that I would be 
handling the project, I was 
simultaneously delighted and terrified. 

The delight is easily explained. I en}oy 

having a role-playing element In my 
games of Wartlammer 40,000. For me, 
there Is lar ffiOfe fun to be had if the 
characters that lead my annies are lully 
defined with I\8mes, background, end 
equipmentthet Is entertaining, 
charactertul, and reasonably effective. 
This Is what lirst drew me to the Space 



Marines, and It was with my Harbinger 
Chapter that I cut my teeth In 
Wamammer 40,00 and developed a 
better view of what I actually wanted lor 
my next army. 

The Realms 01 Chaos books came out 
about this time. along with the TItan 
legions game. 
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t read these books fully expecting that 
\he forces of Chaos would become 
regular opponents for my Space 
Marines. However, t finished these 
books with a strong urge 10 collect a 
Chaos Space Marines army Instead. 
There's no mystery why this should be 
the case; In comic books, novels, and 
movies, anti-heroes and villains are far 
more fascinating than the heroes. The 
daM< menace of Dr. Hannibal lecter, 

Fabius Bile WIiIS once a hero o( the Great 
Crusade, but since the Horus Hemsy, his 
genstlC research has spawned monSlflfS, 
dBlmed millions of victims. and led him 
around the galaxy pursued by the forces 
o ( the Imperium intenr on folNng his next 
plot. There is more to Fabius Bi/e than a 
gam,ng slall,ne; mere Is an Implicit 
na"8tive that cannor help but spill over 
and embell,sh your games. 
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Pinhead, or even the Joker Is clearty 
popular with audiences. Compared wilh 
the best villains, heroes can be rathar 
dull, because they are too perlect, too 
lucky. or just downright 100 predictable. 
A classic villain has grandiose plans 
and gets 10 deliver long soliloquies to 
captured enemies and Intimidated 
henchmen. He is resourceful and tough, 
exuding the kind 01 cool menace that 
only a villain can. In every respect, he is 
more than a match for the hero except 
lor the fact that he has naws and 

weaknesses. These can range from 
rampant megalomania to a 
penchant IOf explaining his cunnIng 

plan to the wrong person; clearly, 
villains cafTY the seeds of theIr 

own destruction with them. 

looking at Chaos Space Marines, we 
have genellcally engineered supermen, 
trained to the highest slandards and 

equipped with the finest weaponry, 
who had been part 01 a Great 

Crusade In which they were 
hailed as the savlOfS 01 
Mankind. They are then 
comJpted, their all-so­
human desires and frainies 
preyed upon by beings of 
consummate evlt until they 
tum on their brothers and 

nght an apocalyptic civil 
war. The survivors are then 

hardened and embittered by 
deleat and exile . Damned by 

their sins. they must start to buitd 
anew, mastering the madness of the 

Eye 01 Terror and building their 
strength to strike back at the 
Imperium. What could be cooler 
than that? 

The terror I leI! stemmed lrom the lact 
that, because so much good wort.; has 
been dorIe on Chaos In the past. there 
seemed to be an enormous 
responsibility to get It right. When the 
project started, the excellent Index 
Astartes series In While Dwarl was Ip 
full flow and was. each month, buildIng 
the background 01 each of the original 
Chaos Space Marine legions to a 
hitherto undreamt 01 level. Claarly, there 
was no point in duplicating this mat 
The other point that Index Astanes 
raised was that. as we had already let 
the genie out 01 the bonia by detailing 
specific rules lor all nine Original Chaos 
Legions, It was going 10 be practically 
Impossible not to carry Ihe principle 
forward Into the Codex. this meant that 
the book would have a lot 01 rules 
material to cover. The other worry was 
that Chaos rouses stroog views in Its 
devotees; howevar the final version 
shaped up, it was likely to be a bit 
controverslat, especially as the rules 
presented in White Owarl would 
probably need to be streamlined to fit 
Into a Codex forma\. 

There were a number 01 obje<:Uves t 

wanted to achieve with the army list. I 
stuck to them quite rigorously. and as 
such. they are worth explaining lurther, 
as they ara the basis 01 the most 
important changes made In the new 
Codex: Chaos Space Mannes. 

DIVERSITY 
The Codex formallzes the Idea that 
there are nine entirely different Chaos 
Legions. each wllh its own strengths 
and weaknesses rather than a single 
homogenized force. 

II had become clear to me that slngle­
Legion armies wera the preference of 
the vast majority 01 Chaos play."." and 
the response to Index Aslattea was all 
the confirmatJon that was needed. With 
the Index Astartes compilatiolls as 
companion volumes, Codex.' Chaos 
Space Marines could locus on rules. 
because the In-depth background for 
each 01 the Legions had already 
been published 

I had already developed a dear view 
about whether to Include Cultists and 
other Chaos-aligned troops, such as 
mutanta and abhumans. The name of 
the Codex would be Codex: Chaos 
S".ce Marines. so Ihe whole emphasis 
WOUld be on tl'l8 Traitor legions 
themselves. Obviously, it would have to 
cover Daemons, as the Chaos Space 
Marines have the ability to summon 
tnem. However. I saw no good reason 
lor Including Cultists other than as al) 
Alpha Legion option (and I made sure 
that these were quite specialized). 
Cultists work best as a separate army, 
and there Is plenty 01 scope for a 
distinct Cultist army list to be 
developed later. 

Also, In terms of diversity, we've 
observed that Chaos players have 
always been among the keenest 
converters In the hobby. A look through 
the Golden Demon archives is alilhe 
Illustration needed. Because of thiS, I 
commonly allowed options in the list 
that were unlikely to be seen In the 
range 8S encouragement to figure 
converters. t am 10000Ing forward to 
seeing the product 01 this extra license 
In Chaos Space Marines armies at 
Games Workshop avents 

OBlitERATORS AND RAPTORS 
Obli terators and Raptors, Ir.oop types 
new to Third Edition Warhammer 
40.000, had to be examined and moved 
forward. Clearty. the basis was there for 
two excellenltroop types. but they had 
never quite caught on. In the case- of 
the Obliterators, they lacked the 
endurance or firepower that their 
Imagery (and points vatue) Implied. 
Raptors were slmilar1y very expensive In 
points lor what they did. Fortunately, 
these rules were easy 10 fix. and the 
miniatures designers did a great }ob 01 



Chaos Space Marine L9gions each have their own dlstinc/ style and do nOl have to ligh/lllongside each olher to be balanced and effective. 

making the new models a lot more 
elCciting too. I have no daubl that both 
Iroop types will be a much more 
commoo sight in Chaos Space Marine 
armies after Ihe new CodelC Is released. 

VHERANS 
Chaos Space Marines ere all, to some 
elCtent, veterans. The long war has 
hardened them in a way only the oldest 
Dreadnoughts of the loyalist legions 
could unclersland, The new Space 
Marines mIght have their Land 
Speeders, multi·mellas, and plasma 
cannons, bUllhe Chaos Space Marines 
have elCperience. That has 10 counl for 
something. To represent Ihelr 
experience, I detailed a number of 
Veteran skills drawn mainly from 
campaign e!Cp8rience systems but also 
from the special skills lists that have 
been deve'oped to support the IndelC 
Astartes articles. Chaos Space Marines 
can select skills from Ihls list al an 
appropriate polnts cos\. In Ihls way, any 
Chaos Space Marine can be fielded as 
a Veteran with something 10 show for 
his 10,000 years 01 elCperience beyond 
being able to infiltrate. The key 
balancing factor Is thai there is a points 
cost for each skill. These are not sel at 

prohibitive levels, but allocating more 
than one skill will quickly gal expensive. 
Allhough Chaos Space Marine Veterans 
have access to the full gamut of Veteran 
skills, they all oeme at a price. loyalist 
Chapters, such as the Space Wolves, 
have some of the same skills, because 
they have specialized in a particular 
style of combat down Ihe generations 
and are very good at tramlng their 
recruits in their distinctive method of 
lighting. The points costs of these 

troops do not fully reflect the value of 
these skills; however, loyalist Chapters 
are not as spoiled lor choice as their 
Chaos counterparts. As a practical 
elCample, if 8 Space Wolf Grey Hunter 
had to purchase his specIal skitls from 
the system In Codex: Chaos Spacs 
Marines, he would cost 20 points rather 
than his normal 17. Such is the price 01 
versatility; Chaos Space Marines can 
have some very useful skills but have to 
pay the price lor them. 

Th8 new Obi//sra/ors and In. Havocs models a,. Incrtldible 
sxamples of /he mlnlalures designers ' afT! 
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GIFTS Of THE GODS AND 
THE PATH TO DAEMDNHOOD 
The Chaos Gods may be mercurial 
masters, but their gifts afB real. They 
offer true Immortality as a Daemon 
Prince to their most successful 
followers, and most Chaos Space 
Marines strive towards thai goal. The 
Daemon Princes In Codex: Chaos 
Spsce Marines arB specifically Marines 
who have achieved Daemonhood: they 
afB not cull leaders or possessed 
Psykers. The path they follow Is 
traveled one step al a lime; traditionally, 
the servant of Chaos gels successive 
gifts from his patron that ultimately lead 
him to Daemon hood. Thus, each Chaos 
Lord would be somewhere along the 
path to Daemonhood. Instead 01 having 
separate proliles lor Chaos Lords end 
Daemon Princes, there will be the 
option to decide how lat along the path 
an individual is, by allocating daemonlc 
gifts to him as Wargear. 

Therefore, I aKlended Ihe Chaos Armory 
considerably. The range of Wargear 
allallable Is larger than that for any 
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other army, because Chaos Wargear 
Includes afl manner of Daemonlc Gifts. 
This large list gives Chaos players 
Iremendous flexibility when equipping 
their characters and enables Chaos 
lords to retake their place among the 
more powerfulindilliduais in the 
Wamammer 40,000 game. I see this as 
being tolally consistenl with their role as 
humanity's greatest nemesis. 

Just because Chaos Space Marine 
armies can be led by poweriullords 
does not mean that they halle to be. In 
smaller engagements, II Is easy 10 
envision armies being led by trusted 
lieutenants desperate for lIiclOry to 
appease their merciless and vengeful 
masters. The optloo for a 2 Wound 
lieutenant was therefore Included In the 
lisl, and I am I'Iopefullhallhls will 
encourage Chaos Space Marine players 
to build up a cadre 01 henchmen to 
command their armies in different 
missions when the presence 01 their 
Chaos lord Is not justified. Allematively, 
a lieutenant can be used to represent 
the leader 01 a small Chaos Space 
Marine lorce lighting to establish a 

reputation of its own. After a lew battles, 
you could always add abUlties to rellect 
his success. perhaps upgrading him 
later to a Chaos lord so that he can 
begin Ihe struggle to Daemonhood. 
Changing your army composlUon In this 
way to reflect an ongolng narratille 
linking your games together Is a greal 
way 01 giving an army character and Is 
easlly achieved with the new Codex. 

DAEMONS AND POSSESSION 
Daemons ara an essential component 
in the armies of several of the Trailor 
legions. The Black legion and 
Word Bearers In particular have made 
numerous pacts binding Daemons to 
their selVice. Such Is the power and 
stalus of the Chaos Space Marines that 
they can ellen call upoo the mighty 
Greater Daemons to Ughl at their side, 
although ills not so clear who 1s the 
master when bargaining with these 
most powerlul 01 entillesl 

In the new Codex, it was Imponant to 
review the abilities of Daemonkind In 
light of the new range of Daemon 



models and to differentiate more 
between the different types of Daemons 
in the game. Although I remained aware 
of the way the different types of 
Daemons worked In Wai'hammer, there 
was no avoiding the fact that it was 
impossible to use Identical abilities here. 
In the Warhammer world. Daemons .re 
frightening, but they only need to face 
cmssbows. In Warhammer 40,000, 
Daemons have 10 contend with energy 
weapons and battle cannons and so 
needed to be a little bit beefier to 
work correclly. 

The Idea 01 having Grealer Daemons 
possess characters In the army has 
been around for quite a while and 
worked pretty well under the old Codex. 
In light of the Inquisitor game though. I 
was keen to draw some Ilnks 10 the 
way Daemonhosls worked and made 
changes accordingly. Now, a single 

character is secrelly designated as the 
Daemon's host belore the battle and 
has the choice 01 either Inviting the 
Daemon to possess him or holding it off 
on a tum-to-tum basis. 

Daemons are creatures 01 the Warp, 
and their presence in the material 
universe Is a constant fight against 
powerful physicallorces. By possessing 

a mortal host, however, 
Daemons can maintain 
their presence 
Indefinitely. Chaos 
Space Marines 
frequently offer 
themselves 

as hosts to Daemons and barter their 
very bodies In return lor the power of 
the Daemon. Possessed Chaos Space 
Marines had been a major feature 01 
Traitor Legion army lists in Realms of 
Chaos but had since become less 
prominent. The Third Edition Codex 
included a random system for including 
possessed that restored the troop type 
to the army but stili lett plenty of scope 
lor expansion. Caution Is called for 
though_ aa the Daemon can possess 
dead hosts. However, the resultant form 
15 perilously unstable, resulting In a 
quick return to the Warp. 

The main problem I wanted to sort out 
was lhat, with the random system, It 
was Impossible lor players to make their 
possessed models entirely WYSIWYG 
You might convert your troops to have 
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the arms 01 Flamers and the lower 
halves 01 Discs of Tzeentch only to lind 
that their game abilities had no 
resemblance to their appearance. 
Therefore, I reluctantly removed the 
random element and allowed the 
abll1ties of possessed Chaos Space 
Marines to be chosen. I also allowed 
units to bear the Marks 01 their patron 
gods so that there would be a clearer 
distinction between renegades 
possessed by Khomate Daamons and 
those possessed by Slaaneshl 
Daemons. These new rules add variety 
while providing a better base for 
figure conversion. 

A TANK OF THEIR OWN 
Traditionally, the Traitor legions have 
used a subset 01 the weaponry available 
to the loyalist Space Marine Chapters, 
and this Includes their vehicles. Ten 
millennia have passed since the Horus 
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Heresy, however, In tllat tlme, the 
Imperium has added the Razorback to its 
arsenal and formalized the use of jump 
packs and land Speeders. This raises 
the question 01 what the Chaos legions 
have come up with. In the Epic 40,000 
game systems, the Chaos lorces were 
augmented by Daemon Engines in a 
wide variety 01 shapes and sizes. 

Although none of the Epic designs were 
really right lor Warhammer 40,000, the 
Daemon Engine concept was a very cool 
one. Given the previously mentioned 
diffICulties Daemons have surviving in the 
real universe, providing them with a 
mechanical vesset was a logical Slep. We 
made some notes detailing wllat we 
wanted the Daemon Engine to do and 
put together some eKamples 01 possible 
visuals from comics, movies, and 
hlstolical 
vehlctes. 
Next, the artists 

took over and drew up a range of really 
inspiring concepts Irom which we 
selected the working concept to be 
refined and realized by Jes Goodwin and 
lim Adcock. At the time 01 writing , the 
development of the new vehicle is 
proceeding well and will result in an 
exciting, new, and unique element to 
Chaos Space Marine armies: the Deliler, 
Daemon Engine of Chaos, a machine 
that owes nothing to the Imperium and 
everything to Chaos. 

AND THERE'S MORE .•• 
Those then were the most significant 
changes developed in the new Codex: 
Chaos Space Marines, but lhey are not 
the lull story. There are numerous other 
new features, revised psychIC--powers, 
new rules lor Noise Marine sonic 
weaponry, a wide range 01 new vehicte 
upgrades, and a lOad 01 new Daemon 
weapons loremost among them. t'm sure 



that Chaos Space Marine players will find 
a lot 01 meat in the Code)( to chew on for 
some time to come, as well as the 
Inspiration lor their new armies. It's going 
to be a lot ollun. 

Andy: With Peta concentraUng on the 
nuts and bolts of the army list, the bulk 
of my woric. on the new Codex: Chaos 
Sptlce Marines was concerned with 
evoking the incredibly rich background 
of the whole ethos of Chaos. The Index 
Astartes series covers the history of the 
Individual l egions and should be seen 
as a companion series to the new 
Codex. Thus, I had no need to repeal 
more than the bare essenllals needed 
to familiarize a new reader wtth the 
Imperium's darkest days. 

IGNORANCE IS A VIRTUE 
A really enjoyable aspect 01 this process 
was delving Into all the material ever 
wriHen on the subject of Chaos, the 
Chaos Gods, the Warp, and all the 
olher weirdness published over the 
years. 1 waded through the original 
Realms of Chaos books, Rogue Tracler, 
Space Marine, Adeptus l1tanlcus, Dark 
Millennium, and even a scarily precise. 
unpublished treatise on the nature of 
Chaos written by Rick Prieslley In the 
late 'SO's. 

All this research gave me 8 feel for the 
subject that I wanted to communicate In 
the book, but the trick with background 

material is never to lei on too much In 
one go. You can engage with the 
background on a far deeper level I! you 
have to work much of It out for yourself, 
rather than having It all laid O1.It before 
you. I know this, because I've been 
Involved in the hobby since the mid 
'SO's and I'm very keen Indeed to 
conllnue the quafity of work thai has 
kept me engaged In the Warhammer 
40,000 unlverse alilhattime. 

So, the bulk of the background material 
focuses on putting across the "look and 
feer of Chaos In the 41 sl millennium. I 
hope players will fee/Inspired 10 create 
the sor1 01 characters Pele was talking 
aboul before - super·vlllalns and anti· 
heroes - and the baCkground will give 
readers a notion of what it really means 
to serve Ihe Dark Gods. 

MEDDLING WITH THE DARK POWERS 
Having lrawled through all the written 
malerial on Chaos and having played a 
Chaos Space Marine army myself lor a 
number of years, there were a lew 
areas 01 the army list thai I really 
wanted to have a say In. Some rules, 
troop types, and Wargear serve as 
much as storytelling devices as they do 
elements 01 your army, and writing the 
rules IOf these has always attracted me. 
In the case 01 this Gode)(, the areas that 
I leel lall Into this category were the 
Daemon weapons and psychic poWers. 

These are the sorts of rules that anract 
me as a player - not because they are 
game·winnlng gambits, but because 
they are characterlut end lend a unique 
narrative 10 any army using them. So, 
your Chaos lord Is canying an Ether 
lance; how did he acquire it? A 
Daemon weapon can be as deadly 10 Its 
bearer as to the 8flemy. as the 
character struggles lor mastery over Ihe 
entity entrapped within. The bearer may 
actually take damage when the weapon 
rails against his will , and that to me is a 
prime example 01 the roIe-playing. 
storytemng side of wargamlng. 

SELUNG OUR SOULS ••• 
As Pete said, there's lar more to be found 
in the new Codex: Chaos Space Mannas, 
enough to keep the most devoted servant 
01 the Auinous Powers busy for some time. 
My own Iron Wamors army is in the 
process of betng changed over to the new 
miniatures range, and they've already 
undergone some lalriy radical changes 10 
their list in light 01 the new rules. 01 
course, wlth so many lIavors 01 Chaos 
Space Mannes, you may find yoursell tom 
between them - there's that many options 
available. Of ooa thing you can be SUt'9: 

when you buy the Gode)(. you'\I be selling 
your soull 
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All across the Galaxy, Chaos 
Space Marines are on the move. 
This month, we take a look at how 
the compatibility of the different 
Chaos Space Marine boxed sets 
can add variety to your squads of 
Chaos Space Marines. 

With the current selection 01 
Chaos plastic boxed sets 
available, It's nevar been easier 

for a Chaos Lord to add to the size of 
his legion (and with tile fantastic range 
of new Chaos Space Marines hitting the 
sherves soon, Chaos Lords must truly 
feel blessed by their dark patron). 

All of the Chaos Space Marines boxed 
sets have been designed \0 fit perfectly 
not only with each other but with all 01 
the loyalist Space Marine plastic kits as 
well. Also, because aH 01 these plastic 
kits are packed full 01 extra detailed 
pieces, the posslbilHles for conversloos 
are endless. 

The recently released Chaos Space 
Marines boxed set also Includes the 
Mutations sprue, which Is hugely useful, 
not OI"Ily for Chaos Space Marine 
players, but also for those players 
collecting Chaos armies fOf 
Wartlammer. The sprue can be used 
either to make complete squads of 
Possessed Marines or Just to add 
variety to standard squads. 

To Illustrate Just how flexible Ihe plastic 
kits are, we thought we would put 
together a few Chaos Space Marines 
with parts from the Chaos Space 
Marine boxed set mixed with pieces 
from the Khome Berzeriters boxed set. 

TOP TIP 
Before any of the models shown 
here were glued togelher they were 
first assembled with Blu-Tac. This 
step allowed the positioo and stance 
of the model to be lested before any 
glue was applied. 

The Chaos Space Marine boxed 
sets come with lots of extra detaJis 

Ihat are best glued on 
la5l10 ensure that 
the main 

components fit. 
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MODELING 
CHAOS PLASTICS 

BASIC SQUAD 
As an alternative to putting together a 
unIt of stationary Chaos Space Marines, 
we stole the runnIng legs from the 
Khome Berzerker sprues 10 add 
character and creale a very unique and 
dynamic looking squad. The models 
have had Iheir heads positioned so that 
they are aJt looking the same direction 

their weapons are 
aimed. The topknot 01"1 
one 01 the models has 
been twisted gently to 
represent the wind 
blowing the hair 
backwards as the 
~lrrKNeslonNard. 

The squad also makes use of the plastic 
plasma gun from the Command sprue to 
give the unit a bit of extra fi repower. The 
skull on a chain, again stolen from the 

Khome Berzerker 
sprue, was genUy 
bent and glued to the 
lower barrel of the 
gun. This addition 
really helps reinforce 
flo sense 01 movement 
and direction of 

'-~_J the modet. 

No Chaos Space Marine squad can be 
considered complete without a piece 
from the Mutations sprue. For th is 
squad, the malformed hand and spike 
.. ,-___ , combination was the 

perlect choice. The 
hand holding the 
barrel 01 the boltgun 
really fits well with the 
theme of the squad, 
as they cover the 

........ " ... -quickly and lay down 
fire as ttley move. 

HEAVY SUPPORT 
This heavy weapon specialist was put 
together wi th a Khome Berzeriter chest 
plate, which was chosen because of the 
large caliber shell bett wom across It. 
The heavy bolter and body have been 
positioned so that the model looks as 
though he Is aiming al an elevated 
target. The bare head from the Khome 

(LOSE COMBAT 

Berzerker sprue 
looks in the same 

direction and 
reinforces 
the pose. 

Chaos Space Marines aren't afraid of 
gelling up close and personal, and this 
Individual certainly Illustrates that point 

Using two chain 
axes from the 
Khome 
Berzeriter 

sprue, ooe 01 
which has been 

twisted al the 
wrist, gives 

this Chaos 
Space Manne a 

really menacing leel. 
The combination of 
the Khome Berzerker 

running tegs and the 
IWfsled poSition of 
the body and head 

really gives the 
model a sense 01 movement. 



SQUAD lU.DERS 

However, It Is the 
swing of the two 
grenades attached to 
the model's chest that 
really gives the key to 
the model's direction. 

No squad of Chaos Space Marines 
would be complete without an Aspiring 
Champion: these respected Individuals 
have access to the best weaponry and 
equipment that is represented on Ihe 
plastic Command sprue. 

The first Champion uses nearly all of 
the special command 
pieces, marldng him out as 

a particularly feared 
Individual. The model's 
head and hand have 

been posilioned so that 
he Is looking and 
poInting In the same 

dIrection, as he 
readies his deadly 
plasma pistOl lor 

the kUling shot. 

The second model also relies hea .... 11y on 
the Command sprue to show Its 

elevated status wiltlin the squad. 
this time, the body has been 

positioned on the legs as If 
leanIng backwards, with the 

power sword and plasma 
pistol raised above the 

model's head as II 
calls on its gods for 
their lavor. The 
mutated ann, 

which ends with a 
moultl full olteelh. 
was used to create a 
head for lhe 
Champion; sometimes 
the blessIng of 
Chaos can be 
a bad thingl 

TOP TIP 
The Chaos Space Marine boxed sel 
can also be used 10 add variety 10 
units 01 Chaos Space Marine blkers. 

This modeluS8s a head, chest plate, 
large shoulder padS and power list 
from the boxed set to mar\( him out as 
an Aspiring ChampIon. The head and 
ann ha .... e been positioned so that Ihe 
model is looking the same dlrectloo he 
Is pointing. Again, Ihe hair has been 
gently twisted to represent tha wind 
blowing his hair backwards as ltIa bika 
speeds forward. 

With ltIe new assault rules. ltIis 
Individual would really pack a 
punch In close combaL 

MUTATIONS 
Tha pans on tha Chaos Mutations 
sprue simply replace pans of the Chaos 
Space Marine. Wilh a mutated head in 
place of a helmetad one or a tentacle 
instead 01 an ann, a model will appear 
especially gifted by his Chaos patron. 

This model was assembled with a bolt 
plstollrom the Khome Berzerker sprue 
as well as the large mutated ann and 

diseased head 
to represent Its 
loyalty to I 

by Staanesh, 
this model Includes the large·tongued 
head and the tentacle arm to show 

where Its 
allegiance lies. 

The spike-encrusted flSl, Ihe homed 
head. and a Khome Berzerker's chain 

axe and chest 
plate mark 
this model out 
as a chosen 
of Khome. 

Being a 01 Tzeentch. the blind 
head was the obvious choice. as Ihe 
Chaos Space Marine will probably be 
able to see In other ways. As the nead 

is also missing a mouth, 
Ihe ann thaI ends wjth a 

vicious set of teeth &temed 
to make up lor Ihe mqctet's 

deficiencies. 

here are just a few 
examples 01 how 
combining pieces 

from different plastic kits and spending 
a little time and thought on the 
poslUonlng of a model can create some 
very dramatio and orlglnallookJng 
miniatures. 

Elsewhere In the Issue, White Dwarf's 
resident Chaos Lord, Graham Davey 
gives us a demonstration on how to 
painl Black Legion Chaos Space 
Marines quickly and effectively, 

F()( more Information on collecting a 
Chaos Space Marine army, visit 

www.games·workahop.comI 
wdmagazlnelchaosspacemarines 
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Pete Haines Is the man 
responsible for the new Codex: 
Chllos Splice "'ulines. For some 
years now, he has been on avid 
collector of an Iron Warriors 
army. Here, he describes the 
bockground he hos created for 
his army. 

Pete; As with so many things, I never 
planned on becoming an Iron Warriors 
player. II was really just a case of 
being in the right place althe right 
lime, although I doubt that excuse 
would wash with the tnquisllionl I find 
that the armies you stumble blindly Into 
coUecting are the ones you become 
attached to. This cerlalnly applies to 
my Iron Warriors army, which had 
become my preferred army just before 
the release of the Third Edillon rules. II 
Is now such a favorite that, every lime 
I think about collecting anything else, I 
Just end up working out what I like 
about it and how I can do something 
similar with the Iron Warriors. 

My army 01 choice prior to adopting Ihe 
Iron Warriors was Ihe Space Marines 
(my own Chapter - the Harbingers). I 
starled collecting them before Chaos 
Space Marines existed in the 
Warhammer 40,000 setting; otherwise 
my Iron Warriors fixation may have 
started earlier. like many long-time 
players, I was heavlly influenced by 
the Realms of Chaos books. These 
books were a great read. and although 
the Iron Warriors didn't feature heavily 
(ill recall, they were loosely classified 
as followers of Slaaneshl), I thought 
the imagery of underlying tragedy that 
surrounds the Traitor Legions to be 
both fascinating and enduring. 

By the time Second Edllion 
Warhammer 40.000 came along, I was 
still using the Harbingers very 
occaslooally, and Ihe greater ctarity of 
the Second Edition rules encouraged 
me to starl getting more games in. I 
already knew Andy Chambers, as we 
were both members of the same 
historical battle re·enactment society. 
and we had ptayed some Epic 40,000. 
He encouraged me to get deeper Inlo 
Warhammer 40,000 by joining his 
playing group and getting involved with 
his Piscina IV narrative campaign. The 
campaign ran lor quite some time. 
Indeed, 11 eventually became the Storm 
of Vengaance campaign pack. While It 
ran, I stuck wi th my Space Marines 
army. The army was the Harbingers, a 
specialist planelary assault force Ihal 
eschawed vehicles. This lack of mobillty 
was always a little frustrating. and I 
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IRON WITHIN, 
IRON WITHOUT 

Pete Haines' Iron Warriors Chaos Space Marines 

Pete Haines lakes on Andy HOlIre In /h;s month's Battle Report. 

decided that I would use the Harbingers 
to decide what 1 really liked to use and 
then al some point 10 collect one of the 
"named" Chapters based on the 
experience gained. I had assumed that 
I would end up collecting Dark Angels 
or one 01 the other Codex Chapters, 
perhaps by just repainting the models I 
already had. 

Perhaps the seed 01 corruption had 
been planted In my mind by the 
Realms of Chaos books, and it had 
loitered there waiting for 
Its opportunity. 

The story etement of Warhammer 
40,000 was something I have always 
realty entoyed, particularly writing 
detailed backgrounds for my armies. 
Among the things I had scribbled down 
was an origin fOf a renegade Chaos 
Lord. I didn't do anythIng with it at the 
lime. but il was In the folder awaiting a 
use. The background story that I 
postulated was as follows: 

III Ih~ yo:m ludilill lip 10 Ihe HorWi 
Hm,y, I Tholll1!1d Soa. SJNu MuillC 
tt lled MUKlud Kile. Ilreldy _hc m :.ipicllt 

of tOll5idellblc biollit rcplKCmelll .• 15 

lC]etted 10 be IrtillCd by Ihe Adepilis 
M«hIIlKIiI is ODe of Ihe lcgioll·' first trlle 
T«hmuilles. The u li lliDg he received 
epsured _luI Kite w., i!ldoctru"'ted ill the 
flith of _M M"hilK Cod. WhcII he 
rchlrllcd 10 Ihe ThOlll111d SoDS Iher I 

Icllglhy Ib,uet. he fOUlld their iDt reuiDIl 
devol)oll to magic ,lid supcrnit)oD 
pifhcuJuly dlfllJtcful His skills were 
up«i..lIy nhlCd III the ThOIlUM SoM Cleet 
.houllh. Ilid Iu: wu lDillllCd 10 .be 
Ihuleship bif~mal DeI'(U .hCfe he bcgu 
10 .wcmbk I udn or likr--mioded 
lI.d;.lchuU- who were disturbed by IIv: 
dlf«Iioll i, .hich MIgn., Ihe Red ,.., 
ukl1l8 Ihe uglOa. It up«lly bcc:..m.c nidelll 
10 Klle lMI Ihe Impcrillm ,.eMlld 1101 
lolmte lhe Tho.saad Soar dlbblillg .11 
IOf«ry fOTC't1:r. a.e! he belllD 10 JJUkc b.iJ 
O"D piau Althollllh 1101 • SoreuCT hllllsclr. 
Kile had Ic..ol'1led cooullh to become 
illlli811Cd by ,he idu of morglllg I«hoolot!y 
l oci M)fcery ID I "'y IMI would ~pl»l1 bOlh 
Ihe AdcpllR Meehllli"'l IDd the ThoUJIlld 
Solll. He pluMd 10 usc Ibe ellcrgy of Ihe 
Dumon of .he WITP 10 {llel his iUCDtiolLl 



alld provide Ihe vilal (ODlroi derneDI for hiJ 
.ar cagiDa. To punue his rcscar(h Ihough. 
he would mve 10 (iad I .Ir of U(.J,Pllll 
lbe ever- .,,,hful rye of M,pV5 lhe Red. 
Dunllg , rOUIIIIC purol of Ihe OilIer rueba 
of tbe Ptospc:tO 'yJlctn. Ibc pawe,hi 
• um:yon of the Irt/emol [)e"ice dCIC'tted 
111 ilicomllig fleet. The Sp.ace Wolva Iud 
(ome 10 pUlllllb the: TholJ.5.llld So .. , ill Ihe 
£mpc:lol'. IIlme. Wilhout hcsiwioll, Kile 
,lid hi. cOII(edelUa mutillic:d. sciulig 
control of the blttlcship >lId '1<Clilll it 
'.'y from the SpICe Woll {Jm. "hich 
"UI on 10 lIuck Prospero "ith complclc 
turptisc. Kite .ad hiJ foUower. "ere _ 
coruin, UlI1bk 10 leturn 10 the Thousal!d 
Sollll bill ,Ito co!tdcmllCd by lbe Impc:tlum 
for mvillg evcr ben pili of tbe legiOIl. 
Hon,s', t(bdlioD "u the pc:rfa:1 
opportunity' for Kite 10 bmk '.'y. Amid.t 
II" IIIlIcby, he ptOllpc:rcd by IIlIekillg balh 
$Ida .Dd lUucli"g , (ollo,,;lIg of piulel 
>lId corsain 10 "Imen! his fOled. 

All the Iron Warriors armies In the Studio unite. 

The background I detailed described 
Murchad Kite as a cyborg with a look 
that owed something to both the 
Traitor legions and the Adeptus 
Mechanicus. It would be some time 
before he saw the Wathammer 
40,000 battlefield . 

The key moment came when Andy 
Chambers decided thai his loyalties lay 
with Mork and Gork rather Ihan Khome 
and Nurgle. After some frenzied 
negotiations, a bit of overtime, and 
some fumbling down the back 01 my 
sofa for change, I became the very 
proud owner of a Chaos Space 
Marines army. It had Daemons, 
Berzerkers, and Plague Marines, and a 
couple 0' conversioos that had been In 
the Codex, but the part of it that I really 
liked were the Havoc squads painted 
up In the livery of the Iron Warriors. 
There was something about the 
uncompromIsing color scheme and the 

even more uncompromising heavy 
weaponry that caught my imagination, 
and just like that, I became an Iron 
Warriors player. 

Just prior to acquiring my first squads 
from Andy, as mentioned above, thad 
been playing In his Piscina campaign. 

Digression for a bit of a rant· It 
was the Piscina campaign that 
went on to become the Storm of 
Vengeance campaign pack. Now I 
don't wanl lo moan, but I just have 
to point out thai, in the onglnal 
campaign, II was the Harbingers 
who did a 101 of the heroic stuff that 
the Dark Angels got credit IC)(. 
Typical! There's always someone 
from a First Founding Chapter 
around to take the plaudits ... 
grumble, grumble. 

I've walled years to sel that one nghtl 
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Peto's army is heavily themed around his Rhino APC transports. 

Right, back to the story. Using the 
Harbingers, I enjoyed a flurry 01 
victories over the Chaos contingent 
and pushed them off the planet after a 
tast desperate ploy to open a gate to 
the Warp was thwarted. It was about 
this time that Andy decided they 
weren't lor him and bought a Job lot 01 
pots of Goblin Green. 

I now needed to extend the 
background story that I had begun for 
Murchad Kite to Include the Iron 

Warriors. t could see no reason not to 
continue the story lrom the point t 
acquired the army. 

Dtfuted all POOILI. tbe bmeled lemUll1 
of the Ira. Wmion 12th Gultd Compolly 
fkd ia .lulevc:r .hi .. tbey (wid 
tomm.ltdeCf from the 'pKe port. Clurly 
the illfiuuKe of Kho,nc .od NUlllk 
ruulted ill disuttr. I{ olily Ihey hid 
rem.ined .ilh their 0.11 LclliOliI Their 
"11"11 fleet of 110lell melch.Dt .hips .... 
quickly ovcruku by the millhty Blltluhip 

Murchad KIte leads the assault. 
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Inftmill Dt l'ict!; Kite Iud •• tched tbe 
eoonict from .f., .lId ••• ited the outcome 
.ith ilitelCSl. He Iud beell ;lItelCSled il 
Gluzllhkulr. prototype: tdeporlltfoa devK~ 
by the prctClIU of the Spice Hulk Scylltl. 
IJId by the fortitude ill .dvcnity of • 
tompollY of Ciuot Spoce MlrillCS .hO$C 
simple Ilid Iud 1I0ac: terribly .roall. 

The 12th ellod Compolly ..... reduced to 
f!lctioa of its ",eDith: most h.d lbiltdolled 
their C ru,.de yU" belore .lId letuIlKd 10 

MedrCIIgud. RelKgldu from other TII;lor 
ugiou Iud .lIxhed lbemlClva to the 
Compolly .Itd Iud become illfiuClluL 
Imlllilill ia • su(ceaiOll of comouoders. 
IW)IM; of .hom (OIIImlJlded the 10yl1'1 of 
Ihe elillre force. III MUfclud Kit~ tM lroo 
WlT1ion .... Ihro.back 10 IhUr glory 
days. The olher IUliou ~rc more hostik 
but I "Ivo hom the illlcl;S of lbe In/t mDI 
Dtl'ict .ilellCcd Illy vocal opposilioli. 

A bugliD .11 IIrllck. The 12th Compolly 
would Icccpl Murclud Kile U Iheir 
Wmmilh. lod be .. ollid rc-cquip lAd lad 
tbem. Witb hu lormKbblt mccluDtul .od 
ICCUoouIIl1C skills. Kite ..... idully .,iled 
to kadillg all IlotI Wurio" ComJ»IIY The 
workshOp! lboald hit ,hip were 100II 
prodlKllig ac: .. IIDks aod "' .. bc..vy "uPOIIJ 
for hili 1100 ... ~ 10011 .... he loyalty 01 
.he Iroll Wlrrion Iud ben .011. Kile 
tl;SlCd it by hnillg the memben of .11 .he 



The war floet of Murchsd Kite. 
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olhu ulliollS exeC.led. iKludil1l his 0"'" 
followeD !rom the TbolWM SoliS. 10 
ckmODllUlc hi., commilmCIII 10 his 
acw ulliotr.. 

This first incamatlon 01 the army was 
very similar to my Harbingers, Insofar 
as It relied on dismounted models 
toting heavy weapons and had a hard 
core of Terminators. I played as many 
games as I could with my Iron 
Warriors, but the Harbingers were still 
my campaign army - so it wasn't unlil 
Third Edition Wamammer 40,000 was 
being playtested lhat I could Justify 
going on to the second Incamation of 
Ihe army. Armies were considerably 
larger in Third Edition so I was dearly 
going to have 10 do some painting 
whatever happened. I wanted to make 
my two Space Marines armies more 
distinct: because the Harbingers' 
rationale was so heavily based on nol 
having tankS, the easiest and most 
characterful thing to do was to expand 
Ihe Iron Warriors with a strong force 
01 armor. 

The lact that Rhino-bome assaults 
were a powerful option in the Third 
Edition rules may have contribuled to 
my decision, and if I remember a 
Kllngon saying Irom Star Trek 
correctly, "'War Is a lot more fun when 
you are wlnnlng.~ Briefly, the army 
became very assault-oriented, but then 
I realized that I was giving up 100 
much firepower to achieve II. One 
particular game, In which my army, 
deprived of its Rhinos by first·move 

shooting, had no choice bulto rush at 
an Ultramarines army like a bunch of 
0111:5. convinced me of Ihe error of my 
ways. t started 10 Increase the number 
01 Heavy Support choices in my army 
and found that the army was ge«ln9 
closer to the classic Iron Warriors 
archetype and more effective at the 
same time. 

Tanks were quick to paint In Ihe Iron 
Warriors colors, and I collected three 
Predators and a Land Raider in short 
order. This particular army format, 
which I dubbed the "Wheels of Iron,· 
was much more successful and was 
great fun to use. 

I should point out that I tend to follow 
an idiosyncratic approach when 
selecting armies lor games. At any 
given time I have a roster showing two 
Has, three Elites, six Troops, and so 
on. The sum total comes to far more 
than t ,5OO points. For each game, I 
select units Irom the roster, sometimes 
dropping a figure or sometimes not 
bothering to take a squad transport. II 
does not make for a major limitation, 
as with a bit ofthoughl, the rosier can 
easily include enough flexibility 10 
produce a range of interesting armies. 
What it does achieve Is to add a 
consistency to the army Ihal helps to 
build character from game 10 game. 
Squads and Aspiring Champions 
develop a history that brings them to 
life and allows you to make a subtle 
change once In a while 10 rellect a 
momentous event on lhe battlefield. 

For example, when Murchad Kite 
ended every one of a long run of 
batttes face down in the mud, it led me 
to conclude thai always using the 
same Chaos lord made it very difficult 
to keep to a narrative, especially when 
he kepi being killed. This realization 
persuaded me to promote a very 
successful Aspiring Champion called 
Shad rack Mandeus to Mighty 
Champion 10 take over Ihe second HQ 
slol and provide me with an altemative 
army commander who I could use 
whenever Kite 's presence was nol 
specifically required. J rarely used a 
Sorcerer anyway, so it didn'l bother me 
Ihat my rosier conlained two choices 
thai couldn't be used In the same 
army. The roster approach is only a 
guideline, so It doesn't pay to be 100 
fussy with II. 

As the rationale lor the army is linked 
very closely with a space lleet. a tie-In 
to Baillelleet Gothic was the next 
obvious expansion. My Chaos fleet 
represents Kite 's enlire flotilla and has 
opened up the possibility 01 playing 
campaigns integrating both 
Warhammer 40,000 and Battlefleel 
Gothic. This Is ridiculously easy to do: 
you simply plot Oul a basic Tree 
campaign with missions from both 
systems 10 layout the narralive. 
Ultimately, Andy's Piscina campaign 
expanded Into the Piscinan Bell 
campaign to cover the Harbingers' 
pursul! of Nazdreg alter the original 
Warhammer 40,000 campaign was 
over. Also, I played an extensive 

The 12th Grand Company hoJd a breach against the fanatical Black Templars 
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narrative campaign called "Blood and 
Iron~ In which my Iron Warriors Iteet 
and army was thwarted In Its latest 
diabolical scheme by the Blood Angels 
of Nell Parsons, I really recommend 
this type 01 campaign as a way 01 
livening up a series of games by 
turning them Into an ongoing story. 

The mechanized version 01 the army 
has kept me absorbed throughout the 
Third Edition and graduatly took over 
Irom my other armies to the extent that 
I would use the Iron Warriors at every 
opportunity. After joining the Studio, I 
was able to lest my Iron Warriors 
against a wider range 01 opponents, 
and they rarely let me down. My 
obsession with the army led to me 
wri ling the Index Astartes article on the 
Iron Warriors. This was a real pleasure, 
as I was able to fill In a lot of 
background lor the Legion and 
introduce rules to make them the 
siege specialists they were always 
meant to be. 

When writing Warhammer 40,000 
background, I do not believe In 
promoting a modus operandi for an 
army that cannot possibly work on the 
tabletop, and in this regard, my 
experience with Ihe army proved 
Invaluable. The Index Astartes article 
did leave me with quite a lew models 
that I couldn't use any more (all my 
Daemons and Cult Marines for 
example), but this was a small price to 
pay for a more consistently themed 
army. It did leel very strange to use an 
army whose modilications I had written 
myself, but when I added a Vindicator 
to my roster with the additional Heavy 
Support choice and saw how good It 
looked with spikes, my reservations 
quickly disappeared. 

Wi,h ~ helYdy umed compny of If 011 
Wurion ., hit bock. Murch,d KiTe beome 
n evell 8rulef ,hre,t. H~ ,iw,Y' " ekillS 
lIew lC<:hnology 10 exp,nd hll reKoirthes. 

Pete's new Iron Warrfo(s army In progress. 

,dded Rc.scnch ShtiollJ lIId Exodile 
rololl ia 10 tODWOY' IS his preferred ' ''8US. 

Gndu, lI y, the viCTories slifted 10 be: 
"corded. Desp;te their bat dfolls. .he 
Blood AD8els IIId Ibe Whllt Stm Wcte 
ddutcd by tbe resufgc.at hoo Warriors: 
ucb time. v;I,1 Imperill IcchllOlogies Weft 
Jlolel!. The Stc"ts of the Ucbr .etc 1101 

ufe eilher. Ulth .. t IDd s"im- tLu ftlt .he 
power of Kilt', eompllly, lad muy spiriT 
5IODCS we" tOlt fOft~f. 

When the Studio Cityfight campaign 
(as reported in White Dwarl) was 
conceived, I realized that attempting to 
drive through the ruins of Vogen with 
my tanks would be a pointless 
exercise and drew up a different roster 
lor the campaign. One Predator 
remained, with the balance 01 Heavy 
Support choices being taken up by a 
Havoc squad, a Vindicator, and a 
Dreadnought. The revised roster did 
rather well In the campaign (apart Irom 
habitual defeat by Alex Boyd's Orks). 
Although I planned to change the 
roster after the campaIgn was over, 
there were several units that did so 
well that I couldn't help retaining them 
for open field battles. 

By this time, I had already begun work 
on the revised Third Edition C0d6x: 
Chaos Space Marines, so I was well 
aware that some level of change was 
on the way. The Cityfight campaign 
had indicated to me that It was about 
time to make changes to the rosier In 
any event. il for no other reason than 
to freshen up the army. I decided to 
merge the old roster and the Cityfight 
roster to create a new lormat lor the 
army that would not only be effective 
at Cityfighting but would retain Its 
effectiveness for a few years to come, 

This brings us up to the present day. 
Thanks 10 Index Astartes there are 
now boxed sets of legion-specific 
Chaos Space Marines available. This 

push was the last encouragement I 
needed to begin building an entirely 
new Iron Warriors army, incorporating 
aU the new models plus new Rhinos 
and Predators, etc. Occasionally, being 
committed to using a single, particular 
army can be frustrating as you look at 
some of the other armies and thInk, 
'Wouldn't It be nice to have one of 
those?~ The acid test is whether you 
have enough enthusiasm to collect and 
paint one; every time I apply this test, I 
end up deciding I woutd rather lust 
collect more Iron Warriors! 

Now ali i have to do Is get the new 
army finished belore Jes Goodwin and 
Co. come up with something else I 
absolutely have to add 10 it. 

See you In the trenches! 

Pete's new Murchad 
Kite model, Why stick to 
one bionic body? 
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Whil. Dwa"s Gary Roach has 
token time out from painting 
new recruits for his Imperial 
Guard to begin work on a new 
army of Salamanders Space 
Marines. Here's how he 
approached painting his 
'irst squad. 
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GETTING STARTED 
When assembling the 
models, the bollguns were 
left on the Irame to give 
easier access to areas 
such as the chest eagles 
and power armor. The 
models were stuck 
together with plasllc glue 
and then undercoated with 
Chaos Black spray. Any 
areas of poor coverage 
were given a coal 01 
slightly watered-down 
Chaos Black paint. 

PAINTING THE 
POWER ARMOR 
The first area 10 be 
painted was the power 
armor, which was given 
two to three ooals 01 Snot 

PAINTING 
WORKSHOP 

Gary Roach's Salamanders Space Marines 

Green. Multiple 
coats are 
necessary, 
because the 
Chaos Black 
undercoat will 
show through 
after just one 
coat, which will 
make the armor 
look blotchy, 
Don't worry 
about getting 
paint onto parts 
where you don't 
want it, because 
you can easily 
go over them 
again with 
Chaos Black 
once you 
have finished 
applying the 
basecoal. 

The edges of the power armor were 
then highlighted with Scorpion Green, 
Allhis stage. use the side of the 
brush and run it along the edge of 
the armor, You will find Ihis technique 
much easier than trying to paint the 
edges with the tip of the brush as If 
you were applying a basecoal. 

The chest 
eagle and 
any other 
areas that 
were going 
to be the 
same color 
were 
painted by 
first applying 
a coat of 
Shining 
Gold, Then, 
a 50/50 mix 
of water and 
Chestnut Ink 
was washed 
over the 
Shining 
Gold areas, 
Once dry, 
these areas 
were high­
lighted with 
Burnished 
Gold, When 
applying the 
Burnished 
Gold onto 

the chest eagle, try to leave a bit of 
the previous coat showing In the 
deeper parts of the wings, just 
underneath each "feather," 
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PAINTING THE PAINTING PAINTING THE LENS 
ms THE BACKPACK The lens was first given a basecoal of 
To painllhe eyes, Wilh the undercoat Blood Red, which was applied by 
a basecoal 01 as a basecoal, the getting a small round "blob~ of paint on 
Skull White was backpack was the lip of the brush and 
applied. as yellow highlighted with the jUSllollChlng the area thaI 

paint doesn't same technique as needed painting. This 
show up 100 wen the power armor but BreB was then highlighted 

over a black this time with Codex with Golden Yellow with 

undercoat. The Grey. The metal bits the same technique but 

eyes then had a were painted with a with a little less pressure. 

coal of Golden basecoalof 
Yellow applied Chalnmalt Then, BASING THE MODEL 

over the top of again. a 50150 mix 01 To finish, white glue was applied to 

l 
them. To finish water and Black Ink the top of the base, and the model 

off, the eyes were was washed over the was then dipped into sand. To give 

highlighted with top. The skull was the feel of 

Bad Moon Yellow. painted with the fighting in the 

same technique as deserts of 
PAINTING THE the other gold bits. Armageddon, 

PURITY SEALS the base was 

Using a mix of Blood Red PAINTING 
then painted 

with a tiny spot of Chaos .,. THE WEAPONS 
with Bubonic 

Black, the top part of the The boltguns and 
Brown. Once 

purity seal was dry, it was 

basecoated. II was then 
namers were painted highlighted 

highlighted with Blood 
with techniques by dry-

Red. The bottom part 
similar to those used brushing with 

was painted by first 
on the Space Bleached 

applying a basecoal of 
Marines. First, the Bone. 

Bestial Brown, which was 
weapons were 

then highlighted with a 
undercoated with APPLYING TRANSFERS 

mix of Bestial Brown and 
Chaos Black spray. When applying transfers to 

Bleached Bone. When 
The metal parts were shoulder pads, try making a small 

doing this step, try to 
painted with cut in the lOP of the transfer (in this 
Chalnmall and then 

leave a bit of the washed ovar with 
case, above the 

previous coat showing Black Ink. The caSing 
ridge over the 

between the layers of the was then highlighted 
eye). This trick 

seal as shading. To will help the 

finish, a final highlight of 
with Codex Grey. The transfer sit better 

Bleached Bone was 
gold bits were painted on the curved 

applied to the raised 
In the same way as shoulder pad. 

parts and edges. 
the chest eagles. 

The Salamanders tIoId the line againsr 8 ferocious 0'* 8ssault. 

WlmDWUF 113 



As one of the First Founding Chapters, the Salamanders have 
a rich history that goes back to the very birth of the Imperium. 
Salamanders Space Marines are raised from the populace of 
Nocturne, a deadly volcanic world. Such a world breeds hardy 
warriors, strong of constitution and single-minded in 
purpose - Ideal recruits for the Adeptus Astartes. 

Origins 

Of all the stories of the Emperor's 
Primarchs, the legend of Vulkan Is 
among the beller known lales. The 
Promethean Opus (source of much 
Imperial knowledge 01 Vulkan) teUs of 
a mighty comet blazing a tratl of fire 
across the skies of the world of 
Nocturne during the Tlme of Trial, a 
period of great upheaval when the 
planet was wracked by massive 
earthquakes and volcanic eruptions. 
Whether these signs heralded the 
arrival of the Prlmarch, none can say, 
The world of Nocturne was a harsh, 
volcanic place, a land of rocky crags 
and soaring, basalt mountains with 
little to offer its early colonists save 
the riches of its vast minerai deposits. 
For as long as anyone could 
remember, Eldar pIrates had plagued 
the people of Nocturne, constantly 
pillaging the small settlements and 
enslaving their children. As a result 
Noctume's people were hardy and 
practical. with litue time for rest 
or leisure. 

It Is said In The Promethean Opus 
that the Primarch was found one 
morning by a blacksmilh named N'bel 
as he entered the yard of his smithy. 
Whether the Primarch was found as a 
babe In swaddling clothes or as an 
Infant child Is unclear, but the 
unknown child's presence In a 
smithy's yard was unusual enough 
for N'bel to bring the boy before the 
ruling council of his set1lement For 
many 01 the long, Nocturne years, the 
wise men had prophesied the arrival 
of a savior, a warrior who would come 
to them from the heavens to rid them 
of the decadent Eldar. So it was that 
the people Instanlly recognized the 
greatness within the Infant that N'bel 
had found. No one dared claim the 
Primarch as his own, and thus It was 
decreed that N'bel take the Primarch 
as his son and apprentice. The 
master smith named him Vulkan, 
after the first king of the salamanders , 
the giant lizards that roam the 
volcanic mountains of Nocturne. 

Vulkan's groW1h was extraordinary, 
Within 3 years, he was bigger and 

stronger than any man in the 
settlement. and his mind was sharper 
than any Nocturne-forged blade. He 
had rapidly learned all the skills 01 
metalworking taught to him by N'bel 
and soon surpassed even his 
adopled father's renowned ability. It 
was Vulkan who taught the people of 
Nocturne the most hIdden secrets of 
metals, the mysteries 01 pattern 
welding, metal folding, alloys, and 
bonding. These lessons had 
Improved their already considerable 
skill at weapon-making and artifice, 

The Opus tells that during Vulkan's 
4th year, the Eldar came to his town, 
Intent on raiding and pillaging. The 
people of his settlement had long 
become used to the Eldar's raids and 
had devised many Ingenious 
methods of hiding from their 
attackers. Vulksn declared that he 
would hide from no one and, over the 
pleas of the wise men. stood at the 
center of his settlement with his 
smtih's hammers crossed over his 
shoulders. Stirred by his courage, the 
men of the settlement rose from their 
hiding places in attics and cellars to 
stand beside Vulkan in defiance of 
their attackers. Vulkan stood al the 
forefront of the defense and single­
handedly slew a hundred Eldar that 
day, wielding a huge blacksmith's 
hammer In each hand. The raiders 
fled from Vulkan's wrath, and the 
story of the town's triumph spread 
rapidly across Nocturne. Soon the 
headmen of the seven most 
Important seWements traveled to pay 
homage to Vulkan and praise him lor 
his example In fighllng the Eldar. The 
headmen swore never again to hide 
In fear but to face their foes and crush 
them, II was decided to hold a huge 
gathering 01 the people of Nocturne 
to celebrate this great victory, 
inctuding a massive contest of slott al 
arms and craftsmanship, 

In a passage of The Opus known 
simply as "The OutJander.~ there is a 
lale of how Vulkan came to be 
reuMed with the Master of Mankind. 
It recounts that, at the opening 
ceremony of the celebrations, a 
stranger appeared at the gates of 



I 
Vulkan's settlement. All the stranger 
asked was to be allowed to take part 
in the contests, and though he would 
not say where he had come from, he 
was allowed to compete. His skin 
was pale and his garb outlandish, 
though all could see that he was a 
powerful ligure. He announced to the 
gathered spectators that he could 
besl any man in any conlest The 
gathered crowds laughed up­
roariously, believing thai none could 
be superior to their superhuman 
leader in intellect, physique, or skill. 

Vulksn and the stranger wagered that 
whoever lost was to swear eternal 
obedience to the victor. 

The competitions lasted lor 8 days 
and included many feats of strength 
and endurance. At the anvil lift, even 
the strongest men could hold an anvil 
above their head for only an hour and 
a hal" but Vulkan and the stranger 
carried the heavy anvil aloft lor hall a 
day belore the Judges declared the 
contest a draw so that they could 
proceed to the next event. And so it 

was that they were almost equally 
matched In skill and strength . 
Occasionally one would slightly best 
the other, but when it came to the 
start 01 the linal event, the 
salamander slaying, they were 
evenly matched. Each had a day and 
a night to large a weapon with which 
to hunt down the largest salamander 
they could lind. Whoever could bring 
back the heaviest carcass would win 
the wager and the etemal allegiance 
of the other. 
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The ringing 01 hammers on metal 
echoed across the volcanic hills for 
the whole day, neither man pausing 
lor a moment to rest or refresh 
himself. As the Nocturne sun sank 
below the mountains, the competi tors 
watched the highest peaks for the lIre 
plumes that gave sign of the giant 
salamanders. Vulkan boasted that he 
would climb to the summit of Mount 
Dealhlire, where the largest 
fired rakes could be found, huge flre­
breathing monsters weighing as 
much as several tons. The stranger 
nodded in agreement and said that 
wherever Vulkan went, he 
would follow. 

It Is claImed that the two climbed the 
precipitous mountains with 
astounding speed, bounding from 
rock to rock, the stranger carrying a 
keen-edged blade. Vulkan with his 
immense silver-headed hammer held 
ready. They passed from sight, but 
soon the skies echoed with the 
clamor of baltle. The flames of the 
firedrakes licked the clouds of smoke 
that gathered over the volcanoes. 
Vulkan was to find his prey first, 
smashing its armored head from Its 
shoulders with a mighty sweep 01 his 
hammer. Further up the mountain, 
the stranger spied another 
salamander, even mightier than 
Vulkan's conquest. and set oft in 
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pursuit. As Vulkan carried his prize 
back to the settlement, lit fate beset 
him. Mount Deathfire erupted into 
viotent !ile, hurling rocks and lava 
high into the air. He was lIung from 
the edge of a precipice, where he 
clung for several hours by one hand, 
the other grimly holding the tail of the 
dead salamander. Vulkan was 
determined to keep his prize, no 
matter the cost. As the mountain 
continued to erupt. Vulkan knew he 
could not hold on much longer. yet 
still he refused to release his grip on 
the salamander. 

Just as Vulkan's grip was beginning 
to slip, the stranger appeared, calling 
his name from the other side of a 
wide lava flow. Vulkan answered the 
cry and could see that the stranger's 
prey was Indeed larger than his own. 
By now even Vulkan's almost endless 
constitution was growing slim. 
weakened as It was by over 8 week 
of hard competition. His grip was 
shaking, bul he was too proud 10 can 
for help. It seemed that the stranger 
realized the Primarch's peril and 
hurled the corpse 01 his salamander 
Into the lava, makIng himself a bridge 
to cross. With great leaps, the 
stranger hurled himself towards 
Vulkan and hauled the wearied 
Primarch from the edge of the abyss. 
Even as Vulkan lell himself being 

pulled up by the stranger's strong 
arms, he saw his opponent's 
salamander being consumed by the 
lava and swept away. 

When Ihe two returned to the 
Prlmarch's settlement, It was the 
ruling of the Judges that Vulkan had 
won, for the stranger had retumed 
with no prize at all, The gathered 
throng cheered heartily, but were 
silenced by Vulkan. As they watched, 
he knelt on one knee, bowed his 
head to the stranger, and saJd that 
any man who valued lile over pride 
was worthy of his service. The 
stranger bade Vulkan stand and 
threw off the illusion that had 
disguised his true form. revealing 
himself to be the Holy Emperor of 
Mankind, The people 01 Noctume fell 
10 their knees In awe, and from that 
day forth, theIr world was to become 
home to the Salamanders Legion, in 
memory of the mighty beasts that had 
united the Primarch and his Lord. 

Home World 

The Salamanders Chapter hails from 
a binary planetary system In the 
western reaches of the Ultima 
Segmenlum, The two worlds, 
Nocturne and lis oversized moon, 
Prometheus, circle each other in an 
erratic orbit. causing massive 



tectonIc actIvity across the thin crust 
of Nocturne. The wortd is girded by 
chains of active volcanoes and rent 
apart by frequent earthquakes. Once 
every Nocturne year, some 15 Terran 
years long, the two wortds approach 
so closely Ihat Nocturne Is almost 
torn asunder. Known as Ihe 11me 01 
Trial, this period Is marked by IIdal 
waves sweeping across the rough 
seas, the ash and smoke from 
thousands of volcanoes blotting oul 
the dim Hght 01 Noctume's sun, and 
the ground being gripped by constant 
earthquakes. Towns and villages are 
thrown Into ruIn , Continents shift, and 
a cold winter envelops Ihe lands for 
the next quarter 01 a year, freezing 
the young and killing the majority 01 
the livestock that can survive the 
normally harsh and hot climate of 
the planet. 

Some would say that the people of 
Nocturne are mad to endure such 
condlllons, but over hundreds of 
generallons, they have been molded 
by their wortd Into a hardy race. And 
Noctume's 11me 01 Trials brings great 
rewards too. The upheavals open up 
veins of precious gems and metals 
and uncover vital ores tor smelting. 
When Ihe lava flows cool , they can 
be mIned lor other precious 
elements, pockets of gas that can be 
used to power engines, diamonds, 
and other crystals valuable to the 
Adeptus Mechanicus for lasers and 
energy-transmissIon systems. And 
thIs Is how Noctume survives, by 
trading Its vast minerai wealth with 
other worlds, using its resources to 
bring In additional livestock, buildIng 
materiels, and the lew weapons thai 
the Salamanders Space Marines 
cannot construct themselves. 

The Chapter's fortress-monastery is 
based on the giant moon, 
Prometheus. It IS the only settlement 
on Prometheus and Is nllie more than 
a spaceport linked to an orbital dock 
where the Chapter's strike cruisers 
and battle barges can be refitted and 
restocked. When not at war, the 
Chapter's warriors spend most of 
theIr lime on Prometheus or livIng 
among Ihe inhabitants 01 Nocturne. 
The Salamanders maintaIn very 
close links with their home wortd and 
mIngle With the people rather than 
livIng aloof as many other Chapters 
do. The Salamanders are the 
settlements' leaders and a source of 
inspiration and guIdance lor the 
Nocturne populace. Young aspirants 

THE THIRD WAR FOR ARMAGEDDON 
When Chu!:hkull t~un(hed h.s new offenSive ~!I~ln~1 Ihe Imperlll forcC'S on 
Arm~geddon. Ihe S.I~m.ndeu were one of Ihe fu's' Ch,pl,", 10 respond. sending. 
fuli SIX Comp~O\e, 10 ,oml-.t Ihe Orks. including Ch'pl,r M.sler TII·Slun who 
peThQn. II ~· led h,s Fl ledr.ke. The S.I,nundcrs I.undlcd scvcul (ouo'el · .!llCks Ig'In~1 
Ihe rock· forts I'Dded by the Orks ~lonl! the Hemloc k River Prclcrnng Ihe d05C­
quuler fightin g Within the mile of crllddy cuved lunDeh "" Ih'n the Roks 10 Ih, 
Jongnngt duel. III 'he dcscTI. Ihe S,J,m~nder~ mlde Ihe Ork. P,y , hIgh puu for 
Ihen ,ud"'I), H)· Ihe slUI 01 Ihe SusoP of Fife .• , In' l nl/IC Roks were desHo),cd 
t>v the S.buupdero;· lll"k,. lull'PIl unlold lhous,nds 01 greep,k,ns 

The S,bm'nder,. un like • number 01 olher Ch'pICfs. loughl n. ICllSlvcl), Ihroughou, 
Ihe Clmp"Sn 10 proltO Ihe (lv.l"o popublioo 01 Arm.geddoo lodeed ,I IS rumored 
th,l Tu·StuD h.m~1I "me 10 blow~ wllh C.PIIIP V,oy"d of Ihe ~1.Tl nes M.levolep, 
, Iter II bt~une knou'p Ih.1 hI.!> mu h.d shelled. rdugee (Imp mopl)' b((~u", Ihtre 
were Orks w,th 'D Ihe perllneltr T he m.!OIll)' 01 'he S.I.nuodcrs depllied 
;\uolgeddon followmg Ihe SCl~OO 01 Fife. II'IIh unly 111'0 {omp,pies remimlns 10 
prolee! Ihe m'IDr popul. 'lon {eil ier. A sqUid of 'he Chlpler M.sltr·s oll'n Firedr~kes 
.bo leI! fOI Bnl 1I"lh Ihe Blood ADgeiS .5 iO ho~or gUild for Ihe bUeD ClPlilO 
Ty<ho The Ch'plcr·s TcthmlTloC'S h.\"( bccD loslrUmeD!11 ID rep.llllDll ~pd rebudding 
Ihe ,nfl'15lrU(iUrC requlled 10 milDllln such. V,SI Imount of people. ,Dd .1 IS (UIIID 
Ihl! Ihcv hl~e fi..lved m.ov Ihous.oods of lIVes wl,h Ihc."C ~I I~I but ofteo 
overlooked du1lC~ 

crave this position 01 authonty and 
respect as much as the chance to 
become a legendary warrior of 
Ihe Emperor. 

Salamander recruits start very young. 
with a hopeful coming to work as an 
apprentice to a Salamander at the 
age of 6 or 7 Terran years. 
Apprentices spend several years 
learning the skills of the smith. as 
Vulkan did In his early Ille From 
these apprentices, the most abte are 
JUdged by the Chapter's Apothecaries 
and Chaplains, and the worthy are 
taken to Prometheus to undergo Ihe 
bio-surgery required to tum them Into 
Space Marines. AI various POlOts In 
their adaptation and Iraln1ng, the 
young Scouts must endure the same 
trials and tests Ihat Vulkan and the 
Emperor competed In, their IInal 
initiation culminaling In them hunting 
down a salamander and staying It. 

Combat Doctrine 

The Salamanders follow normal 
Space Marine tactical and strategic 
dogma, with a slight varlallon to 
compensate lor their own physical 
and mental trajts. The Salamanders 
have a preference lor close-ranged 
fire fights and use many melta and 
flamer weapons to smash arrnored 
foes and burn whole swathes of 
Ughler troops . 

Coming from 8 society that places 
great prestlge In craftsmanship and 
thai has high regard for artisans, the 
Salamanders have access to and can 
maintain hIghly sophisticated forms 
01 technology. ThiS Is most evident In 
the numbers 01 Terminators In their 
armies , as well as a greater 
proportion of artificer armor and 
master·crafted weaponry. Their 
technological resources are also 
supplemented by regular trade With 
the Adeptus Mechanicus, made 
possible by Nocturne's abundant 
minerai resources. 

Organization 

The Salamanders Chapter 
organization was laid down when 
Vulkan swore allegiance to the 
Emperor. Each Company was 
founded from the seven greatest 
settlements of Nocturne, each 
commanded by a Captain Irom that 
settlement. This organization Is stUI 
maintained loday, although, ever 
since Ihe dIsappearance of Vulkan 
some thousand years after the 
Legion's Founding, the Captain of the 
First Company has been given the 
role of Chapter Master. This position 
Is considered a regency by the 
Salamanders. who believe that one 
day Vulkan will return to lead the 
Chapter in a great campaign to 
conquer Chaos. 

• 

• WlmDWUf 117 



Inde. Astartes First Foundin : Salamanders 
Each Company is slightly larger than 
a standard Codex Company, and 
squads were reorganized following 
Roboute Guilliman's writing of the 
Codex: Astarles after the Greal 
Heresy. The conditions on Nocturne 
are not conducive to training for high 
speed attack or using the antl-grav 
engines of Land Speeders, so the 
Chapter employs relatively lew of 
these specialized fast attack units. 
The Apocrypha of Skaros lists the 
Salamander's Scout Company as 
one of the smallest known In any 
Chapter; the sparse population 01 
Nocturne and the Salamanders' slow 
but meticulous selection process 
yield a low turnaround of 
new recruits. 

The First Company is treated as a 
warrior cadre within the 
Headquarters itself and forms the 
personal guard of the Chapter 
Master. They are known as the 
Firedrakes, after the largest of the 
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salamander lizards that roam 
Nocturne. To enter the First 
Company, a warrior must be 
nominated by his Captain lor the 
honor and then must prove that such 
faith was well founded by slaying a 
fi redrake. The Hall of the Flredrakes 
In the Chapler Monastery on 
Prometheus Is adorned with the 
hides from Flredrake salamanders 
slain as part of this trial. 

Beliefs 

The betlels of the Salamanders are 
governed by the Promethean cult, 
which places great emphasis on sell­
rellSrlCe, loyalty, and sell-sacrifice. 
Many of these values stem from the 
lessons learned while training as a 
smith - patience and relentless 
determination are highly valued 
mental characteristics. 

The hammer and fire are Important 
symbols in the teachings of the 

Promethean cult, Ritual scarring by 
branding and burning Is 
commonplace among the battle 
brothers of the Salamanders, and 
trials of walking over burning coals 
and carrying red-hot metal bars are 
held frequenlly. 

Gene--Seed 

As far as can be ascertained, Ihe 
Salamanders' gene-seed appears to 
be stable and as yet uncorrupted. 
The reflexes 01 Salamanders Space 
Marines are not as fast as those of 
other Chapters, although they are stUl 
quick when suited In power armor. 
However, II Is unknown whether this 
defect Is due to a problem in the 
gene-seed, being raised on their 
high-gravity wortd, or the Chapter's 
doctrines against hasllness 
and impetuosity. 

The Salamanders have never been 
great In number and were the 
smallest of the First Founding 
Legions. Perhaps It Is for this reason 
that there seem to have been no 
Second FoundIng successor 
Chapters formed from the 
Salamanders, while the other 
Legions were broken down Inlo 
several smaller fighting forces. 
Others point to the disaster atls!vaan 
V as reason for the lack of Second 
Founding Chapters (as many 
scholars believe the Salamanders to 
have been present at this Infamous 
massacre) . It Is a matter of debate 
whether there have been Successor 
Chapters during subsequent 
Foundings, although II appears likely 
and many scholars point to 
Similarities In the physique, marXlngs, 
and tacllcal dogma 01 Chapters such 
as the Storm Giants and Stack 
Dragons. Recent questions regarding 
the purity of the Black Dragons' gene­
seed has led to some Genelor­
Blologls questioning the pUrity of Iheir 
source zygotes, but the legacy and 
reputation of the Salamanders have 
led 10 their detractors being 
openly ridiculed. 

Battle--Cry 

~Into the fires 01 battle, unlo Ihe anvil 
01 warr 



USING A SALAMANDERS ARMY IN WARHAMMER 40,000 
Special Rules 

Never Give up: The people 01 
Nocturne are dogged and stubborn, 
refusing 10 admit defeat even against 
the greatest odds. The Salamanders 
are no exception. fighting to the lasl 
man If necessary. To represent this 
steadlast nature, al the end of a 
game, the Salamanders player can 
decide to continue fighting for 1 more 
tum. Another whole game lum Is 
played as normal (i.e .. each player 
gels 1 more tum), and the result of 
the battle is decided after that lum Is 
finished. The Salamanders player 
can always opt 10 fight for 1 more lurn 
than normal, whether the game has a 
fixed length or finishes randomly. 

Selt-Rellant: The Salamanders lead 
a mainly solitary lile when not fighting 
alongside their battle-brothers and 
are raised and trained to be self­
sufficient and independent. 
Salamander models never have to 
take -All On Your Own" 
Morale checks. 

Sturdy: The high gravity of Nocturne 
causes lis Inhabitants 10 have a 
naturally large and well to muscled 
physique, so they adapt to the 
ordeels of becoming a Space Marine 
very well. However, they are not as 
swift as their counterparts in other 
Chaplers; thus, all Salamanders, with 
the exception of Dreadnoughts, have 
their Initiative reduced by ·1 (I.e ., 
most Salamanders Space Marines 
will have Initiative 3). Entries In the 
following army list have already been 
modified to take this Into account. 
The Salamanders must also deduct 
'" from any advance or fall back 
moves they make (normally, 206-1"). 

Wargear 

Salamander's Manlle: This Is a new 
Item of wargear available only to 
Salamander Space Marines. The 
character wears a cloak or cape 
made from one of the toughest 
materials in the galaxy - the thick 
hide of Nocturne's salamander 
lizards, which live In the lava flows of 
the planet's volcanoes, The 
character Is immune to suffering 
Instant death by being hit by an 
aHack that has a Strength value 
double his Toughness - the 
character loses a single wound 

instead. Note thai Instant death can 
be suffered in other ways (e.g., by 
an Eldar Wraithcannon rolling a 6 to 
wound the character) . Only one 
model In the army may have a 
Salamander Mantle for +35 points. 
The special character Chaplain 
Xavier (p. 40, Codex: Space 
Marines) wears a Salamander 
mantle, Increasing his cost to 
200 points. 

Artificer Armor and Weapons: The 
Salamanders have a deep 
knowledge of many technological 
marvels, and their Techmarines are 
the greatest artificers outside of the 
Adeptus Mechanlcus. To represent 
this, the following changes are 
made to the Space Marine Armory 
for a Salamanders force: 

Master-crafted weapons cost + 1 0 
points, rather than + 15 points. 

Artificer armor may be purchased 
for non-Independent characters 
(such as Apothecaries or Veteran 

Sergeants) lor +15 points 
(independent characters pay -+-20 
points as normal). 

Any character may be given a 
sIgnum, nol Just Techmarines. 

Vehicle Upgrade 

Reinforced Ceramlte: This vehicle 
upgrade Is specific to the 
Salamanders Chapter. The vehicle 
has numerous plates of heat­
reflecting ceramlte, giving It extra 
protection against melta weapons. 
Melta weapons, Including melta 
bombs, never roll an extra 06 for 
armor penetration for being at half 
range (mella bombs would therefore 
have armor penetration of 8+06). 
Reinforced ceramite may be given to 
any Salamanders vehicles and 
Dreadnoughts. except for land 
Speeders. It costs +25 points for a 
Land Raider 10 have reinforced 
ceramlte and + 10 points for all 
other vehIcles. 

• 
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Salamanders use the following units from Codex: Space Marines and from the new entries below. 

HEADQUARTERS 

ELITES 

TROOPS 

f AST ATTACK 

HEAVY SUPPORT 

SpIce Mmne Heroes. Clupbill', Sdlmalldm Librarian. ComllUlld 5<Juld 

Sdamll1ders Termill1tor Squad, 
Space Mnillcs Vc1cun Squad, Dreadnought 

&.lamlllders Tauiui SquId, Scout SquId 

0-1 &.Iurulldm As5,uh Squad, 0-1 S,bmtndm Bike Squadron, 

0-1 Scout Bike Squadtoll' 0-1 und Speeder Squadron" , 
0-1 ulld Speeder TOlllldo"', 0-1 ulld Speeder TyphoollU 

De'lutllor SquId, Predator AIIDihlhtor, 
Predator Destructor"', Vindicator, uDd Raider, 

0-1 uDd R,ider Crusader (sec Black Tcmplars list). Whirl .... ind 

• A ChaplaIn m.ty exchange hla crozlua for a thunder hamlmtr for frH . 

•• You may take a LAnd ~ Squadron, a Land S~r Tornado, or a land SpHdfH TYphoon, bUt not mo,.. 
than one cholcfl of LAnd SpMder 

••• A S.lamandfl,. Predator OH'ructor eM! hlIVfI heavy flamer. on Ita aide aponsons for + '0 pts. 

HEADQUARTERS 
SALAMANDERS LIBRARIAN 

PSYCHIC POWER 
Fury of lhe Salamander: The draws on ry JPtflI ot the Salamander to 
create a monstrous apectraJ of the beast Th fTIClIfIster CMt9fIS forward IraJIi!'lg fiery 
spam, burning aJi WI It1 path the Shootll'1g phase Instead 01 
hong a weapon. Nominate a Salamander wi" mow 11'1. and 
draw aline 306' long In thaI , You cannot a !lot that might pass through a unII 
In close oombat. Any mooel ( r toe) ltIat..., .. re- crq6ses over takes a S5 hit. nannal 
saving throws are allowed. A unll 1U"fi'r~..,y suamellrom this a"acIt must take an 
ImmedJate MO(aJe cheek or lall . "1t1f! unil pas ItIIt CIhecIc bulloses 25% or l11()(e 01 Its 
models In that Shoaling phase, It l'nUs1.nil tsu1t1e M~ check lor casualtl9s at the end 01 
the phase as nannal 

ELITES 
SALAMANDERS TERMINATOR SQUAD 

Polntalmodel WS BS S T W I A Ld Sv 
Terminator 37 • • • • 1 3 2 • 2+ 

Squad: The SQuad conSists 01 one Salamander'l TenTItnalor Sergeant and between lour and 
nine Salamanders Ter n 10rs. The lerminator a~r's 2+ sa\119 and +1 M ack bonus have 
been Included In the c racte!isllca above 

Weapons: Al l models t the squad 'have eltller a storm botter and power fisl or a thunder 
hammer and storm sh 

Options: The Sergea mty replace hl9 poYfer 1181 10f a powt'l apan. Up to two models 
may 8lCchange their at boners to( heallY ftaml!ll"lJ al .10 ptS 

The Terminator Sergeant may heVe a Ibon8I equipment "Om IheI Space Mannes AImofy 
• 

SPECIAL RULE ._~ . 
Deep Strike: Salamander ITlOd&Is weantlg Termmalor annor may Deep Smka 
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Salamander 
Veteran Sergeant 

15 
+15 

TROOPS 

• • • • 
4 4 
4 4 

1 3 
3 

1 
2 

• 
9 

3+ 
3+ 

Squad: The squad consists 01 one Serge8fl! and belWesn four and nIne Salamanders 
Space Mannes. 

Weapon.; AM models are armed With a bOlter The Sergeant may replace his boiler With a 
boll pistol and close corpbal weapon 

Options: One ~,n !he squad may e~Cftlnge hIS bolter one 01 the fo/lowng 
weapons' lIamer at -pts". vy bOlter at ..-5 pta mISS Ie tatmoher 8\ +10 pis, multI-melta 
at +15 pIs. 

In addition, one other Space ,.".nne In lhe squad may e~hanga his botter With one of ttle 
following: flamer at +6 PiS, melfagun al 1" to PiS, plasma gun al +6 PiS 

The enure squad may be glve~ IMO grenades at an addll nat cost of +1 pI per model and 
kfak grenades al an additional cost of +2 pts per model 

The Sergeant may be upgraded 10 a Veteran Sergeant at pn additIOnal cost of +15 pts 

Trensport Vehicle: The entire ~ may be n'\OUI1ted a Rhino at an additional cost 
of +50 PiS Of, If It numbers Sill oTfewertnlldels, a ~azorback at +70 pts (see the Transport 
entry In CcdeJI: Space Marines lor upgrade OPtions). 

FAST ATTACK 

Salamander 
Veteran Sergeant 

Squad: The squad cons!s 
Space Marines 

4 

• 
4 
4 

• • 1 
• • 1 

3 
3 

1 8 3+ 
2 9 3+ 

n tQur and nine Salamam:teIS 

Weapon.: Boll PlSloI, close comba'I"''''''''''' .• nd trag nedes. All models In the squad ere 
equipped With Jump packs_ 

Option.: The entire squad ay be equ krak grena s al +2 pts per model end 
melle bombs al +4 pis per 

One model may exchange his ltoM pi and close combat weapon IOf a Hamer lor + 12 pIs. 

The Sergeanl may be upgraded 10 a Veleran Sergeant at an additional cost 01 +15 PiS 

SPECIAL RULE 
Deep Strike: Salamander modelS equipped With Jump packs may DHp Slnktt 

Salamander Biker 
Veteran Sergeant 
Attack Bike 

3 
3 
3 

1 
2 
2 

• 3+ 9 3+ 

• 2+ 
Squad: The squadron consists 0 

Salamanders Space Marines riding 
e Salamanders Sergeant and between two to four 

Marine btk:es 

Weapon.: Each bike Is fl"~ With "·lInked boilers Each $paOe Marina rider has a boll pistol 

Option.: Up 10 two Space .noes 10 the ke £!QuftdllJO mey armed wllh the loIlowlflg 
weapons: lIamer at +3 pis, gun.t -to pis. rna gun al pis. 

The Sergeant may exchang, hIS bolt PiSloIlor a closG combel apon at no addlltonal cost, 
and he mey be upgraded In rgeanl at n ... ""inolCOSI 01 +15 pis 

Attack Bike: The squadron may Include 008 Anack Bike armed with a mulll·mella al +55 pts 

.. 
The SIIlamanders pre'" close­
,.ng • • n~gement with the enemy 

where thel, au".,/o, numbers of ahort· 
,anged but deadly weapons, auch a.s 
multl·melt ••• nd flamers, can .swiftly 
Dradlute their foea. 

X Due to the "uctuatlrtg gnJlflty of 
Hoctur"., salamander. have 

dlfr/culty ,,./nlng with bikes, lump PlIC* .. 
and Land Speeder.. Thus, salam.nde,. 
can muste, few such fa.t snack unit. 
IrK battle. 
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Graham Davey Is White Dwarf's 
resident Chaos Lord, ond he has 
been colledlng his vast horde for 
several years now. We've 
persuaded Graham to share with 
us his secrets on how to paint 

;:J~~!::S:::~(~h·aO''''·I~~ 

COLOR GmlNG STARTED 

PALLmE When assembling my 
Chaos Space Marines, I 

"',.." lake lime to get the pose 
0"", .. exactly how I want It. I 

II ~ 
usually use Blu-Tac to try 
out positions before gluing o Yellow 
the models together. In 

'ok particular, II the model is 

Mfthnl liring its gun, 1 make sure it 
SilYer Is looking In the same 

• CMos direction that it Is aiming 

BO'" the weapon, Depending on 

C""", the pose 01 the model , It 

G~y may be easier to paint 

""""0 without the backpack stuck 

Green on, but II possible. I prefer 
to stick the whole • Bestial thing together. B.own 

~ 
Bleached The models were 

"""" undercoated Chaos Black, 

~ 
SkUll taking care to spray from 
White every angle - multi-part 

Bubonic models like this have lots 
Brown of nooks and crannies that 

~ 
Pallid 

all need a good covering 

, .. " 01 black. 

PAINTING 
WO K 

PAINTING THE MODEL 
the silver trim of the armor 

was painted. 
Mithril Sliver 
was used, and 
care was taken 
to leave the 
Chaos Black 
undercoat 
showing on the 
armor plates. 
The bolt pistol 
and chainsword 
were painted 

Mlthril Sliver too. Any mistakes were 
then touched up with Chaos Black. 

The next stage 
was a Black Ink 
wash, mixed 
SO/SO with water 
to thin It down. 
This step takes 
the brightness 
off the silver 
and provides 
shading. Any 
wash that 
misses the 

silver areas will nol show over the black 
undercoat, so this can be done quite 
quickly. Extra coals were applied 
around rlvels, weapons, and other large 
areas of sliver. The finished result was 
compared with the sliver bits on the rest 
01 my army, to make sure the sliver 
matched and wasn't too shiny or 
too drab. 

On basic models, this leaves lust the 
yellow areas - pipes and cables. etc. 
Yellow palnt is not very opaque, 
especially over a black undercoat, so a 
Skull White basecoat was applied first. 

,-----,----, This coat needs to 
be very neat, with 
solid v.+wte ooverage. 
Extra coats were 
applied to ensure 
that no black 
showed through. 

To provide the 
fiery shading color, 
the white areas 
were washed with 
Blazing Orange 
mixed 50150 with 
water. It doesn't 
really matter II this 
goes onto the 
black areas, but 
care was taken to 
avoid getting any 
on the sUver. 

Next, Skull White 
was carelully 
brushed on, 
leaving the orange 
color shOWing In 
the recesses. 

FInally, Yellow Ink 
was applied, 

~~~~~=::::: turning the white 
L areas yellow and 

tinting the orange 
sUghlly. Again, 
care was taken to 
avoid getting any 
Ink on the sliver 
areas.Any stray 
white paint was 
then covered with 

'-""-_-' Chaos Black. 
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PAINTING BONE 
All areas that were to be bone 
colored (horns. skulls, etc.) ware 
basecoated with Bestial Brown. 
These were then highlighted with 
Bubonic Brown and finally with 
Bleached Bone. 

THE BASE 

- -

To fin ish off, any 
features 00 the helmet 
thai weren't picked oul 
by the sliver trim were 
highlighted with 
watered-down Codex 
Grey. The eyes were 
painted with Blood Red. 

• • 
The base was 
first painted 
Goblin Green. 
Once dry, white 
glue was applied 

' .. 
10 the top of the base, then It was 
dipped Into modeling flock. 

CONVERSIONS 
~:.:..:.=c..::.-,,-__ , The Khome 

Berzer1<er kit 
Is fully 
compatible 
with the 
Chaos Space 
Marines kit, 
giving a huge 
range of 
possibilities 
for very easy 

L __ -=====--' cooversions. 
This model 

uses Berzerker legs and axe and Chaos 
Space Marine body, head, and bolt pistol. 

PAINTING SKIN 
The skin was basec08ted with 
Bestial Brown. which was then 
highlighted with an equal mile of 
Bestial Brown and Pallid Flesh. The 
final highlight was an equal mix 01 
Bleached Bone and Pallid Flesh. 

Graham's Chaos horde rsmpages/nto the Tau lines. 

The new rules In Codex: Chaos Space 
Marines require you to have an icon in 
the unl1 il you want to summon 
Daemons. An Icon can be a simple 
trophy pole on the backpack of a 
Champion, but it's more Impressive to 
have a distinctive Icon Bearer. 

This model uses the standard bearer 
arm from the Wamammer Marauders 01 
Chaos plastic regiment set. The Icon 

Itself Is the banner top lrom 
the Warriors 01 Chaos 

regiment set but the 
standard tops lrom 
the Marauders of 
Chaos and Ore 
boxed sets look 

equally impressive. 
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or ... "Ask Dirty 5tevel" 

Ikar Oiny Sl~'e. 

(Why at'(: you called that anywayr) I Ii\'t" 
in Coqulllam, Be (rlghl n~t to 
Vancouver), and I really WlIn! to 3ncnd a 
Games 011),. I was wondering if there are 
lIny plans underway (0 have a Games 
Day V ... ncouvc:r? My friends and I would 
real ly like 10 allend one. There are more 
pt:ople here than you think, :It'Ound twO 

million or SO in Vancouver alone. and 
thal'5 n OI includiog the: tn·cilies . 
\laocoun' r Island, or any of the: other 
nearby ellles and towns PLEASE 
PlEASE PI-EASEIII!!1 

Dt:dlcalcd Wilrhammer pl:lyer for S 
years and run ning, 

Daniel Peach 

Af It turns (Jilt, Daniel, some of the 
Folks I" Hlgb Places at 1M em"u/la" 
H(!(ui Office Wile bee" tbinkltig tlw 
umu.' tblng as )'0111 1'be posslbflfty of 
havlllg a secolld ca"adlall Games Day 
I" lbe! greater l 'allCOIII'f!r ar-ea Is very 
good, tbollgb 1 dOIl 'r know bow IQ1Ig It 
Iloff{ take mioN! It actl/aUy happens. So 
I" tbe m(>(mtime, bOM/rilly )'011 '1/ be 
com/tlg to Games Day etmtufa III 
1oromo. If"il 'ff loue to see )'011 there! 

Dt:ar Dirty St~ve , 

I'm II hugt' Elda.r ntl, and I'm wondering 
why I hlwen', ~n my beloved Eldllt In 
Wblte Dwarf lately. Ani [ Iatd I-Ia."e I 
missed the huge tildar issue, or are they 
hiding In a comer somc:where~ Also, 
what's the best way 10 painl the Eldar 
Guardl:ms in the Diel-n.n color scheme? 
Undercoal Ihem with Chaos Black then 
go over with Skull While ? 

Greg 'lbmetich 

k'((ltlr are all I'II/g",atiC species, GrY'S. 
Tm.'Y sbow lip wbe" tbl'y 're leost 
exp«ti'd mui disappear mysteriollsly 
afterwards to follow their OWII "lJf!lIda, 
Tlw),'J/ tlln, lip ago/II III the pages of 

While Dwarf; for certal,., AI" for as 
Blel-Tall color scbemes, tbe 
Codal Craftworld Eldar suggests 
a couple oftbillgs 011 p. J4: Dark 
AI/gels Greell, Slim Greel', jmle 
Greell , mId Skull Wblte. )"()jj 

mlgbt e~1 go green alld grey. 
maybe wltb a Code:r alld Fortress 
Grey, Instead of tbe greell alltl 
wbite. It 's reall)' tlllllP to you. 

lk:lr Dirty, 

Could you give somC' lips on how 
10 do highUghting? 

Sincerely, 
John 

Well, job", hlgbllghtlng models is a 
surprisingly e'I$)' proc"ss. lOIl '1I wam to 
start wltb the darkest color alld work 
lip to the IIgbtest, W"b )'fmr fint color, 
or /Jasecoat, YOII '/I want 10 COlier the 
area entirely. Tbt!71 Ilgbten tbe basecoat 
color with either wblte or anotber 
IIgbter bu" of that coIrw. Por e,ttfmple, 
you mlgbt add ora"lJe to /lgbtell red, 
bllt )'011 mlgbt adtl It-oblte to IIgbten 
bIlle, Experlmelll wltb a few colors and 
see what )'0/1 thlllk Is best. ltm 'lI Wflllt 
to pal", tbat lighter color 0"'0 the 
model I" the sam" aretl, wbife tlt'oldltlg 
tlw def'pest cN'lofces, Ne..\'t, )'011 '/I U'fmt 
to ligblell the color tlgtll" am:1 lbell 
palm tbe same area, but dOll 't 
completely cover the I,ut color. Lefwe a 
little showltlg Q,I the ollts/tie ~/ge, Tbell, 

wltb sflccessil"e blghllghts, kap mL"tIllg 
the fJtllllt IIgbter and ket.'p le/w/llg a 
little bit of tbe prel'lollS coat showlllg 
em the edges of tbe CIIrN.'IIt coat. This 
technique sm)flld yleltl tbe effect that 
tbe blgher areas tiN' Ilgbtcr. 

Hope that belps Qut a bit, job", 

Dear Oiny SIeve", 

I've slowly [xcn making a I(roOi 
Mercenary army, Ixcause I Lhlnk they are 
very met", Each one or my Shapt!n is a 

Wlllll l0.cod . 'euer 10 the MQHho~ ? 

Have a questio n about 
whe n new a"nles are 

coming out? Need some 
ad vice a bout p a inting 

or m od eling? 
Ibis Is the place/or 

y our f1rquirles 
and opinions! 

Write or e-mail me at the 
addresses below! 

unique con\"erslon, :.I nd now, for my 
Hunler Klndrcd onC', I want 10 make a 
fe-male Krool . How I! II female krool 
physical ly dilfC'rcnl from :.I male one? 

Thanks! 
A1cx:mdn: Clairmont-Bolduc 

I really tlo,,'t bilOW, Alexamlrt!. BId I 
killdfl tbl"k tlmt they w(mld be like 
mOSI alllmllis. not too dlffere",_ 1blllk 
abollt It ., 11'001 abo"t birds, from whom 
tbe Kroot SIIPPOSi',JIy el'oJL"f!tll USllally 
the mtl((os are Ulrich brighter tbon tbe 
femtlles. MtlJ,be Kraal, bo'IJf!f'(!f", (!I'O/rlf!d 
dtflcrelltly, $0 Ibm tbe femtlles are 
brighter -';y a COl/pie of diffenmt col()r 
scheme, Ollt alltl see what ),(111 tbt"k 
AI.d defillitely selld me a photo of what 
tbey all look like III tbe same 
anllJ' together! 

See )'011 IIe.),'t ",o",bl 

don, 

Wrill: 'TIt.1; OaIlE\ WoruhDp. An" Din) Stt,·t·s MlIlII!<l\, 672 1 Bay tnelldow DriVt , G!en Burnie. MD ! Hl6O 
Or. ~od 1M ~ t·mail III WI\l~D(llan\e1,y,OIl.$h(l1J.eutn . but rcnlelllbe, 10 I ,ve tile pcmll!l5iOIl 10 prinl )OUt e-mIIlh. I ~~n' l 11101' ,lie", if y<)<I fOtllc1\ 

lit IW IIIlIla 





IQRDHI'ERINGS 
THE FElLOWSHIP OF THE RING 

The Last Alliance tables and 
massive Mount Doom constructed 
by the US Hobby ream tr.veled 
around the continent and brought 
the true navor of the end of the 
Second Age to thousands of 
garners [his summer. 

The scenario that Bccompanied the 
release of !he Dnrk Lord Sauron earlier 
Ihis year (WD 270, pp. 118-121) and 
was presented in the cool baltic repon 
of last Issue focust'!l on the pivotal light 
of the ctimactic battle of the Last 
Alliance. The Orcs nre struggling, and 
Sauron comes fonh to swing the bailie 
back in his favor. II is n battle of heroes. 

When we decided 10 luke this event on 
the road, we thought. "Scennrio be 
damned!" Through SOTTle cartful co­
ordination (and asking Bn)und). we 
gathered logether hundreds of Orcs, 
Goblins. Men. and Elves along with a 
few other 5Urpr1<;cS. Thanb go to 
many people includmg Canadian 
Retall staff, John Cadlce, and Sean 
Murphy who made it possible to 
see over 800 miniatures on 
the gaming table at Games 
Day Baltimore, 

With other c:omnulments, 
the gamlne table was 
pared down. However, 
hundred~ of Orcs and 
Men st ill made it 
to the Chicago 
and Toronto 
Games Days, and 

Above: Sauron pr&{HJres to crush ISlidur 

SWEEPING 
DARKNESS 

The Last Alllmice I" nil lis glory Oil Ihe road! 

Hordes of Mordor Orcs swann over the cliffs towards the forces 01 the Last AHiance 

-



Above. Sauron exerts hIS darlc 
Influence over lila bBnJefiBki. 

Below Lelt: The Last Amance 
teble and Mount Doom as 

they appeared at 
Games Day Chicago. 



mllny more made it to Comicon in San 
Diego and Gencon in Milwaukee. 

When organizing a game of this size, It 
1$ Important to have a games master (or 
three) who can keep the play moving 
along, 8ssist with any rules queries, and 
introduce new twists to the game at 
appropriate moments. Bdore the lIlany 
games at all three Games Days (14 
games in lot31), a couple of diITerent 
objectives were ass.igned to each side. 
The prime objective for the La~t 
AJllance was to slay the Dark Lord_ 
S«ondary goals included "eepmg the 
Heroes ah\'e and slaying as many Orcs 
and Gobhns as possible. Obviou~ly, the 
lIlain objeCtive of the forces of darkness 
was to slaughter the four Heroes 
(Gil-Galad, Elrond. Elendil. and l~ildur) 
while en~uring that Sauron survived. 

While Sauron only died once, the rorces 
of the Lust Alliance were able to 
achieve victory ,ix times by flm~hing 
the game with the Heroes. and more 
warriors than the forces of Sauron suI! 
alive. Amusingly enough • .several of the 
Heroes (Gil-Galad most often) fell to 
Ore bowfire, an ignomimOU$ end for 
such fi~ warriors. 

CongrnlUlallons to all thO«' who look 
part in the mighty battles across the 
contmenl Whether they took pillee at a 
Games Day. a major convention. a OW 
Hobby Center. or a retailer, the spirit or 
the Second Age thanks you! 

FIfJht/ng under the banner of the White TIH of Gondor. Ihese MINI look concefTlfJd. 

Ever watchful, $auron casls his gaze ovm hiS mmlons as they plo/and scheme 





The Last Alliance events of this 
summer Inspired many garners (0 

gather small forces of Men and 
Elves or Orcs and Goblins to 
recreate the climactIc battle of the 
Second Age of Mlddle·earth. 

GATHER 
YOUR FORCES 

Gamers jot" I" 'he Last Altltmce 

Above: Rich Curren labored many hours 00 these beautiful High Elf models and paid panicular 311ention 10 Iht'ir cloaks and 
arrnot". In our massive starr Last Alliance bail ie, Gil-Gulad Idlled countless mmions before engaging Suuron. 

Above: Keen 10 side with the forces of Good. Dave Taylor launched lnlO a mammoth prunting frenzy_ He prunted 60 Men of 
Gondcw in a week:. Shown here is the smaller force he look for the staff event, in which Dave used Elendtl who fell in combat 
with the Dark Lord himself The SlandanJ Bearer uses one of the banner designs found on the Games Workshop v.eb site. 

Above: Evan Lougheed has alway!> been a fan of Elves, and the Last Alliance provided him with II.n excellent eJi;Cuse 10 dive IOto 
batt le in Middle-tanh. You'll OOIice Evan hall included 11 high proport1On of II.rCheo in his fo.-ce. In mult1.player banles, Evan can 
provide n great deal of accurate bowfire to support his a ll ies who may be more suited to close combat. 



Below: Chad Mierzwa's Moria Goblins are 
led by three Ore Captains. The additional 
Might points that these characters bring 
to a fight can tum the tide, especially 
when combined wi th II Cave Troll! 

Above: Jason Buyaki had the supreme honor m OUT Last Alliance staff 
event or commanding the rorces of Mordor. Alongside the impressive 
Dark Lord I'lin Imlny Moria Goblins. Sauron and hi~ Ilnnions were 
responsible for lhe deaths of the four Heroes of the usl Alliance: 
Elendil, Elrond, 11Hldur, and Gil-Galad. 

Above: Jeremy Vetock painted this mighty Orc horde over the course of 3 weeks! He expanded the already wide vanely of 
Mordor Ore models with some cool conversions. including severol spearmen and a standard bearer 

= = • 



Busts 

Helms 

Orc Hide Helm 
Item 19501 5'H 

GandaUthe Gr&y 
Item' 9304 125"1i 

Atagom 
Item I ~ 85"H 

Ore Crowtaced Helm 
Item' 9S02 5'H 

Orc Trapjaw Helm 
Item 19503 5.5"H 

Orc Overseer 
ItIIlll9302 9'H 

Gandalf 
111m 19400 9"lt 

Orc Squlnt8' Helm 
Item , 9S04 SOH 

Frodo Bagoms 
llem 19301 9"H 

lm" 
118ITI19J03 1311 

frodo 

Orc Swordsman 
111m , 9405 rH 

Item 19401 675'H 

• 

Orc Ov!rseer 
11tm' 9406 65'H 

(SOO) 474-3746 
www.sideshowweta.com 

OWnb.JIICI 10'1 l1li U K. '" 
Amerang, ltd., W. Sussex, 

Tel: 01903-765496 



Marla Ore Swordsman 
itUIII' 9308 H"H 

Busts 

Boromlr. 
Son 01 Denethor 

Item # 9408 825"14 

Urllk·hal Scoul 
118111' G401 9"li 

Orc Pltmasler 
Item'9312 10.5"H 

lu", 
Uruk-hal captain 
nem,941585"H 

There will be six different series of products 
released over an 8 month period" Look for the 
upcoming edit ions in the nexl issue of "\lhite 
Dwarf orvisil our web site. Series One is scheduled 
to be ava ilable 10 Ihe public in September. 

Numellorean 
Infantry Helm 

Item # 9508 5.5"14 

Ore Warnof 
Iltm I 9307 Inl 

SamWlse Gamgee 
Item' 9412 675"H 

High Elven 
War Helm 

Itlll!l' 9507 5.5"14 

Legolas Greenleaf 
Item' 9306 125"" 

Glm~, Son of GIQlIl 
IIefI\ , 9'09 1 S"H 

Ore Iroll Gap 
Item # 9513 5"H 

Numeooreall 
Illfantryman 

Item' 9411 85r1 

Glmh's Helm 
Item 19506 5"H 



UThere Is a union now 
between the Two Towers: 
Barad-dOr, fortress of the 
Dark Lord Sauron, and 
Orthanc, stronghold of the 
wizard Saruman. lI 

The Two Towers 

A year Rgo we unleashed The 
Fellowship of The Ring game upon 

the ~orld. TIle game has been a 
resounding success and has captured the 
imagination of all who have played It, 

We knew that there was an enthusiastic. 
passionate fan base for Middle-eanh 
and its denizens. but we've been 
astounded by the immense popularity of 
the game. 

The first film in the trilogy. n,~ 
FtllO'l4'sh,p a/n,t Rjng. has also taken 
the world by storm· fhe awards from 
the British Academy of Film and 
Tdevision Arts and four Oscars tell 
their own impressive story. 

Next issue sees the release of tbe 
~eeond game, The Two Towers. 
Mirroring the events In the second film 
of the same name, this version of the 

THE 
A special preview of 

71It' mm;Ulu II' San/m,m art' nm /101\"11 bl ,'''' uml(J(lpahit CM'Xt' oJ/ht' /(i/lt'rJ (.f H{>/tt1I1. 



ERS 
our new battle game 

Abrow Q,ul r(((hI- fh~ I'I/.IJIIC ,mxl .. ls of 
tht H,dt'n of Roh(m and fit .. FIR/rf/IIB 
Und-Hmfrom ,11 .. I'M 711'(1 TtllitrJ 

baud Bumt art rtrrl/lrAahk fi,,'1v 
croftd ;m,IU/,QfI-! ()r'Ir .. lnli/~"I (rom lit .. 
jorlitcmtllnlljilm. 

A .. hCJk 1'In> .. ltrMn, It", bun odtJtd /0 
fII .. Loro O/fM R"'RJ ~m .. , • lIlt IN! 
Inc/US;"" uf ,.uln!"r lYn'(Jir.. N(Yo'I' )'ON clln 
'tU/I,It .. RuJ .. rJ of Rrwm /11 btl"f .. 0Rmnj/ 
Iht /orr<'1 n/th .. Dmt Lord' 



game adds more depth to your tabletop 
battles in Middle-eanh. Rules for using 
cavalry and fighting seiges have been 
added to the core rules in !his lateSt 
edition of the game system to make 
your games of 1be Lord of 1be Rings 
even more exciting !han ever. 

Over the commg year, we' II be showing 
off all of our fantastic new models · 
from Gandalf the White to Grishnakh 
and from Fan.mir's Rangers to Uruk· 
Hai siege speciali:us. 

In future issues of WI/itt Dwarf, we'll 
be publishing painting and modeling 
advice along with new scenarios and 
gaminK maleriallo help you enjoy your 
games even more. 

This time last year. we were 
enthusiastically awaiting Ihe new fi lm 
and envisioning how scenes from !he 
novels might appear on the screen but 
not knowing quite what to expect, This 

" I f'r'1 ,-,. 
1~)RD : rp , ·~ 

n.JNCS ·~t'" -'ft ", 
. - '4' -',' .. " .. ' ..... ( 

~ '" . _. -" ' " , " i'I'''\ - . til! ..... -~.' ":". " V" ,I 

' -':";;~ 

"-"",, /"jI, U&,./t/I, GIII./i. and AmltQnl 

,X'II'I' /H',ltd UII Kill CQIlWtn uU.~d ,-hUroClt!rJ, /,kl' Ih~ H""~J "/ 111'/'" ~ IHrp "bo"1' 
01/,,,,, ",,/1/1(11'1' ,,1/ ,h,. m;niOIUITS yOi' nl'l'J 10 ~n(.lU (.I porricul/Jr hallll' fmlll 1M 11Ill1"'" 
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year, we're c"en more enthusiastic. TIle 
first film completely blew us away. and 
we're eager for morel 

1bc: same applies to our new The Two 
Towers game. The fi .... ' game has been 
\cry ""ell received. and thIs new edition 
""ill. we hope, be even more popular 
with those of you who have enjoyed the 
game so much over the last 12 months 
and with new playeN as well. 

1be struggle for the control of Middle­
eanh conunues ntxt month - make sure 
you're not len wanting. 

Check OUI our ""cb Mle for more: 

www.games-\l.ork.shop.comllOlr 

The battle for 
Middle-earth begins. 

J • 



The Ringbearer Alessio Cavatore 
presents his Ideas for playing 
competitive games of The Lord 
of The Rings. These w1l1 form 
the basis for a series of Grand 
Tournaments. Read on to nnd 
out more." 

WHAT'S THIS7 
The Lord of The Rmgs game is absolutely 
perfect for ru:reating episode! from Ihe 
film Of the book, Player! agree on which 
scene they want to recreate, then tkcide 
",hlch Side each player IS gomg to play, 
and after assembhng the relevant forces, 
light out the scenario. After trying tin! 
~tyle of gaming for a while, most playc.r1I 
will prohably want 10 Iry the !lime 
scenarios with different forces and the 
"Pomts Match" rules 10 creOlte wild "wh:u 
If' situations (e.l! .. what If, Instead of one 
Ca\'e Troll , the Moria Goblins had three of 
them dunng the fight In the chamber of 
Balio'S Tomb~ What if Elrond had Joined 
the Fellowship?). E\entually, keen lamers, 
takmg mspiratlon from the immense depth 
of ToI\;.ien's work, will probably start 
making up their own scenarios. 

In th is artic le, we are introdu.;:ing another, 
more compeli tive type of Points Malch 
gaming style. For a Points MalCh, OTK.' 

simply plays The Lord of 1'he Rings lame 
without tryillg 10 recreale II scene from the 
film or the book. 1\vo forces of equal size 

-
THE POINTS 

MATCH SPECIAL 
A dljferellt approach to The Lord o/The Rings Game 

ellgage in a vt"ty leO(:ric scenario 
specifically designed for I P(linlS Match. 
More competlilve playcn onght want a 
SItuation wl1ere they field their fa\"Orile 
force against a 5unilar force Isscmbled by 
their friends. Even better, playen may 
wanl to assemble I force to challenge 
others in theIr local club or 10 tnter In a 
tourname nt. This is a fonnula that plaYl'fS 
of other OW games and historical 
wargamcs are probably more familiar with, 
and one lhal I quite enjoy 
(competitive .. . moi 1). 

III order to al low people 10 pia)' The Lord 
ofTlv: Rings lame In this new way, I' , 'e 
developed a set of rulC5 explaining how to 
collect a cornpeuuve fQJCe (many thann 
to Enrico and Fabio from the Thrin Siore 
for their Invaluable help!). NellI. I've 
written It series of scenarios that are very 
generic in their setting I nd allow for 
balanced game play. Of course, \0 keep lhe 
character of scenario-based gaming. which 
is \'ital to The Lord of The Rings, these 
scenarios sull have I bIt of a twist rather 
than being straight "line-up-and-fighl" 

affairs (well OCtUlll1y. the last OTK.' of lhe 
three is Just that!). 

In the near future, we are gomg to 
orgamze the UK The Lord of1be RIng.! 
Grnnd Toumllment$. and the rules 
JlftSCnled 111 thiS artIcle wi ll be at the core 
of them 

A NOTE ON FORCE SIZE 
Before we delve into the nIles, one further 
note on the Size of the armies. I am 
convinced that the skimnsh-1e\'e1 nature of 
The Lord ofl1w! Rmgs is not suited 10 
fighting huge ballks (at least In !he short 
Imn), and so I'\'e capped the lYI:Qimum 
number of models per Side al SO. III my 
opinion, thIS number is the absolute hmit 
for a game that can be played reasonably 
quickly (uwng about 2 hours). 

Of course, we have all been amazed 
watching the nla.~s i ve hattie of the Last 
Alliance in aJlll5 glory, and in the fu ture. 
we will sec more large gimes WIth the 
Sieae of Helm's Deep and the Battle of 
Pelennor Fieldsl h's only natur.d that we 

I 
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sincerely convinced thai they are too large of The Lord orThe Rings rules manuals NOTE ABOUT THE 
for two players to handle using The Lord (The Fellowship orThe Ring and The Two P OINTS VALUE OF MEN 
of The Rings game system. But wait a Towers) can be included. with the 
moment! The answer to the problem is following exceptions: 111 TItt 1\0'0 Towus Ed,ljon of tire 

gomt, we hove recalculated Ihe CO$l of 
hidden in my previou~ wortb. Two players Evil for~&. "',., '",',d, '"ro,. fh \1' . ;G·' fi n might not be able 10 do it /or rather it ....... ~ e arnors 0 Oll"Qr rom It" 

Grima W.rn,'.,,'·, Gollum 0. th, Flllew,h,'p .;Th, Ring EdiliOll, '/".0" 
would take them too long). However, " . . ..... Bnlmg and can include a maximum of to some uSl'ful SlI88es/ionr fmm 
cenoinly nothing Stops you from two Cave Trolls. pWy~rs. WI' ort cotifid~nt IIIO/Ih" n,,", 
organizing multi-player battles. where two PO;/IIS va/"e besl reflecls rhe Warrior.,.' 
or mOrt players slulre the control of one Good forces cannot include Gwaihir or .. JJecri~tnus 1/1 samillS remlS. 
fon::e, each player controlling no more than Trecbeard. 
SO models. But I'm digressing. Let'S go Heroes such as Galadriclthat h:lYe The base caSI af Mtll ufGondar is 
back to the mles for collecting forces. noll' 6 poinlJ inSlead of 8 poillls. 

GOOD OR EVIL? 
The Lord of The Rings game has a strong 
emphasis on distinguishing between Good 
and Evil. a difference that is deeply rooted 
in the game. It would seem mther odd to 
have two Good forces lighting each other, 
especially if the SlIme unique Hero was 
included in both ("Oh look. you ha\'e 
Aragom tool"). To kecp the feel of this 
characteristic of The Lord of The Rings 
game and still allow playt"n \0 tum up and 
play any opponent, I've decided to ask: 
players to collect not one but two forces, 
one Good and one Evil. 

I can al ready hear the shouts: "There they 
go! They want to force us to blly doubk 
the number of modelsl" Well, remember 
that we are talking of forces of it ma~imum 
of 50 models per ~ ide. Even if you decide 
to go for the IlJQSt you can field with both 
forces (and you don't hal'e 10), we are 
speaking of 100 figures - not such a scary 
number, is it? 

Building on the strong Dppo!'ilion of Good 
and Evil and allowing grealer freedom and 
variety to the players is very different from 
other Games Workshop games. 

SELECTING YOUR FORCES 
Each player collect! tWO forces: one Good 
and one Evil. Players have a loml of 
1,000 points to divide between their 
forces. It's up to the players to decide what 
proportion of their points to al locate to 
each of their two fortes. but a mmlmum of 
300 points must be ~pent on each forte 
(for example. you could decide to ha~ a 
460-poinl Good force and a 540-point Evil 
force). After deciding how many points are 
a110cllted to their forces. the players can 
decide which models to Include m each 
force but must respect the following limits: 

A force can include a maximum of 50 
models 

A force must inelude 8 Hero to lead it 
into battle. 

No more- than half (50%) of a force's 
points can be spent on Heroes. 

No more lhan half (50") of a force's 
points can be spem on models armed 
with missile weapons. 

special rules related 10 a specific 
location always counl as "beyond the 
bordeB of their realm" if fielded. 

Remember thaI named Heroes (Gandalf 
the Grey. Aragorn, Lurt7_ the Witch 
King, etc.) can be taken only once. 

If rules for the same model appear In two 
different editions of the game. the latest 
ones IIlways take precedence. as they are 
more up-tn-date. 

Larger Games 
If you want to play with more points. I 
suggest thIlt you organize multi-player 
grunes. keeping your forces to the 
proponion of about 50 models per 
500 points. 

SCENARIOS 
After selecting tbelr forces, players should 
obscn'e the following procedure: 

I) All of the Pomts Match games should 
be played on a 48" x 72" (122 em l[ 

182 em) tllble. 

2) Arrange the terrain on the gaIning lable 
;n a mutuully IIgreeable manner. 

3) Agree or roll a D6 to decide which 
player will use his Good force and 
vice versa. 

4) Agree or roll II. D6 to decide which of 
the three generic scenanos to play. 

If rolling, consul! the- chan below. 

SCENARIO CHART 

Dice R~ult 

1-2 The Relief Force 

3-4 Ambushedl 

5·6 The Final Bailie 

Sp«lal Rules (All ~nll rios) 
In all scenarios, unless otherwise 
specified, Heroes are not allowed 10 
pick up weapons or any other equIpment 
from slain enemies. 

When a rider IS killed, hLs moum is 
always remov .. -d. 

GOOD AND EVIL! 
'These sccnarios should be over relatively 
quid:!y ea couple of hours). Once the firsl 

game is over, the players ~hol.lld ideally 
play the same scenario again, swap sides, 
and use their other forces. This would 
achieve perfect balance and would 
complete this very philosophical fight 
between Good and Evil. with both playe13 
lighting altenlatil'ely for both sides (a very 
Taoist. Yin· Yang situation!). Of course. it's 
not necessary to replay the scenario 
straight away. Players can always play the 
second game at some other time. or they 
could also deCIde not to bother. as the roll 
of the dice to decide sides at the be~lnning 
of the game is enough to balance 
things out .. 

in tournaments, players WIll scort the 
following points dependmg on the result of 
each game: 

GAME RESULT CHART 

Victory 1I~ \'el 

Major Victory 

Minor Victory 

Dmw 

\Vinner 

9 pts 

1 pts 

5p" 

0," 
3 pts 

5 pis 

This ehart ensures that lwo draw5 are 
better than one VIctOry and one defeat and 
reflects the fact that it is better to dLvide 
your points into two b:llanced forces r.tther 
than going overboard and having a 700· 
poin.t Good force and II 300-point Evil one 
or Vice versa. 

Another thmg worth mentioning about the 
forces is that nothing reslricts players from 
cherry'picking the components of their 
force from differenl periods of MIddle­
eanh's history as well as from different 
mces and geographical areas. It is obvious, 
on the other hand, that themed forces. like 
the example force on the following pages, 
look better and feel more filling. Rest 
assured that this will be taken inlo 
account in the Forces Composition score 
of the tOUrnaments. 

And now, here follows my own I,{)()().. 
point collection and, of course, the thn.-e 
Points Match scenarios. 

Ah. by the way, the material presented in 
this anicle is still under development - so 
I'd love to hear whot you think ~ut it £:-_ 

"..') ~'" 



SCENARIO 1 
THE RELIEF FORCE 

DESCRIPTION 
A group of nobk heroes IS leading I 
detachment of wlllTiOT! of the Frtt Peoples 
\0 remforce a samson besieged by !he 
forces of ttt( Dark Lord To reach !heir 
beJeagutrt'd friends, the he~ h:wC' 10 CUI 
their way through the tnemy hoes. Thi! 
scenario could occur around a small fon 
on the bordel'$ of Golldor. or I' couloJ C'ven 
be a minor C'P'~c dunn! the great Siege 

c 
SCENARIO 2 
AMBUSHED! 

DESCRIPTION 
A small force of the Free Proples of 
Middle.ew1h IS carrymg to thclr fonress a 
very powcrful Ilem. perhaps one of the lost 
Sedn! Stones or even one of the Rmgs of 
Power of the Dwarfs. Along the way. IIIlS 

force is IImbushed by the millions of Evil, 
sent to M:iu the mysterious item for their 
Lord. Will the Evil forces get 10 the bearer 
before the scouting pathes sent from the 
fOltTt'$s calch up and save their comrades, 
or will the preclOU! Item be lost 10 Ihe 
mayhem and forgO'len for ce:ntun"? 

START ING POSITIONS 
11le Good s,de dlv,des ils force mto two 
pans, both of which must contain, as much 
as posSIble, the Rme number of Heroes 
aoothe same number of wamon. 1be Evil 
Side Ihe'n chooses whIch one of the two 
partS will be deployed 1Olllally. 

1be Good s,de deploys the models of the 
cho>;cn force any ..... hcre within 6" (Ij cm) 
of the center of the table and gives the 

of Minas Tirith. Will !he force.' of Good 
make it across the enemy Ikfcnsrs. or Wi ll 
the servants of the Oreal Enemy manage 10 
Slop them? 

STARTING POSITIONS 
Both playm roll a 06. 1be pl.yer who 
scores rughe'sl can cboIxc the side of the 
tahle 10 pia)' from. 

1be EYII sux deplo)'5 half of lIS foret' 
(round rraclion~ up) no more than 12" (30 
em) fmm lIS edge of the table The Good 
side then deploys half of Its force no nM>Te 
[han 12' (30 em) (rom lIS edge of the 

12" (JOcm) ),1Iit~: ....... ~ 

- q b _ 

Item to one of ilS models (place a marler 
nett to the model; a coin will do). 

At this point. the Evil Side deploys il5 
enure force a.nywhere at leas! I j" (]8 cm) 
away from any Good moUe!. Pinally, the 
Good side declares from which of the tWO 

soon tahle e'dge~ the bearer is tryinS 10 

leave the batde. 

6 

roble. Then the Evil side deploys the rest 
of its force as before, and finally the Good 
side does the ",me. 

OBJ ECTIVES 
11'Ie Good su.lc must anem(M 10 break 
through by reaching the opposilr ~Ide of 
!he board and 1fIO\C' off the lable With as 
many models as possible, includmg alleasl 
olle Hero, 1'bc Evil side must try 10 slay as 
m!ln)' of lIS enemIes as possible before 
they ean escllpe 

11le game IS pillyed until the end of the 
tum In \\ih,Ch balf of the Good force has 
been destroyedlhas broken through or until 
the lime avail:1hlc for the game eJL:pires. AI 
this POint. check the victOl")' coooitions. 
Remem~r th3t models that retreat off the 
table be\:auSC' of II failed Countge test 
count as slain. 

GoOO M ajor \ '!cIOry: More than half of 
the Good force (including a Hero) has 
moved off the Evil side', edge. 

Good ~ lll1or Vklory: More than half of 
the Good force (but IlOl a Hero) has n\O"ed 
off the Evil side's edge. 

Draw: TIme eJL:pires before any viClory 
condition is achie"ed, 

E"jJ Major \ 1ctory: Half or IDOR" of the 
Good fon.""C is destroyed, 

SPECIAL RULES 
None. 

OBJECTIVES 
The Good side WInS If its model carrying 
tnc Item (we refer to th is model as "the 
bearer") rellche~ the chosen short side of 
the board and moves off the table, 1l1t 
Evil side WillS if II can clI()Iurc the Item 
and the new bearer can carry it off the 
lable from any table edge, except the one 
choSC'n hy the Good side 

4-5 

I 



;..----Th<--,"'"~-;-, -p-,,"y-"'-""-"-.,",he-,-""-."r-""----r"""--,-he-,O""""'c::-,.,"'"Y-" .. -,-,,",-,-,.-"'",,"""----""""""---,""'-,=--;""--~-b·"-"'-,,-(-ro-"-'"D6--.JO 

1 

tum in which one of Ihese rondlliooJ is bearer in dose combat. AI thiS pomt, any and consult the s«nano map. with 6 bemg 
achieved. unul the lime available for the of the models thai were fighling the beam- the shan table edge chosen by the Good 
,ame C'lIOpirn. or until the Item IS loS( (sec in thai tum can get the Item. MOl'C'the player and I bemg the opposite one), NCMe 
SfHdaf Rules below). marker accordingly. thai MIght cannot be used to modify any of 

Bearer Major Victory: a) The bearer l( the bearer is slain by bow fire or another 
the rolll for remforcements. 

moves of( the table with the Item from the ranged allllCk or if the bearer fails a lbe newly arrived models can move 
chosen table edge, or b) TIle lime expIres: Cournge teSt and has to !'elICIt ofT the nonn:llly. but lhey cannot "hlllie' enemy 
the bearer is sul l on tbe [able: and the table. the Item is losl In the confusion of models. Roll for each model sepanlcly and 
tnlire enemy force is destroyed. the bailie. and the game it a draw. COf1unue to do thiS evcry tum until all the 

Good models have entered the battle 
Bearer Mloor VIctory: 1be time eJlpires, Relnlorttments. In each tum except the 
and the bearer is still on the table. (mt. after the Good player has firushed 

moving all his models, he must roll a D6 
Onw: 1be Item b Iot;t. for each of the Good models that haH' 001: 

SPECIAL RULES 
The Item. 1be only way 10 lake lhe Item 

C. 
SCENARIO 3 
THE FINAL BATTLE 

DESCRIPTION 
Once more, Good and Evil face each other 
on the field of bailIe. Only the Valar know 
who Will win the dayl 

STARTING POSITIONS 
Both pillyers roll a 06. The pillyer who 
!!Cores hlShtl;t can choose the side of tnc 
table to play from. 

1be Side With the most models In lIS force 
starts by de-ploying hair of ilS f~e 
(roundm8 frnctlons up) no more than 12" 

yet been deployed. On a result of a 4 or 
more, a model immediliely enters the 
table and move.! in from any poml on a 

• - q -
(30 em) from its own edge of lhe table. If 
the forces are equal. roll a 06 to decide 
who star1$ to deploy. 

The other I ide then de-ploys half of ils 
force no more than 12" (3Ocm) from Its 
edge of the table- . 

• 

Then !he side- with the IlltJlClit force 
deploys the rest of its force as before: IUId 
finally. tlN: other side deploys the rest of its 
force as well. 

OBJECTIVES 
The game is played until the end of the 
tum in which one force II reduced to half 
ill original number or until the 
\Jme expires. 

Note that, to detemune the number of Good 
models that must be Iml for the Good force 
10 Start takmS Courasc ~sts. the Good 
models thaI sull ha .. en'l entered the game 
are COUnted uaaly as If they had been on 
the table from the start of the battle. 

"-
Major Victory: Hllif of the enemy force 
has been destroyed, and thr:re is al least 
one Surviving Hero on the WinDing side. 

l\tinor Vklory: HaJf of the euemy force 
has been destroyed. but there are 00 

surviving Heroes on the winrung side 

Dnw: BoIh forees demoy half of the 
enemy force at the end of the same tum, or 
the time e~ptres before the victory 
condition is achieved. 

SPECIAL RULES 
In Ihis game, the finttum's priority does 
001 go automaucally to the Good side but 
15 de-termined by ~ach player rolling a 06. 
The player who rolh hlBhe'st gelS pnont)' 
for the rml tum (re-rol1 any \Jell). 

ALESSIO'S POINTS MATCH FORCE 
As pan of mating these rules, AI~SI0 has of course been co\1ecltng hiS own 1be Lord of The Rings Points Match force. which you 
can see hst~d below. A photo of his force IS ,hown 011 the first p.1ge of Ihls article. 

As you can sec, Alessio has been ve-ry careful to keep tmck of the PoLliIS Match force selection requlremenl5, such as the percentage of 
the pomts Ihat each section of the force takes up and the proportion of POLliIS spenl on Heroes and models armed With missile weapons 
(it does help to use a calculator or computer spreadsheet pad;lIge for thiS kind of thing). 

THE fORCES Of GOOD 

Heroes 

Gil-Galad 
Elrond 

Warriors 

10 High Elves with spears lind shields 
7 High Elves with two-handed swords 
9 High Elves with bows 

Total Good Points 
Total Good Modds 
Good" 
Good Heroes 'I: 
Good Troops % 
Good BoW1!if-

roints 

125 
120 

100 
'3 
90 

498 
2S 
49~ 
49.2 
SO.8 
18.1 

GRANO TOTAL 

THE fORCES Of EVIL 

Heroes 

SlltUm8n 
Lunz 

W. rrlors 

8 Uruk-H:u with bows 
18 Uruk-Hai with shields 

Tollli E"\1 J'oInlll 
Total Evi l Models 
Evil ' 
EviIHe~" 
EVil Troops '" 
Evil Bows *' 

999 

POIDlll 

ISO 
.5 

88 
198 

SOl 
2S 

SO.2 
42.9 
57.1 
30.5 



DENIZENS OF 
MIDDLE-EARTH 

Daren Parrwood's The Lord of The Rings Dioramas 

Daren Panwood works in our Design 
Studio. He has been Inspired by The 
Lord of The Rings film so much that 
he decided to recreate ~is favorite 
scenes as dioramas. We hope to 
showcase more of his creations in 
future issues. 

The Fellowship prepares for 
attack ill Balilt'S Tomb. 



.....: A/well races to Bminell Ford to save 
Frodo from the RinglVraiths. 

y Aragom and AlWen are rellnited 
at Rivelldell. 



US MAIL ORDER 1·800·394·GAME • CON MAIL ORDER 1·888·GW·TROLL 

Top 10 Reasons Why You Should Call Mail Order 
• The Mail Order phone lines are open 7 days a week, Including most holiday •. 

• Mail Order can get you any Games Workshop games, boxed sets, and bll.te,s. 

• Mail Order can provide you any individual bltz you need for converting and 
customizing your army. 

• Mail Order can take your pre-orders for all the exciting upcoming rele ••• s. 

• Mall Order I. the only place you can get your hands on the awesome 
TROLL Magazine. 

• Mail Order can fix any problems you have with any Games Workshop products. 

• Mail Order can hook you up with a subscription to any of your favorlt. Games 
Workshop publications such as White Dwa", Citadel Journal, Warltammer 
Monthly, and 'n'erno! 

• Man Order can ship your order right away· so you'll usually receive It within 2·5 
days In the US and 2·5 days to most ot Canada. 

• Da Mail Order Roolz Boyz will happily answer any ot your gaming questions. 

• The Mall Order Hobby Specialists can also give you advice on tactics and how to 
build that perfect army so you can crush your enemies. 

Call Mall Order at: 1-800-394-0AME 
Call 7 days a week, from 

9:00 am until Midnight · Eastern Standard Time 
' H ... IhI.,..uty, COIII. 1IId dacrlpIIon af lflii produc1(.) \'011 WIlli 10 Ofdtf. 
• We '"'PI YIta. ..... \tItItd, MIIfbn EIpreIa, IIId ~. 

or you can mail your order to: 
Gamas Workshop Mall Order 

6121 Ravmeadow Orlve 
Glen Rurnle, MO 21080-8401 

or Fax your order to: 1-410-689-2330 
For Mall or Fax Orders: 

• lit lin 10 Include • oampIet.I maIiIrI9 NIl ..... 10 whldllo th/4I youf ordIf. 
• 1nducII1hI.-rtiIy, codI, IIId dncrIpIorI DI .. producI(.) YOU' .. onIIrIng. 
• WI ICCIpI 'l1li. .... 1e!CIrO, AmItkIn UprtU, 01_, Monty Otdert. .. """". 

Call Mall Order at: 1-888·0W·THOU 
Call Mon .• Frio: 9:00 am - Midnight, Sat. & Sun.: 

10:00 am· 8:00 pm· Eastern Standard Time 
• tww IhI ~ code, IIId clncrtpllon DIllie pracIud(') you WIlli 10 onIw, 
• 'Nt ICCIpI YIlt, .. ~ IIId AmerieIn Exprfta. 

or you can mail your order to : 
Games Workshop Mall Order 

2879 Bristol Circle, Unhs 2 & 3 
Oakville, ON t8N 818 

or Fax your order to: 1·905·829·9008 
For Mall or Fax Orders : 

• lit lin 10 lncIucII. compIeIIIlIIIlIl'ISIlCIcImt 10 wIIIeII to .tIIp rcur Ofdtf. 
· tne!uOIlfIII quanlity, codt, IIId ~ 01 h prvduct(., you'll ~ 

• 'Nt ICOIpt VIII, .... .cn. ~ ~ Money Ordtft. n CMcU. 

Or VOU cln pllce vour order In the us or Canadl, 24 hours I dav, 1 dan a week 
through the Gimes WomhoD .an Order Online Store. 

VISIT OUR WEB SITE AT: www.games-workshop.com 
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~m 
DARK ELVES 
Fl . IC'I'mI ~ G",II Ocean. 10 me "'"' Or'M Old World, lies !he ~asl 
ro<IliMnl 

I . 

Dnrk Elf Cbtffflcl ers 
$8.00US I f 11.00cON 

Wllch Eil.oes 
Stl .oous I , 12 OOCDN 

Oar" Elf Cross&oll'nleH 
$8 OOUS S 12 OOCON 

ALSO AVAILABLE (NOT SHOWN) 

Dark Elf War 1I)'1lrt. 
CoM One ClHIr/ot 
Dar" Elf Co...., l,., 

1800US J 12.00cDN 
18 OOUS /l12.00cuN 
S8 (lOllS 11 12.00CDN 

KISLEV-----------
Kil k" 1. Ioe.ted 10 I"" north of the Empire, and ill peoples h.,c 10 fish" 
NnStant war apinst nlickrs from the eNos Wucl'J, KIIIII'\' armies "" fam\"d 
for wi. 1....,m:.1i&ht c ..... lry and fmxiOU$ linn. Ki . ..... ;les al", nW:c areal 
use or W. Wqanl &lUI mobil. fonresaa IImIed 10 ilw brim with li&h1 
cannon II\d handl1,ll1l>l!1'l, _ wpab 1\ holdi,. 1'1' lIIl<'my 

aoh-.nces and lakj"ll the brunt .IIK"'. 

Step~ 110"" Ardlen 
'8.OOUS SI200cDN 

nellrs 
sa OOIlS 112.00cDN 

Kisiel! CharacllJr$ 
'8.00US I • 12 OOCON 

I Icc Queen on a Sled. 1 11 t'1'O o n 1Oo!, 
I W\7;atd on fum, I Ikro on. bear. 

and 2 W1n8"d .... nter UcfOn 

lIorse A.rchers 
$8 ootJS • 12 OOCI)N 

VISIT OUR WEB SITE AT: www.games-workshop.com 
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BRETONNIA----------------
ardonn;an armies an: famoul for 1M impe'luoul lind nla»-on IInSlOJllllblt 
~1>arpJ (If tilt;, IJ1!II)f'td Kni8hts. Bl'O'\OIIfIlan Knil!hIJ .... 1M flowa- or 
Bntonnian chivalry InIllllke to 1M Mulefield "uh mu<:h JUlIO. AI1hoogh 
lhoroullhly U""PPffl'ia!.-.;I, th. comm.,.,.,,. tNl follow their mas(~ Inlo 
banle provide much n«dcd missile Ii", and "''''''')11 fodMr. 

•• 

. , 
~I . ( " . . " 

~J 
: . . 

... . ~~ . \ 

t"~ ; C . 

arelQlllllt lll Cbt,r(lcters 
.8 OOUS I • 12 OOCON 

I Ench3ntre.SS on foot, I S.;r.ndud Ik,.",r Of> fool, Z Moumed 11,,1'0<:<0. I Ikn) on fool, 
1 1 teero on a Pqpl;us, and I Ten. 

\ 
" , 

• • 

K'o/Sbts 
J800uS ,1200cI>N 

" foUll/ell Sqllln!!s 
'8 OOLS • 12 OOCDN 

• "" ~ 
" . d. 

" ,~ . '. • • • . " . . , ' . . 
• 
, , , . " . . ', '. 
''''._~~. 

Bou'm e" 
18 OOllS '12 OOCDN 

" 
"' 

/luro 01/ Pegasus 
IS OOUS II V,lOCDN 

G,."II KIIlghls 
'II OOUS HlOOCD:"I 

M e,.-nI.Anns 
1800US JllOOCDN 

A /UlSfl"' S 
18 OOL:S • 1 2 OOCDN 

VISIT OUR WEB SITE AT: www.games-workshop.com 
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LIZARDMEN 
From tho SIelmina; jUlIg~ of Lustria _ the brullli and roIO-bloodtd 
Liurdrmn. Leo.! by tho CIIIIJIlI'IC rl'1l8 ' likc 51 ...... anniCl' of rqxiloan 
UUtdmen defend Wlf anc:.eIlC temple homes 1i.,IISt the: on,lluvn of !he 
"Ies>et" nocc" In banlc. wlid oohoru ofS" '!\I~ warTiOll. flnnked by uni •• of 
nimble Skinb. are ably suwoned by. n\lmbrr Qf' primiu~ Cf'e.I!U~ like 
Kroxip. which,""", as 1111 I:S Trolll . and winaed Terradom. "hich brina 
de.l1h from lht skies. Mosc noIable 11 the JnIIUive SlCpJoo and tho: 
C..".,..,ur, bealll from • (OIlOllcn tiIM. whic:b can Imash armIes 
'-,rrually Ul'IIoidcd. 

Sin"" 61(Ise Prle# 
lS.oom UlOOCDN 

CoM Olll'! Rlder$ 
S8.00US I "2 OOCON 

StelJfldon 

1i!mple Guard 
18.00US "2 OOCDN 

SJdnlu 
,8 OOUS • 12 OOCDN 

CUnlo.saur 
sa 00tJ~ tl2 OOCD;<: 

.8 OOUS • 12 OOCDN 

Suunu Warriors 
.8 OOUS f "2 OOCDN 

Kroxigor 
S8 OOUS '12.00cDN 

Terrndons 

Character ~, 
S8 OOllS III OOCUN 

I Genna! mounted on a Cokl One, I ~ on 
fOcx, I Mounted Slan<bnl /kuI:., 

and I Charlot pulled by JWO Cold ana 

OTHER NEW RELEASES (NOT SHOWN) 

aMOS 
Chaos Cbi,rlol 
DaemOll 110,.,16 
DaemOl. Pr/"ce 

VAMPIRE COUNTS 
Cbar(Jctf!r7 

.8 OOUS /112 OOCDN 
IS.lIOm 11200cON 
.8.00US /112 OOCON 

IS OOUS I 112 OOCON 
DI~ WoII.oeJ" 
hll&l1.S 

1800US 11200cDN 
18.00US 112 OOCDN 
'8 OOUS 1112 OOCON 
18 OOtIS 1112 OOCON 
f8.00US 112 OOCON 

Ghouls 
h>mbles 

VISIT OUR WEB SITE AT: www.games-workshop.com 



Hordes 01 Chaos 
Armies Book 
20.00 US • 128.00 CON 

A lime 01 darkness is upon 
us In Ihe north. Ihe hordes 01 
IVII gather Marauders SWIMP 

from tha Chaos Wasles. 
followed by Chaos Warriors 
and Daemons Irom other 
realms! This Is the lIme 01 
Chaos. ThIS 1I2-page 000k 
contains complete rules aotl 
bilckgroond. plus a lull-color 
palnllng and modeling guide. 
for Ihe servants of the 
Chaos gods. 

CHAOS 
Warhammer Starter Set 
Warhammer Rulebook 

$75.00 US· $110.00 CON 
$30.00 US • $65.00 CON 

The game 01 fantasy battles. Warflammer is selin a fantasy world where you conlrol 
a mIghty army to crush your foes, Knights In shining armor crash into regiments of 
bloodthirsty warriors. while archers darllen Ihe sky with arrows. Powerfut war 
machines belch forth death with earsplrttlng fury. wtlile heroes on fantastic monslers 
sweep into combat, turning the tide of battle. 

Archaon, lord of the 
End Times 

This boxed set ContaIM: 
• A 288-page Rulebook 
• 38 Empire Soldiers 
• 1 Empire Gannon 

130.00 US . 5.00 CON 
Every lew centuries. there Is a 
mortal champion who is 
destined for Ihe greatest 
blessings of Chaos. He Is Ihe 
lord oflhe End TImes. Ihe 
Everthosen. wllO the Chaos 
gods unite behind, bestowing 
all their gilts upon hIm 
Nature itse" abhors his 
preseoce; IhII ground splits 
asunder at his leet, lhe air 
Churns and swirls around 
him He Is Chaos Incarnate 
He Is Archaon. 

• 1 Empire General 
• 1 Ort Warboss 
• 35 Ort Warriors 
• t Ort Boar Chariot 

• 1 Ruined Building 
• 3 Weapon Templates 
• 8 Assorted Dice 
• 2 Range Rulers 

lord 01 Nurgle on a 
Daemonlc Steed 
125.00 US . 132.00 
CON 801 Set 
The pestJlentlord of Nurgle 
commands hordes of 
warriors In Nurgle's name 
Spreading disease and 
despair among 
the civilized lands, the armies 
of Nurgle advance like a 
plague. This box contains one 
lord 01 Nurgle on a 
Oaemonlc Steed. 

lord of Khorne on a 
Daemon!c Steed 
125.00 US· $32.00 
CON 80x Set 
Chaos lords command Ihe 
armies ollhelr darll gods. 
Klmme demands rivers of 
blood and mountains 01 
skUlls as an offering to his 
never-eotling fury, and the 
lord 01 Khome IS Bager to 
oblige. This box contains one 
lord 01 Khorne on a 
Daemonlc Steed. 



Chaos Marauder Horsemen Regiment 
$40.00 US • $55.00 CON Boxed Sel 
To many Marauders, a horse i'S a sign of status, and only the best 
warriors may ride them. These mounted raldars are a constant threat 
along the borders 01 civitized tands. ThiS boxed set contains enough 
parts to make liva Marauder Horsemen. Inctudln!! a Champion. 
Musician, and Standard Bearer. 

Warriors of Chaos Regiment 
$25.00 US - $32.00 CON Boxed Sel 
The mosllavored lighters of the dark gods dOll their heavy armor and 
become Warriors 01 Chaos, spreading pain and death lor the lavor of 
their lords. This boxed set cootains 12 plastic WarrIOrs 01 Chaos 
m~!~S,"d one Chaos mutations frame 

Chaol Champion 
$10.00 US - $14.00 CON 
Blister Pack 

Every Chaos Warrior aspires 
to be a Champion of Chaosl 
This bllslel pack contains 
olle Chaos Champion. 

Sorcerer 01 Chaol 
U .OD US - $12.00 CON 
BIiSler Pick 

Sorcerers are Ihe masters 01 the 
tWisting Winds of magic. This 
blister pack contains one 
Sorcerer and a familiar. 

Knights 01 Chaos Regiment 
$45.00 US - 65.00 CON Boxed Sel 
Ellcased In Chaos armor, riding the steeds 01 Chaos, these warriors 
are the most powerlul heavy cavalry In the Warhammer world. This 
boxed set contaills ellough parts to make live Knights of Chaos 
models, Illctudlllg a Champion, Standald Bealel, and Musiciall . 

Marauders 01 Chaos Regiment 
$25.00 US - $32.00 CON Boxed Sel 
Chaos Marauders are natural fig hiers, born In hardship and 'Ofoe<! by 
a IIle 01 banla. These barcaric warriors pour from the wastelands 01 
Ifle north 10 raid and pillage Ihe cIVilized lands in the name ollhelr 
dark ODds This boxed set contains 16 plasllc Chaos 

Chao. Champion 01 Nurgle 
$10.OD US - $14.00 CON 
Blister pack'--_-,-__ -,­

Spreading disease, these pestilent 
champions are a terrifying sight 
This blister pack contains one 
Chaos Champion of Nurgle 

Chaos Champion oj Khorne 
$10.00 US - $14.00 CON 
Bllsler Pack 

ChamplO11S 01 Khome seek 
tile shedding of blood. This 
b1lsler pack conlalns one 
Champion of Khome. 

Warhounds 01 Chaos 
$40.00 US - $60.00 CON 

Box Set 
These natural killers are 

made more hornlymo by Ihe 
warping effect of Chaos 

Each box set 
contalfls ten models. 

M .. II Ht MiOWll .t Ktuai .u. 
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SUBSCRIPIIO 

$40.00 US 
$50.00 CON 

1 Year/6 Issues 

$35.00 us 
$50.00 CON 

1 Year'6 Issues 

$18.00 US 
$25.00 CON 

1 Year/6 Issues 

$35.00 US 
$42.50 CON 

1 Year/12 Issues 

$18.00 US 
$25.00 CON 

1 YeartB Issues 
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$50.00 CON 
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1 Yeart6 Issues 

All ol lhe .. __ .orne 

BllICk Llbnlry Ind FlnaUc 
publ~llon •• re grul 
purcha ... for any Game. 
WOfbh~ ."thu,l .. l 
Whoelher you prellt\'" the 
111·,ctlon fletron 01 
/nf,r1lO1 or W.rlI.mmer 
Monlhly, or you wlntlo 
k'"9 up with 1111 the 1.I .. t 
oHIcI.1 rull'. new 
1I(:II".rlOI, and new 
.. Ie .... for your f,vorlte 
gfllTIM In the JIll,," of 
Fln.tk', rn.gad ..... , 
the ... re lndl.penuble 
to any hobbyl.ll 

ADVANCE ORDER SERVICE 
Q: 

A: 

How can you get your hands on the 
newest Games Workshop games, models 
and books as soon as they 
come out? 

By taking advantage of Mall Order's 
monthly Advance Order deals! 

Every month, Mail Order offers advance order deals on new 
games, models, and books. All Advance Orders are delivered 
to your door on the day of the release, so you need not worry 
about your local shop running out before you get there! 

For further details about our Advance Order service and to find out what great Advance Order deals 
are available, call the Mail Order Hotline today and talk to our friendly Mail Order Specialistsl 

VISIT OUR WEB SITE AT: www.games-workshop.com 
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'" 

M A G A z I N E 
White Dwarf monthly magazine Is your ultimate guide to 

the exciting world of hobby gamlngl 
Each month White Dwarf Is packed cover to cover 

with great stuff like: 

• FREE subscription to Troll magazine 

• Articles highlighting all the newest armies 

• Updates and clarifications on current rules, as well 8S 
some new ones fresh off the desks 01 the 

games designers 

• Battle reports that chronicle the bitter clash of 
two mighty forces 

• Hobby articles that teach you how to paint and build 
great terrain like the pros 

• And much, much morel 

SUBSCRIBE TODAY AND GET 
12 ISSUES FOR THE PRICE OF 10! 

Fonn Dr Payment: (please drcle one choice) 
Cheek · Monew Order · Master Card . Visa· American Expres •• US Only: Discover 

CredrtCardNumber _ __ _ _ __ __ _ _ _ ___ _ Exp. Date: __ , __ 

Cardholder's Name: ......................... . ........................................ _ Cardholder 's Sjgnalule: .............................. . 

Name' ........... .... ................................... . 

Addless: 

City: ................................................................ .............. . 

Phone Numbel Home: ( ) ............. .............................. . 

. . Siale/Pro~ i~: 

. Wor1\: ( 

.....•.•.....•.....• ZipIPosI Code: 

) .............................................. . 
PlNH fNI lIN to ~ 1M 101m ~ 0tIwf ~73 __ _ ___________________ __ ____________ _ __ J 

VISIT OUR WEB SITE AT: www.games·workshop.com 
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Mega Paint Set $199.99 us· $235.00 CON 
The Mega Paint Set Is far more than a normal paint set; It contains every color paint produced by Games Workshop. Including all 01 the metallic 
paints and the Inks. II also Includes Smelly Primer to undercoat your models before painting them, seven paint brushes, a painting guide. and 
wtHte glue. as well as modeling Hock and sand to base your models and varnish to protect your finished models Plus, live empty paUli pots to store your own 
colors This Is the Unima18 paint sellar the serious hobbyistl 

Citadel Colour Spray Cans $7.99 US· $12.00 CON 

Skull While , Chaos Btack, Matte Varnish. 
Space Woll Grey, Camo Green, Goblin Green, 
Shadow Grey, Oark Angel Green, Blood Red, 
Ultramarine Blue, Boltgun Metal· all 400 mL 

Warhammer and Warhammer 40,000 Starter Paint Sets 
$24.99 US , $32.00 CON 
The Warhammer Starter Paint Set contains nine Citadel paints, 
one Citadel paint brush. one Citadel painting guide, and six 
plastic Brelonnian Archers. 

The Warhammer 40,000 Starter Paint Sel contains nine Citadel 
paints, one Citadel paint brush, one Citadel painting guide and 
live plastic Space Marines. 

VISIT OUR WEB SITE AT: www.games-workshop.com 
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USING MAIL ORDER 
UUIO ~ Oroer couldnl be easier. You AI 
ItJSI rou, Sleps WNrY fltlll1 t!lII m,I\IIIUIII or 
ilrmy \!III roo ..... IIwIyl WIIlIId. o Chom your purchases 
CIlOOUI'M mln~ures end 
producls Ilia' you woulclilkt 10 Drller !tom 
IhIst WhItt D1iWrl~, lhe ClIMkJ 
AtrrIuII !hI)'8Il1y CdoI CIraIoil, $OITII or 
lh11111fTj IIIIIts/Iots thal " send 10 Ilgllllr 
MIl OIlIer euston.~ 01' our web I'" o PII~I your order 
There .,1 many ~ \'011 can do ~ 
' 'I'lIII __ IIIIIIGfCllll' "....., ... Oro. _. 
\II r.II'a. 
CQII ' ........ ·TfIOll 
' Y(JlloouId _. iI1 trlo ""'" 011l1li JlOfII iI'ICI 
.... ~ In trII/QllllllhIlCJdrMs bIiIM 

• Or .)'011 pr")'GII "'""'CIII' 1oIMI0nIIt 
_1I11ft1l 

-­... 

~ \ZIC5V 
US ONLY · RESIDENTS OF MD ADD 5% & VA ADD 4.5%: 

CON ONLY · RESIDENTS ADD 7% GST & ADD PST FOR YOUR PROVINCE: r ==-; 
SHIPPING & HANDLING: MAIL ORDER 

FORM 

Hlme: ....... , 
Addr ... : ... " ... 

City: 

Zip/POII.' Code: .......... , .......... .. 
. , .... Slate/Provlnce: .......... . 

.. .......• ........... COllnlry: ................ . 
Home Phone: ......................................................... Work Phone: .... , ..• 

GRANO TOTAL: 

..... oal. 01 Birth: ............ . 

Melhod 01 P.ymenl: WMI'J 0nIer 0 CI'«:k 0 MioSlMCartl Q!sa 0 Mw Expreu 0 us DMlT: DisaMr 0 
c .. , No " rr:IIJ CIID ITlIJ [J DO [C[JJ 
EJplf8llon Dlle: ........ , .. . 
C.rdholder H.me: ..................... ~. .. ..• . ....... _ ..... . 
Clrdholder Signature: .......................... .......... ........ . .................. . 

VISIT OUR WEB SITE AT: www.games-workshop.com 




