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WHIT( DWARF 216 • JANUARY 2003 

TURN 1 News & New Releases from Ihe 
Games Workshop World of Hobbv Games 

S o you've been re:ldmg Whilt' D\I'(Jrffor II "hill' ("ell. Ihcrt:'~ assembled in II darkened room. After quelling the rumors Ihm 
no reason to IIssume ),011 haven't been), and you've ~een Ihese began \0 spread 3boul all of us bemg ·'taken care or:' !lIe guys 10 

news p3gCS each and every monlh. They've gone through ~ome charge of making sure we know what's going on wilh all of our 
subtle changes in Ihe 4 years that )",,1." been putting them logether games made perfectly sure we knew what was gomg on Wllh all 
but nothing really ground·shaking. Well. next monrn. we're of our games. First off. we sa\\ some pies of all of the ne" 
planning some changes thaI should expand )'our idea of \\ hal 
lOU'vC comc to e,\;peci from Ihis small comer afthe magazine. Lizardmen models in the .... orks (see solne for yourself lau:r thi~ 

Oon't worry, \le're not taking anyth ing out, All of the new 
issue in Wnrhammer Chronicles on p, 10), Then we \lere treated 

releases wi ll still be laid out for your new-model.og ling pleasure to some glimpses of the new Baal Predator, the all-new Grey 

with little nuggets of info in this box about the foolishness thaI Knights, and even a super sneaky preview of the fin.! of the Liber 
g~ on here !II Games Workshop HQ, Howevt:r, we'rt' going 10 CJulOtica books (which \lilI delve extremely deeply into the 
make [he news pages THE place to check for the other secret ... behind the powe~ of ChaO" - perhaps deeper than some of 
infonnation that sometimes gets a little overlooked, Gmnd you .... ant to go), And the beSt pan of it is thm all of thIS stuff IS a 
Toumament scheduling updates and .... lIlners WLII no longer be scant fe\l months awa) . There .... as so much more thm it'~ all 
shuffled 10 :!nidI'S later in Ihe magazine. They' ll be preseIlIed nnd becoming blurred together (and I think they zapped u~ all with 
immonalized front and center right here. Thm 's JUSt one example 

those M<'II rI1 Black memory Ihingies on the II a) oul as well ), 
of what we've gOt up our colle(:lil'e slee' es, and wc'rc prelly sure 
you'lInnd the changes rcfre.~hing. Suffice to ~a) that there's pll'nt) of gTem ituff on the Ilay really 

Okay. now thaI ,haCs out of the wa). let me tell you some SlUff 
soon, as well as nol ~o soon. 

Ihat , . ~e hean! around the campfire. Well. r ve done enough damage for 30 da)'s . .see )OU next month, 

t\ week or su ago. cvel) body in Ihe company was called in and William "Goat- Boy" Stilwell 

THINGS TO DO IN JANUARY Chttk 
Page # 

o l' ake a picture or two for the ·Stand and Shoot" Column in White Dwarf 3 

o Sign up for the Vancouver Grand 1'ournament 3,38 

o Pick and choose from the other 2003 Grand 1'ournaments 3 

o Check up on all the upcoming happenings for Warhammer 8 

o Check out all of the great miniatures on 
1'he Lord of 1'he Rings range poster N/A 

New Year, New GW Stun. 
New Year, New GW Stun. 

Games Workshop products are available all over North America at 
Games Worklhop Hobby Centers and Rogue Trader 
Independenl RetaIlers To find the Siore nearest you, lake a peek 
at the Rogue Trader US!. Inserted into each Issue of White Owarl. 

II there are no stores stocllmg Games Workshop prOOuCIS near 
you. then our speedy and efficient Mall Order SelVlce Will be more 
than happy to help you get wtlal you need. Just call 1-800-394-
GAME In the UllIIed Stales Of 1-888-GW-TROLL in Canada lor up­
to-the-minute product inlormation and curfent release dales 

Also, don't /orgel to check out the Games Wotltshop web SIte, 
Akmg With all the latest releases, news updates, and upcoming 
event Information, you'll also find our Mail Order Online Store 
where you can brOY.'Se; purchase games, minialures, and individual 
bill; alld find a whole 101 morel 

II you frod any problems WIth your products, please e-1I1811 us at: 
custserv@games·woric:shop.com.Or, il you have a rules Question, 
please B-mall us at: rooIzboyz@games-workshop.com. 

2 TURN ONE · GW NIWS 

o ~ @ What·s New on the Web? ~ 0 El 

http ://ww.W·9ames-wot."kshop .com / nE.ws/n 

If you're looking for the latest information from the 
Games Workshop World of Hobby Games, you 
simply can't go wrong by viSiting the official Games 
Workshop Web Site. Each month, you'll get the 
latest scoop on the hottest new releases and 
updates on what's just over the horizon plus all 
sorts of information on all of the existing warriors in 
all of your favorite GW games. Surf on by today! 



Rules ErralUm 
An error appeared in the Beasts of Chaos Preview 
Army list, which was featured In Warhammer 
Chronicles In Wh!le Dwarl274. Therein, Dragon Ogres 
were incorreclly listed as Large Targets. Dragon Ogres 
are NOT Large Targets: however, Dragon Ogre Drakes 
are (and the list correctly reflects thiS fact). Please 
make a note. Sorry for The snafu! 

Grand Tournamenl2003 
Schedule Updaled 
Ibul NOI Quite Finalized) 
Here"s the latest from the gang putting together the 
particulars for the 2003 season of Games Workshop 
Grand Tournaments. As you can see, there are still a 
couple of details that need to be hammered Qut, but 
we wanted 10 pass along the latest information 10 you. 
VanCOUller, Be - Jan. 25-26, 2003 
Minneapolis, MN - Feb. 7-9, 2003 
Baltimore, MD • Mar. 7-9, 2003 
Seattle. WA . April 4·6, 2003 
Chicago. Il - May 9'11 , 2003 
Toronlo. ON - May 17-18, 2003 
Philadelphia, PA - Jun. 13-15, 2003 
Baltimore Games Day GT - Jun. 20-21 . 2003 
Chicago Games Day GT· Aug. 2. 2003 
Dallas, TX - Sept. 26-28, 2003 
Calgary, AB - Oct. 4-5. 2003 
los Angeles. CA· Oct. 17·19, 2003 
Columbus, OH· Oct. 31-Nov. 2. 2003 
Atlanta, GA - Date TBD 

As always. for updaled details. vlsil our web si te! 

Vancouver FaSI Approaching 
No. the city isn'l headed your way, but the Grand 
Tournament in Vancouver Is JUST around the corner 
(as If you couldn't telilrom the schedule above). If you 
wanllo get in on Ihe action, make sure all your in fo Is 
in order and give the guys a call to reserve your spot 

Grand Tournament - Vancouver. BC 
January 25 and 26, 2003 
Radisson President Hotel & Suites in Richmond, BC 
Call1-8B8·GW-TROll for more info or to register. 

The lord of The POSlerS 
Included in every copy of this month's While Dwarf 
magazine is a speCial poster showcasing the ent ire 
available range for The lord of The Rings Stralegy 
Battle Games (both The 
Fellowship of The Ring and TO 
The Two Towers). Not only is it 
pretty 10 look at. but iI's also a 
great way to get a gander at all 
01 the spectacular miniatUres 
that represent the various 
denizens of Middle·earth. If 

you didn't get one, call GW ~t'''':ill!'.~''~~~ Mail Order and ask for one : 
(Ihelr number's in the back of 

thiS magazine). Then take a !g:~~~:; 
gander and enjoyl 

SuHering for Someone Else's An 
Every once in a while the guys on the Hobby 
Promotions team come up with some, shall we say, 
·off·the-wall" suggestions. This time. however. instead 
of scratching our heads, we wound up clutching our 
stomachs. It seems that resident scenery wizard Chad 
Mierzwa discovered that, once empty. those little. 
incredibly syrupy drinks that come in plastIC barrels 
make the periect foundation for a Warhammer 40,000 
escape pod terrain piece. That In and 01 ilsell is 
actually a pretty cool discovery. But when the guys in 
Hobby Promo decided thai they wanted 10 make over 
40 of these pieces to use for terrain throughout the GT 
circuit In 2003, it lurned somewhat stomach-churning. 

Imagine our surprise when cases of the beverage 
In question were hauled through the door fOllowed by 
the challenge from Hobby Promo Honcho Jason 
Buyaki thai everyone chug three of Ihem as quickly as 
possible. With the fastest winning a "really cool prtze" 
(looking back, we're not sure why they dldn' l just 
dump them all in Ihe Sink or whether there ever was a 
really cool prize, bul it's too late now.) Within an hour, 
mosl of us were doubled over in pain (or wisely giVing 
up and drinking slowly). But al least when we got to 
see some 0 1 the linished pieces, we were lilted Wllh a 
sense of pride (or was it flashback indigesllon?). 

Golden Demon Updale 
We're sorry to say that we have just learned that one 
of the trophy winners Irom the Golden Demon PainHng 
Competition did nOI, in lact, paint the entry that was 
judged to be outstanding. This action Is a slap In the 
lace to the spirit of lair competition as well as to the 
other partiCipants, and we feel that it (s unfortunate 
that someone would have 10 resort to doing something 
like this simply to win. While nothing can be done to 
Ore-judge" this year's event, steps are being laken to 
ensure that this person is no longer allowed to 
compete in fulure Games Workshop painling 
competitions and to make sure others will not be able 
to take advantage of the system so easily. 

Catch up WIth tho 

iID&\i)~tii~' 
Jan 2 ,Games Wo~shop HQ· Glen Burooa. MD Jan la. Time Warp - Cedar Grove, NJ 
Jan 3 , .. Showcase ComiCS I· Bryn Mawr. PA Jan 19 Days of Knoghts· Newark, DE 
Jan 4 Jester's Playhouse· Norlhfield. NJ Jan 22 Games Workshop HO· Glen Burnie. MD 
Jan 5 Dugout Zone· EJdersburg, MO Jan 24 Tactles· Easl PrOVidence. AI 

Back lor the new year. the 
Jan 8 .. Games Workshop HQ· Gten Burnie, MD Jan 25 . Grandmasler· North Danmoulh. MA 
Jan 9 Bin & Walts Hobby. Greensburg. PA 

Batlie Wagon Is back on the Jan 10 .Galehouse Games - Duncansville, PA Jan 26 Sarge'S Comles· New London, CT 
road and headed all over the Jan 11 _.Adventurers· Guild· Halflsburg PA Jan 29 Games Workshop HQ· Glen Burnie, MD 
northeast The BaUle Wagon Jan 12 ComIC Store West - York, PA Jan 30 . Showcase ComICS II . Media. PA 
carnes Its own special brand 

"" " Games Workshop HQ· Glen BUrrll&, MO Jan 31 Dragons. Inc· Wilkes·8arre, PA 
of mayhem (and metal bltz) 
WI!t1 it CatCh It M1!!f1 II hits Jan 18 Cap's ComICS - Alfentown, PA Feb 1 .. __ The Encounter - Allentown. PA 

your townl Jan t7 Oa~ Tower. Denville. NJ Feb 2 .. Abtogtoo Game and Hobby - Roslyn. PA 

STIIND IINDJj 
.aSHOIfT 

A . - TIILO.\.llL.:' 
'KJ\'.!/SS/ IPPIAJIj 

• 

M _ __ CIIIIIItIIIIIIIf '" '* . 
- ~ - ,~ I 21'-_ 
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" 

CcrnbtntI Jtioo 8</yaI<l,. "'-' oj 

bam" ;"-e. "" X·AcI<> ~nt19,.!'Id . 
r>1l'" bn 01 _" iMll'raloOO. and 

yoo've got me 1our!(I,lIIO'1 lot a r.ew 
p .. ":,, 01 Tomb Klng5 SC<!f1e<y 

TAKI YOUR BIST SHOTI 
Thrnk you have a pICture tkat 
belongs he,e? Send;t alongl 

" )<IU""go<a_~_"1O 
SUildMdS1IM1 
ell Wlltlt II'IAI1 

m l 1.¥Jlla."-w Irtve 
CIII l amia, IItI lIon 8sa '.,.._101/0Il910' _1'0> ""'., 

IIaIIIII.DIIIII ... ct ..... IIII!llUu1ln 
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1UOI"""· ...... II)O_"",,""'po:II. .. •• _ .... "'"'''''ngIII ........ too.OiI ... ~ •• ,.. 
_-..~.,_c __ " .. · 
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For more info on aU of these and other Black Library 
publications, check out their advertisement later in this 
issue and be sure to visit www.blacklibrary.co.uk. 

The sands of Khemri blew in different directions last month, 
delaying the revelation of the Undead nobility and their 
minions. This month, the Tomb Kings burst forth from their 
decaying tombs to wreak unspeakable havoc on the mortals 
of the Warhammer world. 

nus month, you can (lelve deeply into the history 
01 the mighty Tomb Kings and their armies With 

Wamammer Armies. 70mb /(mgs. 

, 
" 

, , 
" 

1k>'«I .... _m"5_~V. .. ""' __ 

, 643 Lord Sellrll S5O.OO $35.00 
Ik>.<d .... ,....,..,'" _ T ....... K'"r .,..->01 .b.ont1<t: 

3066 Tomb King. Shleton ~IMIII $35.00 S30.oo 
Ik> .. d ..,. '(lIIW/IUI( ..... ", 10 bootld 10 ......... pM! n.i<tQA. 

3067 Tomb IClng. Skeleton Horsemen Regiment $35.00 $30.00 
Ik> .. d .... ""' ..... '.1 """".h 10 buM ~ S ... l<taI lI""" ..... 

3068 Tomb Kings BBnBliGn 5130.00 590.00 Ik>."" .1 ....... ' I", bu,ldJnl ' T<>mb Ki nK' 11m) 
8586A UChe Priells 518.00 513.00 

"T'<r<> 1.0<"" """"" ...... ""."'" """ _ """,nleU pa-bl,"'a 
85868 Tomb King. Army S"~rd 518.00 513.00 

o...~b .. ,.,.. .. j""" __ ---.lperbl, ..... 

85860 Tomb Kin; $13.00 $9.00 
0.. ont'O)~ pa-N! .... 

8587A TombSwarm 514.00 $10.00 
0... s ........ boa", per bI" .... 

Swarms 0 1 OfICe-dead loseets aM 
other creatures Irom the deser! 
reaOlmate en masse to defend 
the tombs althe l upernatuf31 
command 04 the LIChe Priests. 

The Tomb Kiogs Banahon boxed set coota;os the perfect fOI.Indat'Qn lor bl.llldlog a complete Tomb Kings army 
It conlBios 32 Skeleton Warriors, 3 Chariots, and a reglmllot 01 8 Sklllllion Horsllmllo. 

4 TURN ONI · GW NEWS 



Army Standard Bearers are as 
Important to the armies 01 the 
Tomb Kings as they are to any 
other army. perhaps more so. 
Standards may be 
car(oed by loot 
soldiers or Skeletal 
HOfsemen 

Lord Seltra the Imperishable guided 
Khemn to a golden age 01 prosperity 
during his lite AHer a dIsastrous end to 
hiS reign through lreachery and 
betrayal, he has risen trom the 
dead. mo,e powertullhan In 
lile and driven to reclaim !he 
empire he once ruled. 

The dLsoplined 
organization 01 the Skeleton 

Warriors 01 the Tomb Kings Is coupled 
wIth the mobil ity 01 last cavalry In the Tomb Kings 

Skeleton Horsemen Regimen! boxed set 

WKITI DWARI 5 

, 
I , 
I • 
I 
I 



I 
I 
i 
I 
! , 

Two new characters for the Space Marines and the new 
Chaos Space Marine Predator headline this month's 
Warhammer 40,000 releases. 

Read all aboul lhe new Emperofs 
Ctlampk>n and Captain Corle~ 

of the Crimson Fisl s 
later in this issue (pp. 62-63) 

Nothing is safe from the lout 
lO\Jch 01 Chaos, especially 
when the firepower of Itle 
Pr&dalor tank is dealirog 0\11 
the punlshment 

6 TURN ONI · GW NIWS 
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$12.00 

SI4.00 

514.00 

Bloster Pad<s luU 01 shoulder pads lor bolh the Cnmson 
Fists and the Black Templars make It easy 10 mar\( your 

Space Mannes wllh the proper Chapte. markings 



~ F=' E:: -=I~LI~--rl 
.GAMES RANGE 

This month, two pieces of the Specialist Games Range get 
some very special treatment. The Inquisitor-scale Purestrain 
Genestealer stands ready to tear flesh , whereas the Nurgle's 
Ratters Blood Bowl Team simply decays it. 

If you lhou9h11hal 
GeneSlealers were 

Ir<ghlenlng enough >n 
Walhammer 40,000, brace 

yourself lor the InquISitor­
sca le versions this month. 

The Uruk-Hal Sf&ge 
8alllsia jumps srraight 'rom 
the Attack on Helm's Deep 
in the lilm to your tabletop 

Nurgle's Rollers Blood BowlTe~m 550.00 S4ll,OO 
8~,<1i >d "",,",",ns • "'''''r l .. ~ ""'11< BI,nJ ~,,~ I T<,m 
NII'gle's Rottefs Players 514 .00 510,00 
! ,urJ .... R"""" "1»<,"1"""'" hi, .... 
Inquisitor Space Manne Helmets S14.OO 59.00 
,,,,,loIN. Ihn;Jotb Gil \b.JlOnltr""I) _1h<~<bf .. .J<Lo'I, 
Pureslrain Genestealer 528.00 520.00 
So • .,. .... , ........ n'ng """ ron>pl<l< 1"'1",,,''''',,,ok ~, ... I<" 
Geneslea~r Magus Conversion Pack $13.00 $9.00 
/'..,,,,1>1>1< '~n"'''' Gil \1 .,1 0nI<r , .. I.· --« .... ~<lI 1 ... <1<1.1,1. 
GenUlea\er Hybrid Conversion Pack S13.OO S9.OO 
", .. I.aI>f< """"fh Oil ~t., 1 OrJ<, ""I} 'oft .... ~·,b 1 .... .!ru.,I. 
EXIe<mlnat",s 5 S10,00 S6,95 

I I S10.OO S3.95 

Nurgle's Rotters ere ready 
10 take the 'ield , as long as 
all 0' their limbs stay on lor 

Itle duralion oIlhe gamel 
This new Blood Bowl leam 

is availabie as an ent"e 
team or in blister packs. 

MORE RELEASES FROM THE LORD OF 
TWO TOWERS HIT STORE SHELVES 
INCLUDING THE NEW URUK-HAI SIEGE 
ALL OF THE DETAILS ON THESE NEW 
THE LOTR RELEASE PAGES STARTING 
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In this m onth's Warhantme r 
Chro nicles, Lorc lllaster Gav 
Thorpe will be looking back 
at wha t happe ne d in the 
Warhatruner world over the 
past year and will be 
disclosin g a cou ple of secrets 
ahout whal's coming up fo r 
War hammer this year. 

T
he past 12 months ha\'c been vcry 
busy hen: III Game:. Develo pment. 
and the rc~1 o f the Studio has 

been hard :u work wilh W.uhammer as 
well. The C',J use for aUlhis aClivity is Ihc 
nlo nStrous (in c,'ery sensc of the \\lOm) 

Chaos projeCi and the fo llow up on 
o the r $tories tikI.' the talc of Ehharion, 
but I'm gClling ahead of nl )'sclf! 

THE WAR IN ULTHUAN 
The begmning of 1a~1 rear saw Ihe 
rc:lca.sc of the long-a .... ";Ii lcd \\l""ha,,,11/cr 
.\1"111/('< I fiSh I!'l,.es, alooJt wilh three 
sple nd id Regiment Sets. Jake Thornton 
brought the kin of Llthuan kicking and 
lotreaming imo Sixth Editio n 
WMh:mlllll:r :111(1, ancr comp leting the 
project , hal> moved o\'cr 10 work on 
'X'arhamnH:r Online. Sp,lCC McQuirk 
continued the ~I or}" of Ellharion . who 
W:iS left lOnured and bllnd<.-d in 

• 

rhammer 
chronicles 

Yearly Tidings from the Loremaste,. 

'J.'arbammer Armies.' /.){/rk I:.1t 'e,;, The fall 
of Ihe Ol':ll':on Gal(.' 10 a Dark Elven 
.Iw lck was also chro nicled , along wilh 
lyrion's greal victol")' o\'er Ihe Oruchii 
outsldc the Phoenix G:ItC Thcn , in 
W'bile Du'oif.17 J, ~p;I(:t: cxplained Ihe 
\,('ltch King·s :mempled murder of the 
E\'CrqUL-en. Tynon's rcM:ue o f her. and 
Ehharion's minor victory o,·cr hiS 
fo rmer tonurt'r You I;'.tn read more of 
this story in the "Malus D;lrkbladc" 
comic sirip lhat wi ll be staning soon in 
"'(,,·hammer .IfomlJ/i'_ Thi~ story \\~11 
evo).·c o\"t:r the fol1 owinf!: 12 momhs 
:lOd focus on I:lthario n and hiS 
cominuing war aJo::linSI the Dark Eh-es. 
though he may wdl meet hiS march 10 

the form of:1 cenain infamous Dark Elf 
assassin! Gary Mo rle), 15 curre ntly 
sculpting these IWO d eadl )' warriors as a 
mini-<liornma, and the IWO o f thcm 
really look like rhe)"re dueling to 
the death! 

THE EMERGENCE OF 
CLAN SKRYRE 
ll(u"bO/llmer Armies :.klll'ell fo llowed 
the Iligh Eln.'S book. and the IUnne/5 of 
the under-cmpire quailed :It the new· 
found power of Clan Skryre, Ales~io 
Ca\":lIo re had been kt:enly a,,~,llting this 
proleCt. and his effo n :! didn't 
disappOint. lie prodUCL-d an army book 
.h;l' wonderfully caplUrcs the fed o f the 
Ska'"en Some 1"".Il1y generals have been 
swa)'ed by thc power of the Warp· 
l.lghtning Cannon and Ihe magic of the 
W:,..lock Engineen and prefer the so­
o iled Ms hootyM Ska\"en army. while 
many ,·ctcrnn Gre,. St:ers ~nd Warlords I 
h:l\'C spoke n to sil l! firml)' believe in the 
power o f m:lssed I",umcn to destroy 
thl·ir foes , Only time will tcll which of 
these will prove the best tactic. Willthc 
mad Warlock Engmeers and their 
horrendous weapons ho ld OntO their 
position of dominance, Ihe fall of 
Miragliano teSti fymg to their strenglh, 
o r will the o lher Greate r Clans unlle 10 

keep Clan Skryrc's rbe in SlalUre in 
check? Possible COntenders include Clan 
I'cSliJens and the rllul:lled l"".It·beasts of 
Throl the Unclean In addition, we will 
be looking;ll the pan th t' SIG"'t'n may 
pia)' 10 the cominf!: mcursion of Chaos 
as well as hopcfull )' squt."ezing in a new 
rclea~e o r tv .. o' 

THE COMING OF ARCHAON 
Of co urse, the biggL'St event in the 13.'>1 

year has 10 be Ihe truc coming o f 
Chaos. IlU,.oollllll('/" Anll/es. Hordes oj 
Chaos and Ihe maS~ I\'el y reworked 
miniaru~ range was released last 
summer. I'm panicularl)' pleased with 
the new r.lOgc o f D:lemons. These 
models combine:t '~.lried , wild feel wi th 
lust enough I'ISU:11 uilifo mli[), to make 
Ihem look ~rca t when ranked up 
in UIlIlS. 

SpeCial mClllio n has 10 go to Onan 
Nelson. Gary Mo rle),. Juan Olaz. Je~ 
Good\\~n, and Alex l1edSlrom for their 
stunning new Champions of Chaos J 
have heard m.lO), peoplc say that lhL,)' 
:lre considering collecting a Chaos anny 
JUSt o n the strength o f Ihese 
character models, 

Uti by IlIIrik, liJ(' IlIgiJ I;'/t'f!$ cbarge their bllfefl kilu/rw/. the Iklrk I-""e$. 

\to11h lhe new rules and models came 
the dread tales of Arehaoo Now 
crowned as lhe lord o f the End Times, 

a WARHAMMIR CHRONIC lIS 



"H'ur 111(' mor/(//s. jor { (/1/1 Ib(' AI/()illtec/. Ibe ' :fI!"fJIwl Scm ojCb{ws, Ib ... Scour!; ... oj tbc' World ' 

Arch,lOn continues 10 incre<lse the size 
of his horde. O,'Cr Ihe next year.:1S 
Archaon·s impending invasion fo rce 
gro .... 'll and his forces mOI'C southw"Jrd. 
the forces of Kistev. the Empire. the 
High Eh·es. and Ihe Dwarfs will mUSler 
to defend their lands. As these d ire 
limes beset the entire world . rumors 
abound of the legend:u)' Champion of 
Light. Is there o ne among the enemies 
of Chaos who is powerful e nough 10 

ch;lllenge Archaon·s :lmly? Will the land 
be plunged into eternal chaos and 
darkness and become the playground of 
mad gods? 

NEHEKHARA AWAKENS 
E\'er since the original Undead arm)' 
was spli t between the Vampire COUntS 
and 10mb Kings, players ha,'c been 
awaiting the arril~JI of the amlies of 
Khemri . That wait is now ovcr. with the 
recent releasc of \\·i:trlxl1l1mer Armies. 
·{omV Kings. The Tomb Kings ha,'c 
turned OUt 10 be:l wOnderf\11 project to 
work 011. The ·Io mb Kings ha\'e a great 
set of new miniamres. and the 
Regiment Sets sculpted by Colin 
Gra)"son p rovide almost countless 

modeling options. The arm)' list poses ,. 
very different set of challenges for Tomb 
Kings Generals and for those who \\~ll 
face them. Now Ih,1I the 10mb Kings 
ha\"(~ riSl'n to power. the)' are sure to 
appeM o n more and more battlt:fields 
in both Khemri and the Old World. 

We h:II'e tried 10 des ign each <lml)' 
vcry differently fronl the Olhers. 
It is imponant for each ann)'"s 
ap(X:"<lr.tnce <lnd t:lctics to be as 
dis tinctive as possible. Battlefield 
p lans should innuence decisions 
about which models and uniLS to 
collect After :tll, who reall), '\~dntS 
lO pby <In anllY that figh ts like 
High Elves dressed up in 
diffe re nt unifo rms? With a 
combination of careful arm)' 
design and some attcnti,'e 
developme nt. the Tomb Kings rules 
e mbod), thiS apprO:lCh. It would 
h:lve been eas)' (and Iherefore 
boring) to create an ami)' of d esen­
dwelling V:mlpire Counts. InSlead, 
I think we·\"{· e nded up with 
something a lot stronger that will 
:lppeal to all of the planners :md 
I:.clicians out there. 
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Irork·ill·/lmgress shots u! the lIell ' klllrus IfifrrlorJ. sCillpled hy Coli" Gra.l'soll 

MEANWHILE, IN 
LUSTRIA . .. 
\1iark continut·~ on U'ilrball/II/cr .Wmies. 
L,zardll/cll _ Out' for release Ihi.'> ~pring. 
Ihe book will nesh out the Ibl 
published in Wbl/I! OWlIr! and the 
I\ar/Jmlllller AlII/IIlII 200J Thilo book 
will not o nly chronicle the aml ics of 
J.ustria and thc 1.ll.ardlllen's gro"~ng 
in\'O!\'ement with Ihe rise of Chaos bUI 
will also contain a !>econd amly hSI 
de~.ling the armies of the Southl:tnds 
lthose ofrou who like Skink:., SOlCk 
bleS!les ),ou!) So. you gCI rwo army lisls 
in one! 

Alongside Ihe relea..e o f the Army book 
b a range of new mlmatures, SI:lnmg 

I 

, 

with IWO awe..,ome regimen! St:IS for 
S:, unl~ Warriors and Skink Skirnlishers. 
AS al"~.lYs, we ar{' strilli ng to impro\'e 
not only the look of C'~del M.malures 
bUI also Ihe p ... ~ctiC'.l1 ~SpecIS of 
colleCting and pUlling together an amly. 
The S:IUruS and Sklnks 3re the firsl of :l 
new approach 10 our Warh~nmler 
Rq!limen! Sels. which will incorpo ... ~ t e 

\~J.riation and multiple poses as before. 
but with an eye 1000.lroS assemblmg 
units tn the ..,honesl space of time Afler 
all. ifyou're pUlling 40 of Ihem 
logelher. it's beller the lime 

I 

) 

painting r.llher than glumg' This pru),.:ct 
hllS been a challenge for sculptors Colin 
Gr,l)'~on and Mark lIarrison, but the 
result.., ;,re possibly the mOSt pr:lctic:,1 
and appealing pb.stiC5 rei created 
for \1i'arhammer 

THE DARK WITHIN 
THE FORESTS 
As 13M summt'r waS dumimtted b)' the 
growing dueat ofCh:.os. so tOO IS this 
summer. with Ilillmill/Iller :Inllles. 
B«4l:s0/CooO$ hilling the sheh'Cl> In the 
middle o f Ihe rear Th lS book is the 
~econd one to focus on Chaos and \\~ll 
delall Ueastmen , Minotaurs. Dr-,1go n 
Ogres, Chaos Trolls. and all manner of 
other horrific cre:lIUft."S of Chaos Al> 
mentioned in pre\iOUl Dt:~i)!:ner's Noll!., 

Bea.'IS t?fCbaos will dO\'ctail ncatl)' with 
tht' 1-I00r/es Of CbaOl book Thus. )·ou 
can fic-ld :1 Ueastmen.onl), :l r01)', or 
becau~e all the troop rypcs and 
creatures from both hslS are laJOIo~ t ) 
freely interchanJ.:cable. rou c-.In reall) 
make usc of the di\'Crse lnd ecleclic 
Chaol fot"CCl> at rour di~pos:1I 

A~ prt:'I'i(!IIWI in ""bile J)/I'lIIjjUSt a 
rouple of Illonths :Igo. the Bea"'s (1/ 
Chilo! lISt pUIS a new Spin on Ikastnll.!n, 
al,d the mixed units of Gon. and lngOI1i 
will be aV"J.ilable as :. ~lngle Regun(ollt 
Set. Alex I ledslrom is bUlilr putting the 
f1nallOuches 10 Ihl."se models as I type, 
:md nc\'Cr h:ls a mo rl." Wild and bOHal 
mob been set'n! 1"11 be h<;ading up this 
one myself (haVing en/Oyt-d myself MJ 

much with lIortlesIJ/CI>"os!). and 
theft"s still a few more surpnses up Ill) 
slce\'e. Of course, plt~;'l>e keep sending 
In )'our feedback on lhe work·in· 
progfC5S lei t. we reall) do read il all 

For those orrou enjoying the \1:"arband 
rules for Chaos Ch:tmp.ons. you will be 
pleased 10 know that \\'C plan to 
introduce Champions from 8e(lsls 01 
C/mos as pan of Ihe project. Soon. l'our 
B:lOebeast and Doombull~ can lead 
\\"';trb:tnds against the human foIlO\\'C1"S 
of Chaos 

BLOOD IN THE SNOW 
The culmll13tion of all this Chaos 
;Ictl\'il) is. of course. Archaon's im",1sion 
Smcc it would be \cry difficult for the 
hordes oflhe Dark lOads to r:lOlpage 
south Without gomg through lhe wmd· 
:tnd snow'5wepl lands of Kislcv. to\\~. rd~ 
Ihe end of the rear, there will he a (c. 

relea~e of Kislevile unitl for the EOlplre 
land posMbl)' a full K,sle\'ite amlY l!st) 
Rather than redeSigning IlltnialUrc:. that 
are ~rfectl)' handlo"le, we will be 
introdudnl'l a new infantry Iroop t)'P<" 
for the Kislcl'i les !"m not quite slI re 
whal the)' will be at thc moment. bUI 
something \\~th boWl and big ax~ 
seeOll appropnatc 

AI [hIS time. we'll abo Introduce a nt. ... ' 



"historical" special character, Tzar Boris, 
flding his awesome W:tr Bear! Of late, 
all of o ur special char.tClers have been 
contempor.I!")', thaI is, they are still aliw 
in the " pre~ent" time uflhe Warh:unmer 
world, J-J owever, there are thousands of 
l'ears of hiSlOry filled wi!h eXOlic heroes 
and villains for us to drdw insp ir.! lion 
from, including the likes ofVorng the 
Ghoul King, Dorin I-Ieldour, M:.nfred 
SkaVl'nslayer, Cakdor the Fi rst. and 
many o thers, So, in the furure , we may 
wdl be re leasing mo re o f these 
importanr hislOrical filitures. (G~v's 

d isclaimer; no promises on Ihe 
cha ... .!cle rs actually me ntioned , thel" re 
;USI examples.) 

KING LEONCOEUR 
finall y, before the e nd of the year, we 
hope to release It"(lrba/llmer Ar/llles: 
Bretul/ll/u As \\"d l as updating the rul ... s 
presented as work:. . i n.progre~~ through 
this \'ery column and the Wal"halllll1er 
CbrOliides. \lIIlIIaf, we plan 10 h:tve 
expanded rules for Knightly Virtues. a 
greau:: r distinction berween the different 
types o f Knightly units . perhaps the odd 
new intant!")· Ullit or (WO, and of cou rse 
some superb spedal ch~ract ers . 

Amhon)' Reynolds will be wreMing the 
banner fro m Aless io Cav:Horc (now up 
to h is Tilean ... ars in Hobbi t., and such) 
and has vowed to Ihe Lady that the 
Army book will be worthy of 
he r blessing. 

like ;II1 Y new annl' project. we now 
ha\'l~ the opportu nity to design some 
more Regiment Sets of plastic 
miniatures, and.res and I h;we SCI to the 
(ask of planning out what nCl"<is to be 
done. Although it's unconfimled as I 
write. \\'e hope th:1I GOiry Morley will be 
working on this prolect and sculpting 
some great new miniatures for the 
expansion of the Bretonniall r.mge. 

lI"ork-ill·progreu shots of lb.' IWIII 
O"{/SIIllf'1I IftlrriOl:!", SCll fp{('(/ by 

Me.I· flt:dsirolll , 

So. that \V".tS the year that IV-.tS and the 
rear that will be (fJte )Xmlitling) . 
Please feel free to bug us at convent ions 
fo r more d etails , and watch out fo r 
preview's and news p teces in future 
issues and on the web sile. 

Happy Gaming! 

W';trhamnu:r Chronicl~ takes a lOOk a( 
the \X'arhan>nlf:r game. ih rules. 
background . Jnd game mechanic:.. Jnd 
frequently steal.. from work in·progress 
here at the Studio. It also :tct5 as a 
forum (or dedicated \>;'arhammer playcno 
"h,) han' produced Inspired. wtll 
thought-QUI , and exciting :ldd,t ion~ 10 

lhe !lame. 

If you ha"e a good item for W'arhammer 
Chronicles, then write 10 

Gli/) nmrpe 
nl"tlrhUI/IJ/lI!T Cbro llic/es) 
GlI/llltS It'urksbop 
It/flow Noml. Lemon 
VOllilll:l1(lIIl, NG- 2IVS 
Ullited Kingdom 

"'or rulc. '1ueric •. etc .. 'COl 10 -.r .. hammcr 
Chmrude. will be shn:d<kd (or bb'''n beddmg. 
~It":l,., ""nd thcm tQ m., RoQI>boyz~! Ga"",' 
lI"orklhop ,\bil Ol"<kr and OO! III -.ram~mmct 
Chronicles Ivu C/n ~I..., .peA 10 the lloouhofl 
d,recd) hy u,,,,~ the com""" I",~d belo>.o.. 

us Phone: 1·800·394·GAME 

CON Phone: 1·888·GW·TROLL 
"·mail. rooiWo}-.:@gamcs·workshopcom 
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We toke a look at how we pointed 
the most powerful and impressive 
model from the Tomb Kings army: 
Settra the Imperishable, the Ruler 
of Nehekhara who rides in his 
Chariot of the Gods drawn by four 
Skelelal Sleeds. 

SETTRA THE IMPERISHABLE 

ASSEMBLING THE MODEL 
The whole model was first assembled in 
a dry run to work out how the 
components fit together. The main 
chassis 01 the Chariot was then put 
together. but the wheels and haft 
section were left off to be painted 
separately. Setlra and each of the 
horses were then assembled. Seltra and 
the Chariot sections were given an 
undercoat with Chaos Black spray, and 
any sections of poor coverage were 
repainted with thinned Chaos Black 
paint. All the horses were sprayed with 
an undercoat of Skull Whlte. 

PAINTING THE MODEL 
The main body of the Chariot was 
painted with a basecoat of two parts 
Chaos Black to one part Codex Grey. 

More Codex 
Grey was then 
added to this mix 
for the first 
highlight. Codex 
Grey on Its own 
was used lor the 
next highlight 
stage, followed 
by a final 
highlight WIth 
Fortress Grey. 

12 "EAVY Mnll MASTERClASS · SmRA 

TERCLASS 

Setlra's armor, the Chariot's wheels and 
frame. and the Icons on the banner and 
weaponry were painted with Shining 
Gold. These areas were then painted 
with Flesh Wash that had been thinned 
three parts ink to one part water. The 
gold areas were highlighted with Shining 
Gold, followed by Burnished Gold. Mithril 
Sliver was then added to Burnished Gold 
In equal parIS for the penultimate 
highlight. and then a linal highlight of 
Mithril Silver on Its own was applied. 

Hawk Turquoise 
was applied to the 
appropriate 
sections on the 
Chariot and 
Settra. Increasing 
amounts of Skull 
White were added 
to the Hawk 
Turquoise lor 
each successive 
highlight. 

The wooden floor 01 the Chario\. the 
leather bindings, and Senra's robe 

.' were painted WIth a basecoat 01 
Scorched Brown. An equal part of 

Bleached Bone was added to Scorched 
Brown for the first highlight stage, and 
more Bleached Bone was added for each 
successive highlight. 

The axle, the staff of 
Senra's weapon, the 
standard pole, and tile 
yoke were painted with 
a simple basecoat of 
Scab Aed. 

A wash of two parts Brown Ink to one 
part water was applied to the horses. 
They were then painted with Bleached 
Bone, leaving Brown Ink showing in the 
pint seclions. Skull White was added to 

FINE DETAIL 

Bleached 
Bone In 
equal 
quantities for 
a highlight. 
followed by 
Skull White 
on its own. 

Settra's flesh was painted with a mix 01 
equal parts Snakebite leather and 
Chaos Black. An equal quantity 01 
Bleached Bone was then added to thiS 
mix tor the first highlight slage. Flesh 
Wash thinned with four parts waler was 
applied to the flesh areas. An equal 

. .... j" 

., -:-3"' .... I" 
, ., I , / 
' . . 

-=s. 
. . , 

" . ,*. ,~ 

quantIty 01 Skull WhIte 
was then added to the 
highlight mix lor the 
final highlight. 

A basecoat of Brazen 
Brass was used to 
paint the weapon 
blades and the 
Chariol"s scythes. 



Increasing amounts of Mithril 
Silver were added to the 
Brazen Brass for each 
successive highlight stage. A 
wash of Chestnut Ink thinned 
with three parts water was 
then applied to the bases 01 
the blades and scythes. 

A mix of five parts Snakebite 
leather to one part Chaos 
Black was applied to Settra's 

cloak, which was then highlighted with 
Bleached Bone. The whole cloak was 
given a wash with Brown Ink thinned 
with three pans water. and then a final 

highlight of 
Bleached Bone 
was applied. 

The scarabs on the 
cloak and inside 
Seura's rib cage 
were painted with 
Chaos Black. which 
was then highlighted 
with Regal Blue. An 

equal amount of Skull White was added to 
the Regal Blue, followed by a final 
highlight of Shadow Grey. , , The skulls and 

bone sections on 
Settra and the 
Chariot were lirst 
painted with 
Snakebite 

Leather. These areas were 
then washed with a mix 01 
two parts Brown Ink to one 
part water, Bubonic Brown 
was then applied, followed 

by Bleached Bone, These sections were 
then given a wash with Flesh Wash that 
had been watered down with three parts 
water, before a final highlight of Skull 
White was applied. 

FINISHING TOUCHES 
Snakebite Leather was used to paint the 
scrOllS, which were highlighted with 
Bubonic Brown followed by Bleached 
Bone. SmaJllines of writing were then 
painted onto the scrolls. 

Settra's internal 
organs were 
painted with Scab 
Red. The organs 
were highlighted 
with an equal parts 
mix of Dwarf Flesh 
and Scab Red. 
Bleached Bone was 
then added to thIs 
mix for the final 
highlight stages. 

The gemstones 
were painted with a 
basecoat of Red 
Gore, which was 
highlighted with 

Blood Red. A smaJiline 01 equal parts 
Fiery Orange and Blood Red was 
applied to the bottom of the gems. Fiery 
Orange on its own was then used for 
the final tine of highlights, and finaJly a 
small dot of Skull White was apptied. 

The turquoise 
gemstones 
were painted 
In exactly the 
same manner 
as the other 

turquoise sections of the model. 

The Chariot base and the cavalry bases 
were glued onlo a template of plasticard 
that had been cut to size. The bases 
were covered with white glue, and sand 
was sprinkled over the base. The sand 
was painted with a basecoat of 
Snakebite leather and then drybrushed 
with Bubonic Brown followed by 
Bleached Bone. 

Selfnl the Almrghry. Lord of Nehekhara, Ruler of rhe S.ods. Holy Ellg/e of the Desen 
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Warhammer vete ran 
Scholey can see dead 
people - and he 's very 
happy about that. It's 
taken 4 years, b u t th e wait 
is over. The Tomb Kings 
have finally arrived. 

Po.:l1~ ."hole\"" III 
soon rca,h 'hiS Ont 
dccad(' of glmmg 
In Ihe \\~arhammer 

world In 1993.;1 
friclld'~ ill\'illiion 
for a g:lme of 
W'arh:l.mmer 
10.000 had hl1l1 
hooked BUI II W.l~ 
Iht· Image!'} lnd 
mYlhology o r 

\\arh~mlller lhal hdd thc greatest 
f,l~el11al;on for him 

AI Ihc 1997 Game!> \Xork~hol) Gr:md 
'Iuumamem, l'ete finbhed a rc,pcdabl(' 
201h. \ ft.",. ~hon months I:ller, hI.'! arm)" of 
Iuardmcn WOIl Ihe in;tugur:d \\arhammer 
l'brel"S' '>OCiCfY Gnnd li)um.lmem. and 
he' ne\'er looked IlJck ,ince, A,o, l member 
of the ~lansficlJ \\;tf&l1'l1t: .... · CIUII and Ihc 
inf,III1OllS Dr:ogon Slayt·n.· lCam. l>ete nm. 
h~':1 "c,llIh of g,unlng cxpo.:ricnn· 

Ill"PUC playin).: ,OK. Epic, 
'ccromunda. \\ordhcim. and 
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LEGIONS OF 
THE SANDS 

On e P layer's Love f or Bone alld Magic 

\X'Jrhammer QUC,t . Petc 's IIr't lo\'e 
remain~ \\'arhllllllllo.:r 

In 1999. when Ale~sio Ca\,alOfl' 
nnlshed \\'ork on Ihe Warhamrncr 
Fiflh Edilion Vamplrc COU ntS Arm) 
book, I'cle wa, ,adt!cned to ,ec half 
of his lndo.::l.d modcls hcconl(" 
obsolelc Thu" \\ hen a l omb Klllg~ 
arm) li'l " 'a, pubhsht'd in While 
I)//llr! .!J-. he ,,-... , o,erjo)ed 11i~ 

dellghl wa, completc whcn lID .!3H 
her;\ldcd Ihe announcelllenl or Ihe 
~(:foll sy,ICnl for Iho.: Tomb Kings ' 
.\h~k I'ha~e AI Ihi, point. I'elt· bCltllll 
10 re:llize jUM ho" erre'lin~ an arm)' 
Ihe Tomb Ktn~, ,ould bc 

By Ihe limo.: SIX!!I Edllion \;Imp,re 
COunlS arrh·ed. Pcle "'-.IS a member of 
Ihc playlC'ling Icam for Ihc new ,'er~lon 
or \larhammer II was lime for hi) 
(:norile Lndead :Irmy to lake a back ,cal. 
:1' l'o.:lc helped OUI ,.1111 Ihe plaYlcsling of 
Orcs. lil>·c). and \'aillpirc~ 

IJ)' Ihls pOint. hl' was ilching for the 

relcase oflhe arm)- book ror Ihe legion) 
of Khemri. knowing Ihal his wall would 
soon be o\'cr - an obl' ious adl'anta~e of 
being on Ihe pl :\YI (,~linR lealll! Il is good 
fortune of ~edng Ihe Tomb King, c\,oll'c 
In front of him \\'a, a bnlaslle 
opportunil) ror which I'elc is 
Ie!'} gnlcful 

Ili ~ 10"e affair" ilh Ihe l ndead hl) 
continued c'·er ~inec I'Cle )ays Ihal Ihl~ 
interesl Mem~ from hb faKinJI;on wllh 
Ihe o ld I [:UllIller horror I1lms. 

\X-;Ih Ihc rdcll)e of Ittll'hllmmer Anlllt'.' 
'/i1l1/1) KiJlg<. I'elc hll' nnall) \)(.·co ablt· to 

deplOl his fl''Oflle ')kclclons In all their 
glol"). Afler pla)lIlg Ihc army for ,ueh J 

long lime. he i, a~ qualified 1I) am'nnc 
to d;",u'~ nOI only Ihe la";(:) for Ihe 
legion, of 'It-hekha!''''' but abo hm\ 10 

,olleel a "fahle forec 

\\ hlll follow!> 3rc f'cte'S Ihoughl~ on Ihe 
laiC'. arm)' for \\~arhamiller 



Pe le Sc;:h o ley: I remember 3ttc;:nding 
Games Day '98 and being part of a 
W<lrh<lmmcr Plarers ' Society 
demOnSlnllion g<lme, which in\'ol"ed 
huge forces of Undead and Orcs, 
However, I spent more time sneaking 
around Ihe hall :md trying 10 get a 
look at :I preview lisl for the new 
10 mb Kings! 

You sec, Ihe old Undead army had 
been sp lit in two, W'hen Fiflh Edition 
W'arhammer :Irrived, Ihe Vampire 
Counts were born. and il left a 101 of 
players, including me, with loads of 
figures Ihal were suddenly o f no usc, 
Chario ts. Mummies, and Screaming 
Skull Calapul lS had all become things 
10 sto re in Ihe back of the garage. You 
can imagine my delight wit h Ihe news 
Ihal Ihe Tomb Kings were coming. 

I had Slarted collecling Ihe Undead 
way b:lck when magic items were 
crealed in buckel loads, heroes ruled 
Ihe world. Nagash was rnaSler of 
Necromancy, :1I1d Mumm ies and 
Vampires foughl s ide by s ide , 

But things ha"e changed now, and 
wilh Ihe arrival of the new Tomb 
Kings Army book. I have co m pleted a 
journey Ihal started with Ihal sneak 
preview lisl b:lck in W'D 227, 

/ 

1o., IU 'f) Nlilif)"s of""'IIO: n,,· .. rf Ib,l/ 
cb<mgvd /'I:/f! Scbolq 's fife 

I 

My current 2.500-poinl Tomb Kings 
:Irm )' has had conSiderable success in 
recen! games, but Ihal wasn ' t always 
the case, I hope 10 lake you through 
my l rials and Iribu lations of selecl ing 
a Tomb Kings army and explain how [ 
arrived at my select ions by looking as 
far back as IrD 227 to see where il 
a ll started , 

" 
'''I 
I 

BEGI NNINGS 
The o riginal White 
Dwwj Tomb Kings list 
allowed players 10 use 
their o ld figures 10 
represem amlies from 
Ihe land of Nehekhara, 
Howe,'er, thiS liSt 

maimained the old Undeijd navor, It 
wasn't until IVD:138 when Nigel 
Stillman and Rick Pricsdcy introduced 
the scrolls magic S)'stem thai the lomb 
Kings really took shape and became a 
unique and challenging arm)' to pia), 
wi lh. Apan from a few new troop types. 
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the curren! Aml)" book emergL-rl largely 
from Ihls original aml)' lin 

II doesn't mailer whelher )'ou arc a 
,'eleran Tomb Kings pl:tyer or a 
no\'ice. Before you SIMI collecting, 
)'O U need a clear Idea of how you r 
army is going 10 look 

For me, Tomb Kings arc all about 
ChariOIS. lOIS of them, rock hard 
"'ummles. and nasty monsters from 
out of Ihe descn Of course, there 
will always be Skeletons, but it is lhe 
spccial trOOps thaI nlllke Ihls army 
unique and fun 10 pb)' wilh . 

I had an i ma~e in mind of how I 
wanted the army 10 look , ~ Iriking bUI 
simple I \\-.J.ntcd 10 b:tlte my color 
scheme around the bone of s kele tons 
wllh Ihe blue and ~old of ancient 
Egypl So I dusted o ff those figure s 
from the back of Ihe g:mlge and got 
them ready for a makeover .. and it 
worked It wasn'l cas), ngures had 10 

be re·based and r~·painted in my ne"' 
colo r ltcheme Afler a couple of 
month~. I had formed :1 nIce looking 
2,500'poim army_ I ju~1 need 10 find a 
bIg satchel for ;111 my Uche 
!'riest's scrollsl 

At thaI time. Ihe Tomb Kings were a 
\'el)' lOugh army 10 defeat The m3!'tic 
was unstoppable :md deMructl\'e . 1U0 
powerful. hone51ly. 1I0we\'er. thai 
changed a year laler \\hen 
Warhammcr Sixth Edlllon :urived and 
HlII'elll1l8 lIorde~ walt published . 
lIowcvn, I didn ' t like Ihal lisl. The 
dealh of the General rule made the 
lomb Kings tOO frngllc compared wuh 
all other SI..~th Edition armielt. 
eltpcCially Vampire Counts. and so 
back In the gar:lge my Undead friendl; 
went lIowever, [ wa;,> fortunate to bo;: 
i",'ol\'ed in pbyteltling tho;: new list . 
lind Ihelr exile \\~ .. s s hort Ih'ed ... 
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TO TH E PRESENT DAY 
The road toward the new Army book 
\\~dS a bumpy one. A 101 of he:ld 
scratc hing occurred, ;lIld a few ste rn 
words were pas~ed between lhl" 
group o f playlCStl"rs, I lowe\'cr, In the 
end, I believe we did a greal job. Thai 
old WbileDlI'mfhs l stood the teSt of 
time. The magic system was modified 
10 become morc balanced. and wilh 
Ihc :Iddition of thOltc interc)ling ncw 
troops. I think you will enJo)' pla)'ing 
with Ihe new lbmb Kings 

J play J'itched 8allle, lournamenl.style 
games mOM of the lime . I use a 
generic army .'>eleclion Ihal can do 
well agains t any opponent I thmk it 
is Ihe only " -"y 10 jud!(c an arm,.: IWO 
equ:llly m:llched forces on opposi lc 
sides of Ihe board 

Being im'ol\'ed in IOUrnamellllt is 
gre.1I fun and is a good \\~ .. y 10 meel 
people from all o\"t~ r the world. NO! 
on ly have I made a lot of fr iends by 
att e nding to urname nt s, bU I Ihey Ihese 
Competitions ghe yot! wonderful 
m!>ight into how otherlt create and 
paim armies. ~h~n I sec ~ome of the 
fantastic looking armies Ihal turn uj) 
:11 tournaments, It inspires me 10 get 
down 10 my local G\V Siore: 10 Slart 
SOmething new 

l3ul a word of\\~l rnlng to those 
Vampire CountS p!:tyers out Ihere who 
are Ihinking of slartmg a 'lomb Kin~ 
amlY l-tide you r VampIre Counts book 
and lake a garhc clo\'c wnh you 10 
banish it from your sight If you Iry 10 
play l omb KinS'" like Vamplrelt, Ih~'n 
you arc going 10 lo~e: Thcy mighl look 
alikc :Ind s hare :.imllar troops. but they 
work completely d iffere ntl y. There IS 
nothing in Ihe arlllY you can arforti to 
10:5e . no cheap gh'ea\\~~)'s _ You need a 
c1e;(f Str:ltcgy before ),ou begm. and 
mOSI imponantly. )'ou have 10 decu..le 
whether you are :1 King or a I'rince 

I AM MOST DEFINITELY 
A KI NG 
The Tomb Kin~ cpHonllze:. Ihe arm~ 
III.' is Ihe leadcr :ll1d l'har.J.oh and 
should alwa)'!> be mounted on a 
Ch:lriol. Pickm", :t Tomb King a:. rour 
Gcneral nOI ani), !{h'clt rou Ihe he~t 
figll1er and a reason:tble magic u~er 
bUI allows )'OU to lake Ch:triols "" 
Core choices. freeing up Iho.'>c 
Special slots for Oliler intercSlin!( 
units (more aboU! Iho~e laler) 

l ' nllke o lher armIes. the Tomb Kin&l> 
anny lisl slipul"Wli Ihal )'ou ha\-e 10 
have at leaSI two Ch:lr:tclers. a Gencr:ll 
:md a Hieropham 



A ..... hOlt? Well. I did §ay th i§ army 
worked d iffe re nlly from OIhe rs. and 
the Ihe ro pham 1§ the reason. 

The flicro phant is the army'S §e nior 
Uc he Prie~ t and is re5ponsible for 
a .. 'r,lkening the Unde Oid forces fro m 
the ir s lumbe r. Pro tect h im at a ll costs. 
The Tomb Ki ng might be the leade r. 
but it i~ t he de;Hh o f the Hiero ph:lI1 t 
that does 10 th is army what the de:nh 
o f the Vampire COUnt docs to his 
:u my . CRUMBLEI yo u· ... e got 10 h:l\'e 
a J-l ierophant. so get used to 
protecting him. I always take tWO 
Uche Priests in m y army, but o ne has 
to be ide ntified as the lIie rophant 

After choosi ng a Tomb King and the: 
tiche !'rlcs ts. I took a Tom b Prince on 
a Cha riOt a~ m y fimll c hOi racter. 
Dunng test ing. I used an Icon Hearer 
to lead my c:I\'alry. but the ext r-,l 
(ombat pote nt ial o f the Prin(e a nd his 
lIb l1iry to u~e magic to mo \'e h is own 
unit made my decisio n fo r me . 

MY WAY 

One o f the big ad"~oIl1t ages the Tomb 
Kings ha"'e ove r the V:lmpire5 is thc 
nexibitity o f their lis t You (an play a 
magic.heavy shoory g:mle. use rock· 
hard cha racters Wi th heavy support 
and mi nima l magic . o r (m y fol"e ) a 
mix(Ure o f the TWO I'lus. you ' lI 
have support from some of the 
most subt le magic items yet 
disco"e red The c hoice 
is yours 

Tbe 1iJlllb KIII8 - /'rw kbofey's flWI/XJ1I of cholel! 

The trouble wi th the Undead is jusl 
tha t they are dead. Traditio nally. they 
don ' t move ..-ery fas t and shamble 
:ICroSS the board 10 get In lO ,"ombal. 
110 .... 'e .. 'e r. 10 mb Kings, whe n used 
corn."Ctiy, can mo,'c quicke r than a 
rampaging Squig with an att itude . I 
built my aOlIY a round thh Mr-,lnge new 
att ribute: Undead speed . 

I wanted Chario ts in the arm y, and Ihey 
were my first cho ice . Ever smce I read 
Ri /'cr God by IX ilbur Smith , I had 

TOMB KING OR NOT 
TOMB KING? 
1T'be/ber IIr 1101 /0 Illelude (I Tumb 
Klllg /,/ yuur a rmy is / 1 ,rilieu l 
dec/skm, (lml 0111: )'011 bm'(' 10 maile 
/xifOf'(> go;/I8 (wY/ llrtiwr The l bmb 
Kings lIntl)' bas to he 11:(/ by 1>flber" 

Tomb KII/8 o r 1I Trm ,h /'rillce. 7akll,,1: 
tm' Killg a l/ows )~}l/ to s.."1!C1 C/x/riots 
liS Core choices m u l {lIsa g i l"t!s 0";: 
Imft (lISkelNon Ul/mOI')" (lCCf!$S In (I 

Mtlgic Bmlller BoIh elx/meters (Ire the 
Ires! figbtl:r'S i" tbe tlnll)' tIIlll both 
btu .. ' tbe 1//(l8 Ic(I./ " \ t) \'('ill lk: Doill'" 

ability. It'bleb a f/ul('s tbem 10 cast lix' 
Jllctmtm;Otl <1/ CQ,'t' IIC'Y '" the 
Il/cllI/wli(m of Sml/II'8 . . " Kwg elm 
lIse " M )' '~m 8c l)one" tll '/n', /l1tCf! 011 
his Ollltl ml;f Will (Jllce 011 ( I 1111/1 
with/II 6' of h im. lIU/I 'C'l't'r, II Prillce 
a m a /sl it ollly Ollce (1'1 his ou." Im it 
This nile rlmkt-$ (/ massfl oe J ifferrmu 
ill gallic /l:mI5 · o lle 1 11 m "'arc lor 
y uu I f) di$COver 

11/ midi/lOll. fbe Klug is (l I,onl C/}{J/CL'. 
Takillg him Prt'L'iJ'ItS )~l/I fl"Om lis/rig (l 

f1igb !.Icbt' !'rie$1 (IS lbe Hil!rO/Joollt 
}(m U(w/ /() th illk 

(111('111 )'QI/r 

d )(lrllCler choices 
WN!flllly . lJccuuse 
tlw arlll)' Ii$/ g l!vs 

) '011 11k-1It), 0/ 

j1lw;I)lIity (//1(1 elill 
SIIII 1II1)~lIIe's 
st),1<-
o/plfl)'. 
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The arm)' (11th;: 7(lmb KlllgS Is (I fright('l/illg PrT.>spect lor till)' f(J(·t 

images o f Chariots racing across Ihe 
h;llIlcflcld and sweeping :I.\\~ .. y 
C\'cl')'thing in their path I cou ldn', 

Iitiite manage hu ndreds of Chariots 
hu t senlcd o n IWO unit:. of thr<-'{.·, 

each with a Standard and 
Champion . One u n it, which 
contains the Tomb Kmg. 
carries tile Banner of the 
Undy-ing !.egion. a Imndy i tem 
thai rcslOrcs Wou ndS:1I the 
stan of your Magic Phase and 
helps keep those: Chariots on 
the table. 

I settled for :1 Bone Giant and a 
unit of three Ushabti . Thc~c 

('"dead CoIISfructs look grc:lI. and 
arc potcnlially the best flghung units 

in the a m l)'- They also act as 
p incush ions and an ract missile nrc 
morc rcadily Ih:1.I1 honey dr,l.ws bees. 
While the Ushabli :Ire laking the hits, 
rour Chariots can move into position 
And don"( forgc t Ihat you can a]..-.I)'$ 
reStOre your Ush:lbti"s \l'Ountis in the 
Magic Phase" 

And while on Ihe subject of reSlOring 
\l'ou nds, I will remind you of 
something I mCnlioned earlier There 
afe no chea p gl"eaway troops in (h is 
army. You Gm ' t rA ise new units. nor 
ca n you add new models 10 exiSling 
units as can the V,mlpire CounlS. 

I-Iowewr. ANYI"I-IING in the lomb 
Kmgs' 3rmy c:ln be re~lOred th rough 
magiC MonSlCrs. troops. and 
(:hara(:lcrs can go on forever_ Even 

GIVEAWAY TROOPS? 
-G iveaW-AY Iroopsft is 3 term] usc 
10 refe r 10 uni ts thitt are JUSt Ihitt 
Iroops Ihat I can affo rd to lose as 
part of a laniea! plan 

Imagine thitt ),ou r Ore :lrmy is 
fa cing off againSI a Frenz ied 
Kho rnate warrior arm)'. and the re 
are 800 paillls of Knights with a 
couple of hcroes wailing 10 smash 
into ro ur banle line It unit o f 20 
GoblinS lurns 10 look :.I t their 
Gene r.11 It"s sacrifice time. You 
m:.lrch the Gobbos right under the 
nose o f Ihe Knights and angle your 
Goblin!> c \"c:r so sllghtl )'_ In r OU f 

oppanenl's turn, the Frtmzled 
Knight .) mu~t charge the Goblins. 
will kill them. and will o\'errun 
right In frOIll o f your bes t troops 
' 'Ou now have Ihe Knights' fl ank 
exposed and rna)' charge in. The 
givcaway troops d id nOt d ie in \":tin 

Unfortunately, l o mb Kings have no 
Gh'eawa), troops; thus. such 
strategies arc usuall ), fU llle . 



when the Oone Giant is teeteri ng on 
I \J?ou nd, you still can restore him to 
full health. 

I cont inued the '· f:ISt-att :lCk·' appro<l ch 
with:1 u nit of 12 heavy cavalry lm d 
three Carrion , These u ni lS arc 
su pported by t he backbone of my 
:Irmy: Tomb Guard, Skeleton Arche rs, 
:md :1 dcadly Scre<l ming 
Sku ll Cala]}ull. 

The Archers and the Ca ta pu lt have 
pro\'en the mselvcs invaluable . 
Upgrad ing Ihe Scream ing Sku ll 
C:Il<l ]}uh wit h Skulls 0/ the Fue meallS 
that any u ni t t h:lI m ust ma ke a Pall ic 
It'St from Wounds caused by the 
Ca tapu lt s u ffe rs a ·1 to its Leadersh ip. 
I)oesn ' t sound likt· much, b u t many a 
u nit will nee the tab le a fter a ~ingle 
hit from one of these Ca ta]} tll ts _ JUSt 
you wait :md see. 

('lile jighfs um Ih., IIIl/IIS/Iml 'lbmh Kings bailIe rt'!XJrI - ifxJk /nr if 1Ii'.\'1 Issui'. 

SURPRISE PACKAGE 
The Skeleton Archers will really 
:.urprise you. [ always w,m ted them in 
the army. bUi with OS2, t hey couldn·t 
hit II b:trn door from 10' aWay. 
Ilowever, during p lay tcsti l1g. Skeleton 
Archer.! were blessed by the Asp 
Goddess :m d were gh'en the :tbility to 

KHEMRI CHARIOTS 

hit an ),th ing o n:t 5+ . TIlis m:lgica! 
a bility a llows the arrows of t he 'lomb 
Kings 10 seek Out their e nemies 
u nerringly. Skeleton Archers do nOI 
su ffer any pen alties or bonuses to h it 
when -" hOOting. Move :tnd fire. 
skirmishers. large target. or in :t 
wood . it doesn ' t matter SkelelOns 
Archer.! always hit on a 5. They arc 

Unlike the Chariots of other armies, Khcmri Chariots may form up in unilS. They 
gain the + I combat rc~olution for having:t stand ard but. bec;luse ther arc fAst 
e.l.valry, do nOI gain rAnk txmuse~ . lbe real beauty of rhese Chariots is lhe way 
the)' can be restored. If you stan with:1 ul1it oflhree Chariots, lose one. and lake 
2 Wounds on a second, well never fear. The Icol1 of Restoration :Indlor the 
Incantation of Summoninl( can restore up to 3 Wounds in the M:tgic Phase, In 
this example. if you restore 3 Wounds, one Chariot rCCO\'Crs 2 Wounds, and the 
destroyed Ch:triot Is brought back to life with I Wound 

Used correctly. Chariots can win the game. ThL"}' aren 't the hardC!>t things in the 
Warhammer world. but thdr ability to move as fast cal':t.lry :Ind charge 16" makes 
them priceless. You C'oUt abo move them \\~th :111 Incamation to lake even gre-.I.ler 
:td .... amage of their speed. Your opponents will realize the power o f your Charlots 
and mU do everything po~sible (Q get rid of them. TIlus. you need diStractions .. , 

worth their weight in gold. You don't 
need many. Missi le flre :llone rarely 
wi ns games. Ilow\:\·er. in a b:tl:tm:cd 
:I r my. Archers have their p l::tee. 

And SI) on to my fin31 unit, the Tomb 
Gua rd. It was a tosS up between a 
ull it of t hcse Special troops or a 
bigger uni t of Skeleton Warriors. My 
decision was made casy w hen 
Chariots became Core choices when 
a Tomb King is the General. The 
extra St rength , Toughness, and 
Weapon Skill plus the Killing Blow 
s peCial ability make these Iroops 
must·haves. Because they arc a mere 
3 pOintS mo rc per Illodel t ha n t heir 
Skeleton eou ntcrp:trts. the Tomb 
Gu:trd is just 100 good to lca\'e out. 
When yo u sc e the Icon of R:tka ph III 
action, I am sure }'OU w ill give these 
boys t he conside rat ion they arc due. 

IN SUMMARY 
I bclie\'e th:tt I haye built a bal:tnced 
amlY that can deal with :llmost an)'thing. 
It is fun to p l:ty with but challenging, 
and I look forward to many ~nleS with 
them in the futuTC . 

In sum, amlies of the 10mb Kings offer· 
Ma neu"erabiliry 
Relentless lncant:ttions 
Flexible troop rypcs 
Great war machines 
Solid, hard-hiUing u nits 
.superb magic items 

Most imponanl of :111 is your ability 10 
combine all of these clements :tnd 
master how they interact - no easy re:II , 

A fina l p icce o f adl'icc to an)'one 
th inking :tbout s tarting a Tomb Kings 
Min)': s it d own :tnd read the rules a 
few t imes. Th ink of the £Ype of 
player thaI you :1Ti.' , magic and 
s hooty, cornb:lt·b:lsed. or a 
combina tion o f tht, two. Con t:tincd 
in the list is :In :trm)' to sui t 
everyone. En joy! 
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NEW 
ADVENTURES 

Ooc of the: mosl lll[tr~Stfng 
things about the 'ifarl'lammer 
hoIJby i5 linking your :um'yof 
choice-to your fr'&cnds' arml . 

Som~ groupm~ arc obvlo . 
• Ov."aJ1's; Skaven, :and 'os 
• Empire, Chaos~ ant" slc\I . 

• li:t~~Cn, vtn, 
and' V.unp· CountS 

• Bre.tOl " sand \'(OOd.Elvcs-

Oc~asiQn.a[ly, a.,ncw force will 
erppt rr~m the trlnSe:. of I~e Old 
wdrkf -and :m6npl to disrupt tnt' 
Ii,.cs ott"Q~c;.~round t,bcm . • , 
M,atcl~~e\'er, do the-mQtc 

~ ~bliShld "(mil"" venture rorth, 
unll)S iI is (Q i.cck f.ifl.1C, ()rtun~. 
and p!)wcr. lustMa~ Albion.-and 
n.ow Ihe sun·b:lkcd hHl(f~ of ... 
Khemn are 'alitarged for would-
be ffe-.u.urc huntt'rs. ' 

• 

S'.tnds 
Ih(..'11) on:!' the nexi 

f ••• • ~p6.;'h' . So, grab that w.lIer 
:lnd IcC!> go! 

DESERT TERRAIN 
Making dc~cn ~cent:ry for your 
battles in Ihe I .. :md of Ihe Dead 
couldn't be casier Hdls and sand 
dunes c:m be carved fro m pink 
foamboard· Ihe same foundation 
rou would usc for 11".1(1i\ional Old 
\'(torld ~cenery. ' ou can ;Ulach the 
hills to your table lOp or leavc 
them loo~e 1>0 that the)' can be 
rcalT"d.n~cd from baule 10 battle 
Painl your scenery wilh \\".1ten.:d­
down whilc glue ~nd sprinkle 
~and on tOp After the glue dries. 
knock off or \-.1CUUm up any loose 
sand, paint )'Our !>eencr)' with 
Vonlit Brown, and drybrush 
with Bleached Bone - lOMan! 
dcscn landscape' 
1'01' instructions o n b\lIlding 3n 
oasis, complcte wuh palm In.."t.~. 
check OU I Wmwmmer ';Aurmisb 
(p. II) or click the scenery link in 
the W.ller Rights scenario in tht: 
Slarmish seclion of the Games 
'.lorkshop web site 
wwwgames-work:.hop.com 

lerl".1in generator in the 

\ PARCHED 
()verview: In this scenario , tWO 
fOrces are lutempt ing to seize c.ontrOl 
of an oasis. The generals do not .know 
how long their trOOps C:\n h91d OUt. 
The fo rct's must captU re theQbjecti\'e 
and hold on to il breommiuing 
themser.""C.S I}Jlly to the .:tuaek. 

Armies: "Bolh.;aqnics art' ch()l;c"h frOI,ll 
the 'war~e(t-rmy Ii.t~ 1O';m 

.., '-agl'\.-ed po{htS -v;Uue • 

Hattle.fie,l4 The oaSIS is. placed in tpe. 
rnlddfl.! ofilia. bauld'K:ld and lies 1n 

.th~.5'hade -of ~ .stands Qf p.11m [['(:es . 
''The remainder of tbe battlefield 
consists of rolli,ng .~a l1d Qunes (usc 
three odour low hUls). 

Dcployri1.ent: . . 
I , Borh playe~ roll a 06; The player 
who sc.or.cs highest \nay choo,se ""s 

-d!=ploymenr zone. RcrQ11 any-tlcs. 
2. The players 'then roll a nother I)(). 
The highCH S;corer ill .. y choose to 
Q<:sin depl~·ing first or serond. 
atrollllny tics. 

""'3 , Taking iLln rums. each playt."r 
deploys one unit aLa lime, up to 12~ 
0010 th~ tabfe al least 24- from 

1m o,~:;'::;~~~;'~; 7.one . .. t All war a plll,rer 's army 

'10 gcnerme nndom terl".1in f0:j 
de~en battles, check Ollt the 

Il~lrbmllliler nllehook (p ZZ7) . _ I» 

. , 

-'arc deplored at tl:Jc s-.tmc lin,e .~ 
thQu~h they can be deplored in 
"dUlerctH nart5 of the :qaulMicld r 
S. Chan,pions are deployed with their 
unit5_ Characters a~ dcpkJyedafter 
aU other unlL.~~ all'lll fhe same time. 
CharllQtcrs may $tarr the-hallIe witbin 
units ifrou ~b. 

6 . .soou1il1~ unh'S arc flOt deployed 
.y,·tth the- rCSt of tht. 3!'TUY. Insu:ad., 
thl.")' are placed- Ol,l the Uble afiL".:aJl 
otber unitS in both a~ have been 
dcploYL-d, as described in -tbe rules 
for Scow,~. . 

Who Goes F1J'sl? Hoth I)bye~ ron a 
1>6 .. Ihc player who unisl,lcd hi,s 
dcplorm~nl fi~r ~ay add + I 10 his 
die cpU. The. higher scoring' player 
may ch09se. to gq firsl'or ,Second. 
Rcroll any ric~ . 

Lcugtb ofGalne: TIle g:lmc ~tlI for 
a rindom length. ,At the end of the 
.jth turn, roU a D6: on a re$u'lt 0{2 (.Ir 
mon:, p~llr ,a 5th turn .. ·At the end (If 
the 5th tum. roll another I)6j 01) a ~ 
or .mote, play ~ 6th rum~ etc. 

S~cia1 Rules~ 

!})ing QtTbir:iI - Thl' nr.'6 forces .ha~"C 
been marching through the desert for 
days, and evcr)une is 'on the verge of 
dying of I,h,in.(. At tl;tc ooginningor 
Ihe ~m.e and at Ihe S[1n of~ of 
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your turns! roll a 1>6 for ~:tth unif in 
}'OOr force ... On :t I, ..some of tn(' 
mOdd.S 1t:L\le !>LlCcurnb«ll9 the. 
bakln~ \;teal,of the de."ien. Eacb unit 
"P affc~d rakCJi Q6 S2 hils. with no 
11l:ruOl: S' .. \'<-~ aUowcd. Onc~ a unil 
~novd In CQm:l.ct wilh the Oll5i!.. the 
effects of the Dying O/Tb/l'St !>pccial 

ruJe~re ignOred. ~. 
"1kSptiUlIC Mr3:.ures • Unns with 6~ 
of the oasis count as SJubbo 
0nl" the Uting. Only mo'1:l' units 
suffer frqrn the Dying o/7'/JIn;/ 3m.l 
Despem llJ Measurei $pedal rules. 
l'ht!se roles d9 nOJJlf;t:t"Ct 3'ny 1'ol1)b 

( 
!Gngs~.ts. Vampire CountS unils 
(except I "ing ones likl' Ghouls), or 
Chaos cmons (regardless oflhe 
type army). Cbar<lClers: of all armies 
are so immune to Dying oj 71Jhs/ 

~c of'}' C.onditions: The aony 
w ' h:l_ unit.doscst to the oasis at 

e eod of the baule. Wins, t1eDnS 
units. monsterS, and chat""cl~ 
can', capture the oasis. If both 
pla)'tts ha,"c un.tts'J:.quil1ist-.oI.ot frb{ll 
the oasis> a player caft still win 1f 
his unit is ,von:b A,lQre than double 
the-points value Qf Ih~ CloseM -
encl])y unlt:.Cltherwisc. the bault; 
'-"IldS'"ln _~ draw.. . 

US is a major 
exhibit that may prove inspirational 
to Tomb Kings players· Quest for 
Immortality; Treasures of Ancient 
Egypt. For more information o n 
this cxhibil and others in your 
area. check OUl www.Muppin.com. 
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SKIRMISH' 
' Pilfered Antiquities 
Th~ lIre of nUDe "1ibm ,1!d gold du'fl'S 
mUIr III nmy 10 Tbe luu:ls of I~C Tomb 
KiaV- Ahbollllb lrips ).lId guud"D' 
dUp.!tcb mol l "ollid-IK lomb n>bbtn. I 

f~W" tllinillll Of IlKky itldt~idllili mllllge. 
10 INkt of[ wilb 1be P'tQOUs rdics.,. 
However_ 'he Tomb K-ulgs dOn" ~fl~atr 
1M-if properly clSiI~ ud- w,lf dfp"cb . 
~hcir cnilliou to ,~ ,ic>ie ,heir slolCf Ii 

ITUSllrc,S nd e1"C:, YU iI;CIPt,C {toll'\ 

1& thtellU. .. /I 

Attacking fOK.C:f1 ' • 

• ·TQmb Pr,ilUlC ,witl\.h;md weapon) 
light "rmot; r od $h"leid . 

"" . 8 Skeleton WlIYrlors wit!) f,'and . 
wcap¢,\'1 :lIld bows ~ 
DefendiQg .Forcts~ 

"1 Herd with hand weapon and 
shield (up (0 150 pciine.) 

• Up 10 150 poi.,t. of ~ troop~ 
atea of about 

6flbih~' 
III the 

'Ob;es:tiv(:S! ~he lb(n'b prince's gqa~ .j.s 
lO'rctriC~ the Vambr.n;c$ urIbe Sun 
!sc.e rxhy8amrt1er,~rfllies> 70mb Kill8!f. 
~. 38J. wtiic)"l the Pc~ndcr.. filo l/:. 
!!Olnc Ijm~ ago (r(In\ ,onc of t,h~ o.l;tny 
(omb~ il\ thl-" land ofNchekhara. ~ 
O nce. the' 10mb Prince h:lS IOC~tL-d \hc 

v Varni:>t'.tces.2nd/or mcalarm is 
~ulldeCl, a fi lUllllj;I'9up o f f:ikelCto n 
W'<lrrion; w ill I'Ul>h Out 10 diS(r'.lCI the 
~fender!i A,nd cover the 10mb 

f' Pt'in£C::s cSC"..tpt.:. Tht; JQO)b Prince may 
dai~n . he e~capcYolft1le 

"""e 
The Defe nders 
plundered ''''''''',,!'h<.y .n., 

I 

vict0£f jf they kill rhe Tomb Prince 
~nd thcreby relain possession of 
the \'ilmbrnccs, "" 
.l)epIQymelll: T.he J)cfcf\dittg P,laycr 
placC$.anr 0\'9 troop .models as 
sc:nrtic" anywhere On the bOard. They 
will be facing'll rand9~ djrcctiQl:l (set; 
~1IlT)' rolC;S·bclow). Tbe· ~mainin&.: 
Defending, troops are-a"1teep In tnci~ 

• lc:nJS until rhO$<:- in the camp h :l;\. 
Sounded the Aldrm The Dcl'cnding 
player secretly writescdown wbldl 
troop.~ arc in 'tach tent bCforectQc. 
game begins. _ The Hero will"be aJilh:p. 
alone in hi.\. ov.fn Icnt ",1m the 
V:\mbrace~ closO');1I h:or,rill . .D.iSUli>Ute 
the rc;malninj( troops in the o ther 
'tents .as e\'c (lly'~ PQsslble, 

Who GQe5 lo1rSI? ,The )Ql'!lb Prince 
goes [lrlit, ., .~~ 

Sp<;.cial Rules : " 
~ 

Searcblm: . The l b mb Prince ntUS( 
Sc,:-arxh the tcnts (0 retrieVe Jhe 
Vambraccs, Each tum., he ~a)' ,'iCaiih ~ 
one It:~( ill ba¥, contact 3t the end of 
his MOVt:01enl Phase. The..Dcfcnding 
player mllsr disclose wbether Il,e; 
Tomb Prince has found a rroop lent' 
or the Hero's teN where' the 
Vambraces-O:fcStored. The Tomb 
Prince mlly lcaye the soidieillb U'OOI? 
Icnts undi~(U}ix.'d or anemp,l, to $la)' 

.... , 



• . 
"". 

m":nl , Ifhe.. .. n!(dcs I.h~m~ roll a I)(i. 
On a KiIlI;if"J.3., the soldiers. ~f't1ke 

~ 'Up 10 d ~,u{ IbetJanll: on a 4-6, 
.ali occupan18 ohht; tent a(c killed, 
and tbe ·alam\ Is NOT S9urufed. 
WllC,n the Tomb Prince finds the 

"r .. Heto·~ ICOI, "c lfl5tandy lak~ the 
Volmbraccs and Olay :tltack tbe Hero. 

.. wbo tfOkes lip the in)t3m ,rhe . 
vlunbrnces li re tak!',Jl (i.e ., bero e i$ 
charged, trlhe Tomb Prince . arges). 

SCOIriQ' For ~,/lries and 111118' 
rule.:; , see the Ass';,l;~5in l scenar;o In 
Warhnm"len Skirmish ~a~ avnil,it'blc ­
at www,gamcs·worqhop.con\ .. just 
fol\o~"the links itt tht: Warhammer 
section qf the. web (ill: tp the liSt of 
WaThammcr SklrmiS~ sCenarios). 

SOynding 'llie Maan ~ The alarm is 
soun.t.led when a sentry sPOtS the 
TQmb 1Tiflco. wh~I' the TOll'll;>. Prillce 
Ia.kt;S IQ1! Va.mhrn<:,t:s, or wh~ the 
Tpmb. P~iol.;i: attacu .and f"jls- (0 kill 
any Dt;(cndif~g modelln a single tUr~ . 
\1;'hco "the ararm ~und.\o, Itlt:' t':i¢'11 
Skele~on W:trtiQr.<; Illay corne into the 
playing a~a (rom. any onc table cd$c. 
Tht:y m .. y charge if largets arc. in 
range. Sem:rte~ rna)' moVe lind alt:.ck 
freel)' All Olhcr trool~s will Wllke Up. 

Wake up - Once the :lIarm is sounded. 
the IrpOps \t'~/ke tip. The sold iers and 
Hero were ~leeping and , as such. will 
not be wcaring their :tmlOr bUi may 

"'"' 'lUeJ,. The D,;<nde" " .. , d".cd 
a, well , d al l thelr Char"Clcrill,tics. 
exccp oughness and Wounds. arc. 
halv' (01: 1 rum (round up) . 

\ - If the 'lbmh 
Ptlnce takes the Vambraces berote t!ic 

4rm is sounded, he may use them 
for the-remainder of the skIrmiSh-. II 
the alarm is souodc.-d before tile. 
Vambn.et's ate rctriCl1:d, the 
defending Bcro rna)' Use. d\cm 
throughow rJte skb:mish. Jf a 
char-.ittet wielding the Vambra~ is 
s1ain~ the QPposin& Q:ianlctt:r rna}' 
t~e .l;h('m from thespm wh~re his 
e nemy feU and ustJthem for the n :st 
6fthe i§kifQl i~h. • 

PART-O.F A LARGER BA.'n1.-e 
VdniliCj!!:;e!f - Thc<.vinher ()f the 
scenario may usc the Vambraces In 
t,l\c la rger Warhanullcr game for 
.l(ree." Assign the V.l.Inbraces 10 :1 
character in the anny. 

Slajn Characters, If either-or hath of " 
Ihe characters (the Qcfending J Icro o r 
the Tomb Prince) arc slain in the 
skinnish, the appropriate .!oide Or sides 
will have one less chaf:lc~era\'2il:tblc in 
the next game 2,OOO-poitlt-anny, 
which rna}' up to four 
characters, oo(y 
three 

ono VON REIK AND THE 
PANTHER TEMPLE GUARD . 
Ali a dred-in-the-wool fan of human 
annies in '<I:'arhammer, Dave already 

has a Dogs of War army with two 

units of pike men, but neither 
of these units is larger than 20 
models. The prospect of 
facing the Tomb Kings 
provided Da.\"c Lhe impetus he 
needed 10 break the mould 

with a unit of30+ pikemen, 
who wi ll use the rules for 
leopold 's Leopard Company. 
The fuct that they're Immune 
to Psycholog)' will be ,'cry 
helpful ag:linst the inc\'itable 

chargcs of Tomb Kings 
Chariots and cal'alry. 
The unil'S bluc 

armor (Regal Blue 
highlighted With 
Ultramarines 

Blue) as well as 
the great (:at 

motif makes a 
clear as~iation 



The Chios Wubiad, projeCT. Puh TO 
Glary. is wdl ullder Wl Y, Illd the ~vige 
cOllfiict hu resuhcd ;11 massive de!lfUCTioll. 
whICh hu divided the dcsoliTe ctuos 
.. uta. Duk God, vic for power 'lId sclld 

forth their PJ"II! to prove their worth on 
The bloody pbins of bmle. The 
Ch.lmpiolls of Chlos rUThlmly leld Ihe 
miSSCS ;11 Their pUNuit of shughler aad 
hope TO oae day g';11 I scal ,lolIgsidc thdr 
omn;polclIl mUTers by filially achievillg the 
darkcsT of go»ls: Dlcmollhood. 

This lJ»tt is reserved for 
chltlCTerful information pertaining 10 
your Wuhad. The WlIllJnd', 1I1me. 
the PUton God il follows, the 
Wubllld RIliog. Ind the Chlmpiop's 
nlme tin .11 be elllered here. 

NOTe down lDy Slilisliul thlngtS to 
your Chlmpion in Ih,,, fields. 
Wl"h IS your Champion', SUIS llld 
eU,ctivelless in b,,,le ton tinue to 
develop throughoul a ttmpligp. 

This Uti is rcsc:rved for Dotiog how 
many Favor PoinTS remull uupellt ill 
Ih' W"lnlld ,nd determinillg when 
your Ch,mpioll r"ti~(S his ne1l:1 
adv.lnccmellt, Every ·11 fi mtins 
IlIoThe! roll on Ihe cbuts. 

Usc . Ifti 10 DOle dOWD III Ihe 
Idvll1tcmeDIS your Cbimpioll 
!C(eivcs throughoul his "igD of 
bloody conquest 
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If you hiVe played I few gimes of 1 
Wubind umpl;go. the" you will Ilrc1dy 
kilo .. tbat your Charnpiolls eifll 
advalicemeoTs \'(ry qukkly. In addition. 
your Troops ue c0II5UDliy IhrulellCd by 
unhmdy dUlbs and ife conscquelllly 
replaced wilh fresh ncw rmuils. All of 
Ihis record keeping un add up 10 .I lell 
h"diche. We ,Iso found th" flipping 
Ihrough Irim'/Il/llmtr .. lnl/l(J; /-Ionl(J a/ChMl 
every 10 minules llld lookillg fOI , slUlille 
WiS , bil bothersome alld delrltled from 
Ihe qukk pby of a WUN"ds glm~ 

Consequelltly. '\11'( whipped up Ihis fine 
piece of pitchmenl to delll up ,II of 
Ihese loose ellds ,lid mike the IIsk of 
trudging Ihrough the corpses of Ihe lillen 
• bil more bemble. You 'll find ,11 you 
lIeed 10 doc:umelll youl Wubind', prosrcu 
011 Ihis sheet. ind you should fed (rcc 10 
photocopy ,nd distribute il 10 friend lnd 
foe: ,like, We hope Th is roster sheet m,kes 
your Wublnds umpaign morc elljoy,ble 
,nd euier 10 keep luck of, So whu ire 
you .. ,iting for? The Duk Gods Ife 
wail;lIg, and the Puh 10 Glory lies .h"d! 

Gods so dcsir~ your 
b, bcstowed wilh lhe 
DiCrnoohood. There 

tan be Khieved 
ro,d lowud yOU! 

gNI. Nole your 
progrcsf here. 

Ihe 1'II'ls1td 
Chlmpiop. 

well. you 
p'i;:~0p.r ;,d P';1I1 the design 

your W"b)nd (10 

II sumBUry of III of Ihe !TOOps llul 
~ur WubiDII BUy IlIdud~ AddiliOllolI 
rules will be found in lbe Wutummcr 
rulebook llld III 117I1I( D-.carf. 
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Fo r the pas t few 
m onths, White 

: D.va'fEd;",. Paul 
Sawyer has been 
collecting a Chaos 
arm y. This series of 
articles shows how 
h e collects the a rmy 
whh a budget of £ 30 
(about $46 US) a 
m onth . The army is 
looking we ll 
rounded now, jus t .~~~:::~: 
like Paul himself. .. 

Well, I had armngcd three games in 
o ur Studio campaign, but with a trip 
to Calgary looming fo r the Canadian 
Grol nd l b urnamcnt, I d idn' t gel to 
play any of them before I we n!. No 
worries - I had a p lan to gel a few 
games in o n the OIhcr side o f the 
pond, and [ could ahVlIYS play the 
outstanding games when I gOl back to 
dear o ld l3Iighf}'. 

AgoniZingly, I didn 't q uite fin ish the 
Chaos Marauder florsemen . so they 
stared in England . I'd pm in as much 

21 lUllIFTllSODS 

time as I cou ld to complete them for 
the trip. but in the end . the Ruino us 
Powers decreed it wasn 't to be. I 
spent some time o n the Olght 
working OUI .In amlY list lh:1I wou ld 
be pretty rounded a~ains t most 
an nies. bec-.1Use I hild no idea wh'l( 
I'd be fdcing. The fo llowing is whal I 
c:unc up with: 

Vradchuk. Exalted Champion ...... 269 
CrrJf 1H.;ptIII. CJvu...-, .-r..I" OJ CA.s. RUU., 
I. SafW CJJ.u CJJ.m.t lIf1h Nt Ch.I U-......... trQ 

(hoJlbtri. hM) """""j. 

Uuz· l3edyrc. Sorcerer o f Chaos .... 176 
1..1,,1 J. BJnI,,1 OJ, oN J/(d. DlI(otI.brdl. 

j",Hr"IWi/j"r. 

Scythed Chaos Chario t . 120 

S Chosen Knights o f Chaos 340 
Jlilf '",H'"""nd. (AIQS """"r. lI"~r B.mnlr. 

12 Chaos Warriors ... 

16 Marauders of Chaos 
F.o ,""",,,,,,.d, 5#,1 ",..r. "Ii. 

6 Warho unds of Chaos .. 

··· ····.·.· .. 234 

. ........ 36 

6 Warhou nd s of Chaos ...... .... ... ...... 36 

Spa\\'fl of Chaos .............................. 60 

TOIal .. . ........................ 1.139 

The day after I arrived in Calgary, I 
took the army for a couple of games 
in the Sun Ridge and Chinook Games 
'\;'orkshop Stores. In Ihe Sun Ridge 
s to re, I fough t Jordan Nail 'S Empire 
am lY; and al the Chinook sto re, I took 
o n Joe Jessop's Skaven. 

Jordan's Empire army contained a 
couple of Wizards. a Warrior Pries t, 
dght Knights, a regiment of 
I landgunners. and a regiment of 
Greatswords ~'i th a detachment of 
Huntsmen. These IroopS were backed 
up by a Great Cannon and a Volley Gun. 



Sorry thi.~ list isn't more cxact. but due 
to a long fligh t, sleep depri~t!ion , and 
typical disorganization, I forgot to get a 
copy of h is army lisl. 

The game was loads of h lfl as the 
impetus swung back and Conh . Stars 
of the game were Ihe Empirc 
H •• ndgu nncrs and their Volley Gun . 
On the Chaos side, Vradehuk would 
have heen most pleased with 
the Chl\ riots. 

In the cnd. we called it a d raw. In 
another couple of turns, Vr.ldehuk 
(wounded and now o n foot) pl us the 
lone Chosl:n Knigln Champion would 
h:n'e done in the Empire o n one 
lllnk, while on the other, on ly the 
Greatswords and Warrior Priest 
survivcd and were vainly trying 10 
chase down Uuz' Bedrre. 

WI: 10M track of the nu mber of turns 
played , As we wt: rc having so much 
fu n , we agreed to play unti l I was 
dr.l.~ed 10 thc next SIOrc. 

I need to learn how to deal with 
independent chamclers ben er. The 
twO Wizards and. huer o n, the Warrior 
Priest gave me a big problcm as Ihey 
Oilled ;.round stopping march moves 
or l· ... o.ding my efforts 10 d imin 'lIe 
them, M;trbc a single character of my 
own would h;.\'c d one the Ir ick, :md 
I'm cons idering adding ma rc 
Ch;lractl'rs now that the 
army's growing. 

i\lagic i.s ~ li Li something I'm gClling 
thc hang of. In hi ndSight , I wouldn' t 
hal'c bothered \\'ith the Spell Famil iar, 
beeau~l' tWO spe lls arc more than 
enough in a g:UllC of this size. I also 
nel'd to \\fOrk on thc t;.et ical side of 
spell Gls[ ing inMead of fo llowing [he 
procedure I use with my Dwarf~ -
dispel, dispel, o r d ispel. 

Can I JUSt point OUt how much I hate 
f;Kin~ thc Skaven? Good, now that 
that's OUI the way, ( Gill tdl you thou 
Joc '!; ;ITTn y consistl·d of a Warp 
Cannon, Night Run ne rs, a big block 
ofCbnr:l.ls, a mob o f I' la/o!ul' Monks 
(with the inevitable Plaguc Priest), 
and;l. regime nt of Stornl\"ermin. A 
COLII'll' of Warlocks ;lOd ;. Warlock 
Engineer (a rmed with thost· pesky 
W.l.rp-Lighwing-spewing Warp 
Blades .. . ) flnished things ofT. 
The game started with Joc Oinging 
\~~.I.rp Lighlning aU o\'er the pi:l.ce. and 
Uuz' l3edyre d idn't havc the Dispel 

-",II/'", IIOrll1fl11J ' I Dwtllj pl.!Jfr, il'.r 
btm (/ rtfrr.rblllg (hilll~ 10 p"i,,1 MlYlhy, 
Ow oj the thillgs / IttIrlJ/"(1 qllirk/} ;$ 
lKilll QI,,(h bdlrr 11# hon r.r look if YO" fill 
I /.Ie )OIJI.' tTl lin 11((1:. 'Illd 1.liI wilh Grem 
.f11!O~ _--I /iltlt tXIT'" ifforllnrr mfl~I l I>t 
jilliJl'fd pit(1I look "lIfrlJ, "lIfr/) INlltr. 

/ Is / wtJ! gidllg ",y I lontJlltII )lit/II. 
Ih!J'd "fII~ 10 '" roJ/l~rsrOIIJ - "It 
milli,III'I"n jffJlIl {be boxtd HI romt 1111111 
IPWfI Of ;'tl/It/ flXtS blflllol fllils. 

TI" SOllllil)1I is Pff>l!J t<lSl. I lmd the flail hem/I 
IrQm "I! ,\ I ,If<ilfdrn rtgimrlll J btil'l'}1 ill II~ jifIl 
IIIollll! oj l/)iJ SentI. I dip!"d lilt DmilltIS mJ flj 
I~ fl'il oJ! ,/lid Ibm dipped I/;~ /)«IJ rI!ltl;ltII1 oj 
If;., J1>4' ~O II" Jflltlill /0 mllh tI" b4; of tI~ 
flllii. .,.hm il U'rIJ (/ lilllpit lI1<llIrr 0) prmlilJg 
II",m logtl!;rr, 

, 

dice to deal wit h it. J had a terrible 
feel in~ I was going to 
gel hammercd " . 

I.uekil y, things gm bettcr for 
Vradehuk. Using the tWO ChariOts in 
mndem proVl'd very wise, because 
they tore into thc SlOnnverOlin, the 
Cb nrats. and then la ter on tht, Plague 
Monks. Thc Spawn also performed 
well in holding the Plague "Ionks lip 
long e nough for the Chariots to do 
their h;l.Odiwork. 

A/lholtgll 11)6 pit/if to (lIt IIJl jlmlJ jro", lhe 
,\ I,mmdtf "gill/Nil lI~lJ II good 011(, i' WfIW~ II 
1000il JII«f.fI - I fllild lip om jlIiII"(J/1 jqr ,/If 
//ofIfmm. i'Jo prob/r'" - Idlb (/ grolJ'ilig hilI 
IJ(»., tlil l ": }Hll /itmlld 10 br ,/ .rt>lflfioli. 

Tak/II!, fJ"t oj tIN sl(l/Id,(r(1 fmk lOps fi(}111 I"" 
p!.lllir ,\fdftlflJrn rtglPmlf (tI~ pMllir f~ifllt/fl 
.rrtI "lIlt lIlIlIHTtJibit IIlIfllbffoj rxtr,u), I (If/ 

II~ skJII/ ,md rlklill iff I COl/pit o[ pi" pWIIJ 
U"'~ "dd,d to "'flh il <I liltlt ",on 
bmlti//wkilll,. 

/ (HI '!!I I/Jr ,lXt 11/,,,1 
.VfJHI II~ (/;itjtlllfl i 
JJYapOJl ,//111 pililltd II"~ 

ptlnd dfJjm 11M'; oj <I 

,1 /tJI'Jlfdt r pirl.lf/ JlIf '''p 
0/ 111/ <l.W III//i. 01/(1' 

plIilllrd. tlx jlml "M" 
JlVI pllll/ril ill pt.l(r. 

Thc game ended with a total 
massacre of thc Skaven - not a sin~lc 
one was left a lh'e (:Ilthough the Warp 
Cannon c rew Oed from Ihc table). I 
lost Uuz' l3edyrc plus ;Ill but o ne of 
the Choscn Knights to a Warp 
Cannon shOt ;Ulc! also witnessed the 
demise of the Marauders :n the hands 
of the Plague Monks. 

Chario ts working in pairs a rc deadl), ­
I'll be using this tactic morc oftl'n ! 
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I:inally, I ha\'e enough [:lSI-moving 
elements in my army not only 10 keep 
my opponcnl gu~ing bUI 10 cause 
damage when Ihese units arrh-e. cven 
against a shoot}' army. The addilion of 
Ihe: Marauder Ilorseme n and the 
Screamers \\fill augmenl my army'S 
speed nicely. 

In both this game and the previous 
one, I'd taken Lore of Shadows for 
my Sorcerer and really w-.tmed (0 use 
SIt:ed of Shadow on my Spawn 10 
Ihrow il illlo combat. Sadly, on 
neither occasion did I gel Ihe 
spell off_ 

When I rClunled home, I checked my 
e-mail only to fi nd thai [he eurre lll 
phase of our SlUdio campaij.:n w .. 1s 
ending in 2 d:.ys and that wc'd only 
be able to play skimlish games for a 
couple of ,,,ceks. The three gamcs I 
had lined up would have to wait until 

31 1111 

then . Nm to worry - skimlish games 
can be great fun , and their q uick 
n:llure means tb:H you can either pl:IY 
more games or spend more time 
painling. I hope 10 be doing bolhl 

AnOlher inleresl ing de\'clapmenr W"as 
:In e-mail from Antho ny Rt.1'nolds. Ilc 
h:l<I been a rival fo r the anemio ns of 
Iht: Chaos Gods bUi h:ld decided 10 
Sl3n a new Vampire Counts aml)' 
lic'd be laking over some of the GM­
played lerritories, and so his realm 
seceded and was now cont rolled 
by vr-.tdchuk. 

As I'd originall)' joined Ihe campaign 
late. I'd been aeling as a raiding fo rce 
that could attack fro m any map edgc 
or any o f Ihc scattered Chaos 
Icrrilones, Now, I would be laking 
control of a realm. and Ihal meant a 
change in my role in Ihe campaign . 

I'm looking fO"'~.trd to expanding my 
re:lltn. I can also c:11I upon the hel p of 
Ihe o riginal r.tid ing tcrrilOrics, bU! 
th :1.I will COSI me \';lluabJc gold 

Vradchuk's repulation has preceded 
him, h seems, and With Ihc ncwly 
painled Marauder Ilorscmen having 
joined his army. he would be eager to 
dediCollc Ihe demi~e of lhc m her 
nces 10 Ihe Dark Gods. 

\X'i lh the Screamer.. I boughl lasl 
ma nlh well on their '\~Iy to 
comple tion and whh :I lhtle manc), 
left o,'e r 10 add 10 Ihis mo nth's 
budge t, I" m in qUill' a hcallhy 
po~i1 ion . With Ihe army being much 
more rounded now, it's JUSt a case of 
refining it. 

As c,"cr, when building an amlY, Ihere 
arc loIS of options. This month, I'm 
10m betwcen [wo: (I) pUlting 



Vr:ldchuk on a Daemoni<; Mount or 
Chaos Steed (the Chariot is great, hut 
on a Stl:l~d he'd be in the action 
quicker) or (if) :I{kling more troops, 

Mountin~ Vradchuk wou ld be a hefty 
conn:rsion, so maybe I'll JUSt ponder 
what [ want 10 do with him fo r now 
;Ind rely on bolstering the size of my 
army for the time being. 

[ have my eyes on another unit of 
M:lrauder [[o rsl'men , as Fast C(lI'flbJ' 
arc superh. Used in tandem with my 
other fast,moving units, rhey will 
kcep my opponent on the b:lck foot. 

On the o ther hand, I also want 10 add 
;1\ Jc:ISt four marc Chaos Warriors 10 
the existing regiment. 'Ikell'e models 
don't get the fu ll rank bonus, and it 
only mkes a couplc of war machine 
hits to whinle down the n:giment's 
dTccti \'eness. Given thai , ['m goi ng to 
makl" a conversion for the llloullIcd 

VrJ.dchuk. I'll order some hit'l. from 
my local store and may iust add a 
sprue of Chaos Warriors 10 thar order. 

As the army has grown in size tfOOpS­
wise, it'S probably time to add a few 
more charJ.cteTS" At the moment, only 
Vr.tdchuk and the Chaos Sorcerer 
Uuz" Bed yre hold swa)' ol'cr the army. 
By mouming Vradchuk on a hOfSC, [ 
can usc his existing model on Chariot 
as another Aspiring o r Exahed 
Champion. With the addition of 
:lIlorhcr Sorcerer in the future 
(probahly with the Mark of Tzecntch 
now tha t [ have the Serc:ullers). [ 
should be morc than able to compete 
charJ.Clcr-wise 100. 

Decisions, decisions ... 

In the ("nd, [' I'C forgone all of the 
above and decided on a re~imem of 
Slaanesh Daemonettes. These models 
arc some of my favorilt:s in the new 
Chaos nlOge, and Jmtn Db 'l. has done 
a truly excelle nt job of capturing thc 
scducth'c and elegant yl"t dangerous 
nature of these inhuman crelnu res. A 
unit of 15 Daemo ncHCS just aboUi 
used up this month's budgct, but I'd 
still hal'c some moncy left over from 
b s t time to add to next month ':. cash . 
This budgct surplus wou ld give mc .. 
great de:11 of Oexibiliry in tbe 
components I'd usc for my 
new Vradchuk. 

Now, if you'll excuse me, I h<ll'c 
Screamcrs to finish ... 
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Man Hutson has just started 
collecting a Tomb Kings army, 
and he pions to make Chariots a 
big feature of it. Here, he shows 
us how he assembled and then 
painted them. 

T
he Chariot was assembled 
according to the construction 
diagram on the side 01 the box. At 

this stage. the wheels, crew, steeds, 
and base were left off to make painting 

Chario / COIISl r"clio " 

the model 
easier. When 
assembling the 
crew, take note 
01 how the 
models need to 
be positioned 
alongside each 
other. With 
multi-part kits, a 
dry run is always 
a good idea. 
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WORKSHOP 

Ma" Hutson's Tomb Kings Chariot 

ASSEMBLING A 
TOMB KINGS 

CHARIOT 

COMMAND GROUPS 
Tomb Kings Chariots come in units and 
thus can include a Command group. 
The best way to represent a Command 
Chariot is to change the weapon 
combination of the second Skeleton. In 
the case of the normal Chariots in the 
unit, this second Skeleton was simply 
armed with a one·handed spear. 

STANDARD BEARER 
The standard pole was used 
to make a Standard Bearer 
for the unit. You could also 
use standard poles from the 
Skeleton Regiment boxed 
set. The second crewman 
was armed with the 
one·handed spear. 

CHAMPION 
For the Champion, the two-handed 
spear was used, as It looks more 
impressive than the one-handed version. 

MUSICIAN 
A spare horn from the Tomb Kings 
Skeleton Regiment (you will have plenty 
of these to spare) was swapped with the 
spear arm on the second Skeleton. 

MOUNTING A TOMB KING 
A Tomb King or Tomb Prince can easily 
be mounted in a Charlot by replacing 
the two crew. To make the Chariot more 
distinct, two standards have been stuck 
to the back of it. 



I " .. ,' TurquOise 

iIIlI Skull 

U Whl16 

Iii Chaos 
• Slack 

• Vomit 
U Brown 

All the parts were 
given a Skull White 
undercoat. The first 
parts to be painted 
were the blue 
areas on the 
Chariot and the 
weapons bags. 
These areas were 
covered with a 
basecoat of Hawk 
Turquoise and then 
shaded with a 
50/50 mix of Hawk 
Turquoise and 
Chaos Black. 
Finally. a 50150 mix 
01 Hawk Turquoise 
and Skull While 
was applied to the 
edges of the cracks 
to create highlights. 

Next 10 be painted 
were Ihe wooden 
areas on the 
wheels, Chariot 
floor, spears, pole, 
and yoke. To start. 
these areas were 

, given a basecoat of 
Vomit Brown, and 
then Flesh Wash 
was applied. Once 
the wash had dried, 
all the wooden 
areas were 
drybrushed first 
with Vomit Brown 
and then with 
Bleached Bone. 

The leather areas 
on the weapon 
bags were 
basecoated with 

PAINTING A TOMB KINGS CHARIOT 

Vomi t Brown, and then Flesh Wash was 
appHed. Once the wash had dried, 
these areas were painted again with 
Vomit Brown before being highlighted 
with Bleached Bone and Skull White. 
Finally, Chaos Black was painted 
around the opening at the top. 

The bronze edging on the Chariot, 
wheels. and pole was first basecoated 
with Brazen Brass and then highlighted 
with Mithrll Silver. 

To paint the gold on the Chariot and 
standard, a basecoat of Shining Gold 
was applied. Brown Wash was then 
painted into all the recesses. To finish , a 
highlight of Mithril Silver was applied to 
the edges. 

The bone areas 
were given a 
basecoat of 
Bleached Bone 
followed by a 
wash of Brown 
Ink. Bleached 
Bone was then 
painted onto 
any raised 
areas where the 
Brown Ink had 
spilled outside 
the recesses. 
As a final step, 
Skull White was 
used to 
highlight the 
bones. 

All the blue areas on the 
Skeletons' headdresses and 
tunics were painted in the 
same colors as the Chariot. 

To paint the red areas on the 
headdresses, a basecoat of 
Red Gore was applied. 

The wooden spear shaft 
and whip grip were 
painted to match the 
wooden spear shafts on 
the Chariot. 

The leather straps and 
bandages were painted 
exactly the same way as 
the leather areas on the 
weapon bags. 

The gold and bronze areas 
were also painted with the 
same techniques and 
colors used on the Chariot. 

PAINTING THE BASE 
The base was lirst painted with Bestial 
Brown then immediately dipped into 
fine sand. The sand was then flooded 
with a Brown Ink wash . Once 
comple tely dry. the sand was 
dry brushed with Vomi! Brown and then 
Bleached Bone. The sides of the base 
were painted with Bestial Brown. 
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FIND THE HOBBY CENTER NEAR YOU! 
UNITED STATES STORES 

ARIZONA 
ARIZONA MilLS: 5000 ""<Z0IIa Moll, Circle UM K;82 

T8mp<! AZ BS2S2 F'tlo<w (4801756-8759 

CALIFORNIA 
GLENDALE GALLERIA. 2245 Glenda .. Galiena 
Gklr><Iale CA 91210 PtIOnI! (6191242-4433 

LOS ANGELES MD 6135 Weslmlnsle, 13M! SU~, 0u. 
Westmonster,CA92683 Pr.one 1.J1OO-394-GAME _~ 

METREON, 101 F"",m Street 
San F!8nc1stO. CA 94103, Ptlone, {4151369~ ' 36 

OAKRIDGE MALL 129 o.~rodge Mall 
San Jew CA 95123 Ph""e (4081226·6325 
ONURIO Mlu.s: One "Mis Cird •• Unit 110 
Onlllrlo. CA 917601 Ptlone )909) S8H)(XI1 
THE BLOC!\. AT ORANGf" 20 C'IY Blvd SUOIe 4'507C 
o.~ Gil 92868 "!>one (714) 769·31119 

COLORADO 
COLORADO MILLS 14500 W Coila, "'VOOU<ll $wle 0'320 
Lakewood, CO 110401. PI>one 1.QOO·3g.t·GAA1E ~ 

CONNECTICUT ~ 
BUCKLAND HILLS M ... LL 194 B<IckIand Hill$ Drive Un~ '-1002 
Manwes!er CT 06040. f't>c.'ot1. (860) 644·9333 

GEORGIA 
DISCOVER MILLS 5900 SuglrlOal Parkway Untt .421 

Law,e~, GA 30044, Ph<ll"oCl (6781847·5813 

IlliNOIS 
GURNEE MillS ' 6170 Grll/lCl ",enue 
GUfflee. IL 60031 Phot>e (84)') 8S6.Q1185 

R .. NOHUIIST CENTER 999 Elmhurst Road.i3030 
MI p~ IL 6005!i. Ptlooe (847) 797·9957 

MARYLAND 
ANNAPOUS "'ALL. 1431 Annapohs Man 
M~. 1,1021.01. Phone (410)26&5667 

ARUNDEL MIlLS: 7000 ArlJNIeI Mill5 Circle S",,," "'344 
Har.over. MD 21076. PhQ!Ie: 1443) 155·1600 

GLEN SURNIE HEADOUARTERS 6711 6ayme.<IOw D, 
Glen Bu,"", MD 21060. PJ>one (~10) 590-8675 

THE AVENUE AT WHIT£ MARSH 8137·A2 Honeygo Btv<:I 
WhIle M;mh, MD 21236 PJ>one 141(1) 933·2008 
WALDORF· 11110 Mall C,rde, Il0>l6171 
W.Ido~ MD 206()3 PIlene (301) 645-4749 

MASSACHUSETTS 
HARVARI) SOUARE 11 Ouns!er Sir ... ! 4fD 
CBmbt~. MA 021311. Phorle 1-8()O.394·GAME ~ 

HOt.VOKEMALL SOHolyol<eS! PO 80>10173 

HcMyoI<e MA 01()41, PhDno! (~13) 539-'69N 

M ICHIGAN 
FAIRLANETOWN CENTER ' 18900 Moc:I'I'9'In AV~ Un.!,f2Q3 
o.."bOrn, 1,1148126, Pr.or.& (313)982«132 

GRUT LAIIES CROSSING 43010 BaIdwIl1 R.,.,d Sull,,'722 
Aurum Hdb. 1,1148326. Ph"",,: (248) 454.7708 

TWELVE OAKS MALL: 27712 NOYI Road. Un" .<277-108 
N!M 1,1148377. PIIarot (248) 38().8232 

NEW fERSEY 
CHERRY HILL MALL. <'COO R0018 38. UM MI200 

Cherry Hill. NJ 08002 Pnon. 1956) 563-3300 

NEW YORK 
CAROUSEL CENTER 9560 C .. o~ C4m1e' 
Sy,acuse, NY 1$29().9501 PhoM (315) 478-77se 

GREENWICH VILLAGE 501 east 81~ Sneet 
New 1'orI<. NV 10000, PlIOne' (212) 982.s314 

PAUSADES CENTER ~2 PaIIS.oes Center Or"", UM H401 
W.,., NyaCK NV 10994 """"" (845) 3411-1739 

WALDEN GALLERIA 1 GaIle"B D,;'a. UM .. F-217 

C~towa"" NV 14225 PtIooe (716)6.51 ·9 .... 0 

NORTH CAROLINA 
CONCORD MILLS. HI \1 CON;O<d Molls BIvO Su,'e M422 

eor.c..rd. NC 28027 Phone. (704)919,1333 

PENNSYLVANIA 
FRANKLIN MILLS; 1 \16 F,an"'" M,~ C" cle 

Ph""delp/l.., PA 191501 Phor>e 1215)SOHl230 

TENNESSEE 
OPRY MILLS, 36B apry MII15 Dr ..... UM o1'36B 
Nas/wille TN 37214 Phone (615)514,3150 

TEXAS 
GRAPEVINE MILLS, 3000 Grapey ..... M,1ts Pafl(way Un,I'122 

Q,fIP'!'o""", TX 76051 Pl100a (1172) 691-.3744 

KATY MILLS 5000 K;aly MIlls C,rele. Su~e "'0 

K;aly TX 71494. Phone (281\ 64'H,644 

M"IRO·E 7620 Kal1 F .... ewa~ Un,t'340 

I-IouStOI'I TX Pnone (713)957,9244 

VIRGINIA 
POTOMAC MILLS; 2700 PoIomi>C 1,1 ,11$ C"cle UM "64 

P,onc6 W~liam, VA n192, Phone (703)492-4555 

SPR!NGAELD MALL, 6385 Si><0"l!jl",1d Mall mIl 
Sprongfoeld. VA 22150 Pho"" (ro3) 719·9300 

WASHINGTON 
ALOERWOOD MALL: 3000 184m SUeel S W S,,"e #376 

lynnwOO<l WA 98037 Phone (4(5) 640·5155 

SEATTLE BUNK;ER. 35400 128IIlAI1I SE 

Bellevue. WA 9a006. """"e 1-BOO·394-GAME 

SUPERMALL OFTliE GREAl NW 1101 Supe,~W8O! Unn.o:l58 

AuIl<lIO, WA 98001. PPlOI\!! 12531288-3904 

CANADIAN STORES 
ALBERTA 

CHINOOK CENTRE. 6<155 Mad8cxl T".. SI'>' Un! .-o1~1 

Ca9a'~ AB T2H 01<9. Phone (4031319-0064 

SUNRII)GE MALL: 2525 36'" SIr~' UnoJ >'284 

C.~,y. AS flY 514. PhOM (4031 590-7731 

KlNGSWAY G""RDEN MALL: 109111 S! 8. PmIC.&I 

EI,zabem A>IffJ .• Edmonl(lrl, AST5G JAB. Phon8 aSOI47"7166 

WEST EDMONTON MALL S882170111Sul!eI 

EdmoolQn. AB TST 4.)2 Phone (780) 486-3332 

BRITISH COLUMBIA 
METROTOWN CENTRE 4800 KUIO$'WlIY 

80Jlnaby !ICV5H4J2 PIIooe 16041435.0111 

RICHMOND CENTRE: 6551 No 3 Roac. Unn '1214 

Rocl1mond Be VSY 2B8 Phene. (60011 232·N25 

VICTORtA · 625 JohrlaCn S" ... , 

'10:11)". Be vaw 11,15, PPlOn8 (250) 361-1(99 

PARK ROYAL SHOPPING CENTRE ' 2010 Pa,' Royal Soulh 
Wnl VancOlMlr Be vn 2W4 PlIOna (6OoI)92s-.3440 

ONTARIO 
MAPLEVIEW SHOPPING CENTRE . 900 Maple AVOI"'" UM #1\-45 

BurlinglC!l. ON l7S 2J8 1'OOrle. (905) 534·2101 

WHITE QA\(S MALL 1105 W&IItng!OII Roac Unol Ull 

Loodon ON NSE 1V4. PhorIr! (519)666-3713 

SOUARE ONE SHOPPING CENTAE 100 City C""lf8 Orne 
M"'SlS5IILIga ON l5B 2C9 1'110<1. (905) 261-8895 

BAYSI+ORE SliOPPING CENTRE 100 80:ysh0<e Drive. UMl·59 

N"""an ON K2B Bel. Pflcoe (613)721·9604 

CAN""OIAN HEAD OFFICE 2679 e"Slci C'rcle, UnllS 2 8. 3 

0a1M1Ie ON l6H SZ8 Pr.or.e H,se·GW·TROLL 

SCARBOROUGH TOWN CENTRE 300 Bo"""'9h Dr"", unn #808 
$cat1>otcoJgn, ON MI l' 4P5. PtIooe' ("5) 29().()()41 

EATON CENTRE: eo. 1039. 218V"'V' SlrlHll 

T",,,,,!o. ON M5B 2H6, Phone 14161977.4683 

DEVONSHIRE MALL 3100 Howa,d Ayltllllll UM ;11 

Wllldso< ON NS)( 3Y8 PhOne (519) 2so.6120 

SASKATCHEWAN 
SOUTHLAND MALL 2965 Goracn Road, UM 1'28 

1'1"11"'. SK SAS 6H7. Phcne (519) 757-1262 
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0\tl"ilM:r;*~' ETAll STORES 
Not sure how to play your new GW game, put 
your models together, or paint them? 
'fhen attend one of our 

NewH bbvist 
Wee Dds! 
The Lord of The Rings 

Januarv 11-12 

WARHAMMER 
Januarv 18-19 

1fl\UU1Unmu <10,(MM' 
Januarv 25-26 

What exac tly is a 
New Hobbyist Weekend? 

In January, we are running a series of beginner weekends in our 
retail stores where you can learn how to play that new game you 
got for the holidays! We will also show you how to put together 
and paint all those new miniatures! 

Starting on January 11, you can learn the new rules for The 
Lord of The Rings: The Two Towers game, master the strategies 
behind Warhammer and how to rank up your models, and learn 
how to play Warhammer 40,000 and how to paint an entire army 
for the battlefield ! 

Great! When can I start? 
Show up during any of our three New Hobbyist Weekends after 
1 p.m., and the staff will help you in every way they can to 
ensure you get the most out of your Games Workshop games! 
Also, keep an eye out for other cool stuff going on in the stores 
at the same time! 

If you aren't near a GW store, check with your local independent 
retailer, which may be hosting similar events for new hobbyists. 

WHITt DWARF 31 



P-:.TDU 
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CT s Ut the premier events for libletop 
wif8~mcrs ,II over tbc world. These 
exciting tournaments ne designed for you, 
tbe devoted g,mns who h,ve i gcnuinc 
passion for pbying our gImes. It ·s jusl 
our way of thInking you for ,11 of your 
undyjng support and dedication! 

Games Workshop Grand 
Tournaments are clarion c:llls to 
action for all dedicated Warhammer 
and Warhammer 40.000 players. Held 
in cities acro!;!j Nim h Arne nca

t 
the 

G~and ToumameniS are weekend­
long events packed vAth gaming. 
GraQd Tournament~ are fun and 
challenging and stress that winning 
isn't everything. You bring your own 
anny and prepare to meet new 
players. check out some awesome ly 
paimed arnlie:., and see how you 
mea~ure up agaiml the generalshi p. 
painting skill.'). and sponsmanship of 
some of the best players in the world. 
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H"i. ",h.., we ""'" coo/i.lI"ICd. "" Ilf Ke e, ",,,,,' 1 
DO ' he w,b >Ad II"hif~ /)u~,rf 10' mOl' ~pd"'" 

US SCHEDUlE 

MihDUpohs. MN 
B.alnmo". MD 
Sunle. W .... 
ChIC,!". tL 
Phibdclph~. r .... 
D.U ... TX 
Lot .... DSCItS. C .... 
Coilimbus. OH 

MOl 7. S. 9 
ApI '\. 5. 6 

1\1.y 9. 10. U 
JIID. lJ. I". 15 

Sop. 26. 27. 28 
(k, 17. IS. 19 

0 " 
CANADIA N SCHFDl lL[ 

NEW SEASON NEW TERRAIN 
The hean of any Grand Tournamem Great annies deserve great terrain to 
is made up of all the falllastic garners play on. and the 2003 Grand 
and thei r skills and enthusiasm, but Tournament terrain will be the best 
every year, we try to improve our yet. There will be different 
events. For the 2003 ~easoo . ~e have---ib~a:;;Ulezones. each with its 0"''11 tactical 
some great ne\\' nddiuo~ - we re challenges fOJ1 you to overcome and 
increasing thepumber of Grand conq uer. We don't want to ruin all tne 
Tournaments and holding them in surpri ses, but pictured here a few 
c ities w~ere they' ve never been 
before. In addition to already fabled e:tample~ of the kinds-of battlefield 
battlegrounds like Ba ltimore, you call e:tpect to fight over. 
Chicago. Dallas, and others. we' ll be 
in Minnesota. Col umbus. and maybe 
even more as Ihe year progresses. A 
hint to all of you in the Southeast: get 
those armies re:ldy! Our advanced 
scoutS are already working in your 
vicini ty! In 2003, we' lI also be 
retuming to the fan tastic Seanle area. 

FANATIC FRIDAYS 
In previotls Grand Tournaments, 
we've noti ced thm some insati able 
gamers aren't satisfied with loads of 
games on Saturday and Sunday. 
Friday night pick-up games and 
impromptu challenges have always 



Pictured here 1fe t .... o examples of the 
ilnt lSt ic nc .... teruin o ... er .... hich CT 
pbyers will get I chI nee to wlge wu. 
Each table will hl ... e a distinct theme l nd 
special rules to refleu the scenuio or 
en ... ironment of these di ... erse b ndsupesl 

been popular and are a great way 10 
have fun and fine lune those killer 
strategies. Lately, we've also added 
some smaller Specialist Game events 
on Friday for gung-ho garners. In our 
few trial runs. we' 'Ie had great 
success with Banlefleet Gothic 
tournaments and plan to add small 
competitions for games like 
Warmaster. Blood Bowl, and 
Mordheim. Check each indi vidual 
event 10 see which Friday games are 
going on al your GT! 

AND M UCH, l\ IUC H MORE 
Other pans of Grand Tournaments 
are the new release display;.. sales 
booths (which include the sale of bilZ 
by weight and the entire Forge World 

To complete these new Gund 
Tourn~menl libles. wc· ... e 
~dorned u ch ope with 
duuctctful. highly dctiilcd 
tcruin like the csupe pod 
shown lbo ... e IPd vi llage 
house to the righl. 

collection), Saturday Nighl rollicking 
Pub quiz.zes, silly prizes. and more. 
JUSt 10 keep veteran gamers on their 
toes, we add a fe w new scenarios to 
the mix at each event. Make sure you 
select a balanced army. as you never 
know exactly what kind of perils will 
be waiting. Each US GT will fea ture 
its own special Extended Rules -
things like objecti ves to guard and 
special reserve units - just to add to 
the challenges o f the tournament. 

SIGN UP & FINO OUT MORE 
Full details about upcoming events. 
venue!>. costs. rules. anny sizes, 
tournament scoring, awards. and 
other specifics can be found on the 
Games Worhhop web site. Go 10 

www.games-workshop.com/newsl 

and dick the Grand Tournamelll hnk. 

As each hall can only hold so many 
ravening hordes. all tournaments 

have only a li mited number of lickets 
to sell. In general. l1ckets for each 

G rand Tournament will go on sale 
about 9 wee k!> before the evenl: so if 
there's a city you particularly want to 

conquer. keep you r eyes on the 
While DlI"arfllews pages and Ihe 

Games Workshop web sile fo r exact 
dales. To register. you may sign up 

online. mail in the downloadable 

onhne form. or call Games 
Workshop Mail Order. 
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ROGUE TRADER NEWS 
ATTENTION GAMERS 
Pictured below is Mark Henry. If you recognize him, it's probably because 
you've played in one of the many introduction games he runs. No? Then 
maybe it was at Games Day Baltimore where he ran the Space Hulk table 
and handed oul custom trophies to the winners. That doesn't ring a bell 

either, huh? Then you must have been at 
Gen Con where he helped run our huge 
Rogue Trader Tournament. Well, if you 
weren't at any of these events, I'm sure 
you've seen someone like Mark at your 
own tournaments and other local game 
events. Mark is one 01 our many 
Outriders. These guys volunteer their 
spare time to teach others how to play our 
games, but their work doesn't end there! 
They also get to help oul at 
our Games Day conventions , run 
tournaments at local stores, play 
introduction games with people new to 

the hobby, and hold painting and terrain workshops, If being an Outrider 
sounds like something you 'd like to do, then hop on the web and check out 
the Outrider site for more information: hltp:/Iwww.gwoutriders .com/.We.re 
looking for tons of extra Outriders , so sign up today. If you do get a chance 
to meet Mark, ask him for a game. He'd be happy to show you how to play 
or even give you some painting advice. 

YOUR PLAYER ID NUMBER 
Your player 10 number is very important for participating in this season's 
Rogue Trader Tournaments! You can find this number in your User Profile 
when you register on the Games Workshop web site. Make sure you give 
the organizer your 10 number when you register for a Rogue Trader 
Tournament. This number is essential for logging in your Hall of Hero 
results and ensures that your contact information is correct. Your ID 
number is the only way to guarantee that your name is correct every time, 
that your points don't get assigned to someone else , and that your 
information in the Hall of Heroes is updated quickly and correctly. 
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OARY OR 
January 12 

Olive Branch, MS 
Reel World 

January 4 (662) 693·6070 
Saint Charles, MO 

Dragon King Games &Hobbles January 12 
(636) 441-9897 Midvale, UT 

Hastur HobblEls 
January 5 (801) 352·2605 
Aurora, IL 

Cipher Games January 18 
(630) 236·1606 Richmond, VA 

Rogue Trader Tournament 
January 11 

Indian Trail . NC 
Merlin's Melee 
(704) 752-6353 

January 11 
Appleton, WI 

Chimera Hobby 
(920) 735-1207 

January 11 
Denver, CO 

Lakeside Games & Comics 
(303) 200·0398 

January 11 
Portland, OR 

POX Garners' league 
(503) 351·0440 

January 19 
Springfield, MO 

Meta Games 
(417) 881·9390 

ARE YOU READY FOR THE NEXT LEVELiI 

(804) 359·5163 

January 18 
Toronto, ON 

Pandemonium 20 
(905) 839-2182 

January 18 
Fairlawn, NJ 
Game Master 

(201) 796·7377 

January 1e 
East Providence, RI 

Tactics Games 
(401) 435·6666 

January 18 
Burlington, WA 
Docking Bay 93 
(360) 757·3531 

January 26 
Newark, DE 

Days of Knights 
(302) 366·0963 

SIGN UP EARLY! 

January 25 
Lakewood, WA 

The Games Matrix 
(253) 583-9708 

January 25 

Gainesville, FL 

Jonescon 
(352) 336-1470 

January 25 
Statesboro, GA 

Bailie In the 'Bow 
(912) 681-2592 

January 25 

Malden, MA 

Hobby Bunker, Inc. 

(781) 32'-8855 

January 26 
Mlnneapo1is, MN 

Phoenix Games 

(612) 716·4263 

January 26 
Farmingville, NY 

Emperor's Wrath Ver 1.0 

(631) 823·3222 

January 31 
Elizabeth, NJ 
Dreamation 

(914) 328-3740 

A brand new season of Grand Tournaments is upon 
us! If you like Rogue Trader Tournaments, love 
seeing new armies, enjoy meeting new players, and 
are ready for an even greater challenge, then get 
yourself to a Grand Tournament! Not only will you 
find a higher level of competition, but you'll also have 
even more fun while playing your favorite tabletop 
battle games! Check out new releases, get a glance 
at new rules, and take advantage of the great Mail 
Order booth deals, but most of all, have a blast 
playing against some of the greatest players from all 
over the world! For more info go to www.games­
workshop.com. 

Even though more Rogue Trader Tournaments are 
laking place across North America than ever before, 
they are filling up fastl We get calls all the time in the 
offices at Games Workshop from people who are 
upset that they drove hours to play in a tournament 
that was already filled. We strongly suggest that you 
call or log on to the web site and secure your place 
in the tournament beforehand. Save yourself some 
grief and contact us today! 
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DESIGN YOUR OWN SPACE MARINE CHAPTER COMPETITION 

This P:1st summer. we gave you. our devoted readers. an opportunity 10 cmbdlish 

the: game of Warhammcr 40,000 by inve nting your very own Spac.e: MariDe Ch:1ptcr. 
Well. after thumbing though p.1gcs and pages of stellar ideas and gteat concepts. we 

nurowcd it down to the three entries lh:11 best embodied the: fed. strk. and tODe: 

of the: established 40K universe. Here arc: the: results. 

1ST PLACE - THE VOID STALKERS 
BY NATHAN GARRISON 

Nathan works as a saddle dyer in the state of Texas (and judging by 
the hand-tooled leather notebook that accompanied his entry, we think 
he's quite skilled at his trade) . He has been into the hobby for almo'sl ~ 
years and enjoys Battlefles! Gothic, Epic Space Marine, Warhammer, 

and Space Hulk when he's not smiting his foes in 40K with one of 
his many armies. His Chapter, the Void Stalkers, has a distinctive 
feudal Japanese feel to it that was quite intriguing to our judges. 
The warriors of the Chapter follow a form of the Bushido Code 
and are divided into different Clans. The Chapter's depth of 

character and creative theme helped to make the Void Stalkers 
stand Qut above the rest of the competition. Great job. Nathan! 

. '. 

· 2ND PLACE - THE SPIRIT DRAGONS 
BY KELLY KIM 
Kelly Kim has been active in the Games Workshop hobby for 15 

• years now and began by modeling and painting the first RTl plastic 
• Space Marines. He spent 2 years working for GW retail in Vancouver, 

before moving on to painting miniatures professionally for close to 3 
years. He has, at times, collected and played with Orks, High Elves , 
Sisters oi Battle, Dark Eldar, and of course, Space Marines. Kelly's entry, the 
Spirit Dragons Chapter. also has a classic feudal Japanese flavor to it and 
has an ex1ensive and unique background that adds to the overall character 
of the Chapter. These stoic and dignified warriors have a great respect for 
their enemies, and the honor of the Chapter's warriors is of primary 
concern when th~y engage their foes on the field of battle. 
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3RD PLACE - THE STAR FOXES 
BY TROY ARAKAKI •. k>. -KITSUNE·· 
Troy lives out in Waipuhu , Hawaii, and works as an Art 

Director/Graphic Designer (a fact thai was apparent in his nicely 
executed , mock Index Aslartes article that accompanied his 

entry). He has been involved in the hobby for nearly 18 years now 
and has amassed a wide variety of armies for different GW games. 

Some favorites of Troy's are Necromunda, Warhammer, Epic, and 
Battleflee! Gothic. Troy's entry. the Star Foxes Chapter, is the 

product of continued evolution and development. The Star ,.,;011' 
Foxes excel at stealth and reconnaissance, and they 

ha~~~,,~;~~'~~;c;:,'i~e~fi,etd more Scouts than other, more 
tr. Chapters. 

The: rest of the top 10 cntrir::s were so 
(001 th~t we dc:cidcd to show them to 
you 015 well. Thanks to everyone who 
entered, We're sure that these creative 
hkes on the Space Marines will 
inspire many garners to develop their 
own unique Chapters. backgrounds. 
and color schemes for their Space 
Marine forces, 

1t11- PUrple Dragoom; 
by Allcl) Smith 

10tl1-Galaede Knights 
by Pcw Koehler 

by wmcrol) Smith 

1t11- KnightS lithe Stlft1lrlder 
by Tim Klil)c 
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This month, Andy Chambers 
takes time out to look back at 

what the Wamammer 40,000 
Games Development 

team has been up to 
recently. He also 
casts his gaze to the 
future and explains 
what we have in 

store for you, BY ANDY CHAMBERS 
Greetings citizens and welcome to the Most EHulgent Emperor's (hapter Approved 
column. Well now, my dedicated brethren, it ' l been quite a while since we had a look 
through the parchments in the Games Develapment oubliette. This month, I think It 
would be 0 good time 10 examine them ... 

• . THE STATE OF THE SYSTEM , 

OUR DEARLY DEPARTED BRETHREN 
I believe that there are now a number of 
new scriveners since our last visi t. It's 
true that the Venerable Scrivener 
Johnson became a Fanatic - indeed, the 
Head Fanatic from what I've heard. He 
now pursues insane paths as diverse as 
sports (Crossre!. "BloocIBowi" 
29381emzV.4), gang warfare (Crossre!. 
"Mordheim" 6548/reD.7, "Necromunda" 
09661meL.2), space combat (Cross re f 
~Ba"lefleet Gothic" 318S/oaG.a), and 
large scale conflicts (Crossref 
'Warmaster" 931 O/waM.2, 
· Epic~ 3291/akV.7). 

Quite where these pursuits will end I 
know not. Although given the diversity 
of theorems Scrivener Johnson now 
propounds, I believe some form of 
multiple possession must have 
taken place! 

Spare a prayer also for Scrivener 
Thorpe, locked in crusade upon a feral 
world where the populace has a great 
fondness for warhammers. Apparently, 
the taint of both aliens and dark forces 
is strong in that benighted realm, and 
Scrivener Thorpe's missives detail their 
balbaric traits with a suspicious level of 
enthusiasm. He apparently intends 

further investigations. I fear he may have 
"gone native" and given way to the 
inevitable lure of god-like status within a 
backward culture. 

REPLACEMENT SCRIVENERS 
In accordance with the relevant 
ordinances, I have recruited suitable 
replacemenls from the Adepts. These 
new scriveners have shouldered the 
great joy and burden of codifying the 
forces and foes of Mankind. Learning 
from the fates 01 Scriveners Johnson 
and Thorpe, the work is now undertaken 
in a more compartmentalized manner so 

The 122nd Cadians advance cautiously through a ruined cityscape. 
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The smlster Necrons have come /0 lake back what was once theirs . .. 

thai no singte scrivener risks losing his 
soul to Ihe damned knowledge he must 
contemplate, As such, I shall describe 
the roles of these new recruits as we 
review the manuscripts completed since 
your lasl visit and those currently 
underway and nearing completion. 

As an aside, suffice 10 say that regular 
scourgings are still undertaken to focus 
Ihe mind and pUrify the spirit of these 
new scriveners. Sadly, the very nature of 
the task at hand means the rank stench 
of corruption, hairy palms, furrowed 
brows, and incipient insanity are never 
tar away. I say this through my own 
dreadful personal experience of course. 
Even now, only Ihe most rigorous 
regime of regular excruciation stands 
between myself and heretical madness. 
Well, moving along swiftly ... 

CHAPTER APPROVED 
The ursine Scrivener Haines's firSI 
treatise formed essential components of 
the first Chapter ApprOVed Annual over 
a year ago. This mighty tome codified 
the most favored articles of the 
preceding year, and even now, 
finishing touches are being made to a 
second volume that incorporates the 
most important articles of this past 
year and updates them with a host of 
new malerial. 

Scrivener Haines, utilizing preparatory 
notes from myself and the sadly 
departed Scrivener Johnson, moved on 
to complete Codex: Cityfight. This 
treatise on the subject of urban combat 
[n the 41st mi!lennium was further 
Illuminated by texts from the fertile pen 
of another recruit. Scribe McNeill, 

whose upbringing In the wilds of the 
northern reaches surprisingly fostered a 
fine grasp of both Low and High Gothic. 
Both scriveners provided innumerable 
transcripts for this publication, as we 
combined our efforts on an altogether 
less wholesome tome. 

AN EMERGING RACE 
Codex: Tau was one of the final books 
forming Ihe so-called first revelation, that 
of the Xenos. This relatively young alien 
race has become a thorn In the 
Imperium's side over recent centuries 
and required the attention of our 
commanders. The shameless 
development of technology by these 
creatures and their expansionistic 
empire of client races have but one 
positlve effect from holy Terra's 
perspective: the Tau lie directly in the 
path of hive fleet Kraken. We can but 
pray that these loathsome aliens might 
one day destroy one another. 

INDEX ASTARTES 
The first book of Index As/artas followed , 
a compilation of articles on all aspects of 
the Emperor's blessed Space Marines. 
Thus begins a heroic attempt to 
illuminate each of Ihe legendary First 
Founding Legions and their Primarchs, 
even those who turned to damnation. 
We estimate this work will eventually 
comprise no less than four tomes to 
cover all 18 legions. with appendices on 
the Adeptus Astarles organization, 
rituals. successor Chapters, heroes, 
offices. weapons, and war machines. 

Another new appointee, Scrivener Kelly, 
previously a fulminator for this periodical, 

made the first great inroads into this 
mighty project. with the added weight of 
all the other scriveners and various 
alumni of exotic locales. He has also 
made considerable contributions to this 
very Chapter Approved column on a 
variety of subjects as diverse as Xeno 
lore and Imperial Guard regiments. 

Another major contributor to Chapter 
Approved and Index Aslarles has been 
the newly arrived Scrivener Hoare. a 
great devotee of the Adepta Sororitas 
and champion of the oppressed. Even 
as we speak, I'm led to believe that the 
next Chapter Approved Annual and the 
second Index Astaries compilation are 
being conveyed by servitors to the 
sCriptoria for copying and distribution. 

THE NECRONTYR 
SO, with a strength of numbers 
previously unknown, we completed our 
current treatise upon Ihe alien races with 
Codex: Necrons< This dire race is as old 
as the stars themselves and has 
slumbered for uncounted millennia 
beneath the dust of eons-dead worlds, 
This Codex confirms the earlier reports 
in this august periodical and expands 
upon the terrible threat the Necrontyr 
bequeathed upon the galaxy. The 
deathly aspect of these nightmare 
warriors has appeared on the battlefields 
of the 41st millennium with increasing 
force and rapidity. As the Necrons stir 
themselves from their stasis tombs, we 
can but speculate on what their deSigns 
upon the galaxy will be. Little 
imagination is required to conclude that 
they will not be good. 
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THE CHAOS LEGIONS 
As an extension of the progress made 
with Index Astartes, I next instructed 
Scriveners Haines and Hoare to 
undertake a revision of Codex: Chaos 
Space Marines. They set to with the rest 
01 us assisting as best we could and 
keeping a constant watch lor signs 01 
mutation or possessIon in the two 
unfortunates. They appear to have come 
through their ordeal remarkably sane 

DaomonlJun/ors Mysllcs 
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A Iron Warriors Grand Company storms the breach. 

and whole. although Scrivener 
Hoare is exhibiting certain marks that 
give me pause. 

The completed revision is something of 
a masterwork· however great the cost. 
All of the corrupted Legions are 
accounted for and much more besides. 
A worthy successor to the much­
mourned lost Codices of yore, this boo!< 
comes as a timely reminder that the 

\ 

-
\ 

Imperium's greatest loe is. and will ever 
be, the diabolic corrupting forces of 
Chaos. The works in Codex: Chaos 
Space Marines make it clear that the 
Legions of Chaos wait poised to deliver 
Abaddon's 13th Crusade against the 
Imperium, a campaign that promises to 
surpass any in living memory. Even the 
blood-soaked sands of Armageddon 
cannot equal the carnage that 
awaits us all. 



--~ - ----

A sneak preview of two 3: 1 scale Gadians! 

THE ORDO MALLEUS 
The resurgent threat of Chaos has 
reached such a pilch thaI we are 
currenUy preparing Codex: 
Daemcnhunters. In Ihis tome. we afe 
detailing what is known of the Inquisitors 
of the Ordo Malleus and the Grey 
Knights. Space Marines trained 
specifically to combat the daemonic in 
all its forms. We have taken particular 
pains to include wIthin this treatise 

Oaemonhunrers FamilIars 

details on combating not only Chaos 
forces. bul other threats as well -
Oaemonhunters might have to overcome 
any force in pursuit of their righteous 
mission. Negotiation is not an option. 

THE EYE OF TERROR 
These Codices are bul preludes -
overtures il you will - to our current 
undertaking, Codex: Eye of TeffOr. Within 
this dissertation. we will attempt to 

(. 
r: ,~ 

codify some 01 the events of the 13th 
Crusade as well as details 01 the Cadian 
Gate and ils surrounding environs where 
the first blow is sure to fall. The Codex 
shall detail the forces of the Cadians 
themselves. their rightly famous Imperial 
Guard regiments. the scrofulous hordes 
of the Lost and the Oamned. the 
machinations 01 the Eldar of Ulthwe 
Craftworld. and the relurn of some of the 
Emperor's servants long thought lost in 
the Eye. How this campaign will unfold I 
cannot even begin to guess. However, I 
rest assured that the faithfUl will heed 
the call to arms with aU the might they 
can muster and help 10 determine the 
tate of the Cadian Gate and what this 
banle will portend lor the future of the 
Emperor's rute. 

There is hope for Mankind of course. 
Even !'lOW. Scrivener Haines and I are 
making preparatory noles for a revision 
of Codex: Imperial Guard. We hope to 
enhance the current splendid tome with 
appendices on diverse formations such 
as death world veterans, hive world 
conscript armies. and so forth. However 
the Eye of Terror campaign ends. the 
Imperial Guard witl stand ready to 
protect the Emperor's domain in the 
ongoing war. 

With faith In Him, we cannot fail. 
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The Predator is a Rhino variant that 
sacrifices passenger capacity for superior 
armor and firepower. These vehicles 
have served the Adeplus Astartes since 
the dark days of the Horus Heresy but 
were created long before the Emperor 
united Humanity and led the Great 
Crusade to reclaim the galoxy. 

ENGINES OF 
DESTRUCTION 

A CLOSER LOOK AT THE NEW CHAOS PREDATOR KIT 

An unsu:specrmg Blood Angels Pr.cJafOr Is ambushed by the Iron Wamers. 
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S
trobing mlluk fluhcs III 1M ,mo~ 
w,uthtd I1IIDS ,htld ladkucd the 
p!'GCP(C of clICmy talnlTr. All IIiSlonl 

I.ler, • missilo strukcd townds the IroD 
Wmiofl Pred.tor .nd sttUck • sllaciDg blow 
'S,iut i" Iuncl, T he m.in {orte of the 
explosion was ddl«tcd by Ihe IDgle of 11K 
lunCl"1 mnor. lad, IIIOmUlI lu.r. the 'ollk', 

luvoc: missile bUIK".r u"lcubed • s.o.lvo of 
IlIti · ,"f.IlIrJ .... h .... ds. A SCrKs of blossomiDg 
c~pJosions TlflIKd the defenders 'p"rI. lad the 
d.cmoak beings bound .. itbi" the Pred.tor 
c.cklcd IS the hllk conTiaued iu proll,rn .pd 
crushed the ch.arred corpses of the CII.rdsmcD 
11110 tho. IIToulII'l :as n puKd. 

The ,onk', Comm,"dcr "IS • velc,.a of the 

lollg W.T .JIII Iud btu lurd-.. ircd ioto hill 
dKmOlllt vehide for mOllY thouunds of yeus. 
He "_d the hCliu of 'he Impcri.tl 
Cu.rdsmcn .5 they stunlcd Ihtough the S.la1 

she her .Horded by the fuillS; clICmy .. mot 
must be liar. be kne ... ud the: UIf.~lry "1$ 

.Il1emplillg 10 coord'lUle 'IS movements in 
SIIppo11 Olf 1M nakl. 

As llis Vl:hidc rouDded • torne,. 'he 
Comm.adcr voKed h., ,hlnks IOl Ihe RuinOlus 
POlwers is his scope "IS Illled .. ;,h Ihe im.ge 
of hi5 clltmy. It ... .15 1101 I uude L.cm>..a Russ 
b..It I Ioy.list Predllor. la eqlUl IOl hi5 0'1'11 

vchick lnd he: hid OlUI -fluok.:d il .nd a.flltd 
I elur shOI II 11$ vulnenbl. leu. 

Lining lip hi5 IUlTet-mou~ted ilSUlllIOa. the 
hon WltTiors Comm.ludcr ,.vorcd his moment 

Olf .. iclOlry The Olema ... iahlbil;ng Ibe 
urgeliag mcch.nism suamed for the dalh Olf 
lhe:i, ,i,·.1. 

As his {iag" dOlsed oa Ihe filing slud .• 
mighlY ;mp.et struck Ihe link Irom Ihe left. 
mingled Ih. Juclnaoa. Ind slued lhe: lurret 
hud tOl 1b.1 side. The: O.emODs stlamed ia 
""ill. ,ad the COlmmindcr "'>1 sbmmed 'g.;~ 
the IQner hull. SupcrhuDUb lbough M wu. 
hl5 vIsioa blurred for ,h. bncl~ mOlment. 

A sccond Sp.>ce Mlliae Prcdllor h,d emerged 
f.om I sid. SIreet lnd aow preplled il5 
killing shot. confidelll in ,he kllO .. ledge: dUI 

ilf IlIClp.>cililed tuge:1 .. ould offer 
DO IcsiS/ilK .. 

BUI lhe: IrOD Wllr10rs Prcdllor "IS fir from 
ddend<1$. The: dlemoaic C$$C~tc lurking 
.. ith,n the Ilak howled IS il ruched OUI. 
using ils unnllunJ powen 10 Iffcct tbe vcry 
f.brie of the link', form. The: wlrped 

Wc..aDDOD hillel "folmed inlo ils prcvI!>IIl 
slupe, >..ad scvcred poYCI ubles run"he:d 
the:mKlvc:5 to Ihe YUpoa. Rcg.a.iuDg control. 
the: Commlnder inslinclively dcpr~d tbe 
firillg stud ... hich he: sl;11 lle ld ID IUs grip. 
An inundesccftl boh of .hitc lighl speilCd 
from lhe: dlCmotUc..ally reforged burd a d 
slfiack lhe enemy luk 5qlUrely II lbe juDCIIOln 
of ill lurret .ad buU 

The Sp.>tc M"iDt Pred.llor .>$ lOIn Ip.>ft ill 

, bJilllfing CXplosiOIl " "' ImmunrtiOD 
detoDlled. Its tUffct w" Ih'O .. n tells of meters 
IDIO ,he iir. ,nd Ihe hull split IS lilonk 
energies ripped it osunder. 

Sc,amin8 .11 ;nllne PIlYcr or gmilud. 10 Ihe 
Onk Gods. lhe Comm.adtr louted IUs lurrel 

bKk .arouad >..ad drew l bud 011 1M rar of 
lhe ri~ .""my w.hid .. The: luml of Ihe 
Olh.r P,.d.IO, .. IS turDing. lad in l scUlad 

morc. Ih. Iwo tonks .. ould be limiag Jlrlighl 
down e"h other's b.r.rrels. 

The IroD Wmiors Commlnder did 1101 givc 

,he enemy l eb.n<:c 10 "quire its 11fge:1 iDd 
ptcs:scd the (iriug Jlud. The Ihin rtlr umor 

of the OIlier link olfered DO protcclioa 'gliu" 
the shol. nd yer laothcr kill WIS Idded 10 

Ihe Commllldcr'l 10118 !lily . 

The .'y lllud "IS now dcu . .lad UIO!hcr 
gUIdon "!>II1d flU befOl. the miShl of the 
Iron Wilr1ors. 
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N(.I.T lIIolltli, Wi wiff fit In/tari/I!) ,he 
surerill/! tf"il'isioll d rfit hr'1uisirioll. 
(fie On(o M,,«lI/s. KIIOWII IU 

DflflllOirfirmrtl's. (liue lXcprio ll rl( 

i"mvimwfS /itl1lt bUll w(l9i1l9 II 

covert w(lr Jar I-IrmUllli,y 's !II"lljWI( 

Oller flit lilSt 'til rhOIjJ(IIItf years . 

Tfle IItlV colex wi« II((OW !JOU 10 

jitft( rlIl an n!} '!fJ((Irfm 
DittlllouliHlrrers itrdiuill19 Grt!} 
Knighr ~na Marines (IS 11'(( liS 

otlier iil,tnt rrooy ,!}yes. 

DatmOllhllllttr IWayS call a60 
[U far-til as Ilffiu ill (III 

t:drrillg /II!Jlt'ri ll ( Cm",( Ilr 

~(lct A/ar;1rC (II'III!). 

S P E __ -L.L .o....a...J 

PREVIEW 





Cil!;"! ),OJ'u{t/C( OitN"1 ~tlnll , 

ytVJ'((s 'rln crJ !l'II{a~rJ/l 
wou{,( tunl 10 ,fion .g 
I(rror if "ilY '''tll' lfit 
Inll HlllUrf '!/'{WI I 
Ivfricfi '{,ry 
1~()rlfi!pd 

-

I (()lIp m'!J '?f CUlm(mltll 

inw!" me-Ttktnl, 1M! fim (Uu(ji,'r !JimltS ill 
.Iff,"" ~f ,r~t(1JJ roofriltntlilllllor 111'1/10'= 

FfutlliTllfJ,()' IIni oJ/7l1flt strD({u",rf d!C(irlllii{ 

cVt'!J !Jr(Q lle al1trl'Ufl~rnu. Tht T"mUlal"/']" 

"lrrit'(lI'idt.6railr'( 'I'~~"IU, ,fit ,lgN 0/ 
!l'lIieli (Tlt(k.ffl wi/h (rrnrrr mrn)la, 11\'111· 

VII I"rtft,( gUIIJ 1I'll"t 

nliltril1!J~1. fasfiiolld ill'o 
lIitir gllllll'(tIS, TIiNt 

W<lrriors lI'"t ,fit Gr0 
KIII!Jfi,s. ,fir diu Datmoll­

lium;II9jora 11fir hI9!,riUIIi . 
To tiffin' si& 1 cfim'llI' 5lco.~tf 

noont,( lrl!J,mll( PrtiUncr1. 
dm,yt,( itl II({ ffrrirjlutry tlIII( 

r.tTnJI!I!J i!}'W' {(atn(f'·(!(Iulllr,1I1Its. 

SlIIo~i"9 vnlZim Im'~J'ttf M l fitir 
6ark g/l1'( '!if a ylfll!](lil /ll"IIlIltI 1 

1(lItrI10ll/i.1Il1 lIulorfi" 

lio~1 nl"rs il1ill1/c"( 10 Crtrl lllrts ~r In, \\'.I~JI­
cli!?wu ~1I t'1V ,/,I lI't([ tIS IUlyOll' tnlllj"i,fi hI 

d" /ltlmorta{ GOI(.£II!J't'I·"r 11'11/ fiiI grta lnl 

Wt'!l"'1J {"rr alii dim rfiN fiotJ 111t'11 migfi, 
(J( 1If( ,lilll rtv.>d Utlwt't1I liml <jlll( ,(,./lli Tht 
roM Ilf,(1t crow.( lifit"'( hllmiftrf ClirrrJlr 
(oOKtl I!P I~ Sft IlJi~{/IJIt!I)'a(lIl!qllil! H/,'Kr liS 

IVlly tlrounrf 1111 I/(,,(ill/ur SlllIur ill lfit l\!<ll( 

Hr rfrt'll' nisjl1ttJ h'J~'II!Jfi'yj!JrIIl1J1~J! ilf 
f,.1rrtf irlkri6t'( ,,~t{, lir.rtlgfflIlIJII/t'I( ,,'11,.,6-
Anlttl gllmw 111I1fd'".( ('if"rt Inr Y"(IJ1f/UJlt 

lfirir IlIIforms p~I((ff "'1/( lfidr srrjrfu mrt 

G<l1'tnlor LtOtlflm'I )'WCffliml sfoll'f!) 111(/.(( ilS 

"'"!1ltJlI',mfs cfitrol/t ThtJ(oalillg)'lffiIl11I1in 
1I"1ll" It,rtilllit.f ill 9"'"1!J sifh 1Il"{ (.J(,·ifll( 
(nwm(tS. SlrtlllllmJ{,lIIrrt.( ilil {,igfi (iIllJllrr 

)",(rt alll{ Sfllm{nf/( 6ml'm ((,II{ ill naz;(,II!1 
cmll!<wia( armor 1111/( (I/IT!lhl!1 vrigfi IJ(t/gs 

Jl("",trf ill llit Y"(I11I'1I1II1J I,'a~t. Tlit 
Go,'mlor 1 H,[ulldlt. .(,ts't.( III II mll!1,w,II.!. 

j(!}I\'i"9901\>1I '!! Klint! l'roW, IWII't' a 
"((k,11( fi<lm( 'il llit Clittrillgllirollg Iii,,, 

10«"11'1.( lirr liS sfi, ruflmloll a limmolls 
tfillisr (mm!}r. Hmlllilll1lifrlls, II'rratlittl i" 

lillj,(,IIJlOlif sil"h tlim llJl'rrttl Ifiwl 

wfii(t sIIfil0 SII99tf/illgtfitjft;1i 

Urlltal{, (mm9'" III nrrJm 

rfit )'rorwj,m (lIl(tttl 115 tfit 
qlurnfs 1/1 irs fira.f StilI' l fit 

11:"rrioN 1111"11111"-9 IIi!?tI. Tlitft 

WIIS rltl'!]tlilillll III llit' Gtwtmor'l 

flJt5 ar siit rim grllcg"ff!)jrom fir, 
'f)NSt. firr plU figfithl!} 'P witli 

cfiirdfilit g(u. ' It, fi/Uulilillirfms fiis'r.f 
filii ,fir !l'tII'(I( ,firm III si(rllcr 1I';lfi II gm"rt 

-III!fuim", clitrollt'. il is 11 1U11S1 .fdf(lll(.rt 

yuruUrt til Stt !lOll "9t1111. - (,rtllffir.r tnt 
GOI'mlor, Ii" W;U flJloli!) /11,,( m(II(/i!'t -, 
lim( rfiIJ1/9fit !JCIH dtm{ 011 Lwrmllr. · 

Cfimmr s{,,,,,1i fiis fira.f /111/( rIIistrf liis J"111'( 

"11lJII 11'" Ii"t I" ('tlllIlJ Imll(S lI"i"i !J<IU. 
DiI(IIIOIi. / 11111 frrr, I" ,(tf/roy !I"II • 

Glll't"!/Jr Lrem'fll frwgfirJ 11/ ,(,r la'o 

Prtll(litN il!JJIf«fonl"llllf. cfitlntlJl.q 
I'rrmjrum llir ('(1()ks ,lity (IImr.f VII I 

lfit JJliMIi ,fir,,. ill Ii" Ifin..tII /If p,lmpd 

P"$JJlS wr.lckttf Ii" [''''0, sfit ;lirit~,.( 
111)""11 tlllI( rf''JJ,r,Ufl.JllI l{ir 

)'t/(nll'll/ill hllfrt.rr./(JI: Iltr Jliill 
<fiimll/trt' tIIrllln.lll(lIItJ It'i,fi 

lJ"'lStllIill9 III1'IiI'/I. ml/( " ,fjM!} JI,fil 

tJl1l1Jll/"rf j""" li(T Ii,'.~,. Tfrt C'II""",ff 
ro'I"'( all'( ,fit (,,/(,/ (.11(,.(115 sfit 111"(11' 

limt!! '9' .", ~t'~~j([ firi9'i' HI"( 
SIII!P.J"'{ -n'll lfiin( I~ ,f[frlll 

lilt II'''{, !Jellr ytrl!} 

IIhljlrks 111"( 
,In(inll $(ri(,(,flIl9J?" 



"Nil." "yfrra Climmt, (rwfr"g liis lVnSr(T(IIr,( 

y~mllle,". "Wi,1i ,liis 

Hr J'lIlTra ,lir '"gg"- ana Gownlll, U(lIIora 
11'115 Iil4rfd vndll'a,t6. Tlir YS!Jrliir 60fr 
MaslrJ ,I {;(oc/(y (Tl1Itr ill litr (lim and 

J!IIdlrtf litr IICIVJS Jht elilliS( (rmugt. Tilt 
!llIImli" ,{jem lr'{ III ""9rr fllII( mim( ,litir 
"'r'!pOIlI. {;I(I rhr sa{,(irrs 6acJiillg I!P 
IlIqlll,ll"r ClimJllt wta qllidc" amfjnlllJflf 
0111 ' " IIII(fllS(, (l ll"nn '!! (nifirt rlill' [,(tl\' 

dim rnf1lr/n t!/"'n III all '"9'(011011 C!.f (,food 
IIIII("",U Th, GrrrJ K"0frl Tmllllllll<ln 

Sl9!J,r,fj"rl\',m( i" IlI1iftJ/l. "5 rlir GOI'(nlor's 

Iimltfilu,i,{tllS (tI9"jrolll ,litJ,n{aliquill, ,frtir 

rcfots J'IIn/II!) '" r(nfl ( ( r(lllUm '!! frorrjfiJllIg 
6",IUY 5111 J11ms m'Uls tm(rrf ill {Ol1g, vm{1r,{ 

(finos, 1111/( rlitir jurJ )('(rr !Jrolf5q"r li!Jvriis 

£f W,II/WI {Imf o.m""'I . Wlijpyhlg I<III!J)(N 

(nsfrr,(frolll Ifrrir 1fI01Hrll, allrf Ifrtir ryfJ w(rt 

rht (0("( 1 Jrt 
Tht Prt,l(hm 11,((( ,rltjrn lo,{it, 
dist"'(")II'(ftrf liy ,frt 9rl1rifu( (nmlt1'!! rn;or 
.frlll)' rfill<'$. Tfit frofy It!tlljrlT UTt'lIIlIIlg. 

611" 11119 (oaIiJn.", ,firir 6m;im pimll!) 
1I{1\'~1 ,lir Daflllol1 I\'(mllllr ",Ii" lia,{ ~i(fr.r 
Jlirfll. Ilff gllllZ!j ,o{mJfnslittf I" ;rami. m"f 

llir Dnmlml slirit'trf 11$ If It liofyjirt '!! llit 
EI':J'lror (,11I1'lIIlr;( lirr. InquisilOr climmt 

,fil"l.( 6doll' (l lfml; almttf (II liil lliroilllllll( 

(,(nllf,{ "lit 1rlitjlm,{jsli (T(nfllra '0 

"MI'hlll 11'llfr a It"rffJ,faua ,liol. Tlir Cay 

Klli91ils diargttf willi llirir wrrpom rnisrtf 
Clirmrrt ,(,n,· fiis rt!/"" " ,lir 6faltjo'!Jt.f 6y 
,fir an!firm 011 TIM" mlrf 6frsSfI( vy rlit Ii(lfy 

5;Sfm 151 C,!J,i{tI!t. {I"a lill(f,,( allO/firr I}/ 
,iiI lid( limm lOl\'II . I It lOl0rlllllOlfitr 

~imll9 rlinm liS fils s,,(d!m tn9119tl Ilit 
r"'lmll/(tr rj llit G.WffIlOr"{ glln"rs I" /1 

It.t,((yjl,pglir TIi( growl,{ slI,{,{mfy sli,,,,' 
Willi /I IliwlI(mms 11".'11(/. IlIIrf Clim",r 

lIIn1r.( drt.t,{;,,!} ",frill lir lI'tJllli{ srt 

A (rrlllll rtjrom his ,{arf:m lIigfrmrllfrj{lu,( 

liml. a (,tllSl '!! III(1USrr.rll$ 9'{nr,r.,r wIlli 
nJ!l'fillgJ(rsli IIIIIUmr dalt'c'( {hlllis. 

5rlllldrll9 ,r/f(( lilll(S ,lir Iitl!}1i11 1111111. ,lit 
.1"lli {Tt,l/II(( g(;SItIl/,( ,,,i,1i S{(IlItil" "lUsh. ils 

IIfII~f.lnll(ll« rf'!J!J1II'g sm!Jls rjjfr:;{i II lillif 

bill amllfy sliti Tlit .lir« d GOOtfIlO!" 

t{(lIIO"1 II'/IS 110 IIIO(r, {lmf ill frtr J,fi/u lII'tJ,( 

II (.t«"1I'1II9 Grrmtr o,lfIlliJll ~f 5(n.lllt1fr. 

rn'f.dt,( 1/1 {lIT ilJ jji,fr,'lll 9(0'9 

"n'mt 11(111'. clim"'t." (Ii;,(r,( Ifrr 011011(111 

"Old 1I"1l !"m({y Ilii,,~ I nmli{ f.t 'fiffllJd 
'0 tmi~f?" 

/ 



The Alpha Legion uses secrecy, spy networks, and traitors to 
assail its enemies from as many different directions as 
possible in carefully orchestrated attacks. Hidden within the 
heart of the Imperium, the Alpha Legion coordinates cultist 
activities and launches full-scale terror attacks. 

Origins 

Following the Horus Heresy, thousands 
of records, archives, and libraries were 
destroyed to purge any mention, 
indeed any memory, of the traitors. Ten 
millennia later, there are now billions of 
Imperial citizens who remain unaware 
that the rebellion ever happened. 
However, a few tomes survived, mostly 
in the hands of those in high authority 
or heretics whose Irue loyalties 
remained undiscovered. It Is from 
these works that historians and 
Inquisitors have gleaned their 
knowledge of those ancient times. Of 
course, sifting out the truth is never 
easy, because most books are copies 
of copies or simply forgeries filled 
with lies. 

In the case of the Alpha legion. reliable 
facls are even harder to come by, as 
the legion was notoriously secretive. 
For example, unlike the home worlds of 
most of the First Founding Legions of 
the Adeplus Astartes, the Alpha 
Legion's home planet Is unknown or 
nonexistent. The reason for this 
omission is unclear, but Inquisitor 
Kravin of the Orela Malleus has recentty 
unearthed an ancient journal that he 
claims provides an account of the first 
conlact with and recovery 01 the 
Legion's Primarch . Kravin has 
estimated the veracity at this 
journal at 62.6% but has thus 
far refused to produce it tor 
independent examination. 

According to Kravin's claim, towards 
the end of the Great Crusade, an 
advance Patrol Cruiser of the Luna 
Wolves Legion, assigned to search for 
lost human worlds, entered an 
unnamed system. Swarming towards 
the vessel came a horde of small space 
ships of varying types, mainly one· and 
two· man Fighters. Despite the fact that 
Ihe ships were of primitive deSign and 
apparently more than one origin, the 
attack was highly coordinated. Dozens 
01 ships mobbed the Luna Wolves' 
Thunderhawks, while others braved 
Ihe batteries of turret defense guns to 
shoot at the huge Cruiser. However. 
the weapons of the Fighters made liltte 
impression, and the allack soon broke 
off. The Luna Wolves' Cruiser gave 
chase, eager to show Ihe puny 
attackers the power of the Adeptus 
Aslarles. It was onty after the firsl 
impact Ihat the bridge crew realized 
that they had been lured into a 
minefield. Maneuvering to escape 

resulted in two more explosions and 
serious damage to the engines that 
forced the Cruiser to halt in place until 
repairs could be made. The horde of 
Fighters renewed the attack and forced 
the badly outnumbered Thundemawks 
Into a desperate defense 01 the 
damaged Cruiser. 

Two days later, the rest of the Luna 
Wolves' fleet arrived, summoned by the 
Cruiser's distress signal. The Legion'S 
Primarch, Horus. furious at the crew's 
failure to deal with such insignificant 
allackers. was shuttled straight to the 
stricken Cruiser. He found the 
command deck in a stale of high alert. 
The enemy had somehow managed to 
board the Cruiser and had split up to 
evade capture in the ship's endless 
corridors and service ducts. The enemy 
troops who had not already been found 
and eliminated now seemed to be 
converging on the bridge. 

Horus waited for them. As five men 
burst onto the deck, he shot four of 
them through the head before they had 
a chance to act. Without pause a fifth 
shot rang out, but the lasl man was 
different. Over a fool taUer than even 
the Luna Wolves, he had piercing 
green eyes and looked almost a match 
for Horus himself. Somehow. even at 
such close range, the man side· 
stepped quickly enough that the bolt 
shell only grazed his temple and 
exploded against Ihe bulkhead behind. 
As the man charged forwards, a 
second shol slammed Into his 
shoulder, but sllli he did not slow. More 
shots were fired by guards and bridge 
officers as well as Horus. The man 
staggered under multiple impacts but. 
incredibly, pressed on through Ihe 
firestorm 10 launch himself al the 
Primarch. At the last instant. WIth his 
hands inches from Horus's throat, the 
man stopped. The two stared at each 
other for a long moment, before Horus 
started laughing. He had found the 
last Primarch. 

The new arrival called himself 
Alpharius and claimed to have been 
traveling this area of space for many 
years. However, he remained tight­
lipped as to where he had come from. 
Various worlds in that locale were 
subsequenlly brought into the Imperial 
fold, but Alpharius always demed that 
any of them were his home. The 
conglomeration of planets he had been 
leading was persuaded to join the 
Imperium with lillie bloodshed. The 
wounds Alpharius had suffered healed 



quickly. However, Horus did not send 
his discovery straight back. to Terra to 
meet the Emperor. Instead, he kept the 
Primarch with him for some months. 
Horus was most impressed with 
Alpharius's remarkable success 
against the Space Wolves' Cruiser -
trapping it, boarding, and then 
penelrating right 10 the bridge. During 
this time, Horus allowed his newfound 
brother to take tactical command in the 
various actions that occurred. 
Alpharius was clearly just as impressed 
wi th Horus, with the huge martial power 
he wielded, and with his instincts of 
when and when not to use it. 

Eventually, Alpharius was taken back to 
the epicenter of the ever-expanding 
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Imperium and reunited wi th the Emperor. 
There was the usual rejoicing, pomp, 
and circumstance, bot records on Terra 
suggest that the two spent little time 
together. Alpharius was quickly sent to 
take command of his Legion, while the 
Emperor had many pressing affairs of 
state. The Alpha legion , as it was now 
named, was the last of the Adeptus 
Astartes legions to be created. With 
astounding prescience, the Emperor had 
ordered their founding Just a few 
decades before. The new Space Marines 
were tall and strong, were reminiscent of 
their Primarch, and possessed a 
cunning intelligence. 

Alpharius led his army, created in his 
image, to the outer reaches of the 

POI' H,,"'1 Alpll.t 1.0:8''''' sp''' M",.. P"., - H"". y Alplu 1.0:8_ T" ..... ' or 
.. Jlh 1,,,0)' bah" 

"""""""100 .... ~_ ... ~ .~._ 

Imperium and was eager to join battle 
and emulate the glories of the older 
legions. His first campaigns were well 
planned and highly successful, and he 
worked to develop and mold his 
legion's tactics. He argued that the best 
attack. comes from many directions at 
once and advocated assaulting the foe 
on all sides in every way. He insisted on 
keeping options open and never relied 
on anyone thing, person, or single 
victory to win the day. He was always 
prepared wi th a back-up plan, like a 
flanking force in perfect position. Alpha 
legion infiltrators invariably struck 
behind enemy lines at just the 
right moment. 

Alpharius added to this doctrine by 

• 
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seeking as many other advantages as 
he could. He would bargain for allies, 
encourage treachery within the enemy 
army, and develop a network of 
informers and spies within the 
populace. Underground rebel groups 
and activists would be contacted and 
persuaded to provide diversionary 
attacl<s, demonstrations, or bombings 
at agreed times. By the lime a battle 
started, the Alpha legion would have 
so many elements to its advantage that 
it was virtually impossible for them to 
lose. The Legion soon gained a 
reputation for devastatingly coordinated 
campaigns. While these methods took 
longer 10 execute than a simple frontal 
assault. they were tar Jess cosily in 
troops. which enabled Alpharius to 
spread his forces widely. 

Most of the other Legions had taken 
planets. usually the worlds where their 
Primarchs had been found. to be their 
headquarters and bases of operations. 
The other Legions constructed 
glorious cathedral-like fortresses, and 
many had laken over governing their 
worlds and even the surrounding 
systems. But Alphanus clearly did not 
believe In this high·profile approach. 
He is thought to have established 
several bases but kept their locations 
hidden from everyone outside the 
Legion . Only the whereabouts of 
smaller staging posts and supply 
depots were made known. and even 
this Information was highly restricted. 

It is thought that Alpharius worked 
lirelessly to develop his officers and 
encourage them to think for themselves. 

He instigated programs of training and 
constantly set challenges for his troops 
to overcome. even In the midst of banle, 
10 force them to adapt and improvise. 
There are even documented occasions 
when , shOrtly before or during major 
offensives, the Primarch simply 
disappeared in order 10 assess how his 
Legion would perform without him. 

Alpharius did nol seek glory or honors 
for himself and rarely attended victory 
celebrations. Consequently. he never 
spent much time With Ihe other 
Pnmarchs. and It was many years 
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before he met all of them. His first 
encounter with Roboute Guilliman of 
the Ultra marines was reputedly 
strained. Guilliman believed in rigid 
structure and hierarchy and had a firm 
battle doctrine from which his legion 
never wavered. He was in the process 
of documenting the ·correct" tactics and 
operation of a Space Matlne force. tried 
and lested during his long years of 
command. and suggested that the 
young Alpha legion should adopt this 
"Codex" behavior. However, this 
attitude was anathema to Alpharius's 
belief in initiative and adaptability. and a 
heated debate over tactics and 
Ideology ensued. When il became clear 
that Alpharius would not bow to 
Guililman's experience and superiority. 
the older Primarch pointed out the 
thousands of victories and battle 
honors his Legion had won and told his 
youngest brother thaI he could never 
hope to compare. 

After that meellng, Alpharius pushed 
his Legion even harder and sought out 

the most difficult challenges for his 
forces. He knew he could not equal the 
number of worlds conquered by Ihe 
older legions, for they had been 
founded centuries earlier, but he 
seemed determined 10 win their respect 
for his Legion's martial prowess. 

On the world of Tesstra Prime, the 
population was viOlently resistant to 
the idea of Imperial rule. Alpharius 
deliberately delayed his assault a lull 
week to allow the planet's armies to 
amass and dig in around the 
sprawling capital city. When bailie 
commenced, there were close to a 
million soldiers arrayed against the 
Alpha Legion. However, the week had 
not been spent idly. The Space 
Mannes had deployed such that they 
could attack from various directions 
and leave huge sections 01 the 
defensive line untouched. Just as the 
assaull was launched, bombs 
detonated within the city demolished 
dozens of bridges and blocked major 
supply routes. The defending Tesstran 
commanders lound themselves 
unable to move troops and supplies 
into Ihe areas under attack or out of 
areas that were being ignored. The 

divided forces tried to hold oul against 
the relentless advance of the Alpha 
legion. but the tack of ammunition and 
reinforcements made it a hopeless 
task. And. of course, while help could 
not be brought in. retreating soldiers 
found they could nol get oul fast 
enough either. Thousands ended up 
herded together down the few 
remaining escape routes and were cut 
to pieces in an endless rain of bolter 
shells. It was 2 days before enough of 
the defenders could be redeployed to 
mount a serious counterattack. 
However. officers in the Tesstran army 
had somehow been compromised, 
and these traitors betrayed details of 
the plan. The counterattack advanced 
into a trap and found itself beset by 
armored Space Mannes on aU sides. 
Within a week. the Tesslran forces had 
suffered 90% casualties. When asked 
why he had not simply seized the 
capital before Ihe defending armies 
arrived, Alpharius replied. kit would 
have been too easy~ (cf. Inq. lile 
3045621/M.30 [banle ethics)). 

Heresy 

His conduct in the battle for Tesstra 
invited censure from many quarters. 
Roboute Guilliman is recorded as 
having called it "a huge waste of time, 
effort. and Ihe Emperors boll shells." 
However. concerns about alleged 
atrocities committed by the Night 
lords legion diverted attention away 
from the incident. Nevertheless, 
Alpharius was furious at the reaclion 
to his Legion's masterfUl performance. 
Only Horus openly praised the 
manner in which the Alpha Legion had 
overcome an opposition that 
outnumbered them a hundred to one. 
Horus was the only other Primarch 
with whom Alpharius had any regular 
contact. The two appeared to respect 
each other greatly and are thought 10 
have discussed tactics often. 

AI the start of the Heresy. the 
Warmaster'S forces amassed 0fI Istvaan 
V. The Emperor sent no lewer than seven 
Legions, lully one third of the entire 
Adeptus Astartes, to put down the 
rebellion. The Initial wave consisted of 
three of those Legions the 
Salamanders, the Iron Hands. and the 
Raven Guard . They were seriOUSly 
mauled as they made planelfall and 
battled to secure safe landing zones. The 
second wave was made up of the 
remaining four Legions, and some 
sources name the Alpha legion among 
them. After their Initial landings. Ihese 
joyatisls~ attacked their allies instead 01 
the rebels. Utterly betrayed and attacked 
0fI all sides. Ihe three allegedly loyalist 
Legions had no chance at all. JUSI live 
loyal Space Marines survived. beating 
the precIous gene-seed of many of their 



lallen brethren. Given the average size of 
Legions at this lime, the death tOil must 
have reached 30 .000. while rebel 
casualties on IsIVaan are estimated at 
just a lew thousand. 

InquiSitor Kravin has observed that 
such a decelt/ul trap was strongly 
reminiscent of Alpharius·s tactics and 
suggested that "he and Horus may 
have devised this brilliant plan 
together.~ Other scholars have made 
the same connection, though with 
rather less enthusiastic wording. 
Exaclly when Alpharius chose to side 

Dtsplir. (or Ih)' doom lJ upon ),ou. 
C,ve up hope. for III Ihe mighl of 
),our ImpuQI oyerlord, (.nIlOI wve 
you Knul before us. .nd we will splle 
every hundredlh m.n md wom.1I. Such 
is the mcrty of Tchkrii "klCTur 
Ihe Un'lop~bk. Eulted Clumpion 
of D.,kncss. 

Ultimilum delivered 10 [....,;11 

BomIT. Pl.nelll), Goverllor of "tt,u 
Prime. in OZ2.M-t1. shonty belole 
Chlos S~'-C M .. in"ll rlidcd AUiu II 
.lId IV. Botll we.e poorly defendtd .... 
Illg. 101<(5 Iud beell stili 10 reillforce 
tile f;m pt.P.:! II .he 1("i5leD~c of 
GoverDor Boulll An,u Prime ..... 
DCHI uuci.cd 

with the Warmaster is not clear. 
Certainly, he spent more time with 
Horus than he ever did with the 
Emperor. Perhaps there was an 
understanding between them right from 
the beglnmng. 

However, it is not thought that 
Alpharius was blindly following Horus, 
for he seemed to have his own 
agenda. He relished every battle 
against loyalist Space Marines as the 
ultimate test of military skill. Again and 
again, the Alpha legion proved it was 
the match of the other legions. 
Alpharius's forces started going out of 
their way to find Space Marine 
opponents and inflicted stinging 
defeats on the loyalist White Scars al 
Tallarn, a Space Wolves company at 
Yarant, and other Legions at dozens of 
smaller outposts. Well before the 
Warmaster's forces reached Terra, the 
Alpha Legion had become separated 
but continued to wage war on all that 
they came across. Even after the 
deleat of Horus on Terra, the Alpha 
l egion continued on unchecked, 
apparently inventing objectives and 
missions with absolutely no 
connection to the rebellion as a whole. 
They moved into the galactic east 
towards, whether by coinCidence or 
design , the Ultramarines legion. The 
Ullramarines had been posted on the 

Eastern Fringe when the Heresy 
began and were racing back to the 
Segmentum Solar. They were enraged 
at the treachery of their brother Space 
Marines and the Warmaster's 
connivance to keep them 100 far away 
to aftect the outcome. It is possible that 
Alpharlus deliberately sought out the 
Ullramarines and that he wished to 
confront Roboute Guilliman in batlle 
and prove the superiority of his tactics. 
Other theories suggest that the 
Ullramarines tracked down the Alpha 
Legion and seized the opportunity to 
be revenged on one of the Traitor 
Legions. However it came about, the 
two Space Marine legions met in 
battle on the world of Eskrador. 

Arst to arrive on the planet, Alpharlus 
was able to choose his battleground, for 
he knew the Ultramarines would not rest 
until they had hunted the traitors down. 
The Alpha Legion deployed deep within 
a harsh mountain range at the pole of 
the planet. The mountains were riven 
with gullies, ravines, and high passes 
that would seriously hamper movement, 
especiaUy for ground vehicles. Alpharius 
was convinced that the battle would be 
won by the side that overcame these 
problems the best through lorward 
planning, coordinated air transport, and 
detachments coping Independentty of 
heavy support. GUllliman was a mi1itary 
commander with few peers. However, all 
the experience, lessons, and tactics he 
had accumutated over the centuries had 
been carefully documented, compiled 
and made accessible to the other 
Legions, as the Primarch wanted to 
Improve the Emperor's armies as a 
whole. These records gave Alpharius the 
advantage, because he knew how the 
Ullramarines operated. Indeed, 
Guilliman's initial deployment foJlowed 
exactty the doctrines set down in his own 
writings, and the Alpha Legion moved to 
trap them. But Guililman chose the first 
nIghtfall to do something unexpected. 
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- Altcr .et;Og report 9.lll/ru/<i. Filed by 
Colo(ICl JOIuIlIl AdrollQ 

Breaking his own rules of operallon, he 
ted a large portion of his forces with no 
lines of supporl or supply deep into the 
mountains and deployed by 
Thunderhawk, drop pod, and teleporter 
In the midst of the Alpha Legion . 
Guifliman·s target was the enemy 
command center and none other than 
Alpharius himself. 

The following accounl appears to be 
the personal log of a member of the 
Ultramarines strike force, probably a 
Sergeant. It is included in Inquisitor 
Kravin's diatribe Lessons of Strife, 
thOugh other Inquisitors and 
representatIVes of the Uttramarines 
themselves have questioned its 
validity. The original document was 
purportedly discovered in a system 
Earth-ward of Eskrador. 

{0411.0] Our strike force numbered 
over 3,000 Space Marines, and 
despite the lack of heavy armor in 
support (due to our mOde o( arrival), 
we soon had lhe traitors ' command 
center in disarray. There was no way 
the lightly armored buildings could 
stand up to our Devastators' firepower 
and a direct assault by the much 
honored and revered Ultramarine 
Dreadnoughts. Our enemies were 
outnumbered five to one and soon 
started to fall back up the mountain 
val/ey, probably to buy time for a 
relieving force 10 arrive (my Captain 
conjectured). However, knowing that 
the terrain would hamper the 
movement of reinforcements. we were 
zealous with Ihe thought of revenge 
and pressed them hard. With perhaps 
500 Space Marmes remaining, the 
Alpha Legion force made a stand at 
the head of the valley. Their heavy 
weapons were deployed well, high on 
the mounlainside, and felled many of 
our number as we Ioughl upwards 
towards them, but their guns were too 
few and our resolve unswerving. As we 
closed upon the traitors, Alpharius 
himself led a counterattack and 
charged headlong back down the 
rocky slope with his bodyguard and 
slammed into our line. Not even 
Ullramarines could stand before a 
Prirnarch, and his powersword felled 
every noble Space Marine within 
reach. Our advance halted, and I was 
forced to recite the Canticle of Faith to 
steady my squad. But then an 
imposing figure appeared, and my 
hean was gladdened. Our great Lord 
and Primarch Roboute Gull/iman 
himself strode forward, ignoring the 
melee around him, straight towards 
Alpharius. The two Primarchs slood 
before each other. They were equal in 
stature. Both were clad in shining 
power armor, and each wielded a 
glittering powersword. Where one was 
noble. the other was craven. Where 
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one was loyal, the other was a 
betrayer. All other combat ceased as 
we watched them. There was a long 
pause, neither Primarch moving an 
inch. then both struck In an instant. 
Each sword made a single stroke and 
then both were still again. For a 
second the two great men stood 
facing, before Alpharius slumped to 
the ground. 

Like every other Ultramarine on the 
field, I le t out a loud cry of victory 
Guilliman's plan had worked - the 
very heart of the enemy had been 
torn out. The remaining bodyguard 
fought on, but we fell on our 
adversaries with renewed vigor. 
When the last one had been cut 
down, we turned our attention to the 
rest of the Alpha Legion command. 
Trapped by the sheer mountains al 
the head of the valley. they had no 
escape from our bolter fire. We left no 
one alive. 

The body of the dead Primarch was 
burned on a great pyre, and Lord 
Gwlliman aI/owed us a moment of 
prayer and reflection on our success 
before issuing orders to move out and 
commence the destruction of the 
leaderless enemy army. We are fully 
confident that the task will be 
straightforward - the loss of its 
Primarch is something from which no 
Legion can recover. [END ENTRY} 

[0413.4} The optimism engendered by 
our initial victory appears to have been 
misplaced. Since my last entry. we have 
ascertained that the Alpha Legion's 
command function was spread into 
numerous groups, and the loss of one 
apparently had minimal Impact on their 
operational abilities . even though It 
was Alpharius who fell. What is more. 
our deep strike and the target's 
subsequent retreat has drawn our force 
well out of position, far from support. It 
has become clear that rar from hunting 
out demoralized pockets of lraitors, we 
were facing a superbly organized foe 
who is closing in on us from al/ sides. 
{END ENTRY} 

[0413.9} We have Sighted our 
Thunderhawk gunships overhead 
engaged in fierce battles WIth those of 
the Alpha LegIOn. Both Legions have. of 
course, very similar numbers of 
Thunderhawks, so the aerial battle 
seems to be a stand·off and leaves no 
chance o( an air evacuation. 
Meanwhile. the enemy has launched 
several hit-and· run attacks on our strike 
force and caused numerous casuafties. 
Lord Gui/liman has commenced a 
retreat out of the mountains to link up 
with /he rest of our ground troops. 
[END ENTRY} 

(0414.9) We are being harassed and 
ambushed every step of the way. 
Groups of Eskrador natives, apparently 
bribed or coerced Into aiding the 
traitors, have triggered rock slides /0 
block our path and delay us. 
Communications with the rest of our 
Legion have been sporadic - our 
Techmarines think our communicators 
are being jammed. However, some 
dialogue has been possible, and a 
relieving force comprising most of our 
remaining ground forces is pushing into 
the mountains towards us. However, 
that too has apparently been under 
attack. and supply vehicles have been 
sabotaged. [END ENTRY} 

{0420.5} After 5 grim days of 
in/ermittent fighting. we sighted the 
distinctive blue armor of our 
Ultramarine brethren advancing down a 
valley towards us. However. having 
approached into range our ·rescuers~ 

opened fire. A contingent of the Alpha 
Legion scum had disguised its heraldry 
and armor in order to spring a trap. Are 
there no depths to whiCh these heretiCs 
will not sink? The utter dishonor that our 
erstwhile brothers have shown left me 
stunned. More of the Alpha Legion 
appeared to our rear and initiated the 
biggest attack from our enemies so far. 
With mountains to either side, we had 
lirtle option but to stand our ground and 
fight for our lives. Losses were heavy 
and might have been total, were it nol 
for the timely arrival of the real rescuing 
force. The reinforcements were in little 
better shape than our own beleaguered 
strike force. but the extra numbers 
allOwed us to force a way through and 
establish a more defendable front line. 
[END ENTRY} 

The account goes on to describe how, 
In the next week, Guilhman attempted a 
number of counterattacks to regain the 
initiative, but the Alpha Legion seemed 
to have prior knowledge of their every 
move. Either the Alpha Legion was not 
where the augurs suggested, or it had 
carefully planned ambushes waiting lor 
the loyalists. Finally, the Ultramarines 
evacuated the planet surface and used 
their ships to bombard the traitors from 
orbit. Guillfman is recorded as having 
said he had no interest in righteous 
banle against SUCh a dishonorable foe 
and that the Ultramarines were needed 
back on Terra. However, it seems hard 
to dispute the facl that the Ultramarines 
were soundly beaten by the Alpha 
Legion, despite the loss of Alpharius. 
Certainly, the deep ravines of the 
mountain range would have provided 
plenty of cover from the bombardment. 

Exile 

The months and years that followed 
were a chaotic time 01 regrouping. 

rebuilding. and retlibution for the 
Imperium. When Imperial forces 
returned to Eskrador, there was no sign 
of the Alpha Legion (although the entile 
native populace was purged to eradicate 
any taint of Chaos) . However, it is 
thought that the majority of the Legion 
did not lIee inlo the Eye of Terror with the 
olher rebels and instead remained 
within the Imperium. Numerous secret 
bases were already In existence, and 
the Legion fragmented in order to hide 
itself in the mldsl of its enemies. Small 
forces kept up frequent attacks on 
military lalgets, especially Ihose 
weakened by the carnage of the Heresy, 
and became a major problem for those 
trying 10 rebuild the shattered Imperium. 
The location and destruction of these 
g/Oups became a priorily, and the 
Inquisition and remaining loyalist 
legions devoted considerable 
resources to this end. The last pockets 
of Alpha legion forces were declared 
eradicated in a proclamation by the High 
Lords of Terra in M.32, but subsequent 
attacks proved this decree 10 be 
premature. Similar declarations were 
made in M.33 and as recently as M.39. 

Home World 

Alpharius never revealed the planet of 
his origin, and even the general area of 
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his discovery is now lost to legend. His 
Legion never took a single world as their 
base and instead operated from various 
secret locations throughout the 
Imperium. Many of these bases have 
been uncovered and destroyed over the 
millennia following the Heresy, although 
often lhese outposts were deserted by 
the time they were found. 

Combat Doctrine 

AlphariUS's doctrine was to attack the 
enemy in as many different ways as 
possible, all at the same time. How this 
axiom manifested in practice varied 
depending on the scale and location of 
the cooflict. Tactics confirmed as having 
been employed by the Alpha legion 
include Ilank allacks, tunneling to 
undermine or bypass defenses, 
teleportation or air drops behind enemy 
lines, diversionary attacks, infiltration, 
disguising troops and vehicles in enemy 
colors, disabling enemy transportation 
(both vehicles and routes), sabotage of 
luel and ammunition dumps, poisoning 
Of water and lood supplies, atmospheric 
and ecological tampering, triggering of 
volcanic, seismic and tectonic activity, 
bribery and coercion of enemy troops 
(including officers) and Imperial officials, 

enlisting enemy forces, impersonation 
of tmperial officers, distribution of 
propaganda to incite unrest and 
rebellion, organization of civilian riots 
and other anti-Imperial activity, 
sponsorship and supply of heretical 
cultist groups, and alliance with anti­
Imperial military forces including other 
Traitor Legions and aliens. Generally. a 
number of these tactics will be 
employed in careful coordination, often 
resulting in labyrinthine secret plots. 

It has been noted that due to its use of 
completely unorthodox tactics, the 
Alpha legion is able to deploy smaller 
forces than might otherwise be 
necessary. Combat is regarded as only 
one part of their overaJi strategy. 

Organization 

Very lillie is known about the Internal 
organization of the Alpha Legion. 
Alpharius placed a high value on 
secrecy, even before the legion 
turned trailor. and captured 
Legionnaires have revealed little 
under interrogation. On occasions. 
there have been successlul 
assassinations 01 members 01 the 
Legion thought 10 be high ranking 
officers, but their removal has had 
little visible ellect on the 
Legion's operations. 

The legion's symbol, the hydra , is a 
multi-headed mythical beast that could 

keep fighting even il one of .ts heads 
was cut off. This legend reflects the 
Alpha Legion's command structure as 
well as its doctrine 01 mUltiple attacks. 

Tbey know ",hott you ..... They koow 
YOUI every streo8th lad wClkotsS. They 
pl.p... fOI you. "tions before you 
eyeo toouivc of tbem. How un you 
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- Extnt! from lotcrroilliioo lTwsmpt 
ISuhfccl: citizeo 09.'141781.122ill toIV 
Su~pe(led member of subversive group. 
Posthumously toov,(lcd JLS4Il7.M41) 

It is known that the Legion recruits, 
supplies, and organizes hundreds of 
cultist cells on Imperial worlds. These 
groups are not all crazed devolees 01 the 
Chaos Gods and insane Daemon­
worshipers (although there are plenty 01 
those). They are also highly organized, 
trained, and motivated groups who work 
to subvert the authorities, produce and 
spread propaganda, and, when called 
upon, undertake military action - usuaJly 
in the lorm of bombings. sabotage, and 
riots. Such actions will generally form 
part of a larger Alpha legion plan , e.g., 
to lura Imperial forces to a particular 
place by organizing a ciVil disturbance or 
to prevent the arrival 01 reinforcements 
by blowing up a bridge. 

The question then arises; how does the 
Alpha Legion coordinate all its activities 
and communicate with these disparate 
cells? Inquisitor Kravln IS not the only 
one 10 have claimed that the Alpha 
legion achieves its communication 
through the use of so·called 
~operatives ." These ligures are 
apparently human, but may have 
undergone limited Space Marine 
psychohypnotic indoctrination to make 
them utterly loyal to the Legion and 
possibly even the implantation of some 
of the Meptus Astartes organs (d. Inq. 
post mortem Iile 27884710b) . According 
to the claim, these operatives are the link 
between the cultist ceUs. travet about 
with impunity where a Space Marine 
WOtJld quickly draw attention, set up new 
groups, guide their agendas, and bring 
them instructions. During protracted 
campaigns. operatives may pose as 
enemy soldiers and gather intelligence 
or sabotage the enemy army. The 
existence 01 these operatives has not 
been proved, but lew other explanations 
have been put forward. 

While it is not officially acknowledged 
by the Adeptus 01 Terra, the Alpha 
Legion clearly remains a canker within 
the very heart of the Imperium. 



Beliefs 

Alphanus believed In planning and 
coordination. He always sought 
alternatives and multiple solutions to 
any given prOblem with different 
elements working together for the end 
result. These doctrines have been 
thoroughly embraced by the legioo as 
a whole and have proved effective, 
especially in the disparate and 
secretive way It now operates. 

All Space Marine Legions set arduous 
tasks and trials for potential recruits, 
but prior to the Heresy, the Alpha 
Legion set these initiation tests for 
squads, not individuals. Squads had to 
succeed as a group or not at all -
foolhardy heroics were frowned upon. 
The overall plan was paramount and 
more valuable than anyone Space 
Marine. It is not known whether this 
practice IS still carried out. 

While the Alpha Legion does not 
reside in the Eye of Terror and 
therefore is not plagued by the 
warping effects 01 that maelstrom 01 
insanity, there is still evidence of 
mutation in the gene-seed. II such a 
problem existed prior 10 Ihe Heresy, 
it was kepi concealed. Given the 
legion'S predilection for secrecy, that 
would not be surpriSing. During the 

THE IKRILLA CONCLAVE 
II hIS fteVeT becft eSllblished if members of Ihe Alpha legioD uhibil Ihe Slme unnllunl 
longevily is olhel Ch • ." SpICe Muints. who uo .pp.oleDtly live fOI mloy thouund. of 
yeus This pt:.u,omenDn is genenlly .ttributcd 10 Ihe Tnilor legioo, e_istepte '0 the Eye 
of Tenor. where the I • ..., of lime .nd spue do 001 Ipply Th~ it would folio,.. Ih.1 Ihe 
Alph. legion lhould DOl be ,ffeued. Howe~l . • f Alpha leglOD Sp.1tC Muiots luve more 
nornul life sp.on$, theo one must 15k how losscs Ue repllccd 10 his addless 10 the !krilb 
Cond" .... ,n imp"lHon.cd loquisitor Kuvio •• mcd .• iu: only poss.bl. In_el '" !lUI neY 
Cb.os Sp.otc Muints ue kioS recruited .nd gCbC1iully modifud ~mc.helc ",ithlD Ihe 
Imperiu.m_ Yel Tern lefUSCS 10 tekoo.-Iedge Ih.r. is eveo , ~rious Ibrul! They lit .11 uouod 
us lust look over your shoulder! Pelhlps wheo you Itt .lIlcked 10 YOUI owo ,ilKS. ~Dd 
murdered io your own homes. ,h.o you will sec I .m tight-

Sbortly Ifter Ihe cood.vc, Inquisitor Cilrc.u~ publIcly .((uscd Kr~vio of coosortioll wllh 
Itlilors and conspiring to ors,nile cult,sl upnsio8s 00 Ihe wOlld. of Kllilu IV. K.rth.. V. 
~od Archos II io liu: KorKo wbscclor (d. 10'1 (ile 708J662f / M 'II) Cllrtlu~ du.lleolled 
Kuvio to 'ppelT for I.m .cd hee It..: ev.dence 'S"nsl h,m. HO"'(~I. KIlv.o·s (u"enl 
.-h .. ruouIS ne unkno'-II- Of course. Ih .. devdopment Ius ulled joto qu~"oo Ihe reh.bil.ly 
of ,II Inquisitor KIlvin's rtsU.rth. ,od •• h. wu th. ludioll schob. On Ihe .... Iplu le8ioo'~ 
history iDd curTeot Ullvilics. muth of ",hll w" koowo .boul Ihe t"ilnts mUSI IIQIII be 
considered. lic. If .• s C,ffe,ulI ,bim •. Kuvln h •• been complom,~d by Iho~ very lu,tnn 
he soughl 10 'Dve5tlg.11;, Ih.o everylhing he Iu .... id must k coo~idcr(d mlsin(orm.lino Ind 
prop.og.nd.. .oveoled by liu: Alpl:u. legloll 

Lethe Ambush (cf. Gothic War Inq. 
file 237xii), mutated Alpha Legion 
Space Mar ines h id their warped 
body paris, not oul of shame, but so 
they could reveal them as they 
a ttacked - adding horror and 
revulsion 10 the shock 01 theIr 
sudden assault. 

Imperialistic cries 01 "For Ihe Emperor!" 
and other similar cries are deliberately 
calculated to mock and infuriate foes 
who recognize them as traitors. Any of 
thel( victims who don't know the 
difference between an Imperial Space 
Marine and a Chaos Space Marine win 
Simply think they have been betrayed. 

USING AN ALPHA LEGION ARMY IN WARHAMMER 40,000 

An Alpha l egion force can be chosen Irom Codel(; Chaos 
Space Marines with the lollowing modilications. 

Many Alpha LeglOll operations are planned 10 encourage and 
support cultist actiVity. The Alpha Legion may therefore make 
use of the Cultist army list entry below as a Troops selection on 
the force organizatIon chart. 

Chaos Cultists 
Aipha-Legion-supponed cults are trained to assault and secure 
key ObjectIveS to ensure that subsequent attacks by the Leg/Off 
achieve complete surprise. Cultists are skilled combatants who 
combine stealth WIth close combat. Heavy weapons would slow 
them down so they are equipped With assault weaponry. 

Daemons: The Alpha Legion cannot normally rely on Daemons 
remalfllng stable long enough for them to be useful. because 
tlley are so far Irom the Eye 01 Terror. However. when operating 
00 a world where the Legion has secured the belief 01 Chaos 
CUlts, it wrll gladly add Daemons to the diversity of its anacks As 
SUCh. the Alpha legIOn may Include Daemon Packs, but only 
Cultist units may carry the IcOlls to summon them. Cultlsts may 
use Daemon Prlnces and Possessed Chaos Space Marines. 

Inliltrators: Alpha legionnaires can only bear the Mark of 
Chaos Undivided, and their veterans are renowned for their 
inliltration skills Any Alpha legIon Chaos Space Marine in 
power armor (or Daemon armor) on foot may have the tnfiltrate 
Veteran ability at a cost 01 +5 pomts lor independent characters 
or + I pomt per other model. The Infiltrate Veteran ability does 
not count toward thelf maximum number of Veteran abilities. 

Pts/Model 
Chaos CultIst 6 
Cult Champion +5 

WSBS S T W I A Ld Sv 
33333176+ 
3333 3286+ 

Number/squad: A Chaos Cult consists of between 10 and 20 
Chaos Cultists. 

Weapons: Each model has a close combet weapon and either 
a taspistol or an autopistol 

Options: The entlle squad may be armed WIth frag grenades lor 
+ 1 point per model, and/or krak grenades for + 1 point per 
model, and/or mel\abombs for +2 points per model. 

A Chaos Cult may boar the Mark of Chaos Undivided for + 1 
poInt per model. If the Cull bears the Mark, thon one member 
can carry a Chaos Icon at no addrtional cost. 

Character: The Cult may be led by a Cult Champion lor 
... 5 points. The Cult Champion has access to the Chaos AffflO(Y 
He may have up to 10 points of items from the Weapons list. 

SPECIAL RULES 
A unIt of Chaos Cultists servll'lg the Alpha Legion must have one 
of the following Veteran abilities: 
• Scouts - Infitlrate and Move Through Cover. 
• Assassins - Infittrate and FuriOUS Charge 
• SabOteurs - Inlil/rate and Siege SpecIalists. 

There IS no further points cost lor these skills See the Veteran 
Abilities special rules on p. 19 of Codex: Chaos Space Marines 
for more details on how the abilities work 

• 

• 
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W\~~!\'MM~~· 
1".n~ta 

In this month's White Dwarf, 
we're unleashing two Space 
Marine special charoders. The 
rules for both the Emperor's 
Champion and Captain (ortel of 
the Crimson Fists can be found in 
Codex: Space Marines . 

I
,", been my privilege 10 fighl Side 
by ,ide wuh upuin Corlcz since 
Ihe !bil l, of Sted Cross bICk in 

eight- rive- three.. In !hit lime, rve seen 
him surpus villI/lily ncrytbjp8 Ibe 
Apoth<:nrillc "I/gbl me ,bolll Ihe 
illgmullcd physiology of Ihe Adcplll.! 
Asurles. To my knowledge. only IWO of 
' he Imill bones in his right fOOl lrt 

c.p(8IfI Correz, 
designed by Coin Dixofl. 

The Emperrx'$ 
~. 

designtxf by 
Juan DiU 

FISTS OF 
THE EMPEROR 

The Emperor's Champion and Captain Cortez 

still iaUCI. The rut of his skdcl011 hiS 

heen sh,IIered 11 one lime or Illolher. and 
most of his body is covered with, thick 

byel of seu lissut. rYe secn him Iu.d ~ 

chuge iDtO I brt1ch with , broken bICk. 
fight for 6 lII'eeks .... bout food or .... ,tcr. 
ud rouse his men for ODe ust dupe-ute 
push .",ith four- fifths of his lifeblood 
pooled uound his fee l. There's somethiog 

clse thert. something keeplDg him Ilive 
when logic dichtC$ Ihl! he should hIVe 
died IOllg Igo. I tin only conclude the 
Emperor hIS him muked fOf , gfnd 
ble Indeed.. 

- Apothemy Ruillus of Ihe 
Crimson Fisls FOUrTh !Uule ComplDy 

C.p/8in Ccr/ez leads. C"mson Fist Ve/Bran squad mtn combat 'gainstltle/ooJ Orlcs 
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The Ernpelor'$ Chllmplon cuts down Ihe 118110($ In Ihe depths of OrbllBI Hive 72. 

The bO.lrdillg lorpedo sbmmed illlo 
Ihe OUler hull of Olbinl Hive 7Z 
,ad vloleally Jolted Ihe Blick 

Tcmpbrs As"ult sqUId slupped ill ils 
cOllfilled illiellor. MI~nclic bolts chmped 
11110 place. securing Ihe crlft 10 Ihe Hive's 
IllInium Illoy shell. The sound of 
whlnillg se rvos wu followed by Ihe rO.lI 
of focused mdl. bums reducing Ihe 
laSClllOfl poipt 10 lavl- like slag. which 
cooled qUICkly IS dlops of meul SpUII 
of( 11110 s~ce. 

The Emperor's Ch,mplon. Btother 
BClhud. eoocluded the fioll verse: of the 
Rile of DeTcsU!ion .nd rdused his 
huness IS the ISSlUh nmp dropped. WiTh 
, cry 01, "Progellilor. Impentorr Bcthud 
led the Ass.ouh squ.d ChUglDg through 
The STI li glo .... log «:111 III thc Orbil.1 
Hlve's meTer- thick metal skin. 

Tuilor GUlldsmeo. followers of Ihe 
'POS"" Techno-M.gus Ark Hitroll 
chuged iolo the chlmber. IS IlIeieal 
II110m'Ted "Ysterru slibililed the .ir 
pressure. III SCCOllcU. the BlICk TempI,,! 
closed oa their eacmlC$, IIId The dose 
cOII lines of the Compulmeal reduced the 
[Oohonlltioll 10 • $.IVlge duh of 
screeching chlinsword, .nd slamming 
!lsgun bullS. The ill- discipliacd mitors 
stood lillie ch'llte 'gllllsi the righuou! 
fury of Ihe BlICk Tcmplll5 . ... ho hId 
cle'iJtcd nro,dplay 10 an lit form fe ... 
could m.tch. 

Bcthutl wrellched the Black Sword from 
the sldl twitching body of I min he hid 
run through moments before Ind 
Iddrcsscd Ihe sqUid. 

"Brothers. I h,ve ... ord from Mushlll 
Wilhelm. Hieroll hIS been sighud II the 
(tlll,,1 g/l,,- sYllc. ,lid we lie gnaled the 
hODor II f cOII(rllllling hlm.-

Orbitll H ive 7Z echoed 10 Ihe soullds of 
the Black Templll5' bO.lrdillg squ,ds 
peattllting deep IlItO lIS ialenor. The 
VOX- lit! WOS ,lin .uh dipped. efficielll 
progress "pons. IS squ.d Ielden upd. ted 
nenby unin of thell posilion .od SlitU5. 

Nur Ihe grav-syocs th. t held the 
gllg'lllulO orbiul , IIUClure ia , stlble 
orbit .bon Ihe g" gllot Porphyr 111. red 
emelgellcy lighting nSf I hellish ""II 
'(fOSS IUDOllIg Nttlcs foughl bet .... eeo 
BlICk TcmplllS sqUids .lId dCSperlle 
",ilOrs. Bcthuel ellg.ged , gloup of 
defellders. IS Ihey soughl 10 IIvcrwhdm 
his sm.ll forte by sheer weight of 
lIumbers. The words 01 hiS Ch'ptel', 
Nllie hymns filled Ihe cllmped atC~ 
.... , ys 9l1h ferouou! plely. 

The IIll10rs foughl .lIh , frellllCd 
despell lioll Ih,t bcllCd the bhok 
c)(prcssions on their faces. The Emperor's 
Clumpion CUI them do.n io s."hu. 
e"try lunge Il1d "poste , form.lized 
cxprcssioll of "ghteous. yel cOlltrolled 
luued . . !\s more 11111015 filled The 
corudor. acthucl u me 10 Ihc rtllinllOb 
thu they .... ere sceklDg IIOt to iS$.I.Ult Ihe 
Bhck Templus bulla byplss them. As 
the I'SI Il1ilor fell. il dlwned upon him 
thll I keenillg .Ium cdl WIS sounding 
flam the bUOIjue vox- horDs sct wilhla 
thc bulkhuds. So deeply wu he 
ellgrossed ia the att of dispensing Ihe 
Empelor's di"lDe Jushce Ihll he Iud failed 
to !Cgister Ihe dia. lowndly. he resolved 
to spend In enl ire d.y in pen'n'e for 
his I,pse. 

Ruchlag the musi"e blut door Ihough 
... biCh Ihe g"v- sYllcs were loclted. 
Bclhucl lurned 10 Iddr~ his men. 
emtf8cllcy li8hlill8 lellding hiS IIOble 
counlcnloce , silliSlel upeCl. "Brolhers. 

the eaemy "",ilS. let noDe f.her ill hili 

dUly 10 the Golden Throae. Templns. 

wllb mef 

The bl,sl door ground aside all .nCleal 

pistolls. lod Ihc ChllglDg BlICk Templm 

were met with I ~cene Ihll [auld h,ve 

beea conjured only by , heretIC twisted 

beyolld s.olllly llDlRg the 9.lIs of Ihe 

miSSive clumber were Servllors ... hose: 

eyes h.d bcco replaced by gr,sp'lIg 

mcch.dcndntes Ih'l snlked lIouod Ihe 

ServiTors' h"dJ. TUllor GUlrdsmen 

IdVlnced with I stiff - limbed. I.kw"d 

shufflt. tlch m.a sporhn~ '0 ""Y of 
nudely impllnled blOllICS 

BUI tbe figure II the ccnlCl of the room 

.15 the only oppOlleat Bclhucl 

ICkllowledged. The Techno- Heretic Ark 

Hieroo slood IS 1111 IS illy of Ihc BlICk 

Templlfs. A duk h, lo of mcch..dcndrilCli 

fhiled 1I0und hIS cowled hud ... hile Clch 

11m bristled .ith Imphlltcd .mpOll'Y 

Hielon stood before , vUI vie. pan 

cnfled in the form of The cogwheel !Coo 

of the Adeplus Mechlll!Cus. Tile cnlire 

'perlure wi5 filled wI,h Ihc livid Violet 

Jurface of ,he world bela .... 

Wilh glim ruhlll ion. Bcthucl s.o ... thll 

Ihe Techno-HeretiC h, d di$.l. bled Ihe guv­

syncs. .od evea now Orbiul Hive 72 ... 11 

plummetiog 10 , fltry demise Ind would 

bUill up in Ihe ,tmosphere of Porphyr 111. 

Stepping for .... lld 10 do b,nle is Ihe 

Hlve's d"th Ihroc:s begill. Ihe Emperor's 

Chlmpioll give hiS flllil ordel 10 hIS 

brethrell. "Go brothers. E"ltulle the Hive; 

Ihis herelic is mloe.-
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This month, we revisit a classic 
Warhammer 40,000 scenario: 
Carnage. This four-player 
scenario always encourages a 
bit of behind-the-scenes 
plotting and a lot of well timed 
bock stabbing! 

B
ack in WD 251, we featured a four­
player battie report that went by 
the title of The Ba"le for Techuan's 

Key, This ba"le report was one of the 
most popular ever published in White 
Dwarf, and the scenario was published 
in the Chapter Approved compila tion. 
When we sal down to plan this month's 
baUie report, we decided that it was 
about lime to give the four-player 
Carnage scenario another go. If you 
want to play it yourselves, you can find 
the scenario on our web site al: 

www.games.workshop.comlcarnage 

To make things even more Interesting, 
we decided to choose four very 
different armies. Phil Kelly was 
convinced to play again and brought 
along his newly painted Tyranid army. 
While Dwarfs very own Matt Hutson 
was eager to repeat his success in the 
last Carnage battle report and joined in 
with his Word Bearers Chaos Space 
Marine army, The web team's Owen 
Rees, flush from his success against 
the Necrons in WD 271, deployed his 
Dark Angels, and GW illustrator Atex 
Boyd mustered hiS horde of Orks. 
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WARHAMMER 40,000 BATTLE REPORT 

U's going to be a bloody encounter as 
the four armies converge on the central 
objective. Some of the highlights of 
scenarios tike this one are the 
underhanded deals and back·stabbing 
that usually go on, and these players 

won't disappoint! The Carnage scenario 
also has a random game length; thus, 
there is no way of knowing when the 
game will actually end. 

The title fight has begun. Gentlemen. 
take your corners ... 



THE ENEMY OF MY ENEMY IS MY FRIEND 

Mall HulSOfl 

Marrs corrverl8d 
Chaos Lard, 
Rhar'zulllJe Derk 
Aposlle 

Matt: Disgraceful, dishonorable, and 
downright sneaky! These are Ihe words 
I would use 10 describe a battle-winning 
stralegy lor this mission! 

After playing in the previous Carnage 
bailie report, I've got a pretty good idea 
of how to win it. The main thing I 
learned was to get as much of my force 
as possible onto the objective, The besl 

way to do so is 10 ally with as many 
opponents as possible early on so 
that you can hopefully get to the 

objective with your force intact. When 
the time's right, stab them in the back 
(before they have a chance to stab you 
in the back, of course). I also have to 
be careful not to reach the objective 100 
early, or I might find myself being fired 
upon by 3,000 points of enemy models 
(not a good thing). The best thing to do 
is to reach the objective just after 
everyone else has and then mop up 
any survivors. 

The mission usually boils down to a big 
scrap on the objective: thus, the force I 
have chosen emphasizes close combat 
troops, I've taken a Slaaneshi Keeper of 
Secrets, mainly because I expect to be 
up against Hive Tyrants, Carnliexes, 
Killer Kans, and Dreadnoughts. His 
psychic power Wind of Chaos will also 
be the perfect weapon against those 
pesky Dark Angels. With my Word 
Bearers force, I can take a mix of 
different Daemons. Thus. for some 
punch In close combat. 1've taken a unit 
of Khorne Blooclletters, Their awesome 
Hellblades should be powerful enough 
to deal with most opponents, I knew 
that Owen would be taking quite a 101 of 
firepower: hopefully, he would deal with 
anything too nasty (hopefully not me). 
With Owen's forces in mind, I chose a 
Chaos Dreadnought armed wi th a 
havoc launcher as my only firepower 
support. This awesome weapon fires 
two frag missiles a turn (four if the 
Dreadnought suffers from Fire Frenzy) 
and is perfect for killing hordes of Orks 
and 'Nids. The rest of my army would 
be used to ensure that 
these things got to 
the objective. 

D uk AposTle Rhu'lU! hdTed his 
~(curscd ( rozIlls. his mouth 

twisling inlo I smile bCDClth 
the r<spirITO!. His h.nd gripped Ihe 
luft, . fld he thrilled 10 Ihe pulses of 
du k eDergy (mined from the ullholy 
Weipoo. Before him Slood his 
bodyguud of Word Bmm. 1 h,ndfu] 
of the f.ilhfu! b"kcd by only the 
Twisted form of • growling Ch.os 
DltJdnouglll. Or so it would $Cern \0 

the igoonnl. Rhu'lut hid speDI mUIr 
1008 oighls UpOD his .lIn of GIl.os. 
He knew from cxpcricDu tlul il look 
only simple sllughter 10 .Urlet the 
blood D.emons. hut ,he p.cl he hId 
forged wilh the Keeper of Sc:crcu ""'S 
fu more complex. R.isiog his O,tmOn 
we.poo. he beg.n Ihe lnU DUliOBS of 
lulred .• nd his booming voice rcsouted 
Through the deuing. 

"Buren of Ihe True Word. \1I'e sprud 
Ihe Heed of ChlOS wilh violeDce 
and (cu!" 

Tht asscmbkd Word Be.rers r,;scd 
the;r hush voiet;!! together in a 
r.splng rou. 

"[ .eh death m.gDifit;!! the glory of 

Ch.os! E.ch drop of blood 
spi lled is sacred!" 

"We ne like the Daemon in the purity 
of our hne!" shouted Rhu'zul. 

"leI us visit our h. le upon Ihose who 

seck 10 defy US! 

Iht Cods of Ch.os w.lch over us, 
Word Beners, fOfWlfdr 
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Phil : I know this mission pretty 
well by now. Not only have I 
played it a few times, but I 
was the guy who 
wrote it up In Ihe 
first placel This 
scenario is not 
narrative-driven by 
any means. 11 was 
designed for limes when yOli 
have some friends around and laney a 
bit of carnage. 

This lime. t was using elements from my 
Tyranid army instead 01 my usual Eldar 
Dodgier ground lor me, as I'm still 
finding my leet wilh Ihe 'Nids. However. 
the game should be great tun. given Ihat 
all armies woutd be converging on a 
central pDlnl. Allirsl , I was tempted to 
take a Lictor or three and stick 'em on 
Ihe ob,ectlve to pounce on any poor 
fools that stepped up to claim it 
However. on reflection, I decided that 
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Aiel( Boyds Ork 
Warlord Gazbag 

loves fIOlflIng 
more lhan /rIIIIng 
wafflOl"S dad in 
power armor 

CRUNCH TIME 
AI the lop of the food chain. 
the Hive Tyran/ .on PfI,J Ks/Iy's 

,rmy will be it force /0 

COn/end Wllfl 

stratagem would 
be unsportsmanlike 

and give me an unfa ir 
advantage against the 

other lads. The force 
was headed up by a 
Hive Tyrant With a 
venom cannon (the 
only gun in the 

forcel) who would be 
marching at the front of the 

column with a Tyrant Guard and a 
Caroifex by his Side. I had the model for 
Old One Eye, but I would have felt a bit 
cheesy taking this monstrosity, so I 
deCided to treat him as a normal 
Carnilex. The only concession lawards 
tailoring my beasts to the miSSion was 
10 customize my Hormagaunts (S3) inlo 
Pyrogaunts (S4) , as I've found Ihat toxin 
sacs make ail lhe difference to the little 
fellas' effectiveness. A couple of squads 
01 these would be excellent at tying up 
the enemy spearheads on my flanks 
long enough lor my Tyranld monstrous 

GET STUCK IN! 
Alex : Four armies colliding in the center 
of Ihe board in a huge messy bloodbath 
of chainswords, claws, and 01 course, 
choppas riSing and falling In bloody 
gore? This is gonna be greatl 

Last time I played this scenario. I was 
beside Phil and spent the whole game 
trading blows with his Tyranids and 
ignoring the objective completety. 1"11 
have 10 be a bIt more focused this time. 
The first one 10 the objective always 
gets shot to pieces: thus. the aim is to 
arrive at the correct time and to make a 
decisive assault just before the game 
ends; sounds easy. but everyone else is 
trying to do the same. 

I intend to field a completely loot-based 
army, march everything steadily 
forwards towards the objective (a novel 
ark approach), and aim to arrive around 
Turn 4 en masse and swamp 
everything there. 

My core force comprises a mega­
armored Warboss with a retinue of 
Nobz, a large unit of Slugga Bcyz 
(because choppas against Space 
Marines are always worlhwhlle), and a 
unit of Tankbustas wilh four rokkit 
taunchas to deal with any large beasties 
Of vehicles that gel too close, In 
addition, Killer Kans and Cyborks 

Less Ih~1I ~ milt nny, the lorul 
rusl led u ~ chitumus swum of 
Tyupid, Idvlnced The first rays 

of thc rISIng 5UII gl inted from Storc 
upon teorc of glmcflD8 unplCU­
Bc:hind them. the trccs shook 15 I 

mIssive CnRlfex stomptd forward, its 
crOUChlllg glit belyillg thc speed 'lJnh 
.. hlch il could dose OD .15 p'ey. 
Broods of Pyr"ll1uall KUllied ;Hound 
the legs of a towcrlng H ive Tyrlnt. 
The behemoth's mlw drooled Ih iD 
slrands of Iu d, lbd the glClt bust 
emilled Ihe imperatlvc for the swu m 
10 ,dvapce. The scent of prey WJS on 
Ihe wind. 

It was lime 10 fced. 

creatures to get into position. I decided 
to accompany each of these squads 
with a Ravener to give them a bit more 
punch A squad of infiltratIng 
Genestealers to accompany the big 
lads was added to my force, as I felt 
sure they could deal Wi th any 
marauding Word Bearers or Dark 
Angels contesting the obJeclive. Finally, 
a couple 01 ZoanlhfOpes rounded oft 
the list. f"d just painted them and was 
pleased with the Aorshach ink blot 
effect on Iheir carapaces. Plus, their 
Warp Blast psychic power was ideal for 
lakmg down any Space Marines or even 
Dreadnoughts that gol too close Wilh 
all the bases covered, what could 
possibly go wrong? 

G rut Wnlord CUMg glared .t 
the 1I0lSy ubble before him. 
HiS boyz checked thm 

WUpOIlS Illd occulOlI.Illy hudbulled 
elCh olh" to psyche themselves up for 
the coming figh,. The prnnil war ch,nl 
em'lIltiDg (rom the Issemblcd mohs 
WIS dufcllillll. H c fclt I smlll surge of 
pride IS he look III the three smokc­
bekhinll Killer KI llS clInking to .... .,d 
him through the millillg sqUIds of 
Olks. The Orks were thirslY fOf the 
kill - Illy mOfC Willing lad Ihey·d bo: 
of{ reg.,dl o:s~ of h.s wishcs .• nd hc·d 
h~ve 10 resort 10 busl.ng lIeids. Cublg 
give the ooly commiod the hOYl 
would listcD 10 over tbe ucophollY of 
b.nlc Iusl. 

-Cel ·cm. Ild~!- hellowed Cnblg. lOci 
the throng pushed forw.,d. 

always scare people, and just for Phit, 
I'm adding a battery of Lobbas, as 
they're great against Genastealers and 
Hormagaunts, bull doubllhey'U be 
much use against Space Marines: Ihat's 
what the choppas are fOf 



Ow8fl Rees's 
Inrerrog810f 

Chap/ain 
Erra leads 
Ihe arrack 

Owen: When I found oul aboulthis 
game. I relished the challenge of 
unleashing the tactically superb Dark 
Angels against such stern opponents, 
especially three of them! 

I knew straight away that the armies 1 
really needed 10 worry about were Ihe 
Orks and Tyranids. Tl1eir vast 110rdes 
and superb close combat troops ruled 
out an early stab al l11e objective. Tl1elr 
cannon fodder troops could also easily 
tie up any advancing units indefinitely. 
However, ! also needed to be able to 
deal with Matt's Chaos Space Marines. 

With these concerns in mind, I wanted 
a force tl1al could lay down a withering 
l1all of lire against my enemies' basic 
troops during Turns 1 and 2 and an 
objective-grabbing assault force that 
could deal with the bigger ·gflbb1ies~ in 
the closing stages of the game. 

I decided to choose two groups of 
troops. The first group was tl1e tl1lnnlng 
contingent and consisted of a 
Vindicator. a Wl1irlwlnd. and two small 
Tactical Squads armed wltl1 plasma 

ANGELS' WRATH 
cannons. Tl1eir job was 10 hang back 
and pound anytl1lng on tl1e objective or 
anything that was getting too close lor 
com for\. I just couldn't resist including a 
Vindicator. The thought of unleashing 
S 1 0 ordnance every turn was just 100 
good 10 miss. I knew, however, these 
troops wouldn't be capturing the 
objective: that's where Ihe next group 
came in ... 

Group two consisted of a Command 
Squad and two Dreadnoughts. The 
Command Squad was equipped with 
plasma weapons, which. when 
combined with the Standard of 
Fortitude, would be lethal (especially 
against Chaos Space Marines) when 
the squad closed with the enemy. I also 
had an Interrogator Chaplain in this 
squad to add some close combat 
muscle. The Dreadnoughts were armed 
wilh assault cannons and power fists to 
spray down any marauding hordes and 
kill any large monsters they came into 
contact with. 

So, 10 recap: keep my distance. pound 
any large groups of troops, and then 
wade in at the lasl minute to snatch the 
objective. If 1 could turn the enemy 
against themselves as well, then so 
much the better. Let the carnage beginl 

This batlle repa" ,5 001 t1HJ I,rsl time Dwfm has 
boen leatured In While Dwarf We found /hIS 

pic/uro 01 our budding general way back In While 
Dwarf 180 ~flen he was just 'of 

I 
nTttr°8110f Chlpllin Etn muchcd 
low~rd The relChon force of Duk 
A1I8c1s .lS$Cmblcd before him. The 

8round Iremblcd bentlTh The IhuDde!ou! 

Irud of Ihe J»ir of ml8hTy 
Dmdnou8hu on cilher sidt of him. 
Emuzid lDd Dlm,d wctc mOft IhllI 

,UST poltn! weI POD! of wn. ~nd Elu 
hId spc nT Ihe hou" before d~\Vn in I 
couDcil of \VI( wITh Them. At the hack 
of lbe ruction forcc. Ttchmuillc Alild 
wu blessill8 Ihe mlc:hi~e spiriTs of Tbe 
Vwdicuor. ,lid Brolher D,duriu wu 
ullfurlia8 the Sundud of F'ofliludc. Tht 

holy b'anef .. ned iDd slIlppcd ill The 

stron8 wind f~ciD8 throu8h lhe c1euiIl8' 
Striding (orwnd. Em si811, led for 
them 10 join Ihe fesl of his comm~nd 

8rouP IDd uiscd his urn' ~s Ihe Duk 
Aa81=ls kDell ill pnyer. 

~Morlis Angelis. heed my WOIlis. for 

.... e suad uader the 8ue of Ihc 
Emptror himself: 

The voices of the usembkd SJ»cc 
Marines iDSWtred Their Cblpbin 

in uDison. 

-Wc sl,nd on Ihe Threshold of dUlh. 
yeT we do nol lihcr.~ 

~ Avengin8 wuriors. we lie btscT 011 111 
,ides by The ,lien ,nd Ihe hefCIic.~ 

inTolled Eln. 

~Wilh boiler lnd ehuns.oro. We w,l1 
dUIISC: Their ulnl.~ 

~Ollly ill dtlth docs dUly end. Duk 

An8elS. Idv~IICCr 

I 
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WORO BEARERS TURN 1 
Matt : With my Daemons not yet avaIlable. 
there wasn't much 01 my force on the table 
to moye. I started the game with the Fire 
Frenzy rotl for my Chaos Dreadnought, 
which turned out to be a 6. Unfortunately, 
he cooldn ', see any enemy Units. and 
luckily, he couldn", see any 01 my units 
either as there was a lungle In the way. 
Karaxis the FuriOus had oblliously seen 
something 10 the trees It did mean he 
couldn', move though, whICh meant that 
he had 1 less turn to reach the obJective. 
With my Chaos Dreadnought living up 10 
his name. I advanced SQuads Nemesis 
and Dre)(lar, led by Ahar'zul, towards the 
objective bUilding 

n WlIASlBlrru RIPI.T 

The Night Flf}ht rules for Turn 1 didn't 
prove to be any problem, as none 01 my 
units were in range anyway! 

ORKS TURN 1 
A lex : t see a flaw 10 my plan_ With a 
desperate groan. Gazbag's mega armor 
seized up. and he staggered a mighty 2" 
forward. At this rate, he'll herOically arrive 
at the objective around Turn 12. I shouldn't 
have scrimped on the mega boosta (idiot). 

IgnOring his curses, the rest of the Boyz 
were 011 towards the objective. The 51ugga 
Boyz angled towards Matt's Word Bearers 
on my right flank, and the Killer Kans and 
Cyborl!.s head towards Owen's Dark 
Angels on my leh flank. 

I 

The only things I could lire In the Shooting 
Phase were my lobbas. For the lack 01 a 
solter target (Phil was diagonally opposite 
me) I hred at Owen's Command Squad 
(someone said they were expensive) and 
killed three 01 them. To add insult to injury, 
a stray shell blew out the back 01 his 
Vindicator. I felt sorry lor him, but I know 
there'lI be reprisals. 

So far so good 

DARK ANGELS TURN 1 
Owen : Curses! My Vindicator was dead 
along With three Space Marines from 
Command Squad Ezra. A bad start to the 
game for sure. A couple more turns like 
that and I wouldn't have an army to play 
with. I decided to stick to my ptan and 
separate my troops a bit to stop fulure 
bombardments dolflg QUite as well. 

I started by moving the Command Squad 
Into the dense woodland separating Alex 
and me. From here, they would be ready 
to make a move on the Objective. I also 
moved Oamlel and Emarzlel up InlO lhe 
gap belween the trees and the Tyranid 
spore chimney. Next. I moved Tactical 
Squads Revenge and Reprisal into better 
firing poSitions, since Phil had hidden 
most 01 hiS Tyranids 

My Shooting Phase began with firJllg the 
Whirlwind at the Ork Slugga Bcyz Alas, It 
scattered a massive 12' thanks to the 
Night Fight rules. Funnily enough though. 
I struck the lobbas, the very unit that had 
caused so much damage to my army. Talk 
about divine retribution! The shot 
destroyed a lobba. killed two Grots. and 
pinned the unit. Have some of thatl 

lastly. I lired my Dreadnoughts at the 

L_ 



nearest Zoanthrope, which Simply 
shrugged ofltha assault cannon rounds 
with ItS warp field 

Not a bad turn oyerall. Whal happens next 
all depends on Phil. Hmm, interesting ... 

TYRANIDS TURN 1 
Phil: Aher what seemed like an etermty of 
indeciSion as 10 where \0 place my 
Genestealers wllh their Infiltrate ability 
(trust me. It was a jungle out there), I had 
opted to keep my entlfe Iorce tucked away 
In Ihe large wooded areas in my 
deployment zones, It had paid off, as I had 
sustained no casualties thus far. I felt sure 
that this good fortune had a 101 to do with 
Alex obliterating that nasty Vindicator and 
made a menial nOle to buy him a pint after 
the game 

The Tyranid monstrous creatures 
spearhead moved forward out of the wood 
toward the objecltve I wanted them to gel 
into tha bunker's cover as soon as 
possible. It doesn't pay to dawdle With the 
big lads, as they move only a 
comparatlyelv sluggish 6' a turn The 
Genestealers crept along behtnd, hoptng 
desperately no one would notice them 10 
Ihe shadow of Ihelr massive companions. 
The Zoanthropes moved forward to adopt 
better firing poSlltons. t hoped 10 annoy 
Owen With the Zoanlhropes so that he 
would concentrate hiS fire on tham rather 
lhan on the monstrous creatures. 

t had deployed 01lE! squad of Pyrogaunts 
and a Ravener as far left as POSSible so 
thaT Ihey could race over and grab Ihe 
bunker between my troops and Man's. The 
bunker could be bolh a staging potnl for a 
later push and a deterrent to the Word 
Bearers' advance . 

A good Fleet of Claw roll for the 
Pyrogaunts helped; most 01 the 'Gaunts 
would enjoy a healthy 4~ cover save trom 
any incoming lire. II Man got 100 close, I'd 
throw the unit down the throat 01 his army 
and see how long it tied up his advance. 

As the Night Fightrng rule was in place for 
the t Siluro, my Shoaling Phase was 
regrettably brief: even The lone Zoanlhrope 
who could make out the Dark Angels on 
the other side of the board missed with its 
Warp Blast Your move, creep .. . 



WORO BEARERS TURN 2 
Matt: Wilh my force totally intact, I started 
the rolls lor my Oaemomc units With a 
flurry 01 4'5, I summoned the Bloodletters 
from the Warp next to Squad Nemesis. On 
the opposite side of the battle tine. the 
Flesh Hounds also made an appearance. 
right next to the Icon of Squad Orexlar. 
Alter some procrasllnation. I decided to 
welcome the Keeper of Secrets, With 
some help from the daemonic chains, 

14 CARNAGE SAmE REPORT 

Ha'dkhull made an appearance and 
possessed the (unllortunate Aspiring 
Champion of Squad OreKlar. Restrammg 
himself this turn, Kor3xis the Furious 
moved from behind the Jungle and 
prepared 10 target the vast horde of 
Tyramds to the right. In anllClpatlon of a 
Tyranld assault. Squad Nemesis moved 
forward into the Jungle where they could 
support the rest 01 my lorce. The 
Bloodletters moved up behind them, and 

a!1hough they would probably be In 

shooting range 01 Alex's Orks next turn, 1 
was conlidentthat their armor would be 
capable 01 shrugging 011 any shots that did 
manage to hit them. With the phrase 
"charge or be charged" ringing in my head, 
I moved the Flesh Hounds towards Phil'S 
Pyrogaunts thai were gelling a bilioo 
close for my liking. Accompanied by 
Ahar'zul, the now Niladerless Squad 
Drexlar continued its advance towards the 
objecllve bunker. 

Through a senes of nods, winks, and 
secret hand signals, I'd decided With Owen 
to auack Phil. Although the Pyrogaunts 
would have been a beller target, I lust 
couldn't resist firing at the Genestealers 
KoraxlS the Funous started the 
proceedings. Hearing gasps of "How many 
templatesT t fired the hallOC launcher and 
killed three 01 the Geneslealers. Another 
three were gunned down by the heavy 
bolters. Only three of the deadly power­
armor-munching beasties were lell. much 
to the relief 01 Owen and myself Realizing 
the threat that the closest Ravener 
posed, Squad Drexlar ftred at It but 
failed to wound it 

With the shooting done, It was time for the 
first assault of the game. The Flesh 
Hounds charged the Pyrogaunts. As they 
were in cowr. the Pyrogaunts struck lirst 
and kJl!ed three Flesh Hounds - not good! 
Bltrng back, three 01 the Pyrogaunts were 
torn apart leaVIng the combat a draw 
Losing the Moral Hrgh Ground roll, the 
Flesh Hounds were banished back to the 



Warp aUer I failed my Instability check (the 
roll was at ·5. so it wasn't a surprise). 

The turn had finished poorly for me. The 
Flesh Hounds' loss meant that next turn 
the Pyrogaunts could charge my force. If 
only I could get Alex or Owen \0 fire at 
them beforehand .• _ 

ORKS TURN 2 
Alex : Unbelievable! I think: I was being 
optimistic about Gazbag reaching the 
objective by Turn 12, as this turn, he only 
moved 1"1 He tripped on a tree trunk or 
slipped on a banana skin or something. 
I'm gomg to paint him red and put "go 
faster" stripes on him (or maybe pay 10 
points for that mega boosta). The rest of 
the Boyz marched on regardless, not 
waiting for him. Owen had fired his 
Whlrlwmd at my Slugga Boyz in the 
previous turn and missed them completely 
but destroyed a Lobba and pinned the 
rest ; Ihus, in this turn, there was no 
firing al all. 

With a wooded area between myself and 
Owen and with Matt focusing all of hiS 
attention on Phil, I felt I was in a good 
position for overrunning the objective as 
long as Gazbag gal his aCllogether, 

DARK ANGELS TURN 2 
Owen: Got away quite nicely without 
bemg targeted this turn (so far) , Time to 
get down to busmess. Matt and Phil were 
dulling each other up. However, Phil was 
doing his classic tle-'em-up tactic on both 

The Whirlwind finds a target truly worthy of Its anenllOn. 

of us by sending in the 'Gaunts. So (with a 
knowmg exchange of sneaky nods with 
Matt) I decided it was time to lend a hand. 

I moved the Command Squad further 
away from the Killer Kans. The last thing I 
wanted was to be charged by those tin 
cans, so I stayed safely within the woods. 
The Dreadnoughts inched further forward 
to the starting lines (I didn't want to gel 
Tankbusta'd too early). 

My Shooting Phase began with the 
Whirlwind firing at the Tankbustas. The 
missiles were just about on target and 
killed two. Alex failed his pinning and mob 
size checks; those Tankbustas would be 
standing around next turn. As a bonus. the 
ordnance also stunned a Ki ller Kan. I was 
glad I brought the Whirlwind nowl 

Next up was my main firing line. Phil had 
placed the Zoanthropes tantalizingly close. 
but I deCided to ignore them in favor 01 the 
bigger, more objective-threatening 
monster, the Hive Tyrant. The last thing I 
wanled was tor both the Hive Tyrant and 
the Carnifex to end up together on the 
objective with a 4+ cover save. 

Damiel opened up with his assault cannon 
and scored 1 Wound apiece on the Hive 
Tyrant and his bodyguard. Emarziel 
achieved nothing. The members of Squad 
Revenge fired their bolters and plasma 
cannon and inflicled another Wound on 
both and killed the Tyrant Guard outright. 

The soldiers of Squad Reprisal !ired their 
plasma cannon and plasma gun. Both hit, 
but tragically, one didn't wound, leaving the 
Hive Tyrant With 1 Wound and pretty much 
out of lhe game. Now, all I had to worry 
about now was two Zoanthropes, three 
Killer Kans, and a Carni fex! 

IYRANIDS TURN 2 
Phil: Baht Not good at all. Owen sensibly 
ignored my Zoanthrope bai t In lavor of the 
really big trophies, and now my Hive Tyrant 
was seriously wounded. This misfortune 
could spell disaster for the 'Nids, and I 
cursed myself for not bringing another 
Synapse Creature. I was bold (or stupid) 
enough to hope that one Synapse 

Creature with 4 Wounds, a 2+ save, and a 
bodyguard would be enough. It looked hke 
my mistake was about 10 be made 
painfully clear. No way was I expecling so 
much plasma weaponry, and it seemed 
that Owen was intent on showing me what 
II could do. For the lime being Ihough, my 
force 's lynch pin was still alive and 
scuttling into cover as quickly as it could. 
The Carnifex moved right up 10 lhe bunker 
and waited for its moment to barrel 
lorward. No one else had really closed 
with the objective. If I were lucky and the 
game ended soon, I could win. 

Matt's Flesh Hounds had put in such a 
dismal performance thaI my lIanklng force 
was free to counterattack on the lelt. 
Reasoning there was no place safer than 
combat and also that an early delay could 
cripple Matt's chances of getting to the 
objective, I sent the Pyrogaunts and 
Ravener bounding toward his lines. 

Once more. my Shooting Phase was 
pretty dismal. The Tyrant's venom cannon 
and both the Zoanthropes' Warp Blasls 
missed their Dark Angel targets. and 
Owen's force emerged unscathed. I rea!ly 
couldn', afford Ihis one-sided duel much 
longer and resolved to throw the other 
squad of Pyrogaunls toward him 10 
keep him busy. 

The Assaull Phase was much more 
encouraging. The 12" assault move of the 
Pyrogaunts proved more than enough, and 
almost all of them got Into combat with the 
Chaos Space Marines. The Pyrogaunts 
were determined to prove they meant 
business and killed one of the Word 
Bearers in relurn for no losses, and the 
Ravener did even better, slicing apart two 
more of the worshipers of the Dark Gods 
with its scything ta lons. The squad was 
Fearless due to the nearby Dark Apostle's 
Demagogue power; with this paragon of 
Chaotic ideals ac1tng as cheerleader, the 
$Quad was going nowhere. Not a 
spectacular result , but one hell of a thorn 
in Matrs side and hopefully enough to 
distract him from the objective while lhe 
spearhead advanced. 

WHIR DWARI15 



WORD BEARERS TURN 3 
Man: As I had expecled, Phil had charged 
his Pyrogaunts into my force. If I could 
deslroy them Ihis turn, I could use the 
Sweepmg Advance rule to gel nearer to 
Ihe objective and make the most of the 
sl luation , With this plan in mmd, I moved 
the slill behaving Chaos Dreadnought 
where it could fire at Phil's Tyranids and 
Slill assault Ihe Pyrogaunts, Rhar'zut and 
the Ha'dkhufl also moved into a position 
where they could assault. The rest 01 my 
lorce continued its advance. 

The unholy partnership between Owen 
and myself continued (perhaps someone 
should tell him that my guys are CHAOS 
Space Mannes). My Chaos Dreadnought 
started the Shooting Phase by blowing 
away a Aavener in a btaze of bolter shells. 
Rhar'zut anempled \0 single out the 
Carnifex but was just ou\ 01 range. 

With the shooting over, It was stralghl onto 
combat. Despite altaclung Ihe Pyrogaunls 
WIth Ahar'zut and Koraxis the Furious, I 
only managed to killlhr89 of the ·Gaunts. 
On a brighter note, the Keeper of $ecrels 
did manage 10 splat Ihe lasl remaining 
Aavener. To confound the problem. Phil 
managed to pass his Morale check, 
despile needing to roll a 3 or less, 
meaning tha t I would have 10 light another 
round of combat In Phil's turn 

Phil's tactIC of nolding me up With 
Pyrogaunts was WOI"king. It's times like this 
one when you've gOllo remain focused on 
the miSSion and not just $II back and blow 
away your nearest opponent. 
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Scatter. ctamn you' And $OtI'1e people call rh,s work 

ORKS TURN 3 
Alex : A pathetic 2"1 YeS, I am talkmg 
about Gazbag's Difficult Terram lest. 
Forget the mega boosta - I'm buying 
him a Trukk. 

However, the Killer Kans were closing In 
on Owen's posillon supported by 
the Cyborks. 

The Tankbustas. bemg pmned last turn by 
that btasled Whirlwind, could do nothing 
but eal dirt. I was hoping thallhey would 
be availabte to assist in the destruction of 
Owen's Dreadnoughls, 

The Slugga Boyz kept heading towards 
the objective while keeping an eye on Ihe 
Daemons that had turned up, I'd never 
fought against Bloodleners before. so that 
could be interesting. However. Matt seems 
to be ignoring me and that could be a fatal 
mistake for him, Owen and Matt seemed 
to be conspiring against Phil , which suiled 
me just line. The only thing bOthering me 
was Owen's Whirlwind 

My Shooting Phase was ne~t 10 useless; I 
managed to kill only one Bloodietter with 
the big shoota from my Warboss's retinue 
My Lobbas seemed to think: thai they had 
done ailihallhey needed to do this battle 
and were JUSt sllIing back laughing at 
Gazbag's altempls to walk, 

I was Itching to get into combatl Nexllurn, 
I would be there 

DARK ANGELS TURN 3 
Owen : I have to say that I was beginnmg 

to feel really sony lor Boyd's Warboss. I 
lear lor the Grot who didn't oillhe suilthis 
mornmgl Phil's targeting 01 my units lasl 
lurn had been prelty unlucky too In 

that everything mlssedl My army 
remained unscathed, 

11 was now Turn 3. The waiting was over. It 
was lime 10 strike. I boldly moved bOth 
Dam lei and Emarziel straight lowards the 
Objective. I also attempted to do the same 
With Ezra and his Command Squad, but 
they rolled measly double I 's lor 
movemenlthrough the woods. 

The Whirlwmd launched another deadly 
cargo, this lime al the Cybork:s. The 
missiles were spot on and killed a 
Tankbusta and a Cybork. Alex, curse 
him, managed to pass hiS pinmng 
lesllhlS time! 

Tactical Squad Revenge had line of sight 
\0 the Hive Tyrant and decided 10 try and 
finish whal had been starled earlier. 
Unfortunately, the SUper hoi plasma 
simply lailed to wound the gigantiC 
creature. Tactical Squad Reprisal fired al 
the Zoanthrope nearby but couldn 't get 
through Ihe extremely thICk carapace ot 
ItS prawn-like skull. 

Now it was time lor what I had been 
waiting for: the assault cannons of the 
Dreadnoughts against Alex's Killer Kans, 
Hundreds of rounds were unleashed, and 
Ihe barrels were super-heated to glow red 
from the fricllon, Once the smoke had 
cleared, those Killer Kans still stood. All I 
had managed to do was stun one. TypICal 
luckl Stili, al least only one would be 



slamming into me next~I:":m~.~':":d~'~W:':":'~I --~~::;::::::::::::~::::~:::::::~:::~l 
too worried as Space Marine 
Dreadnoughts are much bener than 
Kil ler Kans. 

TYRANIDS TURN 3 
Phil: Because my Hive Tyrant managed to 
get into cover last turn. it was stil i al ive to 
exert its synapse control over the swarm. 
Even Ihe elements out of synapse range 
passed Iheir tests. Despite suffenng heavy 
losses, including both of the Raveners, on 
the lett to Matrs counterattack, pretty 
mUCh all of the Chaos forces barring the 
Bloodleuers were committed to 
slaughtering Pyrogaunts. Matt's army was 
still miles from the objective, whereas the 
Carnlfex was practically on top 01 It. 

1 Just wished I"d been as successful in 
hlndenng Owen , Frankly, I now have a 
healthy respect for the sheer amount of 
firepower his torce could put oul. With this 
in mind. I senl the second group of 
Pyrogaunts scuttling toward Squad 
Reprisal and moved the Zoanthropes into 
a poSition where they could take out 
Owen's Tactical Squads with the plasma 
cannons. It was time to pull the Dark 
Angels' teeth, 

The Shooting Phase suddenly came into 
its own. with the Zoanthrope hovering over 
the woods finally hitting its target and 
obliterating three members of Squad 
Revenge, including Ihe plasma cannon 
and plasma gunner. Two down , two 10 go. 
The other Zoanthrope missed, but the 
Tyranl killed two trom Squad Reprisal with 
gobbets ot exptosive venom from its bio-

weapon. This casualties made the second 
Pyrogaunl brood's job a linle easier in the 
Assault Phase. Although the Dark Angels 
killed two Pyrogaunts with close·range 
shots, the remainder of the 'Gaunts leapt 
through the air, bowled into the Space 
Marines in a flur ry ot frenzied stabbing, 
and killed them all. The Pyrogaunts swept 
forward into the remainder of Squad 
Revenge and effectively neutralized il. 
Suddenly, the amount 01 plasma death 
facing the Hive Tyrant didn't look so bad. 

On the left flank, however, Matt's 

The Keeper of Secrets leads the purswt. 

counterattack finally cut its way through 

the Pyrogaunt brood blocking his 

advance. Given the fact lhat the 'Gaunts 

had lied up a squad 01 fearless Chaos 

Space Marines, a Chaos Dreadnought, a 

Dark Apostle, and even a Greater 

Daemon 01 Slaanesh, I thought they had 

done an admirable job. Nonetheless, Mat' 

had swept toward my lines with all of his 

victorious units and looked Intent on 

settling the score. 
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The prospect of combat fills Gazbag wlm a sense of urgency. 

WORD BEARERS TURN 4 
Matt: At lasll Those pesky Pyrogaunts 
had been eliminated, Time was running 
out fast as the game could potentially end 
this turn with none of my units anywhere 
near the objective. I would need the game 
to last at least a couple more turns it I 
were to have any chance at Winning. On 
my right , the badly mauled Hive Tyrant 
was skulking in cover. Although I was out 
of charge range this turn. the Tyrant still 
could pose a real threat, so it was time to 
Unish olf what Owen had started, On my 
other flank, the arks were gening 
dangerously close to me and the objective. 

In a bold move, the Bloodlellers moved 
within assault range of the nearest Slugga 
Boyz mob. On the other lIank. Rhar'zut, 
the Keeper of Secrets, Squad Drexlar, and 
Koraxis the Furious moved up ready 10 
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unleash their firepower at the Hive Tyrant. 

Passing my psychic lest, the Keeper of 
Secrets casl Wind of Chaos at the Hive 
Tyrant. Needing only a 4+ 10 kill the 
monstrous creature, I nalurally roiled a 3. 
Rhar'zul fired next but failed to wound. 
With rage slowly bUilding, Squad Drexla r 
cooled the situation (or super heated it) by 
Ilnlshing oft the Hive Tyrant with a plasma 
gun. Koraxis the Furious was free to target 
his old friendS the Genestealers and 
promptly killed two more of the unfortunate 
creatures. As an alterthought. Squad 
Nemesis targeted the Carnifex standing 
aloll on the objective. With only one bolter 
in range, the squad nol only managed to 
hit and wound, but Phil also rolled a 1 lor 
its saving throw! 

With muflled chants 01 "Blood for the Blood 
God" (I'm a secret Khorne worshiper), the 

Bloadtellers charged the Slugga Boyz and 
killed six 01 them and sustained no 
losses. Luckily lor Alex, the Slugga 
Boyz passed their mob size check 
and held firm. 

ORKS TURN 4 
Alex: Mati charged me wilh hiS 
Bloodletters. Action at last! He has the 
strength and skill. but I have the numbers, 
He killed six for no loss, bul I gel 10 move 
all of the resl 01 my Boyz In on my turn. 

The prospect of combat inlused even 
Gazbag With a sense 01 urgency. He 
surged forwards a mighty 4". He'll 
probably have to rest next turn. 

The Killer Kans had moved into charge 
range of Owen's Dreadnoughts. and my 
Tankbuslas had a line of Sight. Things 
were slartlng to get interesting. 

My Shooting Phase was lalrly uneventfUl. 
The Tankbustas failed to damage Owen's 
Dreadnought. The one Killer Kan capable 
of liring missed. The only pOSitive was 
ta king 1 Wound 011 Phil's Carnilex wi th a 
big shoota. Phil was haVing real problems 
with his armor saves, which was a shame 
as everyone was firing everything at him 
The Assault Phase went well as the Killer 
Kans managed to destroy one of 
Owen's Dreadnoughts, and Ihe Slugga 
Boyz managed to Kill a couple 01 
Matt's Bloodletters. 

DARK AN GELS TURN 4 
Owen : Tyranids In my deployment zone ­
not good! Those Hormagaunts really can 
motor. I had thought that I might have 
another turn before Squad Reprisal got it. 
How wrong I was! 

The time had come 10 make my move 
Squad Revenge was looking like it would 
be destroyed. and the last thing I wanted 
was Hormagaunts tying me up, Squaa 
Revenge would have to hold the cntters, 

Then there was the Ki ller Kan problem, 
With Emarzlel lying in ruins, I was lucky 
Damiel hadn't fallen victim to a sweeping 
advance (an inch of space spared him). I 
seemed unable to roll anything higher 
than a 1 on the penetrallng hi t chart. 

I fina lly got the Command Squad out of 
cover with a prelly goad Difficult Terrain 
test. It was now up to the Command 
Squad to capture the objective. I also 
moved Damlel round to charge the Killer 
Kans and hold them up while the 
Command Squad made its allack run. 

My shoollng went well. First oft, I landed a 
Whirlwind barrage right In the middle 01 
the Cyborks, killed oft three 01 the 
hardened nutters, and caused an 
Ordnance Pinning check which the 
Cyborks duly failed. Hurrah! That was one 
less thing to worry about Next up was 
Squad Revenge firing at the sweeping 
Hormagaunts. Despite being pretty much 
on target, no wounds were caused 

Then it was the Command Squad's turn. 
After Phil had lost 2 Wounds on his 



A ~rllfIIC oallie erupts as /he Killer Kans f1f19t19fJ thtl Dark Angels Dreadnoughts 

Carmfex to small arms lire (heh heh), all I 
had to do was plaster it wilh my Command 
Squad's plasma coup de grace and s1/ol1 
on to tho obJecllYe. The squad unfurled Ihe 
Standard of Fortitude, and no less than 5 
plasma',nfllcted wounds found their way 
onlO the Carnlfex. Because the Carnlfex 
was on the bunker, II benehleel from a 
chunky 4+ cover save. Phil rolled the dice 
and saved all but one • doh' , lired all my 
other units at the beast to try and finally 
pulll down, but Phil had discovered Ihe 
joys of passmg armor saves, and lho 
gnbbty refused to fall 

The Assault Phase was also dramalic, 
Squad Revenge survived the nino attacks 
that came lis way and killed two of the 
Hormsgaunts on bolter bayonets. Bemg 
out 01 range of a Synapse crealure, the 
'Gaunts ran like the dogs they werel 

oamlel was also deep in combat wrth the 
Killer Kans. But ooce again the magical 
"Destroyed" result was out of my grasp, 
and r caused a mere Immobilized result 
51111. I wasn't destroyed either, and oamlel 
was holding Ihem up. 

SurveYlIlg the scene as It stood now. I 
wasn't conlidenl. BaSically, I was In for It 

The Orks were closing, and I only had a 
few models left The clock was now ticking. 
I also had a Carnifex staring at me looking 
rather unabashed and ready to roll in like 
a bowlmg ball . 

TYIlANIDS TURN 4 
Ph il: By this poinl. I was growing sure that 
Man alld Owen had some kind of alliance, 
which is perfectly appropriate in thiS 
miSSion, It's half the fun, but Ihe 
scoulldrels had done II on Ihe sty (I knew 
there was something up when f came back 
from lunch and everyone stopped talkmg 
and acted innoeenL .) and so I found 
myself taking on both of them. As a result, 
my Hive Tyrant was finally dead: Ihe 
battered remains of my Genestealer squad 
was down to one gribbly: and to add insult 
10 inJUry, my poor old Carnifex had taken 2 
Woullds from small arms fire NOllhat I 
can really complain alter Owen's daunlmg 
plasma barrage from his Commalld Squad 
caused only I Wound . Hey ho, 1 thought, 
taking in the tanered remnants of my army, 
I may as well go for it Aller all , II was Turn 
4. The bloodied Carnitex was fight on top 
01 the objecllve. If Ihe random game length 
roll turned out to be at , I'd have the battle 

in the bag. The Pyrogaunts In the thick at 
the Dark Angels' quaner had other Ideas, 
tailed Iheir Synapse Control check, and 
legged It back loward my lines. Alter 
~asting apart three dressing·gown-clad 
Dark Angels from Squad Ezra wilh the 
Zoanthropes, I Ihrew caulion to the wrnd 
and assaulted the Killer Kans With my 
Carnilex. I was stili closest to the ob~tive 
by a Vital Inch or IWO, and I fancied 
causing some damage on Ihe way out 
Two penetraling hits resulted In an 
Immobllizallon and a stun on Ihe Kans. but 
il was Ihe next roll· the random game 
lenglh roll· Ihat really counted. The guys 
let me rOll the die, though Matt remarked 
that letting me roll was a big mlslake, as 
I'd been rolhng "5 all game. The die 
bounced to a halt among the scrum of 
massive monsters next 10 the objective. As 
the players held their breath_ the die came 
up a 2 , Close, but no clQar. My gambll of 
playing lor an early win hadn't qUite paid 
off, and 1\ looked like I Sllll had some work 
to do. Nevertheless, If the Carnllex could 
survive anOlher round at combal wllh the 
Killer Kans, it'd be party lime when It came 
round to my next turn, 
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WORO BEARERS TURN 5 
Matt: luckily, the game hadn't ended, so I 
was still in it. All I could do was continue 
my advance and hope thai tile game 

would go on lor another turn. With Owen 

and Phil dulling each other up on the 
objective, all I needed to do was arrive al 
lust the righllime and mop up the 
survivors. The only other thIng I really 
needed to do this tum was to slop the 
Orks arriving al the same lime. Squad 

As ~me rICks away. each army moves Within stlildng distance of the objeciMI 

r-
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Nemesis started the Shoo!lng Phase by 
killing a single Tankbusta With ils Ilamer 
Koraxis the Furious fared IIItle better kIlling 
only two more. 

In the Assault Phase. the Bloodletters 
conlinued their good work killing two more 
Orks lor no loss. Once again though, the 
Orks refused to run. The game had 
entered a yital stage. I really needed it to 
continue /of at least a couple more turns. 
So far, Owen and I had pretty much 
neutralized the threat from Phll's Tyranids, 
but With Owen already on the objective, he 
was cerlainly gelling the most out 01 this 
special relationship. 

ORKS TURN 5 
Alex : Gazbag moved 3" Irs now a race 
against the dice to get him Into combat, 
but the sharp money·s on the dice. The 
Cyborks couldn't do anything this turn as 
they had been pinned by Owen·s annOYing 
Whir lwind. I'm beginning to regret gloating 
so much over the destruction of his 
Vindicator on Turn 1 The Grots will be 
punished severely for usmg their initiative 

The Tankbustas moved into the cover of 
the central building where they would have 



a good line of slghl to Matt's Dreadnought. 
If the game went on longer. I didn't want to 
meet that thing on the objective. One 
penetrating hit and one glancing hit, and of 
course, the glancing hit destroyed the 
mons1fosity. The Assault Phase went really 
wetl. The 81ugga Boyz finally sent the last 
Btoodletter back to the Warp and swept 
towards Ihe objective, The badly damaged 
Killer Kan and the wounded Carnifex 
destroyed each other with simultaneous 
attacks. Owen was now in a good posi tion 
II the game ended this turn. Thankfully, the 
rest of my army is now close enough to do 
some damage next turn. 

DARK ANGElS TURNS 
Owen: t couldn't believe that victory was 
now within my grasp, especially after last 
turn! Phil's decision to charge Ihe Killer 
Kans was a crUCial one and had breathed 
new life into my a1tempt on the objective. 
All I had to do was get onto the objective 
and hope the game ended this turn. 

I moved only my Command Squad, which 
passed its DiHicult Terrain test with enough 
movement 10 get right on to the objective. 
The squad was looking a little depleted 
atter Ihe Zoanthropes had blasted them, 

but there were enough Dark Angels lett to 
be effeclive. Everything else was in 
combat or ready to fire. 

The Shooling Phase started with a 
barrage from the Whirlwind at the 
Zoanthrope and Genestealer that were 
threatening my Command Squad. 
Although I was spot on targel, the 
abominable crealures came out 
unscathed. I also fired the Command 
Squad at the sol itary Genestealer, but 
these shols also failed to do anything. 
Lastly, Squad Revenge fired on the 
re1feating Hormagaunts and 
kil led another. 

Would there be a Turn 6? II so, Ihat 4+ 
cover save would come In useful. and my 
Chaplain would be earning his pay. 
Fingers crossed ... 

TYRANIDS TURN 5 
Phil : Despite the fact that the Tyranid 
forces now consisted of Iwo Zoanthropes, 
one Genestealer. and a squad of 
Pyrogaunts Intent on fleeing the 
baUiefield, there was still an outside 
chance 01 me pulling oft a victory. The 
Carnite~ had 1051 its last wound in the 

Godzilla'style combat with the Killer Kans 
and the Dark Angel Dreadnought 
al though the CarnUe~ did take a Kan with 
him. As the Zoanthropes were the only 
models thai could really aftect the 
outcome of the game, I moved the last 
remaining 'stealer and the two brain·bugs 
toward the remnants of Owen's Command 
Squad, Two S5 AP3 blast templates could 
all but destroy the troublesome squad. 
Sadly, my accuracy was true to form, and 
both Zoanthropes missed. The Dark 
Angels struck a pose; surely, nothing 
could stop them now. How right they were. 
The Genestealer was just out of its 6' 
assault range, and the Zoanthropes' 
unconvincing and desperate charge 
merely provided the Interrogator Chaplain 
with something to smack With his crozius. 
As stringy webs of Tyranid brain drifted to 
the ground, the fateful die roll was made 
and came up a 2. which, on Turn 5. 
signaled the end of the game. Owen's 
Command Squad was nearest to the 
objective by a Pyrogaunfs lang. and what 
was an incredibly close game ended in a 
Dark Angel Victory. 
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Carnage IS 8 very fun and dEMous game, liS each plays' becomes more paranoid about who has arranged a bellllll:Hhe-scenes a/MInce w,lh whom 
With _I}' player aware of each sly nod and wmk, ,t's 8 scenarIO guaranteed /0 cause 8 few laughs 

THE LION WATCHES OVER ME 
Owen : j am quite 
simply speechless. I 
wonl It was extremely 
close and good fun to 
play. I consider my 
victory quite a humble 
one; it really could've 
gone any way. If Phil's 

Owen Rees Carnilex had charged 
my Command Squad instead of Boyd's 
Killer Kans, then things could have 
been different. The Lion really did watch 
over me. My position at the end of the 
game was ideal. I was far enough away 
lrom Phil to make his last desperate 
Charge a losing maneuver, but close 
enough to the objective to capture it 
In the end. 

Phil: What a blast! If it 
weren't for those 
pesky Dark 
Angets ... no, I've no 
right to grumble; the 
things that let me 
down shouldn't really 
have come as much of 
a surprise. After all , 

Tyranid accuracy is never 10 be relied 
upon. The aspects of the game that 
went well really worked oul. especia11y 
my stalting tactic that the Word Bearers 
never really recovered from. 
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The fact that I wasn't a close combat 
army rea11y helped out in this game. 
Phil was scared of my firepower and 
kept me at claw's length and went after 
Mall instead. Mall duly obliged. My 
shooting and his Chaos Space Marines 
pretty much pounded Phd out of the 
game. Anyone would've thought Mall 
were and I working in league - as if 
Dark Angels would ever fraternize With 
the enemy (well. okay, maybe we did a 
bit)1 However Matt's cooperation teft 
him well out of contention. With my 
army and the Orks separated by the 
woods, I only had to worry about one 
army at a lime. 

MONSTER MASH 
Unfortunately, this stratagem did have 
the nasty side-effect of earning the 
attention of the Word Bearers' firepower 
for a full turn. cosllng me half of my 
monstrous creatures. My Carnifex did 
his usual job of wading up to the 
objective and standing on top of it 
roaring defiantly, but in the end, my 
eagerness to take on two opponents 
sealed Owen's victory. That. along with 
his unholy alliance with the forces of 
Chaos (the Interrogator Chaplain 
should be ashamed of himself!). proved 
my downfall. Realistically, I had no 

Man of the match goes to the 
Whirlwind. This nifty piece of gear 
helped 10 pin down a lot of Alex's 
forward units, which was crucial al the 
end of the game. The fact is I probably 
wouldn't have fired at the Orks every 
turn. but they had so infuriated me alter 
the audacity of their artillery thaI It 
would have been rude not to retaliate! 

Overall, it was an excellent game wltn 
plenty of back-stabbing and sneaky 
underhanded tricks. Despite an early 
setback, I stuck wilh my plan, and II 
saw me througn in the end. The Dar!< 
Angels really shone through today. 
They are the Emperor's finest after all! 

chance of fending off both Malt and 
Owen for the majonty of the game. 
Fur1nermore, if AIel( hadn't had SUCh a 
bad run of Difficult Terrain lests. I'm 
sure his virtually unmolested Orks 
would have swarmed over that 
objective like ants over a jam sandwich. 
As usual, my luck came through for me, 
and my ploy of playing lor an early end 
proved the fight deciSion. even though 
Owen ultimately made a beller job of It 
Next time I think j'lI take another 
Carnifex or two." 



WE CAN ALWAYS COME BACK FOR ANUWER GO 
... ""';;;;~_. Alex: Just as I was 

getting close, the 
game ends. The game 
was great fun. Man 
and Owen conspiring 
against Phil (Word 
Bearers and Dark 
Angels hand In hand 
against the Tyranid 

AleJt Boyd menace - who would 
have guessed It?) lett my army pretty 
much Inlact at the end of the game. 
Well, the Kiner Kans were in a bit of a 

mess, but thanks to Owen's inability to 
roll anything higher than a 2 on the 
damage chart, two of them sllllllVed. 

Gazbag. his retinue, and the Cyborks 
were useless. as they didn't even get 
close to getting into combat. Never rely 
on mega armor when planning to move 
your whole army forward together. My 
Tankbustas did great getting closest 10 
the objective and taking oul a Chaos 
Dreadnought. Aparl lrom the initial 
fluke, the lobbas were next 10 useless. 

I forgot 10 use them al aU on Turn 4, 

and I still feel thaI Ihey would have 

been useful had I been closer to Phil. 

In the end, I"m not too disappointed. I 

had a good laugh - mostly at Phil's 

expense. I should be offended that MaU 

and Owen thought I was so small a 

threat that they could Ignore me, but 

they were probably right. I'll show 

Ihem next time! 

SO NEAR, YET SO FAR AWAY 
Matt : Curses! The 
game ended just too 
soon, If the game had 
been the Oscars, I 
probably would have 
won Best Supporting 
Actor. Allying with 
Owen proved to be a 

Mall HlJrson wise tactic, especially 
since we were too lar apart to be able 
to attack each other anyway. In 

I llterrogltor Ch'pllin Ezn. 
vlulted over the Will of the 
bunker complex, wiped the 

stuming remliP5 of , Tyrlilld 
ZOlnthropc. from his nmor. ,nd 
ulled (or his sqwd 10 sound ofr. 
Only three did so. The lit nound 
him e(hoed wilh the stru.ms ,nd 
.... 11 trics of diens ,od herelles, 
.nd bmly I lundful of the Dnk 
AlIgcl relelion forte .... u leh Ilive 
ill the eye of the storm. 
Nevertheless. viclory WiS wi lhin 
Etn's gTiSp. Shoutillg II the top 
of his voice, he ordered the 
Whirl .... ind 'Pd the remlips of 
SqUid RevclIge 10 withdnw over 
hiS vox-link; the bupker complex 
... u the olily plice thu could 
posSibly sur~ive whu he pl,npcd 
to do. Timip8 WIS true ill 

Ezrl thlnked the Emperor ,luI the 
musive CUll i(ex hId ebuged 
'trlight over the enu,nce 10 Ihe 
underground silo in its hilSte to 
rend and leu. Its primitive buib 
... u unlble 10 comprehend the 
slnteglt imporlillce of the 
10U1!0ft.. Racing up to 'hc 
reillforted door to the ,ilo ","h 
the footsteps of his sqUid chnging 
loudly across the metll floor o( 

hindsight though, I got too carried away 
shooting al Phil's nastiest units. j 
should have ignored the Genestealers 
and gone lor the Pyrogaunts instead. 
Alter all, they were probably more of a 
threat to Owen's Dark AngelS. Alex's 
Or1<s didn't give me too many problems, 
but then the game ended just as the 
action was about 10 kick off between us, 
My best unit was probably my Chaos 
Dreadnought, who, after failing his Fire 

Ihe bunker behind him. Em bellowed IP 
Gllh of uge Ind frustfltion. The door 
h,d been buckled shut by one of the 
Cunifexs hooves u it hid (hlTged 
IcrOSS the lOp of the hunker. 

Bucillg his (eet IglillSI the opposite .... ,11. 
Em pushed with III his might. 
Servomotors in his power armor whined 
u they lugmcoted his formidlble 
sl reDgth. Swu.t poured ipto his denched 
eyes IS he whispered I pnyer to the 
Emperor, his comude$ addillg their 
Slrcpglh to his. Bullets ricocheted dowp 
the plsslgewly. breaking his cOllccnlrltioft.. 
Ew fell is if every blood vC55C1 in his 
body WIS lhout to burst. Ind time \lViS 
rupning OUL 

Suddenly. Ibe door give .'y ... ith I 
lormented squul, pitchiog the Dark 
Angels into the Imber gloom of 'he silo 
complex below. The InteHogllor 
Ch'pllin moliolled for Brother Edric! to 
st(ure the door IS besl he could 'Pd 
stITched fnllliCllly lmOllg the si lo's 
dusi-covered (ogililor lunks for the 
control rUlltS flut deployed iu 
deldly cuga. 

- Brothcr Lcmlticus, coordiniles of ThiS 
position, lnd ill the nlme of the 
Emperor truke it quick.- ordered EZTI in 
dipped, terst lones. 

Frenzy on the 1 Sl turn behaved himself 
lor the rest 01 the game. The havoc 
launcher proved to be an extremely 
useful piece of gear, and I now 
plan to mount one of Ihese on all 
of my vehicles. 

I'm not too disappointed that I didn't 
Win, as the game was great fun to play 
My only regret is that I didn't get the 
chance to stab anyone in the back. 

Direc.tly Ibove the Duk AlIgds, the 
glntr ies of Ihe upper bunker ech~d 
wiTh the duh of hlltle ,nd Ihe 
screlms of Ihe dyipg. Blood .... 01.5 

lukipg under the twisted remains of 
Ihe bunker door ,nd dowp the stain 
lowud them - fust I uic.k.Ie, thep I 
flood. Strips of £Iuoresc.ut TUPe­
lights Will ked 011 ilbove them u the 
cogililor banks (il1llly hummed to 
life. [zn punched in the silo's 
coordinltts wllh dilngerous hute. 
Shmming his fist opto the override 
rUlle, [zu led his sqUid ip prlyer. In 
the IbrkpeSJ of the silo, InciePt 
pistolls hissed as lullits of missiles 
ground in to positioll. 

-Dutipg our Ibrkul hour. He w~tches 
over us llid guides OUI hind, - iptoned 
'he Ch'pl,io, as The groupd lbo~e Ihe 
bunthlllg me(hllllSm rumbled opell. 

-His Will is evcr st rong. We (~PPOI 

fli] ill his sight,M In,wcred the 
rcmlinder of his sqUid. Above them. 
the silo's plylold toned into the 5ky 
,nd lrthed bic.k down llmost 
immedi,tely as their mlchioc 
spirits obeyed the Cluplaill's 
despeTile commilid. 

tbe Emperor protC1:1S,~ 

whispered EZ1I. 
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or ... "Ask Dirty 5teve!" 

Dear Dirt}'. 

Okay. )'01.1 n:ally did il Ihill lime. Chl-ock 
QUI 'ltD 268. P 25, upper right phOio 
No t on ly did )'01.1 gU)'5 usc yellow 
(should be gold) on :1 IJlack Scorpion 
Rhino, but jusl who is tlmt hiding in the 
jungle J.:cnin}: rcad y 10 l)Qull<:e o n the 
Space Marines? Or Is Ih :1.t another SlOry' 

An)"'~"}'. t<>b well done on Ihe nt'''"' Rhino 
I JUS t gOl mine in Ihemail 11iSI ThUMa)" 
and It look:; great' Keep up the good 
work II ,viII be a welcome addition 10 
my IJla(k Scorpions' ~l1 nj.t 

I: C. Alturas 
IJblck Scorpions 

~pact' Manne:. lerra 

"ell _~r" Iix' RbII/o pictllre IUl..m", ItP to 
lYI/ll" (~\1X'f;llIIIOn,;. The "E(//"I' ,\IewI8111'S 
ICHJ{' (I Iwle (IrIISI/( license lIlId 
IIIlerjJrt'wcl/1;Jc colfll' 5t-bellle f() II/elude a 
!::oldl!lI b,ll:', if 110/ (I mellillic SOld >;Iill 
1(J(lh killer, /IJOu[.Ib, dliesl/'l Ie , Ibmk I 
m; //lall) , ,IIlier il /l'ilb Ibe 1I011ll1l!llIffic 
/(mb, hllllhlll'~ )lISlme 

The crecp" tl.\${l/IUI/I f/lrklllg /" Ibe 
hlld.'.SrO/lI/ri Ihollgh, 15 //01 ,';OIIIClbilil; 10 
101' If ilb 1115, 11/ filcl, lhe ~Ie(lflh\' "/)'NWid 
LlcIO/; kilO/til /(l JIIIIIP (>111 of its bulillS 
'1lOlalld del'Olir all)' wl/orill/WIC IXlS.rers" 
by / Il1l1/k lbose Space 1/(lI'III/!s ill Ibe 
POOIQ btl/'I!" /'/(ISII' fillie w(lke III' call ill 
,(O/y! Jbrlbt>m' 

Dear Dirt}', 

I han~ been in Ih i:> hobby ror about 2 
re;lI'~ now, :md there is onc thing th :1I 
always gives me problems" the edges 
~nd points o n mewl models, No IllatlCr 
whal I do o r how many times I uy 10 
cover lhem up, Ihey al"".4)'S seem 10 pop 
back up shiny a5 C'"Cr, Are there any 
tricks to CO,"erinll Ihem up for good. or 
do I jU5( han: 10 del l wtth ie 

Thanks, 
J~I 

~k/ll(ll(\', I II.\Y!(/ 10 hm,'e {/ big problem 
11'111] Ibix, 100, 1IIIIIIIbe (/II,IIN!r suddc"I), 
1I'lI:Jx!t1 O/'Cr lIIe likl:' (I cool i1ICOlllmg 
lide \PRll-;!)1 enC'\ ', \'011 call me. bUI 

hear me 01/1 0/1 /IJ/.I ot/(' 7i:d:e 
aile oj \vur pills/it "P/'II{',~ (Lord 
Jmo«.'S we all /xII e 10Ib of these_I) 
lIml Srtip (j bil of IlJe etWe /11(0 a 
SIIWf( pOSl Gille thi~ fXJSI to II /001 
or. /11 /be elise 0/ C(/!'(Illy. righl 
/4/ldemelllh lbe smldle l1)is If'av 
)'011 blll'c somclbing 10 bold 0 1/10 
II hlle ),011 I)(/ml /be mOlief al/d 
\'011 WOII'I elld lip ;,uuh'eI'I{'lIlly 
rllIJblTl8 paml {l//(J/,"·,mer 0/11Je 
11011115 of sharp ,elm'~' Some 
pf!ople (liso (fbi:': (he mrxJcl 10 t l 
cQrk 10 bol(1 Q/lfn bllll}lI$I do,,'f 
drill/.! {'no llgb /";/Ie 10 Ixll 'e spare 
corks !rlllg ahoulllX! I}()ltse 

Dear Dirt}' Steve, 

The "Carhammcr Skirmish 
Appendix in Ihe con: rulebook 
"~IS 5upplcmerllcd whh its own booklel 
Thcrc " ".IS also a Skimlish baule repon 
in 'XV .rO Sklmllsh battles arc a 101 of 
fun and greal lead-ms for full ballles, bUi 
what :tbout Ihose o f us who usc bo iler.. 
In place o f arrow~ and s lings? Will we in 
Ihe 40K univcrM~ CI'er sec small 
\l:~rbands of "IYr,mld ... ~kl ll ecing acros~ 
Ihe baulctieJd? Is .here an)' possibility 
th:1I 40K Skimlish rules will be released? 

M:a), ' bur Trukks Be Ple miful, 
U~lrtord lJi).: Squi~ Gro~nik 

lIellltllll', it's (I LOT e(t~'il1r. III my 0/>1111011, 
10 pia)' Smaf( )ki"II1I:i1JC.~ IL-'ilh the reglliar 
<10K niles l/xlll II IS 10 do IIX' scllne 11'1111 
\l'll/'ball/mer NIIII(I51' 7ry' playillg (I j{N)-
110/111 game or some/billS smaller ami *i: 
boll II goes! The tactics. 0/ CUI/I'S(!, /I il( be 
different, bllilhe l:bal(ell6/{' isgl"eal fim' 

De:tr Dirty Ste,·c , 

Aftcr the rcle~ of the am:o.tng n("11 Sbwn 
am'r. I mU~1 ~a) I am l-ell' lemptcu 10 sIan 
coUcelmg, I Lowc,'cr. I ha,'c one quc~IIon 
l 'hc Skal"Cn gel an extr:l Lcaden;htp bonus 
from lOIS of ran~, hut In a Slmmtsh b:mle, 
should ther (('maUl al thclr pl1ifull~ low 
leadershtp with nu hop(' or improving il' 
Also. I JUSt "~A",ed 10 mcmion thai 
\~arhammer has become amalJtlg, and Ihl.' 
nc" emphasiS on Skirmish hauicb ha~ 
been fun 

"Ibnr RupoJi 

\\:lrIC [0 -.cnJ J leucr [0 !he ,\bllbo\ '> 

Have a question about 
lObe" new armies are 

coming Ollt? Need some 
advice about painting 

0" modeling? 
The GW Mailbox is 
the place/or ),ou,. 

blquiries alld opinions! 
Write or e~mail me attbe 

addresses below! 

7i,'(J words Team lip Olle e/allrm 
tlgtl/lW AN)ON/:" ;'11'1 gO/J//a do )VII "") 
.~/, ilia/I Bolllbtlll/Ibe/oe 1J.'lIb 1,,'0 or 
Ibree (or morel) 01/ 1)1/e (llId II'(/ILb Il:x!m 
beat 11:H!~1101 01/1 of t111.1' ftIkersl .\.o. Inll!:! (IS 

)V/f'n! laklll[.l (1II1 1'0111' /'II'als, you /lVI/·/ 
IIm'e 10 u'Orn fl ixml lokillg (III\' IJrr!ak 
ksts u-ilb lOll' wCIl/eMII) 

Dear Dirt)' Slc,'e. 

I 've heard some rumors about 
Lizardmen bemg released soon , Can ),011 
continn these. ur wuuld you have to kill 
me if you IUld me? 

Needln!/. New Scaly Models, 
Jomte Dcl.inc 

71Je lIell' LlUittimell lire llfl'Y/.'lIlh bc/l/B 
i'Alllpted (/1 /he I,f/lfllo, 50 II s/xmld,,'II)f! 
100 /Ollg wllil II e ~l'C sollie 1II01"!! lIJxJ//1 
Ibcm Ob, (///(I &1' (1)<' II (I), d01l '1 O/J':II 
rOllrdosel -

)ee .1011 lIeXI 1II01I/b.' 

Rcmc mber that All rules ql.le:;tlons 
should go to the ROOIzbofJ: althis 

l'·mal1 address; 
roolzbo~@'ga.mc_$.workshop.com 

So don·r c\'C.n try iI Meester' 

\\ru~ me at Games \\ork,hup. Au'": Din) Slc'C'_, M.l ,lh(I, bill Bft)mcadow on'f. Glen Surnle. \10 11060 
Ot "'lit! 01" wrne c_rnall al \"'hll~D@t:~lnc,·work'hop.~onl. bul r<>,,,,,,"b\"r U> l!I\C Ill ... perm"~ion 10 mill }<>Ilr ,,·mail, [~-dI1'[ U)C th~111 if }OU rorsl.'" 
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SPECIAL EVENTS FOR 2003! 
NATIONAL PAINTING COMPETITION 

Don't miss out on another exciting The Lord 01 The Rings 
National Painting Competition. Starling in February and running 
through April, stores all across the United States (including 
Alaska and Hawaii) will be hosting this premier event. Through 
a series of four heats, including state, regional, and national 
rounds, players compete in three categories: 

• Youngbloods · for kids under 14. 
• Beginner · For those who have never entered a painting 

conlest before or are just starling painting. 
• Veteran - For those who know their way around a brush 

and want some serious competition. 
Each participant can enter up to three The Lord of The Rings 
models from either The Fellowship of The Ring or The Two 
Towers. The winners get to advance to the next round and 
either enter their models again or paint up new entries! 

There are fantastic prizes for each round including new 
releases, limited edition models, Iree paint sets, and more! 
last year's national winners even won trips to Games Dayl 

Last year"s national winners' 
Elrond In Ihe Veteran category by Jason Roberts (tell) 

and Boromir In the Beginner category by Jason Dobies. 

CHECK WITH YOUR LOCAL 
RETAILER FOR DETAILS ON 

HOW TO PARTICIPATE. 

THE ATTACK ON HELM'S DEEP 
A huge army of Uruk-Hai is assaulting the fortress of Helm's Deep - a 
towering refuge in the realm of Rohan. The walls of this mighty fortress 
have never been breached, but the Uruk-Hai have a new and secret 
weapon - a primitive explosive charge. If the Uruk-Hai can place the 
charge while a diversionary force attacks, the defenders of Helm's Deep 
will find themselves deprived of their strongest defenses. Only with The 
Lord of The Rings: The Two Towers strategy battle game can you help 
swing the tide of battle! 

Join the assault on the walls of Helm's Deep or defend the Deeping Wall 
in our Attack on Helm's Deep Events. On March 15 and 29, Games 
Workshop Hobby Centers and participating Rogue Trader independent 
retailers will re-create some of the mighty battles you'll see in New Line 
Cinema's The Lord of The Rings: The Two Towers movie masterpiece. You 
don't want to miss out! 
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THE RINGBEARER It took a lot of anll 
\Wblll1¥ this month \0 
gCI Alessio to 1alk 10 
u .. abou t something 
other than the next 
fantastic installment 
of n,t Lord of Tht 

RIfI.I~J film. Tltt TI<'o TOM .. rs. but then 
agam, who can blame him') 

T
he year-long wail is finally over. 
Thi s issue coi ncides with the 
re lease of Ihe -.ccond film in the 

trilogy. Tlu' Tim TolI't'rs! How many 

IImc~ did you 'cc Tire f"tllous/up o/Tllt' 
Rillg at the cinema 01' in the comfort of 

yuur own home on DVD or video'! If 
you're anything like me. you know Ihe 
dialogue of every seem: like Ihe back of 

your hand! rm looking forward to 
immersing my~lf totally in Peter 
Jockson'~ adapUltion of the Talkien 
books once again - , can' , wait! 

SPEAKS ... 
Alessio Cavatore Discusses All Things The LOl'd of The Rillgs 

Th i ~ is~ue of IVlrite DII"fIr/ bn 'I the first 
to contain gaming matenal for our new 
The Two Towe~ bailie game. which was 
unleashed upon the j!llming world in 
IVD 274. The significant thing about this 
issue is that there will be lob. of 
newcomers to the Games Workshop 
hobby who were tilll1i1 lized by the new 
tilm lind eager to re-fight Ihc :.cene:. 
from the movie on the lablelOp. Will 
you be able to ,trile a blow for the Free 
P<..'Ople:. of the West? Maybe )'ou·re 
amling to snuff oul the lasl remnants of 
rc~istance in the name of the Dark Lord. 

To this end. you'll find not only new 
gaming advice for gmners who have by 

now played dOlens of battles with the 
new game but also a healthy amount of 
ad\'ice for Iiloso.! newcomers to our 
wonderful hobby. 

One of the most illlpon:mt ami exciting 
additions to Ihe The Lord of Tile Rings 
game s),stem i~ :.iege warfaTl!. As you 
can see from the new releases on the 
ne;{t re\\ pages. thh i s~ue is packed full 
of :.iege-rc1a1cd stuff. In panicular. rill 
~urc you will appreciatc lhe new gate 
and walls model of Hehn·s Deep. 
created by Dave Andrew~ . I'm sure this 
piece of termin wi ll prove 1I very 
popular for anyone who wants to re­
create the epic bailie of Helm's Deep. 

or course. Helm·s Deep isn·t just about 
Ihe balliemcnb. - thcre are ferocious 
Uruk-Hai allackers and Slalwart 
Rohirrim defenders. plu, Ihe mighl)' 
heroes and deadl)' adversaries with 
which to do battle over th is superb piece 
of terrain. As l ·ve said sc,·cr:l l times by 
no\\. thc skinnishing nature of The Lord 
of The Rings battle game makes it 
perfectly sui ted \0 siege ballies. It·s 
great not having to worry about keeping 
your units coherent a!> your models run 
up !lnd down ladders and from 
coun yards to balllclllcnts and into 
towers! 

There b only one major drawback about 
the release of Tire 7i.'o Towers - thc fac t 
thm we have to wail another year for 
Til t Re/Urli o/Tlle King ! It seems such a 
long agonizing \\uit , but I"m more Ihan 
confident that the laM film will be as 
good if not better than the first tWO 

installments. The little bits I've heard 
about the third film make me sospi..-ct 
that the siege of Minas Tirith will make 
the a~ .. a\llt on Hehn·s Deep look like a 
small border skirmish. But wc· re getting 
a bit too far ahead. Let's concentrate on 
this year's fantastic film and g:lmc and 
enjoy them thoroughly! 

Alessio 



THIS MONTH'S RELEASES FOR THE LORD OF THE 

Uruk-Hai Command 
This blister pack <.:onlains one 
Uruk-Hai Captain and one 
Uruk·Hai Stanuaro Bearer. designed 
by Michael Perry and Alan Perry. 

Tl'l'st 1It1){11'/s rt'qllirl' a«fmbly. 

$9.00 US 
$13.00 CDN 

Uruk-Hai with Crossbows 
This blister pack contains three 
Uruk-H3i wllh crossbows. 
designed by Michael Perry 
and Alan Perry. 

TI",,,, 1I11)(It'/, "'quirl' CH<l'Il1bll', 

$9.00 US 
$13.00 CDN 

Uruk-Hai Siege Ballista 
This boxed sct contains three Uruk·Hal Crew and one Siege 
Ballisl:!. des igned by Michael Perry and Dave Andrews. 

Tlll'st' '/IIN/d,- ""'I,.ill' assemhly, 

$30.00 US - $45.00 CDN 



Uruk-Hai Berserkers 
TIllS bhster pad; contains three Uruk-Hai Berserker 
models. designed by Michael Perry and Alan Perry. 

$9.00 US - $13.00 CON 

Treebeard, 
Mighty Em 
This bo.~ contains 
Treebcard. Merry. 
and Plppm. 
designed by 
Tnsh Morrison 
and Michael Perry. 

- . 

Uruk-Hai Battering Ram 
This blister pack contains four Uruk-Hai 

Crew and one Bam'ring Ram. designed 
by Alan Perry and Dave Andrews. 

Tilt',/, m.idt'/.v rrquirt' O<5i!mhl, 

$20.00 US - $28.00 CON 

Gallum, Sam, and Froda 
This blister pad. ,ontains OTK: each of 
Gollum. Sam. and Frodo. designed 
by Brian Nelson. 

$9.00 US - $13 .00 CON 

-

Gandalf the 
White 

This bJisll.'f pack contains 
Gandalf the White. 

designed by 
Michael Perry. 

= 

$8.00 US 
$12.00 CON 



The Two Towers Strategy 
Battle Game has long been 
anticipated and is finally 
available for purchase. Here, 
we take a look at what you'll 
find in the box. 

THE RULEBOOK 
The rulcbook comprises 160 full·color 
page.'> filk-d with rule~. painting guides. 
lind hobby lips and i.'> fully illustrated 
wilh ~tilb from the film. 

Tht' Kulcs: Including all the rules from 
TIle Fellowship or TIle Ring g:Lme. The 
Two Towers rulebook funher develops 
The Lord of The Rings battle game to 
Incorporate the evems of the second film. 
E.1ch player usually controls between 10 
and 20 models but can play wi th many 
more. Whether you have plll)'ed The 
Fdlow,hip of The Ring game or UTe a 
newcomer to the world of wargaming. 
you w ill find Ihe game system easy 
to learn. 

Ad\'unced Rules: Once you have 
mastered the basic.'>. )'ou can incorporate 

C' r = 

IN THE BOX 
A Detailed Look Illside tbe Box of The nvo Towers Game 

Ihe additional rules 
into your games for 
nn even more 
characterful fecI. 
Rules for using 
Courage and ..... eapon~ 

and detai Is of how to 
play with the heroic 
characters are an 
integral pan of The 
Two Towers game. The 
advanced rules explain 
how to usc cavalry and 
fighl sieges. This latter 
set of rules a llows you 
to rc!-create the siege of 
Helm's Deep! 

The Free Peoples: TIlis section includes 
full list of character profiles and 
backgrounds for Ihe pt.'Ople who appear in 
the second film. Included in Ihis seclion 
are the rules for using the characters from 
the Fello ..... ship and other notewonhy 
heroe.'> such a~ Earner and thc 
might)' Treebeard. 

The Forces of Onrkness: Brimming wilh 
evil. this bestiary of the Evi l races and 
\illains includes rule~ for the Dllrk Lord 
Sauron. the power-hungry Saruman. and 
their minions such as the Orcs. Goblin.'>. 
and fighting Uruk·Hai. 

Scenarios: Ten scenarios allow you to re· 
create the most exciting scenes from The 
Two Towers film. from small·scale 
skinnishcs 10 fu ll ·~il.e balllcs. Some of 
these scenarios can also be linked to run 
as a campaign. This section features a list 
of the forces needed to play the scenarios 

- ~, 
" ---~, 

plus special rules and maps. It also 
includes ideas for de~igning your own 
adventures in Middle·earth. 

Thl;' Hobby Guide: TIle last section in 
the rulebook cover.. many of the 
techniques that you can use to paint the 
models thaI come wilh Ihe game. The 
hobby guide includes a variety of tips that 
our skilled learn of modelers and painters 
used to paint the figures felltured 
throughout Ihe book. II llisa instructs you 
how to set about Ihe relati\,ely simple 
process of con~tructing your own lerrnin 
for use in your baules. 

THE MINIATURES 
Of course. oncc you hllve finished 
nicking through the book. you will no 
doubt Wllnl to rummage through the box 
to check OUI Ihe new range of miniatures. 

Included in the boxed game are four 
Riders of Rohan anlled wi th bows, four 
anned with throwing spears. and four 
llrmed wilh hand weapons. 

With the models in the boxed game, the 
forces of Evil can muster 20 Uruk-Hai: 
10 armed with pikes and 10 with s ..... ords 
and shields. 

A plastic ruined building is also included 
in the box for you 10 stan or add to ),our 
collection of scenery. 

M:bter miniature de.'>igners Alan Perry 
and Michael Perry created all Ihe figures 
that come in the box. 

-

-
= = 

-

-
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Painting the models from the 
boxed game is very 
straightforward. With this step­
by-step guide to getting your 
models painted quickly and 
easily, you'll soon have your 
troops ready for battle. 

What you will need: 

A pair of clippers 
Some tissues 
A mixing palenc (an old 
ceramic plate or ti le is ideal) 

• A jar of water 
Some sheets of newspaper 

• White and polystyrene glues 
• Your pai nts and pai ntbrush 
• Modeling sand 

PAINTING URUK-HAI 

1 Once you have assembled the 
• model. apply an even coal of 

Chaos Black all over the model. To do so, 
II'S best 10 add a little waler to the paint 
on a palclle. Alternallvely. you can use 
spray primer. 

• Dark Flesh 

4 Next. paint thl.! legs. arms. and face 
• of the model wi th Dark Flesh. 

Don', worry if yoo make a mistake, as you 
can repaint o\·er any sloppy areas later 00. 

PAINTING 
WORKSHOP 

Assembling (lml Pab.(iJlg (be Plastics/r'om Ibe Boxed Game 

• n" Bitt 

2 When the first coat is dry. pain! a 
• basecoat of Tin Bitl on the sword. 

shield. and any amlOfCd areas. This color 
will help darken the o\'erall appearance of 
the model later 00. 

• BeSlial Brow/I 

5 Now paint the gloves, loin doth . 
• and straps with Bestial Brown. 

ASSEMBLY 
First. clip the 
miniatures from 
the sprue with 
clippers or a 
modeling knife. 
and then assemble 
the model with 
polystyrene glue. 

Milhril Sili'er 

3 Dip your brush into Mithril Silver 
• paint and then wipe off most of it 

on a tissue. Light ly brush OVer the Tin Bin 
to pick out the detail on the raised surfaces 
of the armor. This step is called 
drybrushing. 

o 
Skill/Whi,e 

• BI$I;al Broil'" 

6 Ne)(t. carefully paintlbc teeth with 
• Skull White. Finally. paint the edge 

of the base with Bestial Brown. 



-

PAI NTING THE RIDERS OF ROHAN 

• Choo! lJIack 

1 Once you have assembled the 
• model. apply an c\'cn coal of 

Chaos Black all over the model. To do so. 
irs ixSl lO add a lin]c waler \0 the paint 
on a palellc. Alternativciy. you can usc 
spray pruner. 

• Scorched 
BrowlI 

• I)ttrk Fltsll 

4 Now p.lillllhe greaves. helmct sides. 
• and quiver with Dark Acsh. The 

palllS, bow. and upper sleeve should be 
pamted wilh Scorched Brown. 

PAINTING HORSES 

• 

1 1lle first Slage is 10 paim your horse 
• WIth a coat of Chaos Black. 1bcn. 

apply an ellen covering of Dark Acsh o\'cr 
the horse's skin and Scorched Brown 10 the 
rernS and harness. 

• 

o 
Mill, ril Si/,'('r 

2 Dip your bru;,h mlo MIIIuiJ Silver 
• paim and then geml)' Wipe mosI of il 

off 0010 a pIeCe of tissue. Gently pamllhe 
3/11101'. The brush ",ill naturally avoid the 
recesses. Also. :1l1his stage. IX'im the Rider's 
sword and hal band silvCf. 

• Scorched 
Bro ... " 

5 llle 1lC.(\ slage is \0 add dclaillo the 
• miniature. Paillllhc gold trim areas 

around the sword, 111:11111,:1. saddle. 
scabbard. and legs III Shllllllg Gold. Finish 
With Scorclll."d Brown 00 the str:lJ"b. 
scabbard. and anoor. 

• Goblin CrUll 

o 

2 Paint the saddle blanket Goblin 
• Green. CarefutJy palllt the melal 

pans of the horse hamt'Sses wilh 
Mnhri l Sih·cr. 

= 

• Dark Angell' 
CrU ll 

3 Ncltl. painllhe cloak Dark Angels 
• GRocn, Don·1 WOfT)' if you make a 

mistake. as you can correcl any l"1TQr$ 

at a later slage. 

• Vomit Bro,,'" 

6 The lasl slage is 10 paint the face, 
• Paml the cheeks and nose in 

Dwarf Flesh. leaving the eye SOd.:CI 
areas black. FinaJly. paml Ihe hair and 
beard Vomll Brown. 

o 

3 To f1msh the horse. carefulty p,lin! his 
• leeth wllh Bleached Bone. We ha\'e 

based the horse by 3naching a layer of sand 10 
the ba5c WIUt while gltlC, Once lhe glue dried. 
we painted the s.1Ild Scon:hcd Bro\\Tl and 
~shed II With Bleached Bone. 
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GETTING With the new The Two Towers 

film showing in cinemas now, 
there will be lots of readers new 
to White Dwarf and enthused 
about re-creating scenes from 
the film on the tabletop. Here's 
how to start playing .. . 

STARTED 
How to Play The Lord of The Rings Gam e 

CLOSE ENCOUNTER 
/11 rhis e.:wmplt. a l'uloRms Rider of Rollllll has walled on Umk·/fm .teall/illg 
ahead of (I roitling (Hlf1y. As lilt Un/k·Noi nishI's towards him. lilt' Rohirrim 
c(I"/IIII), tabs aim "",h his bow, Can thl' UOlk·II(1i rt(lch fht! Man (lml CIII hIm 
dO'''1 be/art ht gtlS Iht shol off? 

Place a Rider of Rohan with sword and bow and an Uruk-Hai with sword and 
shield 12' or 28 em apart. TIle models should face each other over (\ Icvcllab1c. 

TURN 1 
PRIORITY 

RIDER OF 
ROHAN 

• 

Allhe beginning of each lurn. Ihe players 
musl roll (I die 10 determine who has 
Priority (i.e .. who is going first) in all 
three phases of the turn. Winning this roll 
is therefore very Impor1ant. The Good 
side always has PriOrity on Tum I; thus. 
in our example. the Rider of Rohan 
has Priority. 

MOVE PHASE 
In this phase. the models can move. The 
Rider of Rohan moves first. because the 

12"/28 em 

Good side has Prionty this tum. He 
decides not to mo~e and remains 
stational')', preparing 10 fire his bow al 
Ihe enemy. 

Now it"s the Evil side'S lum 10 1lI01le. 11le 
Uruk-Hai has a maximum move of 6"114 
em and decides 10 use all of his mOlle 10 
rush lowards the Rider. Move the Urok· 
Hai 6"/14 em towards hiS opponent. 

SHOOT PHASE 
In this phase. the models can shoollhcir 
bows. The Rider of Rohan gets his chance 
first. bc<:ause hiS side has Priority. He 
takes aim and shoou the Urok-Hai as II 

Thl' Ridl'r 111(1\'1'$ half his dWanct. and oul of churgl' rungI'. K hiclll'nabil's him /0 slioot 
in Ihl' ShOO/ing PIlUSI', dupill! Ihl' Urllk· Hat S c/UlTgl'. 

URUK-HAI 
WARRIOR 

• 

rons lov.ards him. The player rolls a die 
and needs a result of 4. 5. or 6 10 hit the 
larget. He rolls a 2 and misses. In the Evil 
side's turn to shoot. the Urok·Hai can do 
nothing. because unfOr1uuale ly. he has no 
bow to shoot! 

FIGHT PHASE 
Since no models are toochmg base-Io-base. 
there will be no Fight Phase this !Urn. 

TURN 2 
PRIORITY 
80th players roll a die. The Good side's 
result is a 5, and the Evil side 's is a 3. 
The Good side has scored the highest and 
wililherefore have the Pr iority for 
Tum 2. 

MOVE PHASE 
The Rider of Rohan reall7.t~s that the 
Urok· Hai is going to reach him and auack 
him. so he cleverly ded des to move back 
half his nomlal mOVI;"" (5 ' /12 cm). The 
Uruk· Hai lnoves again al maximum speed 
towards the Rider of Rohan. Howellcr. 
bc<:ause the Rider has moved back. the 
Urok·Hai is unable \0 reach him to 
engage him in combat and ends its move 
2.S'16 em away from the Ridcr of Rohan . 

SHOOT PHASE 
Models Ihat have only moved up 10 half 
of their maximum move distance can still 
usc Iheir bows. Thus. the Rider of Rohan 
can shoot. and l.his t;me, his die roll is a 
6. The Uruk-Hai has been hit! Now we 
must Uetemline whether the arrow kills lhe 
warrior or is stopped by hiS armor or 
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shield. To lind oot, the Rohan player rolls a 
$CC(Ind die and needs a 6 to eliminate the 
Uruk-Hai (who is very well armored!). The 
Rider of Rohau rolls a 5, and the Uruk-Hai 
survives. The arrow has been stopped by 
the armor or shield or eaused only a 
superficial wound - the oollie conlinucs. 

FIGHT PHASE 
As in Tum l. there will be no Fight Phase 
this tum. 

TURN 3 
PRIORITY 
Both playe~ roll a die again to determine 
,,-110 will go Ii~t . This time, they both roll 
a 2, a drnw. Sioce the Good side went fi~1 
in the previous tum. a draw means a 
change of Priority. Thus. Ihe Evil side gets 
10 go first in Thm 3. 

MOVE PHASE 
The Uruk-Hai seizes his opponunity and 
moves in conlaCl with the Rider of Rohan 
to engage him in combat. As a result. the 
Rider loses his chance to move. Models 
cannot move out of a combat once they 
h;,ve blocn engaged. 

SHOOT PHASE 
This time, the Rider of Rohan callflO( use 

his bow, because he is too busy defending 
himself from the charge of the Umk-Hai. 
The Rider of Rohan therefore puts aside his 
bow and draws his sword. 

FIGHT PHASE 
Both playe~ roll a die to determine ,,110 
wins the fight and strikes his opponem. 
The Rider rolls a 3, and the Uruk-Hai rolls 
a 4, winning the fight! The defeated Rider 
is struck and moved oock Ion "m. JuSt as 
in the Shooting Ph;.S\:. the player 
controlling the UTUk-Hai must roll another 
die 10 find out if his strike is going to 
wound the Rider. 

The Umk-Hai needs a 5 for his sword to go 
through the thick armor of the Rider and 
el;mmate him. lbe UTUk-Hai player rolls a 
1 and doesn't make il. 

TURN 4 
PRIORITY 
801h players roll a dic again 10 determine 
who will go first. The: Evil side rolls higher 
and gains Priority once more. 

MOVE PHASE 
The Urok-Hai once :Igain charges into 
comoot against the Rider of Rohan. thereby 
preventing his opponenl from moving 
when his tum comes, 

SHOOT PHASE 
Again Ihe models are locked in combal; 
Ihus, there is no chance for the Rider to 
use his bow. 

FIGHT PHASE 
This time. both playc~ roll a 5. When Ihe 
die rolls result in draws, the model with the 
higher Fighl value wins. The Uruk-Hai has 
a Fight value of 4. and the Rider of Rohan 
has a Fighl value of 3. Thus. the Urok-Hai 
wins Ihe fight, and Ihe Rider is once again 
moved back )'/2 cm. 

The Urok-Ha; getS another chance to 
wound his opponent. This lime, he rolls a 6 
and kills the Rider. The Rider of Rohan 
model is remo\'ed, 1ea\'ing Ihe Urnk.-Hai as 
the only sUf\'i\'or and winner or the 
confronlation. Now. you can place the 
models back in thei r inilial posi tions and 
fight this one-ou-one combat again as 
m;l1IY times as you like. The Rider of 
Rohan might even get his rcvenge on the 
Urok-Hai! 

Afler Ihal. we suggest you read through 
the rules manual to learn more about the 
particular rules ),ou have JUSt used for [his 
encounter. The beSI way to eonlinue 
learni ng the roles is to pi;!)' Scenario I: 
Scouring of the Westfold (see p. 94 of The 
Two Towers rulcbook) and look up any 
ro les problems as you encounter them. 

The Rol" .. rim fighl ,'ulianl/y 10 cie(lnse Iht'i .. laml of Iht' Urrlk-f1(1i. 

- • • 
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i~~:~t~a~;r:~~~~~~: t~:~rlt ASS AU L TON THE 
~; ~~ ~~~~~~;; ~~~a~~ti~~stages DEEP IN G WA L L 
Helm's Deep. The concluding 
part will be published in next 
monrh/s White Dwarf. 

The siege o f Helm's Deep is one 
of the most evocative sequences 
in Tht Two TOkUS 111m. $arul\lOln 

has launched hi~ anack on [he lands of 
Ihe Rohirrim. and the Riders of Rohan 
have retreated \0 their ancient fortress 
of Helm's Deep in order to prepare 
themselves for [he coming allack. 
There. they arc joined by Haldi r 
:lccomp.1nied by a force of Elves. The 
beleaguered band (helped by an angry 
Dwarf and his heroic friends!) holds 
OUI against [he horde of Uruk-Hai. 

As Ihis latest \'c~ion uf The Lord of 
The Rings game includes rules for 
fighling siege games, il 'ccmcd \0 be 

A Battle Report for The noo Towers 

lhe ideal opponunity for U~ [0 
dcmonstrJ.te the new rules in their tigh t 
find proper envimnment. 

There arc a number of l>iege M:enanos in 
The Two Towers rul~ manual. and we 
chose to fight t"O of them: The Deeping 
Wall and The Gateway. TIlese scenanos 
arc ideal. as they can be linked to provide 
a two part mini-campaign. The results of 
the first game wi ll dctcmline which 
heroel> can panicip:ue in the .. econd. The 
'-Ccond battle report will Ix: pUblished in 
OC'l t month's Whiu' DWl/rf 

We already had the fantastic Helm's Deep 
board construCled by Dave Andrews and 
Mark Jones available to provide a 

" unning setting for the t .... o games, and 
everybody wa~ cagcr to see a game 
pla)'ed upon il. 

We asked Rowland Co>:. to lake 
command of the Evil besiegmg forces. 
Rowland last played the Fellowship in 
the Balin's Tomb battlc rcport (WD 
265). Commanding the Uruk- Hai 
),hould be a Ilice change for him. 

Manhew Ward b lhe newesl member of 
The Lord of llK.> Ring~ development 
team and wa~ eager to take on the role 
of commandmg the Defenders of the 
Deering Wall. Rend on to !OCe 
whal happen~ .. 
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SCENARIO 5 - THE DEEPING WALL 
MIGHT Of T HE 
WH ITE HAND 
Rowland Cox: This 
scenario pitches the 
fon;es of Saruman. in 
this case his Urok-Hal. 
against a pitiful few 
Rohtrrim and Elvt.--s. 
All [hal stands m 

Saroman's WDY IS the old fort Htlm's Deep 
and a small band of Heroes. A primitive 
black powder charge with an Uruk-Hai 
fuse will take cat!! of the walls. Howc\'cr. 
when it comes [0 the Heroes ... wel1. leI'S 
just hope there lire cnoul;h Uruk-Hai ! As If 

Ihis scenario weren't hard enough. any 
heroes who surY;ve this banle will 
(XIl1icipate in the next scenario. The 
Gateway, as we are playing the lWO 
scenarios one after another. 

The Evil forces con~isl of a well equipped 
siege force. My pcrsollal favorite troop 
choice is [he ferocious Uruk- Hai 
Berserker. TIle Berserkers foml :111 
C5scnlial pan of the siege assault force: 
they are incredibly lough. have 
unbreakable couragt. are well amlCd. and 
have 2 Attacks. If anyone can gel over lhe 
DI:'eping Wall. II'S going 10 be these guys. 

In order 10 gel my fon:es over lhe wall. 
I'm gOIng 10 try to split up the Good 
Heroes. If I concenlrate my forces. then 
rest as~urcd, I will be facing Aragom. 
Gimli, l.cgolas. and Haldlr logclher. Tt!.:sc 
powerful Heroes would soon halt the 
Uruk-Hai advOlJ<:e . So my plan is a s imple 
one: :lUack at the furthest points from 
where the Heroes would start. I will splil 
my forec so thai the strongest part will 
attack the \'e ry end of the Deeping Wall. 
the point furthest from the HCTQI;:s. This 
force will conlllin all my Uruk-Hai 
Captnins: their store of Might will be my 

best chance of gelling O\'Cr the walls 
quickly. I will back up Ihe Caplains with 
Berserkers. Together. these forces should 
be able 10 capitalize on any early ga ins 
made on the walls. 

The miler part of my f~ will auack the 
furthest pan of the main wall. Although 
not supported by Captains, this force 
contains an equal share of Berserkers. Mall 
will ha\'e to assign some of his Heroes 10 

SlOp these deadly warriors, as even Ehcn 
Iroops will be overpowered b)' Iheir 
fearsom<! charge. Six erossbowmcn will be 
deployed cenlrally, so they can support 
bolh parts of my 3SS3uit. The OIher four 
will advance on the main wall 10 fill out 
the numbers. The siege engine witt be 
placed neXIlO the crossbow men. again 10 

support both assaults. This ingenious 
contraption can !:lUnch a siege ladder 
against a wall wilh an Uruk-liai attached. 
I'm looking forwarded 10 seeing 
Matthew's face when a tide of Berscrker1 
rides up against his fortress walls! Last but 
not Jc3St. the demolition leams. I' m 
COllsigning one team per force , again to 
keep (he Good side on its loes. To ensure a 
successful detonation. Uruk-Hal 
Berserkcrs are essential : Ihey 
automatically pass the Courage leSI 10 

detonate due 10 (heir Courage value of II. 
II 's a great life being a Berserker­
running, fighting, and blowing 
yourself up! 

As this game will be played back-to-back 
with Scenario 6, 111e Gateway. I have 10 bo.: 
mindful of killing or at leasl wearing down 
lhe Good Heroes. I might win the first 
battle by avoiding lhe HerO<!s. but the war 
will be lost unless I can dirnmish their 
Siore of Might and Ihin their numbers. So. 
I have to try and win lhis game while not 
sabolaging my chan,cs inlhe next one! 

DE FEN DI NG 
T HE DEEPING 
Matthew: Someone (I 
forgel who) once said 
that defeating a well 
sl led defensive force 
requires an allocking 
fon:e of al least three 
limes the s ize. With my 

Heroes. my defensive forces number only 
20. Agamst lhese gallant SQulS will be 
matched - you guessed il - exaclly 60 
Uruk-Hai armed 10 lhe. teeth with all 
manner of siege equipment. Defending 
Helm'S D.::cp will be tough. bUI with 
arguably Ihe hardest fortress in Middle­
earth and some of the toughest Heroes to 
garrison it. I certainly have the best tools 
for tht jon. 

As far as strategy is concerned. I'm 
depending on my 3bilily II) reaCltO 
Rowland's plans. 11lc key 10 this str.ttcgy 
is 10 ensure that [ will hal' e enough troops 
to hold anyone area long enough for 
reinforcements to arril'e. Wilh this plan in 
mind. [ will sprc3d my forces c\'enly 
across the walls. I anticipate having to 
redeploy most . or e\'cn all of my troops, 
o\'er lhe first few IUrn~. depending on how 
many atlacks Rowland puts in and \\.here. 
The most Important thing will be 10 deny 
the ramparts 10 Rowland for as long as 
possible - Uruk-Hai are so Strong 3nd 
\'icious Ihal if I a llow them to gCI on the 
walls proper. I'll hal'e a real fighl on my 
hands! Once my Heroes arri\'<! from tho.: 
Homburg. I can lhen eommil them to 
wherever I Ihink lhey will be needed m05l, 
al \\.hich pomt il should become mllc,h 
harder for lliosc foul Uruk-Hai 10 

win the day. 



My main worries ate lhe two Urok-Hai 
demolilion Il'am5. If allowed forward 
unopposed. they could spell ruin for rny 
defenses as my fortifications collapse 
amund me. I will jrm have 10 try and slow 
lhem down wilh archery before they 
became a threal - hopefully this approach 
will give my Heroes time 10 slay enough 
Uruk-Hal 10 drive the rest ofT! 
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TURN 1 
As in most scenarios. the Good side began 
with pnority. With the bulk of the Uruk­
Hai apparently deployed in preparatioll for 
an assaull on the outl'mlOSt point on the 
Deeping Wall. Mal1hew redeployed his 
force~ accordingly, le:wing only two Wood 
Elves and two Rohirrim to guard the 
main wall. 

With a bestial howl. the Uruk·Hai horde 
oo\'anced in two group~. three Uruk-Hai 
Captains led an advance on the Deeping 
Wall. while a second group began the 
longer journey to the now lightly defended 
maIO fortress wall. 

A demolition tearn latlcn with sorcerous 
eJll'lOSlves accompamed each group. and II 
was at these teams thaI the Elves directed 
their fire. Unfortun3tcly. most of the 
missiles new wide. and only a si ngle 
Urok-Hai from the team headed towards 
the main wall was slain. 

TURN 2 
Winning priori ty. Rowland's Urok.·Hal 
continued on towards theIr respec tive 
largets with an Uruk· Hai Warrior joining 
the demoli tion tea rn that h:\d ~\ltTcred a 
casually last IlIm. 

While the Defenders eonlll1ued to muster 
On tlK" Deeping Wall . a cheer went up as 
Aragom. Lcgolas. GUllh. and Haldir 
arrived from the Hornburg. Ar.tgom and 
Gimli ran towards the Deeplllg Wall. while 
Legolas and Haldir headed lowaros the 
battlements to add thdr firepower to thaI 
of their kinsmcn there. 

TIle Uruk-Hai erossbowmen targeted the 
Rohirrim and Wood Elves in the Deepmg 
Wall turret in an attempt to thin the 
Defenders. but a combination of poor dlee 
rolls and the shelter of the turret kept 
them safe. 

Perhaps heartened by the presence of the 
Heroes. the Elves' return fire proved 

slightly Il'IClre effective and killed a 
member of the demolition team headed for 
the Deeping Wall . 

TURN 3 
Stealing baek priority. M3Ithew hurried his 
heroes towards the endangered walls. 
Lcgolas and Haldir reached the 
banlements. but Amgorn and Gimli slil! 
had a long way to go to tlleu deslination 
on the Deeping Wall. 

The Uro k.· Hai lld\'aneed once more. with 
the Deeping Wall assault fon:c almos! 3t 
its destination. Deadly EI\'cn bow fire lOOk. 
its toll again this tum aoo killed 1"-0 more 
Urok· Hai. The Urok·Hai return fire \.\as 
less effl."Cth·e. plucking a smgle Wood Elf 
from the Deeping Wallturrel. 

With one of his ladders within 6" of the 
Deeping Wall. Rowland attempted to shoot 
it up the wall with hiS siege engine. but the 
shot went wide. 
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Th~ fHf~mlerf lappl .. '''t Uruk·Hal's ladder mtl" IItOn' >>'ttllittlllN-law. 

TURN 4 
Priority passed back to the Evil side:. and 
the assault began in eamest. With a cry of 
triumph. the UTUk-Hai threw thltt ladders 
up against the Deeping Wall. although the 
second force was foiled by the rough 
ground and ended its move in the shadow 
of the main wall. 

As Aragom and Gimli hurried down the 
stairway to the Deeping Wall. the 
Defenders were able to cast two ladders 

back down into thl! mass of Uruk-Ha; that 
swan ned at the base of the wall . The sight 
of Aragom prO\'ed to be too tempting for 
Rowland. and the Uruk-Hai crossbowmcn 
targeted him with a volley. Unfonunately. 
thl! sturdy parapets cheated the UTUk-Hai 
of their target. and Aragom 
I!merged unscathed. 

Rowland again attempted to use the ~iege 
engine to hoisl a ladder up the wall . allned 
th is time for the main wall. and scored a 

successful hit. A ladder was whisked up 
the wall. and a gore-eovered Uruk-Hai 
Berserker was propelled into combat with 
a single Wood Elf Defender. 

The Elven fire proved largely ineffective. 
even though it was supponed by the 
deadly skill of Haldir and Legolas: only a 
single Uruk-Hai from the Deeping Wall 
demolition team was slain. Despairing at 
the Eh'es' lack of success, Matthew's 
Rohirrim hurled their throwing spears into 
the seething throng of Uruk-Ha; at the 
base of the walls. The determined 
Rohirrim proved to be more successful 
than their Elvish allies. as three UTUk-Hai 
by the o..'Cping Wall fell to the hail of 
spears. and a!K)lher of the foul ere:llures 
was killed at Ihe base of the main wall! 

In the Combat Phase. Elvcll skill proved 
superior. TIle Wood Elf calmly ddl!nded 
the rampans from the maddened Berserker 
but unfonunately failed to wound lhe 
UTUk-Hai who just managed to kerp his 
grip on the ladder. 

TURN 5 
Priority once more shifted back 10 the 
Good side. which allowed Mattlto:.:w to 
redeploy Defenders 10 counter the 
imminent threat of the Uruk·Hai assault 
laddcfll . Arngom and Girnli redoubled their 
effons and continued their detennined 
3(h'ance towards lito:.: Deeping Wall. In 
addition. the solitary Elf on Ihe mam wall 
was able to push the ladder away and 

I 
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cause the rooring Berserker to fall. uDhun, 
to the ground far below. 

However. the triumph of the Defenders 
was shon-li\'cd, as Ihe ladder was raised 
once [Ilore. Even worse, four more ladd.::rs 
were raised \0 Ihe !keping Wall. whi le an 
Urok-Hai Caplain scaled the established 
ladder and. with a savage cry. challenged 
the Defenders. 

In an :mcmpt 10 thm tOe Anackers. the 
Elves dirocted all thelT fire inla the Uruk­
Hal 311he base of lhe Dc.::ping Wall. Haldir 
and two Archers each killed one Uruk-Hai. 
The siege engine again rnissed its IMgt!. 
btl! Rowland was cheered as his 
crossbowmen again loosed a volley a\ 
Amgorn: one deadly missi le pierced his 
artTlOl'" and caused a Wound! 

The only comltal thIS tum proved \0 be 
decisive. The Uruk-Hai Captain used his 
two points of Might [0 killlhc Rohirrim 
that opposed him. howled his triumph. and 
look the unfonunatc man'~ place on 
the ballkments. 

Finally. with the demolition teams now in 
poSition. Rowland eleckd to set off the 
demolition eh;'lrge,~. The charge at the main 
wall exploded in tloud~ of~mokc and 
flame. and though shaken. the ~tllrdy 

construction endured the force of the blast, 
The sorcerous ski ll of Saruman proved to 
be more effective on the Deeping Wall. 
where the S<."'Cond charge blew a sizeable 
hole. creating a clear IXtssage through 
which the Uruk-Hai could now swann. 

TURN 6 
The Good side won pnonty once more. 
and Matthew began by detemlining 
whcther the breach in the Deeping Wall 
would cause more of the wall to collapse. 
This roll was critically imponant, because 
on a roll of a 6. a 6' section of wall would 
t'Ol1apse. allowing the Uruk-Hai an easy 
route into the Fortress. 

Fonunately for the Defenders. the roll 
came up a 4. and the wall held finn. In the. 
Move Phase. the Defenders successfully 
pushed a single 1~ldder away from both the 
Deeping Wall and the m:!in wall. while the 
Defenders of the Deeping Wall charged 10 

engage the two Uruk· Hai Captains that 
had pierced the defen~es . Aragom and 
Gimli once more dashed towards the fight 
on the Deepmg Wal1: Gimli moved along 
the battlements. and Aragorn dashed to an 
access ladder. With insufficient move to 
descend alt the way. Aragorn reJe;'lsed his 
grip on the ladder. dropped the remaining 

distance 10 the ground without injUry. and 
ended his mO"e within sight of the breach. 

In an allempt to seal the gap. a heroic 
Rohirrim leapt off the back of the 
battlement. The fall proVl.-d to be too great. 
and the unfonunate man fell to his death, 
An Uruk-Hai Captain and several 
Berserkers began to advance through the 
breach. while other Urul-Hai swanned up 
the ladders to lake advantage of the space 
the Captains had cleared last turn. 

A roar of triumph came from the Uruk-Hai 
at the base of the main wall. as three 
ladders were now thrown against Ihe 
rampans in preparalion for an assault llC~t 
turn. Redoubling their effons. the Elves 
took careful aim and slew si:< Uruk-Hai. 
two slain by the lethal skill of Lcgolas! 
11lcse casualties only seemed to enrage the 
Allackers fur1her. As the Uruk-Hai 
returned fire. three blnck·feathered bolts 
pierced Haldir's armor. and each one 
causc<i a deadly Wound. With only two 
Wounds and a single Fale Point. he was 
slain instantly. The Uruk·Hai siege engine 
crew could not match this skill and once 
tnore failed 10 find a target. As the tum 
ended, the two Uruk-Ihi Captains on the 
Deeping Wall swept their opponents 
before them. 

n'l! Untt· lfa; mlmllgl! fa htlfll!r fll,.i, Il'Dy milO file iXlffirm"tJI< . 
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TURN 7 
With the si tuallon getting tense. priority 
ro;lurned to the Evil side. The weakened 
Deeping Wall once more held timl. 
Matthew declarro that Ar.Igom \11001<1 
maKe a Heroic Action before Rowland 
could capitalize on his fonune. Realizing 
thallhc HerOIc Act ion would allow 
Aragorn to block: lhe breach in the 
Deeping Wall single-handedly. Rowland 
dedar<-od a Heroic Action wilh the Urok· 
Hai Captam behiod the wall. A roll was 
oow required to determine which Hero 
cauld act first. and unfonullmcly for the 
Good side, Rowland won the roll. 
Screaming their war cries. the Uruk·Hai 
Captain and a Berserker were able \0 

engage Aragom before he could reaci. 

Now pinned. Aragom was unable to 100\'C 
as part of his Heroic Action. Huwever. 
bellowing his own war cry, Gimli jumped 
off the bauJernems. TIle sturdy Dwarf 
easily shoo\,: off the impact of tnc fall and 
engaged two cllIled Berserkers who had 
followed the Capt:un through the breach! 

With the Heroic Actions resolv,-"il. the two 
Uruk-Ha; Capttlins on the Deep;n!; Wall 
charged into combat with the Defenders, 
and yel more Uruk-Hai swamlol.'(\ up the 
ladders behind them. 

Meanwhile. the assault on the main wall 
began ;n eamesC. as Uruk-Hai bc!;31l to 
swami up the ladders. Seeing the danger. 
legolas drew his blade and ran to aid the 
remaining Defenders. Rowland again fired 
the siege .. ngine in hopes of gelling a 
ladder up to an undefended balllement. but 

the war machine missed yet again. The 
crossbowmen were able to kill another 
Wood Elf on the Deeping Wall. With all 
the remaining Defenders engaged in 
combat. there was no return fire. 

On the main wall. a detennined defense by 
Legolas and his fellow Elves slew two 
Uruk-Hal. but the blood·fueled frem:y of a 
Berserker proved too much for a third Elf 
whoso:: broken body was hurled from the 
battlements as the Uruk-Hai took his 
place! On the Deepmg Wall. the strength 
of the Men appeared to be W3\'enng, as 
one Rohirrim was killed by an Uruk-Hal 
Captain. Although a second Rohimm won 
his desperate struggle, his blade could not 
find a weak spot m the Captain's amlOf. 

At tbe base of the wall, the Heroes fared 
heuer. GimJi and Aragorn each killed a 
Berserker. With the aid of a Might Point. 
Aragon! wounded the Uruk-Hai Caplnin. 
But Fate was on the side of the foul 
crealUre. and the Wound was saved. 

TURN 8 
Al the Slart of Tum 8, things were starting 
to look desperme for the Good side. With 
eight Uruk-Hai on the battlements and 
more to come. it looked certain thai 
Rowland would get 10 Uruk-Hai omo the 
battlements by the start of the nex t tum. 
Matthew's only chance was to kill halfof 
the Uruk-Hai force. 'nl-C force h:ld started 
the game with 60 models. Thus. Matthew 
needed to kill off another six Uruk-Hai to 
win the game. With that in mind. priority 
bo..'came incredibly important. With a roll 

of 6. Matt managed to wrest priority away 
from Rowland, and more importantly. the 
Deeping Wall held finn once more. 

With a supreme effort. the remaining two 
Rohimtn on the main wall managed to 
heave away one of the ladders. and two 
Uruk-Hai fell to their deaths as they lost 
thei r grips on Ihe ladder! 

Legola.~ and the remaining Elf moved to 
cover tll-C final two ladders bill were 
unable to push them away. On the Deeping 
Wall. the remaining Defenders drew upon 
their remaining reserves of courage and 
once more charged the Uruk-Hai Captains. 

Behind the wall. Aragorn eharged the 
Uruk-Hai Captain and a Berserker, and 
Gimli hurled himself at another Berserker. 
Rowland's luck with the Uruk-Hai siege 
engine finally reversed. A shot struck 
home and propelled a Berserker into 
combat with Legolas. 

In the Combat Phase. both Gimli and 
Aragorn ealled upon their inner TCSCl'\'es 
and declared Heroic Actions. Although he 
used both remaining points of Mighc. 
Aragorn was only able to kill the Captain 
and could nOI move to engage 
another Uruk-Hai. 

Dwarvish skill proved equal to the task at 
hand. as Gimli managed to cut down his 
firsl 0PPOllcnt with the aid of a Might 
Point and then chargl-d headlong into two 
more Berserkers. Gimli hacked at his 
oppone1llS with all his strength and beat 
down both. reducing the Uruk-Hai force to 
half strength and winning the gamer 

Aru/:UFn Imd Gim/r. hemic fi~hl ""hilll' th .. Der,''''g \\<111. 
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AND MY AXE! 
"'auhe",: That "as 
dose! Int hadn't 
been for Ih~ 10SI ditch 
efforts of Aragom 
and GimJi. the Urnlc· 
Hal would have 
spilled inm the 
Deeping. and il 
would have all been 

mer. As II was, Ihal was an incredibly 
closely (ought and enjoyable baule. The 
lIew siege rules really caplUre 100 feel of 
a few determined troopS fending off II far 
larger force and made for some very 
tense n\Oll~I1I.s. 

As e\cr. wilh hindsight. I ,an see I made 
sever~ 1 careless mistakes. chief among 
them (1111d llIuch \0 my chagrin) was nol 
concentrating my fire. For example. if I 
had managed to kill both member.; of one 
demolit ion learn al any point. il would 
han' delayed those explosives for a turn 
as new Uruk·Hai picked up the device. 
In ~l ('ad. I never killed more than one; 
thus. the demolition charge was nc\'cr 
dropped. As a long-time wargamcr. I 
really should !mOIO. bt:ller. Thai said. I 
thmk that my o\erall strategy worked 
prelly well. 3lthough it did come right 
Oown 10 the wire at the end. Happily, the 
defense really captured the spirit of the 
book and film . 

Wilhoul doubt though. the real star of 
this bailie was Gimli. Without his heroic 
leap from the battlements and stalwan 
defense of the breach. the game y,ould 
ha~e taken a very diffe rent course. It JUSt 
goes to show that there is no defense that 
cannot be made better by the simple 
measure of adding a Dwarf! 

FOILED BY 
THE SILENT 
MENACE OF 
ROCK & WALL 
RO"'land Cox: This 
scenario was a tough 
one for the E\'il side: 
the walls of Helm's 
Deep are resilient, 

and Matthew's defense was determmed. 
However, I 11m \'ery pleased that the 
gome \\o3S so incredibly close. In 
retrospect. it looks like the Fret:" Peoples 
have found the perfect defense to 
5aruman'~ blasting fire: GimH. [n facl, 
we affectionately referred to him as the 
Gimll bomb. To light the fuse. just add 
Uruk· Hai. Toss him over a wall. retire 10 
a safe distance. and walch him go! 

The decision to spli t my forces worked 
~ery "ell. and I almost managed to 
overwhelm the Defenders of Helm's 
Deep. Troops from both forces managed 
10 scale the walls, and the Good Heroes 
\\oere divided between the Deeping Wall 

and the main wall . Howen:r. it was the 
demolition teams that really made the 
difference. Although siege ladders ean be 
thrown back to the ground. om.:e you 
blast a great big hole in the wall. it's 
there to stay! Much to my delight. Haldi r 
was CUI down by a hail of crossbow 
bolts. and the Uruk-Hai Captllins and 
Berserkers cut down the brav(' SOilS of 
Rohan with merry abandon. 50 where did 
it go wrong? 

Two points .ij)fing to nund. First. 
commilling all the Captains against the 
Deeping Wall was a mistake. One 
Captain should have gone agalllst the 
main wall to cnabl(' earli(,T gains to be: 
capitalized on more effecll vely. The 
Berserkers alone. although effeCliv(', 
cannot tak(' nnd hold a wall agni ll st the 
likes of Legolas. 5e\!ond. I should hav(' 
cOllcelllrated the effons of the siege 
engine on one wall. Again. I would ha\'e 
concentrated on the main wall. as it was 
the ka5t defended. [n a close game. 
mistakes COSt you victory. 

Arngom and Gimli are perfecl for IhlS 
$C('nario. Aragom. with his fountain of 
Might. can fight against frightening odds 
and st ill prevail. Gimli . wilh his finely 
crafted annor. can wlthsland almost any 
punishment and dish out plenty of hun. 
Togelh('r. these heroes were a real 
problem. To my credit, I wounded 
Ar..tgom "nd drained both him ,md Gimli 
of their store of Might. Although thest' 
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minor accompllshmcnts didn't win this 
game. I kncw that tn the next sccnario. 
th('y would pay a dl\ idend when Ih(' 
Heroes would again be called upon to 
defend the walls of Helm's l)e('p. 

This scenltJ'io really cought the spirit of 
Ihe film: a desperate baltIc over an 
ancient fortre ss. scores of Uruk-Hai 
pouring o\'er the walls, and plellly of 
heroic fights. A special \lord of 
appreciation must go out to Dave 
Andrews and Mark Jones who built the 
truly splendid Helm's Deep terrain board. 
It really makes a huge differencc playing 
on great terrain. and I \\ooold encourage 
anyone [0 ha\'c a go al building a fon for 
his games. Belter still gel your hands on 
th(' Helm's Deep Fonress box sel. 
Mmthew and I really gOt imo [his 
sc('nario and found th~1 [he siege rules 
worked wonderfully. [ look forward to 
finishing offlh(' Defenders in the Ilext 
sc('nario. Tti(' Gateway. Before I get tOO 
cocky. [ must remember there are no 
demolition teams n('xt lime aoo plenty 
more Aragom and Gimli to come ... 

In nexlmonth 's Wlriu DI4·arf, we will 
conclude this two-part banlt' report. 
Our pl:lycrs aTE' going to la ke on the 
ehuliengl'S of Ihe next scenario in Th(' 
Two Towers rules manunl, 111t' 
Galeway. C imli nnd ;\r.Jgon t nre low 
on Might , a nd IInldl r has ("lien 10 the 
Uruk-Ha i crossbows. It shnuld make 
for a ll interesting encounter ! 

• = 



With the release of the new 
Heroes of Helm's Deep models, 
sculpted by Brian Nelson, ir's only 
fining we tell you how we painted 
them. Seb Perbet and Tammy 
Haye of our 'Eavy Metal team 
explain all... 

All lhe models were given an undercoal of 
Chao~ Black ~pmy. lind uny areas of poor 
coverJge wcre 10UChed up \\ith thinned 
Chao~ Black pain!. 

ARAGORN 

Ar.tgom·s lealher Jerkin W"olS painted with a 
basecoat of equal partS Scotched Brown and 
Chaos Block. A series of highlights were 

applied Wilh a mix of basecoal 
and small. iocreasing amounts 
of Fonnm Grey. The final 
highlighL mix wa~ 
appro\immely 20% Fortress 
Grey 10 8{)<i basecoot. A glll7.e 
of 5W Chestnut Ink and 5()Ct 
water y,as then applied. 

The mail armor \\'as 
drybroshed wilh Brazen BnI.s 
followed by a lighl drybrush 
wiLh Chainmail. 

Arngom's panlS were paimed 
with Chaos Black and 
highlighted wllh a mill of 
Chaos Black and increasing 
amounts of Bleached Bone. 

,...,,""., Arngom'~ face was paintcd 
with a 50150 mi., of Sc-orched 
Brown and Bleached Bone. An 
equal pans mix of Dwarf 
Flesh. Scorched Brown. and 

Bleached Bonc was used for the first 
highligh\. and increasing quantities of Dwarf 
Flesh weTC added 10 this mix for soro:~si\"e 

highlights. unlil Dwarf Flesh 
on ILS own was applied. A 
highlighl of equal pans Dwarf 
t-lesh and Elf t-lesh was then 
applied. followed by a final 
highlight of Elf Flesh. 

The boots were painled "'~th a 
mi.' of 454 Scorched Brown. 

. -
PAINTING 

MASTER CLASS 
The Heroes of Helm 's Deep 

45% Chaos Black. and 10% Bestial Brown. 
COlk~ Grey was then addcd (0 the mix for 
successive highlighh. A gla/.e of equal pans 
Brown Inl. Black Ink. and water wa~ 
lhen applied. 

A OOsecoal mill; of me 
ChaO!> Blacl and 1Q'k 
Bleached Bone Wa5 applil-d 
to Aragorn's ~abbard. 
More l31e~cheJ Bone was 
grndually udded 10 Ihi~ mix 
for Inc highlighlS. The 
mellli octail was painled 

with a baseCOOI of Bohgun Melal highlightcd 
wllh Mllhril Siher. Thc gold detail was 
painted wilh a baSl'COOI of Burnished Gold 
and then washed wilh onc pan Scorched 
Brown and four pans walcr. 

The \'cst was painted wlth:l 
baseco:u of 8O'if: Sc-ab Red 
and 20'l Codex Grey. 
Increasing amount~ of 
Bleached Bone we~ 
added 10 IhL~ mix for 
each highlight. 

The Drm bmce~ were 
painted wilh a 50150 llIix of 
Dark t-lesh :100 Ch30~ 
Black aoo highlighled wllh 
a mix of 25'1 Bleached 

Bone 10 75% basecoo1. />.to«: Bleached Bone 
was added for succes~ive highlighL sllIges. 

The Gondorian wing~ were 
Ihen gil'en a final highlight 
wilh even 1lI0re Bleached 
Bone added 10 lhe miA. 

A baseroal of 8O'if: Boltgun 
Mewl and 20% Chaos 
BI:.cl was u.;cd to paint Ihe 
sword. Mllhnl Silver was 
Lhen added to this mix for 
each successive highlighL. 

and Mithril Siher on its own was used atlhe 
tip Qnd edges. 

An equal pans nUll of 
Scorehed Bro\\ n and Chaos 
Black was applied as a 
basecom for the hair and 
beard. which was then 
highlighted wilh Scorched 
Brown. The ti~ of the haIr 
were highlighted \li lh m 
Sc-orehed Brol'on and 5O'lt 
Chaos Black. The hair and 
beard ",ere then gh'en a 

glaze with Black Ink. For Lhc ~\Ubble. 
Scorched Brown \las mixed wilh Chaos 
Black in equal quamuies. This llIix "'as (hen 
lhinned with 75'l ",aler 10 25/if- paint. The 
Lhinned painl \\as suppled on the cheeks. 

THEODEN 

Once dry. a second 
layer of stubble 
\\as applied [0 the 
jaw line. 

A bascroal of Boltjlun Mellli was applied 10 
Lhe ;.calc mail. v,.hich \\as Lhen "'"llShed wiLh 
50'! Black IIll.: and 5O'lt ",aler. Chainmail 

was used for 
the highlight. 
"d 
Burnished 
Gold wa~ 
painted omo 
the scale~ al 
Lhe botlom 
of the suil. 

The main 
armor wa~ 
painted wiLh 
Shining 
Gold. The 

leather sections were lhen painted o,er wilh 
Chaos Black. 

The under;hirt wa~ 
painled wilh a 
50150 mix of 
Scorched Brown 
and Red Gore. A 
wash of Brown Ink 
and equal parts 
\\ater was applied. 
The ~hln was lhen 
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highlighted "ith 
Red Gore. 
follo\\cd by a 
final highlight of 
two parts Red 
Gore to one part 
Fiery Orange. 

A b.1scco31 of 
8cblial Brown \\,[S applied to the nc~1l 
arca~. \\ hich were highli,ghlcd with a 50150 

lI1i~ of Bestial 
Brown and 
Dwarf Flesh. 
D" arf Flesh wa~ 
then applied on 
ib own. folio,>,cd 
by a final 
highlight of 50'N 
Dwarf Fbh and 
50% Etf Flc,h. 

The inner robe 
was paimed wilh 
a baSCCo.ll mix of 
two pans Darl... 
Angcb Green [0 
one )mrt Ch~os 

Black. llIeached 
BOlle was added 
to [hb mix for the 
highlight stage. 

BC~lial 8m" n was UM:d for the bibecOllI for 
llK'Odcn\ hair. Thiscoa\ was given a wash 
"illl 8ro"l1 Ink lllal h<ld been thinned with 

equ.al partS water. 
Vomit Brown wa, 
used for the first 
highlight stage. 
followed by a 
final highlight of 
50'1- VOlnil 
Brown and 50% 
Bleached Bone. 

The sword was paimed wilh 11 oosccoot of 
Bohgull r.,'Iclal ;\nd thcn gi\cn a thinned 
Slack Ink wash. Bohgun Metal was USl'd to 
highlight the blade berore applying funher 
highlights with Chainmail and Mithril Silver. 
The hill of the blade wa, paimcd with 
Shining Gold and then gi\'cn a wash with 
Bro\l n Ink thai h3d been thinnl'd with equal 
paru water. A mi): of 50% Shining Gold and 

sOt} Mithril 
SiI\'er was 
applied for the 
fin~1 highlight. 

A basceom mill of 
5O'it Chao, Black 
and SO'} Codcx 
Grey was applied 

over the !,!Iol'es. which was then highlighted 
with Codc.l Grey on its own. 
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The senbbard. belt. 
and boots wefe 
paintcd with a 
ba5ecoot mix of 
SO'): Dark Flesh 
and SOlK Chao<; 
Black. Dark Flesh 
was applied 
for the lir$t 

highlight. and a ~mul1 nmount of Bleached 
Bone was added to the Dark Flc~h for the 
final highlight. 

The pll\tern on his 
annor was painted 
\11th a mi~ of 111'0 

pans Dark Flesh 
10 one pan 
Ble<iched Bonc. 

HALDIR AND THE 
STANDARD BEARER 

A Maqcrelas~ article featuring Haldlr and the 
Elves appeared in lVI/iiI' DWfl1274. We 
recommend thi' guide for painting Haldir 
and the EI\'en Slandard Benrer. 

The standard itself wns given a basccoot mix 
of two Pllns Be5tial Brown and one pan 
Codex Grey. This coal wa, highlighled wilh 
Bleached Bone. The lighl green S("ctions of 
the banner lI'cre painted wilh a baSCl'oat mix 
of 111'0 pan:. ROiling Fle~h to one P'lrt 

Bleached Bone wilh a small amount of Darl 
Angels Green. The darl pallcm was painted 
with a mix of SO'! Dark Angels Green and 
50% Chaos BI<ick. An equal quantily of Dark 
Angel~ Green was 3dded to Ihi~ mix for the 
lirst highlight. and a 50150 mix of Dark 
Angels Green and Ble3cIK:d Bone was added 
to the original mi~ ror a funher highlight. 
The blue section was painted witb u baseco:u 
mix of SQ<l Code~ Grey and SO'>i- Icc Blue. 
An equal amount of Bleached Bone was 
added to this mix for the highlight. 

GAMLING 

Gamling"s cloak wa, paimed with a mix of 
50% Dark Angels Green and SO,} Chaos 
Black. High1ight~ were made by mixing in 
~mall amollnts of Goblin Green and Codex 

Grey. The d~'CollllJ\'e 
tnm 11'3.' painted 
wnh Scon:hed 
Brolin. TIle 
panerning was 
paimed with an 
equal pan~ mix of 
Siuning Gold. 
Bleached Bone. and 
Burni,hed Gold. to 
which a small 
proponion of 
BeMial Brown was 
then added. 

A drybrush of 
Boltgun Metal was 
applied 10 the 
ehainmail. which 
wa" then gi~cn a 
wash with an equal 
pnn~ mi.t of Broil' n 
Ink. Black Ink. 3nd 
waler. The armor 
wa~ Ihen given 3 
second. lighter 
drybrush wilh 
Chainlllaii. 

A mi~ orm Scorched Brown and I()<;¥> 
Ch~~ BI:iCk was used for Ihe basecool of 
Gamling'~ pant.<.. \.\ohich were highlighted by 
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adding Bestial Brown 
to the mix ror three 
highlighl sllIgcs. 
Finally. the p;mts 
were highlighted 
with Bestial Brown 
on its own. 



A ba;,ccoat of equal 
partS Red Go~ and 
Scorched Brown 
was applied 10 the 
leSt. which w~ 
then highlighted 
with Red Go~ 
on its own. 

The annor was 
painted with a 
basccoat mix of 
two parts Mithri l 

Silver to one part Boltgun Metal. The 
armor decoration and edging were pk i;ei! 
out wi th Chaos Blac i; and then painted 
with an equal parts mix of Scorched 
Brown and Dark Flesh. 'The edge of the 
atnKlr was pki;ed OUI wi th Snakebite 

Leather and Dark 
Flesh and then 
highl ighted with 
Snai;ebitc 
Leather on 
its own. 

The sword '" as 
painted with a 
basecoat mix of 
t"'o parts Boltgun 
Metal to one part 
Chaos Black and 
highlighted with 
Boltgun Metal. 
then Chainmail. 
and finally Mithril 
Silver. The hilt 
was painted with a 
bas<.'C03t of 75'i 
Burnished Gold 

and 25% Chao~ Blad and then highlighted 
with Burnished Gold. 

"The bl:h pnd ~trup$ "'ere painted with ~ 
ooseooal of Scorched Bro ... n to which a 
small amount of Chaos Blaci; had been 

added and "'ere 
highlighted with 
a small ~mount 
of Bleached 
Bone added to 
the mix. The 
decoration was 
pici;ed OUt with 
Chaos Bloci; 
before being 
painted with 
Shining Gold 
mixed with small 
amounts of 
Bestial Brown. 

Codex Grey. and Bleached Bone. 

G:unling's face was 
painted "ith a 
basccoot of four 
parts Dwarf Flesh. 
one pan Codex 
Grey. and one part 
Bestial Brown. The 
face "iL'> 

highlighted by 
adding soccessive amoums of Dwarf Flesh 
to Ihe basec03t. followed by a pc:llul tinulte 
highltght of Dwarf Flcsh on its own. For the 
final highlight. a small amount of Elf Flesh 
was adtkd to Dwarf Flesh. 

A hasccO.lt of equal 
parts Bestial 
Bro" n. Scorched 
Brown. and Codex 
Grey was u!,Cd for 
Gamling's hair. 
which was 
highlighted by 
adding IIlcreasing 

amounts of Ble:lchcd Bone to thc mi)( for 
each Stlt"Ccssive highlight. Finally. a wash of 
Brown Ink thinned wi th equal parts watcr 
was applied. 

GIMLI 

The red ovcrcoal. 
glo"e rlngcrs. and 
wcapon shaft were 
painted with a 
baSCCOOt mix of 
5O'i Scab Rcd and 
50% Scoo:hcd 
Brown. Scab Red 
on its own was 
used as the first 
highlight stage, 
followed hyadding 
a small alnount of 
Bleached Bone 10 
the Scab Red for 

the final highlight stagc. These sectIOns were 
tllen givcn :l wash 
with a mix of tqu:l1 
pans watcr and 
Brown and 
Blaci; lni;s. 

The ch3mmatl coot, 
axe blade. and 
metal sections of 
the helmet were 
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painted ... nh a tmsecOOt 
of Bohgun Metal. The<.e 
areas were then 
highhghted with 
Ch:llllmail. The helmet 
sections were then 
given a wash with 
thinned Bloci; Ini;. 

A basecoat of Scon:hed 
Brown was used to 
paint the hoots. 
gauntlets. bell. and 
helmet. Small amounts 
of Bleached Bone "ere 
added for each 
~uccessive highlight 
stage. These parts of the 

model "~re gil·~n a 
wash ... ith an equal 
paru nux of water :llld 
Brown amI Bl tld Inks. 
The gauntlcts "'ere then 
rchighhghled with the 
original mix in a criss­
cross pattern. 

The inlier metall ic pan 
of the!!.Xe ""as painted 
with a basccoatofTin 
Bitz. which was 
highlightcd with 
Beaten Copper. 

A ~I of Bestial 
Brown W!lS used to 
paint the flesh, ... hich 
was then highl ightai 
with Dwarf t-1esh and 
fin:llly ghen a wash of 
25 'l- Chestnut Ink and 
75!J water. The final 
highlight was a mix of 
5O'Il- Dwarf r'esh and 
50% Elf Flesh. 

Gimli'S be:lrd was 
p-1illlCd with a tmseCOOI 
of Scorched Brown. 
which ""as highlighted 
with Dark Flesh before 
betng glvcn a wash with 
a mix of equal pans 
water and Blad .. and 
Brown Inb.. A second 
highlight of Dark" Flesh 
was applied before 
fi nishing the beard b~ 
pa.iming a highlight mi.~ 

of 9O'k Darl: Flesh and 
10% Bleached Bone. 

The cloak was painted 
with 3 basecoat mix of 
soq. Vomit Brown and 
m Chaos Black.. 
Sm:lll amounts of 
Bleached Bone 
wm 00ded 10 the 
ooseooat mi;o,: for each 
SIICl:cssile highlight. 

I 



1 LEGOLAS 

The doak was paimed wilh a mix of 50'11: 
Chaos Bluc\;. and 50% Goblin Gre.::n. An 
equal quamity of Goblin Grecli was then 
added \0 the mix for the firsl highlight, 
followed by adding one part Codex Grey 11,1 

three pariS basccoal 
mh for each successive 
highligh1. umillhc mix 
was equal parts Codex 
Grey and original mix. 
For the tinal highlight. 
a mh.. of 25% Fortress 
Grey tu 75% original 
mix was applied. 

A m~ of 50% Chaos Black and 50% Dark 
Angels Green was u-cd for the bascco31 on 
Legolas's jerkin. A separ.tle mi.( of 50% 
Goblin Green and 50% Codex Grey was then 
gmduully added 10 Ihis mix for each 
succc~si\'c highlight 

The rock was pajnt~>d 
with an equal parts mix 
of Chaos Black. Codex 
Grey. and Dark Angels 
Green. The rock was 
then given a drybrush 
wilh Codex Grey 
follow.:d by a second 
drybrosh with 
Fortress Grey. 

u:golas's pants 
were gil'en a 
basecoat with 11 
mix of 50% 
Dark Angels 
Green and 5/}% 
Chaos Black. 

Bleached Bone was 
then added to the mix 
for each successive 
highlight. 

lbc flesh was paink-d 
with a mix of 50% 
Scorched Brown and 
50% Dwarf Flesh. More 

Dwarf Flesh was added to the mix before the 
face was highlighted with Dwarf Flesh on its 
own. An C<jual parts mix of Dwarf Flesh and 

Elf Flesh was applied 
as the penultimate 
highlight. and the 
face was finished 
with a final highlight 
uf Elf Flesh. 

The ixxlts and arm 
braces were painted 
with a basccoat of 
two parts Chaos 
Black to une part 
Scorched Brown. 
Increasing amounts 
of Bleached Bone 
were added to the 
basecoat for each 
successive highlight. 

A mix of95% 
Shadow Grey and 5% 
Chaos Black was used 
to paint the under 
robe. which was then 
given an initial 
highlight of Shadow 
Grey with sllbSC<jllent 

highlights applied with increasing umollnts of 
Bleached Bone in the mix for each 

successive stage. The final 
mix was roughly 5()';t 
Shadow Grey and 50% 
Bleached Bone. 

The quiver was painted with 
a basccoat of Bestial Brown. 
and small amounts of 
BleachL-d Bone were added 
to this color for each 

successive highlight Stage. The fine detail 
was picked OUt with Burnished Gold. 

The bow was painted with a 
mix of 50% Bestial Brown 
and SW Scorched Brown. 
Snakebite Leather was then 
added to this mix for 
successive highlights. 
Finally. Snakebite Leather 
was applied on its own. The 

metal deCOr:ltion was painted with a 50/50 
mix of Bumished Gold and Mithril Silver. 

EOWYN 

Bestial Brown was applied to the face. which 
was highlighted with a 5(VSO 
mix of Bestial Brown and 
Dwarf Flc.>h. Dwarf Flesh 
was then used 
on its own. followed by a 
final SO/50 highlight of 
Dwarf I'lesh and Elf Flesh. 

The skirt was paimcd with a 
basccoat of Shadow Grey, 
which was highlighted by 
adding successive amounts 
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of Bleached Bone 
until the final 
highlight mix was 
211 Blcached 
BonelShadoll' 
Grey. 

A basccoat of three 
parts Chaos Black 
to one part 
Scorched Brown 
lI'as used to paint 
the leather jerldn 
and boots. 
Increasing amounts 
of Bleached Bone 
were then added to 

the mix for the highlights. The trim uf the 
jerkin was painted 

r--------, with Bestial Brown 
and then 
highlighted with a 
mix of one part 
Codex Grey to tWO 
parts Bleached 
Bone added to 
the basecoal. 

The sword was 
painted with 
Boltgun Metal and 
given a thinned 
Black Ink wash. 
Boltgun Metal, 
then Chainmail, 
and then Mithril 
Silver were 
used for 
the highlights. 

Eowyn's hair was 
painted with a 
basccoat of Bestial 
Brown and 
highlighted with 
Bubonic Brown. 
The hair was then 
given a glaze with 
Yellow Ink. Once 
the ink had dried a 
final highlight of 
Bleached Bone 
was applied. 



Following last month's feature in 
White Dwarf, we now present the 
concluding part of our look at how 
Dave Andrews and Mark Jones 
built their incredible model of 
Helm/s Deep, based on the actual 
plans used to create the film set. 

In last month's Whitt' lft..·orf. we look a 
look at how Da\'eAndrew$ and Mark 
Jones sianed to create their model of 

Helm's Deep. the ancient fonress 10 which 
Ihe Riders of Rohan relTeat in Thl' TlI'o 
TOlI'u:r. When we left these two crazed 
modeler;, they had jusl Sianed adding some 
of the smaller detai l ~ 10 lhe basic model of 
the fortress. 

The lower of the Homburg was possibly the 
hardest pan of Helm's Deep 10 make. The 
circular pan of the tower was made from a 
large cardboard lUbe. However, the hard bil 
was construcllng the series of bUllresses thai 
prot rude from around the tower. These were 
mmJc from foldcd cardboard and then 
allached 10 the tube. 

A backboard and a baseboard were CUI from 
medium-dcnsllY fiberboard: these boards 
would add stabili ty 10 the vertical sections 
of the terrain. '11e lOp of the backboard was 
CUt to describe Ihe shape of a rock face. 
Venical fonns WCTC cut from foamboard. 
and Ihc rough profilc of the rock face was 
cTCated by attaching these fomls 10 the 

, 
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HELM 'S DEEP~ 
The Second and Final Part of flow Helm 's Deep Um Built. 

_ " ... ,.... "ull,O .·,....(111' till' VIllIJot! nft/1l' fYH"kj(l('/:'. 
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Pltwtr-IUtlen INJIltJagtS ,,'C"/Y' laid O",r Iht 
lotln! (f) mau Ihe 1'Od1(1('I!. 

backboard. Foom "rocks" were added \0 the 
baseboard to build up to the walb. 

At Ihis slage, various major finishing details 
were added to the model. Steps ]c"ding up 
to the hall were made from foam board and 
allachcd. alld the details Oil the fronl of the 
hall were created with successive layers of 
thin cardboard. 

To firush off the rock face, balls of 
newspaper were placed in lhe gaps between 
the rock face spacers 10 bulk out tbe gaps. 
Then. plaster. laden bandages wen: draped 
o\er all the rocky sections to create a 
realistic surface texture with a hard 
durable firusb. 

The iUlrcpld duo then slaned to stick thin 
individual bils of card \0 the flat surfaces of 
the model, to rcpresem the dressed stone 
that would have been used to build Helm's 
[);:cp. This process took absolutely ages. as 
Mark and Dave had 10 cover nOl only the 
walls but the courtyard and battlements 
as weill 

As various pieces of Helm's Deep were 
finished, they were painted black, This coat 
had two fUlICtions: to undercoat the modd 
before painting could commence and to 
indicate that the section had indeed 
been finished. 

When construction was completed. it was 
time to paint the fortress. Dave and Mark 
finished off the undercoat by giving the 
fortress anOliler going over with black paint. 
Most of the paiming was completed with 
vcr}' simple techniques such as drybrushing 
- Just on a much larger S(;ale than nonnal . 
Various shades of grey and brown were 
chosen from the Citadel Colour range and 
drybrushcd on in stages. 

= = 



US MAIL ORDER 1·800·394·GAME • CON MAIL ORDER 1·888·GW·YROLL 

Top 10 Reasons Why You Should Call Mail Order 
• The Mail Order phone lines are open 7 days a week, including most holidays. 

• Mail Order can get you any Games Workshop games, boxed sets, and blisters. 

• Mail Order can provide you any individual bib you need for converting and 
customizing your army. 

• Mall Order can take your preorders for all the exciting upcoming releases. 

• Mail Order is the only place you can get your hands on the awesome 
TROLL Magazine. 

• Mail Order can fix any problems you have with any Games Workshop products. 

• Mall Order can hook you up with a subscription to any of your favorite Games 
Workshop publications such as White Dwarf, Warhammer Monthly, and Inferno! 

• Mail 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 of Canada. 

• Da Mail Order Roolz Boyz will happily answer any of your gaming questions. 

• The Mail Order Hobby Specialists can also give you advice on tactics and how to 
build that perfect army so you can crush your enemies. 

Call Mail Order at, 1-BOO·394-GAME Call Mail Order at , l·BBB-GW·TROlL 
Call 7 days a week, from 

9:00 a.m. until Midnight· Eastern Standard Time 
Call Mon . • Fri .: 9:00 a.m. - Midnight, Sat. & Sun.: 
10:00 a.m. - 8:00 p.m. · Eastern Standard Time 

• !lave the quan~..,. coda, and description oj the product(l) you wlah 10 onIef. 

• We aceepl Vlh. M8IlerCtrd. Amerlean EJI"'" .nd O!seovtr. 

or you can mail your order to: 
Games Workshop Mall Order 

6121 Bavmeadow Drive 
Glen Burnie. MD 21060·6401 

or Fax your order to , 1-410-6B9-2330 
For Mail or Fax Orders : 

• Be III,Ife 10 Indude • compIelr lIIIf~ng Iddrtu 10 which 10 ahlp rout order. 

· lndudr the quanbly. code •• nd descrl¢lon 01 the prod~l(l) YOU·190r0rring. 
• We ICCep1 Vlh, MUltrC.n:I. Americ.n Express. OIscovtr, Money 0!'derJ, 

.nd Cheek,. j 

• Hlveltlt quanlity. code, IIId dHcriptlon oIlhe produeI(,) you wish 10 Ofdel' 

• We I«rpl VI ... MasterCtJil •• nd Amftleall Uprtlt. 

or you can mail your order to : 
Games Workshop Mall Order 

2619 Bristol Circle. Units 2 & 3 
Oakville. ON l6H 618 

or Fax your order to, 1·905-B29-900B 
For Ma ll or Fax Orders: 

• Be l1li110 Include • complele maI~ng Jddreu 10 whlch 10 ship your onIef. 
• Include 1ht quanlily. code •• nd deKrlplion oIlhe proIkIcl(l) you're ordtrirIg. 
' WIKeep! VI ... MnterC.JiI. AmerIe.n EXpn!'$, Money Order • •• nd Checkl. 

Or vou can place vour order In the US or Canada. 24 hours a dav. 1 davs a week 
through the Games Workshop Mall Order Online Stora. 

--'f 
VISIT OUR WEB SITE AT: www.games-workshop.com 
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SUBSCRIPTIONS 

$18.00 US 
$25 .00 CON 

1 Year/6 Issues 

$40.00 US 
$50.00 CON 

1 Year/S Issues 

$35.00 US 
$50.00 CON 

1 Year/6 Issues 

$18.00 US 
$25.00 CON 

1 YeartB Issues 

$35.00 US 
$42.50 CON 

1 Year/12 Issues 

$18.00 US 
$25.00 CON 

1 Yeart6 Issues 

All of these awesome Black Library 
and Fanatic publications are great 
purchases for any Games 
Workshop enthusiast. Whether you 
prefer the all-action fiction of 
Inferno! or Warhammer Monthly. or 
you want to keep up with all the 
latest official rules , new scenarios, 
and new releases for your favorite 
games in the pages of Fanatic 's 
magazines, these are indispensable 
to any hobbyist! 

$40.00 US 
$50.00 CON 

1 YeartS Issues 

$18.00 US 
$25.00 CON 

1 Yeart6 Issues 

ADVANCE ORDER SERVICE 
Q: 

A: 

How can you get your hands on the 
newest Games Workshop games, 
models, and books as soon as they 
come out? 

By taking advantage of Mail Order's 
monthly Advance Order deals! 

Every month, Mail Order offers advance order deals on new 
games, models, and books. 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 Specialists! 

VISIT OUR WEB SITE AT: www.games-workshop.com 



,I-~"O":~W~'~ 01 Chaos are tainted and mutated by the 
Chaos God they follow. On this page, we provide you 
with a select ion of c lassic miniatures for your Chaos 
Warrior units, or you can use them to represent 
lavored Champions and leaders. You can order these 
models through Mail Order or online at 
www.games·workshop.comIsforefront. 

Choose any 01 these great archive models lor ontv 

$5.00 US I $7.50 CDN 
Models show!1 81 80% actL/a1 size. 

SWOfIO 8 
731()3.28 

$5 .00 US I sa 50 CON 

PICKAXE 2 
73U)3·12 

~_oo US I $8 50 CON 
.. " . 

73103-2S 
S!i 00 us I sa.50 CON 

CHAOS WARRIOR 
079901 401 

$5 00 US I 518 OOCDH 

K~NE CHAMPION WITH 
SWORD AHD HORNS 

731» 1 
$500 US/SIB DO CON 

CHAMPION OF $LU.NESH 
WJ1l1 AXE, TWO HEACS. 

Tt:NTACLE ARM 
731.2·18 

SS.OO US/S I' 00 CO N 

SLAANESH CH.t.MPIOH 
WITH HUGE MACE AND 

MIIoIOTAUR HEAD 
731.2-3 

S5 00 us I $18 00 CON 

NlJRGlE CHAMPION 
FlV MUTATION AND Axe 

""-$5 00 USI$18 00 CON 

KHORNE CHAUPION WJ1l1 
SWORD. BONE ARMOR 

"'''''''' $500 us I S18 00 CON 

SWOfIO, SLADE ARM 
I HORNS 
7313(1. 10 

$!I 00 us $18.00 CON 

VISIT OUR WEB SITE AT: www.games-workshop.com 
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Using these components, you can create stunning conversions to make your Chaos horde totany unique! 

CHAOS KNIGHT CHAMPION SWORD ARM 
020106604 

CHAOS CHAMPION 1 BODY 
020106101 

$4.00 US I $5.00 CON 

CHAOS STEED BODY RIGHT SIDE 
020105006 

$4.00 US I $9.00 CON 

$3.00 US / $l.DD CON 

CHAOS LORD RIGHT ARM 
020105003 

$2.00 US I S3.0D CON 

CHAOS STEED BODY lEFT SIDE 
020105007 

$4.00 US I S4.DO CON 

You can Increase the size of your unft. and customize your army 
by buying the sprues from the regiments aeparJlely. Each set 01 
two aprues wilt ,lIow you to build lour utra models for your unlls. 
You can al so buy the shield sprues and the amazing Chaos 
Mutations sprue separately to customize and convert your Chaos 
horde furtherl 

CHAOS WARRIOR WHIP ARM 
020107303 

$1.50 US I $2.00 CON 

CHAOS WARRIOR LEADER MACE 
020108302 

$2.50 US I $4.00 CON 

CHAOS IeNIGHT 
STEED HEAD 1 

020107701 
$3.00 US I $3.00 CON 

CHAOS IeNIGHT 
STEED HEAD 2 

020107702 
$3 .00 US I S3.0D CON 

CHAOS CHAMPION 
BAHNER POLE 

020106103 
$1.00 US I $1 .50 CON 

CHAOS CHAMPION 
MACE ARM 
020106102 

$1.50 US I $2.00 CON 

CHAOS STEED HEAD 
020105008 

S2.00 US I $3.00 CON 

.:. 
:' - -

Av. il a ble through Gam •• Wo r k s hop Ma ll Orde r or 
onlln. at www.gamel-wol1ll l hop.com/l torefront . 
Mode' l not shown at actual Ii • •. 

MUTATIONS SPRUE 
SUD US I $&.DO CON 

WARRIOR SHIELD SPRUE 
$1.50 US I $3.75 CON 

MARAUDER SHIELDS 
S2.0D US I $5 .00 CON 

o 

~~~~_I~~~~JI~~~~~ 
CHAOS MARAUDER SPRUE A CHAOS MARAUDER SPRUE B 

$3.25 CON SUD US 

VISIT OUR WEB SITE AT: www.games-workshop.com 
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M A G A z • N E 
White Dwarf monthly magazine is your ultimate guide to 

the exciting world of hobby gaming! 
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 rures, as well as 
some new ones fresh off the desks of the 

games designers 

• Battle reports that chronicle the bitter clash of 
two mighty forces 

• Hobby articles that teach you how to paint and build great 

Receive the Troll Hobby Magazine tree with every White Owarf 
subscnptlOn. Within lis pages, you will lind fantastiC resources lor 
bltz. conversions, terrain lips, scenarios, and more' 

terrain like the pros 

• And much, much more! 

SUBSCRIBE TODAY AND GET 
12 ISSUES FOR THE PRICE OF 101 

ttiA b ~ ~: ~ ~". WHITE DWARF AND TROLL SUBSCRIPTION -1-rJ - .J I wouk:lltke 10 subscribe to White Dwarf lor 1 year lor $SO US ex $75 CON arid woulclilke to rl!UlVe my 

;: 2
1
' f ! ~ .f : FREE copy OITfO~a:::~lyr:~gean~::~ 5% sales ta~ end V,rglma rfl$,dentslldd 4 5% 

• ____ • _ ~_ _ Canad~n reSidents add GSTIHST Manrtooa and Ol/eOec fes>dents add PST 

Form 01 Payment. (please CIrcle one chotce) 

Check· Money Order· Master Card . Visa . American Express· US Only: Discover 
Credit Card Number _______________ _ 

Cardholder's Name 

N.~ 

Address 

Coy 

Cardholders Signature 

Phone Number 

Slateif'rOVlnce 

ExpOa!e __ , __ 

ZIP/POSt Code 

VISIT OUR WEB SITE AT: www.games-workshop.com 
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USING MAil ORDER 
Using Mall Order couldn', be wHIr. You'fe 
JUSt four sleJlS 3W3¥ trom [hi! miniatures or 
army that you've always wanted. o Chom your ~urchms. 
Choose tile miniatures and 
products thai you would Ii~e to oroer from 
these \WIlle Dwarf pages. tile Ci/odel 
AA(wal, the yearly C<JhJr calJlog. some 01 
the many mailshots thai we send to lf1\jular 
Mail Ordllf customers. or our web Sile e Place your order. 
Tllere are many ways you can do \Ills: 
• You QrI cal DIll lit our !fIm!tt Mall Order _ .. 
us: l·I8O·U4-GAM, 
e!tll: '·HI·GW·TROlL 
• You ..... 1d1lsOl1ill On t/If!o<m on tM ngM 1/1(1 
send ~ Itt !hi mal to !lie 3I:k\ItsS below 

• 01. M YOO (IIetII, \'OU ~ UM ClII Mail 0rtIIr 
OI,linUIQlUI 
...... pmu·worUhgp.~om. 

E) Shipping & Handling. 

U.P.S. 
0,,1111 \0 S20 00 56.50 
S2001 10 SolO 00 5750 

t&~~ : ::~ H'~ 
$8001 10 110000 Sto!>O 
SHlom \0 S1.21100 $12-50 
$\20,01 to $lr.oOO $13.50 
$lS110t IQ OVER SI500 

P.D 8o.es AI'Q,~. Ortlnlll $IR1 
".IIS PCl5lil SIf-.q • I'rlIl"'Y ~ 
PR.A~ HIOn:ItIs¥!~IIIW.tII'S 

"',. """ 
AOtNTlOIW. S£IMCES 

II PS ~ [lay .... I· us only 
AcId $1000 
For,.. ~ C/IIIgr.; • ~ 
wr!llGmlit 

... --• 

DESCRIPTION/CODE 
Chaos S ce Marine Predator / 1548 

PUBLICATION/PAGE PRICE OTY 
$35,00-'S50.00 

SUBTOTAL: 

US ONLY - RESIDENTS OF MD ADD 5% & VA ADD 4.5%: 

TOTAL 

MAIL ORDER 
FORM 

CON ONLY · AESIDENTS ADD 7% CST & ADD PST FDA YOUR PROVINCE: t==~ 
SHIPPING & HANDLING: 

GRANO TOTAL: 

Name:. 

Address: . 

City: ....................... .............................. . 

l iplPostal Coele: 

................................ Date or Birth:, ...... ,', ... , .... 

. ... Stale/Province: 
. ..... ,Caunlry: .... 

Home Phone: .......................................................... Work Phone: .................... . 

Method 01 Pavment: Money Order 0 Che<:k 0 Maslercard [JVisa [] Amer. b:press 0 us ONLY: DiSCUV6r C 
Card NO.: DOJD DLITI DWD rr:J[I] ITIJ[] 
Expiration OatB: ... 

Cardholder Name: 
Cardholder Signature: 

VISIT OUR WEB SITE AT: www.games-workshop.com 



A mighty Tomb Kings army marches to war:. • 


