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THIS MONTH'S EPIC

TYRANID INVASION
From out of the coldest depths of deep
space surge the forces of the Tyranid
Hive Mind! This month sces the release

TYRANID SWARM
To go along with the release of Epic
Tyranid Swarm
ides the bulk of troops you'll need

ork Mas
ranid Warriors with 0 ot per i)

athspi
Boncovord, and 5 Genestealers

=

THUNDERHAWK

Masters of rapid deployment and the
quick assault, Space Marines often rely
on Thunderhawks. Dropped from
spacecrat in low orbi Toundethavk
Gunshi

lower atmosphere t0 land troops into the
thick of combat or deep behind enemy
lines. These great new models perfectly
befit the sleck. but deadly drop ships of
the Imperium.

ps come scream

Genestealers from Tyranid Swarm

THIS MONTH'S CITADEL
COLOUR RELEASES
haos Pain St 1299
(o st of 6 o)
009 Space Wolr Pt Set.
(Boned st o 6 peint)

NEW PAINT SETS

NEW PAINT RACK Two new Paint Sets will be availabl this
Look for the brand new Citadel Colour
Paint Rack at your nearest Chaper
Approved Retail Store or your local
gaming shop. Whether you want to
collect all 75 different paints, or you're

NEW RELEASES FOR MARCH

pag, a5 well as the ful lne of Games Workshop products, is a5 asy as fnding your nearest Games Workshop Store or
Cvapir Approved Retal Shop There i ul s of Chapler Approved Storeson pages 14 and 15 f tis e and our o
P e e e R

ige 31
‘Order Service will be happy to help. Just call ME for up. o

EWS NEWS NEWS NEWS NEWS N NEWS N




THIS MONTH'S BLOOD
BOWL RELEASES

jordel Frshbrecze sis0
01 Wood EI St Payrpe blisir)

COMPUTER BLOOD BOWL
Attention all Blood Bowl fans.
Microleague Software is coming out
with a computer version of Blood Bow.

Undead. some exceptionally ugly
cheerleaders, and more. Along with
ind season play, Microleague has
ded featres ke nstan replay. he
limp Cam, and
raoes. Lok Tor BSERAM 4
released in software sores in March

BLACK ORC BOXED SET

‘As anybody that has faced an Orc army
can tell you, Black Ores arc one of the
hardeshitting units in the Warhammer
World. The new boxed set contains 10
plastic Black Ores, a great way o bulk
up a formidable unit!

A Plaguebearer of Nurgle

Screen Examples of
the upcoming new
Microleague Blood
Bowl game.

WOOD ELF TEAM

The Athelorn Avengers combine bigh

Chck ot a3 o s o v
e eague withyour Wood B
THIS MONTH'S ae
WARHAMMER RELEASES
0 Bk e s
(B 10 i el
11 Mg g 550
6t Mmoo 519
et

FORCES OF CHAOS

Chaos gets major reinforcements in the
form of loathsome new Pl

Jordell Freshbreeze

'WARDANCER FOR HIRE
With Star Player Jordell Freshbree
Wood EIf coaches can add a scori
machine to ther already potent offense.

models in the

*Eavy Metal section.

mmmm




NEW IMPERIAL GUARD

The latest release in the new series of
uard Regiments is now
K Troops
originate from Cadia - @ planet close to
the region of space known as the Eye of
Terror and the Daemon Worlds.
In this issue, Rick Pri
up the background to these
hardened wariors, ogeher with full

rules forincluding then

Catachan Jungle Fighiers Lieutenant

IMPERIAL LIEUTENANT

Also new this month is the Catachan
Jungle utenant. From his
teeth clenching a cigar 1o his loops of
bolter amm, the details on this model
are absolutely amazing.

GAMES DAY TICKETS
Tickets for Games Day 1995 will be

ilable starting March 1st! Games Day
will be held at the Baltimore Convention
Center on Friday and Saturday June
23rd and 24th, but it is not 100 early 1o
Start making plans for a weekend of

Demon painting competition categorics
eheck out page 51 of this issue.

SPACE MARINES

e the oo teve 3w Spnce
Marie Dreadaought. T model can
ated up in any Space Marine
( 1v.|p\u olourscheme t xdd deadly
po r Imperial forces.
Jes Goodwin’s new Sp:
Terminators are individually
in blister packs this month, making it
casier for Imperial players (o gear up
their squads the way they want.

iy released

ORKS IN MEGA-ARMOUR

Mega-armour is highly sought afer by
s. N

but al the built-in weapo
them extra deadly and

argeters, maki
extra shooty!

Each suit also comes equipped with a
medi-squig pack - a life

saving deviee

THIS MONTH'S
'WARHAMMER 40,000
RELEASES

0442 Space Mrine Drcadnought  $31.99
(Baned stof 1 el

0443 Catian Shock Troopers 52699
(Boned s 10madele

7 Wid RidesofSam Hamn 54599
(oo s o  lasic e Bikes)

91T Junghe Fghter Lictensnt  $450
0 e per i)

1SS Terminstor Trouper saso

962 Space Orkin Mega Armour 5650

{1 e pe istr)

WILD RIDERS
The Wik Ridrsof Soe Hanfesurcs
ith

o
1o fully detail these famous warriors. An
ideal boxed set for players who wish to
build up an entire unit fast!

MIKE MCVEY

As we mentioned last month, we had

additions to his masterpiece and w
o delay publcaion ndl ext e
As a preview of what's 1o come, here is
Mike’s conversion of the dreaded Horus
himself, This miniature, in tum, became
he inspiration for Mark Gibbon’s Chaos
Space Marine that adomns the cover of
this issue of White Dwarf.




ELDAR

WILD RIDERS OF
SAIM-HANN

Speeding to war on their sleek and
deadly jetbikes, the Wild Riders of
Saim-Hann strike fear into the hearts
of their foes. Leading the Eldar attack,
they cut bloody swathes through the
enemy ranks and leave the few
survivors in disorder and panic.

This boxed set LoAR WILD RIDERS
contains.

‘Saim-Hann on jetbikes, a full-colour, self-adhesive banner sheet
del waterslide transfer sheet. These models require >
.commend that the parts are cleaned and trimmed

®»
CITADET:




REAYY METAL

CADIAN SHOCK TROOPS

SERGEANT ‘SHOCK TROOP WEAPONS TEAM WITH HEAVY BOLTER  TROOPER WITH FLAMER

‘CADIAN SHOCK TROOPS CUT DOWN THE ATTACKING ELDAR FORCES




CADIAN SHOCK TROOPS

By Rick Priestley

Steeped in the blood of countless skirmishes with the forces of Chaos, the Cadian
Shock Troops are the finest warriors from an embattled planet. With grim
n they stand ready to face any threat to the Imperium.

determina

THE IMPERIUM

The Imperium of Mankind extends over almost the entire
galaxy, yet the actual number of planetary systems ruled by
man is incredibly few compared to the vast size of the galaxy
as a whole. Although humanity is the most powerful of all the
Known races it s still fragile. Mankind's hold on its Empirc is
prsariousand ven s survivalas  speces must remai in

doubt. Human worlds are scatered broadly throughou
{hoin origina sevloment folleing e ek tdes o
space Theas coupens o cay mapacocat homamad o g
years but they are rarely predictable or stablc

As a result, the worlds of the Imperium are both diverse and
independent. Some worlds are covered with sicaming jungle,

Cadian Shock Troops ambush a squad of Chaos Space Marines.

are deserts and others

others are sheathed with ice, s
2 Whatever thir physical &
ach world s a realm within the Imperiu, its loyal

its own tro0ps 10 join the ranks of the Imperial Guard. o fight
hundreds of thousands o light years from home as part of the
armies of the Imperium tself

is just one world amongst many thousands in the
m, but it has a special and honoured place in the

wor



CADIAN SHOCK TROOPS

history of mankind. Cadia stands upon the edge of the Eye of
Terror within a narrow corridor of stable space called the
Cadian Gate. This forms the one and only predictable passage
between the Chaos infested Daemon Worlds of the Eye of
Tertor and Earth. There are other routes but these are less
stable, inherently unpredictable paths that will scatter fleets
through time and space. No battleflect of any size can rely
pon hese unsiable passages,but must pas throagh the
Catian Gae Caia s thersfors ane o he ot sstegclly
mporan lascs of e sy, and b e 1 ik 1o e

sunivl of he mpeiom.

CHAOS RAIDERS

On several occasions the forces of Chaos have moved against
Cadia and raging battles have been fought in the deeps of
space, beyond the Ninth Planet of Cadia, amongs the rings of
R s v on il A g g of he Impal

adia
g s e o raiding craft is
commonplace. Chaos Space Marines make frequent forays
onto the surface of Cadia, and must be hunted down and
destroyed before they can entrench themselves.

As recently as five years ago, a large force of Chaos Space
Marines penetrated the defences of Cadia undetected, and went
it biin a e ulandeo th Dorc Alps. Unkown ot
s, these troops dug themselves in and established a
foridabie foriess & by reinforcements
and their forces increased until a large army was ready to
attack. Fortunately, the Chaos Space Marines were detected
The

Cadians’ own defence troops were able 1o contain the invaders
‘and eventually defeat them,. Such incidents are not rare by any
means. and the Cadians have dutlnpcd 1 powetul srmy
which is expert a rooting out and destro

THE CADIAN SHOCK TROOPS

he most powerul fighing formtions o the Cadin fores

quickly identified and inducted for further training. Wi
Chaos raiders are discovered the Shock Troops are

them down, and only if the force is partcularly large or well
equipped will the Cadians send for help. Even the Space
Marines that have come to destroy especially large Chaos
forces have found the Cadians impressive and powerful alles.

The Cadians manufacture excellent weaponry and other

is reflected in the Cadians’
made in uniform pate
suited 1o the mixed terrain of the Cadian wilderness

THE WEAPONS TEAM RULE

In Wi Dvar 180 weprinedth s for wespon tcams

peated here, plus some new rules which allow you to divide
weapon teams from their squad in order (0 set up covering fire
for an assaul.

Like the Catachan Jungle Fighters, the heavy weapons of the
Cadian Shock Troops have not one but (wo crew members —a
firer and a loader. This is the usual format for the Imperial
‘Guard whether the weapon itself s fired from the shoulder or
is mounted on a heavy ripod or wheeled carriage.

A weapons team consists of two models, a firer who carries
‘and operates the heavy weapon, and a loader whose job is to
act as back up. The loader not only loads the weapon, but he
carries extra ammunition, ools, and spare parts. What's more,
e is trained 10 use the weapon just like his partner. The firer

‘and loader must stay within 2" of each other wherever possible
(norml coberency disance). Th loader is also amed asa

fight in the same way as any other member of the squad. The
presence of the loader makes no difference 10 the way that the.
heavy weapon shoots. However, if the trooper with the heavy
weapon is killed the loader can take over. Insicad of removing
the model with the heavy weapon, take off the loader model
an move the ire ot loader s positon I he foader i et
within 2" of the firer for some reason, then he cannot swop.
over in this way and the weapon s los.

The weapons team rule is a straightforward way of
representing the extra loader. It allows one of the squad to
“pick up’ the heavy weapon when the firer i killed. This

weapon might be destroyed, damaged or lostin some way ~
we wil simply assume that the weapon miraculously escapes
thel h ed vortex blast




CADIAN SHOCK TROOPS

The Cadian Shock Troops leaving.

The tam i alyable t manocuvrs theiewesponalong with
the restof th wheeling

veapons.

effected. No break test is required when the squad divides.
(even'if lties have already been suffered by the

ik o fhe g SAAEA aaoeh i i e WS
battering ram. A team may set up a fire position let off a few
shots and then move on, dragging their heavy weapon 10.a new
position before the enemy have time 1o zero in with their own
weaponry. As such

ordinary squad troopers).
The heavy weapons team can move freely if there is
Licutenant (command section) or Commissar within the
normal 2° unit coherency. This represents the high ranking

‘mobile, and only the fttst and most abi are chosen as crew.

SPLITTING SQUADS

hi w rule we've been playing with recently. We've not
completd rying ou the rle withall the heavy wespons
available for the Imperial have to regard this
as provisional rather o= L

‘An Imperial Guard squad can split offits heavy weapons team
when it moves. It can do this evenf the team has been reduced
10 one model because of casualtis. Once split off, the heavy
‘weapons team must either remain where it is, or retreat away
from the e amn advance towards the encmy. This

in order 10 provide covering fire whilst the rest of the squad
advances. Once divided the squad effectively becomes two
scparate unts, one of cight men (at full strength) and one of

benefits it may have had from the squad's vete
ontinues 10 enjoy bonuses from command sections like any
other Imperial Guard unit

For purposes of leadership tests the divided units count full
strength as eight and two, and casualties are suffered
independently from now on. For example, if the cight man

his initative and ordering the weapon team
to. new position ersonally. Howerer,once the higher
ranking officer i not within capons team feverts o ts
static mode and must remain where it is or move away from
the enems, but not advance.
Even though they take casualtes and break tests separately, a
5t il o a cn i for vy o, This
means that although you might have cut down the advancing.
e r..m.p...g out the squad
b e e

CADIAN SHOCK TROOPS

An Imperial Guard army may include up to three squads of
Cadian Shock Troops for every Command Section it has.

SO

12 points

1 Sergeant

Usgun g greades ok emoom (64 s, The Srgeant

ith bol pistol, chainsword, frag grenades and flak

trooper is equipped with a flamer, and

w0 man weapons team armed with a
heavy bolier (without a targeter).

PROFILE M WSBS S T W

y 6% and would
have 10 take a break test ~ the weapons team would not be.

I A L
ImperialGuard 4 3 3 3 3 1 3 1 7




NEW BOXED SET &

Thn new boxed set contains ten highly detailed plastic Citadel Miniatures.

Black Orcs are the biggest and strongest of
all the Orcs. They are aggressive and
fearless warriors who prefer to fight at
close quarters with two huge hand
weapons. They are feared by all who have
fought them, and their brute strength and
grim determination in battle makes them
very dangerous enemies.

These models require assembly. We recommend that the models

knife and that they are undercoated before painting with Citadel
Paints. These Citadel miniatures are moulded i a hard styrene
‘compound which is particularly suited for painting and modeling.

(Games Workshop, the Garmes Workehop logo, Ciadel, Warharmmer

¢
SUAREY © Games Workahop L, 1995 Al ghs resoned
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 ARCANE

By Rick Priestley
This month sees the release of Warhammer — Arcane Magic, the latest

supplement for the Warhammer game. In this special introduction Rick takes
a peek inside the box and describes some of the new Magic Items.

Since the Warhammer game was first released over two years
ago we've been kept busy adding new supplements and
expanding the model ranges. The first and most important
supplement was Battle Magic,the boxed st which introduced
magic combat into the game. Battle Magic includes a great
many spell cards and cards representing magic items such as
enchanied swords, armour and various weird artifacts. If
you're a Warhammer player then the chances are you own
Battle Magic 100, regardless of the army or armies you collect.

After Battle Magic we turned our attentions to the
‘Warhammer Armics range of books. Each book describes one
of the Warhammer races in detail, and provides additional
rules, troops and the all important arm st for that partcular
army. Needless 10 say, every book also includes new magic
items, although, because of the limitations of book format,
these are printed on paper inside the book rather than s cards.
Mostplayers copy out the detals of the magic items they wish
10 use, preferring not 1o cut-up their books in order to make




ARCANE MAGIC

cards. As a result, many of these same players have
written and asked whether we would ever publish the magic
items as cards to match those in Battle M

up a whole sheet. This has taken us a while but we g

Arcane Magic contains card versions of all the magic items

and spells described in the Warhammer Armics Empire, High

Elves, Ores and Goblins, Dwarfs, Skaven, and Undead books

plus the White Dwarf Special Chaos Dwarfs book. It also has a

selection of new magie tems most of which can be used by

any army. In al, Ar
3 spell

10 Chaos Duwarf spels, and 3 Dark Magic spells.

As you might expect, all the cards follow the established

forma of listing the Spell or Magic tem and briefly describing

it effect i the game. In some cases the text has been slightly

changed, either to correct a mistake of {0 cover a point of

contuon e baswiae coce s i publication. P e
ding the

reason its .
fighting your vl it h m .

riptions before

Hardned Wammerptyrs will undoubedly wecome e
v and prcica ad vesions ofexisting

pportunty of checking up on

your enemy’s magic is no bt i et An e baoes

a random sclection, but have been deliberately chosen to
Slightly re-balance the game i
players. For example, we decided that it was time 10 introduce.
a few nasty surprises for big monsters and

i s 1o v tings 5 . Tee's ming 00

he light of comments from

otrek and Felix encounter their arch foes on the owiskirts of

Teclis attacks a Greater Daemon of Teeenich.

nasty though, just cnough to give more lowly characters a
chance when they get pounced on by 3 High EIf Lord perched

Manicor waving a Fros Blade s e gulps down
a Potion of Strength. You know the sort of tis

Amongsth e s Aldvd s Cosetf Soeery: Tt

Pk o oy b o cviecs Omow s B
trapped a spell it is denied
‘yourself by releasing it from the casket. Another item that
inst magic i the Chaos Dwarf Chalice of Darkness
This removes a random number of magic cardsfrom the
Winds of Magie, and can also rob spells from either side if the
Windsof agc oot iy s ' ind device with
strongly a properties is the Ring of Corin which
lows s wearr 1o dsroy sy Magie e

Tuwo devices have been invented to stave off attacks from the.

. these are the Talisman of Ravensdark and the
Banner. The Talisman o Ravenghark wige s bl sl
storm so that lying atta Scarecron
Banner enables  unit carrying it to cause ferror against flying.
creatures, which naturally makes it immune to terror causet
by flyers too.

Scarecrow

worz




ARCANE MAGIC

Van Horstmann’s Speculum is useful for Champions who find
themselves attacked by more powerful enemy

1 a challenge is issued the Speculum, switches
over the Strength, Atiacks and Initiative of the combatants.

ters can mak
We figured tha the really powerful characters have enough
‘oing for them already

In addition to these items we've created the Gauntlet of
Bazrakk the Cruel, the Black Hammer of Hashut, the Star
Lance, Bow of Loren, Sky Arrow of Naloer, and several new

MAGICITEM. 50

ALDRED'S CASKET OF SOR

Aldred's Casketof Sorcery s e
rtrap and contin the pover
Jarev

ey

The casket may be used at any
affects 4 singie enemy wizaf
womatical

A Necromancer leads a regiment of Undead Horsemen against the Ice Queen of Kisler

magic banners. These are all interesting items, mostly with
offensive capabilities. The Mad Cap Mushroom is a new
magic item for Goblin characters, who get to feed the

effect by a further D6 hits. The Sky Arrow of Naloer allows a
character 10 shoot at creatures which are flying high and s
suitably deadly (+1 10 hit inflcting D6 10 hits)although s a
strictly one-use item so you hae 10 choose your target
carefully. Some of you might remember that this magic item
being used t0 great effect against Karl Franz in last month's
mega-battle report.

As well as the magic cards Arcane Magic contains a rulebook.
In fact ‘rulebook” i a somewhat inaccurate description, as it
contai are some new rules in the form

of variant deck limitations for the magic cards, but the bulk of
the book s taken up with reference charts and tables. This is
incredibly useful as it allows players to skim through the

summaries include points values, and
restrictions that apply, and (where
‘appropriate) explanatory notes.

There is also a summary of all the magic

spells, and of the rules for Undea

Magic, Waaag!
a

Ny incuding s i does information from
any Warhammer Armies books

All in all, we are very pleased with the way

Atcane Magic has turned out and it has rapidly
become the essential reference work for all of the
Studio Warhammer players. Have fun!
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INDEPENDENT RETAILERS

Chapter Approved Independent Retailers
have in-store gaming where you and your
friends can go and play your favorite Games
Workshop games. They carry all the latest
releases, including new miniature previews,
run gaming leagues, tournaments and special
monthly events. Chapter Approved Retailers
also have friendly knowledgeable staff who'll
be happy to give advice on any aspect of the
Games Workshop hobby — from strategy to
miniature painting! Call these stores for up to
date event information
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HosevTown usa

CALIFORNIA
snoowunsT oseres

CONNECTICUT

cavecomcs e

FLORIDA
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WAAAGH DA ORKS!

By Gavin Thorpe
Ork Mega-Gargants are the pinnacle of Ork ‘Enjuneerin’. These building-
sized war machines stomp over the Orks’ enemies, as they lead the Orks in
their galaxy-wide rampages.

‘The Mega-Gargant is a colossal example of Ork ideals and
Kultur. I’ big and i's gotlotsa gunz. In fact, s got lotsa big.
gunz. Smashing up all opposition. the Mega- Garganis of an
Ork Warlord stomp across planets like a green storm. The

round trembles as their huge tracks grind across the
batlefield. Entire cities and planets lie devastated in their

‘A Mega-Gargant has everything an Ork could want!

Okay, 50 a Mega-Gargant isn't all that fast and some of its
weapons may be unpredictable, but who cares? If you knew

exactly what was going 1o happen every time you pulled the
trigger, fighting wouldn't be half as much fun as it is. Down

my Epic Ork army, and the recent addition of some Mega-
Gargants has opened up a huge range of new possibilities

casy if you follow a few sound principles. Just to give you an
idea of what it’s all about, I'm going to take you through
of my favourite tactcs.

The Mega-Gargant Skinnykilla smashes into an Eldar Phaniom Titan.




First of al, I'll tke this opportunity (o clear up a few points
that some gamers have sent letters to us about. The main
problem stems from the Mega-Gargant army three
most popular questions are:
Can you have a Mega-Gargant and a clan card of the
same type a you are not allowed more than one ofcach
clanin an army

A Yot You oxn bave  Goff Mege Gargastaad  Goft
clan, for example.

Q Can you buy a Mega-Gargant any support cards?

“The answer to this is yes! A Mega-Gargant works in the
same way as a company or clan card. You can buy up (0

your army. The Mega-Gargant is the clan in which it is

WAAAGH DA ORKS!

painted, and this affects 3 few things. The normal restrictions
Tor ickboy suppor: cards pply (and n, hete it such &
ding 2 3 Kl of Specd Mg-Gargnt), 1d some Mega-
Gargants can have certain support cards purchased for them.
For example, a Goff Mega-Gargant can have squadrons of
Guirippas and Lungburstas attached t0 it

QWIullsﬂwclm';hukw for a Mega-Gargant?

The “clan’ is broken once the Mega-Gargant is
ery Ork unit attached o

if it had

Socmily, and vicory ol re wardod 0 your

Now these points have been cleared up lets talk tactcs.

LOTSA BIG GUNZ!
The Mega Gargant has nine different weapon types at its
disposal. Each of them has ts advantages and dis
and their uses can be very different. Overall a Mega-Gargant's
uns can sometimes be a bit clunky and unpredictable,
requiring you to roll a scater dice, arl a sustained
fire dice to see if they work. Some trms. noing mach will
all, while in e il m the
cncmy i chunks of lsing meal i a Smgk salvo. What
you do with ok is very important
L inink caretully shout whit you ar doing. Here s some
broad advice (0 get you started.

thers the Meg

ORK MEGA-GARGANT WEAPONS SUMMARY

Weapon Range Attack.
Dice

Weapon Range Attack. ToHit  Targets  Notes
Dice save.

Gun Decks S0cm s =

Skullerusha = Sustained z
fire dice

Bangerz 75em 8 Barrage points i

Klangerz 75em 1 4 42 10 damage rolls

MEGA WEAPONS
To Hit
Roll

Target's  Notes
‘Save Mod.

25-125em

Da Big Lobba

2(4) B

Kroozmissull — 100cm 10 Barrage points -+ Indirectfire:
MEKBOY WEAPONS
Weapon Range Attack ToHit  Targels  Notes
Dice Roll__Save Mod.
Deth Ray 100cm 1 -1 Ignores shields
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BLOOD AXE HOP SPLAT BATTERY

BAD MOONS BRAINCRUSHA SQUADRON.

EVIL SUNZ WARTRAK SQUADRON ‘GREAT UNCLEAN ONE -
‘GREATER DAEMON OFNURGLE

THE FORCES OF CHAOS ATTACK AN ORK HORDE
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DUNGEON ADVENTURES IN THE
WARHAMMER® WORLD

Warhammer Quest s the game that takes you far
underground into the dark tunnels beneath the

forid’s Edge Mountains. Played out on a series of
interlocking full-color board sections, Warhammer
Quest pits the adventuring band of heroes against
all manner of traps, monsters, and lurking evil.
Those brave enough to dare exploration seek the
lost treasures of the Dwarls: piles of gold, jewels,
and ancient items of great magical power.

WARHAMMER QUEST CONTAINS:

+1 Barbarian, 1 Dwarf, 1 EX, 1 Wizard, 12 Orc Archers & Warriors, 12 Goblin Spearmen & Archers,

12 Skaven, 3 Minotaurs, 12 Giant Spiders, Rats, Bats, & Snoflings +11 rooms, 7 Corridors,

3 T-Junctions, 10 Dungeon Doorways, 1 Step Section, & 1 Comer Section
+4 Batlle Level Cards, 4 Warrior Cards, 4 Equipment Cards, & 15 Spell Cards -4 Warrior Counters,
Luck Counters, 6 Webbed Counters, & 15 Power Tokens +1 Portculls Marker, 1 Cave-In

Merkae, 3 of Duspai Matkers, & 12 Soenery Markers 52 pg. Rulobook, 16 pg. Avenio Bock.

19259. ceplay Book. How o Play Sheet & 1 Advarture Record 50 pg Pad 36 Card Ever

18 Blank Event Cards, 36 Card Treasure & Dungeon Pack & 18 Dic

i G Wk b W s s o o Voo L ,s)\\ 1




MEGA WEAPONS

ilable to

WAAAGH DA ORKS!

attacks. Since it is a psychic attack the Weirdboy Tower's bolts
of! before the

e Ok The oo e Bt 10 B 5l

ery tum 10 see how many mey fekboys have

e T mega
pons (0 be utstanding al the e, when you necd them

sl meglwapﬂnsmzlum you

should make the most of the opportunity. The well timed

Iaunch of a Krooz Missull as well as a Big Lobba barage has
ba favour,

enemy can use their weapons. This is a very good way of
kiag omkeummy o i s . s g i
lga-Gargant or other Otk troops.

KROOZ MISSULLS
“The sheer scale o destruction caused by a Krooz Missullis

Remember (0 roll for your number of mega weapons before.
the Psychic phase, as this is when the Weirdboy Tower makes
its attacks.

BIG LOBBA
‘The Big Lobba s one of the few Ork weapons 10 fire a

2 ey bave o 4 saving throw o)

e
St

mruulll“fsﬁslhllmmnn{ayn Even normal indirect

target, but with Krooz Missuls the enemy can't hide anywhere!

“The downside of all this though s the fact tha you only g
two Krooz Missulls to last the battle. Pick your target's

such as Space Marine Devastat
platoons or Eldar Dark Reapers. In partcular, barrage attacks
have a distinet advantage over the.

Misulls and il pve ane et the en of he pasle Thie

weapons. When a Mega-Gargant moves it suffers penalties to
long the ground, rocking madl

rom e e SR o SO b
on fired by the MEAIGIIEIIII, o
 loosing off carl
g oty S hnng your gt ‘weapons into

range.

Another advantage of the Big Lobba is the huge blast, which
ignores to hit modifiers for cover. This makes it extremely
Vil foe atacking roops skuiing arousd in beildags,

Ok troops and weapons.

One other consideration is the random nature of the Big
Lobba’s ammunition. Since you're not sure how many barrage.
points the Big Lobba has unil you've decided where is firing,
it can sometimes lead 1o a disappointing 2 or 4 barrage points
Ou the ot b you ey g or D berngspoas i
wished you'd fire the Big Lobba at something more valuable.
Stil, that's Orky guns for you, you take what you're gi

Remember that the Big Lobba has a minimum range of 25cm,
S0 think carefully about choosing this mega weapon when the.
best targets may be closer than this.

WEIRDBOY TOWER
‘The Weirdboy Tower is a weapon that s most useful during
dhe il sages of bt A your Garpt s dage
and you lose Krew, the effectivencss of the Weirdboy Tower
drops crumuicaly Untortaaiely, tho Wendboy Tower bt a

only S0cm, which means that for the first tum of a
ks s il A el S
‘The Weirdboy Tower has a -2 saving throw moifier

a good punch against foes with a 3+ or 4+ saving throw. The

Weirdboy Tower s also very good at knocking down void
shields and power fields, and this can set up enemy Titans or
‘Squat super heavy vehicles for a big hit with the Gun Decks
‘and Skullerusha cannon,

+-Gargant's capabilities, so

10 ot o et thed P Krs Mol when yo gt te
3 s another weapon which could

muuymagmgmme«m

MEKBOY WEAPONS
‘The Mega-Gargant’s Mekboy weapons may not have the
straight forward punch of the mega but they have
other, more suble applications (Orks, subtle? All right, the
SO T )y i e
Mekboy weapon each trn, so its important w ou
decide to fire.

DETH RAY
With its meagre -1 saving throw modifier the Deth Ray does
ot ook ke  pariclry poent wespon when okin o
profile. However, glance across to the Notes colur
willsee the innocent looking phrase ‘Ignores Shiclds'. A
the main strength of the Deth Ray, its ability to pass strai
through void shields and power filds. Though not likely to

Titan, 33 -1 savin thow moifier would ot cavse =
SRR o s
table targets are Impena.l Knights.
Theeo war mackioes have an aznoyiag Babit of standing
around soaking up all of the incoming fi e with et on
shield, surviving hits from Skullcrusha shells, Pulsa Rokkits
and other ‘armour-busting’ weapons. With the Deth Ray
though, you can go their defences, with a -1
‘modifier o their saving throw as an added measure.
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The Deth Ry has  long ange, alowing you 0 ke out such

nd “This i bec
s dont e from ot modirs o the Nega:
Garan's sec. Wih §barage o he Banger re ood
a« o

e ovrited. Deghe s sdvamger o Bengers o
have a saving throw maxifie of -1, making them most useful
agains light vehicles and infanty. It may be worth firing at
more ey moured s i e cacmy bunch up o

passor gap 2. Ony e

such troops if

langerz are very good at destroying Imperial super heavy
ok o Baneplades o Sioeaammtre i o3
unshielded Titan can be given serious problems with a well
aimed shot. When attacking enemy Titans or Squa super

o con cove  good mumber of

Bang. you're dead! Of course.
S 4RIy e A e R
every time you

GUN DECKS

The Mega-Gargant's Gun Decks are its cquialent to an
Imperator Titan's Secondary weapons, but much better. They
hit 0 a 4+ and have a -2 saving throw modifier, with eight
attack dice this is potentially devastating. Unfortunately, the

 and this means you're
often forced to trundle across the battlfield to get close and
incur the (0 hit ol penalties for moving. You should really

et chance
attack you.

SUPER LIFTA DROPPA
The Super Lifta Droppa can also be found on Mekboy
Gargants, and is a really useful, if quirky, weapon. I have
found that the Super Lifta Droppa s great against Space
Land Raiders and similar anks. Because units have to

ks once the Mega-Gargant
has settled into position and stays still (see the Its Stompin®
“Time! section later).

TURRETS
Unlike the Gun Decks, the Turrets are not really all that good
on their own. Where they are most useful is when used in a.
combined attack with the Mega-Gargant’s other weapons,

deachment with thebarage template and dop then ou the
‘member of the unit (if you don’t ol a scatter anyway).
rodivnd ‘200d way of attacking troops hiding in cover

and throw it onto its comrades keeping their heads down in

Super heavy tanks make a suitable target for the Super Lifta
Droppa too, since they have to make their saving throw with a
-4 modificr. Again the most useful aspect becomes apparent if
the super heavy tank s near (o other troops, allowing you to
kil two or more tanks with one shot.

DA UVVER KANNONS
s well 1 e Mekboy and mega weapons Mg

Gargant

KRUSHER ARM
There are a number of uses for the Krusher Arm which may
not be immediately obvious. Like the Super Lifta Droppa,
thrown vehicles can be used against enem troops skulking

your favour by pl:kms on roops that are near 0 arge
concentrations of the ene

of the sneakiest uses of the Krusher Arm s ts abilty to

atack buikings. Mga Cargants spend mot of thlr ime

moving. meaning they have (o wait unil he advance fire

types of
ot effecive gainst well armored targes, whit the Giun
Decks and Turrets are useful against enemy tanks, light
vetiicles and infantry

SKULLCRUSHA MEGA-CANNON
e Skuﬂcnuhl an e two types o shll- Bangers and

7. Each s useful for very different situations. B
s g ;s s ey et wie aacking

woz2

ot g Comb ek o . you
plan 0 help your Mega-Gargants survive. During the
i phase the Mega-Gargant moves behind 3 building,

ontact with the building. During the close combat segment
use the Krusher Arm to attack the building, with a -4 saving
throw modifier i's quite lkely the building will collapse.




line of sightin front of the Mega- Gargant, allowing the Kaptin
tolet oose with his Skullcrusha, a Krooz Missull and the other
‘weapons. Be wamed though, sometimes 3 building will make.
i sving hrow and your Mega-Gargent will be et sading
behind it with nothing else to &

‘This type of tactic becomes really useful f your Mega-Gargant
is on the Trash Da Burg mission. By moving past buildings as
‘you advance across the table, your Mega-Gargant can pick up
ity points st every tum, Ok biingsae the bes

WAAAGH DA ORKS!

after makes matters worse. However, if you get lucky the
achievement of this mission can possibly win you the game.
‘There's a considerable 15 victory points up for grabs with this
‘Gargant mission and anybody who thinks they don't have to at
least try capturing the Objective must have a very good plan
indeed!

If you are lucky the Objective will be fairly close to your
deployment zone, making it & simple matter of moving up for
‘one or two tums at Batte or Full Speed. Once in position

target for this type of i throw.

WHAT’S DA PLAN?
Mega-Gargants can be should be given Gargant missions if
you want to make full use of their potential. Gargant missions.
are quite straight forward, and so there follows a summary of
whatyou shodd e tinkingshou whet you fn out what
mission your Mega-Gargant

TRASH DA BURG
‘Trash da Burg is a very flexible Gargant mission, which can be
samed out while the Mega-Gargant carries on with its main

can stand still and lay into the enemy with
everything is got

mission isits Krerw. If cnemy infantry look like they are about
10 snatch an Objective rom under your nose disembark a
stand or two and da boyz o discourage them. Don't

‘about reducing the firepower of your Gun
o i pea ‘mission are probably more.
than you could hope to achieve with these weapons alone.
anyway.

My favourite tactc with this mission is to put your Nobz and
Bore inyou BollerRocem s 20t e ey disembeck
Iy

only hi Once you'se got the

s et iings the Mega Cargats bamge weapons
i shoulda't prove o0 much of
ecblem: Dot forgethe Kesair Armcan

victory points every time you do this it s ll for the be

STOMPFEST
Smptstcan ik mion s v A Mogs Gurgae
i definitely not a speedy model which means you'll have o
‘move lat out for most of the batte to reach the other side of
the balefield. The timely use of the Full Speed Ahead
Jlinch th o

Rt Wi S A o AU

Like the Stompfest Gargant mission, you may have to trundle.
quite decp into enemy teritory. so watch out for enemy flank
attacks or the opportunity for you to use the Full Speed Abead
Shouting counter.

STOMP AN’ SMASH
Stomp An’ Smash is the Mega-Gargant’s primary rol. Is big
with lotsa gunz, and who better o pick on than enemy Titans.
at super heavy vehicles? To complete this mission all
you really have to know is how 10 use a Mega-Gargant
% %

‘The main problem with this mission stems from the Mega-
Gargant's very limited fire arcs. The Gun Decks, Mekboy.

degrees of the Mega-Gargant, and as you close with the cnemy.
you'llfind that many of the most likely targets sart 10 lip past
the sides of the Mega-Gargant, out of reach. However, there
are a number of ways to counter this problem, and these are
dealt with in detaillter

TRASH DAT SHAK!
‘The simple answer to this Gargant mission is the Big Lobba.

agai
buildi it the perfct gun to complete Trash Dat Shak.
You will have to make sure that when you deploy and move
‘your Mega-Gargant, you can maintain a line of sight (o the
target building as much as possible. You may even have to

wm o that the building lies out of the Bi
otherwise you may find it difficult to establish a lne of sgh.

GRABBIT!
Large war machines like an Imperator Titan or M:gl Gargant
can have great difficulty rying 1o capture a specific objective.

‘With Grabbit

the random determination of the Obiective you
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ITS STOMPIN’ TIME!
oen o G fights, you will find it will spend its
first and pro tun moving. While it does this the:
Mega-Gargant i reducin is effectivencss due to the 10 it
penlties for moving. What you may find beter is 3 quick
“print’ in the firsttum on Full Speed orders, and then Stop for

oIt ‘ELP ME OUT!
As big and tough as they may be, even Mega-Gargants need
friends. There are many situations where supporting troops can

antac
‘Gargant i the protection of its flanks and rear. As mentioned
carler,

a number of things, mainly your Gargant mission, the
"  the

terrain in front of the Mega- Gargant.

When you deploy. look at the space one 10 two thirds across.

o the fray, only to find out that Imperial Knighs, Eldar
Skimmers or other fast opponents have slipped around the

of the Mega-Gargant’s main weapons. To counter this
should deploy yoursuppotn toops

the table from your edge. Pick a point in th

so hat your Mega-Gargant can et o . Gy
e oo, s g the bk o sy e
only it mmﬂhmg ns (like an Imperator Titan
et round bebin i Miga-organt should you

Shifkan spolyour gunners’ s

“This tactic becomes very suitable if you get one or two Full
Speed Ahead Shouting counters. These allow you (o get to
your position quicker, or make small adjustments 1o your
‘and exact position once you are there. Since using Foll

side of the o v i 1 1

break through.

As the Mega-Gargant advances it recives covering fire from
Pulsa Rokits

s station alongside. This is best shown by the
examples below.
WOT YOU WAITIN' FER?

Although by no means covering every tick in the book. I hope.
this article has given you some basics on which to build your

s it size and variety, and d|ﬁmnl ‘combinations of troops

give a nasty surprise {0 the enemy. You can use the additional

a target your opponent thought was outside your fire arcs. As
there are no to hit penalcs for being on Stop orders you can
blast away with full effect

with your wil
develop your own siyle of play and tacics. When your
wespons backfe. your Boaebreakas brek wp ad the

Titan in front of you gets 12 Plasma counters, just
Temember he ld Oy dage “We's Orks, 50 when we lose
we jus come back and give ‘em some more!”

These maps from he Inferno il rpors
(White Dwarf 179) show how Andy Chambers
used his Mega-Gargants 10 devastaiing effect.

Mega-Gargan has troops deployed
oncither side which stops the enemy
surroundi

2. The Ork mobs race ahead 10 set up a
“pocker” that the Mega-Gargants can advance
Jorward into.

3. The Mega-Gargants, supported by the
Pulsa Rokkits, catch up with the mobs and do
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pEAVY MeETAL
@ ORK NOBZ IN MEGA-ARMOURE)

BAD MOON ORK NOB WITH BAD MOON ORK NOB WITH BAD MOON ORK NOB WITH
PLASMA GUN AND POWER FIST  COMBI-WEAPON AND POWER FIST 'BOLT GUN AND POWER FIST

ABAD MOON ORK NOBZ MOB IN COMBAT WITH ELDAR STRIKING SCORPIONS ASPECT WARRIORS

wozs




COMMISSAR YARRICK

By Jervis Johnson

Unmistakable on the battlefield with his huge battle claw, Commissar Yarrick strikes
terror into the hearts of his Ork enemies. Through his boundless faith in the Emperor he
has survived wounds that would kill another man and many think he is invincible.

had a long career of distinguished service in the Planctary
Defence Force behind him and was scheduled for rtirement at
the Feast of the Ascension. Yarrick had a reputation for being
uttrly loyal to the Imperium and an nsf ader of men. In
his youth he had learned the language of the Orks from a

HERO OF THE PERI!

One of the most dangerous periods of the Tmperi
was during the Waaagh led by Ork Warboss Ghazghkunl
‘Thraka. In 40,941 Ghazghkull launched a massive camps
of destruction, which began with the bloody invasion of
Ammageddon. Ghazghkull's massive armies smashed aside all
opposition on this Imperial Hive World until an assault force,
o i e Tk s 0 Lol dnia bt Secvions of what s
b R Orks planned 1o o and banished him to Hades Hive. As it
‘Commissar Yarrick was an old man when Ghazghkull Thraka  turned out this was one of the few wise decisions that Von
attacked Armageddon and the siege of Hades Hive began. He  Strab made during the campaign.

Commissar Yo imvaders.

wozz




COMMISSAR YARRICK

The Ork attack on Armageddon Secundus shattered the
Imperial front line and destroyed most of the Imperial army.
Everywhere Imperial forces were in etreat, and hive after hive.

everywhere ferocious and bloody hand-to-han
place between the Orks and Humans.

fights took

‘Atthis vital moment Ugulhard and Yarrick met. With a mighty
arboss threw himself at Yarrick. his battle claw
snickered and snapped. and Yarrick’s ight arm was tom off at
the elbow. But Ugulhard's bellow of triumph quickly turmed to
a seream of horror. Ignoring pain so intense that any normal
man would have passed out instantly, Yarrick swung his
chainsword and with one slice lopped off Uj s
s body stood upright for a momen, fountaining green
blood, and then crashed 1o the ground. Yarrick calmly bent
pulled the power claw from the Ork’s body, and held it
aloftin riumph, For a moment a hush fell over the battefield
Then with a huge cheer the Imperial troops charged at the
stunned Orks and hurled them back. Only once he was surc
that Hades was safe did Yarrick allow himself o pass out.
The events of that day gave Yarrick a terrifying reputation
among the Orks, and he was 1o become one of the very few
Humans that ever inspired fear (or something ke fear) n that

For six months the defenders of Hades Hive held out. Whe
Kanows what i of ersism and horo ook place i tht

at
Yarrick could not be killed, and that he had the ‘evil eye’
which could kill an Ork with a

bravery of Yaick. he
oo b vy s W it of & pwyk vid

peychology wel, and played on tese prmitivefears. He kep

k
even had his own left eye plucked out and replaced with a

welded together a army capable of standing off
bt with their mm howed frah
Imperial forces, including three Chapters Marines, to

arriy e tide against th Orke. Even as the il
assault on Hades began, a relief force headed by the
Salamanders, Blood Angels and Ultramarines raced in an

special bionic implant of laser
encray. I the Ok thought he had e evl eye then, by the
Emperor, an evil e he would have!

effort o But tragically. as the Space Marines.
broke through the Ork lines, Hades fell. Cummﬂw Yarrick
was one of the few survivors. His shattered body was found in

he i, dosens of O bdies heaped a s fc

Ittook Yarrick many months to recover from his wounds, and
by the time he had done s the Battle For jon was.
over. At st he was able to retie, and for a bref period he was

troubled by the memories of what had happened at Hades
Hive, and nearly cvery night he woke screaming from

of Ghazghkull's survival reached him. It s said that the look of
fury and hatred that crossed his face was so terrible that the
messenger cowered and grovelled before him, fearing for his
own life. But Yarrick’s hatred was reserved for one being. and
one only: Ghazghkull. Spinning on his heel he ordered his
valet to bring his famous black uniform and batle claw
Yarrick was coming out of retirement, and he

unil he had avenged the brave defenders of Hades Hive by
spillng the life blood of Ghazghkull Thraka.




]
H
g
]
=
g




COMMISSAR YARRICK

COMMISSAR YARRICK

Yarrick may be inclu mperial Guard or Spac
Marine army ...NM of m,.,.mu points for his wargea
Ifhe is included as part of an Imperial Guard army then he may
e commander i ofthe Imperil Guard Colonel

PROFILE MWSBSSTW I AlLd

Commissar Yarrick 4 6 6 4 4 3 6 3 10

WEAPONS:  Storm bolier,laspisto, frag grenades, krak.
grenades, batle claw (treat as power fisy)
vl Eye (see Wargear cards).

ARMOU Mesh armour, Force Field (see Wargear
cards)

WARGEAR:  Yarrick always takes the following
Wargear cards: Force Field, Evil Eye. He
may not take any additional equipment.

STRATEGY:  Yarrick has a strategy rating of 2.

SPECIAL RULES

Inspiration: As we have described above, Yarrick became 2

highly inspirational figure. To
Guard units that have a line of sig

represent this, any Imperial
bt to his model will
automatically pass any leadership tests that they are called to

ke -2 ong asaeaston el th i ca o= ¥ arrick
you don'teven have to bother rolli

r: Yarrick causes ferror to Orks as described in the
Warhammer 40,000 rulebook. Remember that because he
causes terror, Yarrick also causes fear.

Immane to psychology: As a Commissar, Yarrick is immune
toall psychology and never has to make tests for ear. terror or
any other psychology

Willpower: Yarrick has tremendous willpower, ignoring
wounds that wouk sl anther man- To rpresen i do
ounds are reduced (0 0. Instcad,

Yarrck suffered. Note that you only roll once on th

matter how much damage Yarrick took from the ai

However,if Y 3 socmdor gt e
ble again.

& takes damag
in the same turm you do have to roll on the

D6 Result Effect
14 Serious Wound  Yarrick

srics on as normal, ignoring
an injury that would render a normal
man wounds

unconscious.  His

characteristic s restored 10 1 point.

Critical Wound  Yarrick is so badly injured that even
e cannot keep on fighting. Remove

him as a casualty

Wargear cards

- of gl acros the back and pressthe halves o

cabonsd (cralpacket s eal) bewen the v alvs e

WARGEAR
CARD

WARGEAR
CARD

© Copyright Games Workshop Lid 1995.

from
e Iy wan o ke
e the

FORCE FIELD 20 Points.

Yarrick is protected by a specially built force fieid
which reduces the snergy of any atacks that i

device is not 100% reliable, sometimes
proviing Yarmk i Vit imvuinerabiiy, and
somet

stong the doved

our cards more hard wears athin ayer

is completely stopped and will have no effect on
Yarrick at al.

COMMISSAR YARRICK ONLY

COMMISSAR YARRICK ONLY

Permissior

granted to photocopy for personal use only.
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RETAIL STORES

COME VISIT US AT
FAIRFAX, TORONTO, & VANCOUVER

T
ARLINGTONBLYD. - 3
PIGKETT D, L
9|

5

o
FAIR CITY MALL 331 QUEEN STREET 8 WATER STREET
'9600-G MAIN STREET WEST TORONTO, VANCOUVER,
FAIRFAX, VIRGINIA ONTARIO BRITISH COLUMBIA
(703) 503.9284 (416) 5951159 (604) 685.88:
3 i Mon. - et Won. - Wed. Fr. St

m. m. 11:00am.-7:00pm
Wed. Game Night 11:00 a.m. - 700 p.m. Thur. Game Night 11:00 .m. - 800 pm.
600pm. Sun.1200am.-6:00p.m.

Sun. 11:00am.-6:00 .

.
Sun. 11:00 a.m. - 6:00 pn.
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RERUY METAL

# ATHELORN AVENGERS %

Wood Elves are natural Blood Bow! players, although their stubborn refusal to wear armour does leave
them vulnerable to some of the more hard hitting teams. However th
enough to keep them out of trouble — it takes a fast or cunning foe to lay @ hand on a Wood Elf player!

' Wood Elves’ natural athletic ability is

)

THROWER TINEMAN

CATCHER

"WARDANCER

'ATHELORN AVENGERS WOOD ELF TEAM

GRASHNAK BLACKHOOF
MINOTAUR STAR PLAYER

Minotaurs are huge, bull-headed creatures of Chaos
who delight in violence and have an insatiable
appetite for for raw flesh. A minotaur's enormous
strength, minimal intelligence and vicious, depraved
mentality make them almost perfect Biood Bowl
players ‘and great favourites with the fans.
Fortunately, for most other players, few Coaches

o their disconcerting habit of going berserk before,
during and after the match and attacking and eating
‘anyone or anything that gets in their way — friends,
foes and sometimes even the Coach!

wosz




GET DA REF!

By Jervis Johnson
As more and more of you take up the challenge of coaching your own team to
victory on the Blood Bowl pitch, our postbag has filled to bursting with dozens of
letters describing exciting matches, interesting plays and asking questions. In
this article, Jervis takes time out to answer your most common queries.

BLOOD BOWL FRENZY

Since the Blood Bowl and Death Zone rules have been
released I've received a number of letters asking questions
about the rules and how they work. Most of these can be
answered by carefully studying the rulebook, although we
can’t hope 1o cover every possible situation that may arise
during a game. If you and your opponent can't agree how o
resolve a situation, roll a dice each to decide what o do. Afier
the game, sit down and talk it over with your opponent and try
t0 reach a decision. To help sct the record straight, I've
answered the most commonly asked questions belo.

(Q) o e el o el he el wben
rolling on the Kick-Off table? Or when I roll 10 see if a
K.O.ed player recovers consciousness?
No to both questions. Team rerolls may only be used
during your own team turm and at no other tme.

V0 Rt g

No they don't, This isn't specifically stated in the rules
although it is noted o the introductory playsheet.

woss




* BLOOD BOWL

Does a player with the Frenzy skill have to go for it and
move extra squares if he fails 10 knock an opponent over
when he throws a block?

No, but the frenzied player may attempt to move extra
squares and carry on attacking if his coach wants him (0.

Nobbla Blackwart is armed with a chainsaw and has

the Frenzy skil. Does this mean that he can continue io
make attacks with the chainsaw if the frst attack fail 10 take
the victim out?

A 10 o Py s ot pptos whem Nk ke
block.

What happens ifa player with the Frenzy skil blocks an

opponent with the Stand Firm skill and gets a push back
result? Does 1 player carry on making blocks even
though he wasn't able to push

* % % Did you know...

o break’
your beard o ke o relores (nioduced after a
vers' game)!

Can a player use Mighty Blow or similar skills to
modify armour andlor ijury rolls if

A

Are all modifiers to armour and injury rolls added
together? For example, if a player with Mighty Blow
and Dirty Tackle fouls another player does he +4 1o the
armour roll (+1 Mighty Biow, +2 Dirty Tackle, and +1 for the
JSoub?
A oo o et s g s prtant
note which states that only one skill may be used to
modify a dice roll, although any number of other, non-skill
nodifiers can also be used. In the example above, the.
Coach could cither have his player use his Mighty Blow skill
0 modify the dice roll, or his Dirty Tackle skill to moify the
dice ol but not both (and I know which I'd use!). The +1

foul
used. Note that it i only dice roll modifiers which may not be
‘combined — a player with Strong Arm (which reduces the
range of a pass) and Accurate (which gives a +1 pass.
modifier) would be allowed t0 use both skills on the same
pass,for example.

The Vampire uses his Hypnotic Gaze on the
Wight when he throws a block against the Dwarf Bliczer.

A

) plyer s pushed off e feld by theplayer wih Mighy
and beaten up by the

iii) An opposing player blocks the player with Mighty Blow
and falls over himself?

A

Does the Diving Tackle skill llow a player with the
skill 10 make a block against every opponent that enters
ckle

Yes

) No,

wm?

A Tl ey oy be v cmc e ppodiag e
(QQ e ot who s ben pnoted st k2

Yoot o ey s T e
stop any opposing players lending
assist s wel,

'Dwar Lineman, cancelling out his tackle zone. This allows the Zombies 1o assis the

woss




The Orc Blitzer can assistthe Lineman’s foul even though he
isin the Mummy’s tackle zone.

(O 3 iree ik B i oy st et
ihe +1 srengthmodifer whe b fllows up and s
an extra blo
‘The player counts +1 strength for the extra blocks, but
only if they occur as part of a bitz action.

Are the condiionsfor making n asis for  ou he
same as making an assistfor a block

No. You can assista foul evenif you are in an opposing
player's tackle zone.

(QQ D2z O plyer gt chence o recove om s
e S

A

The “Sorry” and “Sorry Sir" special play cards can

e e Coac (L me)sein el
I this correct? And if it i, what effectdoes it

You ten carts cn o s again Head Conces. I

e Head Coach is injured or killed then he may not

argue vhe il o T e (and Undead

Necromancer's may not use their “Raise The Dead" spell

either). If a Head Coach s killed then e s replaced for free in

ST 0t AEANIOOR oot N oo il

ing, but none of

b= ci e R:geneme as this

function is performed by the Head Coach rather than the

for the next match in the same way as a normal Head Coach.

BLOOD BOWL *

1f a player holding the bl is pushed offthe field and

ymes a casualty, does the player who pushed him
12 star pler poins? And doe he bl get thrown bk n
by the fans 17

A\ Yo o ot vsions.

After the ball has scattered D6 squares at the kick-off

and lands in an empty square in the receiving team’s
al,what happens i bouncesof the feld” I it hrown back
inoris it a touchback

A T eam gt ouciack

When a player dodges away from one of your players

and fils the dodge roll and then suffers an inury, does
the player e was dodging away from earn 2 star player
points for inflcng a casualty?

A™

Do niggling injuries last for a whole season? Or are
they cancelled out once a 2-6 is rolled on a DS in the
pre-match sequence?

Niggling injuries are ot and are never, ever lost!

each and every
match that he plays!

Ifa standing player is pushed into a square containing
the ball does he get a chance 1o pick it up or does it
scatter one square.

A oo

1f a player thrown by a team mate lands in the same
Square as another player, do either (or both) of the

afier they are knocked over?
Yes. Unless the rules state otherwise, a player that is
‘any reason must make an armour roll

10 avoid injury.




* BLOOD BOWL

The Landing Mofiers on the example of Throwing a
Tean-Mate are diffrent 10 those prinid i the rles.
Which is correct’
The Landing Modifiers printed in the rules are the
cortect ones (i.. +1 for an accurate pass, -1 per tackle
zone on the square where the player lands).
A number of Dwarf players have the Tackle skill, but
s not described in the Blood Bowl Handbook. How
does the skl work?
Ooops! I'm afraid I managed to miss the Tackle skil out
of the Handbook, although it is in Death Zone. If a
player has the Tackle skill then opposing players who are in

use their Dodge skillif the player throws a block a them.

SUGGESTED RULES MODIFICATIONS
Although Blood Bowl benefited from almost a year of
continuous play in th Studio League, one o two minor

g e e s g o e
competing in the league that Tournament Play-Offs have
become a partcularly cut throat affai. The fact tha there are

of points

scored in the play-offs vitally important, which can lead to
some rather underhand (if not strictly illegal) activity as
Coaches desperately try to arrange matches that will give
them a big win and lots of poins.

In order to stop this happening in future, the next Tournament
 run at the Studio wil have a quarter-fina stage before the
‘semi-finals, which should ensure that all of the t0p teams can
et through the play-off stage without being forced to use
doso.
more than cight teams does the same.

THE REGENERATION GAME

one-off games, as the player can't rejoin play unil afer the
next touchdown is scored.
In a league, however, a player with the Regenerate skill is

much more el bocase he i unliely o gt Kiled wnd
therefore have 1o be replaced. Replacing dead players is

ostly, 0 teams with lots of players S i
ke the Undead) soon bocome vey rch compared 10 otber
teams in the league. In order to get round this problem |
suggest the rules for the regeneration <kill should be
changed so that it only works on a roll of 4 or more on a

rather than on a roll of 2 or more as it is at present.
This is only really necessary for teams that are playing in a
league — in one-off games the regeneration rules are just
fine as they are.

A
pass, -2 for tackle zones).

the Skaven Head

roll modifieris -1 (+1.
roll as normal.




EPIC® BOXED SUPPLEMENT
Epic Hive War detais the extragalactic menace of the Tyranid race, and contains rules for unleashing the forces
of the Hive Mind into the Epic game. This box contains game rules for the organization and command of the
“Tyranid forces, amy cards for the Tyranid swarms, and special cards to represent the dirccting influence of the
it Mind. Thes genctcallyengincered organic kiling machines are armed with dadly symbiote Weaponry 1o
‘bum and poison their way o victory against the humanoid life forms of the galaxy

Hive War is an expansion for the Epic Game System. Rules and cards are included for twenty
different troops and creatures. These include Hive Tyrans and Dominatris, the commanders of
the swarms, the huge Hierodule and Hierophant bio-Titans, the scythe-armed Canifexes,
swarming broods of Termagants and Hormagaunts, sinister Lictors, powerful psychic
Zoanthropes, and more.
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pEAYY METAL
FORCES OF THE IMPERIUM

H@mE

'BLOOD ANGELS SPACE MARINES
VINDICATOR SQUADRON

KNIGHT ERRANT COMMAND KNIGHT PALADIN COMMAND KNIGHT LANCER COMMAND

woss



KNIGHT HOUSEHOLDS

The Knight households of the Imperial Forge Worlds are loyal followers of the
Titan Legions, always accompanying them into battle. The many different
types of Knights each have a role to play in supporting their towering allies.

THE KNIGHT WORLDS
Each Knight World owes fealty (0 one of the many Adeptus
Mechanicus Forge Worlds, bound by sacred oaths sworn
thousands of years ago. In times of war every Knight World
sends thousands of men and machines to fight for the Adeptus.

Mechanicus as well as technology and equipment it would
otherise have no access (o,

Some Knight Worlds have many different Knight families
inhabiting them, while others are dominated by a single House.
On planets with more than one House, competition for the
favours of the Forge World i high and sometimes even breaks
out into localised hostility. However, whatever their personal
differences, when the Forge World sends the call o arms, all
Knights fight side by side as brothers against the many
encmies of mankind.

TYPES OF KNIGHTS
Throughout the Imperium there exists a huge variety of
Knights which are used for many different tasks. Knights
range from the slow but heavily armed and armoured
Castellans to the lightning fast and deadly Knight Lancers
This means that Knights can perform a wide variety of
bautlefield duties for the Titan Legions of the Adeptus
icus. With their relatively small size and high speed
undertake essential scouting missions, flank attacks

and other roles in support of the massive Titans.

Some Knight Houses own many different classes of Knight

Knight Lancer is the only type of Knight they employ. Its
speed and agility is essential for negotiating the rough terrain
of their world

KNIGHT HOUSEHOLDS IN BATTLE
Sometimes households fight as a single body. but more often
the specialised Knights are divided into detachments. These
units of Knig others are then attached
o0 other households to suppo k. Only in

orttheir atta large and

important battles are full households of these specialised

ht 10 see a full household of Knighs striding into battle
with their bright heraldry and colourful pennants.

ARMY CARDS
On the following page we have provided two new Knight
Houschold Army cards for you to use in your batles. Full
rules for these and other types of Imperial Knights are to be
found in the Epic Titan Legions gam.




KNIGHT HOUSEHOLD ARMY CARDS

To assemble your new Ammy cards, first cut out the two K

together. Fold each one in half along the dotted line and spre

halves firmly together. If you want (o make

excess material,

household cards taking care o keep the front and back of cach one
a thin layer of glue across the back of the card and
‘your army cards a litle more hard wearin
cardboard (cereal packe is ideal) between the two halves before you glue them together. When your cards are dry, trim off any

Fold here

NIGHT ERRANT HOUSEHOL!

A Keigh

Krrant Houschokl consists o  Knigh Erran

KNIGHT ERRANT HOUSEHOLD

 2: Kaights have 3 marsle vaue of 2.

VICTORY POINTS 5

Your pponcat £ Bouschold s boken

NIGHT LANCER HOUSEHOLD

Kt Lancer Hoaschold consists of  Knigh Lancer HQ.
it and o deachments oftree Kihis Lancescach.

POINTS VALUE 550

NIGHT LANCER HOUSEHOLD

BREAK POINT 4: T Keigh Lancr owschd
o o o 4 K O e s
Sniht deachmes

MORALE VALUE 3 Ko b
D6 et e

Lancer HQ unt i commnd uait o i pever
e cvn i te Houschold s boken.

VICTORY POINTS 6

Your cpponcat gins 6 VP whenthe houschold i rken

Fold here

© Copyright Games Workshop Lud 1995 Al rights reserved.
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SPACE MARINE

TERMINATORS

This boxed set contain:

Terminators are the most awesome of all Space Marine
warriors. Always at the forefront of a Space Marine assault,
they teleport into the midst of the enemy, breaking up
strongpoints and destroying enemy vehicles.

Terminator squads are equipped with a variety of weapons
including the multi-barrelled assault cannon, heavy
flamers, stormbolters and such deadly
close combat Veapona 22 the chainfist
and power fist.

LTRAMARINES TERMIN

vov0

mplete Space Marine

c | X >
Terminators, mcumlwamsuaw.nm.sms...amu ®| rumy U'L

colour, self-adhesive Ultramar

moceling oo peors g i

nmy X

R
it C




GAMES DAY'(Y
‘GOLDEN DEMON‘*@ 5

THE BALTIMOR

Golden Demon Entry will be Saturday 10:00 a.m. to 1:00 p.m.
Award Ceremony on Saturday at 7:00 p.m.
TICKET PRICES ARE $7.50 IN ADVANCE OR
$10.00 AT THE DOOR.
TICKETS ARE AVAILABLE MARCH 1ST FROM GAMES WORKSHOP
STORES OR GAMES WORKSHOP MAIL ORDER. CALL 1-800-394-GAME
TO ORDER YOUR TICKETS NOW!
y games for 40,000, Epic, Blood Bowl,
Man O’ War, Warhammer Quest, and Talisman. Advanced games for
Warhammer, Warhammer 40,000, Epic, and Talisman. Bring your own team
for the Blood Bowl Tournament. There will be an open gaming area
S AN: provided. Watch for more details.

WORISHEO




SPACE MARINE DREADNOUGHTS

By Andy Chambers and Gavin Thorpe
With the release of a new variant of Space Marine nreadnougm Andy and Gavin

take the opportu

o look at the background of these

war machines,

ity to
describe their devastating weapons and provide an alternative Dats s

DREADNOUGHTS

hetecolog for biing Dreanoughs s erten

s of Stife. Thirconsrution reguies
pr&umm sk, an the and blessings of the most
accomplished Techmarines.

Y Sp is y
of a Space Marine. Mortlly wounded in battle,these heroes of
the Imperium have been placed inside the armoured shell of a

they may e

the Emperor for cternity. Only the destruction of his
e

ated systems keeping him

the metal sarcophagus, is sophist

dlive way beyond his sy, Wi ancient experiene
and devastating weapons, the Space Marin inide the
Dreadacught can coninac 1 flfil i oo of llcgiance for

Most Dreadnought pilots have fought for the Emperor for
many hundreds of years, sometimes thousands, and they are
‘The memorics of an Old
One date back hundreds of years, and the oldest of them, such
2 Bl e Flk it o e Space Wl o g, co
‘even remember such historic events as the the Horus Heresy

In keeping with the i»clms of the Space Marines,

Dreadnought has increased the already
his brother Space Marines.

AN ETERNITY OF WAR

Once interned in his living tomb a Space Marine cannot leave

a Dreadnought, and is fated 10 fight for humanity until he is

destroyed on some distant battlefield. When this happens the

s with i il ght wihrighteous imaicsm

10 reclaim the pilot W retwm it 1o ts rightful resting

Hirel e i Chapler, The
gl

nense courage of

ht itself is recovered and lovingly restored by the
Techmarines of the Space Marine Chapter, destined to house
‘another heroic Space Marine fallen on a field of bate.




SPACE MARINE DREADNOUGHTS

DREADNOUGHT WEAPONS

those of the Space Marines have
variable configuration weapon mounts on their arms. This
facilitates casy conversion of the Dreadnought 10 a number of
different tactical roles depending on the changing battlefield

Like most Dreadnought

enabling it 1o destroy enemy troops and light vehicles with
equal ease. We've included a new data card a the end of hi
artcle o that you can use this weapon combination in your
‘games of Washammer 40,000.

Dreadnought weapon systems are superior 10 those carried by
troops on footin & number of ways. These improvements arc
partially subsumed into the Space Marine Dreadnought’s
ballistic skill and its abilit to move and fire heavy weapons,
but in addition to these the following special rules apply 10
‘Space Marine Dreadnought weapons.

SUSTAINED FIRE WEAPONS

Marine Dreadnought features a large ammo hopper hnhlmg

‘many thousands of rounds of

i mounted on a Dresdnought andan ssul camnon will
together. However, if an

automatically destroying the assault cannon itself but inflcting
her ¢ Dreadnoug

Power fists mounted on Space Marine Dreadnou
incorporate extra poy

rotate to tear pieces off the target. Thi
ripping apart vehicles, inflicting catastrophic damage on the
component attacked

“The special tear attack can only be used against other vehicles

including Dreadnoughts. The Dreadnought can make one tear

attack for every two hits it would have normally scored. For

example, i th Dreadnought was in combat with a0 Ok
s it

Domaight wesasackiog  vbicle, i vouk aoomaly scoe

weapons. This is combined with a liquid nitrogen u.pm
system and a flexible powered ammo feed which literally
pushes rounds into the weapon and extracts any dud rounds
before they can block the bre

pres Dreadnought
firing an assault cannon or a storm bolter ignores the first jam
rolled each turn. This means that a storm bolter will never jam

5 SR R
An Uliramarines Dreadnough leads the atta

Py Ty

hree hits,

one norma hit instead.

To resolve  tear attack the Space Marine player nominates a

penetration as normal. If the location chose is penetrated the.
part i tom away, roll for damage with a +2 modifier on the
damage char.

Woss




SPACE MARINE'
DREADNOUGHTS

Every Company of Space Marines, with the exception of

the Scout Company, has its own Dreadnoughts. Not only

are these venerable and mighty warriors an important part

of the Company’s fighting strength, they are also the

living embodiment of its history and traditions. Each
H e

‘metal of ts encasement by the Chapter’s Artificers to
celebrate the many brave actions in which it has fought
Space Marine Companies do not have many
Dreadnoughts — it i unlikely they will have more than
o or three operating at
any one time. Veteran
Companies tend to have
more, but even so their
numbers are extremely
limited and they are
considered very valuable.
On the battiefield, each
Dreadnought is identified
by a number displayed
both on its left leg armour
and on its banner.

COMPANY BADGES

The cxample shown in the
‘photographs is the 3rd Dreadnought
in the 2nd Company of the
Ultramarines Chapter.

O O

the Dreadnought’s
right leg armour.

B

P
DETAIL OF ASSAULT CANNON

11 COMPANY 20d COMPANY
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 car from this page and fold it n half along the dotted lin. Spread a thin layer

SPACE MARINE DREADNOUGHTS
Ty together. If you want o make your card a ltle more hard wearin

and press the two halves

S} ‘LSOO SINIOd

SNOAVIM

NS -
39VIVA 0La
L HLONIHLS

ELZYOT

ANIBVIN 30VdS INO

M3HD
o0 €6 L 9 9.9
a1 v 1 S sdSM W

“To assemble your data card,first photocopy or cut out th

of glue acrossthe back of the

agod

VAva 3TDIHIA

LHYNONAV3HA ANIHVIN 3OVdS

bere

Permission granted to photocops for personal use only.

$3749vVL 39VINva

© Copyright Games Workshop Lid 1995, All rights reserved.



IMPERIAL GUARD

ROUGH RIDERS OF ATTILA

The Rough Riders of Attila are the most
famous mounted regiment in the
Imperial Guard. Bred upon the
sweeping savannahs of Attila, they are
superb horsemen and savage warriors.
With unparalleled skill, they are able to
move quickly across the battlefield,
seeking out weaknesses in the enemy
line and riding

down their foes

with deadly Tl
hunting lances. o

‘This boxed set contains 4 complete Rough Riders of Attila and a
of Citadel waterslide transfers.
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PLAGUEBEARERS OF NURGLE,
DAEMONETTES AND STEEDS OF SLAANESH

by Rick Pnestley

From the Chaos Wastes they come,

in ic form

~ the disturbingly beautiful but lethal Daemonettes of Slaanesh, and the
wretched and corrupt Plaguebearers of Nurgle.

PLAGUEBEARERS OF NURGLE

Plaguebearers 30 points per model

Plaguebearers are created from al the poor mortal creatures
who have died of the dreaded disease Nurgle’s Rot, a terible
and incurable contagion and one of Nurgle's finest
oncoctions. Plaguebearers are also called Nurgle’s Tallymen,
because it is their job o keep count of all the many discases
and corruptions that their master visits upon the world. They
are surrounded by the constant drone of counting, and the
ndles buring ofthe e tht over ke lck clow o
their heads.

P\ag hearers e green, puirid skin. split and ranid ik tht

Plaguebearers are armed with a gnarled Plaguesword whose
touch brings discase and death

FROREE. () e MR
PAGUBENRS 5 5 4 3 1 6 2 10
SPECIAL RULES

Dacmons

Al the special rles or dsemons apply. In partcular ot that
the Plagucbearer has a saving thow of 4+ because of ity
dacmoni ntangibily or dacmonic aur.

Plaguesword
‘The Plaguesword drips with venomous slime. If the target has
more than 1 wound, then a wound from this weapon will kill
mortal creatures on the D6 roll of a 4 or more, regardless of
how many wounds the target can normally susain. Note that
this only applis to mortalcreatures  not daemons or Undead.

Cloud of Flies
Plaguebearers are surrounded by a black cloud of flies. When
the Plagubearesae ighin these foul buzzing reatues fy
¥ their enemics,
and tnwl\ng ‘up their nostrls. This terrible distraction means
at any enems fighting a Plaguebearer must deduct -1 from all
his o hit dice roll,

Fear
Being dacmonic monsters the Plaguebearers cause fear, as
described in the Psychology rules

MAGIC
A unit of Plaguebearers has a magic level and can cast spells
like a wizard. The size of the unit defines its magic level and
the number of spells it may cast: 1-5 models = magic level
Vone spell; 6-10 models = magic level 2/wo spells; 11-15
el 3three spells; 16+ models =

ffour spells. The regiment’s spells must be drawn from the
Nurgle spell deck.




PLAGUEBEARERS AND DAEMONETTES

DAEMONETTES OF SLAANESH
Daemonettes . 35 points per model
“The Dacmonettes are the most numerous of all Slaanesh’s

dacmons. They have a perverse beauty, unnatural and
disturbing, but at the same time are undeniably potc

Dacmoneticsaefs gl fghcr, whose chw hands can
slice through i  armour. They have white skin

e e teie bodiesor decorac theraselves
‘Wih flowing designs n pastl bue orpink. Their lrge,green
eyes glow with a malevolent inner light.

DAEMONETTE ¢

SPECIAL RULES
Dacmons
Al the specisal rules for daemons apply. In particular note that
the Dacmonetie has a saving throw of 4+ because of its
dacmonic intangibility or daemonic aura.

Fear
As monstrous and uncanny creatures the Daemonettes cause.
fear, as described in the Psychology rules

MAGIC
A unit of Daemonettes has a magic level and can cast spells
zard. The size of the unit defines its magic level and

spell; 6-10 models = magic level 2/wo spell; 11-15 models =
magic level 3bre splls; 16+ models = magic el 4four
spells. Spells must be drawn from the Slaancsh dec}

STEEDS OF SLAANESH

Daemonettes may ride Steeds of S|
‘additional cost of 25 points per model
“The Steeds of Slaanesh are weird bipedal beasts that are ridden
into battle cither by Champions of Slaanesh or Dacmonettes.
Their hides are vividly coloured in yellow, red. and blue, with
a ridge of green hair that runs down their backs. Steeds of
Staanesh have long ubular ongucs bright lectic buc in
colour, which they use like whips to ensnare their enc

nesh at an

STEED OF
SLAANESH 12 3 0 4 5 1 6 1 10
SPECIAL RULES

Daemons

"
Steed has a saving throw of 4+ because of its daemonic
intangibility or daemonic aurs.

Fear

Steeds of Slaanesh are weird and disturbing monsters. A Steed

rider therefore causes fear as described in the Warhammer
rulebook.

‘Tongue Attack

The Steed has a single atack, which is made with its tongue.
‘The tongue lashes out and ensnares an cacmy, dragging the
victim forwards so he can be attacked by the Steeds ridr.

this attack out as follows. Roll to hit as normal —

hit then the target is ensnared and dragged before the rider
Complete the attack using the rider’s weapon and Strength
value, as if it were the rider that had struck the blow. If the

10 fight as normal,




GOLDEN DEMON 95

3RD ANNUAL CITADEL MINIATURES PAINTING CHAMPIONSHIPS

Each year, the Golden Demon
Awards bring the best miniature
painters and modelers together in a
challenging competition designed to
test their skills to the limit. On these
pages we present a full set of
categories for this year's competition.
You may enter one model per
category, so be sure to register at
Games Day June 24th between 10:00
a.m. to 1:00 p.m. and get to work
painting those miniatures. The
award ceremony will be held
Saturday 24th at 7:00 p.m. This year
it could be your turn to win a prize!

1. Best Warhammer 40,000 Single Miniature
Any single Warhammer 40,000 miniature on a standard round slottabase.

2. Best Warhammer 40,000 Sqt
This category is for the best Warhammer 40,000 squad chosen from the

e 40,000 Vehicle / Large Figure
is open o 2 ingle Warhammer 40,000 vebice o figure 100
(abase (ie: Dreadnought, Camifex ¢

This categ:
o i it o




4. Best Warhammer Single Miniature
This category rhammer foot or mounted
‘miniatures. All models must be presented on appropriate slottabases
up 10 4 maximum size of 25mm x S0mm (a cavalry base) (ie: not
‘models on 40mm x 40mm bascs).

5. Best Warhammer Unit

onsist of a unit of Warhammer
our entry must include three of

the following five models: an Army General, an Army Standar

1. Regimental Champion or a Wizard.

aximum size should not be more than 20 models.

6. Best Warhammer Monster

This category is open 1o all Warhammer monsters on 40mm x 40mm
standard slottabases. You may include a rider if you wish (ie: Ore
‘Wayvern, Chaos Dwarf Bull Taurus, Ogre, etc.).

7. Best Epic Model
“This category includes either a sing
a Titan or a Gargant or a unit of up o three.

uper Heavy Vehicles or Chaos Dacmon War
Engines.

model of




8. Best Blood Bowl Team
“This category should be organized per 3rd Edition Blood Bowl (ie: 11-16 players. Wizard, Apothecary. efc).

SPECIAL COMPETITIONS

This year, as well as the Golden Demon Awards, we will be holding two additional competitions.

Banner Design Competition

“This category consists of a single Banner placed

any single Citadel Miniature (ic: vehicle, Titan,
‘Warhammer 40k Standard Bearer).

Young Bloods
Competition

Entries for _this
category consist of
any single miniature.

“The judes will be looking for imaginative and well
painted banners that evoke the imagery of the
‘Games Workshop Waorlds. Although there is no
st e ik the should be within the.

1 of reason (no life-size banners, sorry!).

The Young Bloods
category is open to
competitors aged 14
orunder.

desiginth catgory will e spcily
Tomared i Whie Dt ragas

1) All entries must be Citadel miniatures. wst be
2)) Al single miniatures must be mounted on the appropriste s Doy (5. oo 40 10 - L0 pam.
‘gaming bases. To help the judges compare the entries, we  Nopostal ed.

fer these o be painted green. 7 The sreatetcae will be taken with sl compettors e,

) Stight comversonsar allowed bu must adhers Lo the bt Ganes . Workshop can accept n0 responsibility for models
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BLOOD AND FIRE

By Jake Thornton and Adrian Wood
The Ultramarines lead their Imperial Guard allies against the mighty
Waaagh of Ghazghkull Thraka in this hard-fought battle for control of an
ancient Imperial outpost.
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NTRODUC N

This battle was fought as part of the development for the
Codex Ultramarines and Imperial Guard. Not only did we have
the Studio’s arge Ork and Ultramarines armies at our disposal,
but also all the latest releases such s the Ork Nobz in mega-

Jake took command of an Ultramarines army with Imperial
‘Guard allis, a familiar mixture of troops much like his own
army. His opponent was Adrian Wood,  f

own right ying y
customary dozen Warbikes, but thought that he could sll put
up s zood fight with what was to han

He was playing

“The batlefield was laid out on one of our cight foot by four
foot gaming tables with Own Branham’s latest picce of
encry - the huge Landing Pad — forming the centrepiece of

the battlefield. This splendid addition to our scenery is shown
in several of the photos and will be sure o feature in many
future games.

As the game was played. Jake kept notes and Adrian took
photos and made sketch maps. This meant that they could get
on with the battle and not worry about the quality of the
pictures until afterwards. When the dust had settled, a
combination of all these clements was used to recreate the.

proper lig photograpt
you see here

The same sketch maps and snapshots were also used as the

much in a game. We've found that if we concentrate on the.
part of the tabletop over which the battle was fought then we.
can use larger,clearer maps.

The battle was fought with normal rules apart from those for
the Imperial Guard which Rick has expanded and improved
since it was fought
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CHOOSING THE ULTRAMARINES

By Jake Thornton

Since the last time 1 led the
Ultramarines to war (in White
Dwarf 175) I've been honing my
battle skills and praying o the
Emperor for guidance. | have read
[ i wdiaed
in the Chapler's Rec
Commidhe npert T T
me when the Emperor ordered
the Ultramarines to war there
would be no mistakes.

“The core of my army would be an Uliramarines Assault squad
and Terminator squad. Their unflinching bravery would enable.
me to plan my battle without having 1o worry that my men
might run away! The most numerous troops in my army were
e mpeial Guad These wariors et a god s he Spce

but
i il T IR s ot el oy
in batle. This would also avoid the normal Space Marine
problem of being outnumbered three-to-one by the Orks! 1
chose three different squads of Imperial Guard, and put the
legendary Hero of the Imperium - Commissar Yarrick a their
His inspiring leadership would keep them in the thick of
the battle regardless of casualies.
1 felt that 1 also had to include at least one decent psyker and.
with none of the Ultramarines” Librarians available I resorted
1o the Adeptus Astra Telepathica. A fourth level Psyker Lord

would give me access 10 the Adeptus powers and would also
give me an even chance to dispel the Warphead's attacks. In
fact, 1 wanted to be even more sure of halting the Warphead
wherever I could  Psyker Lord with 2

ic Hood which enabled him to reroll any failed attempts
o nullfy Adrian’s powers.

Having already taken an assault cannon for the Terminators, [
was pleased to take another with the new Dreadnought. AU
under two hundred points this devastating war machine is a
complete bargain. Leaving aside their actual offe
potential, Space Marine Drcadnoughs are so feared by their
enemies that they will often g0 1o great lengths 10 destroy
them, taking large amounts of the incoming fire away from the.
oo of the sy which can en advance ummolesed

A PLAN OF ATTACK

In Warhammer 40,000, the Take and Hold missi
concentrates the battle around the objective that one side is
trying to capture. This focuses the blood-le

usually

forces would have to be given very specific tasks in the attack.

My army would be divided into two basic groups each of
‘which included assault and support elements. One group

‘where they stood and stalling any attempis fo counter-attack.
In the middle of the Landing Pad lay the Orks” objective. Five
Orks is too many to let them have

could. Ulramarines Assaultsquadscquipped withjump packs
1

Dreadnought, and the powers of the Adeptus Astra Telepathica
Puyker Lord. Also with them would be a Chaplain Major Hero
‘whose presence would support the Ultramarines in a similar
way to Yarrick's encouragement of the Imperial Guard. How
could the Orks hope to beat such a formidabie force?

My main assault team was lead by Terminator squad Calidus.
These veteran troopers would be followed by the Cadian
‘Shock Troops who were mere Humans, but sillloyal servants
of the Emperor. Also, with Commissar Yarrick leading the
way they would never break, and as long as he lived I could

on them totally. From their vantage point high above the
battlefield, the Catachan Jungle fighter Command Section and
squad would cover the advance on my objective. They 100
could see Commissar Yarrick and so even if the Orks were
able 10 bring down fire on them to silence their attacks, their
bravery too was assured.

Finally on the farlef, the Rough Riders of Auila would make
a wide approach under cover of the terrain. When they got
close enough in trn three or four, they would charge,
smashing any Orks who threatened my possession of the
objective. It was my duty to the Emperor o Take and Hold this
bunker and I wasn't going to let any mere Orks get in the way!




ULTI
COMMANDER
Space Marine Commander cquipped n ped with
i ol il g grnaenpower () (@) Termintor rmou. o b nd
Sword and pover amou an assaul

CHAPLAIN
Chapiain Mighty Hero equipped with

um, Rosarius, bolt pistol,
(rag =il

DRI v
Space Marine Dresdnought cauipped D 90
R oo
boelc

uad is led into bartle by 3
Sergeant with a power sword.

ASSAULT SQUAD
9 Space Marines cquipped with power
armour, bolt guns, krak grenades, jump
packs. and a mixture of assault weapons.
The squad s led into batte by a Sergeant.

IMPERIAL

ADEPTUS ASTRA TELEPATHICA
Psyker Lord equipped with a laspistol,
fak armour and Psychic Hood.

COMMAND SECTION

4 Imperial Guard troopers cquipped

i sl
incher. They are led by

ROUGH RIDERS OF ATTILA
4 Imperial Guard troopers cquipped
with hunting lances, chainswords, and
iding horses. They are led by a Hetman,

COMMISSAR YARRICK
Commissar cquipped with a
storm bolter and power claw.

CATACHAN JUNGLE FIGHTERS
9 Imperial Guard troopers cquipped
with lasguns, lak armour and a missile
er. They are led by a Sergeant.
CADIAN SHOCK TROOPS
9 Imperial Guard troopers cquipped
with lasguns, flak armour and a heavy
bolcr They are led by a Sergeant.
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By Adrian Wood

‘When I realised Jake was going
©

would have o
- Thraka as Warlord for my ammy
45 This powerful Ork leader i the

embodiment of Orky povwer and

Iy Thoped 0 see a dul between the

the field without his trusted
le standard bearer, Makar
“This jolly chap should provide
an excellent example 10 the two squads of Gretchin that I like
10 use as a skirmish screen for the rest of the army. Hopefully
he should stop them running away too!

For e, Shokk Atack Gun ter i an s senial n

 self-respecting Ork army. This o equip the
Mekaniak with a Power Field, giving 2 wrpmpodin e
cnemy fire. Although quite expensive and cumbersome it
should keep him alive long enough to really give the
Ultramarines a headache.

As T wanied (o take a Dreadnought, | would need a Painboy as
well as the Mekaniak I had already chosen for the Shokk
Ak s Bk Syt vy v Ve
Squig to keep any nasty viruses at bay. After all, | didn’t want
15 cach amyiing wnpleasnt fom te bumic!

1 looked through the miniature cabinets at the Boyz mobz and
decided which ones to take. Both the Bad Moons and the

The cn s was prtclcy okin orwad o g wes
on Nobz mob. Resplendent i their shiny new mega-

Sraone s s with prwer s, they looked bt ke rk

Terminators. Tt would be interesting to see if they would stand

upto Space Marine Terminators

Finall. it hd bon some e since Srakebie Bsboyz bave

1o protect them, but of course they might prove a e 100 slow
to keep up with the slavering horde of Ork War Boars.

“The mission that I had drawn was to Take and Hold the centre
e Landi

thought carefully about my plan of
2nd decided that 1 wouldset up th nflrating Blood Axc
Kommandos on the Landing Pad itscl. I goessed that ake
would set up an Assault squad to jump pack onto the Landing
- if 1 put the Kommandos.
on Overwatch on the first turn, the Ultramarines Assault
squads would charge into 2 hail o bolt pistol fire. | would also.

place the Deathskaulls on the ri
chin Dot squads would Ovcraih the Lunding

troops like Space M Gt et Wi b S
save so many times. With the way cleared by this barrage of
fire, 1 could then run the Snakebites up the slope and over the.
10p 10 capture my objective:

rence to any support weapons. Th
ful squads in the past and they would
hopefully prove to be so again. Blood Axe Kommandos were
my next choice - vital for scouting ahead and harassing the
also armed with power axes which can even
o srous dumage 1 vehickes!

Jake had also picked Take and Hold a his mission — this was.

2oing to be interesting! There were now (wo points on the
thel

ided o put the Nobz in mega-armour opposite the

arines” objective. They would advance behind a wall of

in and be supported by the other Bad Moon squad.

A we st todeploy. 1 was fored to rtink my bl pan
to compensate f ey cards. His Brillant Strategy
card meant that I had to set up first instcad of the Imperial
Guard and thcveall sty utin o e Lnperl amy was
Orks. It was more likely 1 would be:
nd, which was not necessarily a bad thing in a
Take and Hold mission but would stop the Orks from
delivering the hammer blow that they are famous for.

Afier the Tmperial deployment 1 couldn’t set up the
Kommando's on the top of the Landing Pad because both
Assault squads were on top of it instead! Nevertheless |
dockedtosick o my batle plan s cocly s | coukl and st
9 th Bloo Axes o e cif ot of clse

set up ac plan with the Bad Moon mob. \\upma
1 Blood Axe Kommandos haden, Wit te Space Marne

ssault squads sitting on top of my objective
suddenly looked a lot harder.

woss
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WAAAGH' GHAZGHKULL (2000 pomts)

DA BOYZ
® Chughhal (@) 4 Nobs e s e o

©0 :

Siffer Squig. With him is
his Gretchin Standard
Bearer Makari,

WARPHEAD

irdboy Warphead
with a Weirdboy Staff and
four Minders.

PAINBOY
Painboy with power claw
and a Vaxxine Squis.

DREADNOUGHT
with a lascannon, heavy
bolter and 2 power claws.

(DEATHSKULLS MOB

and power fists.
BLOOD AXE KOMMANDO!

Dos
@ @ 7 Diood Axe Kemmanion smed
with power axes and led by a

Kommando Kaptin.
BAD MOONS MOB

© @ #ra Vooms Bove ity s Nobin

RETCHIN MOB
@ 10 Gretchin armed with sutoguns. or
autopistols and knives.

GRETCHIN MOB

@ 10 Grecimamod i st o
s e

DA BIG GUNZ

MEKANIAK
hskull Boyz equipped Mekaniak equipped
i3 ey bt S 1y Vst aion @
and Power

stubbers and a heavy plasma

gun. They are led by 2 Nob.

-+ Field,

waRTRAK
' Wariak witha

lascannon.

SCORCHER
Scorcher with a
heavy flamer.

WARBIKES

BOARBOYZ
6 Snakebite

Boarboys 1es
@ i

RUNTHERD
Runtherd. with
7 Snotling bases.
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From the very start o the battle the Ultramarines were locked in a bloody hand-to-hand struggle for the Landing Pad.

ULTRAMARINES TURN 1

Jake: With my Brilliant Stratey
who would move first. I had already used my other Strategy
card (Forced March) to deploy both Assault squads, my
Chaplain, Psyker and Commander far forward and before

T easily won the roll 0 sec:

Adrian could do anything the Ultramarines had swarmed

forwards and captured his objective.

My first Assault squad
charged into the Blood

them the second squad.,
Chaplain

followed up n support,

0 their right the
Dreadnought advanced to
cover their flan.

On the other flank, the
Ultamarine Terminsors
anced under

Seomiion ot Eopeatl
‘Guard on the hill behind
them. At the same time. the
Rough Riders swept out 10
my left, keeping in cover
$thosimak ok
for them to fall o

o the O lne mtur s

b ULTRAMARINES TURN 1

The Imperil Guad' i was mosly ou of range with te

exception of their heavy weapons, but even these failed to kill

their targets. The Terminators demonstrated the difference

between Imperial Guard and Space

down seven Gretchin and watched the rest break and run.

eld, the only firing was from the

ho needed to clear the sccond Gretchin screen

rolls, I made up for the
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ORKTURN I

Terminators' success by only killing two of the little
greenskins. Not even enough o force them 10 take  break est!

killing a single Marine

1 decded not 1o mess
sy more — 1 woul
Tl iy fand onand
combat if that
o do to sccotaplish tay
mission! The Deathskulls
e faces like flint and

anger. With a deafening roar they
erupted s hundreds of exploive rounds chewed up the
o i ey had destrocd the Space Marines the

Toe ot Asak o with the

only to find when
B

r ey jos
ilmgglcd through, killing two of the Orks who

e en o i 1 he Assal squad olloned p.
pushing the Kommandos back down the slope.

I began the psychic phase by using Assail to drag the
‘arphead away from his Minderz and into the rian
couldn' uly i, but | managed o sop i ey

iy, 1

Squish,
buthe

lood Axe Kommando!

The last of the Orks on the hill to fire was the Shokk Attack
team which singled out the Space Marine Dreadnought. With
the shot bang on target, Snotlings materialised inside the bods
of the unfortunate pilot of the ancient machine, killing him
inany. The machin s ominosly upright st and
Jake didn't look 100 pleased either. The Mekaniak cheered and

easily mmggm off the attack.

Adrian: 1 began my tn by placing the Bad Moons on my
right on Hidden Overwaich and running the Warphead back

was grabbed and sat on by his Minderz

Ere we g0, "ere we go.

From my right flank, the Nobz mob and vehicle squadron fired
at the second Assault squad. Only a single shot struck home
but this blasted one of the Uliramarines into oblivion.
Meanwhile, the Space Marine struggling with the Blood Axc

po
sword in the Ork’s gut. The Kommando's body rolled down
the cliff-side and the their resolve faltered but Warlord
Ghazghkull steadied the mob with

e They
3o siimataly e cvectoss o Rmmce Asnk
who engaged in with my

Squish on the
= Amm Marine in comhl(mm the Kommandos. The

i, killing him, much to the
.ew T of the Blood Axe he was fighing. But before e could

finest slumped and fel off the u..m..; Pad. \{y D‘udnwgm

Sy Assal straght o the Sighis of the dreaded Terminstors.

Warlord Ghazghkull decided it was time 10 show the Boyz
how it was done. He took careful aim with his Kustom Blaster
and with an ear-splitting explosion was knocked off his feet.
‘The weapon had exploded!

with the sides

also blazed away at the Ul sad with both
bis by bolr and scannon bt mlnlgod 1o completely evenly matched, all were nulified harmlessly.
ssall of his targets.

TURN 1 VICTORY POINTS
ORKS: 2 POINTS

‘The Minderz, Painboy and three Snakebite Boarboyz opencd
Instead

of all the cheapest troops blasting the nearest Space Marines in

a veritable hail of shots, the firing had only succeeded in

ULT NES: 2 POINTS

woss
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As they reach the edge of the Landing Pad the Uliramarines find a solid wall of Orks advancing towards them.

Back on the Landing Pad the unengaged troopers in the first
ULTRAMARINES TURN 2 et et

surviving Blood Axes, but only one of them managed 1o get
Jake: Aaaarght 1 knew that blasted Shokk Attack Gun would  into contact. The sccond squad remained in cover behind the
e a problem but 1 hadn't expected it 10 be s0 deadly socarlyin  CTeS that were Adrian’s objective, wary of the massed

ce the Orks actually hit wht they aimed at - {rom the hill
something you can usually

doto stop him. I just had to
keep quiet and hope that he
didn’ c

To give him something
else o think about, my left
Saak sdvanced rapidly,

Overwatch in case the
Orks did move forward.
On he fr e, te Rough

fers continued to move.
nmm o s totally
ignored by the Ork horde.
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ORKTURN2

The Terminators fired first, targeting the Warphead who had
been dragged into the open by the psychic power Assail. With
o of the squad just ont of range ad ancthe cearing 1

Jake's Psyker Lord was on

Sl Gimber vy
side.

The \\zrpneld bad been

badly shot
Terminstors o wes sl

of greenskins only one
made contact with the
Ultramarines. On my right,
ihe vehicl squad sweptaround he comer and nskcd the
Terminator's weapons, whilst the Nobz mob in mega-armour
begn tomove tovands the Ulicumurines abjective. The

jammed weapon | twice. He was
Bl aliv bot ity one wousd et be ould be much
easier to kill

From the tower on my far left, the Imperial Guard Command
section fired with teir missile launcher, hitting one of the Ork.
Nobz in mega-armour with a krak missile. With the high save.
medifr of the sk mssil. he Ok ad to

ave from the medi-squig 1o keep him alive. This was the
oo e i hppene 0 e bgiing 10 gt e
idea that these Orks were going to be rather difficult to get rid
o Besile the Ock Notz the coweing Grcin were e
by my Commander in an effor to kill just one and remove the
ol squad. Necdiess 1o say i shot faled 1 wound and the
squad remained where it was

On the Landing Pad itself the fighting continued with the
Kommandos losing another of their mob. Sl they refused o
break as they were direetly under the siern gaze of Warlord
Ghazghkull Thraka himself.

The e s was iy ek apue and 1 sk ot ey
and low energy powers re. With Assail |
g acotbe Biood Ayt Amad -t conbat with
one of the Assault troopers. Adrian tried 1o attack the Space
Marines with Power Vomi, but the Uliramarine Assault squad
stood firm. Again, 1 sent the Carmine Assassin to kill
Ghazghkall. Adrian’s attempts to Nuliy the power failed and
as just T began to have visions of acually killing Ghazghkull
he was saved by the thickness of his Adamantium Skl

Adrian: As the attack by the Blood Axe Kommandos had
fulled 1 deided 1o 1yt brea trough e Aseauk Mioes
with the Snakebite Boarboyz. set

ighters on Overwatch fired their missile
T O s o e WGt ey e
their heads and blew apart a re

1 decided to try massed firepower again 10 destroy the lead
lasted away

Dreadnought picked off the Sergeant
Deathskulls ignored the last Ultramarine in hand-to-hand
combat and took aim at the second squad of Assault Marines.
"To my horror, each shot cither failed o hit o faled to wound.
Even the Shokk Attack Gun misfired and two Snotlng stands
were lost o the warp. Finally my gamble with the vehicle
squadron failed to pay of as the Terminators shrugged off
every shot

Both the hand-to-hand and psychic phase were over quickly. In
the close combat, the

played Energy Drain. | was a lite tired of Jake's Psyker Lord
using Assail against my Warphead and Carmine Assassin
apint Ghasghkl 1 though  umof sty o he
psykers would do th Now I could only hope that the
o st camon would i he Warbto

TURN 2 VICTORY POINTS
ORKS: 5 POINTS
2 POINTS

the Bad Moons to my right on Hosden et o again.
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Both sides close in on the Space Marines® objective n the bunker.

again by his medi-squig s another krak missile from the
ULTRAMARINES TURN 3 Command Section struck home. Would nothing stop these

mega-armoured Orks?

Jake: With no survivors o the first Assault squad, the Second W all of the Imperial Guard firing at the Ork Nobz 1 had
held back, waiting on Overwatch in case the Orks tried 8 expected at leas oneof them to g0 down.

frontal assault to capture their objective. I had suceeeded it of fong range and my poor luc

stopping the Orks and now I just had to make sure that 1 could  troopsat my disposal, | coulda't afford to also dir

hold onto what I had.

On the left of my line, the
Catachan Jungle Fighters

O th fa i, the Rough
Riders pepared toch

closer to -
staying in cover beside the
Landing Pad.

‘The only firing was on my
left, with the Ork Nobz
ing off the shots
from both Commi
Yarrick and the Cadian
squad that followed him.
Not only this, but one of
the Nobz was saved yet  ULTRAMARINES TURN 3
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Inastorm of flame and explosions, the Terminators capture their objective and wipe

the Terminators at the Nobz. Instead, the clite of the
he

Ultramarines turned their attention to the Ork vehicles.

Terminators’ weapons spat death, killing the driver of the

Wanual and damaging the macine iself,One o the Warbkes  Adrian Things were getin il icky and | found myself
i, lipped over and exploded in a great fireball,  grasping at S s e Tl

b ﬂ.lmmb wreckage narrowly missing the Nobz.

With only hree cards from the warp this turn I could only use.

one power and this was nullfie

these highly manocuvrable,
fast moving cavalry
weren't going to make it
Even Jake was surprised
that they weren't already
over the top.

Time was running out. On

reach them but they closed
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the distance between them
and the Ultramarines®

exploded. Finally, the
overwatching Catachan
Jungle Fighersred ot the
Nobz, but the encrgy
pultck o g
and yet another missile
bounced harmlessly off the
Ork's thick armour.

Drostagkiht
forwurdtosgieia’ bl
view of the Uliramarines
on the Landing Pad.
Behind it the Warphead
and his Minder backe
towands cover. As the Rough Riders swept through the jungle
towards them, the Bad Moons moved out of cover in order o
shoot them up before they got 100 close. With typical Ork
cunning, the Bad Moons missed with every shot, lulling Jake
into a false sense of security.

my left flusk, the
ved

ULTRAMARINES TURN 4

Finally, T used the Strategy card that  had been saving for just
the right moment. The Barrage landed on target and engulfed
h

ULTRAMARINES TURN 4

Jake: After thinki

Tw
that the Scorcher behind them would burn the Imperial Guard
10 a crisp, but in the end I thought that the overwatching

one trooper died. I fred the Shokk Attack Gun at the same.
point but the warp hole scattered and the last two Snotling.
Stands materialised way off target. The Deathskulls mob cut
Toose with everything they had once again and amidst the hail
of fire, jamming guns and explosions, the Boyz Killed another
Ultramarine as well s the Kommando Kapti

before it could harm me and I wanted t0 see what these
Ailans could do!
I resisted the temptation t0 charge the Ork Nobz with the.
Terminators as 1 decided that I could probably do more

Also, if the ved onto
my objective n the bunke,thet Adrian would bave the
. This move

psychic phase. After last wrn's three, this turn | rolled double
six! With plenty of Force to use I began by using Waaagh' at
Utimae /lm It also knocked the Psyker Lord sprawling.
into the bargain. I was just readying my next
rack when Joko layell e Dmm cancelling out the
Waaagh! and ending the phase and
‘Things were getting quite desperate for the Orks. 1 had 10 very
carefully consider when Ghazghkull was 1o call on the power
of the Waaagh! next turn. Everything depended on whether
Jake charged the Terminators at the Nobz mob or stood and

b i e i ko Shock Tioops i
‘Commissar Yarrck who almost surrounded the bunk

The Imperal Geard i it a the Terminairs moved
forwards. ld see the Ork Nobz fired at them,
opng somebow to piny e iy
11 of them failed.
e e oo e . One of
the Nobz disappeared in a ball < sty el
much even for his medi-squig, and Guard chalked
e s Kill agint hes ough Orks. Anersurvived he

shot them up. If he ct

the power of the Waaagh! immediately. If he dida’t, 1 would

probably wait until the hand-to-hand combat between the Bad
Riders which

tum, What was Jake going 10 do?

TURN 3 VICTORY POINTS
ORKS: 6 POINTS
ULTRAMARINES: 3 POINTS

“The rest of the squad shot at the
Bad Moon Boyz at the back of the Ork lines, killing two of
who weren'tin combat with the Rough Riders
Having tken p postion o i bjeciv,the Temivtos
pened fire at the Ork Nobz. Explosive bolter rounds
Coushed off thelr rmour bo f was (¢ assat cannon that
really did the damage. All three of the surviving Nobz died
under the concetrted hm| e LR
vounded the

giving up the unequal shot afier shot
cratc Orks
The last shots came from my Commander who picked off one

of the cowering Greichin. As a result Adrian removed the rest
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ORKTURN 4

‘The hand-to-hand combat phase was nex, but before I could
oll a single dice Ghazghkull invoked the power of the
“This added +1 to.all the Orks in hand-10- h«ml ot
‘and made Ghazghkull himself immune (o any
Tt of tn bt On the et he Rough Ridersof At
spurred their mounts forwards, crashing into the Ork ranks
with their deadly hunting lances. They cut down two of the.
Bad Moons including their Nob, bu in return the Orks killed
one of the horsemen.

Finally, I rolled for the warp flux and Adrian took another
Waaagh test. To my amusement and Adrian’s dismay the
‘Warphead failed his test and his head exploded! With g free
hand in the psychic phase I began by trying Assail but was
nulified. | then sent the Carmine Assassin against one of the
surviving Boarboyz but narrowly fail
but most importantly. I placed

te onto the top of the Landing Pad. This sealed off the
objective from Adrian’s tr00ps so that he couldn’
capture it even if he could scramble up the clfffast enough.

Adrian: The Terminators and the Rough Riders must die! Not
only had the Terminators smashed the Nobz mob but they
were also holding the Ultramarines objective. At the rear of
my lines, the Bad Moon squad facing the Rough Riders were
‘doomed, at least t0 being reduced to half srength. For this
reason the unengaged Boyz would charge into close combat
and try 1o take some of the Imperial Guard with them! The

Waaagh! was still in effect and, because it had already saved
heir skins somewhat last tarn they had s fighting chance
against the cavalry this .

1 began o rerest he Blood
Axe Kommandos and the
Snakebites away from the
Landing _ Pad. The
Sicepnes of the cliff and

fire at the o had
defcated them —they would
never reach my objective in
time. The last thing 1

twmned  the
Dreadnongm 0 face the

the Scorcher agaimt the
Rough Riders, Jaks

fire with his troops on
Overwatch. The Catachan
ol i mda bk
missile reher
Hoin o i ks e
il kept going — just! The Jungle fghlclsC mand Sect

Slso fred a krak misile o m Drcadnough, by damaging
i Tascannon arm. Yet aothe vitoy poin o Jke and the
forces of the Ultramarines.

“The badly damaged Scorcher unleashed a stream of flaming
liquid over the unengaged Rough Rider, incinerating both rder
‘and mount. Unfortunately, the Tmperial roops were in lne of
sight of Commissar Yarrick so they automatically passed their
break test! The Dreadnought and the Deathskulls opened fire

it the Terminators and all missed! There was now no way the
Orks could recover the battle. The Bad Moons were almost
‘wiped out in the hand-to-hand combat that followed, a single
Ok stubbornly refusing to tum ail and flee. The last Psychic
phase was upor

‘With only one psyker on the board I only rolled a single dice.

‘With that final casualty Warlord Ghazghkull began to retreat
his forces. The battle was over.

TURN 4 VICTORY POINTS
ORKS: 6 POINTS
ULTRAMARINES: 17 POINTS

woro




BLOOD AND FIRE

TORY!

That was a battle to remember! All through the fighting the
honours were neck and neck right up until the very end when

s ability 10 stop Adrian’s Orks from getting close to cither
objective really paid off. Most of my plan wen faily smoothly
and 50 there isn’t much (0 say about it. Apart from the
Dreadnought going down to the Shokk Attack Gun my few
casualtes were an expected part of the assault.

Adrian thinks that my Forced March and Brilliant Strategy
cards won the game for me and it’s tre they were 4 big help.
‘They allowed me not only to set up on top of the Landing Pad.
within a few inches of the Orks” objective, but also to move
first and consolidate my hold over it. However,
considering that even without these cards the Assault squads.

1 have been able 1o get there with their jump packs. The
fight with the Blood Axe Kommandos would probably have.
been much fiercer, but in the end the result might well have
been the same.

tis worth

‘What I feared, and what I think would have been Adrian's best

completely exposed flank o attack my Psyker Lord and keep

Assit s, Whi e G i be
R G
g te ptaly fow Ulramarincs tht acally
Tl i s
ways onto the Landing Pad and it is slow going uphill, but
Ad ¢ really tried an all out charge unil it was (0o late.

In fact, most of the Orks simply sat and tried to ill the Assault
Marincs by shooting them from a distance. This took out quite
a few of my troopers but was never going o be able to remove.
the ones that the Deathskulls and others simply couldn't see.
‘The Psyker Lord who was able to completely block any Ork
advance on the last turn by using Hellfire was never even
threatened. and after the death of the Dreadnought he really
held my right flank together.

Throughout the battle I was worried about, and expecting, a
mass attack by the Orks that never came. This paranoia kept
me on my toes, thinking that  had a much less firm grip on the
objectives than I actually did. Other than this strategy. |

uld'tsee any easy way of removing me from the Landing
Pad once I had captured it and as Adrian wasn't contemplating
a frontal assault | was fairly safe.

Megn uruce when kak misls o s hulltr hits had just
bounced off shows just how much carnage Adrian avoided
it hat el placed Shokk Aack o ah

Another plan down the tubes! Warlord Ghazghkull has
certainly been tasting defeat ltely,

Throughout the batle I stuck to my plan and I believe that

inmised cusahie a8 muchas i, | was ddmmd by

bad dice rolls, very difficult errain and, iy, by

{he xceptonal Staegy Cars ths Jake eceved. Ovel

ca't complin - :m o s o b o ol o csmend
h

T e e e

have been” with hindsight, but at the time the chance to kill
Some of the Assault Marines who were stting on my objective.
was much more tempting a prospect than the distant and

heavily armoured T

The Ork mega-armour worked really well, say less than
three krak missile its with its buil i-squig! The Bl

Axe Kommandos also did very well in difficult conditions.
They were only just destroyed on the last trn after having
becnsh They

What can | say about
unlucky? I had expected great things and with its assault
cannon and storm bolters it would certainly have ripped into
the massed body of Orks that stood on the hill. The effects of
the Terminators” assault cannon - killing thee of the Nobz on

are another mob that finds a regular place in my army
Either way it was an interesting battle with Jake and I both
having the same mission. Owen's terrain certainly proved a
challenge and made for a great game of Warhammer 40.0
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