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BLOODQUEST - THE MOVIE!

At the time of going to press a
television movie based on the

- Bloodguest story found in

Wwarhammer Monthly is in the
early stages of development.

So far there is no release date for the
movie as the team at Exile are still in the
development/pre-production phase,
which means they are still working on
fleshing out the characters, and working
on designs. It's probably safe to say that
its at least a year away.

Bloadauest was first published in Games

Workshop's ‘Warhammer Monthly' comic;

winner af Best New British Comic at the
1999 National Comic Awards. The
Bloodquest story headlined the
very firstissue, and the ongoing

Above: A look behind the
scenes at the technical
wizardry that goes into
maxing the images you'll
hopetully be seeing.

Right=This isn't a piece of
rendered artwork but a still
taken from a very short
section'ef film that the

team atExile have
produeéd ta show just what
they are eapable of!

story-coptinues to be a mainstay as

Warhammer Monthly enters its third year

of publication.
Of course all this is very much in an

embryonic stage but what we've seen so

far is absolutely stunning! As with - most

film productions in their infancy, anything

¢an happen, so if you want to know
more about this remarkable project
check out the website of the team
responsible for making the film, Exile
Films. Containing answers to all the
questions you're doubtless wondering
about, you'll find it at:

hitp://www.exile-films.com
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IN THE
PIPELINE...

Orc Warlords and Empire

- b - ’ . - &y 3 ,
1 m - i STt Generals will be pleased

i - T hear that there are proposed
Imperial Engineer Orc standard bearer Orc drummer additions to their forces.in the

next few months.

~ Above left you'll see anil
f Engineer sculpted by Alan Perys
: two Orc command miniatures

This month sees the release of the spanking new Dire Avenger Aspect  Brian Nelson. This is just the stan
Warriors boxed set. Based on the excellent Eldar Guardian plastics, however as both the Empire and O
the addition of new components means you can now scythe down &Goblin armics WilIRQE 0 rece;%r
your foes in a withering hail of shuriken fire.

of fresh reinforcements which youll
see in White Dwarf over the next few
issues. h

There are some really exciting plans
for Warhammer over the comin
maonths — check out elsewhere in thi
issue for a taster... ﬁ

Dire Avenger Exarch Dire Avengers armed with Shuriken catapults

Warhammer 40K (3rd edition rules)
September 9 & 10, Lyndale Secondary College
Cnr Gladstone Rd & Halton Rd, Dandenong North, Victoria
For further information contact Mike or Grant at:
mbantick @ netspace.net.au OR Grendal@bigpond.com.au

web site:http//www.users.bigpond.com/grendal/powerfist/details.html




mpire
ed to
posed
in the

i
d
Lires by
he start
and Qic
b receipt
ch yourll
hext few

1g plans
coming
‘e fn this

& MOTION TRACKER

-

. ':lﬂ‘ihis month we have two clubs step into

\light of the all seeing eye of the Emperor. -
With battle litanies prepared, weapons at _
“the ready, and fire in their bellies, the

| following stand fourth to be recognised;

penizens of the Coast Wargaming Club have been
operating on the central coast of N.S.W. for the about
the last eighteen months, meeting on the last friday i
* avening of every month at the Berkley Vale Primary f
School, Berkley Vale. i
| Organisation seems to be these guy’s forte, not only l :
" does the club offer the first meeting for free for you to ¥
' Leece what their club is all about. They have a web-page |
"~ jisting recent results of club campaigns and toumaments, ;!
as well as upcoming events. b,

Membership costs are low as well. Firstly you have a "\.
" $10 annual registration fee, meeting costs are then $2 -
- per visit for registered members and $4 for non- y
_registered participants. And it gets better, with players {
‘iinder 20 years of age admitted for half price! \
| Warhammer, Warhammer 40,000, and Mordheim are the |
. 'most popular games currently being played at their
| meetings. For more information about this club,

yembers.optusnet.com.au/~gagaga/denizen/ - 1

.him or you can E-mail the club organisers for |

I¥ . more information on: denizens @egroup.com

" The Hobart Wargaming society, quite possibly the

- longest running Tasmainian Wargame club, is equally

" unique in the way it runs. The society meets every ;
Sunday afternoon (12:30pm-5:30pm) at 6 Goulburn fo

| street, in the centre of Hobart. The first meeting attended),
by players is free, with no annual membership costs, |
only a $2 fee for every visit after the first. l -

. The members claim to play all Games Workshop’s
. games at one time or another (Do they play Trolis in the |,
Pantry as well?--Matf) with at least one campaign
funning at any given time.

- We have it on good authority that not only does the P8
. 8ociety encourage fully painted armies and gangs, they
aiso award prizes for the best painted of these taking |
'part in their campaigns. There are also prizes for the g
| \Wwinners of the campaigns as well as those that suffer the
Jmost spectacular losses!
- lit seems these guys can't stop giving things away, they
also have a weekly lucky door prize of a $15 voucher
' which is redeemable at Area 52 (a local Games
- Workshop stockist in Hobart). ;
For more information on the Hobart Wargaming Society. |
you can either contact Mark Morffew after business
fours on (08) 6273 6659 or E-mail him at:
mmorffew @ utas.edu.au
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This month’s releases for Warhammer 40,000:

Description $AUS
Codex Armageddon $11.95

IMPERIAL GUARD

Armageddon Steel legion (boxed set) $49.95
Commissar Yarrick (one model per blister) $17.95
Sentinel (plastic boxed set) $24.95

ELDAR

Dire Avengers (plastic and metal boxed set) $34.95
Eldar Striking Scorpions Exarch (1 model per blister) $11.95
Fire Dragons (2 models per blister) $13.95
Swooping Hawks (2 models per blister) $13.95
Eidar Support Weapon Platform (1 gun, 2 crew/blister) ~ $24.95
Eldar Dark Reaper Exarch (1 model per blister) $11.95

SPACE ORKS

Warlord Ghazghkull Thraka (boxed set) $29.95

SPACE MARINES

Salamanders Tactical Squad (plastic/metal boxed set) $39.95

$NzZ
$13.95

$54.95
$19.95
$29.95

$39.95
$13.95
$15.95
$15.95
$29.95
$13.95

$34.95

This month’s releases from the Black Library:

Ragnar’s Claw (Novel) $12.95
Citadel Journal 38 $15.95
Warhammer Monthly 31 $4.95
Deathblow 3 $7.50
Blood Bowl Compendium 3 $15.95

$14.95
$17.95
$5.95
$9.95
$17.95







The 3rd War for

ARMAGEDDON!




| tantalised you
" | with a taster of
what is undoubtedly the

year's biggest and most -
exciting gaming event, along with an account °

‘of the last incursion suffered by the planet of
Armageddon. Now you’'re going to get all the gory
detail, so, if you're sitting comfortably, I'll begin
by recapping what has gone before...

Ghazghkull Mag Uruk Thraka, nemesis of the

" Imperium, has returned to the Armageddon sub- °

strategically important plamet of Armageddon
and was only thwarted by the combined forces of

. - the Imperium of man under the leadership of one
of it's greatest heroes, Commissar Yarrick.

This wasn't the last the Imperium of Man was
| to see of Ghazghkull, however. The cunning
| greenskin was using this invasion as a test of

‘ sector. Fifty years ago he laid siege to the

both Armageddon’s Imperial defences and their

military strategy.

Now Ghazghkull has returned with a vengeance
as he sweeps all before him in a deadly green
tide. Once again, the fate of a thousand worlds
hangs precariously in the balance and billions of

lives depend on the outcome of the coming Ork

invasion.
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The invasion is under way and you now have the

opportunity to infiluence the fate of every planet
-1 in the Armageddon sub-sector!

'
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The plan is cunningly simple — during the mon
of August, Games Workshop stores througho

the world will be running games of Warhammer

40,000 (and some will even include Epic 40,0
and Battlefleet Gothic!) between the Ork invade
and Armageddon’s defence forces. The resul
of these games will be compiled here at Whil
Dwarf to reveal the outcome of the gargantuz

- planetary invasion, wh:ch we'll publish in
. commg |ssue

The Third War for Armageddon is primarily
conflict embroiling the Ork invaders and t
combined forces of the Imperium. However, th
are also other allied or mercenary
involved. Dark Eldar and Chaos Spat
contingents have been sighted fighting al

the Ork horde. The enigmatic Eldar
reportedly been seen aiding both sides, althoug

their purpose in this is unclear as forces from

various Eldar craftworlds have even been seen t
lock horns with their own kin! All this, combin
with the increasing number of Tyranjd hive fleef
being sighted in the area, means that anyone wi
a Warhammer 40,000 army will be able to ta
part in this all-encompassing conflict. -

If you can't get to a store, it doesn't matter
simply send us the results of your game:
whether they’re played at a games club, at hom
or even in your officers’ mess (and we know
happens!). You could send us the details on th
form which you'll find elsewhere in this issue o
you may want to send us even more informatio
(which would be great as we'll be printing th
best in a future issue!). Of course, you could al
register your results on our Armageddo
Campaign website...
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Those of you with access to the internet

* should log on straightaway and check out the

Armageddon Campaign website at:
www.armageddon3.com

Not only does this website have loads of
packground to the campaign but it also has an
interactive results servicel You can visit the

imperial High Command war room for their

global campaign! Will Armageddon fall to the
irresistible might of Ghazghkull and his green
horde? Will the valiant Imperial defenders and
their allies stave off the greenskin invasion
ensuring survival for billions of Imperial
citizens? Or will the battle rage on and
Armageddon become a world at war, an
unrelenting battlefield, a world torn asunder?
The simple answer is that it's in your hands! The

more games you play, the more you'll be able to [
influence the final outcome!

overview of the campaign or. pop into
Ghazghkull's Kommand Gargant for the Orky
perspective on proceedings. At these points
you can register the results of your games and
see how the war is going by campaign sector or
across the whole war front!

The site will be updated frequently to reflect the
flow of the war, with extra material being added
on a regulat basis so you'll want to keep on
coming back for another look!

An all-encompassing, worldwide campaign, a
new Codex, a set of brilliant new miniatures and
still there’s more! We’ll also be including as
much extra stuff as we can about Armageddon
over the next few issues of White Dwarf. You'll
kick yourself if you miss out, so now really is
the time for that White Dwarf subscription
you've been promising yourself!

His

1

Once the ash clouds of the burning hive cities
and ruined Ork Gargants seftle and the results -
are all in, we'll know the final outcome of the b FI G 2 aa

¢
In addition to running this cataclysmic gaming event, we're also releasing
Codex Armageddon. This new Codex focuses on the return of Waaagh!
Ghazghkull to the strategically important Armageddon sub-sector and, in
particular, the colossal war that threatens to consume the planet of
Armageddon - a world whose name has become a byword for war and
destruction on a massive scale.

Codex Armageddon outlines the background to the campaign, the major
players on both sides and also explains how to get the most from your
games set on Armageddon. It doesn’t end there, though, as this new
Codex also includes four brand new army lists:

* Ork Speed Freeks - dangerous velocity-addicted greenskins. ~ -
*The _‘S‘_g{amanders Space Marine Chdpter.

* The Black Teniplars Space Marine Chapter.

* The Armageddon Steel Legion - a mechanised Imperial Guard regiment.

In addition to all the hard work put into this Codex by Andy Chambers,
: Ga\-" Thorpe and Jervis Johnson, we alSo have dozens of new miniatures which
you'll be seeing over the course of the next few months, starting with this issue!
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Amidst the wreckage of

Ghazghkull's first invasion of
Armageddon, a lengthy
investigation of the planet’s
readiness and defences was begun

in 948.M41. In light of the strategic

value of Armageddon to the .
Imperium, extensive works were
ordered by the Adepts of Terra to
secwe the Armageddon system
against future attacks. Sector Naval
command was transferred to the
Armageddon system and the Naval
facility of St. Jowen's Dock was
rebuilt and expanded to
accommodate all classes of
interstellar warship. Three
permanently manned monitor
stations were established in the

- outer reaches, named after three

great heroes of the Second War of
Armageddon; Mannheim, Dante

‘and Yarrick. Ground based and

orbital defences were rebuilt and
heavily reinforced, minefields were

_ seeded throughout the system and

a substantial increase in the
numbers of system ships and -
monitors were ordered.

On Armageddon itself, the Idng_

‘process of rebuilding the hives
devastated by Ghazghkull's hordes
.was begun. A process which,

despite massive application of -
resources and manpower,
remained incomplete fifty years
later. In part, this was due to the

~ increased number of defence

regiments which were raised over
this period, despite a lowering of .

- Armageddon’s tithe of regiments

destined for the Imperial Guard. A
military council was appointed to
rule over Armageddon, comprisin
high ranking representatives from
the Imperial Guard, Navy,
Departmento Munitorium and
Adeptus Mechanicus, the -
Ecclesiarchy and the Govemnor of
each of the major hives on
Armageddon. The council waJ

‘headed by General Kurov of the

Imperial Guard, a respected
veteran of the Bakkus Crusad
From 949.M41 to 978.M4
Kurov coordinated as

e ks
xenocidal campaigns ¢c

., the Arl:mécddon Steel L:gx.;n ston:al]y defe
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througho 16 equatorial jungles
bsmeeﬂ mageddon Primus and

Secund d the ice-bound world
of Chosin to eliminate Ork,
infestations which sprang up in the
afterm ;@hazghku" s invasion.
_ Fifty yes assed and

Armag N fose from the ashes,

its defences stronger-and more
powerﬁj n they had ever been

before. Still it was not enough.

The firstsigns of the coming storm

was a sefies of attacks on systems
surroun ‘Armageddon and other

worldsii First the nearby
world of Minerva suffered the
depredations of Ork pirates, then
the agl 1d of Ruis was likewise
assailed. Over a period of months,

in spite of the best efforts of the
Imperial Navy, the number of
merchant ships reaching
Armageddon was cut by half. It was
as though an unseen presence
knew that the Imperial forces were
bound by the need to guard the
Armageddon system and were not
free to patrol the sector as freely as
they should. Almost overnight, the
pirate raids grew into assaults on
outposts and then into attacks
against lightly-held colonies and
satellites. Soon, the first full-scale

. planetary invasions began. Two

dozen Imperial worlds tame under
attack in as many hours and the
Astropaths of Armageddon received

‘constant reports of yet more Ork

station against a rampaging Ork warband.

ass'éults; Every consultation of the
Emperor’s Tarot showed
bloodshed, destruction and the sign
of the Beast Resurgent. Rumours
spread that Ghazghkull was
returning to wreak his vengeance,
and soon even the most obstinate
bureaucrat could no longer deny
that an Ork Waaagh! of gargantuan
proportions was engulfing the
Armageddon sector. After Task
Force Trajan was presumed lost
battling Orks in the Desdena
system, General Kurov sent forth a
call to nearby Imperial Guard
regiments and Space Marine
Chapters to muster in defence of
Armageddon.

The 3rd War for

' ARMAGEDDON ¥
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On the Day of the Feast of the
Emperor's Ascension, fifty seven
years to the day after the first Ork
invasion, augur probes registered a
massive disruption in the
immaterium as an Ork fleet tore its
way back into reality and
Ghazghkull's hordes descended on
Armageddon ence more. An alert
from monitor station Dante was cut
off in mid-transmission as the Ork
ships swept past in their hundreds.

The monitor station’s final reports
indicated an Ork fleet moving into
the system, comprising 50 Ork
cruisers and over 300 escort
vessels accompanying at least four
space hulks. The forces of
Armageddon were placed on full
alert and seven Imperial cruiser
squadrons, led by the Apocalypse
class battieships His Will and
Triumph, departed St. Jowen's
Dock within twenty four hours. The
Imperial fleet, under Admiral Parol,
entered battle five days later,
catching the lead elements of the
Ork fleet in an ambush around the
high-G world of Pelucidar.

Sixty Ork attack ships were blasted

out of the void by Imperial fire in
‘the initial engagement, without the
loss of a single Imperial ship. Then
Parol's ships were engaged by
_heavy squadrons of Ork Kill
Kroozers and swarms of Fighta-
Bommerz racing ahead of the main
body of the Ork fleet. The Imperial
ships fought valiantly, their weapon
batteries pounding the crude Ork

vessels into scrap, ravening lance

beams incinerating wave after wave -

of Fighta-Bommerz.

Nonetheless, the Ork fleet
outnumbered that of Armageddon
by six to one and the Imperial ships
were gradually battered back. The
Orks made suicidal rushes against
the Imperial gun-lines with
unbounded ferocity, losing a dozen-
of their ships in exchange for a
single Imperial vessel. At the height
of the engagement, Admiral Parol
received comm-bursts fram the
Yarrick and Mannheim monitor
stations warning of three more Ork
fleets entering the edges of the
system. Almost simultaneously, the
Triumph was bracketed by five Ork
Kill.Kroozers and crippled by their
combined heavy gunfire and
massed teleport attacks. Realising
that his duty lay in preserving the
fleet for a protracted conflict,
Admiral Parol reluctantly gave the
order for a general disengagement.

The doomed monitor stations were
overwhelmed a few hours later. By
their last count, the comhbined Ork
fleets numbered in excess of 2,000
ships and at least twelve space
hulks, the largest number of hulks
ever to assail a world of the
Imperium in its 10,000 year history.
Admiral Parol, his command
reduced to five squadrons of
cruisers and a single operational
battleship, could do little more than
mount hit and run attacks against
the massive Ork armadas as they
~ moved in-system. Imperial

=A==\ e
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. remained in Imperial hands, it was

. arrival of two Ordo Xenos

" before the Ork fieet’s arrival were

reinforcements would arrive soon,
and then Parol could hope that
Ghazghkull's control of space coulg

_ be challenged with some hope of

SUCCess.

In the meantime, Parol's escorts
and light cruisers harried the Orks
as best as they could, distracting
and drawing off their foes into
baited traps and minefields, doing
whatever was in their power to -
reduce the tidal wave of Ork
machines arriving in-system. To
their dismay, the Imperial Navy
ships encountered dozens of crud

_ asteroid fortresses, or ‘Roks’, in thi

normally vulnerable tail of the Ok
fleets: These heavily armed
weapons platforms proved

to attack directly, but the vel
presence of such unusual number
of them seemed to indicate some
more sinister design at work.

Surprisingly, the Orks did not turn
aside to capture St. Jowen's Dack:
Instead they subjected'it to a six
day long bombardment as the Ork:
fleets moved past, enlivened by
repeated attacks from assault boat
squadrons. Ork warriors succeeded
in establishing themselves
throughout the lower sections of the
dock, and, although the facility

rendered virtually useless by
damage from the bombardment
and constant Ork raids. Only the

Inquisitorial kill-teams later in the
campaign succeeded in driving thel
Orks back to the isotope storage
pits at the base of the statjon,

Ll ONUL Lero

On Armageddon, the final weeks

accupied with frenzied
preparations. Titan Legions fired up
their ancient plasma reactors and
took up defensive positions around’
the-hives, their scanner-eyes .
scouring the skies. Imperial Guard
regiments wefe mustered and dug
in, Space Marines from over twenty
Chapters dispersed into the

wastelands and mountains to
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y the duration of the current crisis prelude to the bloodshed which
?f - merchanﬁuessels daily ran the and, to the relief of all, Yarrrck was to follow.
_ :‘f:;e;ﬁ’rgﬁﬁzie‘:;gg iR 2 e As the fires of Hades' destruction it
f olanet Tﬁ@“fasl i nsport 1o touch Six weeks after entering the the eastern horizon, thg first Orlf
_ down catiesl legend. Commissar Armageddon system, the vast drap legions clashed with Imperial
o Yarrick Rt st st armada of Ghazghkul!‘s forces went forces near Volcanus, Acheron and.
! i Sl ; into battie with the space stations Death Mire. Ground based defence
oot on Armageddon for the first Lt 1 T okl
t e twem?y s to th and weapons platforms in high orbit 'Iasgrs and missile silos took a
pects O The he planet. Those who had terrible toll on the Orks as the
& raplurous*Ei‘leers of the populace, . overthep : ; i y
! _ hoped that the powerful orbital landed, but the survivors regrouped
hel® * The old Gammissar met with the defences of Armageddon would and assailed the defences with
th military e | that very night’and keep the Orks at bay were soon such terrible ferocity that soon
e advised them on Ghazghkull’s most shown to be hopelessly deluded. more and more of the horde was
recent tacties and strategies, ; The orbital battle raged for three reaching the planet's surface
adding e warning against days and two fiery nights, but, by unscathed. Feral Orks swept down
ing the Warlord's dawn of the third day, the skies « from the Palidus Mountains and out
kSl Many said he had were filled with the vapour trails of of the equatorial jungles to join the
e and weary, bowed Ork landing pods and the growing hordes. Where the
7 horrific prospect of incandescent meteors of attack defences proved too strong to be
Al asion.. Those who ships carving through the skies. taken by direct assaults, huge
nd' could see the fierce Hades Hive, still a virtual ruin after = mobs of Orks and their war
e the last war, was the first to die. In machines were teleported directly
' . an act of terrible vengeance into battle from the hulks above. As
i Ghazghkull chose not to fight again the ground defences fell silent on
it at Hades. Instead, the entire. hive the third day of the landings,
o and its inhabitants were smashed Yarrick ordered every remaining
' asunder by giant asteroids dropped aircraft on Armageddon to be
from orbiting space hulks. This act thrown into the battle in a
of wanton annihilation was but the desperate attempt to destroy as
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much of Ghazghkull's hordes as
possible before they reached the
ground.

The yellow skies over Armageddon
became interwoven with twisting
con-trails as thousands of Ork
Fighta-Bommerz duelled with
Imperial Thunderbolts and Furies.
The Imperial craft had an edge in
that they could return.to their
armoured airbases to refuel and
rearm, whereas the Orks had to
reserve enough.fuel to climb back
up to their Terrorships and hulks in
orbit. But soon the Orks secured
ground bases and the battle turned
against the brave Imperial pilots as
the crushing numbers of the Orks
was brought fully to bear.

.

As the aerial battles reached their
height five days after the landings,
Acheran Hive fell to the Orks
without warning, captured by
treachery from within. Garbled
reports spoke of power grids
sabotaged and the Orks boiling out
from secret access tunnels at the
very heart of the metropolis. The
instigator of these foul crimes was-
soon revealed as none other than
the infamous war-criminal Herman
von Strab. He topk over the hive as
its new Overlord, ahnouncing that it
was his divine right to rule over
Armageddon. Ork brute squads
stood ready to silence any
dissenters who doubted von Strab's
determination.

Despicably, much of the old nobility
in Acheron welcomed back von
Strab as a long-lost prince,
choosing to genteelly ignore the
fact that he had thrown in his lot
with some of the most dangerous
aliens the galaxy had ever seen.

At Volcanus Hive, on the same day
that Acheron fell, massed Ork
infantry surged over the twenty
square miles of defences atop
Voleanus Mount just beyond the
hive's outer suburbs. Seventeen
garrison regiments of Armageddon
Hive militia were routed and the
Orks captured many weapons and
fortifications intact. Volcanus itself
was soon besieged, surrounded by
a ring of Orkish steel and
relentlessly pounded by captured
macro cannons and barrage
bombs.

Outside Death Mire, the war went
better, The Titans of Legios '
Tempestor and Victorum with their
supporting regiments of Skitarii
virtually annihilated the Ork
Blackfire tribe in a three day
running battle across the Plain-of
Anthrand. But the Ork landers fell
from the skies like a relentless
storm and fighting spread across
Armageddon like a forest fire, until
every hive and factory complex was
embroiled. In many places, Ork
attacks were beaten off, but again
and again the Orks would regroup

‘bombardments and Fighta-

-

and attack within hours, stretching
the defenders to their limit.

As Yarrick had predicted,
Ghazghkull's strategies proved
deadly. The Orks kept an iron grip
on Armageddon’s skies, orbital

Bommerz pounded Imperial forces
wherever they tried to form a
battleline, pinning them in place
while further landings were made to!
surround them. Where the Orks
were outnumbered, they fought a
guerrilla war, striking at their foes
and withdrawing into the harsh
wastelands before retribution eould
arrive. Ghazghkull had leamed the
lessons of Chigon 17 well, and
deliberately prepared his pla )
that the fighting was scatterediant
chaotic; precisely the conditio
which Ork watbands thrive and
Imperial regiments were denied the®
support and coordination they i
needed to fight back effectively.
The only force which ¢onsistently
defeated the Orks was the Adeptus
Astartes and the Space Marines
tirelessly scoured the hinterlands of
Armageddon on search and destroy:
missions to eliminate the ]
greensking at every opportunity.

As the battles raged an the planet,
Ghazghkull unleashed another of
his carefully prepared surprises.
Incredibly, dozens of the great 1
asteroid fortresses encountered by
Admiral Parol's ships began to
descend from orbit. Slowed by
powerful force fields, rockets and
modified traktor kannons, the Ork
Roks made landings in the verdant

~ equatorial jungles and across

Armageddon Primus and
Secundus. Many were lost to i
ground fire or accidents but each
one that survived became a bastiont
for the Orks, a rallying point and a
ready-made fortress. As well as
their huge guns and missile 3
batteries, the Roks contained gjant:
teleport arrays like those first used
by Ghazghkull in his:Piscina _
campaign. These were employed {
teleport down Ork reinforcements,

Check out the Armageddon Campaign website now, at:
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including Gargants and heavy
artillery: in an endless stream.
Commissar Yarrick personally led
attacks by €adian shock troops
supportediBy the Titans of Legio
\etallica and Legio Ignatum which
destroyed several of the fortresses,
but bloodybattles around many
naumed whole regiments
in hours: he rest-of the war, the
Space Matines bore the brunt of
aliminating the Ork fortresses
where they gould, the Salamanders
Chapter Winning particular acclaim
jor their sugcesses against
tortresses along Hemlock River.

Mysteriously, the Orks also made
landings in the Fire Wastes and

@ grim, forbidding
s been believed to
le and utterly
neir value to
scame apparent when

valueless.
Ghazghkul

* weeks later hundreds of tanker-

mersibles rose from

rprise was total;
Tempestora fell within days and the
dockyards af Helsreach were soon

and Space Marines which
had been rushed to the area, *
prevented the Orks overrunning the

entire hives

Fourteen days after the initial Ork
landings, fe first major
confrontation between Ork and

e raged over the
Diabolus factory complex as the
Gargant mebs of Warlord Burzuruk
and Warlerd Skarfang clashed with
the Titans of Legio Crucius. Six
Titans andheight Gargants were
utterly dastroyed i the fighting and
many others needed months of
fepairs befere they could fight
again. The Diabolus complex was
Wrecked during the battle, its
foundries @nd, machine shops
blasteqd apart or crushed underfoot

by giant fighting machines. In the -
aftermath of the battle Ork Speed
Kults swiftly encircled Infernus
Hive, cutting it off from all outside
help. Mechanised counter-attacks
into the ash wastes met with initial
suceess, but when an entire
regiment of Savlar Chem Dogs was
surrounded and wiped out by the
Speed Freeks, further attempts to
break out were abandoned by
those inside.

As the beleaguered defenders
pondered how to lift the siege,
reports came in of a vast Ork horde
rounding the Palidus Mountains
from the north east. Soon the horde
was visible from the hive spire, a
great sea of warriors which seemed

_ tofill the empty expanse of the ash

wastes to overflowing. Towering
Gargants strode through the fide,
like great ships rolling on a green
sea. The guttural war chants of the
Orks could be heard from over
twenty miles away, the ground
shaking with their progress. Worst
of all, the countless bannerpoles
swaying over the horde bore the
personal glyph of the mighty
Ghazghkull himself.

As the skies darkened beneath the

‘shadow of Ork hulks high above

and the first orbital bombardments
crashed down, the citizens of
Infernus knew that their doom was
upon them. They made what
preparations they could with
preternatural calmi, commending
their souls to the Emperor as they
built barricades or distributed
weapons and ammunition to the
troops. They tried to take inspiration
from the legends of Commissar

_ Yarrick and how he made the Orks

pay for every inch of ground at
Hades Hive. Not all were brave
enough to face their doom, *
Ihousands fléd into the wastes to
be killed or captured by Speed
Kulis which circled the hive like
vultures over a carcass.

The Adeptus Arbites soon moved to
secure the hive, turning back or
executing any who failed in their
duty to the Empéror. As
Ghazghkull's horde came within

range, the last great siege guns of
Infernus pounded them, lobbing
thousand-pound shells into the
mass of Greenskins until return fire
from the orbiting hulks smashed

. them apart. In the brief lull that

followed, Ghazghkull delivered to
the defenders of Infernus a
messénger. It was Colonel Gortar

of the Chem Dogs, horribly

mutilated and missing his eyes and
hands. The message the Colonel
bore was a simple one which would
be heard many times across
Armageddon in the months to

come:
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We will be assign'mg each country
or continent a specific warzene.
Imperial defenders will be trying to
hold off and break the relentless tide
of Greenskins, whilst Ork Warlords
and their allies will be attempting to
sweep aside the paltry forces of the
weakling ‘'umies. For instance,

- Infernus warzene will be fought over

by anyone living in the United
Kingdom whilst gamers who live in
Asia will be fighting tooth and nail to
take control of the Equatorial Jungle
warzone.

Check out your [_oc‘al store or
independent stockist as' they'll be
running all manner of special events
around this campaign. It doesn't stop

there however as we also want 1o

hear from individuals and clubs!

We'll be printing the best of the .

material sent in to us, so if your local
Games Workshop is running a
suitably exciting gaming event or if
you and your mates are just playing
as many games as you can manage
in a week, we want to hear about it!

Remember, it doesn't matter if

your battlefield is set up for fighting,

in, say, the jungle but you are

fighting in a warzone which has
_ another predominarit terrain . type

(Scandinavia battles over a large

. area of the Deadlands, which is

mainly arctic.. for instance). In
coming White Dwarfs (and on the
Armageddon website) we'll be
bringing you even more maps which
will zoom in on each warzone,
to portray all the important
geographical and strategic features
which you can fight your battles over.

. These maps wm all incorporate

pockets of varnying terrain types so
don't worry! The overriding principle

- behind this campaign is to get
everyone-with a 40K, Epic 40K or -

Battlefleet” Gothic force o play as
many games as you cah in a month
and try to help win your. country's
warzone for the greater glory of your
side, be it Ork or Imperial!

Will your compatriots stave off the

Greenskin invaders or will those of -

you who have green blood running
through your alien veins stand
victorious amongst the ‘umie
corpses? -

. 3. As we receive your results we'll!

The campaign will work as follows?

1. Play a game of Warhammer
40,000, Epic 40,000 or
Battlefleet Goth_ic._

2. Fill in the Armageddon campaigh
registration form which you'll find
on page 19 (as you'll be playing
lots of games we suggest you
photocopy it!) and post it to us;

ARMAGEDDON CAMPAIGN RESULTS,
White Dwarf, Games Workshop,
PO Box 576 Ingleburm NSW
1890 AUSTRALIA

be logging them against your
warzaone and as the cnn'u 1
months pass we'll b e lo
you a prngress repo
how the War Is goin
warzone.

4. At the end of the campaign well
add up all'the resulis and publisf
the final outcome along with wha
was victorious in each warzone.

So what are you waiting for? Muster
your troops and take to the field
battle — only you can decide the fate
of your warzone..

] - T
THE FIRE WASTES ~
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he Fire yastes

ire Wastes (Australia)
f’:?;';osga@l_é;, the Fire Wastes are
L morelnnospitable than the ash
astes of Piife and Secundus,
Lowever. hete are found the majority of
(e mings and mineral processing
ch suoply the hives and
rmageddon with the raw
eed. With, many of
nder Ork control, the
& and armouries of the
will soon be forced to halt
s imperative to the
effort that the supply
\Wastes be re-established,

phoenix Island (New Zealand)

ix |siznd Is located in the miast of
i Sea. |t acts as a major
across from the Fire
Wastes, and fias |arge spaceport
faciities for supply 19 the orbital Navy
Jawen's dock. Despite

several ligf CKS, .
vel 1o take the starport, enabling new
regiments areiving on world to use
Phaonix Island as a staging point.

B Deadlands
The Deadlands (Scandinavia)

The pollited ice wastes of the

Deadlan d perhaps the maost
valuable G@mmodity for those living and
fighling pEArmageddon — water. Usable

water is impossible to find anywhere

else, and refinenies and processing

plants remave all the contaminants and
i it the foul ice and snow of the

per tarkers that were

liged by the Orks to create the
flotilla of stbmersibles that attacked
Helsreacti,

The Netheria Peninsula (Canada)
The Netfigiia Peninsula of the :
Deadiands extends far into the Tempest
Ocean, and contral of it has allowed the
Orks tosetup airfields from whigh. their
Fighta-Bommerz can launch attacks on
nd Jartarus Hives. These
diairstrips are almosf

impassible to detect, and only vigilant
sweeps%lmpenal Navy fighters and
Armagedden stratooraft have so far

ihe Orks from establishing an
ch is not reliant on'orbilal
the moment. the Imperium’s
upremacy is one of the few
faclors keeping the Ork attacks in

chegk,

Hive Veleanus (Spain)

Situated iy Anﬂagedgon Prime,
Volcanus Hive is<urrently enduring a
Neavy siege: Supplies have been
terried agioss from the norih-east to
stop mugh of the population starving,
but the situation inside the hive is
Gesperate, and every day thousands
are dying from dehydration and
mainitifion, not to mention casualties

“Cenily reinforced by a regiment of
Elysian Brop Troopers, the defenders
are atiempling to break out of the Ork
cordonand link up with elements from
& Nofi Primus Front fighting around
EMpesiora.

Plains of Anthrand (Africa)

The wide area in the south west of
Armageddon Prime is known commonly
as the Plains of Anthrand. Itis
rumoured that there was once a hive
here, but it was abandoned when the
dunes haif-swallowed it during a storm
that lasted for three decades, the acig
rain melting the ruins into rivers of -
metal that flow beneath the ash and
sands. Anthrand was the site of the first
major Imperial victory, and South
Primus Front is currently pushing the
Orks back towards the jungles.

Equatorial Jungle

(Asia and South America)

Orks have infested the Armageddon
jungles sinee the first invasion by
Ghazghkull over fifty years ago,
Dedicated armies of hardened Ork
hunters are trained at Cerbera Base in
the middle of the jungle, and from here
firesweep teams are sent out 1o keep
the Ork population under control,
However, such cleanse and bum
missions were obviously not as
successful as suspected, for when
Ghazghkull landed, thousands of feral
Orks attacked Cerbera, and more
poured from the jungles into the ash
wastes and mouritains.

Death Mire (France)

The forces of Death Mire held out well
against the initial Ork assault,
preventing them from crossing the River
Insane despite suffering heavy
casualties. However, the defensive lines
drawn Up on the banks of the Insane
have been seriously compromised by a
large force of feral Orks who have
begun rampaging nerthwards out of the
jun%!es, headed straight for Death Mire
iiself.

Hive Tempestora (GW HQ)
Tempestora s under siege, but Unlike
Volcanus, it is the Orks who are being
contaitied, Using submersibles built in
the Fire Wastes, a large force of Orks
circumyvented the Imperial defensive
enfrenchments and fortresses, taking
Tempestora from the seaward side. At
the moment, the Imperial Guard can
only hope ta cortain the Orks, whilst a
force of Salamanders, Blood Angels,
Storm Giants and'Marines Malevolent
Space Marines is assembled to retake
Tempestora.

Armageddon Secundus
Hive Infernus including Palidus
and Diabio mountains (UK)
Infernus is one of the most heavily
defended hives; as it acts as a staging
post and rallying point for:armies
moving from Prime to Secundus. or vice
versa. However, the defenders are
hard-pressed, and the Orks have
penetrated into the hive itself, albeit still
in small numbers as yet, and these are
comprised mostly of mobs of dedicated
Kemmandos. Infernus also has the
greatest concentration of Space
Marines. as its extensive aircraft and
shuttle facilities were considerably
increased in the |ast decade, allowing
the Chapters stationed there to launch
Thunderhawks across the whole of
Armageddon, It is widely believed that
Ghazghkull himself leads the Orks
fighting at Infernus.

The mountain ranges around Hades
and Infernus are now in Ork hands -

several Rok forls have landed there
unmolested, establishing the Orks’
dominance, For now, the Emperor's
servanis can only hope to keep the
Orks contained until dedicated
mguniain troops ean be shipped in from
arjother worid. The valleys ring to the
thunder of large cannons, and dust
avalanches and volcaric eruptians are
as much a threat as the enemy.

Hive Acheron (ltaly)

The status of Acheron is somewhat
dubious, as it is under the control of the
renegade Herman von Strab, deposed
Imperial Commander of Armageddan.
The old Armageddon aristocracy
welcomed von Strab’s return with open
arms, while the remainder of Acheron's
inhabitants quail in terror at the Ork
brute squads that accompanied his
arrival. Ad-hoc human guerrilia units
combat the Orks from within the hive,
while Imperial forces attempt to gain
entry from oulside. Undoubtedly the
Officio Assassinorum are aware of the
situation,

Hive Helsreach (USA)

Helsreach is a contested hive, its outer
fortifications and labyrinthine docks and
harbours fell to Orks swarming from
submersible war engines launched from
the Dead Lands. Many in Helsreach are
veterans.of the long and bitter siege in
ifte last Armageddon War, and their
tenacity and ferocity has not been
diminished by time. Despite horrendous
casualties, the people of Helsreach are
fighting hard. making the Orks pay for
evety yard they advance, making
frequent suicidal counter-attacks to
smash the Greenskins' supply lines and
force them back. -

Hive Tartarus (Germany)

At first it seemed that Tartarus would
escape relatively unscathed, when Ork
armies dropping to Armageddon
headed North towards Acherons .
Commander Clain, in control of the
Tartarus battle front, sent a strong force
of Titans and Guard regiments to help
with the defence of Infernus.
Unfertunately, the force was
subsequently attacked in the ash
wastes by a contingent formed of
several Ork armies and they are now
sel in a defensive formation out in the

~ wastelands. Secondary Ork drops have

attacked Tartarus, and the poorly
defended city cannot hold out for much
longer if the Orks receive heavy
reinforcement.

Hivé Hades (rest of the worid)

It was at Hades Hive that Ghazghkull's
horde was finally halted during the last
invasion. This time Ghazghkull wanted
to send a clear message to the Imperial
forces — from orbil the Orks dropped
massive asleroids on the hive, crushing
it into the ash wastes, wiping out the
millions of people scraping out a living
inits ruins. However, the symbal of
Hades is still strong and inspiring, its
sacrifice will not be in vain, and
embittered fighting now rages around
the burning remnants of the hive.

i

The 3rd War for

ARMAGEDDON 8

T a







- BATTLE RESULTS FORM

l For each game you play, simply fill in the details below (only one form per game *
pleasel) and send it off to us at the following address. We suggest you photocopy it
as you'll doubtless be playing lots of games!

ARMAGEDDON CAMPAIGN RESULTS, White Du%rl; .
Games Workshop, 23 Liverpool Street, Ingleburn NSW 2565, Australia.

We'll add the result of each game into our campaign database and over the
next few months we'll bring you progress reports on the overall situation!

NN P

YOUR DETAILS

Name:
Address:

Which game did you play?
Warhammer 40,000 O Epic 40,000 O Battlefleet Gothic [

What was the total points value of your game?
Up to 1,000 1 Up to 2,000 O Up t0 3,000 1 3,000+

ORK INVADERS

Supreme Commander’s name:
Tick all armies that took part:
Orks Speed Freeks (O Chaos Dark Eldar (4 Eldar Tyranids (]

IMPERIAL DEFENCE FORCES

Supreme Commander’s name:

Tick all armies that took part:
Space Marines (] Imperial Guard (] Sisters of Battle (] Eldar QO

WIN LOSE OR DRAW?

: imperial victory () Ork victory Draw ()

Which warzone are you fighting for?
Plains of Anthrand (Africa)
Death Mire (France)
Equatorial Jungle (Asia & South America)
Infernus inc. Palidus & Diablo Mountains (UK)
Helsreach (USA)
Tartarus (Germany)
Acheron (ltaly)
The Fire Wastes (Australia)
Phoenix Island (New Zealand)
Volcanus (Spain)
Deadlands Alpha (Scandinavia)
Netheria Peninsula (Canada)
Hades (Rest of the world)

rsonal use onl

Ccooodouuuooooo




ARMAGEDDON
WEEKEND
MEGA-SALE
18th - 20th
AUGUST 2000

B P svOney STORE
i 4 Shop 6l9 .
A i Capitol Centre Arcade
(under the Hilton Hotel,
George Street enfrance)
Sydney NSW

" Phone: (02) 9267 6020 -
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With a soft hum, the doors opened and a burly figure
stepped through, swathed in a red cloak. As the elevator
doors hissed shut behind him, Inquisitor Thraxx gazed
around the chamber.

“Apothecary Malus?” Thraxx asked the room in general
and one of the assembled Space Marines stepped
forward, his power armour replaced by a long white
robe.

‘1 am he,” the Apothecary replied in a deep voice,
bowing his head slightly to look at the Inquisitor.

“ have come fo Varsavia to further investigate the purity
of the Silver Skulls’ gene-seed, following study of the
reports by your Lord of the Household.”

*Of course, Inquisitor,” Malus replied smoothly. “I shali
show you our Apothacarion. We have nothing to hide.”
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Most
Chapters
have existed for
thousands of years. During

that time, gene-seed belonging to

some Chapters has mutated. This has resulted in changes in
the exact nature of the artificially cultured organs. Such
changes may sometimes make an implant useless. In other
circumstances, changes in an organ might reduce its
effectiveness or cause strange new effects. Whatever the
result, it will affect the entire Chapter — all Space Marines
belonging to a Chapter share implants cultured from the
same original gene-seed.

As well as mutant implants, many Chapters have lost one or
more types of gene-seed due to accident, genetic failure, or
some other cause. Very few Chapters therefore possess all
nineteen implants. All possess the carapace implant (phase
19). Itis this implant which marks a Space Marine for what he
IS, irrespective of other implants, training or psycho-surgery.

Implants

The nineteen organs created by the ancient technicians of
the Emperor are described below. Each of these organs is
extremely complicated and because many of the organs
only work properly when another organ is present, the
femoval or mutation of one organ may affect the exact
functioning of the others. For these reasons, implants must
be constantly monitored, and many Marines have to
undergo corrective surgery or chemotherapy to re-balance
their metabolism.

A ——

—

Phase 1- Secondary Heart. The
simplest and most self-sufficient
implant. The secondary heart is capable
of boosting the blood supply or
maintaining full life functions even with
the destruction of the recipient’s original
heart. The Phase 1 implant
enables Marines to survive
low oxygen concentrations
and traumatic injury.

Phase 2 -
Ossmodula. This is a
tubular shaped organ
whose small size
belies its complex
structure. The
ossmodula monitors
and secretes
hormones affecting
epiphiseal fusion and
ossification of the skeleton.
At the same time, the
specially engineered hormones
encourage the forming bones to
absorb ceramic based chemicals
administered in the Marine’s diet. Two
years following implantation, this will have
caused considerable strengthening of the
long-bones, extreme ossification of the
chest cavity (caused by growth of the ribs
forming a solid mass of inter-laced bone plates)
and a general increase in the size of the
recipient’s skeleton.

Phase 3 — Biscopea. This organ is implanted
into the chest cavity. It is small, approximately
spherical and, like the Ossmodula, its primary
action is hormonal. The presence of the biscopea
stimulates muscle growth throughout the body.

Phase 4 — Haemastamen. This tiny organ is implanted
into a main blood vessel. The haemastamen serves two
purposes. It monitors and to some degree controls the
Phase 2 and 3 implants. The organ also alters the
constituent make-up of the recipient’s blood. As a result,
Marine blood is considerably more efficient than ordinary
human blood, as it has to be when you consider the extra
biological hardware a Marine carries inside him!

Phase 5 — Larraman’s Organ. This is a liver shaped, dark,
fleshy organ about the size of a golfball. It is implanted into
the chest cavity along with a complicated array of blood
vessels. The organ generates and stores special ‘Larraman
cells’. If the recipient is wounded, these cells are released
into the blood stream. They laich onto leucocytes in the
blood and are transported to the site of a wound. Once in
contact with air, the Larraman cells form a skin substitute of
instant scar tissue, staunching the flow of blood and
protecting any exposed wound area.

Phase 6 — Catalepsean Node. This brain implant is usually
inserted into the back of the skull via a hole drilled into the
occipital bone. The pea-sized organ influences the circadian
rhythms of sleep and the body's response to sleep
deprivation. Normally, a Marine sleeps like any normal man,
but if deprived of sieep, the catalepsean node ‘cuts in’. A man
implanted with the node is capable of sleeping and remaining
awake at the same time by 'switching off’ areas of the brain
sequentially. This process cannot replace normal sleep
entirely, but increases a Marine’s survivability by allowing
awareness of the environment whilst resting.
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Phase 7 — Preomnor. The preomnor is a large implant which fits intg
the chest cavity. It is a predigestive stomach which allows the Marine
to eat a variety of otherwise poisonous or indigestible materials. No
actual digestion takes place in the preomnor. individual sensory tubeg
assess potential poisons and neutralise them or, where necessary,
isolate the preomnor from the rest of the digestive tract.

Phase 8 — Omophagea. This is a complicated implant. It really
becomes part of the brain, but is actually situated within the spinal corg
between the cervical and thoracic vertebrae. Four nerve sheaths called
neuroclea are implanted between the spine and the preomnorg
stomach wall. The omophagea is designed to absorb genetic materia|
generated in animal tissue as a function of memory, experience or
innate ability. This endows the Marine with an unusual survival trait. He
can actually learn by eating. If a Marine eats a part of a creature, he will
absorb some of the memories of that creature. This can be very useful
in an alien environment. Incidentally, it is the presence of
-mr this organ which has created the various flesh eating and

blood drinking rituals for which many Chapters are

known, as well as giving the names to
y - Chapters such as the Blood Drinkers, Flesh
. 2 Tearers efc.

Phase 9 — Multi-lung. This is another large
implant. The multi-lung, or ‘third’ lung, is a tubular
grey organ. Blood is pumped through the organ via connecting
vessels grafted onto the recipient’s pulmonary system. Atmosphere is
taken in by means of a sphincter located in the trachea. In toxic
atmospheres, an associated sphincter muscle closes the trachea and
restricts narmal breathing, thus protecting the lungs. The multi-lung is
able to absorb oxygen from poorly oxygenated or poisonous air. Most
importantly, it is able to do this without suffering damage thanks
to its own efficient toxin dispersal, neutralisation and
regeneration systems.

Phase 10 — Occulobe. This small slug-like organ sits at the
base of the brain. It provides the hormonal and genetic stimuli
which enable a Marine’s eyes to respond to optic-therapy. The

occulobe does not itself improve a Marine’s eyesight, but it
allows technicians to make adjustments to the growth patterns
of the eye and the light-receptive retinal cells. An adult Marine
has far better eyesight than a normal human, and can see in low
light conditions almost as well as in daylight.

Phase 11 — Lyman’s Ear. This organ enables a Marine to
consciously enhance and even filter certain types of
background noise. Not only is hearing improved, but a
Marine cannot become dizzy or nauseous as a result
of extreme disorientation. Lyman's ear is externally
indistinguishable from a normal human ear.

Phase 12 — Sus-an Membrane. This flat, circular
organ is implanted over the top of the exposed
brain. It then grows into the brain tissue until
completely merged. The organ is ineffective
without subsequent chemical therapy and
training. However, a properly tutored
Marine may then enter into a state of
suspended animation. This may be a
conscious action, or may happen
automatically in the event of extreme
physical tfrauma. In this condition, a Marine may
survive for many years, even if bearing otherwise
fatal injuries. Only appropriate chemical therapy
and auto-suggestion can revive a Marine from this
state — a Marine cannot revive himself. The longest
known period of deanimation followed by successful
reanimation is 567 years in the case of brother Silas
Err of the Dark Angels (d.321 M.37).
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phase 14 — Oolitic Kidney. This red-brown and heart
aped organ improves and modifies the Marine’s
girculatory system enabling other implants to function
gﬁéctively. The oolitic kidney also filters blood extremely
afficiently and quickly. The secondary heart and oolitic
Lidney are able to act together, performing an
amergency detoxification program in which the Marine
s rendered unconscious as his blood is circulated at
nigh speed This enables a Marine to survive poisons

and gases which are otherwise too much for even the
multi-lung to cope with.

phase 15 — Neuroglottis. Although the preomnor
protects a Marine from digesting anything too deadly,
the neuroglottis enables him to assess a potential food
by taste. The organ is implanted into the back of the
mouth. By chewing, or simply by tasting, a Marine can
detect a wide variety of natural poisons, some chemicals
and even the distinctive odours of some creatures. To
some degree. a Marine s also able to track a target by

taste alone.

Phase 16 —Mucranoid. This small organ is implanted in
the lower intestine where its hormaonal secretions are
absorbed by the colon. These secretions initiate a
modification of the sweat glands. This modification normally
makes no difference to the Marine until activated by
appropriate chemotherapy. As a result of this treatment, the
Marine sweats an oily, naturally cleansing substance which
coats the skin. This protects the Marine against extremes of
temperature and even offers a slight degree of protection in
vacuum. Mucranoid chemotherapy is standard procedure on
long space voyages and when fighting in

vacuum Or near vacuum.

Phase 17 — Betcher’s Gland. Two
of these identical glands are
implanted, either into the lower

lip, alongside the salivary glands
or into the hard palette. Betcher's
gland works in a similar way to the
poison gland of venomous reptiles

—

by synthesising and
storing deadly poison.
Marines  are rendered
immune to this poison by
vitue of the gland’s
presence. The gland allows
the Marine to spit a blinding
contact poison. The poison is
also corrosive. A Marine
imprisoned behind iron bars
could easily chew his way
out given a few hours.

Phase 18 - Progenoids.
There are two of these glands,
one situated in the neck, the
other deep within the
chest cavity. These
- glands are important
to the survival of the
Marine’'s  Chapter.
Each organ grows
within the Marine,
absorbing hormonal

stimuli and genetic material from
the other implants. After five years, the neck gland is mature
and ready for removal After ten years, the chest gland
becomes mature and is also ready for removal. A gland may
be removed any time after it has matured. These glands
represent a Chapter’s only source of gene-seed. When
mature, each gland contains a single gene-seed
corresponding to each zygote implanted into the recipient
Marine. Once removed by surgery, the progenoid must be
carefully prepared, its individual gene-seeds checked for
mutation, and sound gene-seeds stored. Gene-seeds can
be stored indefinitely under suitable conditions.

Phase 19 — Black Carapace. This is the last and the most
distinctive implant. It looks like a film of black plastic when
i's growing in the tanks. This is removed from its culture-
solution and cut into sheets which are implanted directly
beneath the skin of the Marine's torso. Within a few hours
the tissue expands, hardens on the outside. and sends
invasive neural bundles deep inside the Marine. After
several months the carapace will have fully matured
and the recipient is then fitted with neural sensors
and transfusion points cut into the hardened
carapace. These ariificial ‘plug-in’ points mesh with
’ features integral to the powered armour, such as the
| >3 monitoring, medicinal and maintenance units. Without
the benefit of a black carapace, a Space Marine’s armour
is relatively useless.

Variations between Chapters

Each organ serves a specific function as outlined above.
Although a Chapter’s Apothecaries and surgeons are able to
perform the necessary implant operations, they do not
necessarily understand the exact functioning of each organ.
The processes involved are incredibly ancient. Procedures
are handed down from generation to generation, becoming
increasingly ritualised and misinterpreted. For these
reasons, the efficiency of each organ differs from Chapter to
Chapter, depending on the condition of that Chapter’s gene-
seeds and the degree of debasement of its surgical
procedures. In some Chapters, mutation of gene-seed,
poor surgical procedure, or inadequate post-operative
conditioning. has twisted the functioning of implants. For
example, the omophagea gene-seed of the Blood Drinkers
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The processes involved are incredibly ancient. Procedures
are handed down from generation to generation, becoming
increasingly ritualised and misinterpreted. For these
reasons, the efficiency of each organ differs from Chapter to
Chapter, depending on the condition of that Chapter’s gene-
seeds and the degree of debasement of its surgical
procedures. In some Chapters, mutation of gene-seed,
poor surgical procedure, or inadequate post-operative
conditioning, has twisted the functioning of implants. For
example, the omophagea gene-seed of the Blood Drinkers
has mutated so that all Blood Drinkers have an unnatural
craving for blood. In other Chapters individual organs are
either useless or absent altogethsr.

Reproducing Zygotes

] Gene-seed can only be
; obtained by removing one or
both progenoid organs from
a living (or very recently
deceased) Marine. For this
purpose, Space Marine
Apothecaries carry

a special device
known as a
reductor, which
they can use in
battlefield
conditions

to remove the
progenoid
glands of a fallen

Marine. The

whole purpose of the progenoid organ is to provide gene-
seed to enable the Chapter to continue. It is not possible to
create a zygote in any other way. Each Chapter’s stock of
gene-seed is therefore unique to itself. Gene-seed has a
great deal of religious significance to a Chapter,
representing its identity and future. Without gene-seed, 3
Chapter has no future. The extinction of a type of gene-seeq
means that a zygote has been lost forever. The extinction of
a Phase 18 or 19 gene-seed would effectively mean an enq
to a Chapter.

As each Marine has only two progenoid glands, the rate at
which a Chapter can create new Marines is restricted. It may
take many years for a Chapter to rebuild itself after heavy
losses. Gene-seed is often rendered useless if a Marine ig
exposed to high radiation levels or other forms of genetic
disturbance. The efficiency of different Chapters’ progenoid
gene-seed also varies, so some Chapters are able to make
up their numbers faster than others.

Founding new Chapters

According to their charter, each Chapter is obliged to send 5% of
its genetic material to the Adeptus Mechanicus on Mars. This
tithe’ has two purposes. Firstly, it enables the Adeptus
Mechanicus to monitor the health of each Marine Chapter
Secondly, it enables the Adeptus Mechanicus to store gene-
seed with a view to founding new Chapters.

A new Chapter cannot be founded overnight. A single
suitable gene-seed must be selected for each zygote,
Zygotes are then grown in culture and implanted into human
test-slaves. These test-slaves must be biologically
compatible and free from mutation. Test-slaves spend their
entire lives bound in static experimental capsules. Although
conscious, they are completely immobile, serving as little
more than mediums within which the various zygotes can
develop. From the original slave come two progenoids,
which are implanted within two more slaves, from
which come four progenoids and so on. It takes
about 55 years of constant reproduction to
produce 1,000 healthy sets of organs. These
must be officially sanctioned by the Master of
Adeptus Mechanicus and then by the High
Lords of Terra speaking for the Emperor.
Only the Emperor can give permission for
the creation of a new Chapter.

Recruitment and initiation

The various implants cause vital
changes in a Marine’s physique and
mental state. Many of these changes
are controlled by natural hormonal
secretions and growth patterns
Implants may not prove effective, or
may not become fully functional, if they
are carried out once the recipient has
reached certain stages of natural
development. It is therefore inevitable
that recruits must be reasonably young.
Tissue compatibility is also essential,
otherwise organs may fail to develop
properly.
The third consideration is mental suitability.
The catalepsean node, occulobe, and sus-
an membrane will only develop to a useable
condition under the stimulus of hypnotic-

suggestion. A recruit must therefore be
susceptible to this particular treatment. J\
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These considerations mean that only a small proportion of
people can become Space Marines. They must be male
because zygotes are keyed to male hormones and tissue
types, hence the need for tissue compatibility tests and
psychological screening. If these tests prove successful, a

The Marines tensed as they heard the faint but
unmistakable sound of an approaching mole mortar
shell. Battle-brother Draeg was already moving before
the earth began to bulge upwards ~ hurling himself flat
onto the rising shell before his brothers even saw it. He
was only fully aware of his action when his world
exploded in white flame that hurled him into darkness.

It was the feel of cold air on his face and the acrid smell
of burnt flesh that revived him to a dim awareness. He
struggled to ignore the pain of his shattered body and
made his remaining eye focus on the figure that knelt
beside him

“Your wounds are too grave, brother," he heard the
Apothecary speak, as though from a great distance. “Do
you desire the Emperor's Peace?” The Apothecary
raised the Reductor, and Draeg was dimly aware of the
click as the bolt was drawn back into the firing position.
With what remained of his life, Draeg tried to speak.
The Apothecary seemed to understand.

“The others? They are whole, brother. You saved them.
Your name is entered in the Book of Honour.”

Draeg nodded weakly and closed his eye. His gene-
Seed would return to the Chapter.

=

—

candidate becomes a neophyte. With the completion of
organ implantation and attendant chemical and hypnotic
training, the subject becomes an initiate. An initiate receives
training before joining the ranks as a full brother. A Marine
usually joins the ranks between the ages of 16-18, but such
are the hormonal changes induced by the process of
creating a Space Marine that recruits are physically fully
grown before then. Pressures during wartime may
accelerate the process.

The Risks

Although the Chapters are careful to select only the most
suitable candidates, not all neophytes survive to become
initiates. This is due in part to the degeneration of knowledge
amongst the individual Chapters that makes screening
procedures less effective than they once were. Nor are
operational methods entirely satisfactory in some cases. In
many Chapters implant surgery is heavily ritualised, and is
often accompanied by scarring, incantation, periods of
prayer, fasting and all sorts of mystical practices which
compromise medical efficiency. For example, the Space
Wolves' Phase 17 implant has slightly mutated so that
Space Wolves' canine teeth continue to grow throughout
their lives. turning them into vicious fangs over several
centuries. The length of fangs is a source of Chapter

tradition, and is even part of their organisation, hence
the veterans of their heavy weapons squads being
known as Long Fangs.

= .," Another Chapter about whom there is widespread

rumour regarding their gene-seed are the Blood
Angels. They often lapse into a battle-induced frenzy,
known as the Black Rage, and can become berserk warriors
who thirst for blood and raw flesh. The Blood Angels search
eternally for a cure to the Curse of Sanguinius, but at the
same time the Death Companies made up of such Marines
are highly valuable shock troops, who are almost impervious
to pain and rend apart their foes with their bare hands.

Another extreme example of gene-seed deterioration can be
found in the Black Dragons Chapter, whose Ossmodula
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implant functions in an abnormal way. This leads to the
growth of bony crests on the head, and blade-like
protuberances from the forearm and elbow. Like the Death
Company of the Blood Angels, warriors inflicted with such
abnormal developments are formed into a separate fighting
unit. Known as the Dragon Claws, they .sharpen their
additional protrusions and sheath them in adamantium to
turn them into vicious close combat weapons.

If an implant fails to develop properly, it is likely that a
Marine’s metabolism will become badly out of
synchronisation. He may fall into a catatonic state or suffer
bouts of hyperactivity. In either event, he will probably die.

a

STAGES IN SPACE MARINE INITIATIONZ

Phase Implant Age range for  Notes

I implantation

10-H years

Phase Sccondary
] heart

i i - — Phases 1-3 can
Phase Ossmodula 10-12 years Lo ;:m__‘ duced 18

L. ; the same =
Phase . Biscopea 10-12 years £ e Hny

L]
| :
1
Phnf: 4 Haemastamen 4 years '
Phases 4-5 can
Phasc Larraman’s 213 years be introduced at
organ the same time
1

Phase 6 Catalepscan years Hypnothcrapy
node begins.

Phase 7 Preomnor years
I

Phase 8 Omophagea  14-16 years Phases 7-9 are
| . ; usually

Phase Multi-lung ~ 14-16 years introduccd

| .-airnullnn:aush'.
Phase Occulobe 14-16 years q
Phase Lyman's car  14-16 years
Phase 12 Sus-an 15-16 years
membrane

Melanochrome 15-16 years

Oolitic kidney 15-16 years

Phases 14-15
may be
introduced at
the same time

Neuroglottis  15-16 years

Mucranoid 16 years

Betcher's 16-17 years
glal‘ld

Progenoids 16-18 years

Carapace Final implant.

16-18 years

Those unfortunates that do not die almost invariably suffer
mental damage, degenerating into homicidal maniacs or
gibbering idiots. When a Chapter is at full strength these
misfits may be put out of their misery. However, if the
Chapter is short of Marines they are often allowed to live,
and may be placed within their own special units. Those who
display uncontroliably psychotic tendencies can be recruited
into suicide assault squads.

Some Chapters deliberately foster such creatures, even
going so far as to implant deformed zygotes into some
initiates. This is very dangerous, and the practice is
discouraged by Imperial edict. But old traditions die hard.
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«This is where the main implantation takes place,”
announced Malus, gesturing to a wide steel table that
looked more like a torture device than surgical
apparatus. Various bindings of differing sizes were
chained to its surface, along with a complex mechanism
of blades, saws and drills which hung on a hydraulic arm
over the operating table. The floor around its feet, which
the Inquisitor noted were bolted into the flagstones, was
stained-dark red from centuries of spilt blood.

“Rest assured, we are most vigilant in our ablutions and
the maintenance of cleanliness,” Malus told the
Inquisitor, noticing his gaze on the discoloured flags.
“Many of the organs must be implanted whilst the
subject is in a fully coherent status, and there can be
much pain, more than we can compensate for with
pharmaceuticals.” '

4 see,” the Inquisitor replied after a moment's thought,
his hand resting on a great iron ring protruding from the
bench, positioned to grip the occupant’s chest.

“And where do you keep the gene-seed before it is
implanted?” he asked, turning to face Malus.

The Apothecary gestured o a massive reinforced door
behind the Inquisitor. Coils of pipes ran through the
walls, and large runes of Varsavian script were painted
in red across the door lintel.

“Afraid it will get stolen?” the Inquisitor commented
sarcastically, pointing towards the heavy barring on the
portal.

“No, Inquisitor,” Malus replied heavily. “The gene-seed
storage facility is the most heavily armoured location in
the fortress-monastery, even including the arsenal. If the
monastery is destroyed, it will survive and the Silver
Skulls can be reborn in the future. We do not lake any
risks with that.”

Psycho-chemical and other conditioning

implantation goes hand-in-hand with chemical treatment,
psychological conditioning and subconscious hypnotherapy.
All of these are essential if the Marine is to develop properly.

Chemical treatment ~ Until his initiation, a Marine must
submit to constant tests and examinations. The newly
implanted organs must be monitored very carefully,
imbalances corrected, and any sign of corrupt development
treated. This chemical treatment is reduced after compietion
of the nitiation process, but it never ends. Marines undergo
periodic treatment for the rest of their lives in order to
maintain- a stable metabolism. This is why their power
armour suits contain monitoring equipment and drug
dispensers,

Hypnotherapy — As the super-enhanced body grows, the
recipient must learn how to use his new skills. Some of the
implants, specifically the Phase 6 and 10 implants, can only
function once correct hypnotherapy has been administered.
Hypnotherapy is not always as effective as chemical
treatment, but it can have substantial results. If a Marine
can be taught how to control his own metabolism, his
dependence on drugs is lessened. The process is
Undertaken in a machine called a hypnomat. Marines are
Placed in a state of hypnosis and subjected to visual and
aural images in order to awaken their minds to their
Unconscious metabolic processes.

-

Training — Physical training stimuiates the implants and
allows them to be tested for effectiveness.

Indoctrination — A Marine is more than a human with
extraordinary powers. Marines have extraordinary minds as
welll Just as their bodies receive 19 separate implants, so
their minds are altered to release the latent powers within.
These mental powers are, if anything, more extraordinary
than even the physical powers described previously. For
example, a Marine can control his senses

and nervous system to a remarkable

degree, and can consequently
endure pain that would kill an
ordinary man. A Marine can also
think and react at lightning
speeds. Memory training is an
important part of the
indoctrination too.
Some Marines develop
photographic memories.
Obviously, Marines
vary in intelligence
as do other men,
and their individual
mental abilities
vary in degree.

And thus is born
another of the
Imperium’s finest
warriors, an
adamantium link
in the armour of
the Imperium.
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COMMISSAR YARRICK
THE HERO OF HADES HIVE
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Yarrick

An Imperial Guard army of 2,000 points or more ma
include Yarrick. If you decide to take him then he counts as
one -of the army's HQ choices. The army may include othe
Commissars as normal. He must be used exactly as describeg
below and may not be given any extra equipment or wargea
In addition he may only be used in a battle where all playe
have agreed beforehand to the use of special characters.

master-g

Wargear. Master-crafted storm bolter,
laspistol, carapace armour (save modified above),”
Bale Eye, battle claw (counts as a power fist).

special riles for Commissars and.so is not assighed to an Officer
or Sergeant, nor will he execute members af a squad that he
joins.

| | SPECIAL RULES

) Force Field: Yarrick |s protacted by a special force field that

reduces the energy of enemy attacks. Whenaver he is hit, roll a

D6 and deduct the amount from the Strength of the attack. If

reduced to 0 or less, the aftack is stopped completely, The fotce

| field has no effect on attacks that don't use Strength to inflict
damage.

Fearless: Yarrick is totally fearless and never has to take Mora!a
or Rinning tests. He confers ihis abifity to any unit that"he joins.

Iron Will: Yarrick suffered numerous weunds during the Battle for
Armageddon and yet miraculously cheated death and bravely

Bale Eye: Yarrick's Bale Eye is a bionic implant that incorporatés -
a laser. It can be used at the same time that Yarrick attacks in
close cambat and hits automatically with a Strength of 4.

Independent Character: Yarrick is an Independent Character
and follows the Independent Character special rules in the
‘Warhammer 40,000 rulebook. Note that he does not follow the

carried on fighting. To represent this do not remove Yarrick as a
casualty if he loses his last-wound (even if the wound was lost to.
an 'instant kill' attack). Instead, place him on his side. Then, atthe

start of the imperial Guard player's.next turn, roll 2 D6. On a roll |
of 4+ Yarrick staggers back 1o his feet, bloody but defiant, and is
restorad back to 1 wound. On a roll of 1-3 even Yarrick has been |

- laid low by the wound and is removed as a casualty.

d m d d po nl pro v 0 d o
D ng P d 0 nend 1510 ound \ ds ol o
Watlo 0 OW do no ud d I d mach he © i
nd b 0 1) d 0 ied 0 . i
i h % Coit) ; nty - dud 1 mind 0
0 ' on, © 8 I don hi
h 0 0 h on ol th 0 ¥
r” \ ) ! I} =
h h i d d 0 h
| DOW i 3 } d o aipoth cady hed
S Do 0 d can b
0 0 hes 0 0 n
1 Q ' AU d
augh & fl
. he old o
I
|| hy 1
i 1 i v LMCS old .o e dmired e i f 01
I 1 hind . v ded 0
h i d ‘ h
0 = ; T d
hle frenzied hord d lig o
(1 < a b he O d 00 - m
. d Nem d the mes hed lcd h .
~ DD mbitio d
4 ho b b d m, D :
pndered, pop 0 h d d orld d Hew " . 3
b b ndl 0 h
dacmon gody | hin v ’ g Ounded, " the p 0
g o 0 ho had ne mad l
H . ! i hie 'h he o )
H i nead o lad mo 00 ats plough ato 1 membered
4 3 0 ) h d d he m 0 0o huo : s 4
d touch he fo i he O hord ooked 10 h 0 d n Th f ho ald




7 ot

=
i

e

o

iy

] ‘}. l@

Armageddon has a massive population and is
capable of raising a large number of Imperial
Guard regiments in times of war. At the height of
the second Armageddon campaign, dozens of
regiments were fielded with troops raised from
Armageddon alone. The highly industrialised
nature of Armageddon means that a large
proportion of companies are Mechanised Infantry,
and it's not uncommon for over 90% of a regiment
to be made up of such units. It is for this reason
that regimenis raised on Armageddon are known
as Armageddon Steel Legions, .
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THE ARMAGEDDON
STEEL LEGIONS

By Jervis Johnson

Mechanised infantry is well respected throughout the Imperium. Jervis Johnson
designed the Steel Legion army list for Codex Armageddon, and below he describeg
three of the campaigns which helped establish the reputation of the Armageddon
Steel Legions.

THE CH AOS W AI{S within a few hundred light years of the Eye of Terror, but
The Ork invasions of Armageddon are not the first time that the ;gg::tgveasythe hulk will drop out of the warp thousands of lig§

planet has been attacked. Five hundred years before Ork Warlord
Ghazghkull Thraka was born, Armageddon faced no less deadlya ~ Such was the case with the first invasion of Armageddon. Trave|
threat but from an entirely different enemy — the forces of Chaos.  to the planet had been disrupted for several months by severe
Within the Eye of Terror, the forces of Chaos are constantly at war ;vuafggriﬁ;ozr:sth: r:)%;g?oms:‘ljtlﬂ?vgg Oiss?r?ét as?tisaﬂgiualeg,sg"‘é%h
with each other. On occasions, however, the followers of Chaos  feajings” of discontent soon grew into outright revolt. Food riots
put aside their personal rivalries and join together to mount a large became increasingly common, and finaily in M41.474
invasion. Sometimes the assembly of such an invasion force will armed rebellion broke Ol’n in half a dozen hi'ves
be triggered when a space hulk drifts near to a planet that The revolts were quickly put down on
is in the thrall of the Chaos Gods. These ancient Armageddon Secundusy but amongst thg
space ships can be used to iransport vast more scattered hiveé of Armageddon
armies through the warp. Driven and tossed
by the currents of the warp, no one

eradicate. However, with the situation

m’; gaed":av;’hlzraesfg}”zﬂhtgey o stable on Secundus, additional Steal
warriorgp o R Legions were sent westwards to help
space hulk itself R crush tr_1_e revolt on Armageddon Prime.
Usuélly the ) . No additional ,troo.p_s were sent to the
S X planet by the administratum — after all,

* ! Armageddon was a very long way from

- l.) i the Eye of Terror, and no one suspected

b, any more sinister cause for the revolts than
= B civil unrest (a distressingly common
e g{ occurrence on hive worlds like Armageddon}.

A & So it was that the Armageddon Planetary
' Defence force was fully occupied dealing with

the revolt when the space hulk Devourer of
Souls, escorted by five World Eaters batile
barges and a full Chaos battle fleet appeared in
the Armageddon system. On board these ships
was a vast Chaos host led by the Daemon
Primarch Angron. He was the first
Primarch to join with Horus when the
7] Warmaster turned against the Emperor
"~ at the start of the Horus Heresy. Angron
supported the Warmaster in demanding 2
new order of discipline and martial virtue as the only
way to save mankind from destruction in a hostile
galaxy. He and the World Eaters Legion of Space
Marines that he commanded had always been warlike
and savage, and before long they were seduced into
. | giving their fealty to Khorne, Chaos god of war and
bloodshed. Thus were they damned for all eternity. Twisted
and horribly mutated over the centuries, Angron became &
hulking giant with skin the colour of spilt blood. He continues

to serve his Daemonic master Khorne, smiting his foes
with a mighty Chaos blade of black glowing iron etched
with runes of doom and destruction.

With Angron’s arrival, the insidious effects of
Chaos were quickly felt as nearly half the
local hive defence forces on Armageddon
Prime joined the revolt and went over to thé
invaders. The rebels immediately attacked the

o : Prime they proved more difficult to
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and trenches were over fifty miles thick, while Armageddon’s
formidable industrial capacity had been placed on a full war
footing, producing arms and armour at an unprecedented rate.
By the time Angron attacked, all the losses which the army had
suffered had been made good, and nearly two dozen new Steel
Legions had been raised and were ready to fight.

Titanic battles erupted all along the river defence lines as the
forces of Chaos crashed into the Imperial defenders. On the
banks of the River Chaeron the Imperial defenders held, and
Chaos was hurled back in disorder. But further to the west,
Angron led the attack personally, smashing deep into the imperial
lines and leading his forces towards Infernus and Helsreach
hives. It was at this moment that the Defence Council played their
trump card — a full company of Grey Knights, whose assistance
had been requested as soon as the Council were aware of the
dangers that faced Armageddon.

Only the Grey Knights had the ability to truly defeat an entity
such as Angron. They arrived just as the Chaos army reached
Infernus and Helsreach hives. Teleporting directly into the
presence of Angron at the centre of his Daemonic host, the Grey
Knights defeated the Daemon Prince, hurling his spirit back into
the warp from where it did not reappear for over 100 years. At the
same time, the Steel Legions, spearheaded by the Space
Wolves, launched a massive counter-attack into the flank of the
Chaos army, which had been exposed in their headlong rush
towards Infernus and Helsreach hives. The Imperium’s armoured
columns dealt the overextended Chaos forces a decisive blow.
Reeling from the shattering attack, confused by the loss of their
leader, the minions of Chaos attempted to fall back but found that
they were already surrounded by the mechanised units of the
Steel Legions.

Unable to retreat, the Chaos forces were cut to pieces by the
victorious Imperial armies. Only the World Eaters managed tg
retreat back to their battle barges and escape to the safety of the
warp, harried all the way by the ships of Battlefleet Armageddon,
The Imperial victory was complete and overwhelming, and firmly
established the reputation of the Armageddon Steel Legions as
one of the Imperium’s greatest fighting forces. Litile did anyone
suspect that a far greater test would await the Steel Legions in
the future.

FOR KERSCHLACT!
Early during the Second Armageddon Campaign, Imperial units
were ordered by Von Strabb to launch counter-attacks against the
overwhelming Ork forces. The attacks were disjointed and poorly
conceived, and led to many fine formations becoming cut off and
surrounded by the Orks...

Ordered to counter-attack and cut off the Ork spearheads, the 9th
Armageddon Steel Legion, under the command of Colonel
Kerschlact, had already punched its way deep into the gap which
exposed the Ork’s flank. Kerschlact's regiment forged on, seeking
a point for their breakthrough to the north. A weak spot was
located during the night and the defending Orks overwhelmed,
creating a ‘corridor’ which held across the Inferus hive -
Acheron hive highway. Kerschlact now turned south-west,
moving virtually unopposed along the highway towards Infernus
hive.

Von Strabb had promised Kerschiact that the corridor would be
shored up properly with three Imperial Guard infantry regiments,
but almost at once, Otk units attacked the flanks of Kerschlact's
corridor and shut it tight, sealing Kerschlact from the main body
of the Imperial forces. Much of his artillery and rear service
organisation was thus abruptly and disastrously snatched away
from Kerschlact, who now found himself isolated deep behind the
Ork lines. The three late arriving Guard regiments were hurled
into assaults on the newly established Ork lines in an attempt to
break through to Kerschiact, but these attacks were also stalled.
Kerschlact was now ordered to turn about and aid in the attempt
to break through the Ork lines. The 9th Steel Legion was
operationally encircled, their ‘gaps’ sealed behind them by Ork
assault units, and conditions were growing worse every day.
Already Kerschlact had 270 wounded men and 150 men infected
with Armageddon lung rot. Several days of heavy fighting brought
no breakthrough, only serious losses and the dispersal of the
Imperial attackers; Kerschlact's 7th Company became doubly
encircled and had to fight its way out to the main group, now
pushed back some 14 kilometres from the Ork front lines. On the
other side of the Ork lines, the 11th Armageddon Regiment and
the 114th Pyran Dragoon Regiment went into the attack, but
neither could make much headway against heavy fire from Ork
lobbas and zappas; at night the Ork bombardment continued as
Ork fightas and fighta-bommerz dropped fiares and then bombed
the garishly illuminated targets.

While these attacks were going on, Kerschlact also helped the
remnants of the 81st Armageddon Assault Legion, landed from
orbit in a suicidal bid to recapture Infernus hive, to battle their way
out of encirclement. The members of the 81st Regiment that
managed to escape, amounting to barely a Company in strength
under normal conditions, were subordinated to Kerschlact’s gth
Regiment. As well as members of the 81st Regiment, the 9th was
joined by large numbers of citizens from Infernus hive, who had
escaped the Ork attackers and were now also trapped behind the
Ork lines. Many of the hive dwellers were armed, either with their
own or captured weapons, and Kerschlact requested permission
to recoup his manpower from these ‘partisan’ units. Kerschlact
was authorised to mobilise hive gangers and civilians of suitablé
character and moral fibre, an assignment handled by the
Commissar officers with his regiment. The Commissars quickly
directed several hundred men to the 9th Regiment.

At the front line, Imperial forces prepared one final throw, by
which the 50th Armageddon Regiment would attempt to break
across the Infernus-Acheron highway and link up with Kerschiact,
attacking from the rear of the Ork forces. Only a narrow corriitlJ
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THE SIX HOUR REVOLUTION

Tithed regiments from Armageddon have served in wars all over
the Imperium. This is an example of how the presence of a single
Armageddon Steel Legion made a significant difference to the
outcome of a war.

In M36.776 the 16th Armageddon Steel Legion was on the planet
of Cassell. It had been stationed there following its participation
as part of General Belov's 3rd Imperial Guard Army in the

Lortharn Campaign, where it had served with distinction.

Cassell is an agri-world, which was ruled at this time by the
followers of a local Imperial cult known as the Way of the
Emperor’s Flesh. The leader of the cult, the Supreme Pontiff
Skalin, had long been noted for his eccentric views, but had to
this point been a loyal and reliable govemor of Cassell for the
Imperium. Worrying reports, however, had reached the ear of
Colonel Kleist, commander of the 16th Steel Legion. These
reports concerned rumours that the Supreme Pontiff had been
becoming increasingly outspoken in his belief that the cult over
which he ruled was the one true cult of the Emperor, and that the
rest of the Imperium had to be made to acknowledge this fact.

Loath to act without hard evidence, Kleist put the 16th to combat
readiness and requested permission from the administratum to
investigate the rumours he had received. Before such permission
could be received, however, the Pontiff called upon the people of
Cassell to join with him in a crusade to bring the Way of the
Emperor's Flesh to all of the peoples of the Imperium. Their
righteous armies would overthrow the High Lords of Terra and
jead the Imperium back into the light... all under the beneficent
rule of the Supreme Pontiff, of course.

Kleist acted immediately. Fortunately for him, Cassell had only
one major city, the unimaginatively named Port Cassell. The bulk
of the population lived in scattered farming communities spread
all over the planet and Kleist knew that if he acted quickly he
could quell this rebellion before it had a chance to get started.
Less than an hour after the Pontiff's announcement, Chimera
armoured vehicles moved out from the 16th Steel Legion’s
containment just outside Port Cassell.

The column, under Kleist’s personal command, approached Port
Cassell's main gate, where it was immediately obvious that the

1-.:,.-.. L 55

The 16th Steel Legion

Pontiff's followers were not at all prepared for an armoureq
assault. The gate was lightly held by members of the Pontiffs

personal guard, whose lasguns and heavy stubbers were of liitie §

use against the armour plate of the Steel Legion Chimeras,
Ignoring the desultory fire from the defenders, Kleist ordered
Chimera to smash down the city gate, and then he and the rest of
the column surged into the town.

Leaving one platoon to secure the gate, Kleist split the remainder
of his force into two columns. The smaller of these, consisting of
the 3rd Company, roared off towards Port Cassell’'s space port
and main communications centre. By now word had spread that
the city was under attack, and the 3rd Company met more
determined opposition than they had at Cassell's main gate,
Nonetheless, the defenders still had fittle in the way of heavy
weapons with which to oppose the Steel Legion’s Chimeras, and,
after a short but brutal firefight, the communications centre was.
captured.

Meanwhile Kleist and the rest of his flying column headed towards
the Divine Palace of the Supreme Pontiff. The palace wag
defended by the bulk of the Pontiff's bodyguard, along with the
bodyguard’s only armoured vehicle, an ageing Leman Russ gifted
to Cassell many centuries earlier. The Leman Russ’s crew were
desperately attempting to make the tanks aged engine start up
when Kileist arrived at the palace. Leading from the front, Kleist's
Chimera charged at the Leman Russ, shots from its multi-laser
bouncing harmiessly off the tank’s thick frontal armour. However,
the fire distracted the tank’s crew, giving Kleist long enough to get
behind the armoured behemoth. As the Chimera braked to a halt,
the lascannon team carried in the passenger compartment threw:
open the top hatch and let fly at the Leman Russ's thinner reay
armour. The lascannon shot carved through the rear of the tank
hitting its ammunition. With a huge explosion, the Leman Russ
exploded.

Thrown into confusion by the destruction of the tank, the
remainder of the Pontiffs guard offered littie resistance to the
troops in Kleist’s flying column. In less than two hours the Pontiff's
palace was firmly in the hands of the 16th Steel Legion, and the
Pontiff himself had been captured as he attempted to escape ina
small skiff from the Palace wharf. The news was broadcast from
the captured communications centre and. less than six hours aftef
it had started, the Cassell Rebellion was over
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WANTS YOU!

RETAIL TRAINEE MANAGERS
DO YOU HAVE
» Good communication skills?
« Career ambition, looking for that first
step on the management ladder?
» Drive and determination?
» Some experience in a position of responsibility?
» Some experience in managing a team?
» Ability to lead and command staff?
« Ability to make decisions and stand by them?
» Ability to deliver quality customer service?
+ A good level of knowledge of the
Games Workshop hobby?

RETAIL SALES ASSISTANTS

DO YOU HAVE

= Loads of energy, enthusiasm, and ambition?

* Retail sales experience?

» Ability to deliver quality customer service?

* Flair and initiative?

* Willingness to progress?

* Huge passion for the Games Workshop hobby?

WAREHOUSE

WE NEED:

People who are keen, willing and have a
hardworking attitude to assist with picking and
packing of GW product. This work is located in
Ingleburn, South West Sydney NSW. You must have previous storeroom experience, a flexible
approach to work hours, and possess a good knowledge of Games Workshop product. This is a fast
paced environment so your motivation, speed, and strong attention to detail is a MUST. Your Forklift
Licenece and Driver’s Licence would be an advantage.

CLERICAL - CASUAL

WE NEED:

A highly motivated and cheerful person for casual at call work located in Ingleburn, South West
Sydney NSW. You must be able to handle a Very Busy switchboard, have great computer skills
including Excel, Word and E-mail, and with excellent attention to detail. Full and half days available!

TO APPLY

Games Workshop prides itself on recruiting the right people, with the right attitude and qualities. We
have both casual and full-time positions available for the above job opportunities. If you are ready to
Undertake the challenge that Games Workshop has to offer, then pick up an Application Form from
your nearest Games Workshop store, call us on (02) 9829 6000 to request a form to be sent to you, or
email us at: Customer_Service @games-workshop.com.au




COLONEL TAYLOR

JANTI

Dave Taylor bas been collecting

Imperial Guard since the release

of the Leman Russ Battle Tank in

\ 1994. As the number of guardsmen
be bas painted approaches one

thousand we thought we’d take

a look at bow things are

going. Take it away

Dave... N

1

Those of you who regularly read White (IS
Dwarf will know that I really love to :

paint armies, not single models or

dioramas, but ARMIES! There is

no more impressive sight for me

than 150+ footsloggers

battling across no-man’s land

in a massive (if slightly Fgey

suicidal) frontal assault -
unless they can pull off a
victory doing it.

I'm quite lucky really, part of

my job is to travel around *

the region and I get to meet

loads of Imperial Guard colonels,

N THE CII SARRNESS OF THE FAR FUTURE THERE IS ONLY VAR
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Tales of the Tanith First and Commissar
Gaunt were first published in Inferno!
New stories can be found in the Black Library
novels First and Only and Ghostmaker.

-
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all with their own slant on the backbone of the
Imperium’s war machine. I'm constantly bombarded
with ideas and inspiration for new Imperial Guard tanks,
platoons, and armies.

Over the last year I've been working on a few armies with
a consistent theme. Dan Abnett’s novel,

One of the beloved Demolishers
of the Jantine Patricians. The
extra armour plates are
available from

Mail Order.
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First and Only, is full of regiments just itching to be
converted. The first task, of course, was to complete an
army of Gaunt’s Ghosts, which may appear in these
pages soon. Then (with the Mechanised Infantry list
Jlooming) it was on to those misguided but devilishly
effective Jantine Patricians - led by their bitter Colonel
Flense and his equally twisted aide Major Brochuss:

Described as elite heavy infantry I knew the Imperial
Guard Stormtrooper models would be ideal. During the
first engagement in First and Only (on Fortis Binary) the
Jantine forces are loaded into Chimeras and supported
by Leman Russ Battle Tanks, Demolishers, and Griffons.
Many years of half-finished projects and crazed buying
frenzies meant that I had a few Chimeras I could direct
towards the freshly raised Jantine Patricians. Perhaps the
most impressive of these was a hybrid Leman Russ/
Chimera mix that spent the first part of its life as a Chaos
Land Raider (hey, no need for it now?).

After a few weeks of gathering, assembling, and
converting I could launch into the painting. The
deep Purple colour was achieved by mixing
Liche Purple, Scab Red, and a touch of Chaos
Black. The weapons were painted with
Boltgun Metal, given a Black Ink wash,

JA“TINE AN RERIEsS I A NS

and then highlighted with Mithril Silver. Bleached Bone
was chosen as a contrasting colour for the bedrolls and
such because it “works” so well with purple. The end
result is a cohesive army that strikes fear and dread into
the heart of my opponents, just like the well-drilled
warriors from Dan Abnett’s tales.

Next on the list is a2 massive army using the Armageddon
Steel Legion models, followed by an army of Vitrian
Dragoons, the mica-armoured troopers who aid
Commissar Gaunt and his men throughout the First and
Only novel.

Why all this construction? All will be revealed at Games
Day 2000 on my Fortis Binary Forgeworld table - do you
dare take the challenge?

The command Chimera
af Colonel Flense.

~.~ _JANTINE PATRICIANS




The Path of the Warrior calls to all Eldar at some
time during their long lives. This path, unlike others,
is divided into many separate Warrior Aspects
representing the Eldar war god Kaela Mensha
Khaine. This month we take a look at
these Warrior Aspects and what - draws
the Eldar onto the Warrior path.

- * Models marked with an asterix are released next month.

The Eldar are extremely long-lived by human standards, commonly
surviving for over a thousand years unless a premature death in
pattle or an accident takes them. They also live at a pace and pitch
of intensity many times greater than even the most talented and
determined humans. Its hard for a human to understand the
incredible potential of the Eldar mind. To an Eldar all of life’'s
experiences are available to a heightened degree: the intellectual
rewards of study, the exhilaration of battle, the creative impuises of
art and music, and every imaginable pleasure or sensation. No
creature, not even an Eldar, can taste of such fruits in an
uncontrolled or undisciplined way. For an Eldar to yield absolutely to
his desires would destroy him. Such was the fate of the ancient
Eldar, who succumbed to the temptations of intellectual conceit and
physical pleasure, and whose depravities brought about the fall of
the Eldar worlds themselves.

The survivors, the Eldar of the craftworlds, have developed a way to
control their own inner natures. Every Eidar chooses for himself a
discipline which he then makes it his task to master. Each discipline
is rightly called a path, and each path may necessitate further
choices and specialisations. For example, the Path of the Warrior
has many Aspects, and whilst all enable the Eldar to master the skills
of combat, each Warrior Aspect brings with it its own special
techniques and abilities. There are innumerable paths, some chosen
but rarely, each offering its followers a complete way of life. Amongst
the most arduous of all paths is that of the Seer, for the Seers
manipulate psychic forces to foretell the future, and Seers of great
accomplishment have fearsome powers.

Once an Eldar has mastered a path he then chooses another, and in
this way builds up a repertoire of abilities over which he has complete
control. An Eldar will travel many different paths in his life, and the
skills he learns in each path serve to enrich further accomplishments.
A few Eldar may be drawn so deeply along their chosen path that
they can never leave it. This is a frightening fate for the Eldar, for
anyone who is trapped in this way can never choose another path,
but must live out the rest of their life as a living icon of achievement.
Such individuals slowly deny the broad range of experience,
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WARRIOR
ASPECT

By Rick Priestley

concentrating increasingly on their path, until their self identity
disappears and they become pure expressions of their path. In the
case of the Warrior Aspects, these individuals are known as Exarchs.

THE PATH
OF THE WARRIOR

The Path of the Warrior calls to most Eldar at some time in their long
lives. Unlike some of the other Eidar paths, that of the Warrior is
divided into many separate ways. Each of these is called a Warrior
Aspect, and represents a different facet of the Eldar war god Kaela
Mensha Khaine. Every Aspect differs in its methods of warfare, and
many offer specialist skills designed for specific battlefield roles.
Exactly what draws an Eidar onto the Path of the Warrior is
uncertain. Perhaps it is the recognition of an innate destructive
impulse in their soul which only ritual training and combat can purge.

Each Warrior Aspect on a craftworld is represented by a shrine.
Within these shrines the Aspect Warriors are trained in the lore of
combat. Their minds and bodies are honed with endless exercise,
both physical and spiritual, until they become suffused with the
Aspect of Kaela Mensha Khaine that their shrine represents.

The Aspect Warriors do not live in the shrines, and when they put
aside their ritual masks and uniforms they can walk at peace through
their craftworld. Only the keepers of the shrine live within them. The
Exarchs — the lost ones — are Aspect Warriors who have become so
wholly one with their Aspect that they cannot leave the Path of the
Warrior. Exarchs emerge from their shrines only in times of war or
conclave, and are held in a mixture of fear and awe by other Eldar.

g Dire Avengers & Fire Dragons led by their Exarchs engage in a vicious fire-fight to clear the Imperial Guardsmen from their trenches.
i
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‘gach of the Warrior Aspects is associated with

gh there are many different Warrior Aspects
Aﬂ_"“‘_’a,e some which are common to all, or at least
‘st craftworlds. These are the Aspects of the

- isions, Shining Spears, Swooping Hawks, Fire

ns, Dark Reapers and Warp Spiders. Each

=ct has its own warrior costume, a form of ritual

suit, and distinctive weaponry. When the Eldar

=0 war, the Warrior Aspects fight in a
g,determined role associated with their shrine.

Aspect Warriors wear a flexible armoured suit of
act armour. This is fashioned from a psycho-
itive material which reacts to the movements of

s wearer, moulding and reshaping itself to fit like a
glove as the warrior moves and fights. The material
Sself is quite rigid when the warrior is still, and its
ace is reactive to impact so that it stiffens even

s if subjected to a blow. Some suits also
include inflexible bone-like plates to protect

\winerable areas.

sentain colours and themes which are reflected in
ine uniforms of their shrine. No shrines use exactly
1he same uniform, and some shrines have so many
warriors that they have varied uniforms so that each
Jighting squad of warriors is visibly different.

DIRE AVENGERS

The Dire Avengers represent the Aspect of the war
| as noble warrior — merciless to his foes and

jeast specialised and the most tactically flexible of all

Warrior Aspects. They are also the most common, and

their shrines are the largest among all of the craftworlds. Their
riiual weapon is the shuriken catapult in the use of which they
are highly skilled. Of all weapons, this one is most distinctively
Eidar and it is a fitting armament for the Dire Avenger as the
most archetypal Eldar warrior.

FIRE DRAGONS

This Warrior Aspect is modelled upon the dragon of Eldar myth,
the writhing, sinuous fire-breathing reptile which represents
wanton destruction and devastation. Their armour is the colour
ot fire and flame, and they carry the powerful fusion guns which
Spéw deadly fire. Fire Dragons are experts at close-quarter
lighing, where their fusion guns and melta bombs can destroy
ally foe no matter how well armoured.

HOWLING BANSHEES
I Eldar legend, the Banshee calls the dead spirit into the warp,
and its eerie howl is said to be a certain premonition of death.
1he Banshee's call has an even more sinister implication, for it
%5 8aid to call spirits from their spirit stones and lure them into
1 arms of the Chaos gods. Certainly the release of a spirit is
n accompanied by a strange call, felt rather than heard, and
#1i&s been known for spirits to disperse unexpectedly into the
WAID when transferring into the spirit stones.

Unlike most other Aspects, the Howling Banshees are almost

Vays female Eldar, for the Banshee is said to be a female
it The Howling Banshees are fast and mobile, and their
“@lirior training is in swiftness of foot and mobility. Death, they

4, will find you when your time has come, no matter where

U may hide, and the same may be said of the Howling

Snshees. These Aspect Warriors are armed with shuriken

WD!S and power swords, weapons of the close-quarter fighter,

M it is in hand-to-hand combat that they excel. Their other

¥Eapon is the banshee mask, an enclosing death’s head

~=imet which contains a psychosonic amplifier. This device

isifies the warrior’s battlecry into a howling shriek of psychic

- By means of their banshee masks, the warriors focus their

Iy, flooding the central nervous system of their adversary
Psychic energy and causing temporary paralysis.
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STRIKING SCORPIONS

Though small, the scorpion is deadly and may sting and kill a
creature many times its size. The Warrior Aspect of the Striking
Scorpion epitomises the deadly attributes of its namesake, and
they are one of the most potent of all close- quarter fighting
Aspects. Only the strongest and toughest of the Eldar join this
Aspect. Although not as swift as the Howling Banshees, the
other common close-quarter fighting Aspect, the Striking
Scorpions are more heavily armoured and excel in dense
terrain.

The Striking Scorpions’ Aspect armour is reinforced with rigid
plates that offer more protection than most other Aspects. Their
costumes are primarily green, but may incorporate bands of
strongly contrasting colours such as black, yellow and orange.
Their weapons are the shuriken pistol and chainsword, a
combination which is deadly in its own right, but it is reinforced
by the Striking Scorpions’ unique mandiblaster.

The helmet of the Striking Scorpion incorporates a pair of
weapon pods positioned and shaped much like the mandibles
of a scorpion. Each pod houses a mandiblaster weapon, an
extremely short-ranged weapon, useful at a distance of only a
few metres or so. It is fired by means of a psychic node within
the helmet.

When fired, the mandiblaster discharges a hail of tiny psycho-
conductive crystals, like tiny needles only a few millimetres
long. These needles can tear and lacerate exposed flesh, but
this is not their principal’ damaging effect. The deadly sting is
actually a psychokinetic laser charge which energises the
crystals and creates a tightly controlled plasma discharge. This
sting is delivered as the Striking Scorpions enter combat, and
can often kill their opponent before they have a chance to fight
back.

WARP SPIDERS

The Warp Spiders take their name from the tiny creatures which
may be seen within the Dome of Crystal Seers amongst the
wraithbone trees. These minute sparkling creatures can move
anywhere within the craftworld by means of the wraithbone
core, melting their bodies into the infinity circuit and crystallising
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Striking Scorpions charge the retinue of a Dark Eldar Archon.

at a new location. They have evolved from the psycho-plastics of
which the craftworld is made, and are therefore able to meld with the
Eldar's physical environment, moving through the infinity circuits
much like the souls of dead Eldar. In theory, it would be possible for
a Daemon of Chaos to find its way into the wraithbone core, although
such a thing would be immediately apparent. The tiny warp spiders
ensure that this doesn’t happen, hunting and destroying alien psychic
fragments much as white blood cells in the human body attack and
neutralise foreign bacteria.

The Warp Spider Aspect Warriors epitomise the doctrine of
aggressive defence. Their costumes and weaponry reflect the tiny
warp spiders after which they are named. By means of a compact
warp-generator within their armoured shell, the warriors are abie to
make short warp-jumps, disappearing and reappearing some metres
away. This enables them to make sudden and totally unexpected
attacks upon their foes. Their ritual weapon is the Death Spinner,
which projects a deadly cloud of mono-filament wire ensnaring and
contracting around their victims the more they struggle.

DARK REAPERS
The Dark Reapers are the most sinister and most lethal of the Warrior
Aspects. They portray the war god as destroyer, and their skull-

) AN

.,_Ewooping Hawks with their Exarch’ drop behind an Ork mob to catch it in a deadly crossfire.

encrusted costume embodies death as the dark reaper of souls. Their
Aspect armour is black or a midnight shade of blue, and it
incorporates interlocking plates and heavy limb supports to increase
stability when firing the deadly reaper launcher. The Dark Reapers’
armour also incorporates sensoty and range-finding equipment. This
enables the Dark Reapers to lock onto a fast-moving target, and
increases their already deadly accuracy still further.

The tactical role of the Dark Reapers is to provide heavy, long-ranged
support. Dark Reapers usually take up positions in cover, often
behind the main Eldar line of advance, from where they direct their
deadly weapons against suitable enemy targets. Their unerring
accuracy enables them to dominate the battlefield, pinning down
enemy forces before they can advance, and destroying selected
targets at will.

SHINING SPEARS
In Eldar mythology, the war god Khaela Mensha Khaine carried a
great spear that could kill any foe with a single blow. Aspect Warriors
of the Shining Spear shrines take this weapon as their inspiration.
Uniquely amongst the Aspect Warriors they ride jetbikes, allowing
them to strike with the speed of a coiled snake. The laser lance that
they carry is designed to fire a powerful laser bolt into enemy ranks,
reducing the odds against the
Shining Spears before they close to
impale their foes.

They are particularly suited to leading
massed assaults or pouncing on
isolated units. The small size of
Shining Spear squads means it is
unwise to commit them by
themselves, but if they are well-
supported they will be more than a
match for nearly any foe.

SWOOPING HAWKS

The Swooping Hawks take their
name from the wild hunting birds of
the Eldar myths which are portrayed
as birds of vengeance and
retribution. In ancient times the Eldar
believed that the spirit of a murdered
person would pass into a hawk, in
which form it would seek out the
murderer, hovering above his head
as a mark of guilt for all to see.

The Swooping Hawks are the most
mobile of all Aspect Warriors as they
have the ability to glide or even to fly
high into the air. Their wings aré
made from vibrating feather plates
and incorporate small jet motors and
gravitic reaction lifters. When they fly,
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\helr wings vibrate with such speed that they tumn into a blur of
ur and emit a characteristic shrieking note. Their Aspect
sumes are coloured like the sky, whether blue and clear or

'&l‘k and grey, with contrasting bands of colour.

. swooping Hawks’ ritual weapons consist of the muiti-
rrelled lasblaster and a special pack of grenades. These
=nades are contained in a pack strapped to the warrior’s leg.
=nades can be removed from the pack and thrown by hand,
of discharged directly from the pack whilst in flight, scattering
\aihal charges over the enemy below. This combination of
apons is especially suited to the Swooping Hawks’ role.
v often attack the enemy ahead of the main Eldar army,
ng over their foes’ heads and discharging grenades. and
#hen attacking in close combat or retiring into cover to use their

Jasblasters.

EXARCHS OF THE
WARRIOR ASPECTS

The Eldar mind is capable of depth and understanding which

es beyond the concept of mere human obsession. Such
ahsessions are likened to traps or nets, waiting to catch the
ynwary upon the Eldar path and hold him fast forever. When
an Eldar’s mind becomes so tightly focused upon one thing he
can no longer make the change to another path. This is a
rarrible thing for all Eldar, as it is a fate which can befall any of
\hem despite all of their discipline and training.

An Eldar who is lost upon the Path of the Warrior is called an
gxarch. Such a fate does not befall an Aspect Warrior quickly,
but the repeated exhilaration of battle can act like a dangerous
drug upon a warrior’s psyche. Aspect Warriors leam to control
their warrior-selves, puiting on and casting aside their warrior-
self as they don or discard their ritual costumes. An Aspect
Warrior who becomes an Exarch loses this ability to dissociate
himself. This has serious consequences because upon his
death an Exarch’s soul cannot be freed into the infinity circuit,
for its only impulse is to wage war; all other feelings are
subordinated to that single deadly desire. When an Aspect
Warrior becomes an Exarch he adopts an armoured suit from
lis shrine, often the very suit worn by one of the shrine’s
founders. Once put on, the suit is never removed and becomes
a permanent part of the Eldar, its psycho-plastic form meshing
with his own body tissues. If slain, the warrior's costume will be
found to be empty, the body having long since been consumed
within the suit itself. Exarch suits are studded with the spirit
stones of all the Eldar who have ever worn the suit. Their spirits
tontinue to circulate throughout the suit, like a miniature
version of the infinity circuit of the craftworld. It is the presence
ol this spirit-pool of raw psychic energy that gives the suit and
Warrior (for the two are indistinguishable) their special warrior
powers.

SWOOPING HAWK EXARCH *

FIRE DRAGON EXARCHS *

Once he has become an Exarch, a
warrior is known by the ancient name
associated with his armoured suit. The warrior's personality
flows into the spirit-pool of the suit and is conjoined with the
personalities of all the other Eldar who have ever worn it. Their
lives and experiences meld with his own, and his name is
added to the long list that constitutes the suit’s full title. It is the
first Exarch whose name alone denotes the warrior within, and
whose personality remains strongest within the spirit-pool.
Thus an Aspect Warrior who becomes an Exarch is reborn as
an ancient warrior hero.

Exarchs do not leave their shrines except in times of war or
high conclave. Even the smallest shrines are extensive
structures with areas dedicated to training, instruction and
ceremony. Each shrine has its own armoury, and its own inner
sanctum where the Exarchs administer the rites of war before
the altar of the Bloody-handed God. It is here that the Exarchs
recite the battle songs of old and mark the warriors’ bodies with
runes of biood before they don their Aspect’s armoured suits in
readiness for war. In this way, the Exarchs are the priests and
guardians of the shrines, as well as armourers and instructors
who will guide their fellow Eldar along the Path of the Warrior.

The Exarchs’ ritual armoured costumes and weapons are
unique and incredibly ancient. Invariably their weapons are
extremely potent and their abilities are far more developed
than even the finely-honed warrior skills of the Aspects. The
spirit-pool of each armoured suit combines the lives and
abilities of all the Eldar who have ever worn it, a sum total of
energy which far outstrips that of any ordinary Eldar. The
Exarchs’ skills reflect the Aspect of the shrine to which they
belong. Their armoured suits to some extent resemble those of
their shrine’s uniform.

THE PHOENIX LORDS

A few of the most ancient Exarchs have no shrines and no
craftworld to call their home. They wander from world to world,
instinctively driven by war, attracted by places of great danger
and need. These Exarchs are known as the Phoenix Lords and
they are great heroes amongst the Eldar race. During
moments of desperation they appear, sometimes just one but
often several depending upon the perils faced. Following in the
path of the Bloody-handed God, their names are well known
throughout the craftworlds, and their deeds form part of the
legends of the Eidar.

No one knows exactly how many Phoenix Lords there are, for
some are seen but rarely, while others disappear for millennia
only to reappear suddenly and unexpectedly. Some have
undoubtedly perished far away, their suits lying upon some
hostile world awaiting discovery by some predestined Eldar
warrior doomed to don the armour and become the ancient
hero for another cycle of his existence.

Some of the Phoenix Lords
are as old as the Fall. They
were heroes during the
cataclysm, and were the
first to bear the spirit
stones of the
&, Warrior Aspects.
=" Perhaps they
never reached the
craftworlds and so never
founded their own shrine as
others did, or maybe their
shrines have since been
destroyed along with their
craftworids. Whatever their
past, they are the most
tearsome of all Exarchs, and
the most powerful warriors
of all the Eldar.
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The stars themselves once lwe
and died at our command, and yet
you still dare to oppose our will*

Trust not in their appearance, for the Eldar are as utterly alien to good,
honest men as the vile Tyranids and savage Orks. They are capricious
and fickle, attacking without cause or warning. There is no
understanding them for there is nothing to understand - they are a

random force in the universe.”
Imperial Commander Abrie]l Hume.
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THE GHOST IN
THE MACHINE

Collecting an lyanden Craftworld
‘Ghost Warrior army, by Phil Kelly.

lyanden. A beautiful world-ship gracefully carrying its
people across silent light years of empty space. But
the surface is blackened and desolate, the once
majestic buildings ripped to pieces by violence and
war. This peaceful Eldar home world bore the brunt of
a vast Tyranid invasion, a massive swarm of bio-
engineered aliens intent on destroying all other
lifeforms. lyanden was directly in the path of Tyranid
Hive Fleet Kraken when it spread like a plague across
the galaxy. Finally though, the black swarms that
engulfed the craftworld were beaten back and
eventually stopped in their rampage. Only the
intervention of a fleet led by the rogue Exodite and
pirate Yriel, a former lyanden noble, saved the
craftworld from being devoured whole by the invading
Tyranid swarm. At the cost of countless thousands of
Eldar lives, Craftworld lyanden had achieved an almost
impossible task — stemming the tide of the Great
Devourer. Tragically, the craftworld suffered such
horrendous casualties that the lyanden Army is now
mostly comprised of the dead.

The Ghost Warrior army is not the easiest to command, but
is extremely rewarding, and every victory for lyanden is a
cause for celebration.

If you're new to this craftworld and the unusual practices of
its inhabitants, | probably have some explaining to do. The
army of lyanden is structured like no other — nothing in the
Warhammer 40,000 universe comes close. Firstly, it is

us important to understand just why this army is so different,
and how the craftworld deals with the fact that almost all of
no its soldiers fight on despite already being dead. Secondly,

Il take you through the steps necessary to get started, and
F how to build your warhost to 1,500 points and more. In
terms of background, lyanden has one of the richest and
most detailed histories in the Imperium. The craftworld
concept is as exciting as it is eerie.

BU_t on the field of battle, what does the lyanden army have
going for it? How can the army of this decimated civilisation
hope to survive the heat of battle? The answer is simple:
the lyanden army is extremely tough. The troop choices in
the lyanden army lists are squads of Wraithguard and
Wraithlords (although you cannot have more Wraithlords
than Wraithguard squads). | cannot stress enough just how

-drawbacks? Yes, you guessed it — the points values! Only

o

difficult it is to stop the march of a well-coordinated Iy'andé}n_ ;
army in the hands of a competent general. The troopers are

comprised of faceless artificial constructs made from the
psycho-active material Wraithbone, and range from riihﬁ_-,.}o
thirty feet in height. Each of these troopers is host'to/the
spirit of an Eldar warrior, bound within a glowing soulstone.
The constructs housing these spirits are immune to pain.
They are immune to fear. They will never, under any.
circumstances, fall back, and cannot be pinned. They. ar

psychic trickery from the Spiritseers who accompany
Wraithguard into battle, even a direct hit from a lascani
may not kill one of these Ghost Warriors. Being dead!i
the handicap it ought to be in an lyanden army. J.

So given this impeccable list of credentials, where are

in an lyanden army are the characters and squad leaders
cheaper than the troops. But after reading more-abouts
these deadly machines, believe me, you'll see why. iO_,tf,:,‘




course, there is a bright side to fielding an army comprising
of quality over quantity. There are less models to paint, so
you can lavish a bit more time on each miniature. Also, you
don't have to buy as many. lyanden can be difficult to use
properly as they will inevitably be outnumbered. However,

" this is one of the things | shall be addressing later on, so
don’t worry if you'te new to the Eldar.

When starting to collect any army, it is vital that you obtain a
copy of the relevant Codex. Because Craftworld lyanden isa

" special type of Eldar army, the details are contained in
’ the recently published
supplement Codex
Craftworld Eldar.
However, as this is not a
stand-alone Codex, you
will need a copy

of Codex Eldar as
well. These books
provide everything
you need to know
about the Eldar

and lyanden,

from detailed
background to
complete army lists,
and from modelling
advice to special
characters. For the
time being, though,
let's look at what
comprises a Ghost
Warrior warhost.

% THE GHOST WARRIORS
|| \Long ago, the Eldar mastered advanced psychic and soul-
i\ \grafting practices and technologies. In conjunction with the
\| development of Wraithbone. a strange psycho-responsive
'/ plastic that is so tough as to be virtually indestructible, the
Eidar have devised a way for the souls of Eldar warriors and
heroes to fight on. When an Eldar dies, his soul can be
stolen and consumed by the nemesis of the Eldar race,
Slaanesh. This evil god, whom the Eidar name ‘She Who
e Thirsts’, was born of the race’s previous folly, before the Fall.
Each Eldar dreads this fate, and rightly so, but they have
devised a way to escape this foul destiny. They wear a
special psychically attuned gem on their chests, called a
spiritstone. and when an Eldar dies his essence passes into
the stone, entering an empty but peaceful limbo, preferable
“ . _to'the hell they would otherwise experience. However, for
" those who died in defence of lyanden, that is far from the end
ofthe warrior’s story. Many of these spirits are awoken from
their peaceful afterlife. torn from the emptiness and silence
_ _oftheir crystal tomb by the Spiritseers. They are then grafted
. sinte'the huge, inert forms of the Wraithguard, elegant war
'/ machines that form a host for the now bodiless souls. The
.. soulstone sits within the construct’s wraithbone body, and

| S . the dead warrior can once more bear arms for the craftworld.
. ;‘!—lowever, although this seems like a perfect solution to
N Jlyanden’s problem, this process is abhorrent to the Eldar,
. living and dead. It is only in the direst necessity that the
" Spiritseers dare disturb the rest of their war heroes and
. \“.ancestors. Unfortunately, there is no other way to preserve
.- What is left of the shattered craftworld, and the living Eldar
~are ridden with guilt and shame at what they are forced to do.

They are effectively exhuming their dead and asking them to
fight again and again, a twilight existence of death and war.

As you can see, this craftworld’s concept runs a little deeper
than most, and for me this makes it that much more
interesting to collect. But back to the staple troops of the
lyanden army: the Wraithguard. You will need to buy plenty
of these to complete your army, but they are beautiful models
and, as mentioned above, form extremely efficient front line
troopers. To start with 1 would recommend getting them in
squads of five.

A squad of Wraithguard can march across the battlefield
without worrying too much about bolter or lasgun fire; their
Toughness of 5 and save of 3+ means that most bolter shells
will patter off the carapaces of the Wraithguard like rain.
Also, because your army will include Wraithfords (larger and
more powerful versions of the Wraithguard) your opponent’s
hedvy weapons fire will most likely be focused elsewhere.
This is invaluable, because the one weakness that the
Wraithguard suffer from is their speed, because, unlike most
other Eldar, they may not fleet of foot. Bearing in mind their
potent weaponry only has a range of 12", this means that
they will have to march right across the battlefield to get into
range. Obviously, it is important that you do not sustain too
many losses before you reach the enemy.

The Wraithlords are also artificial Wraithbone constructs,
only they are far taller, more heavily built, and better armed.
These towering behemoths are used as host bodies for the
most revered of Eldar heroes, normally Exarchs who are
unwilling to give up the struggle for their craftworld, and who
have performed so valiantly that they are given the honour of
inhabiting one of these vast Dreadnoughts. Unlike the
Dreadnoughts of other races, the Wraithiord is long limbed
and elegant, and moves with a grace that belies its lethal
arsenal of weaponry and vast strength. There are very few
war machines in the galaxy as difficult to destroy as the
Wraithlord, so they are rightly feared by any non-Eldar
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The Studio’s Craftworld lyanden army in all its glory.
This army goes a long way to providing what you will
need to field a Ghost Warrior army, and Mail Order are
currently running an Army Deal for this very force.

The Army Deal includes: 1 Farseer, 16 Guardians, | /.
10 Wraithguard, 1 Warlock, 2 support weapon
platforms, 1 heavy weapon platform and a Wraithlord. :
If you're interested, why not give the Mail Order Trolls Py
a call on {02) 9829 6111. e

commander because of their potency on the battlefield. | will
describe how best to use these excellent additions to your
army list later in this article.

Finally, the lyanden army also includes the remnants of the
living denizens of lyanden. Only a handful of squads of
Guardians can be roused in times of war, and the number of
Aspect Warriors which lyanden can employ is worryingly
small. As a result, the Eldar seen in the Ghost Warrior army
tend to take up support roles, taking no risks and ensuring
their safety at all costs. For this reason, | would advise
against taking units such as Guardian Storm squads,
jetbikes and even Howling Banshees. These squads often
tend to get completely wiped out before the battle ends.
Although lyanden expects casualties from those already
dead, they typically do not squander lives in reckless
charges into enemy ranks. Itis a good idea to look at support
troops and heavy weaponry to cover the inexorable advance
of the Wraithguard, and we shall be taking a closer look at
these later on. But first, let's take a closer look at the staple
troops of the Ghost Warriors army.

THE WRAITHGUARD

Now we have some understanding of how an lyanden army
Operates and what comprises the warriors of this strange
Craftworld, we can take a look at exactly what to utilise when

bmldmg the army, and how best to employ your forces on the
battlefielq.

Firstly, when starting an army | find it is a bad idea to buy a
Uge amount of miniatures at one go and then sit there

thinking, “How on earth am | going to get this lot pamted”" At
the risk of repeating myself, it really is a good ideato collect / ks
your army in manageable chunks, and paint it a squad at e_v,' }
time. This way you can get a small army together and play@?ﬁ Iy
few games as you paint up the rest of the battle force. ,.r_-
Luckily, with the Ghost Warrior army, all the troops are: grﬁ&
models that are easy to paint. So long as you are neat, H‘té
Wraithguard look fantastic however you paint them. Whlcbﬂ}s
good news, as the first thing to get your hands on is a sq;,iadr
of five Wraithguard and a Warlock. \

Bear in mind that because Wraithguard are so tough they
cost more points. Eldar psykers, although relatively cheap,
have to pay for the psychic power they intend toruse: .
first squad will set you back around 200 points. So l}_sha:ll. ¥
explain why. 1 "
Wraithguard are very difficult to hurt. Their Toughne'ss_of' j
the equal of an Ork Warlord, and as mentioned above,
have the same saving throw as power armour’ You'il:
probably have seen a squad of Wraithguard in action.on:
battlefield, and they most likely lost some of their nu@b@r fg~
heavy weapons fire. True, heavy weapons of AP 3 or
pose a problem, as do power weapons. But this is 3
any troop type in the Warhammer 40,000 galaxy. Bes

remember that your basic troops are even tough
Lictors and Ogryns, they will never fall back, and
become pinned. They are also immensely strong:! a
Wraithguard has a Strength of 5, more than enough'to'bend™
an Ork’s big shoota around his loathsome green neck. When
you field more than one unit of these war machines in_ >
conjunction with Wraithlords, the enemy will be very llmlted' =
in what he can achieve. A=




The Wraithguard is armed with a wraithcannon, an
extremely advanced weapon that is unique in the way it
destroys -the enemy. Wraithcannons are like portable D-
cannons, they work by opening a hole in the warp where
their target is, ripping them apart between conflicting
dimensions. This means that regardless of how tough an
opponent is, how well-armoured they are or even how.many
Wounds they have, a hit from a wraithcannon can kill them
" instantly. A model hit by a wraithcannon takes a wound on a
roll of a 4+, regardiess of its Toughness. The weapon is AP1,
and the target will die instantly on a To Wound roll of a 6. This
is incredibly useful against high Toughness troops with
¢ multiple Wounds such as Carnifexes, Hive Tyrants, mega-
armoured Nobs and the like. A squad of five Wraithguard, all
firing their wraithcannons at one target, is among the most
lethal prospects an enemy can face. Imperial heroes in
Terminator armour, Tyranid Warriors, and even the notorious
Dark Eldar Talos can be killed with one shot.

If you think I've finished extolling the virtues of these
incredible weapons, you couldn’t be more wrong. Firing a set
of five wraithcannon at a model with an Armour value is
swhere the fun really begins. it doesn’t matter whether the
“target'is a Dreadnought or a Land Raider, a hit from your
. wraithcannon will cause a glancing hit on the roll of a 4, and
\ a penetrating hit on a 5 or a 6. Needless to say, this is
. incredibly ‘useful, especially when you have a set of five
- targeted on an enemy vehicle. It won't guarantee you a kill,
but it isn't far off, and short of a big squad of Fire Dragons
|, these troops are a perfect tank-busting unit. | must admit, |
\\. like'the image of a Land Raider with huge, perfect spheres of
“Wmatter missing from its hull. The only drawback is that these
“weapons have a comparatively short range of 12°, but
anything that comes close is in serious trouble, and as | will
‘mention later, there are ways around the range problem.
| Besides, they are assault weapons, which means you can
|1 minove, unleash a devastating salvo of high-tech fire, and then
|\ \charge into combat.
11} Amongst all the benefits of fielding Wraithguard, there is one
! major drawback. Wraithguard do not have eyes, or any
nd of sensorium. They ‘see’ by detecting the shifting
'€ _,'nl‘;anations of other spirits, and as a result are often slow to
“react to the chaos and havoc of the baitlefield. Every turn,
each unit must roll a D6, and on the roll of a 1, does nothing
. at all-that turn. This is a real pain if you are in hand-to-hand
combat; or in front of an Imperial Guard battalion. Standing
stock still’in front of a battlewagon full of Orks is also a bad
idea. Luckily, there
is an easy solution
to this: any unit of
Wraithguard led by
a Warlock, Farseer
or Spiritseer is
immune to these
tests.

THE SEERS , 3
OF IYANDEN "

The addition of a Warlock
or Spiritseer to your
Wraithguard unit can
make all the difference.
Over the millennia,
lyanden’s Warlocks have
specialised in communing
with their dead through
the infinity circuit. The
reliance upon these
techniques has given
rise to the Spiritseers,
Warlocks whose abilities
at necromancy far exceed
those of other psykers, and whose minds act as both an
anchor and beacon for the spirits of the dead. As well as
being skilled at war magic, these Spiritseers have one major
advantage; they can guide the dead even in the midst of a
roiling battle. Make sure that there is a Warlock in each
squad of Wraithguard, or at the very least a Spiritseer
nearby, as any Wraithguard unit within 6" of a Spiritseer does
not have to test for the disabilities of their Wraithsight.

Spiritseers count as independent character models, so you
need not attach them to a squad. Thus you can take care of
two squads with one Spiritseer should you need to. There is
a major benefit to accompanying your troops with a psyker:
Eldar Warlocks are among the most accomplished in the
universe. Of the four Eldar psychic powers, three are ideal
for the Warlock accompanying the Wraithguard. Destructoris
basically a sort of psychic heavy flamer, and uses a template
s0 is very handy before charging troops in cover. Enhance is
even more useful when you are about fo charge an enemy,
and turns your Wraithguard into an excellent assault squad:
the Wraithguard with the Warlock will benefit from +1
Weapon Skill and +1 Initiative. The squad will now have a
Weapon Skill, Strength, Toughness and Initiative of 5. Any
unit charged by them will be faced with a close combat
nightmare. Last of these psychic powers is Conceal, and
although it is not quite as dramatic, it makes sound sense to
use this power. Covering the unit with a shifting haze of
psychic camouflage, the Warlock can transfer a 5+ cover
save to the entire unit, even when they are standing right out
in the open. This means that in the event of your Ghost
Warriors falling under heavy weapons fire that would negate
their armour save, such as lascannons or krak missiles, they
still have a good chance of survival. As you can well imagine,
this is well worth it when you have paid 35 points per trooper.

One psyker that is compulsory in the lyanden army list is the
Farseer. The Farseer acts as the HQ unit of your army, and
therefore it is important you give this miniature a decent paint
job. The lyanden battle leader is a master of nhecromancy
and the guiding of the departed Eldar spirits. The Farseer’s
role in this army is different from most others. | would
recommend keeping him near the back of the army, with the
support troops. Giving your Farseer the Guide psychic power
is a good move, as it vastly improves the efficiency of
Guardian support troops (we’ll take a look at these later on).
This power is at its most useful on troops with a low BS, and
when used on barrage weapons it allows you to re-roll the
Scatter dice. Needless to say, this can turn a powerful but
inaccurate weapon into a blossoming pattern of Blast
templates.

Chris Smart’s converted Spiritsc'&;ri
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THE STRIKING SERPENT

go far, the troop types we have examined are all
lacking in one vital thing: mobility. The Ilyanden
army is mostly comprised of foot troops, and sadly
this will allow your enemy to outmanoeuvre you.
Wraithguard are simply too big to fit into a Falcon.
However, the Eldar Wave Serpent troop transport
can accommodate a squad of five Wraithguard
and a Warlock. Wave Serpents are resilient, fast
and well-armoured. Because they are classed as
Fast vehicles, if you keep them moving, your
enemy can only cause a glancing hit on them.
They are also protected by an energy field; this
rippling force field means that any ranged attack
with a Strength greater than 8 only counts as
Strength 8. Also, weapons such as meltaguns,
multi-meltas and ordnance weapons may only roll
+1D6 for armour penetration, rather than two.
simply fill this excellent transport with a squad of
Wraithguard, accompany them with a Warlock with
the Enhance power, and fly deep into the enemy’s
flank to cause some major problems. If you're
clever, you can drop this unit near enough to the
enemy that they can fire their Wraithcannon and
then immediately charge into combat. This squad
will form your elite assault unit, and a well-placed
offensive will buckle the enemy lines even before
the rest of your army gets into range. Arming the
Wave Serpent with twin-linked starcannon will
really give your opponent some trouble, as it fires
three Strength 6 AP2 plasma bolts, re-rolling any
shots that miss. Also, lyanden vehicles are likely to
have a large auxiliary spirit stone, holding the
essence of a long-dead pilot who can command
the Wave Serpent in the event of the crew
becoming stunned or shaken. Even the vehicles of
lyanden can be used to house the essence of the
deceased. (For ideas on converting a Wave
Serpent model check out WD238.)

LORDS OF THE DEAD

Now onto the part we've all been waiting for — the
Wraithlord. These mighty giants are incredibly
tough. In a recent game | saw a Wraithlord bear
the brunt of an entire Steel Legion battalion (you'll
have to wait till next issue to find out what these
are — Fat Bloke) and their Space Marine allies.
When the smoke cleared, the Wraithlord was a
battered mess, but it was still standing, and to the
Imperial player's horror, it proceeded to charge a
nearby unit of Space Marines who had no hope of wounding
it at all. This is because the Wraithlord is uniike other
Dreadnoughts in that it has a Toughness value, not an
Armour value. You'll be happy to hear that its Toughness is
8, the highest in the Warhammer 40,000 universe. Because
of this, it is impossible to wound it with a Strength less than
5, and therefore most troops are incapable of damaging it in
combat. As a result, it tends to attract a vast amount of heavy
weapons fire, but this is where it excels over other
Dreadnoughts and even heavy duty tanks. The Wraithlord
has three wounds, which means you have to hit it three
times, then wound it three times, before it will finally keel over
(this is assuming the weapon fired has an AP of 3 or better).
Even the heavily armoured Land Raider can be despatched
with one lucky hit from a lascannon. The Wraithlord will
always need to be wounded three times; very tricky when it
has such a high Toughness and a saving throw of 3+. So you

can afford to put it right at the front of your line and march
directly into the thick of the fighting. Also, it cannot be . ' |
stunned, shaken, disarmed, immobilised or suffer any of the == -
undesirable fates of the Vehicle Damage charts. Because, it ===
is manned by a fearless (and deceased) Eldar hero, it cannot ™ ™ _
be pinned, and will never fall back. Also, it can fire uptotwo. = !
of its weapons even when moving, and this includes’ he@'yg,# \‘7{?
weapons. As most Wraithlords have a shoulder-mountedi = (%
heavy weapon such as a brightlance or starcannon, this _c;am_ﬁ#.;.‘._,
be extremely useful. LYY oy =

As all good Warhammer 40,000 commanders know, sdﬁ;e
troops are actually safer in combat than they are on the opei& -
battlefield (they can’t get shot to pieces!) and this™is™ 8
especially true of the Wraithlord. As | said before, most &

troops cannot hurt the Wraithlord in close combat. The _o_r_nly
weapons that a Wraithlord need fear are power fists, chain

fists and weapons that double the user’s Strength..However,
{




credit for. Unlike Ulthwé, whose Guardians are professional |
soldiers, the Guardian Defenders of lyanden are more likely
to be artisans, musicians and retired warriors forced by
necessity to bear arms. Perhaps the soundest reason for
including them is to bulk out the numbers a little. You will
have to get used to the fact that in most games you will be
badly outnumbered, but it is reassuring to know that if
anyone strays too close to your support troops’ baseline, you
can pour shuriken catapult fire into them until they stop.
Guardians are sold in boxed sets of 16 and are excellent
value for money. Guardian Defenders are counted as Heavy |
Support options in the lyanden army, and so it is worth |
having a large group of them to act as an anchor point for
your forces. Splitting them into more than one unit is a
mistake; not only will they be easier to break on the
battiefield, but they will use up valuable Heavy Support
options for later on. A squad of 16 Guardians will set you
back a mere 128 points.

Finally, a word about support troops. lyanden is likely to
place emphasis on long-range fire, keeping the enemy at
bay until they can close quarters with the Ghost Warriors. As
a result, it is worth taking a close look at the support weapon
batteries available to your army as a Heavy Support option.
Each of the three weapons available has its strengths and
weaknesses: the vibro-cannon is very useful against heavily
armoured vehicles, causing an automatic glancing hit. The
D-cannon (a larger area-effect version of the wraithcannon)
is also superb at taking out vehicles, as it is Strength 10 and
rolls on the Ordnance Damage table. Aside from this it does
not need line of sight, so you can fire from the other side of
a building if you wish. This is often a good idea with support
weapons as they are quite fragile. The down side to the D-
cannon is that it has a comparatively short range of 24".

there is a bright side: Wraithlords are not only exceptionally ~ The Studio army is equipped with two shadow weavers,
~ good. in_close combat, given their Weapon Skill of 4 and massive cannons that fire clouds of monofilament wire high
“three attacks, but they are also armed with power fists. Two into the air, to drift down onto their enemies. The wire cuts
'of them. This means that a Wraithlord’s Strength is a mighty  straight through flesh and bone and even light armour,
- 113,10, and best of all, unlike your assailants, they do not strike reducing its targets to bloody heaps. This barrage weapon is
f}{Tast in’ combat! As a result, it makes sense to charge the =~ most effective against massed infantry, and with a Strength

. |\ |enemy model hefting a power claw around and crush him to of 6 and a very cheap points value the shadow weaver takes
pulp before he can strike back. As an additional bonus, the ~ an important - role in the lyanden arsenal. Although
~‘extra Strength conferred by the power fists will be enough to traditionally a support weapon ought to be able to slam a
kill-most characters outright. Lastly. each fist incorporates a  hole through the wall of a reinforced bunker, the shadow
: flamer.or a shuriken catapult. It's worth the tiny amount of ~ weaver only has an AP of 6. However, considering that most
- conversion ‘work necessary to equip Wraithlord with two  of your army is equipped with the very best in anti-tank

e
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" flamers just to sée the look on your opponent’s face when ~ weapons, it is useful to have something to carve great
you pick up two Flamer templates and roast half of the squad  chunks out of massed infantry. They excel against Tyranids
you are about to charge. Be careful though, not to kill the ~ and Orks, and when under the influence of your Farseer’s
enemies within 6" or you won't be abie to charge at all. Guide power, they can be deadly even at their long range of
It is worth bearing in mind that more often than not your 48". Not only do they force their targets to take a pinning test
‘enemy will go to extraordinary lengths to take out your if casualties are caused, they do not need line of sight and

Wraithlord. Despite the fact that they are very difficult to kill, ~ can be concealed behind hard cover.
. l'm afraid to say that outside of combat a concerted effort  In my opinion, no Eldar army would be complete without a
\“over a couple of turns will finish one off. Sniper rifles, squad of Aspect Warriors. Like many Eidar commanders, |
) “wounding on a 4+ regardless of Toughness, also pose a  started collecting Eldar because of the diversity and style of
gproblem:for Wraithlords. However, for this lyanden army | these elite warriors. Although nearly all of the lyanden forces
& would recommend taking at least two, and this will meanthe  have been destroyed, it is not out of the question that a small
ﬁsj of your army can advance whilst your opponent frets  squad could be mustered in times of need. On a craftworld
about your towering Dreadnoughts. A Wraithlord, equipped  so involved with the study and philosophy of death, what
ith & brightlance or starcannon, costs a mere 120 points. better addition to your army than a squad of Dark Reapers.
These have to be one of the best troop types available to the
THE STILL-LIVING Eldar, and are unparalleled .in the arpount of destruction they
_ can cause to an army equipped with power armour. Every
~~The next addition to your army should be some Guardian  member of the squad is armed with a Reaper Launcher, a
-Defenders. which count as a Heavy Support option. | firmly  compact missile launcher that can fire two shots per turn.
believe\every Eidar army should have a squad of these  The projectiles are AP3, and having seen the horrific
ﬁo’ons, and' they are far more useful than they are given
44
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A Farseer "Guides’ an lyanden firebase, with the support battery taking advantage of nearby cover.

casualties a squad of Reapers can inflict on a unit of Space
Marines, | would recommend taking a squad of four. An
Exarch is also worth considering, as their Powers and
access to other types of heavy weapon allow you to tailor
your squad to take down even the most heavily armoured of
targets. Giving your Exarch the skill Fast Shot and an Eldar
missile launcher with plasma missiles allows you to lay down
wo Blast templates per turn. Placed behind a screen of
Guardians to protect them from assault, the inclusion of
these death-dealing adepts should soon even out any
numerical advantage your enemy may have.

PUTTING IT ALL TOGETHER

Having examined everything that our Iyanden army will
include, it's time to see exactly what we can afford. With a
Ghost Warriors army, it is fairly pointless aiming for the total
of 500 points. Due to the cost of the troop choices in the
army, it will only comprise of around 18 models. This
almost guarantees that you will be outnumbered and
outmanoeuvred, and as a result | would recommend playing
an lyanden army of at least 1,000 points.

In an army of this size, you will need a couple of five-man
strong Wraithguard units. One of these can be mounted in
Your Wave Serpent, along with a Spiritseer. The Spiritseer is
Very useful if the Wraithguard are engaged in combat and
become separated due to the confusion of close combat; so
long as the Spiritseer remains within 6" they do not need to
oll for Wraithsight and risk inactivity for a turn. This assault
Squad should be deployed on your flank, and as the Wave
Serpent is relatively lightly armed you can afford to move its

maximum distance (24") without wasting too much in heavy”
weapons fire. It will intimidate and confuse your opponent to
see one of your most formidable squads crash into his flank &
at the very beginning of the game. After the initial salvo-ofl/} ]‘f
wraithcannon fire, the assault phase will progress relatnvelv' H «. i
smoothly (provided you have not charged a large group: cvq,
close combat experts) and you can work your way through'to’
another squad whilst the rest of the army marches fonNard j
Another tactic is to keep the Wave Serpent out of the'way "
until the rest of your army is in range, and then, in the space '~
of one turn, launch a devastating offensive at several points
on the enemy line. The drawback here is that you may allow
your opponent a couple of turns of shooting before you can
close the distance and unleash your attack.

The main battle line consists of the two Wraithlords and a

squad of Wraithguard accompanied by a Spiritseer By..
deploying the Wraithlords on either side of the Wraithguard, =
squad, you can pretty much guarantee that your enemy,will ==

concentrate on the Wraithlords and try to bring one down. If i
the enemy tries to get around the side of this line to attack.. | : !
the more vulnerable targets behind, charge them ‘with. a* ~’

Wraithlord after firing your twin flamers. This will give any;. " ("
squad a headache they are unlikely to recover from. With the® .

Wraithlords deployed cleverly, you should be able to block- &
any offensive your opponent mounts with a thlrty-foot
construct of angry wraithbone. All the while, your
Wraithguard squad advance to a position where they can’
unleash the devastating effects of their wraithcannon. With a
little practice, this strategy can tear an opponent's battle plan——
to pieces. If you confuse and disrupt the enemy'’s forces; you--- 2
are far more likely to succeed.




The rest of your army should deploy in cover. The shadow
weavers, accompanied by the Farseer, need not be in line of

sight of-any.of the opposing troops at the beginning of the
batile; they will still be just as effective. If you are any good

at guessing ranges, you can confidently expect this battery

to pin a unit of infantry in place and inflict horrible casualties

. on anything lightly armoured. Just in front of this artillery you

: r ‘should deploy your Guardian squad. This flexible unit acts as
-' ._'-“_1 \the rapid response team, if an enemy unit manages to sneak

_ (" past your battle line without being caught by the Ghost
- "Warriors. then the Guardians can respond with a deadly
i~/ cloud of razor-edged shuriken. More wary commanders may
| --f “wish to reinforce this firebase with a close combat squad.
: However, assault troops are at their best in the thick of the
L. fighting, not hanging back in case your opponent Deep
Strikes into the heart of your deployment zone. When using
this ‘army, be confident. Most of your troops can handle
anything that is thrown at them, and if you hang back and
wait then your opponent will really press home his numerical
advantage. So get fighting, see which units you think are the
most effective, and annoy your friends by repeatedly
3 /administering to them the beating of their lives. If you're still
' '-_._whavmg fun it's time to realise this army to its full potential.

A

EXPANDING YOUR
. /' ,° GHOST WARRIORS ARMY
I \\ginalarger battle, the lyanden army becomes truly fearsome.
I} - Whenaiming for a points value of 1,500 you can vastly
increase the impact of your battle line. Your ‘assault’
_{\ _Wfaithguard in the Wave Serpent fulfil the same role, but
a v& ~ your main battle line can now consist of two squads of
[ @.Wranthguard (accompanied by Spiritseers) and no less than
i\ three Wraithlords. Anyone who sees that marching toward
W 'them will quite likely be gibbering in fear, especially if they
LA rtaave seen Wraithlords in action. With the frontage allowed
\lby.the increase in troops, the chances of anything slipping
| through the net are reduced drastically.

iﬁﬁ’ aydittle juggling in the points values, you can also
afford .to- add to your lyanden firebase. A unit of Dark
o Regpers will hugely increase its effectiveness, and if
= eleverly. deployed, they can rain missiles upon the enemy
. ®sven as they prepare for the charge of the Ghost Warriors.
The latest models for the Dark Reapers look fantastic and

i are great to paint,

and the Exarch
model is extremely
impressive. They
are costly in points
value, however,
and you may need
to consider taking
only two
Wraithlords if you
want a squad of
any real size.

Finally, the addition
of another Warlock
or Spiritseer is a
sound investment,
minimising the
chance of your
squads letting you
down at a crucial

moment. It is always a good idea to shelter the psykers
behind the main line as your opponent may pick on them for
this reason.

At this level, you can quite rightly claim to have a complete
lyanden army. However, many commanders like to take their
armies to a higher points value. With lyanden this is far
easier than most, as you will need fewer models. Perhaps
you will consider investing in some more of the superh
Aspect Warriors, as each of these squads is tailored to a
different role. After identifying any gaps in your army, you will
find the answer in one of these elite squads. Don’t go
overboard, however; remember that you are playing a Ghost
Warrior army, so put them first. Expanding the squads of
Wraithguard is also a good option, especially if you are the
purist type. Each squad can have up to ten models, and
swelling the ranks of your main squads is a sound tactical
idea. You may even want to take something a little more
unusual, such as a squad of Rangers.

Feel free to experiment, but remember the theme of this
army and don’t lose sight of the concept behind it. Nearly all
of lyanden’s soldiers have already given their lives in the
service of their craftworld, and the society is on the brink of
collapse. It is only the hosts of their undead that stand
between the remnants of a once-proud civilisation and total
extinction, so use them well. Remember, in every battle the
stakes are far higher than with any other craftworld. So take
care of those warriors still living, and reach out to the enemy
from afar with superior firepower. But with the relentless,
silent Ghost Warriors, go for the throat!

IYANDEN 1,500 point ARMY LIST

HQ

Farseer  Shuriken pistol, close combat weapon, 82

Guide, runes of witnessing, ghosthaim
Spiritseer Shuriken pistol, close combat weapon, 36
Enhance

; Spiritseer Shuriken pistol, close combat weapon, 41
: Conceal

TROOPS

5 Wraithguard 175

5 Wraithguard 175 |

5 Wraithguard 175 ||
* Wraithlord: 2 fiamers, brightlance 120 |
Wraithlord: 2 flamers, brightlance 120 ’
Wraithlord: 2 fiamers, starcannon 120
| ?
Wave Serpent: Sgirit stone, twin starcannons 135
| HEAVY SUPPORT
i | 10 Guardian Defenders 80 }
. 4 Dark Reapers 148
} g

| Support Weapon Battery: 2 Shadow Weavers 90

TOTAL: 1,497 |
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{ Wool EIf bero ona nighty Forest Dragon defends the
e Lo a sacred glade.

{l Jonathan Green takes a look at one of
the most ancient and magnificent
creatures of the Warbammer world,
that mighty serpent of the skies, and
one of the most powerful models on
the battlefield — the Dragon.

(Tl

By Jonathan Green

Ask anyone who is uninitiated in the ways of
Warhammer (or indeed the whole fantasy milieu)
what they associate with the ‘fantasy’ genre and
they will probably say swords, sorcery and
Dragons. Ever since the Middle Ages when
cartographers wrote ‘Here be Dragons’ on their
maps of the uncharted reaches of the world, and
legends such as that of Saint George or Siegfried
spoke of heroes slaying vile wyrms, right up to the
relatively recent writings of Tolkien and beyond,
Dragons have played a central part in the fantasy
tradition. They can variously represent nobility,
ancient wisdom, forgotten mystical powers, great
strength, even greater age, fearful ferocity, an
obstacle that must be overcome and base evil
What could be more intrinsic to the fantasy genre
than the Dragon? And the world of Warhammer is
no exception.

The Children of Kalgalanos

In the Warhammer world, Dragons are an
incredibly ancient race. Be they referred to as
Serpents, Wyrms or Drakes, the first of their kind
lived many thousands of years before either Men
or Elves settled in the Old World. Compared to
those legendary times long past, today’s Dragons
are few in number. There was an age when Cold
Drakes and Dragons vied for supremacy of the
primeval skies. But those that exist in these
turbulent times are reclusive creatures that spend
long decades asleep in their hidden lairs deep
beneath the oldest mountains.

As a race, Dragons display an infinite variety
among their kind (especially in the case of Chaos
Dragons). The species varies enormously in
coloration and abilities, particularly in reference
to that for which they are most well known — their
breath attacks. Despite these differences (and they
can be huge) all Dragons share the same ancient
ancestor, for they are all the spawn of Kalgalanos
the Black The father of all Dragonkind sired
offspring that were red, golden, silver, white, blue
and all colours under the sun. These differences
in coloration denote peculiarities in the differing
metabolisms of Dragons, resulting in various sub-
species being able to project a number of differing




Dragons in Warhammer

Of course, it goes without saying that Dragons are truly a force to be
reckoned with on the battlefield. Such is the impact they can have on a
contflict that it can be fairly said that the Dragon race has helped to shape
the history of the Warhammer world. The following rules apply to
Dragonkind in general. For the special rules associated with particular
characters see the relevant Warhammer Armies book.

PROFILE ! S T N | A f

Dragon 6 6 0 6 6 7 8 7 7
Great Dragon 6 7 0 7 7 8 7 8 8
Emperor Dragon 6 8 0 8 8 9 6 9 9
Chaos Dragon 6 6 0 7 7 7 6 8 8
Forest Dragon 6 6 0 6 6 7 8 7 7
Zombie Dragon 4 4 0 7 6 7 3 6 8
Wyvern 6 5 0 5 6 4 4 3 5
Fly

Dragons have wings
and can fly up to 24"
as described in the
Warhammer
Rulebook.

Scaly Skin

The scales that cover
a Dragon’s hide are
extremely hard,
acting like armour
that protects them
from attack. This
gives a Dragon an
armour saving throw
of 4+, regardless of
the Strength of the
attack. This save is
only ignored if the
attack discounts
saves altogether (e.g.
stone throwers,

bolt throwers,
cannons, €tc.)

Terror

Being huge and
frightening
monsters, Dragons
cause terror as
described in the
Psychology rules on
page 49 of the Warhammer Rulebook.

Dragon’s Breath

The nature of the breath attack, that Dragons are renowned for, depends
on the beast’s colour. Breath attacks are worked out using the teardrop-
shaped template. (If, for some reason, this is not the case, special rules for
the Dragon concerned will explain how the attack should be worked out
instead.) Place the broad end of the template over the target and the
narrow end at the Dragon’s mouth. Any model lying under the template
area is hit on a D6 score of 4 or more.

Dragons use their breath attack in the shooting phase Dragons fighting in
hand-to-hand (or should that be claw?) combat can continue to breathe in
the shooting phase but must direct their attacks against the units that they
are fighting. Models removed as a result of breath casualties in the
shooting phase are not counted towards the combat result.

breath attacks from their great mouths. F;T

example, Green Dragons belch corrosive
fumes from their acidic gullets while Red
Dragons breathe jets of roaring flames.

Dragons continue to grow in size as they age
throughout their lives so that, if they live
long enough, they are able to attain truly
gigantic proportions (although as a result of
their great size the more powerful Dragons
are also slightly slower). In these lean times,
the dying days of Dragonkind, few Wyrms
come close to the size of Kalgalanos the
Black himself For the Father of all Dragons’
body was bigger than a ship, his head larger
than a house and his wingspan as wide as a
battlefield. To take account of such variations
in size and age, the scholars of the Old World
classify older and larger Dragons as either
Great Dragons or even as Emperor Dragons
(in the case of the incredibly ancient).

A High Price
Being able to have such all-consuming fiery
death at your disposal in your Warbammer
army comes at a price. Dragons are among
some of the most expensive models points
wise in the Warhammer game, but ultimately
they are worth it!

Type Points

Dragon 450 points
Great Dragon 600 points
Emperor Dragon 750 points
Chaos Dragon 625 points
Forest Dragon 450 points
Zombie Dragon 500 points
Wyvern 180 points

Here be Dragons

Despite being few and far between compared
to days of yore, Dragons can still be found
right across the Warhammer world. Long
ago, the skies were filled with the great
winged beasts riding the thermals that rose
over volcanoes. Nowhere were they more
prevalent than in the skies over the realm of
Caledor in Ulthuan. Now the volcanoes are
cold and the Dragons sleep beneath the
Dragon Spine Mountains. In the Old World,
with the rise of the younger races, the
Dragons also retreated to the mountains
where they have had to face the destructive
attentions of Dwarfs of the Slayer cult, but
still some survive within the impassable
mountain ranges. Despite the best efforts of
Questing Knights, Dragons can still be found
in the wild, untamed Forest of Arden while in
the lands of the Empire the dark, ancient
woodlands hide many terrible secrets. In the
magical forest realm of Loren the peculiarly
adapted Green Dragons of that land have
found their own hideaways within the almost
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iu;,penetfable Chasm Glades. From the
frozen lands of Norsca and the ever-
changing Realm of Chaos at the
aqorthern pole, as far as the scorching
plain of Bones to the south, where the
ceat reptiles of times past went to die,
pragons can be found throughout the

\wirhammer world.

Notorious

Tales abound across the Old World and
peyond of infamous Dragons who have
heen tracked down by Questing Knights
or Dwarf heroes and slain, for the good
ot all mortal races, and of evil wyrms yet
w be brought to account for their
heinous crimes against humanity. The
greatest of all Dragonkind in the Old
world still lie beneath their ancient
stony mounds. They are the kin of the
peast known as Graug the Terrible, or
Dwarf Slayer. It was this foul creature
that slaughtered the last Dwarf
defenders of Karak Azgal, taking their
ireasure to line his golden nest which, as
4 last act of desecration, he made within
the throne room of the Dwarf Lords.
Having collected all the gold and jewels
that lay within the stronghold itself,
(iraug began to roam further afield so as
1o increase his hoard. Even Bretonnia,
the Land of Chivalry, fell victim to his
artacks. Entire villages were devoured to
satisfy his ravenous appetite while
armies sent against him were all
vanquished by the ancient serpent. After
terrorising the lands of Men and Dwarfs
for over a thousand years, Graug was
finally slain by the Dwarf Skalf Dragon
Slayer who, as his prize, claimed the
fortress of Karak Azgal for himself and all
Dwarf people.

Hretonnia has received the attentions of
more than its fair share of Dragons, or so
it would seem. Malgrimace was a
Ierocious monster, the greatest Dragon
0 his time, who terrorised the people of
that fair and noble land. The cruel wyrm
Yiptured the King of Bretonnia’s
daughter but this proved to be his
Hidoing for it drew the Questing Knight
{sperre le Beau to hunt him down and
8l him in order to rescue the princess
Malgrimace’s defeat earned Jasperre the
Ulle of ‘Dragonslayer’. Almost as
Wifamous was the Dragon Drogo Le Mal,
%ho made his lair among crags within
ie wild heath that bordered the
fiysterious Forest of Loren. Drogo Le
Yl had been a persistent scourge on
e Domain de Beaumarchais and its
“ighbouring dukedoms. He was a
“irsome Dragon (but then, aren’t they
W) who plucked labourers from fields
9 that he might feast upon tender

“Man flesh. Drogo was at last slain by

two knights, Agravain and Jacques,
whose quests it had been to kill the
Dragon, set to them by the Lady Isabelle
of Beaumarchais to see which knight
would rule that domain. Between them,
the pair thrust their lances deep into
Drogo’s gullet, through his open jaws,
and through its black heart.

Despite the number killed by the knights
of Bretonnia and Dwarf Dragon Slayers
there are still a multitude of monstrous,
winged, fire-breathing serpents ready to
test the mettle of any warrior or army
that might decide to stand against them.

Heroes

Of the twelve races*, both good and
otherwise, for which there are currently
fully-fledged Warhammer Armies books,
eight include Dragon-riding characters
among their army lists, or at least, in the
case of the Orcs and Goblins, a2 War
Wyvern. Almost every race uses them
(although notably not the Lizardmen,
who have their own ancient reptiles).
However, it is often through their riders
that the great lizards’ reputations are
known. These human or Elf companions
are often paragons of their own races
(Orcs are something else altogether!).
They are all imposing figures on the
battlefield and many are renowned
individuals whose exploits are spoken of
in towns and villages across the Old
World.

High Elves

The High Elves of the island continent of
Ulthuan are an ancient and honourable
race. As such they have, in the past,
made a special bond with the Dragons
that now lie dormant within the cold
volcanoes of the Dragon Spine
Mountains in the thinly populated realm
of Caledor. Long ago, the High Mage
Caledor Dragontamer came to this
fabled land and bound the Dragons to
his will, using enchanted truesteel
harnesses forged in the fiery heart of
Vaul’s Anvil. His descendants, in honour
of the mighty mage, named the kingdom
after him. Indraugnir, the greatest and
oldest Dragon of that time, was
presented to Aenarion, the first Phoenix
King, by the Dragontamer and it was
mounted on this fiery steed that
Aenarion led the Elves against the Chaos
hordes that threatened to overwhelm
Ulthuan.

The Dragon Princes of Caledor are
formidable yet noble warriors who are
still able to rouse their Dragon steeds,
when called upon for their aid in times
of direst need. At other times the Dragon
Princes ride to war on mighty Elven
horses instead, which are armoured so

* Dogs of War mercenary armies are made of characters from the otber races.

CHAOS DRAGONS
Chaos Dragons have two breath attacks,
thanks in part to having two heads and
in part to the corrupting influence of
Chaos itself. The Dark Fire of Chaos
causes a Strength 4 hit on a victim. The
Fumes of Contagion also causes a
Strength 4 hit but allows no armour
saving throw

GREEN DRAGONS

Green Dragons belch acrid clouds of
corrosive green fumes, which irritate
eyes and even dissolve skin! A model
suffering an attack in this way suffers a
Strength 4 hit (with no saving throw for
armour allowed). In addition, a unit
attacked by choking fumes may be forced
to give ground as they back away from
the inexorable approach of the corrosive
cloud. The unit must take a Leadership
test which, if failed, results in the unit
moving directly away from the attack by
D6" (this does not affect the unit’s move
next turn). The Forest Dragons that
dwell within the sunless Chasm Glades
of the mysterious Forest of Loren are a
form of Green Dragon

BLUE DRAGONS
Blue Dragons have the ability to spit out
bolts of lightning generated within them
This electrical charge attack does not use
the flame template. The lightning has an
initial range of 12" A single enemy
model within range is nominated as the
target. The target is hit on a D6 roll of
4+ If the target is hit, the lightning bolt
will then leap to a model touching the
original target, again on a roll of 4+, and
so on, and so on. This continues until a
roll of 3 or less 1s made, meaning that
the lightning bolt has hit the ground and
been earthed. The Dragon can direct the
bolt to some extent by choosing where
the bolt leaps to next where there is a
choice. Any model struck by lightning
suffers a Strength 6 hit from a Dragon, a
Strength 7 hit from a Great Dragon and a
Strength 8 hit from an Emperor Dragon.
Armour saving throws are allowed as
normal,

RED DRAGONS
Red or Fire Dragons, as you would
expect, breathe flames. Each of the
enemy models hit suffers a Strength 4 hit
from Dragons, a Strength 5 hit from
Great Dragons and a Strength 6 attack
from Emperor Dragons. Damage and
saving throws are worked out normaily.
The Dragon also causes extra damage on
particularly flammable targets, such as
Mummies and Treemen

WHITE DRAGONS
White Dragons breathe a freezing chill
mist so cold that enemies are frozen on
the spot. Any frozen model suffers 1
wound on 2 roll of 6 on a D6, regardless
of its Toughness, with no saving throws
permitted for armour. A frozen unit may
fight if attacked but will require 6's to
hit, otherwise if may do nothing else at
all until it thaws out. Those affected by
the freezing chill are automatically frozen
for 1 turn; after that they must test to sce
whether they thaw out at the beginning
of the player’s following turns. Units
frozen by a White Dragon must roll 2 or
more on a D6 to thaw out, those frozen
by a Great White Dragon require a roll of
3+ and the victims of an Emperor White
Dragon’s icy breath must roll 4+.
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as to look like Dragons. However, the bond between a
Dragon and its rider is unusually strong thanks to the fact
that generations of Elves and Dragons have grown up
together over the endless centuries. As a result there are a
number of particular skills concerning the care of Dragons
which the Elves of Caledor possess but other races do not.

If a Dragon’s High Elf rider is slain then the beast becomes
subject to Dragonrage. Roll on the Monster Reaction Table
in the Warhammer Rulebook as normal, but add +1 to the
dice score. This means that a Dragon will never fly away
from battle. On rolling a 6, you may choose any result you
wish from the Monster Reaction table.

The Elves of Caledor have a natural empathy for
Dragonkind that is recognised by all Dragons of any
alignment. This gives them the power of Dragontamer. If a
High EIf character is riding a Dragon and fighting in hand-
to-hand combat with another Dragon, the second beast
must pass a Leadership test on 2D6 before it attacks. This
test uses the Dragon’s Leadership characteristic if it is
unridden, the rider’s Leadership if it is ridden, or the
General’s Leadership if he is within 12". This test is only
taken at the start of the combat, the result determining
whether the Dragon fights to the finish or refuses to fight
at all. Should the Dragon be attacked, it will always fight
back, whatever the result of the initial Leadership test.

Prince Imrik, Lord of Dragons

Prince Imrik, Lord of Dragons, is the last descendant of the
house of Caledor, the Phoenix King of ancient times. As
such, he is imbued with all the power and nobility of that
great and noble house. When he calls on them, the greatest
of the Dragons will wake from their sleep of centuries and
come to the aid of the High Elves.

Prince Imrik is the greatest High EIf warrior of his age.
Some even go so far as to say that in him has been reborn
the nobility of Phoenix King Caledor and the battle
prowess of Phoenix King Tethlis! The first an enemy will
know of Imrik’s presence in a battle will be when the Lord
of Dragons plunges to the ground on the back of his
Dragon in a burst of lightning-like, destructive fury. The
great wyrm seizes its victims in its great claws and tears the
poor wretch apart, or crushes them between its terrible
fanged jaws, as Imrik thrusts his magical Star Lance into the
ranks of the foe. The beasts themselves may change but
Prince Imrik remains, guiding his fiery steeds with all his
experience of countless campaigns.

Asarnil the Dragonlord and Deathfang
Another of the High Elves of Caledor who has passed into
legend is the mercenary Asarnil, who rides into battle
mounted on his Dragon-steed Deathfang. Asarnil was the




of Aserion, the hero of a thousand
partles, and in time became a great
warrior in his own right. Able to rouse
he Dragons of the mountain realm, one
of the mightiest, Deathfang the Great
(reen Dragon, became his companion,
and together they were all but
~ avincible. However he earned the
" enmity of the Phoenix King Finubar
" having disobeyed direct orders after the
gattles of Finuval Plain in order to
orect his precious Caledor. Too proud
W face Finubar’s justice, Asarnil was
~ qripped of his title and lands and exiled
| from Ulthuan.

- A prince without 2 domain to preside
" uver, Asarnil gathered together his
" weapons and armour and, riding on the

pack of his loyal Dragon mount,
~ departed the island continent of the
" High Elves forever. The Dragonlord
eventually found himself in the Tilean
ity of Remas, which was built on the
~ uins of a much earlier settlement once

(4

occupied by Elves, and allied himself
with the Prince of Remas. Thanks to the
assistance of Asarnil and the awesome
Deathfang, Remas defeated its rivals.
Since then the two inseparable
companions have fought in countless
battles across the Old World. Whoever
hires them is almost guaranteed victory
against their enemies.

Wood Elves

On the whole, the Forest of Loren is free
from many of the monsters that roam
the ancient woodlands of the Old World.
However, within the almost inaccessible
Chasm Glades, which lie at the foot of
the Grey Mountains, dwell the Forest
Dragons, ancient reptiles awesome
enough to rival anything that the darker
forests of the world might have to offer
and a race apart from other wyrms. Over
centuries of isolation they have adapted
to their woodland habitat, their nests
protected by the inaccessibility of the

nt of the
imes. As
y of that
greatest
ries and

his age.
1 reborn
e battle
:my will
‘he Lord
¢ of his
ary. The
ears the
terrible
into the
nge but
h all his

ifang

sed 1nto
p batte
was the

BILACK DRAGONS
Black Dragons emit thick. oily smoke
from their mouths. Each model hit by
this breath attack 1s choked, suffering a
number of wounds equal to D6 minus
the target's Toughness. No armour save
is allowed. Great Black Dragons inflict 1
extra wound on top of this total, whilst
Emperor Black Dragons inflict 2 extra
wounds.

ZOMBIE DRAGONS
Zombie Dragons, titanic skeletal Undead
creatures from the forbidding Plain of
Bones, with wings of ragged, parchment-
like skin, have their own particular
Pestilential Breath attack Zombie
Dragons can expel a deadly black vapour
from their rotten throats that blackens
skin and withers flesh, resulting in an
agonising death for the victim. Any
model hit in this way suffers 1 wound
on a D6 roll of 4 or more. No armour
save is allowed except that given by
magical armour, However, Zombie
Dragons have a second defence. Clouds
of flics surround their decaying
carcasses. When a Zombie Dragon 1s
fighting, these insects fly into the
mouths and eyes of its opponents, the
terrible distraction making them deduct
-1 from their to hit rolls in hand-to-hand
combat.

WYVERNS
Wyverns make their nests in dark caves,
high on the upper slopes of the Worid's
Edge Mountains. It is there, having
braved the perils afforded by the crags,
that Night Goblins find what they prize
so dearly — Wyvern eggs. Wyverns are the
mounts particularly favoured by Orc
Shamans. Amazingly, these vicious
reptiles develop a strong bond of loyalty
to their masters

Wyverns should not be underestimated
as they are ferocious creatures that must
be bound by magic or years of training if
they are to be ridden, or fight for their
masters in battle. As a result, it is subject
to the Bound Monster rule (sce the
Monsters section of the Warhammer
Rulebook). They are highly prized battle-
steeds as they cause ferror and are able
to flv

They do not, however, have any form of
breath attack Instead, they make up for
this with their envenomed tails. In hand-
to-hand fighting, before it makes its
normal attacks, a Wyvern may make a
special envenomed tail strike. To do this,
roll a D6. Any enemy models in base
contact with the Wyvern that have a
lower Initiative score than the number
rolled are automatically hit by the
Wyvern's sting and suffer a Strength 5
hit (with large monsters and riders, and
crewed chariots, each rider, mount or
crew member is treated separately)

Wyverns, although not strictly Dragons,
are still related to the Dragon species
They can be longer and more siuous.
with mouths full of cruelly barbed teeth,
but lack forelimbs. Like Dragons they
are scaly beasts, their hides made up of
thick, overlapping plates of horn which
acts like armour in its ability to protect
them from injury, giving them a saving
throw of 5 or more on a D6.




A Wight Lord rides
away from bis tonb,
mounted on bis
ancient and decaying
Zonthie Dragon.

that roam the oceans of the world,
seeking out slaves to take back tq
the Land of Chill, make use of

Chasm Glades, to the extent that they no longer eat meat
but rather the roots and branches of ancient trees.

With their hides of mottled green and the leaf-like
appearance of their iron-hard scales, Forest Dragons are
supremely camouflaged to hide among the trees of Loren,
but still the Wood Elves know where to find them. A few
exceptional Wood Elves, and in particular the mages of that
race, communicate with the Forest Dragons who are just as
much protectors of the forest realm as the Elves are and as
a result are natural allies. On occasions a mage is even able
to persuade a Forest Dragon to leave its chasm home and
help the guardians of Loren fight off evil-intending
invaders.

Dark Elves

Like their kinder-hearted kin, the Dark Elves of Naggaroth
have their own bond with Dragons, though it is a vile, evil
pact made with human sacrifice and obscene promises to
the bloody-handed god Khaine. Even the Dark EIf fleets

Dragons, not only as aerial attack
units but also as the means of
bearing their loathsome, twisteq
towers into battle across the seas,
Sea Dragons are the largest of the
Dark Elves’ sea-going monsters,
quite capable of carrying huge,
spired castles on their backs,
These creatures were once true
Dragons but over the centuries
they have mutated, perhaps under
the influence of Chaos that is so
prevalent in the dark realm of
Naggaroth, becoming something
less than true Dragons and yet
more. They are now bound to the
will of the Dark Elf sorcerers to do
their evil bidding. Helldrakes
are smaller by comparison but
are still used to carry floating
fortresses to war over the waves in
a ferocious onslaught of claws and
fangs.

The Beastlord Rakarth
of Karond Kar and

Bracchus
The Dark Elves of Naggaroth are
infamous for their use of enslaved
monsters, whether it be to carry
their Black Arks on their voyages
of destruction or to terrify the foe
in land battles. There have been
many Beastmasters in the past,
but none have ever matched
Rakarth in his ability to tame any
wild creature. His steely-eyed gaze
has subdued countless beasts that
now fill the dungeons beneath
Karond Kar, the Tower of Despair.

Since his childhood Rakarth

; displayed an almost supernatural
ability to tame wild animals. At the age of eight he mastered
the vicious Dark Steed Bracchus that even his father could
not break. From then on, the horse was Rakarth’s faithful
mount, serving the Beastlord well until it was slain at the
Battle of Finuval Plain. Rakarth now rides to war on the
back of a mighty Black Dragon, named Bracchus in honour
of the Dark Steed.

Chaos

Under the corrupting influence of Chaos, a Dragon is able
to achieve all its dark potential for cruel, destructive power.
Chaos Dragons are wracked with mutations that make
them appear to be an amalgam of two ancient reptiles,
having two heads and two tails. Each head is able to
breathe different forms of devastating Chaos power. This
destructive energy merely augments the Dragon’s savage
death-dealing abilities that come from its long, sword-like
fangs and terrible scything talons. It is hardly surprising
then that they are the mightiest of Dragonkind.
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Egrimm van Horstmann
and Baudros

~ {he imposing figure of Egrimm van

{jorstmann riding atop his two-
hc;.ded Chaos Dragon is immediately
\dentifiable when the Sorcerer of
geentch Jeads the armies of the
©hal against their enemies. Once the

" (rand Magister of the Order of Light,

wun Horstmann had sworn allegiance
o the Changer of the Ways long
pefore he feigned loyalty to the
mortal Emperor. While pretending to
wive the Order of Light he sowed his
seeds of corruption in the darkness

‘He unleashed unimaginable horrors

an the world before his evil and the
depth of his deception was eventually
uncovered by the Grand Theogonist
yolkmar and the Inquisitors of
Sigmar.

Baudros, the most infamous of all the
Chaos Dragons, was freed from its
umeless prison beneath the Pyramid
of Light by van Horstmann. The sight
uf the Sorcerer riding across the sky
from the Screaming Hills at the edge
uf the Chaos Wastes on the back of
this sail-winged monstrosity strikes
fear into the hearts of brave men.
Baudros breathes both the Dark Fire
of Chaos and Fumes of Contagion
from the grotesquely fanged maws of
ils twin, twisting-horned heads and is
tipable of wiping out an entire army
by itself, without the warriors of the
{ibal to support it.

Orcs and Goblins

%5 ulready related, Wyverns are the
most favoured monstrous mounts of
Orcs and Goblins, particularly
Shamans. It is a truly terrifying sight
10 see a greenskin warlord, waving his
fiitched battleaxe, bearing down on
¥ from out of the sky on the back of
4 ¥enomous, armour-plated, sinuous
beast with its fang-lined maw
Sllipping at you as its snake-like neck
#its forwards with lightning speed.

Azhag the Slaughterer

there have been many infamous

vern-riders from the green-skinned
Wfibes of the Badlands. The Dwarfs
“Peak of Scarbone and his Wyvern
Bigbeast, which helped lead the
Ssault on the doomed Dwarf
*tronghold of Kazad Grund, but none
¥4s more feared by the people of the
Finpire than the Orc Warlord Azhag

€ Slaughterer. He was one of the

most dangerous warlords of recent
years, his destructive campaigns
almost bringing the eastern provinces
of the Empire to their knees. Having
defeated countless Orc and Goblin
tribes from the World’s Edge
Mountains, Azhag led his greenskin
horde into Ostermark, looting several
towns and destroying the Temple of
Sigmar in Nachtdorf.

Azhag was helped to achieve his
conquests by the Crown of Sorcery
that he had in his possession. This
strange iron crown was taken by the
Grand Theogonist of Sigmar after
Azhag’s final defeat and locked away
forever so that it would never again
elevate some other upstart warlord to
such a dangerous position. Azhag
always rode into battle on the back of
a huge Wyvern and would harry his
fleeing enemies from the air after the
battle had been won

Of course it is not only these heroes
who may ride Dragons, should the
scaly beasts permit it Bretonnian
dukes and Imperial nobles have also
been known to pay high prices in
order to obtain Dragon eggs that
they might raise the creatures from
hatchlings to be their steeds in battle
(this is as much for prestige as to
reduce a foe to a pile of charcoal
before them).

No Smoke without Fire!
But why use Dragons in the first
place? They have an extremely high
points cost, they’re big, obvious
targets and attract unwanted
attention: any opposition will no
doubt try to knock a Dragon and its
rider out first. But let’s look at the
plus points. Firstly a Dragon is a huge
modelling project, which is a big part
of what the Warhammer hobby is all
about! To put together one of these
imposing, ancient, winged lizards and
then paint it up, putting in hours
of painstaking work, is extremely
rewarding.

When it comes down to it, that high
points cost is worth it! A Dragon is a
massive, leathery-winged monster
with fangs like ploughshares, talons
like scimitars and the ability to
breathe a plethora of noxious or
flammable substances from its maw.
The mere sight of such a beast
bearing down on them across a
battlefield instills a primordial fear in
most troops causing them to act on
their most primitive instincts and run

away! It takes someone truly special
(or clinically insane) to stand up to a
Dragon!

With between 6 and 8 Attacks, just
one Dragon in an army can have a
truly devastating effect on the
battlefield. Just as it can dish out
more than its fair share of attacks, a
Dragon can stand up to numerous
attacks simply because most of them
will just glance off its scaly, armour-
thick hide. Being able to fly means
that with a Dragon in your army you
can take on high flyers sent by the
enemy, the bane of many a general.
Dragons are noticeably more
powerful than other large, flying
monsters such as Manticores, Griffons
and Hippogriffs, able to strike them
down before they attack your own
troops.

Don't hold back with your Dragons
either. What is the point in having
such a creature in your army if you
don’t use it? Your Dragon will
undoubtedly attract the attention of
the enemy, becoming a focus for their
attacks. It is such a huge threat that
they will probably want to destroy it
as quickly as they can (although it’s
possible that the enemy will be so
terrified of the monster that they
prefer to leave it alone and hope it
will just go away). Don’t let this put
you off. You can pretty much ignore
the foot soldiers barring the way, as
your Dragon will shrug off their
attacks, and instead you can
concentrate on sending the monster
and its rider after the serious targets,
which are a threat to your own force.

Conclusion

And of course, going back to the point
with which I started this article, one
overriding reason for including a
Dragon in your army is that these
mighty, ancient, winged reptiles are
inherent to the fantasy genre! What
else can make your army stand out
better than a Dragon? It is the mark of
a truly remarkable general that he can
call on such a magnificent and awe-
inspiring beast as a Dragon to fight for
him in times of need. Of course, they
look great too, as a centrepiece to
your miniatures collection! So, as I
bid you farewell, I wish you well in
your Dragon-hunting and may
Kalgalanos smile on you in your quest
to tame the beast of all beasts — the
Dragon!




During the Great War Against Chaos, armies
of daemonic, gibbering monstrosities
poured southwards over the Empire. The horde
advanced upon a tide of magic so that as it
fought its way southwards all the territory
behind was warped by the awesome power of
the Chaos gods. Lands that had once been
verdant and fertile were turned into deserts of
broken bones. Trees were twisted into wooden
Daemons of branch and root. Rivers of rancid
blood bubbled across the bone-filled plains and
in them swam fish with scales of flame. During
the Battle at the Gates of Kislev the Chaos armies
were halted by the combined armies of the
Empire led by Magnus the Pious. In the
following weeks Magnus’ zealots pursued the
retreating armies of Chaos over the magically

A Warmaster Scenario by Rick Priestley
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warped lands, hunting down and destroying the
remnants of the once great horde of the Chaos
gods and restoring the world to its natural order.

The Battle of Gaping Moor was fought between vengeful
humans and a fleeing army of Chaos. The Empire army
that had beaten Chaos at the Battle at the Gates of Kislev
comprised a ragtag mix of professional soldiers,
brigands, and religious zealots. After Magnus’ victory, this
army split into many factions. Some returned home,
whilst others, despite Magnus’ best efforts to bring them
to order, took off after the defeated enemy. Many men
had been touched by the power of Chaos during the
fighting and had gone crazy as a result. Quite a few,
though, were crazy to start with. For the most part, these
small armies disappeared into the Chaos Wastes and
their stories are lost to history. The Battle of Gaping
Moor is one battle of which some details survive.

Chaos troops emerge from the twisted woodland.

Following the defeat of Chaos, a large body of Chaos
troops retreated northwards together with a great prize
they had plundered during the war. This was an icon
from the Temple of Ursus in Kislev — an ancient relic
revered amongst the Kislevites for its magical powers of
healing. The army was led by a mighty Lord of
Chaos called Helgrim Darkblade, a warrior of almost
supernatural power who had for many years enjoyed the
favour of the gods of Chaos. Now he found his retreat
blocked by a heinous landscape transmuted during the
advance of the Chaos horde. This was the Gaping Moor,
a gigantic barren moorland where the ground had taken
on the form of thousands of gnashing jaws hidden just
beneath the surface. These were impossible to see or
avoid, so the first thing a warrior knew of his peril was
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when the ground rose
up around him and
gulped him down
whole! Lord Helgrim
realised that his army
was slowly vanishing
around him whilst his
enemy drew ever closer,
seemingly oblivious to
the loss of its own men.
In fact, the Empire army
was driven onwards by
g i the fanatical witch-
4 foul, leering mouth emerges burning, mutant-hating,
m under the earth to snap at rabble-rouser  Nikolai
the passing Dragon Ogres. Mouss — a crazed but

charismatic defrocked
priest of Sigmar. Nikolai had sworn to die rather than let
Helgrim get away with the icon he had stolen from the Temple
of Ursus, and had gathered round him a group of similarly
minded warriors. Their pursuit of the retreating armies of
Chaos had been relentless. The army had lost many troops in
the Chaos-warped landscape, but rather than deterring Nikolai,
this simply made him more determined than ever to recover

the icon.

This battle was fought between Chaos and Empire armies in
the magically twisted lands of the Chaos Wastes. Although it
could be fought between any two opponents, it is especially
suited to Chaos because of the terrain which is typical of the
weirdly altered land of the Chaos Wastes. The icon provides the
attacking army with a particular objective. Although it is
possible to win without possessing the icon, it is very difficult
to do so.

The defenders (the Chaos army in the story) deploy their army
along the northern table edge. The attackers (Empire) deploy
along the southern edge once the Chaos army is fully
deployed.

__! Victory Points Bonus
,1 + 500 For the side which has the icon at the
b end of the game.

WARMASTE

To represent the carnivorous terrain of the Gaping
Moor, troop units which move either because they
receive an order or use their initiative must roll a
DG to determine what bappens. Flying units do not
bave to roll — they are assumed to fly above the
twisted landscape. Make this test immediately
before moving the unit. Roll a DG and consult the
chart below.

1 Roll a dice. On the score of a 1-3 one stand
is destroyed On the score of 4-6 the unif
escapes unharmed.

24 The unit escapes the predations of the
Guping Moor this turn

To represent the near-crazed nature of the attacking
army, none of its troops are affected by terror
during the battle — they are not afraid of anything!
This means that the usual -1 Attack penalty will not
apply when fighting terrifying opponents.

The icon from the Temple of Ursus is in the
possession of Lord Helgrim Darkblade. Its power is
such that a unit Helgrim is with does not bave to
roll for the effect of the Gaping Moor and can
automatically disregard the first bit it suffers in any
turn. If Helgrim is slain in combat then the Empire
side automatically recovers the icon. If Helgrim is
slain by shooting then the icon is lost and neither
side may claim it.

In this battle the Empire player can bave up to three
units of Flagellants for each 1,000 pts to represent
the crazy zealots that made up such a large portion
of the Empire’s army at this time.

Below: The righteous fury of the Empire is met bead-
on by tho ds of frenzied Chaos troops, as the
warped terrain takes its unnatural toll on those who
lag bebind.

Right: Crazed Flagellants charge into the Chaos cavalry’s
flanks from the cover of a bill eaten away by the very earth.
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} Here’s how he did it...

Time for me to have a go at some more Warmaster terrain
— woods. Not just any kind of woods, but Chaos woods
infested with Daemons and other nasties.

As with the Death’s Gate terrain, the Chaos woods were
created with a specific scenario in mind (although they are
excellent for use in any game set in the Chaos wastes)
which, although always a challenge to build, will help to
bring the scenario to life. The Battle of Gaping Moor calls
for two large Chaos woods, some of the only cover in the

blasted Chaos landscape that
STUFF 1 USED

is the Gaping Moor.
| With my budget at breaking point
i from last month’s barrow terrain,
| almost all the materials for this
1 project had to be cheap and easy
to get hold of. I managed to collect
together some metal and plastic
| bits to help complete the scenery.
| This is what I used:
¢ Hardboard
| * Thin garden wire
* A handful of small stones
* Masking tape
* DAS modelling clay

* A bag of coco flower shells

| (available from stores that sell
dried flowers and plants)
{ ° Aloose collection of metal
| pieces, Epic Tyranid arms and
heads, Great Unclean Ope belly
and some Chaos Spawni tails
2 Warmaster cannons
Lots of PVA glue &
texture paint!

Now to me Chaos woods are
twisted, evil, wasted, rotten,
blasted and malevolent. I
wrote these words down and
this helped me to form a
picture in my head. I then took
a look at the woods built by
Owen Branham and Mark
Jones for the Warhammer
Chaos scenery and decided to
use a similar look. With the
style of the trees sorted out I
began. The only thing I had to
remember is that the scale of
Warmaster allows you to really
go over the top!

The first thing to build was the
bases for the woods. This
would give me an idea of how
many trees I would have to
build. I decided to keep the
bases a good size of about

% 20cm x 20cm and
cut them out of

AfterWD246’s success with the Battle of Death’s Gate scenery, Nick Davis
has had a go at something a little different - the Chaos woods for the Battle
of Gaping Moor, a Warmaster scenario featured in this month’s White Dwarf.

Nick Datis

hardboard. This gave me two fairly large woods with
enough space to put some features on the bases. After a
little thought I decided on a fetid lake and an
embankment. I also remembered an old Hammer Horror
movie that had giant silicon-like beasties in the woods.
This was something I was keen to represent on the Chaos
woods, something slug-like that you were not sure if it was
a hillock, alive or both.

The embankment was easy to build. I glued on an old bit
of blue insulation board I had in my bits box (it’s sort
of a compact polystyrene — remember the first rule of
modelling, never throw anything out) on to one side of the
base and cut it into shape with a modelling knife. The fetid
lake’s banks were made out of modelling clay, then the
lake was filled with PVA glue and left to dry (see box right).
The hillock/slugs I wanted on the second base required a
little more thought. At first I was going to make them out
of modelling clay, but then I found a bag of coco flower
shells in my bits box. I'd bought them to add some strange
alien plants to my jungle terrain. Turning them upside
down I had the perfect hillock/slugs (see box right). These
were then glued all over the second base. To finish off the
bases I added some small stones, a few metal bits for the
woods’ denizens and a couple of Epic 40K plastic ruins.

With the bases ready 1 ‘guess-timated’ 1 would need about
sixteen Chaos trees and set about making them out of
garden wire and masking tape (see box far right). The trees
were then glued to the base (it turned out I needed
seventeen). Both Chaos woods were painted with coarse
texture paint and then with Chaos Black.

I flocked the bases leaving large areas yncovered so I could
do a little drybrushing with Bubonic fBrown followed by
Bleached Bone, then Skull White.
Once the painting was done the
Chdos woods were ready for

the battlefield.

1l
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In both Chaos woods, metal
components were added from
various Citadel miniatures.
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CHAOS TREES

The trees in the Chaos Wastes are blasted,
rotten husks, warped by the powers of
Chaos into evil looking, gnarly, twisted
shadows of their former selves. In short this
makes them incredibly easy and fun to build.
Here’s a guide to how I did them..

50 7] Stage 1. Cut about 5
lengths of garden wire,

| of 4-5cm in length. Then
start twisting them
together to form the
trunk. Make sure you
leave enough wire clear
for the branches. This is
'| your wire armature.

Stage 2. Get a length of
masking tape and cut it
in half length ways.
Wrap the tape around ~
the wire armature to
bulk the tree out.

¥

Stage 3. Paint the tree
with textured paint. I
used Polytex coarse
texture paint.

Stage 4. Spray
or paint the
tree with
Chaos Black
Then drybrush
with Goblin
Green. Your
Chaos tree is
now ready to
be based.

AL
Miravders




* Tickets available from all Games

B kshop stores and Games Workshop
Wail Order on (02) 9829 6111,
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Just in case you missed it last month or
baven’'t checked out the details on our
website, bere is all the information you
should need to prepare your entries for
the Golden Demon Painting Awards...

PAINTBRUSHES READY

Golden Demon is Australia’s most prestigious
miniature painting competition. This year it will
draw entries from all over the Asia Pacific region.
There are twelve categories this year (including the
Open and Young Bloods categories) to challenge
vour painting and modelling skills, an entry into any
one of the first ten may win you the coveted Golden
Demon Slayer Sword!

Our Judges this year include master Citadel
miniature sculptor Jes Goodwin (all the way from
the UK), 1998 Slayer Sword winner Leigh Carpenter
(all the way from Katherine, NT), and 1999 Slayer
Sword winner Paul Caincross (from just down the
road) - so all entries are sure to be scrutinised for
their use of original and inspiring ideas.

PAINTING FRENZY

Here are a few tips to help you on your way.

* The most important hint is about your choice of
miniatures. Don’t choose a2 model purely because it’s
the latest release, or because it's from a fashionable
army. Pick something which you really want to paint
regardless of whether it is an old or new miniature.
You will make a much better job of it if you have
genuine enthusiasm for the project rather than just
trying to please the judges.

* Don’t neglect your bases. A& good base, finished
with a little care and attention, really sets of the
model on it and enhances your chances of winning
Don’t give in to the temptation to go overboard,
though!

* Try to concentrate on one or two categories. Focus
on those areas you enjoy eg: if vou like
detailing tanks then enter the Warhammer 40,000
Large Model or Armoured Fury categories.

* When painting groups of figures, it's important
that they look coherent. Be consistent with vour
colour schemes of groups of models. This will make
them more visually striking than groups painted with
two or more colour schemes.

* Entry forms are available from Games Workshop
stores and Games Workshop Mail Order when vou
purchase your tickets. Don’t forget to bring these
along with you on the day!

Well, that's it for advice. Good luck everyone!




]. Warhammer Single Miniature

This Category is open to single Warhammer miniatures on
standard slottabases up to 25mm x 50mm maximum size.
| Models on monster bases should be entered into the
warhammer Large Model category.

2. Warhammer Command Group

Entries for this category consist of four Warhammer miniatures
on their standard slottabases (25mm x 50mm maximum size as
for Single Miniature). Your entry must include a Standard
Bearer, a Musician, and a Champion for a single regiment plus
an Army General or a Wizard.

3. Warhammer Large Model

| This category is open to Warhammer monsters on 40mm x
40mm or 50mm x 50mm standard bases. This covers Hydras,
Dragons, ridden monsters etc. This category also includes War
Machines and the appropriate number of crew members eg:
Dwarf Organ Gun with three crew.

4, Mordheim Warband

Entries for this categary consist of 4-15 models forming a 500gc
starting Mordheim Warband as chosen from lists published in
the Mordheim rulebook, White Dwarf or Town Cryer. Once
again these models must be presented on standard slottabases
(up to 50mm x 50mm).

5. Warhammer 40,000 Single Miniature

This Category is open to single Warhammer 40,000 miniatures
on standard round slottabases up to 40mm maximum size.
Models mounted on vehicles should be entered into the
Warhammer 40,000 Large Model category.

6. Warhammer 40,000 squad

This category is for Warhammer 40,000 squads chosen from the
appropriate Codex (or section of the 40K rulebook for Tyranids
and Sisters of Battle). This category includes squads mounted
on bikes, jetbikes and warbikes as described in the various
army lists. All models must be presented on standard gaming
bases (slottabases where appropriate)

7. Warhammer 40,000 Large Model

This category is open to a single Warhammer 40,000 vehicle,
walker, or Monstrous Creature. This category also includes
small individual vehicles like bikes if appropriate to the model
and the army eg: Space Marine Chaplain on bike. Please note

"GOLDEN DEMON CATEGORIES

that any Land Raiders must be entered in our Armoured Fury
category

8. Battlefleet Gothic Fleet

Entries for this category consist of 5-15 models of up to 1000
points value as chosen from the fleet lists published in the BFG
rulebook, White Dwarf or Planet Killer. These models may be
Capital ships, Escorts and Planetary Defence structures. Here’s
a tip, bring spare flying stands.

9. Armoured Fury

As we revealed last issue, our special guest for Games Day 2000
is none other than master figure sculptor Jes Goodwin. In
honour of Jes’ visit we've decided on the special, once-off
category “Armoured Fury”. Entries in this category must be
Land Raiders (or Land Raider based conversions). The Land
Raiders may be placed on a scenic base (30cm x 30cm
maximum size) although this is not essential. This category will
also include Battle Scenes using Land Raiders.

10. Battle Scene

Entries for this category consist of a Battle Scene from either
Warhammer, Warhammer 40,000, Mordheim or Warmaster. The
display must not be larger than 30cm x 30cm x 30cm. The
Battle Scene should have at least two miniatures arranged in a
combat pose, but otherwise there are no restrictions on the
Battle Scene’s theme or content.

1. Open Category

The Open Competition is quite literally that - an open
opportunity for you to let your imagination run riot! There are
no restrictions on your entry. Anyone can enter, including
Games Workshop staff, so beware the competition will be very
stiff. Remember that no matter how wild your entry the judges
will be look ing for well-painted and well-modelled miniatures.
You are allowed to include conversions if you wish, but they
too should be consistent with the atmosphere of the game
world and the spirit of the miniatures.

12. Young Bloods

The Young Bloods painting competition is open to any
competitors aged 14 years or under. Your entry should consist
of any single Citadel miniature, either Warhammer or
Warhammer 40,000, on it’s standard slottabase (25mm round
for 40K, 20mm or 25mm square for Warhammer). Note that,
like last year, you can enter both metal and plastic miniatures
in the Young Bloods competition. -

* Each competitor is allowed a maximum of THREE categories.
You may only enter once in each category and all entries to the
Golden Demon Competition must be painted Citadel
miniatures.

* Conversions are allowed, but should be consistent with the
atmosphere of the game world and spirit of the minjatures.

* Overall, the judges are looking for well-painted miniatures
that adhere to the imagery and ethos of Games Workshop’s
different fantasy universes.

* All entries to the 2000 Australian Golden Demon Awards
must be personally handed in and registerd at the Hordern
Pavilion, Fox Studios Australia, Moore Park, Sydney, on the
22nd of October 2000. All entries must be picked up on the day
of the event at the specified times, by the entrant in person.

&

GOLDEN DEMON 2000 COMPETITOR GUIDELINES

 Competitors will be fully responsible for the transport of
their own entries to and from the competition and for storing
their own transport and packing materials on the day.

* Once theyarebookedmcamesWorkshopundemlmsto
treat all entries with the greatest care, but can accept not
responsibility for loss or damage to individual entries. Entry to
the competition is entirely at the competitor’s own risk.

« Entry into any of the competitions gives Games Workshop the
right to display, photograph and publish any entry they see fit.
The judges decision is final and no correspondence will be
entered into.

¢ The Golden Demon Slayer Sword can only be won by entires
in Categories 1-10. Previous Slayer Sword winners may only
enter Category 11 (the Open Category).
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At the center of the arena, many people joined in the demonstration games
o Mordheim in order to win the Wyrdstone (by that I mean limited edition
Games Workshop souvenirs). Other plqyers grasped red hot flamers to be
one of the Catachan Jungle Fighters up against the Saim-Hann Craftworld
wild Riders in the big 40K demo!

K

ght it A large number of the players finally understand the Deep Strike rules, with

Asian many of them dropping in from Taiwan, Singapore, Malaysia, Thailand and
Our the Philipines to fight for their prizes!

Wong At another table, the frenzied hobbyists could enjoy a traditional Games

workshop event - the speed painting contest. Hong Kong people are surely
no strangers to working against time so you can imagine how quickly they
finished 2 Gretchin Mob. !

|t was also our greatest honour to have a very special guest from Australia to
witness our two day tournament - Dave Taylor (Thanks Ben, the cheque’s in
the mail - DT). He brought along his Jantine Patrician Army (featured earlier
\in this issu€) and intended to join the tournament at the last minute.
" {nfortunately, we decided we could only allow three Elites in the army
election; otherwise his 75 Stormtroopers and 12 tanks would certainly have 4
“made him the overall champion! Maybe next time, Dave! -

1l

rdes.

ords and
hammer

| % e e

Above: Almost all of the games were played in a very friendly atmosphere.
|

Above: Many of the
Warbammer games
were very closely
contested.

Left: There were so
many gamers there

Jor the closing ceremony
that we couldn’t fit
them all in the

one shot!



One other feature of the Hong Kong Grand
Tournament is the South East Asian Golden
Demon. The Golden Demon masterpieces
were all top class, showing just how serious
and talented our fanatics are

The atmosphere was very charged towards
the end of the tournament. Finally, after the
two days bloodshed, Ultramarine Force
Commander Constantine Mario Sandico
(from the Philippines),. together with

Herbert Wong (Skaven Warlord), emerged as

the Overall Champions. Both generals had

fought -hard over the weekend and

thoroughly deserved the applause heaped
upon them 3 ; -
Until next year, may your dice always roll
sixes!

1

WARHAMMER

WARHAMMER 40K

WARHAMMER
YOUNGBLOOD
WARHAMMER 40K
YOUNGBLOOD,__~

Overall Golden Demon i

Open Catagoty Painting
Best Painted | Monster

THE MILLENNIUM BATTLE WINNERS

Herbert Wong Sze Yuen - Winner

Tony Lee - Runner up

Constintine Mario Sandico - Winner
Christopher Sandico — Runner Up
Chung Kwong Man — Winner

_Wong Sum Sung - Winner

& I‘Jh“ @,-]E;ﬁ"} Szcto — Winner

Jotin G ]cnny‘"Sreto"f Wim:{:r
John & Jenny Sicto - Winner .~

Best Paintcd;Singlc Miniature Horace Siv — Winner
Best Painted Squad

Kit Leung - Winner

|

Photos of the 40K,
Warbammer, Youngblood,
and Golden Demon winners.
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Sanctioned Tournaments

GRAND Toﬁ'"'nNAMF

We re changing the way
Games Workshop supports
tournament gaming in

- the Asia Pacific region.
Over the next few months
~ we’ll be trialling our new
ROGUE TRADER SANCTIONED " .
TOURNAMENT system. Keep. ¢ = ¢
an eye out in White Dwarf " b
for more information. ? R

L " - b
@ September 2000 sees the
second GAMES WORKSHOP NEW
ZEALAND GRAND TOUHNAMENT -
~Fields of Blood - being held in
Auckland over the 23rd and 24tl1

Welington for more details).

" We are also proud to annnunce
the first GAMES WORKSHOP -
AUSTRALIA GRAND TOURNAMENTS,
scheduleﬁnr early 2001. We hope
- torun events in Brishane, Sydney
‘and Melbourne. More details will
_follow as they come to hand.

~ (contact GW Auckland or GW
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GAMES WORKSHOI’

STORES

LOCAL WARZONES &

The Fire Wastes ‘
The Fire Wastes (Australia)
If at all possible; the Fire Wastes are even more "\
inhospitable than the ash wastes of Prime and !
Secundus: However, here are found the majority of the '
ore mines and mineral processing plants which supply
the hives and factories of Armageddon With the raw
materials they need. With many of these mines under
Ork control, the weapon shops and armouries of the
Imperium will soon be forced to halt production. It'is.
imperative to the continuing war effort that the supply
from the Fire Wastes be re-established.

Phoenix Island (New Zealand)

Pheonix Island is located in the midst of the Boiling Sea.
It acts as a major artery of supply across from the Fire
Wastes, and has large spaceport facilities for supply to
the orbital Navy station of St. Jowen’s dock. Despite
several fierge attacks, the Orks have yet to take the
starport, enabling new regiments arriving on world to
use Pheonix Island as a staging point.

Armageddon Irime

Equatorial Jungle

(Asia and South America)

Orks have infested the Armageddon jungles since the
first invasion by Ghazghkull over fifty years ago.
Dedicated armies of hardened Ork hunters are trained
at Cerbera Base in the middle of the jungle, and from
here firesweep teams are sent out to keep the Ork
population under control. However, such cleanse and
burn missions were obviously not as successful as:
suspected, for when Ghazghkull landed, thousands of
teral Orks attacked Cerbera, and more poured from the
jungles into the ash wastes and mouniains.

THE TEMPEST OCEANS

-
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o AUSTRALIA

AUSTRALIAN CAPITAL TERRITORY
* BELCONNEN:

Shop 128A Westfield Shoppingtown
Belconnen ACT 2617

Phone: (02) 6253 4747

NEW SOUTH WALES

» CASTLE HILL:

Shop 495 Castle Towers

Castle Hill NSW 2154

PHONE: (02) 9899 8188

* CHATSWOOD:

Shop 302 Westfield Shoppingtown
Chatswood NSW 2067

PHONE: (02) 9415 3968

* MIRANDA:

Shop 1048a Westfield Shoppingtown
Miranda NSW 2228

PHONE: (02) 9526 1966

* NEWCASTLE:

197 Hunter Street

Newcastle NSW 2300

PHONE: (02) 4926 2311

* PARRAMATTA:

Shop 2161A Westfield Shoppingtown
Parramatta NSW 2150

PHONE: (02) 9689 1638

* SYDNEY:

Shop 619 Capital Centre Arcade
(George St entrance) Sydney NSW 2000
PHONE: (02) 9267 6020

* WOLLONGONG:

Shop 2, 201 Crown Street (Globe Lane)
Wollongong NSW 2500

PHONE: (02) 4225 8064

Shops with their name in RED have Games
Night every Thursday. Those with their names in
BLACK have their Games Night on Fridays.

* AUCKLAND:
Shop 4 280 Queen Street
Auckland PHONE: (09) 302 0279

¢ | OCKHART ROAD:

Shop LG 7-8 East Town Bidg. 41 Lockhart Road

Wan Chai HONG KONG PHONE: 2866 4870

LMD WASRAAIT SITsa
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QUEENSLAND

* BRISBANE:

Shop B8 Queen Adelaide Building
Queen Street Mall Brisbane QLD 4000
PHONE: (07) 3831 3566

* MT GRAVATT:

Shop 2005 Upper Level

Garden City Shopping Centre

Upper Mount Gravatt QLD 4122
PHONE: (07) 3343 1864

SOUTH AUSTRALIA

e ADELAIDE:

Shop 25 Citi Centre Arcade

145 Rundle Mall Adelaide SA 5000
PHONE: (08) 8232 7611

* MARION:

Shop 2048 Westfield Shoppingtown
Oaklands Park SA 5046

PHONE: (08) 8298 2811

VICTORIA

* GREENSBOROUGH:

Shop 3.19, Level 3 Greensborough Plaza
Greensborough VIC 3088

PHONE: (03) 9432 2244

* MELBOURNE:

Shop G30/31 Centrepoint Mall

283-297 Bourke Street Melbourne VIC 3000
PHONE: (03) 9654 7086

* RINGWOOD:

Shop L44A Eastlands Shopping Centre
Ringwood VIC 3134

PHONE: (03) 9876 0099

WESTERN AUSTRALIA

* PERTH:

Shop 34 Raine Square, William Street
Perth WA 6000

PHONE: (08) 9322 3895

* WELLINGTON:
Shop 13 18-30 Manners Street
Wellington PHONE: (04) 382 9532

* TSUEN WAN:
Shop 236 Level 2 Tsuen Wan Plaza
Tsuen Wan NT PHONE: 2405 0787

e TSIM SHA TSUI:
2006 Miramar Shopping Centre 1 Kimberly Road [SNEE==N
Tsim Sha Tsui KLN PHONE: 2317 4591 o
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ARMAGEDDON WEEKEND

During August and September, around the world, millions of gamers will answer the
call and rally to defend or destroy the Armageddon system. Never before in the

h 2s Workshop have we attempted such a mammoth project. Elsewhere
in this White Dwarf you'll find details of how ¢an become involved in determining
the history of Warhammer 40,000. in adc r own games at home we'll be
running loads of Armageddon games in ali of cur stores.

battles in each store will take place on Saturday 19th and
(except where closed) of August. We'll be recording
tardly deeds as well aking plenty of photos, so
n get into your nearest Games

The fate of a

thousand worlds

rests In your

hands, don

be found i B ) O W "y &N
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'J 3rd War for

ARWAGFDDON

| RIGHTEOUS ZEAL

A Black Templar Crusade

While we know that this isn’t exactly an army yet, we just
couldn’t wait to so you these cool conversions. Nathan Brown
(manager of our Adelaide store) bas been wargaming since be
could reach the table. He’s researched background for dozens
of fantasy and bistorical armies, so bis latest project was
almost second nature.

From the first time I saw the cover of third edition 40K I knew I just had to build a
Black Templars army (perhaps the Emperor guided me, blessed be his name). The

L 1!
i
|

Nathan Brown
GW Adelaide

Nathan bas used Azrael’s
belmet in this conversion.
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are the first for
Nathan’s close
combat Black

Templar squad.

Right: Nathan bas
given this Special
Edition Space
Marine Capiain a
power sword,
plasma pistol
and jump pack.
He intends to
use bim as a
Chaplain.

dark menacing armour contrasting with the white robes was something that just really
appealed to me. Looking through all my back copies of Whiye Dwarf and the Codex
books a mental picture began to form. The artwork of the Templars on page 16 of the
Space Marine Codex provided most of the inspiration. Take a look, tattered robes,
variant shoulder pad designs and loin cloths, these guys look mean (except the little
weedy guy at the back, must be a Dark Angel, hey Booster!). The scope for individual
conversions was enourmous, something I have being doing more and more lately. All
my characters are converted in some way. Some are simple head swaps while others,
like my High Marshal, have had a bit more work.

As luck would have it, I happened to be reading a book on the history of Poland which
spent a couple of chapters on the invasions of the Teutonic knights. Now these were
some nasty boys, big, strong, arrogant and extremely confident in their combat
prowess. Sounds like a Space Marine to me. The uniforms of the knight consisted of a
white surcoat displaying a large maltese cross, perfect. Further research at the library
and some old books of mine provide a wealth of information on these grim warriors,
Banner designs, names of important individuals and a mass of colour
schemes.My army was complete, in my head anyway! All I had to do now was

transform the ideas onto the tabletop.

The helpful lads at Mail Order supplied me with lots of diffrent shoulder pad designs
(Chaos, Death Company and Legion of the Dammed). I wanted to keep a strong dark
feel to my army so I minimized on the highlighting of the armour, keeping to a simple
Shadow Grey outline of the relevent parts. All other colours are kept to a bare
minimum to keep the dark feel.

There you have it, with a little research my army had become unique.
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One of bis most extensive
conversions, Natban’s High

Marshal looks very teutonic.
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MOUNT GRAVATT [
GRAND OPENING

Back in April (27th-29th o be
precise) the staff and customers
of our Mount Gravalt store
celebrated the store’s Grand
Opening event. Loads of peaple
travelled great distances to fake
advantage of the great deals.
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Above: The first two hobbyists burst
through the door after a five hour vigil.

Right: More excited gamers froth it up
before the doors open. If this is your
face circled, then pop back into the
Mount Gravatt store to claim your prize!
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Right: Store manager Laurie §~ AN ’
Goodridge revs up the crowd | o W
before opening time! § -
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Remember the Ork
Dreadnought from the
Brishane Grand Opening?
Well the Madboyz
responsibie were up o
their old tricks again!

TSOER
4

These ladz were so
excited they couldn’t
wait until they got home
to inspect their loot!

o
Litith, <1

You just can’t take
these guys anywhere!

No-one could escape the
madness of the weekend, not
even Brisbane Cell Manager
Chris “I'm a teapot” Feldman.




White Dwarf 230 heralded the release of the n the Warha.ttlrilmer :lvorlc} it }ils written
that within the R C
Keeper of Secrets, last of the four colossal emice: dedicared] 1o e 3?;;;:;:

Greater Daemon models. These remarkable Chaos powems ?arch f;)rlth fto war
| e e . . against each other, solely for the
{ monstrosities, beautifully sculpted by Trish 50 "\ ied patrons.

Morrison, are equally suitable for use in either Following fthci relea;e oii the Gr(:later
Daemon of Slaanesh, and inspired by
| Warhammer or Warhammer 40,000. Here, 0> G the Realm of

" Jonathan Green takes a look at how battles Chaos armies book, a thought seeded
| e s . . g itself in my mind, spreading like one of
| between the minions of the insidious Chaos (.5 viruient diseases, as I

| powers can be re-enacted... considered fighting a massed battle
between all four of the major Chaos

powers simultaneously. But of course,
this could not only be done in a game

‘ II | of Warhammer.

il I looked into the gothic future

1 incarnation of Chaos in the 41st

| Millennium, where vast warbands

| battle incessantly over a myriad worlds, L'
| vying for dominance of the

warp/realspace interface, thousands of

[l

i light years across, that is known as the

!. Eye of Terror. Such a conflict could be
fought out in an exciting game of

I' Warhammer 40,000 or even Epic!

| So, with my mind consumed by Chaos,

‘. | I began work on two scenarios which |

[

would pit the followers of the four
powers against each other — one for

@ Vonaiharn 4"5% Warhammer and one for Warhammer |

esh wa}%m_d into
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; Mjf‘l;:,-ﬁ"arband.' 4
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rictions on army selection
Whether you are fighting battles in
the fantastical Warhammer world or
in the wartorn far future of
‘the Warhammer 40,000 universe,

_restrictions on troop selection
are again pretty straightforward.
- Obviously, Daemons or troop types
“hnly available to one power, such as
Bloodletters or Noise Marines, would
hot be able to fight for an opposing
Chaos force (as they would in more
conventional games). In the kind of
Set-ups that I am suggesting, you
would never have Tzeentchian
Daemons such as Pink and Blue
Horrors fighting in a Nurgle warband.

[n a game of Warhammer, an army of
any of the four powers could contain
the appropriate Chaos Warriors or
Marauders. Each side could have
Beastmen fighting for them, along
With Chaos Spawn and other
Creatures from the Monstrous Host
Section of the Realm of Chaos book.

In the extensive Warhammer 40,000
background there are numerous
troops available to any. side, be
they Chaos Dreadnoughts, Chaos
Terminators, Chaos Space Marine
Bikers, Raptors, Havocs, Obliterators
or vehicles such as the Chaos Predator
or Land Raider. You can always bulk
out your army with cultist followers
of the appropriate Chaos Power,
whether it be in the gothic future or
the traditional fantasy setting.

Lastly, there are those who serve
Chaos Undivided. You can treat
troops of this nature in one of two
ways. You can either exclude them
from your game altogether or allow
them to fight for any of the four sides.
So there you have it: how to select the
warriors of your warband to fight
against other Chaos hordes. Simple,
isn’t it? Now all you need is a scenario
that will pit the followers of the Fell
Powers against each other...
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The Proving Ground

. The lands that border the northern
Chaos Wastes, such as the Troll
Country and frozen Norsca, are
littered with ancient monuments.
These totems were raised over the
. millennia by primitive tribes and
¢ mighty warbands, to glorify
champions of legend who once
fought for the Chaos gods,
furthering the reality of their
; masters’ dark dreams of conquest
and dominion.

One such place is knoun simply as
the Plain of the Four Monoliths, or
the Proving Ground. During times
long past, four mighty champions
of the Four Powers (whose names
\ bave not survived the passing
of so many centuries) fought a
. superbuman battle to see which of
| the Chaos gods was the strongest.
. But, as is the way with the
whimsical, sadistic Lords of Chaos,
not one of them could best bis
rivals and, as a consequence, all
died of the wounds they suffered
. during their titanic struggle. To
mark the site of the battlefield,
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which witnessed this clash of
titans. The followers of the
nameless champions erected great
monoliths, each one quite unlike
the other, reflecting the unholy
qualities of each champion’s dark
patron. These bizarre and perverse

monuments have stood for
bundreds of years, like ancient
sentinels watching over the
blighted battlefield.

Marauders, Chaos Warriors and
other devotees of the dark gods
bave come to this place since that
legendary time to make offerings to
their unboly masters and pay
bomage to the beroes in the bope
that just a fraction of their
rumoured power might be
conferred upon them and advance

them on their way towards
attaining daemonbood.
A Time of Woe

The portents bave been clear. At this
spot, on the edge of the Realm
of Chaos, storms of unnatural
magnitude and nature bave been
brewing.

The set-up

Place each of the monoliths at a
different corner of the battlefield, 4"
from any table edge. It should be very
straightforward to represent the
monoliths on the gaming table. You
may well already have something
suitable in your scenery collection,
such as a Beastman herdstone, which
would make an ideal Death Stone. If
you don’t have anything appropriate,
and you don’t fancy sculpting each of
the ancient monuments, you could
just use a stone marked with the
relevant Chaos rune.

To determine which of the four
armies deploys first, roll a dice to
determine an order. The players then
place one unit of troops on the
battlefield at a time, with the player
who rolled the highest dice score
setting up first.

There are two ways that you might
like to deploy your troops. You could
either have each side massed around
its own monument, with Khorne’s

warband roaring their battle-cries
from in front of the Death Stone and
the entourage of Slaanesh cavorting
before the Flesh Totem, or you could
have each army lined up along one
table edge. To make it:even more
interesting and to give the game yet
more purpose, the four sides could
deploy opposite their respective
monoliths, rather than next to them,

Massacre at the Monoliths

--.M

Jound to lead the hordes of evil to

For such a purpose, champions of

Plain of the Four Monoliths with

for battle to be joined and a |
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Sickly purple clouds. like great
baemorrbages against the sky, bave
discharged lightning bolts on an
unprecedented scale. Farm animals
in this border country bave turned
on their masters, eating them and
each other. In places it bas even
rained blood while trees and
boulders bave screamed out in
agony. It is time for the forces of
Chaos to make an insurgence into
the lands of mortal men once more ﬁ
to claim skulls and souls for their

dark masters. But before such
an unboly campaign can be

undertaken, a champion must be

victory. )

Chaos bave converged on the

their loyal followers, each one
representing one of the four main
Chaos powers. All that remains is

champion found through trial by
combat, even if it means that all &
the other factions are slaughtered

in the process. {
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so giving them a different advantage
(in some cases) right from the start.
Hence Nurgle’s cavalcade might be
deployed between the monoliths
of Khorne and Slaanesh, while
Tzeentch’s cabal mount their attack
from between the Plague Pillar and
the Death stone. Of course, which
table edge the four armies deployed
from could be decided by the throw
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!of a dice, as if they had come upon the

proving Ground from all over the
Chaos Wastes.

‘Play this as if it were the Pitched
Battle scenario (see page 24 of the
‘Warhammer Battle book). Play ends
after six rounds of battle.

S ial rules

‘The Monoliths

‘Each of the four monoliths acts as a
rallying point for the respective army,
just as a banner would. Any fleeing
‘unit of troops will automatically ralty
if it is within 12" of the monolith of
the appropriate Dark Power. However
each of the ancient, warped totems
also confers added bonuses on the
followers of whichever Chaos power
it was raised to glorify.

‘The Death Stone,

‘Monolith of Khorne

The monolith raised to praise the
Blood God is a huge, uncarved
menhir, daubed with Khorne’s skull
rune and other sigils of Chaos. It is
bedecked with skins and skeletal
remains while piled around its base
are countless skulls, be they human,
‘Beastman, those of Trolls and Chaos
Ogres, or even that of a Dragon. Any
Khornate troops coming within 6" of
the Death Stone are driven into a
rabid frenzy as an overwhelming
bloodlust consumes them. As long as
the Blood God’s warriors stay within
6" of his monolith they are affected by
the rules for frenzy.

The Obsidian Monolith,

Monolith of Tzeentch

‘The winds of magic flow in a vortex of
€soteric energy around the Obsidian
‘Monolith. Carved in the form of a
Derfect octagonal prism, from a huge
block of the blackest volcanic glass,
the Obsidian Monolith collects these
‘ystical energies so that those skilled
in the ways of wizardry may tap into

the great store of magic contained
within it to enhance their own spell-
casting. Any sorcerer within 6" of the
Obsidian Monolith can draw one
extra magic card during the Magic
phase. A sorcerer of Tzeentch may
draw two cards on a roll of 1, 2 or 3
on a D6.

The Plague Pillar,

Monolith of Nurgle

The monolith raised to the glory of
the Lord of Decay is nothing more
than a heap of festering refuse and
rotting remains. Bubonic rats and
bloated maggots feast on cankerous
filth that drops from intestinal-like
openings, while gibbering Nurglings
wallow in the vomit and pus that
collects at its base. A disgusting cloud
of flies fills the foetid air surrounding
the excremental mound of decay that
is the Plague Pillar. Any troops who do
not follow Nurgle that come within 6"
of the monolith are unavoidably
distracted by the swarm of buzzing,
black bodies and must reduce all dice
rolls to hit by -1.

The Totem of Living Flesh,

Monolith of Slaanesh

Unlike the inanimate monuments
raised to his brother gods, the Totem
of Flesh is a living thing, even though
such a thing should only exist in the
nightmares of evil men. It is a
writhing column of pink flesh that
sprouts half-formed limbs all over its

.surface while mewling mouths open

in the sickly white skin and moan in
agony or ecstasy. The Totem of Flesh
is all that remains of-the orgiastic
entourage of Slaanesh’s long-dead
champion, granted their final wish to
be joined in vile bodily union for all
eternity. The perverse blasphemy
against nature that is Slaanesh’s
monument exudes an intoxicating
musk that causes enemy models
within 6" of the totem to deduct -1
from all their dice rolls to hit.
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The conquest of M laar XU/

The other players then deploy in the
other corners in turn, in descendmg
order of their initial dice rolls.

Overview
All sides are attempting to wipe out
any opposing troops. Not one of the
enemy may remain alive!

The Domain

of Daemons

On th worlds throughout the
galaxy that are held by the Fell
Powers or controlled by
Daemon Princes. the normal
physical laws of the uni

mere minuic

vears. Planets

in burning ski

form of the

altered beyond ration:
comprehension. Worlds
like skulls or drifting island
asteroids linked b
spanning brid

the

The Blackstar Crusade

In the 34th I‘lll”.t_ nnium, 3,000

T.hl_ gﬂ!. ¥,
mo sunted their

Champion of
nquered the planet
Laar XIII by the
d brought it under

daemonhood by his master
Khorne and granted dominion
over the new ken planet.
However, no domain of
Daemons, the other warbands
that made up the Blackstar
Crusade broke their allegiances
to fight for p ion of M'Laar
X111 themselves. Ekrak was no

longer ruler of this world. Other
pretenders vied for his throne.

War was at hand, and it was
not a war Ekrak was prepared
to lose.

Scenario Special Rules
This mission uses the Deep Strike,

Infiltrators and
Sustained Attack
scenario special rules.

Foi’l:cs
As there are four
forces I suggest using
armies of 500 points.

Set-up
Each player rolls a
dice. The player that
rolls highest chooses
his deployment zone,
which can be any of
the four corners. He

may deploy his forces as shown on
the map below. Note that no models
should be within 8" of an opponent’s

force.

Mission Objective
To win the battle each of the foyr
sides must try to wipe out as many of
his opponents as possible. Quite

The conquest of M’Laar XIlI

COMPULSORY OPTIONAL
1HQ 1HQ
1 Troops 5 Troops
1 Hvy Support 3 Elites
3 Fast Atlack
2 Hvy Support

HEAUY
SUPPORT

simply, whoever has the largest
number of troops remaining at the
end of the battle wins.

Reserves
None.

Game L 3
The game lasts for six turns.

Line of Retreat
Troops which are forced to fall back
will do so towards the nearest board
edge of their deployment zone, using
the normal Fall Back rules.
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The battle between four mighty armies for an entire planet would be vast — so
vast in fact that the size constraints of Warhammer 40,000 might prove too
restrictive. So instead, why not fight the battle in the Epic 40,000 setting, with
great war machines of living metal and massed armies of Chaos Cultists
determining the future of the doomed world. Converting the core armies
above really couldn’t be simpler to any experienced player of Epic. And having
won the battle for M’Laar XIII, why not take the battle into space in the
Battleship Gothic incarnation of the Warhammer 40,000 universe.

Conclusion

So there you have it: some suggestions for how you might like to fight a civil war
style battle between the followers of the four Chaos powers, whether it be in the
Warhammer fantasy setting or the grim, gothic future universe of Warhammer
40,000. I have only really scratched the tip of the iceberg with this concept. There
is 50 much more that you could do if you just take a look at the volumes of
background material that exists for both games. But whatever you decide to do, I
have just one thing more to say on the matter:




Painting articles
Jor us in the past,
and because we
think be does some

DEMON PAINTING:

In the first of a series of articles designed to inspire you to greater
Dainting beights, Leigh Carpenter - 1998 Goldern Demon Slayer Sword
winner - takes us step by step through bis most recent painting project,

CAPTAIN LEONATOS

The first tumne 1 laid eyes on the Leonatos miniature I was not really impressed. It was a smal
black and white photo in White Dwarf, replete with gaping eyes as if he had just
discovered a nest of snotlings mside his power armour. Not quite the awe inspiring figure that
appeared on the cover of Warhammer Monthly Being an avid collector for years (much to my
wife’s dismay?). I wanted to give the miniature a go and its amazing what a few coats of painy
could do

Planming and painting individual figures like these takes time and a lot of patience. This one

model took me two and a bit days of full time work to complete, and the results achieved were
worth the effort. First and foremost, the miniature had to be cleaned up. One trick I have learnt
over three years of painting - when filing down miniatures, hold the model to a light so that the
light source is just behind the model itself. By flipping the model over a couple of times the mould
lines soon hecome apparent, even those in hard to reach places

The first item that I painted was the base. This is in reverse order to what is a normal convention,
but in this case all pieces were being painted separately and I wanted to leave Leonatos for last. The
base was done in fairly muted colours, dark grey for the stonework, and the base coat was Boltgun
Metal, thinned down with Black Ink, and highlighted up to Chainmail. The metal areas were given
a watered down wash of Chestnut Ink to take the harsh metallic edge off the highlights. The hazard
markings were carefully painted using masking tape to get straight lines. These were then “roughed
up” by painting metal in small patches to give the appearance of well-trodden ground. Finally, the
banner at the front was painted in bone with the letrering in black, highlighted to grey to help it to
stand out

Painting Leonatos was something of a challenge, as he basically a standard Space Marine with little
in the way of sculpted detail that can be found on other commander figures The trick was not to
go overhoard by adding painted detail, but just enough to make it interesting. Knowing when to
stop is one of the hardest things to come to grips with for single miniatures. With a little bit of
practice. you can start to get a feel for it.

I started with the face, working from a fifty-fifty mix of Dark Flesh and Dwarf Flesh for the base
coat. Highlights were added from the base coat through to a mix of Elf Flesh and Skull White
for the final stages. Rather than use a wash, I prefer to paint shading and highlighting on as it
gives me far more control in the whole process. The entire head took in excess of three hours
of painting and gave me a focal point from which to work.

Space Marine armour is quite easy to get the hang of The basic principles don’t change from
model to model. Piping (the flexible layer that usually shows at the back of the knees etc)
should be done first in black/grey or silver and then tidied up. Then you can start with a base
coat for the armour that which should be one tone darker than you want This gives
immediate and subtle shading. For the areas in between the plates of the armour, use a dark
wash (in this case I used Brown Wash), and again, tidy up the areas with the base coat colour
Highlights for the armour were taken through to Fiery Orange for the very top layers. As with
any flat surface, do not drybrush, but paint the highlights on. If you try 1o drybrush over a flat
surface, all that will be achieved is a streaky finish!

Chapter markings were added at this stage, and no they are not transfers! One trick that works
a treat is using a sharp, hard pencil to gently trace the outline of the fine detail. In this case the
vellow was too thin, I was able to see the pencil marks underneath, so I carefully went round the
outline in black. The same procedure was applied to the grail motif on the front of the model The
grail was painted with a mix of Scorched Brown, Snakebite Leather, Golden Yellow and Skull White.
Working with such a small area, the highlights had to be quite severe in order to stand out.

The rest of the model was painted using just 2 few common colours. This livens the model up a bit,
I used Shadow Grey highlighted to Skull White for the chest eagle and other wings to give a touch
of light to the model and to help break up the dark outlines of the cloak and armour Finally, the
sword was painted to appear a dark, rasty red to tte in with the history of the Sword of Belarius
(before the git lost it!)

Overall, Pm very happy with the result. Goes to show, no matter what the first impression, with 2
bit of tmagination and patience great results can be achieved Don't be afraid to experiment, I'tt
still looking for new ways to do things and there is no better excuse to pull out all the stops than
with miniatures like these. This miniature and hopefully the entire Black Library collectors’ range
will be on display at Games Day 2000 Looking forward to seeing you all there!
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HEROIC ACTIONS OF THE
LAN D RAIDER

tank. disturbed by the metallic war cries bellowing forth from its
external speakers. In the darkness. the Land Raider’s artificial eyes
and ears served better than even the night vision of the Orks, and
as they recoiled from its initial assault, Rynn's Might attacked with
greater determination.

Missiles and high energy bolts scorched the hull of the Land
Raider, but it continued its charge, crushing bikes and Orks under
its armoured tracks, its weapons lighting the darkness with flashes
of lascannon bursts and heavy bolter fire, illuminating the battle
with the flames of wrecked Dreadnoughts and Killer Kans. The
Orks attempted to muster a counter-attack, their Warboss
gathering his bravest warriors and Nobz about him. Rynn's Might
noted this build up of force and headed for the Ork leader at fulf
speed, ignoring the shells that ricocheted off its armoured hide as
it drove over the mangled corpses of the greenskins.

Out of heavy bolter ammunition and with its lascannons fused from
near-continual firing, Rynn’s Might used the only weapon left to it —
its bulk and weight. Many of the Orks fled from this image of the
Emperor’s fury as it bore down on them, searchlights blazing in
their eyes, external vocalisers still blaring prayers to the Emperor.
The Warlord stood firm though, firing blast after blast from his crude
cannon, untit a lucky shot splintered a track link and sent Rynn’s
Might spinning madly. Immobilised, there was litile it could do as
the Orks clambered across its hull with their tankbusta bombs,
blowing off chunks of ceramite and adamantium.

But Rynn’s Might was to have a final vengeance. It opened up its
hatchways and assault ramp, and the Orks poured on board, eager
to loot what they could from this prize. As they entered, Rynn’s
Might slammed the entrances shut again, hydraulic rams cutting
Orks in half and trapping the Warlord and his bodyguard on board.
In a final act, Rynn's Might overcharged its reactor, spewing
plasma and poisonous gases into its own interior, incinerating and
choking the greenskins that had got inside.
Kantor ordered the location of Rynn’s Might to be recorded
carefully and left a guard over s remains, vowing to return and
retrieve its machine spirit and give it a new body so that it might
fight with such vigour and determination once again.

By Gav Thorpe

‘dater
Sworg
Troject, we Land Raider has a
stmgulshed history of service
¥ shroughout the lmpenum and
Lol has been involved in many epic
gure il ttles. We have unearthed four
fd(;w my the many heroic tales of Land
S iders in action...
This ofe a f o
winl e of our Land Raiders is missing
ve learny the Orks invaded the home world of the Crimson Fists Space
1 that the \arines, it was a disaster for the Chapter. Amidst the great tales of
1e mould * W Rerism, one particularly strange event came to light. During his
e fight across Rynn's world, Chapter Master Kantor came
wention, ! u-‘ a burnt and abandoned Land Raider, surrounded by Ork
Iast. The ies and wrecked greenskin vehicles. Inside, they found Ork
i Boltgup les sprawled across the controls and decking. Following a
ere given qathy interrogation of the Land Raider's machine-spirit, the
te hazard' ' ’_‘ iawing story was related.
‘roughed Mhen a malfunctioning defence missile had all but destroyed the
Ea:l“.th"' "'son Fists’ Fortress-Monastery, almost annihilating the entire
cPAtS Shapter, the Land Raider Rynn’s Might survived the blast and was
liled clear. The detonation woke the vehicle’s machine-spirit,
vith Ll hich went about executing the last orders it had received — seek
as ot i destroy.
tzeh E',‘tz,‘} iyan’s Might spent several hours righting itself from amongst the
ed wreckage before setting off in search of the enemy. It came
the il bss an Ork vanguard shortly after and attacked immediately, its
afl White. nons and heavy bolters turning trukks and buggies into
2 on 28 g coffins for the Orks. After destroying some thirty Ork
ke houtl es and chasing down their fleeing crews, Rynn’'s Might
silinued its search.
nge frofm Wfliree days it scoured the area around the burning Fortress-
wes ete) fhastery. running across several Ork patrols and swiftly
th a base finiflifating them. It was as night fell on the third day that Rynn's
his gives Might encountered a full Ork warband. The Orks were thrown into
se a dark Wiiusion by the sudden attack of the lone Space Marine assault
it colour:
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the Orks feel the [ull fury of the Land Raider.




HEROIC ACTIONS OF THE LAND RAIDER

OBJECTIVE 103

He spat the mouthful back into. the flask, then reached up and

R ittman took a last drink of aquavit and wished he hatin't bothered.

tumed on the command readout. It came online. the ensmy
positions marked in red, his own forces in biue. ;

He punched up the primaty objective marker. A pale blue star moved
over the holo and setiled on a tall building with no name, only a
designation: Tower 103. The rebel command bunker for this sector was
supposedly in its sub-basement. The secondary marker slid into place.
hovering over a line of lower bulidings which ran along the river front
one thousand metres bayond the tower. One by one the icons changed.
Reconnaissance reports were filtered into the system. and a large red
symbol flared next to the objective marker. A Titan, but only one Titan ~
a Night Gaunt, Smaller red triangles marked probable infantry in their

bolt -holes. In all, less than a full battlegroup. Perhaps there was a’

chance the altack would work after all.

As each vehicle captain completed his system checks. one by one the
Land Raider icons flashed, then became a sieady white. a tiny number
next to each. Sword Seven, the oldest machine in the company, was the
last to report in as usual. The tech-adepts had spent much of the night
repairing its wom suspension units. The comm-net whispersd as each
Raider crew joined in prayer o the Emperor. Sword Company was
ready to move.

Rittman sat quietly, reviewing the situation. Behind his force. other units
were coming online. A batch of white triangles marked the infantry
dispositions behind him. This time they would follow the Land Raiders.
rather than ride in the machines, reducing any pockets of resistance
that remained. But it was Rittman’s company that would bear the brunt
of the fighting, running on point, His machines, stilf hidden in the ruins
of a warehouse complex, would have 1o fight and win against the Night
Galint. That meant crossing opan ground under fire from the gigantic
machine. Rittman hoped that there would be snough of the company
left to do the job afterwards. There was nothing to be gained by staring
at a display. “This Is Sword Leader. Company!” he paused. “Follow me?”

The Raiders’ tracks squealed as they moved out of the warehouse.
Rust, shaken loose by the howling engines, fell from overhead beams
and covered the_machines. Rittman watched the holo as the Land
Raiders rumbled into position in the company column. They drove
between -shattered buildings,- each machine’s ttacks throwing up
rubbish as they moved over patches of rubble. They crossed a square,
its abandoned market stalls still laid out waifing for long-dead
customers. The Ralders crashed through them all, tralling streamers of
bright cloth from hatches, tracks and lascannons. Where the cloth
flapped against hot exhausts it smouldered. dropping from the
machines in small. burning fumps 7 '

Rittman monitored- the company’s movement or the holo. The Land
Raiders were running paraliel to the rebels, shielded from view by a line
of ruined buildings. The road they were using was taking them closer to
the enemy. but ahead the ruins turned to tangled wreckage It was
impassable to the heavy armoured vehicles. They had come as far as
they could manage. and it was fime to break cover. ]

Rittman leaned forward. “Company, left wheel. Follow me.”
Lahoon, Rittman's driver, slewed the machine round and drove straight
into a ruined building. Plasteel clattered down on the hull as he drove

through its broken front windows. Then the back wall collapsed as the
big machine crunched through it. The Raider turned shatply as its tracks

caught on a crossbeam, and Riftman was thrown sideways in his seat *

One by one, the rest of the company followed. The information opened
out as the Land Raiders folted across the rubble. In front of the
- machines was open country, a dead zone which stretched all the way fo

- the rebel oppositions: A kilfing ground which had to be crossed quickly.

~ The Night Gaunt's Princeps had seen them at last. The composite
" image In Riltman’s tactical display showed the Night Gaunt’s plasma
+ reactor coming online. Ilts shields winked into existence. its plasma
reactor was still warming up as the company moved forward, Then the
Titan was striding towards the Raiders, fts macro cannon aimed and
ready. Smaller weapons winked at its feet as the rebel foot soldiers
opened up. At this range their firepower was of no consequence. it was
only the Titan that mattered. Rittman switched the holo o overview.
Sword Company, all thirteen vehicles, was spread out in a rough line.
The Raiders were running at top speed towards the Titan.

In" his earpiece he could hear-Lahoon repeating a prayer to the

"Emperor. The range was closing rapidly. The Titan fired, and a Lang
Raider, Sword Ten, skidded to a halt. Its hull was blackeneg ang
charred its entire left side gone, tom away by the macro cannon’s hize

Rittman walched as Sword Ten's icon went black in the holo. i

“All Swords, attention. Evens, advance. Odds. overwatch fire.” Rittmas
selected the auto-fire systems of his own lascannons, and Jaft the
machine-spirit to do the work. The tiny thought-machine was a by,
shot than he had ever been.

“Sword Nine. Ignore the infantry.” The Tian, that was the onfy
enemy here. It fired again. Sword Nine had no time to obey Ritimans
orders as it took a direct hit and dissolved into a bright mushroom clayy
There was another black icon in the holo display.

“Odds. advance. Evens overwatch. By the numbers.” The lascansop, |

* on Rittman's command Raider fired again. The Night Gaunt’s icon figrey

‘orange as a void shield collapsed,

The Land Raiders were moving forward in pairs, one machine Titing

from what little cover was available while the other rushed torwan
Again the Titan icon went orange as another shield went down. Sy
Twelve melted in the heat of a direct hit. spraying metal into the air. Tha
Raider’s icon vanished for a moment as the ‘holo’s system was

confused by the metaliic cloud of debris. Then if came back, the sl 1

black of a kill. Sword Seven dropped out of the line and came back tya.
halt, broadside on to the Titan. The suspension units had failed again
The vehicle captain scrambled clear as the Night Gaunt fook aim, His
driver was less fortunate. and the Raider became his tomb. in Swom
Leader. Rittman cursed.

Yet the Titan was pulling
back, its Princeps picking
his way through the rebel
positions. He was walking
the machine backwards,
and managing not to crush
any of his supporting forces
Even in the heat of batile,
Rittrman could admire the
man at the Titan's controls
Such a talented heretic had
to die, he couid not be
allowed to use such skills
against the Emperor.

“Evens maintain fire on the
Titan. Odds fire at rebel
ground largets.” They were
close enough . for the
infantry to be a danger.

Rittman’s tactical display
flickered as the Tilan’s last
vord shield collapsed. The
Night  Gaunt  stopped 4
moving backwards, its Princeps had realised that retreat was fuliél =
Rittman was ecstatic. !

“Fire at will. We have him"”"

The Raider crews needed no-encouragement — time was not on thef =
side. The Night Gaunt's shield generators might reset at any secoiid
and then it would be invulnerable again. Only while its void shields wele
down was there any hope of besting the machine. ;

Moiten metal flowed down the Titan’s legs and chest as the Rawels =
lascannons scored hits. In the holo Rittman saw the Night Gaull's
shoulder fuse; its macro-cannon was locked in position, pointlig =
uselessly at the skyline. Its chest armour failled, and a fas-cannon bored
into its intemal mechanisms. The machine was wounded, pethaps eve’
dying. but it could stilt win this fight. A good Princeps could still yse i€ =
Titan's size and speed to stamp Sword Company’s Land Raiders I8
the ground, ‘

“The chest! The chest! Go for the chest!” the Night Gaunt was no lonJ
a machine for Rittman. He was slaying a giant, ripping its heart dUt
breaking its bones, stabbing the life out of a monster.

Then one siray shot caught the Night Gaunt in its knee, The joit
popped and the Titan leaned over as the leg buckled under its weldl™
The Titan fell backwards, its chainfist flaifing uselessly as the Princers




 koep his balance. Rittman waited for the head to eject, carrying
e Gaunt's crew fo safety, but it didn't happen. The chest,
weakened. groaned and shattered under the new strain,
ot in jets of white light and screeching gas as the plasma

an !

;ckec:j:d- o f 2t egftical. The Night Gaunt crashed {o the ground, and the

nRon’s e Liesma, hotter than a sun’s heart, did the rest. It exploded in
e, and the rebel position around the machine’s carcass

Rittman’s holo cut-offs overloaded and went daik.

< a moment of stunned silence In each Land Raider, the only

S the muted roar of engines  Then- the comm-net started

Lhiring, the crews congratulating each other.

Left. Range two hundred. Rapid fire.”

allowed his crews no time fo enjoy their viclory. He was

4 to win. He swifched on the holo. He could see tiny. fleeing
some of the rebels wers breaking. The eatastrophic loss caused

dying. Night Gaunt had been too much for them. In places, he saw,

or Marines were holding, trying to make a fight of it But even they

ken by the destruction of their onfy Titan.

Odd numbers forward. Evens overwaich.” Rittman’s words

= through the sound of battle fo each vehicle caplain.

‘Leader's hull shuddered, as though hit by a tremendous

> the air. Tha blow. L.ahoon’s gasp was loud in Ritiman's ear. He stared at the
system s readouts: all clear. He punched up the playback and watched
Gk, Te so olght fire @ missile at his Raider. If came siraight in, a perfect
e back i § od.at the transmisston systems. He blinked involuntarily as the
f&”oo‘_aga' ad missile hit, waiting for an explosion that never came. It had
ook aim: HES stioned! Surely here was an omen'~ the Emperor’s luck was with
. I Siiged @y 4

) _ﬁ around.

Wioped back to real-time. the Dreadnought got no second chance.
Three crashed forward, sweeping ithe rebel heretic off is
ical feet The enemy machine was crushed beneath the
9 tracks. “General advance. Fire at will. Waich your targetsl”

grinned like a Fenrisian wolf. The attack was becoming a
WUt Afl around Sword Company the ground and sky seemed to be
Wie. Rittman coutd hear the chatter on the comm-net as his drivers
‘Capians pinpointed targets. He waiched the command readout

was fuli !

not of e
any secon
shields Weres

the Aaides Il down the distance to the Company’s primary objective, then he
ight Galils & up the range o a secondary larget.
on, pOINES going, keep going,” Rittman howled at his company. He could
annon berserker rage buitding within him. Victory was within his grasp.
fr?d?‘p; :‘;—‘: "8 liave them now. Dress the line, Sword Five.” -

still useliss

Five burst apart as it ran over a rebei suicide bomber. The
Raider, Sword Two, threw a track and was immediately covered
Swarming rebels. There was duil explosion, and Sword Two'’s
iecn turned black on the command holo. Ritman turned his
$lascannons on the remains of Sword Two and fired. The rebels
~ Ck, leaving their cauterised dead as grotesque decorations on the
e. The Joil WM Rajder’s hull. Rittman screamed in hatred — didn't these fools
o s weidle W When they were beaten?

the Princets WMllthorn o1 Veengeance for the fallen! Vengeance for the Emperori”
L] .

Raiders I8
-

=

as no longes
ts heat 0%

i
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ADDDD:
And then, in an instant, Rittman 0
thought the advance was on the point of dissolving into confusion.
Sword Company were stifl moving forwards, following orders to the
letter, but now the raiders were.rolling over and through the rebel
positions. If an enemy officer managed to rally his troops, any of his
troops, Rittman’s company wotid be vuinerable. 3
But it didn’t seem to be happening. The enemies were still running. -
Sword leader came fo a hait oulside Tower 103. Hs icon flashed,
blue and white, on the holo, Objective Taken. The command .
acknowledgement from headquarters came up. Rittman's achievement
was confirmed, Oulside the vehicle, rebels streamed past, throwing
aside their weapons, dropping packs and respirators in their desperate
attempts to escape. They were running towards the niver, their only
hope of salvation. i

But Rittman had to be sure that the victory was his. No one was going
to take it away. He snarled and punched his personal code info the
Raider's command system. The fop hatch opened, and he climbed up,
standing onthe command seat. He swung the command hatch's storm
bolter around.and pointed it across the smoking ruins, firing into the
fleeing rebels. They were swept away by a cloud of tiny explosions. He
kept firing and the bolter readout glowed amber, then red. It had run out
of ammunition. Rittman heard a single shell case slide down the frorit
of the Raidsr and drop to the road with a tiny clink. Behind him Sword
Four was burming, a loose hatch flapping in the fire's breeze. Beyond
the wreck were the familiar figures of his infaniry support, advancing
through the smoke. ey
The smell of buming meat blew across Rittman as a flamer team hit a
foxhole, and another one, and then a wrecked Dreadnought. The froops
were burning everything in sight, a celebration of victory. There was a

dull ‘crump’ and the flamer ignited a grenade, the laughter at the dead
rebels wha twitched horribly as their ammunition cooked off.

fittman pulled the comm-net out of his ear and swung his legs out of
the hatch. Suddenly careless, he sat down and drummed his heels
against the armour. Lahoon had powersd down the engines, and they
creaked quietly as they cooled He nodded as sn Impetial Guard
sergeant saluted him. The man’s uniform was pristine. Aé he tutned
away to shepherd his men past the batiered Land Raider, Rittman had
to fight down the urge to ask the sergeant where he had been, o throw - |
dirt ail over his spofless uniform, to hit him, perhaps even shoot him — =
but the bolter was empty. Kk

The moment passed. The battle was over, and Rittman was weary v
By Bill King. Edited by Jervis Johnson -

Edifors Note: This story was set during the Hotus Heresy. the galaxy wide rebelion
fed by the Warmaster Horus. The rebeflion occurred during the perod when the
Impenum was being founded it the 30th Milennium. At that ime the Space Marines
were organised into Legions rather than Chapters. The Legions were considerably
targer than the later Chapters. and it was not uncomimon for them ig :nclude entire
Companies of Land Rajders. A LTS




HEROIC ACTIONS OF THE LAND RAIDER

Behind Enemy Lines.

One of the most famous stories in the history of the Red Talon
Space Marine Chapter is that of Tech-Marine Clearn, his driver
Marine Rillan, and their Land Raider Eagle’s Claw. The action took
place during the first day of the Battie of Amion, during the
campaign fought against the rebel Imperial forces of the self-styled
King of the Further Reaches in M41.917. The battle resulted in the
breaching of the rebels’ main defensive lines, and led to the final
defeat of the rebel forces.

Eagle’s Claw formed part of the Red Talon's 6th Company, which
had been split up over a wide front to support the Imperial Guard
units making the attack. Clearn had been given the task of first
supporting the assault and then, once the rebel fines were
breached, to aid the 189th Armageddon Steel Legion as it exploited
the breakthrough.

By 0620 the Land Raider was 2000 metres ahead of its original
start line and was beginning to catch up with the Bane Blades,
Leman Russ battle tanks and Imperial Guard infantry assauft teams
attacking the rebel lines. As Eagle’s Claw crossed the last line of
rebel trenches it came under fire from rebel anti-tank teams armed
with Imperial lascannons, which had already managed to knock out
two of the Guard’s Leman Russ tanks. The lascannon fire damaged
Eagle’s Claw’'s communications array, cutting Clearn off from the
rest of the Company for the remainder of the battle. Undeterred,
Clearn was able to use a belt of trees for cover in order to close
with the enemy in relative safety. Bursting from the tree line the
Eagle’s Claw swept over the rebel position. The rebels attempted
to flee but were cut down by the Land Raider's heavy bolters. The
Guard assault squads arrived to occupy the position and Clearn set
off again, travelling east towards the main objective of Amion itself.

By now the 189th had come forward and were beginning to harry
fugitives from the broken enemy lines. Unfortunately, wherever
they met stiffer opposition, the mechanised infantry began to suffer
casualties and were forced to halt. Clearn provided assistance in
two such actions, destroying five enemy tanks and killing dozens of
enemy infantry in the process. but more importantly aliowing the
mechanised infantry to head on towards their next objective.

At this point Clearn evidently decided that he would make far better
progress on his own. His map told him that there was an enemy
supply cantonment in a shallow valley not more than five kilometres
away. He headed towards the location of the camp. and when he
finally reached the crest of the vailey, he found the occupants
hastily stuffing their belongings into their packs as they attempted
to evacuate. Cleamn opened fire at once, killing or wounding sixty of
the rebels before the rest made good their escape, and then using
Eagle’s Claw’s lascannon to blow up the rebels’ vital stock-piles of
fuel and ammunition which had been left in the camp.

This secondary objective having been reduced to a blazing inferno,
Clearn decided to head towards the main objective of Amion. He
soon came across files of rebel infantry retreating towards the
defences of the hive and engaged them at ranges of 200 to 600
metres. Eagle's Claw remained in the area for over an hour,
shooting at any sign of movement as it cruised up and down. In the
process, return fire damaged the Eagle’s Claw’s fuel cells, which
started to leak fumes into the interior of the tank, rendering the air
s0 poisonous that the crew were forced to don the helmets of their
power armoured suits.

Because of the risk of fire and explosion most men would have
decide that enough was enough. Clearn, however, was not a man
— he was a Space Marine, and a Space Marine of the Red Talons
Cha_pter at that. So, although he was now completely alone, he
decided to press on. Soon he found himself in the midst of the
retreating rebel army, surrounded by columns of vehicles and
marching men who believed they were beyond the reach of danger.

When Eagle’s Claw opened fire on them at close
range, inflicting heavy losses. a wild panic ensued.
Men ran in all directions, vehicles careened out of
control and crashed into each other. It was carnage!

Now satisfied, and with no ammunition left for his
heavy bolters and the barrels of three of Eagle’s
Claw's lascannons burnt out from over-use, Clearn
ordered Marine Rillan to turn for home. But he had
left it a moment too late. The enemy had brought up
a battery of Basilisks, which quickly scored three
hits, causing Eagle’s Claw to burst into flames.
Clearn and Riflan leapt clear, pausing only to grab
their bolters from the burming vehicle's ready rack
as they did so. Surrounded on all sides by enraged
rebel infantry, the fate of the two Space Marines
was never in doubt. Nonetheless, they put up a stiff
fight as the rebels swarmed round them. Finally,
however. Rillan was shot dead, and Clearn was
dragged down and kicked and hammered with
lasgun butts until he was unconscious.

Hours later the burned out shell of Eagle’s Claw
was found by the advancing 189th Armageddon
Steel Legion some 16 kilometres beyond what had
been the original start fine. How it had got there
remained a mystery and a source of much
speculation to the troops that made up the armies
fighting in the campaign for many months. It was
only when Clearn was freed from the cells of
infamous Temple of Truth Through Pain that the full
story was able to be told. But by then the colourful tales of the
exploits of the Land Raider Eagle’s Claw had already become
legend...

By Jervis Johnson

The Battle of Thranx

Few worlds have suffered beneath the scourge of heresy and
treachery like the hive world of Thranx in the Segmentum Solar.
From its day of liberation during the Great Crusade to the day ofifs
Exterminatus by the Dark Angels, Thranx was a by-word for
anarchy and distuption. During the 36th Millennium an alien:
inspired rebellion erupted amongst the monolithic equatorial heat
sinks which controlied the atmosphere and heat exchanging across
the rest of the world-encompassing hive. Aliens controlling the
rebels sought to ransom the world for their own ends but were met
by the solid resolution of Governor Gount Momery. He sent his own
finest mechanised regiments against the rebel positions without
hesitation. At his command, ten thousand Leman Russ tanks
clattered across the endless rooftops and terraces which covered
the world-hive.

The Governor's proud tanks were decimated in the course of 3
single afternoon by rebel lascannons and Earthshaker cannons
mounted high on the ziggurat-like steps of the heat sinks. As the
tanks advanced across the open rooftops the rebels simply picked
them off. Over five thousand wrecks were left upon the battiefield
Governor Momery was a rash man, and sent his depleteC
regiments again the next day, this time preceded by a massivé
bombardment from orbital monitors and attack craft. Unfortunately
the damage to the rebels’ defences was counterbalanced by ttid
cratering of roadways and bridges the tanks needed to advanc®
Two thousand more wrecks were added to the battlefield before ifi®
regiments broke and fell back again.

By now the rebels were literally tuming the heat up across ¢
whole planet and millions of citizens were already dying of heal
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On a recent foray to Rick Priestley’s winter refuge in the potting shed, we
discovered that he had been franticly painting his Warmaster Orcs. So we
plonked him in front of a typewriter and bribed him with cups of tea until
he agreed to tell us about how he collected and painted his Warmaster
s Orc army.

When we’re working on a new Grayson completed the bulk of the that White Dwarf is put together
game, the game design and model range. The result is a very eons before it is published, I have
design take place more or less impressive mix of Brian’s only just begun. But by the time
together. This means that most of * distinctive ‘28mm Orc’ look and you actually read this, the horde
the development of Warmaster was Colin’s accomplished micro- should be virtually complete.
con(‘iuqed with trial models and modelling. For this article, I've put together a
p rehmugry mock-ups. One of the As the new models emerged, I few notes about painting

last armies to l?e started was thf: quickly decided that I had to have Warmaster models based on my
Ores and GObl.ll'l‘S. Although Brian an Orc and Goblin army. own experience. The aim was to
Nelso'n was originally sc.heduled Unfortunately, because the little put together an entire army that
for this work, ot:her projects . greenies were the last army to be looked good en masse and in a
intervened and in the end Colin designed, and bearing in mind reasonable time.

TOOLS AND SET-UP

A craft knife and files are needed to clean up the
castings just as with regular models. I found that
clippers were essential to separate the characters,
artillery crews and other individual figures from
their ‘strips’ — the castings are too robust to break
apart and sawing them takes ages.

Superglue was used to assemble the components
and also to stick the individual strips to their
bases. The bases themselves are ‘sanded’ by
sprinkling a mixture of sand and grit over PVA
glue. I also used a little static grass on the finished
bases.

Before painting, each unit (i.e. six strips in the
case of infantry) was fixed to a piece of long, thin
card using a dab of superglue. The models were
then undercoated with black undercoat spray.

Citadel Colour paint and brushes were used
throughout. A fine detail brush was employed for
general work and an old basecoat brush for
applying glue to the bases.

My standard painting set-up is a desk which is
well covered with newspaper, a jar of clean water,
an old plate to mix on, some kitchen roll, and an
angle-poise lamp with a daylight bulb.

Right: Making a start! The core of the army
is now finished and Rick will soon bave a
useable force to take to the field of battle.




UNDERCOAT

[ found it more convenient to attach
the entire unit to lengths of fairly
robust card before undercoating
with spray paint. All the spraying
was done in my garage where I have
a covered workbench and decent
ventilation (i.e an open window).
Black undercoat was used and I
tried to get a good overall coverage.
just to make sure, each unit was
checked over before painting and
any exposed metal was covered over
with black paint. There’s always a
bit!

The black undercoat does two jobs.
it acts as a ‘primer’ or ‘key’ for the
paint and, by leaving much of
it uncovered by other paint, it
provides all the dark shading and
definition on the completed models.

Orc Warriors

Goblin Wolf Riders




MIXIN’ IT

I hardly ever use Citadel Colours
straight out of the pot, but transfer
some to a plate where the colours can
be mixed or thinned with water as
required. It astonishes my that anyone
can do anything else, although I'm
constantly told that few people mix or
thin colours at all. I stubbornly refuse
to believe this!

Citadel Colour dries out quickly
whether on your mixing plate or in an
open pot. It’s worth putting a few
drops of clean water into the pots as
you paint and especially before
putting the tops back on after a
painting session.

COLOURS

Citadel Colours are generally very
strong and distinct colours that lend
themselves well to painting standard
sized models. I find that when
painting Warmaster models, far lighter
colours work much better. This is
partly because the black background
makes the models look darker anyway,
and partly because very small areas
tend to demand lighter colours. I
don’t know why this should be - it just
seems to be so!

To achieve the desired lighter, softer
look I did two things. Firstly, I
lightened up the colours by adding
white. This has a further advantage in

—

that white paint covers well and 4
mixture including white covers much
better than a standard coloyr,
Secondly, at the start of each session, |
mixed a batch of ‘soft’ grey on my
plate. This was added in sma|
amounts to other colours to tone
them down as required. This coloyr
was made by taking Blood Red and
Goblin Green and mixing them
together so that the result looks
neither red nor green but kinda... ugh|
If a little of this mix is added to white
you should get a neutral, slightly
brownish or ‘warm’ grey as opposed
to the ‘cold’ grey you get by mixing
black and white.

* When the infantry are based up you won’t see the back bottom halif of the front stands or front bottom half of the back
stands. Figure out which stands go where as you paint and don’t waste too much effort where it won’t be seen.

* You can animate the individual figures by twisting arms and weapons slightly. Some of the weapon
tips join on to the next figure to facilitate casting, but can be separated fairly
easily with clippers or a knife. Some of the Trolls can be carefully coaxed
from their upright position into a more menacing posture.

A FEW TIPS

¢ If, like me, you choose to mount your character stands on coins or ~ #".
washers, it’s best to glue the figure to the base and apply the base
texture before undercoating. This makes the piece easier to
handle and saves time rebasing.

* Don’t put your freshly made cup of tea right next to the water pot /
as the inevitable always happens. |

A
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BASES

You'll often hear it said that armies
which are nicely based will always
look good on the table top. The
warmaster models come with flat 20
x 40mm bases which you can
arrange the models on and complete
as you wish.

The painted strips were superglued
onto the bases. As you do this it is a
good idea to check that the
individual strips don’t overlap or
interfere when stands are placed
next to each other. In the case of the
Wolf Boyz and Trolls you can arrange
the models in a variety of ways so
that they look purposeful.

I decided to finish the bases with
sand. PVA glue was applied to the
pase using an old brush and sand
sprinkled on to produce a rough
texture. Note that if you glue the
front and back ranks of the infantry
very closely together it is difficult to
reach the gap between them.

Once dry, the sand was painted a
dark brown colour, Scorched Earth
in this case, although I also use Dark
Flesh on occasions.

Beware that gap! Painting the gap
between the two infantry pieces is a
real pain and I’'m keen to find a way
round this in future. It would
probably be better to glue one strip
to the base, paint the area where the
gap is, and then glue the second
strip in place. Unfortunately I based
all the models shown here in one go
before I realised. Slow careful work!

The actual base colour is a lighter
mix of Snakebite Leather and white
brushed over the darker brown and
finished with a very light mix of the
same colour. A little black or green
added to the mix takes the warm
edge off the Snakebite Leather.

To complete the bases, a little static
flock has been glued in place. Just
dab a little PVA here and there and
dip the base in the flock. This works
best if you don’t overdo it. Too much
and all you see is flock!

RELAX!

Painting is a craft, and like all crafts
the process can be very satisfying in
itself. The style adopted for this army
was intended to be fairly relaxed, not
too demanding, aiming for overall
effect rather than absolute precision.
It’s easy to overdo Warmaster models
by trying to paint each tiny figure
individually. This obviously takes
forever! I found that it took a couple
of hours to paint an infantry unit
once undercoated - that’s not
including basing.

APPLYING THE PAINT

Warmaster models are rather small
and for this reason a fine detail brush
is much ‘handier’ than a larger brush.
My preference is to start with the
flesh and then work from the inside
out, finishing with weapons,
spearpoints and

so on. This has the advantage that
you don’t have to be ultra-neat
because each coat covers up previous
mistakes.

Each unit was painted all at once — all
the flesh, all the clothes, all the
belts/bits, and so on.

I found that by drawing the tip of the
brush over the model’s features it
was possible to cover the faces, arms,
and other fleshy bits without
obliterating all the recessed shading.
Nice sculpting Colin!

For the Orc clothing I started off with
a mixture of Snakebite Leather, Skull
White and my soft grey. As,I worked I
added a bit more brown, white, grey
or black to the mixture so that each
Orc got a slightly different shade of
jerkin, trousers, etc.

The Goblins are Night Goblins and
all wear hoods and cowls. Although
the finished result looks

black these are actually
painted a brownish grey

and varied slightly

from figure to figure to
produce a rag-tag
look. I like Night
Goblins to look a bit
shabby.

Some of the
shields and
larger

weapons have

a wood effect
finish which
dry-brushes

very effectively.
The same is true
for the Troll skin and

the wolves, whose textured fur lends
itself to a light stoke with an almost
dry brush.

Where appropriate, it is possible to
add a few highlights as you go, by
adding white to the basic mix and just
lightly picking out prominent
features such as noses, the tips of
chins, knuckles, and so forth. You can
use almost a pure white for this — too
subtle and it won’t show.

Orc Warlord

Eyes? — are you crazy! OK I couldn’t
stop myself with the Trolls but these
are bigger models and I confined
myself to a simple white dot. Teeth
can be brought out with a single light
stroke whilst bigger tusks are picked
out individually.

LAY




Canberra
Canberra
Tuggeranong
Tuggeranong

NEW! 3

Armidale
Batemans Bay
Bathurst
Bowral
Braidwood
Broken Hill

1 Brookvale

Byron Bay
Camden
Castle Hill
Cessnock
Charlestown
Coffs Harbour
Dee Why
Double Bay
Dubbo
Eastwood
Erina
Faulconbridge
Gosford
Glen Innes
Goulburn
Inverell
Kotara

Lake Haven
Lane Cove
Leeton
Leumeah
Lismore
Lithgow

Liverpool
Maitland

Logical Choice Games
Revenant Gamer

Toy Kingdom

Toyworld

| NEW SOUTH WALES
1 Albury

Games ‘N’ Hobbies
New England Hobbies
Toyworld

Toyworld

Toyworld

Braidwood Newsagency
Models’n’More
Games Paradise
Sunrise Hobbies
Toyworld

Hobbies in the Hills
Toyworld

The Games Shop
Toyworld

Spectre Bark Games

Toy Villa Toy Kingdom

Angus & Robertson
Mega Games Trader
Casey’s Toyworld
Signal Box

Wizards of the Central Coast

Carelles Young World
Toyworld

New England Hobbies
The Games Shop
Toyworld

Beyond Toys Toy Kingdom

Leeton Toy & Hobby
Megohm Too!

North Coast Hobbies
Lithgow Outdoor
Hobby Centre
Phantom Zone

Toyworld

(02) 6248 7722
(02) 6298 3632
(02) 6284 8844
(02) 6293 1532

(02) 6041 6719
(02) 6772 0194
(02) 4472 5673
(02) 6334 3144
(02) 4861 2866
(02) 4842 2410
(08) 8087 9144
(02) 9939 4100
(02) 6685 8922
(02) 4655 8383
(02) 9899 5207
(02) 4990 4772
(02) 4947 8848
(02) 6652 7898
(02) 9971 6097
(02) 9327 7558
(02) 6884 6262
(02) 9804 6171
(02) 4365 1131
(02) 4751 2088
(02) 4324 0004
(02) 6732 1997
(02) 4821 2333
(02) 6722 5661
(02) 4957 1157
(02) 4392 7704
(02) 9418 6156
(02) 6953 2141
(02) 4628 2200
(02) 6621 3193

(02) 6352 3250
(02) 9601 2622
(02) 4933 5034

Macquarie Shopping Centre
Toyland

Card Trek
Angus & Robertson
North West Hobby Supplies
Warpt

Mudgee Bookcase
Mainly Military Hobbies
Modern Times Bookshop
Uncle Pete’s Toys
Parkers Toy Kingdom
Bailey’s Bicycle Centre
Parkes Bookcase
Parramatta Total Gamer

Penrith Tin Soldier

Port Macquarie Port World of Models
Raymond Terrace

Toyworld

Toy Barn

Games Paradise

Tin Soldier

Angus and Robertson
New England Hobbies
Mal’s Toy Shop

Toyworld

Logical Choice Games
Warriewood Toyland

Woy Woy Book Exchange

NORTHERN TERRITORY

Alice Springs
Casuarina
Casuarina
Katherine

Mayfield
Merrylands
Mullaley
Mullimbimby
Mudgee
Newcastle
Newtown
Nowra
Orange
Parkes
Parkes

Richmond
Sydney
Sydney
Tamworth
Tamworth
Taree:

Tweed Heads
Wagga

Toyworld

Comics NT
Enchanted Worlds
Katherine Books

QUEENSLAND

Aitkenvale
Annerly
Aroona
Aspley
Brisbane
Brisbane

Games Exchange
Mind Rush Hobbies
Top Video
Hobbyrama
Comics Etc.

Mr Toys Queen St Superstore (07) 3221 4289

 GAMES WORKSHOP
~ STOCKIST LISTING

FOR THE ASIA PACIFIC REGION
AUSTRALIA

AUSTRALIAN CAPITAL
TERRITORY

(02) 9887 3822
(02) 4968 8511
(02) 9637 6430
(02) 6743 7811
(02) 6684 4740
(02) 6372 3127
(02) 4929 1140
(02) 9519 6191
(02) 4421 0962
(02) 6362 1486
(02) 6862 6633
(02) 6862 5175
(02) 9635 8477
(02) 4731 4623
(02) 6584 1223

NEW

(02) 4987 6156
(02) 4578 1264
(02) 9267 2069
(02) 9231 5668
(02) 6766 4454
(02) 6766 3785
(02) 6551 3613
(07) 5524 5090
(02) 6921 5505
(02) 9970 7199
(02) 4344 6206

(08) 8952 3949
(08) 8945 5655
(08) 8945 5544
(08) 8972 2530

(07) 4725 4661
(07) 3392 8166
(07) 5492 5799
(07) 3263 8122
(07) 3229 4446

NEV
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Broadbeach
Browns Plains
Cairns
Capella
Carindale
Gladstone
Gympie
Hervey Bay
Innisfail
Kawana Waters
Lawnton
Logan Holme
Mackay
Maleny
Maryborough
Mt Gravaitt

Mt Isa

Moranbah

") Morayfield

Nambour

Gameatron

Press Start

Toyworld

Here Be Dragons
Toyworld

Toyworld

Toyworld

Toy Kingdom

Mellicks Centre
Angus and Robertson
Mr Toys Lawnton Superstore
Mr Toys Logan Hyperdome
Games Room

Zippity Doo-daa
Toyworld

Hobby One

Dunstan & French
Book Country
Computer Centre

Mr Toys

Toy Kingdom

North Rockhampton

Nundah
Oxley

Pialba
Redcliffe
Robina
Rockhampton
Salisbury
Southport
Springwood

Toowoomba
Townsville
Warwick
Wynnum

Toyworld

The Hit Point

The Emperor’s Legions
Hervey Bay Toyworld
Toyworld

Toyworld

Capricorn Model House
Wargames Warehouse
Toyworld

Mr Toys

Springwood Superstore
Mack Campbells
Toyworld

Toyworld

Wynnum Hobbies

TASMANIA

Burnie
Devonport
Hobart
Launceston

Toyworld
Toyworld
Area 52

Birchalls

WESTERN
AUSTRALIA

Albany

1» Armadale

Belmont
Booragoon
Broome
Bunbury
Bunbury
Cannington
Claremont
Esperance
Exmouth
Geraldton
Hillarys
Kalamunda
Kalgoorlie
Karinyup
Mandurah

Morley

Hobbytronics
Toyworld

Games World
Games World

Yuen Wing Store
Games World
Youngs Bookshop
Games World
Claremont Toyworld
Toyworld

Toyworld

Toy Kingdom
Toyworld
Kalamunda Toys & Hobbies
Games World
Games World
Games World
Toyworld

Games World

(07) 5538 1711
(07) 3806 7607
(07) 4031 1763
(07) 4984 9447
(07) 3398 2360
(07) 4972 4405
(07) 5482 5485
(07) 4124 5644
(07) 4061 2477
(07) 5444 2935
(07) 3881 1250
(07) 3801 5926
(07) 4957 8055
(07) 5494 2333
(07) 4122 4411
(07) 3343 8655

(07) 4749 0400
(07) 4941 5511
(07) 5495 7100
(07) 5441 1669

(07) 4921 3121
(07) 3256 7560
(07) 3278 3333
(07) 4124 5945
(07) 4328 4291
(07) 5578 7588
(07) 4922 1507
(07) 3210 2020
(07) 5591 6255

(07) 3208 9750
(07) 4638 2030
(07) 4779 0277
(07) 4661 1144
(07) 3893 0043

(03) 6431 7244
(03) 6424 8622
(03) 6231 0271
(03) 6331 3011

(08) 9842 3123
(08) 9399 7080
(08) 9479 4707
(08) 9316 0330
(08) 9192 1267
(08) 9721 8487
(08) 9721 5004
(08) 9358 2355
(08) 9385 1220
(08) 9071 2504
(08) 9749 1482
(08) 9921 1353
(08) 9402 5044
(08) 9293 1169
(08) 9091 7475
(08) 9244 1159
(08) 9535 3528
(08) 9777 2550
(08) 9375 3751

Perth

Perth
Rockingham
Yelbeni

Tactics

Valhalla Games & Hobbies
Games World

Yelbeni General Store

SOUTH AUSTRALIA

Adelaide
Blackwood
Elizabeth

Military Hobbies
Leisureland
Toyworld

Elizabeth Grove The Gaming Den

Inglefarm
Millicent
Morphett Vale
Morphett Vale
Mt Barker

Mt Gambier
Mt Gambier
Murray Bridge
Naracoorte
Nuriootpa
Port Augusta
Port Pirie
Renmark

Tea Tree Plaza
Unley
Whyalla

Toyworld

Toy Kingdom

Model Mania

The Wargamers Supply Line
Toyworld

Toy Kingdom

Tunza Games

Toyworld

Zappers Entertainment Centre
Community Co-op Store
Toyworld

Public Video

Video Magic

Games World

Imagine if

Toyworld

VICTORIA

Ballarat
Beaumaris
Bendigo
Casterton
Castlemaine
Chadstone
Cheltenham
Croydon
Dandenong
Doncaster
East Preston
Echuca
Footscray

Frankston
Geelong
Geelong West
Hamilton
Hawthorn
Horsham
Malvern
Maribyrnong
Melbourne
Mildura
Monbulk
Moonee Ponds
Moorabbin
Mornington
Newborough

Seymour
Shepparton
Swan Hill
Wangaratta
Warrnambool
Werribee

Model Worid
Toyworld

Bendigo Sports and Hobbies
Dee Jay Hobbies
Hobby Castle
Games World
Games World

Mind Bogglers
Games World
Games World
Games World Northland
Toy Kingdom
Ultimate Science
Fiction & Fantasy
Gamesworld

Mind Games

Tates Toy Kingdom
Toy Kingdom

Mind Games
Wimmera Hobbies
Mind Games
Games World

Mind Games
Toyworld

Toy Kingdom
EmanuelsToyworld
Military Simulations
Toyworld

Dolls, Bears

& Miniature Wares
Toyworld

Toyworld

Toyworld

Toy Kingdom

De Grandi’s Sportsgoods
Futuristic Games

o

(08) 9325 7081
(08) 9321 2909
(08) 9592 5442
(08) 9682 5012

(08) 8231 4772
(08) 8370 0300
(08) 8287 0900
(08) 8281 9594
(08) 8264 5650
(08) 8733 3500
(08) 8382 4957
(08) 8382 6722
(08) 8391 2411
(08) 8733 3500
(08) 8725 4499
(08) 8532 1111
(08) 8762 1400
(08) 8562 1999
(08) 8642 3277
(08) 8633 3063
(08) 8586 6181
(08) 8395 7771
(08) 8272 4282
(08) 8645 9838

(03) 5331 1642
(03) 9589 2118
(03) 5443 5086
(03) 5581 1901
(03) 5740 6233
(03) 9568 8002
(03) 9583 1049
(03) 9723 2293
(03) 9793 9955
(03) 9848 9180
(03) 9471 2211
(03) 5482 2172

(03) 9362 0788
(03) 9873 8500
(03) 5222 2133
(03) 5222 4201
(03) 5572 2313
(03) 9818 8593
(03) 5382 2319
(03) 9509 3174
(03) 9317 0977
(03) 9663 4603
(03) 5023 4494
(03) 9756 7764
(03) 9370 3206
(03) 9555 8886
(03) 5975 4413

(03) 5126 3111
(03) 5792 3122
(03) 5831 2835
(03) 5032 1508
(03) 5722 2362
(03) 5562 2325
(03) 9742 4493
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NEW ZEALAND

NORTH ISLAND

Auckland
Auckland
Auckland
Auckland
Auckland
Auckland
Auckland
Auckland
Auckland
Auckland

Browns Bay
Hastings
Gisborne
Hamilton
Hamilton
Howick

Levin

Lower Hutt
Manukau City
New Plymouth
Papakura

www.games-workshop.com.au ¢ www.games-workshop.com.au  www.games-workshop.com*

Modelair (Green Lane)
Santa Fe Models (Balmoral)
Toymagic Henderson
Toymagic Milford

Toymagic Mt Wellington
Toymagic Royal Oak
Toymagic St Lukes
Toyworld New Lynn
Toyworld Newmarket
Vagabonds Novelties

and Collectables (North Shore)(09) 489 2750
Toyworld (09) 478 9464
Iconix 0800 426 649
Cyberzone (06) 868 7138
Frankton Models (07) 847 5292
Mark One (07) 839 3728
Hobbytown Howick (09) 537 1259
Sciascia Books & Souvenirs  (06) 368 6891
Model Craft Hobbies (04) 570 1881
Toyworld (09) 263 4175
Toyworld (06) 757 5912
Toy Town Toyworld (09) 298 7449

(09) 520 1236
(09) 620 6786
(09) 836 5516
(09) 486 6816
(09) 527 8094
(09) 625 1482
(09) 815 3129
(09) 827 4654
(09) 529 5200

Palmerston North

Tauranga
Upper Hutt
Wanganui

Wanui-o-mata Toots Models & Hobbies

(06) 356 6779
(07) 578 6239
(04) 528 3456
(06) 347 9664
(04) 564 7377

Heroes for Sale

Home Entertainment Centre
J & N Gifts & Hobbies
Toyworld Rivercity

SOUTH ISLAND

Alexandra
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Dunedin
Invercargill
Nelson
Oamaru
Queenstown
Queenstown
Timaru

(03) 448 9494
(03) 379 7866
(03) 366 9502
(03) 332 2068
(03) 888 6601
(03) 352 5489
(03) 343 0330
(03) 385 5366

Alexandra Paper Plus
Comics Compulsion
Hobdays Cycles & Toyworld
Toyworld Barringtons
Toyworld Matanata
Toyworld Northlands
Toyworld Riccarton
Toyworld Shirley

Toyworld (03) 477 6614
Area 51 (03) 218 4314
Cycles & Hobbies (Richmond) (03) 544 8079
Victor Nelson (03) 434 9077
Queenstown Paper Plus (03) 442 5296
Toyworld (03) 442 8445
Toyworld (03) 684 8540
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WELCOMES OUR FIRST
DEPARTMENT STORE

Farmers

489

Games Workshop takes great pleasure in announcing that
Farmers department stores, now carry a range of Games
Workshop products at selected locations throughout New

314 Zealand.

4 The availability of our product from the Farmers stores
079 listed below, will now bring the hobby closer to everyone.
0 You will find the Games Workshop section in an easy to

96 find location in Farmers Toy Departments.

Farmers carry a carefully selected product range including
boxed games, regiments, vehicles, basic troops and a
small variety of accessories.

Farmers pride themselves on offering a high level of
customer service and are only too happy to take special
customer orders for any product from the Games
> »  Workshop product list. The latest product list will be
il available for viewing at the nearest customer service

counter. Just ask one of Farmers’ friendly staff.

B £  Look for Games Workshop product at any of these
Farmers department stores:

\ e Manukau City Gentre - Auckland
| * St Lukes Shopping Centre - Auckland
e Pakuranga Shopping Centre - Auckland
e Lynmall Gity - New Lynn
¢ Cnr Collingwood & Alexander Sts - Hamilton
2 ¢ Hinemoa Street - Rotorua
* Cnr Davenport Rd & Elizabeth St - Tacranga
¢ Broadway Ave & King St - Palmerston North
. ¢ Queensgate Shopping Centre - Lower Hutt
:‘ ¢ Cuba St - Wellington
i ¢ Riccarton Mall - Christchurch
f‘ @ * Colombho St - Oxford Terrace Christchurch
5 e Northlands - Main Rd Papanui Christchurch
- ¢ Cnr Bank & Rohert Sts - Whangarei

p.com-" 'v.games-workshop.com.au www.games-workshop.com.au » www.games-workshop.com.au
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SOUTH EAST ASIA

| | Www.games-workshop.com.au  www.game

THAILAND

GAME SOCIETY SHOP

206 Siam Square Soi 1,
Rama 1 Road, Patumwan,
Bangkok 10330, Thailand

(66) 2-252 8027
T SUPREME CO. LTD.

695 Sukhumvit 50,
Prakanong, Klongtoey,
Bangkok 10250, Thailand

(66) 2-742 9142
T SUPREME SHOP

Siam Discovery Centre,

5th Floor, No.989, Room 514,
Rama 1 Road, Patumwan,
Bangkok 10330, Thailand

(66) 2-658 0522

PHILIPPINES

HOBBY CAFE

4/F Edsa Node, Robinson’s Galleria,

Edsa cor Ortigas Avenue
Quezon City, Philippines

(632) 634 8982
HOBBY CAFE

Cinema Level,

Filinvest, Alabang,
Muntinlupa City, Philippines
(632) 850 4234

NEUTRAL GROUNDS

3/F Cadillac Lane
Virra Mall, Greenhills
Shopping Centre’
San Juan, Philippines

- (632) 724 9265

NEUTRAL GROUNDS

U-B10 2/F University Mall
Taft Avenue (beside DLSU-Taft)
Manila, Philippines

ngrounds @i-manila.com.ph

MALAYSIA

THE GAMES CASTLE SDN. BHD.

8A Jalan SS 22/25
Damansara Jaya
Selangor, West Malaysia

(60) 3 719 9225
gamescastle @ hotmail.com

JUSTOYS

Block G, Abdul Razak Complex
Gadong BE 4119

Bandar Seri Begawan

Brunei Darussalam

(673) 242 3268
justoys @brunet.bn

SINGAPORE

COMICS MART PTE. LTD.

10 Jalan Serene
#02-05 Serene Centre
Singapore 1025

(65) 466 4213
www.comicsmart.com

COMICS QUEST

55 Siglap Road
#02-08 Siglap Centre
Singapore 455871

(65) 242 2110

HOBBY FOCUS

14 Scotts Road
#02-51 Far East Plaza
Singapore 228213

(65) 734 5803
LEISURE CENTRAL PTE. LTD.

220 Orchard Road
#03-01 Midpoint Orchard
Singapore 238852

(65) 887 5985
chriskoh@singnet.com.sg
MINIATURE HOBBY

200 Victoria Street
#03-28 Parco Bugis Junction
Singapore 188021

(65) 336 2168

S0 HAPPENING

154 West Coast Road
B1-83 Ginza Plaza
Singapore 127371

(65) 775 1863
TOURNAMENT GENTRE

51 Cantonment Centre
Singapore 089752

(65) 226 2801

TAIWAN

ALL SPORTS

33, No.51
Sec 1, Pa Teh Road
Taipei, Taiwan

(886) 2-2321 0423
CARD YOU STAMPS & COINS

203, Chien Kuo 3rd Road
Kaoh Shiun, Taiwan ROC

(886) 7-2824 767

DEMON’S DEN

B1, No.293
Sec 3, Roosevelt Road
Taipei, Taiwan

(886) 2-2364 4325.
www.likeit.net/dd

EAST MODEL TOY COMPANY

4F-15, 70 Hsining S. Road
Taiwan ROC

(886) 2-2331 5666
HONG XIANG

No.176-1, Renai 1st Street
Taipei, Taiwan

(886) 7-235 2787
1 KE GUAN

18 Dabei Road, Shilin
Taipei, Taiwan

(886) 2-2883 4208
UFO COMICS

No.164, Sec 4, Ximen Road
Tainan, Taiwan

(886) 6-2819 666
YA XIN

No.757, Hsi Ta Road
Kaohsiung, Taiwan ROC

(886) 3-522 2580

s-workshop.com.au  www.games-workshop.cor-
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ORK UJARI.“RI] By now you can't have failed to

nofice that arguably the greatest

Ork e  have lived, Ghazghkull
GHAZGHRULL Thaka: s ek ana e
-MAG URUK THRAKA  Bewefrotimopimsrtiingg
- . incarnations of Ghazghkull,
starting with his first appearance
way back in WD134...

The first Ghazghkull appeared way back
in WD134 as part of Andy Chamber’s
sample Goff Ork warband, picked from
the Goff army list in 'Ere We Go (one of
the first Ork army books). Ghazghkull's
characteristic adamantium skull and his
power to call on the Waaagh! came into
being when Andy used the equipment
charts to randomly generate them. The
model itself was & Mike McVey
conversion. Also appearing for the first
time in this army was Mad Doc Grotsnik.

The next Ghazghkull appeared after the release of our
boardgame, ‘Battle for Armageddon’ (you can
download this game free from our campaign website:
www.armageddon3.com — Fat Bloke). The game was
based on the second Armageddon war and the two
main characters were Ghazghkull and Commissar .

4 Yarrick. Inspired by the game’s background, Jervis <

; Johnson designed special rules for using them in

- Warhammer 40,000 and Epic 40,000, thus turning them

into our first special characters.

—
| B . ) ey iy .
. B d% ‘£ Y. T~ i atnamaes R
-_—

2%

The new Ghazghkull Mag Uruk Thraka, sculpted by Brian Nelson, is ~
an absolute monster. Clad head to toe in mega armour, he makes
even the other Warbosses look like Grots in comparison! As big as a
Dreadnought, he is proof that the more powerful an Ork gets the more
ne grows. We think this gargantuan model is one of Brian Nelson's
bestto date (all the sample models in the Studio disappeared very
quickly!).

But Ghazghkull isn't just a great model - he-is also a mighty special
Character to use in your Ork army. Able to call upon the Power of the

I'Illl.'l O Waaagh!, Ghazghkull is easily capable of turning the tide of battle for
the Orks. Check out Arena of Death next month to see how he fares
against his arch-enemy Commissar Yarrick.




The Imperial Guard Sentinel is a
very adaptable vehicle. Veteran
Imperial commander, Matthew
Sprange, takes a look at its
tactical use on the battlefield,
whilst Nick Davis interrogates

, Tim Adcock and Andy Chambers
'/ about the new kit's modelling

— I opportunities.

battle, skillful use of the walker will allow you to achieve many
tasks not suited to the other units you field.

Primarily, 1 find the Sentinel most useful in‘an infantry suppont
role — that is, moving squadrons alongside infantry squads so
that both derive mutual protection from the other. In this way. the
Sentinels are used in a similar manner to two adjacent infantry
squads on their own, providing the enemy with two targets
rathéer than just one and throwing out double the firepower of &
single squad, enabling a far quicker suppression of enemy
targets before they can bring their own weapons to bear.

A Sentinel squadron will lend far greater flexibility to you
than two infantry squads alone. A Sentinel's strengths and
weaknesses are well comphimented by thdse of the infantry
I| squad it moves alongside. The squadron is capable of dealing

Many Imperial Guard commanders have had cause to praise
the versatility of the Sentinel in baitle and I'm no exception.
Though it was primarily designed as a light scouting vehicle, the
chassis has proved adaptable enough to be suited to a wide
range of roles in military service and in this article I'll look at the
various ways in which you, as an imperial Guard player, can
integrate Sentinel squadrons into your games.

BATTLEPLAN: SENTINEL
~ BASIC CONCEPTS

! Whilst the Sentinel may, at first appearance, seem too lightly

armoured and too undergunned to survive the rigours of

with large numbers of infantry that would otherwise swamp the
Guardsmen, whether it is armed with multi-lasers or heavy
flamers. On the other hand, the squad’s own heavy and specia!
weapons are able to protect the Sentinels from enemies that,
on a level field, would have little trouble destroying the Sentinels
— enemy armoured vehicles are a good example here. I
extreme circumstances, the Sentinels may even be employed
to physically shield the infantry squad from enemy fire by havind
the squad take cover behind them.

After playing just a few games, you'll more than likely find thét
Imperial Guardsmen are extremely vulnerable to assault. He®
too, the Sentinel proves a very capable machine as mos!
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nemy assault infantry, such as Eldar Banshees and Ork
are unable to breach its armour. Even in the face of
er opposition, such as Chaos Marines or Genestealers,
adron of Sentinels will easily be able to tie up large
ers of them, leaving the infantry squad free to attack
important targets. The Catachan Sentinels, with their
terrain modifications, are particularly well suited to this
f combat.

the Sentinels are vehicles, they will never flee from assaults
| may well effectively pin down a valuable enemy squad for
nuch of the battle, rendering them next to useless.

IN ASSAULT AND DEFENCE

ining all of this into a cohesive battleplan is what will
make or break you as an imperial Guard player. In every battle
Ul have to, at the most basic level, accomplish either a
essful attack or an unbreakable defence. Whilst specific
s may vary from battle to battle, every fight is a variation of
assault or a defence. It is therefore important to know
stly how to employ high value units such as Sentinels in
battle.

JOLDING THE LINE
ey to a successful defence is to stall an enemy long
ugh for your own forces to deliver a series of unrecoverable

blows. With the Imperial Guard, this is usually achieved
an h the use of superior firepower concentrated at a few
N ay.points in the enemy'’s line. However, any tmperial Guard
lbrce is going to find itself extremely vulnerable to any form of
i reakthrough by the enemy. This is where the Sentinels come
3 1. A squadron can lend its weight of firepower to that of the rest
S ofthe army whilst keeping close to the squads it protects, until
ers enemy musters enough strength to attempt a breakthrough
I | dfthe Guard fine.
lithe enemy attempts to annihilate the infantry squads through
ifie use of heavy anti-personnel fire, the Sentinels can simply
3ve many move to block lines of sight, shielding the squads as they will
b relatively unharmed by such weaponry. If, however, the
y suppot Ihhe'my fries a more direct form of assault, then the Sentinels
fuads'so I
s way, the :
it infantif
o targets’
ower of @
f enemy
sar.
y to you
gths and
3 infanify
of dealind
vamp e
or heavy
\d special
nies that
Sentinels
here. I
smpioyed
by having' &
7 find that
auit. Here : 3
as most Dove: The Sentinels can move to block the assault troops

Srshield the infantry from fire.
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can move forward to block their attack and tie them up for a
good length of time.

In either case, the Sentinels should be considered expendable
— sometimes, just keeping their infantry squads alive and
functioning for just one more turn may grant victory. Afier all, i
how many battles have you fought where you could have won |
if you had had fjust cne more turmn?’ — I've lost count of how |
many times this has happened to me! For this sort of battle, the |
Senfinels are best armed with multiHasers, and suitable |
upgrades to be considered are hunter-killer missiles, extra |
armour and armoured crew compartments — anything, in fact, |
that keeps them moving, firing and capable of tackling enemy
offensives.

BREAKTHROUGH AND ATTACK

Assaulis typically take a lot of planning for an Imperial Guard
player as the army is very ‘static’in nature and always operates
better from prepared positions. Inevitably, however, there will
be times when an army is called on not just to destroy an
enemy, but to seize terrain or capture a valuable objective.
You'll find the Sentinel can be an immense help in this
situation.

Usually in an assault, you will deploy a good portion of your |
army far back, to provide supporting fire for a forward assault !
force that will be tasked with covering ground and taking |
objectives. Sentinels can form a valuable part of this assault
force for a number of reasons...

Firstly, the majority of Imperial Guard units find that their
firapower suffers whenever they begin o move - heavy and
ordnance weapons cannot fire and the effective range of smalf
arms is greatly reduced because of the Rapid Fire rules. With
one or more squadrons of Sentinels marching alongside
infantry squads, a veritable hail of fire can be kept up untiithe |
squads get within range with their lasguns and special |
weapons. The Sentinels can serve a double role in this way by
actually shielding the squad as both of them advance, butyou |
must take extreme care or the Sentinels may prove just how
fragile they can be. With the likelihood of facing very heavy

s

Above: The Sentinels can shield the infantry and give
covering fire as both move fowards the objective. &
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enemy fire during the advance, every piece of terrain must be
used by the Sentinels and the squads they protect to provide
cover or fully block off lines of sight as they close the distance.
It is also imperative that the rest of the army behind the assault
force co-ordinates its fire to eliminate the most serious threats,
not to themselves, but to the Sentinels and squads ahead.

Sentinels used for this sort of attack can be suitably armed
with either heavy flamers or multi-lasers, but upgrades are
best confined to exira armour, smoke launchers and rough
terrain modifications. These upgrades will ensure that the
Sentinels are able to keep moving forward towards their
objectives whilst under the heavy fire which they are likely to
attract.

One very rash factic sometimes attempted by the more
impetuous players is to make use of the Sentinel’s ability to
scout ahead of the rest of the army and begin engaging in
combat almost as soon as the battie begins. This is done by
deploying the Sentinels right at the front of your army when
the enemy sets up only 18" away, then moving them forward
6", thus putting them in range to move and charge on the first
tum. This is typically used to either get the Sentinels
immediately into assault with an enemy infantry squad that

e

Hunter. This is what he did...

Tim Adcock Rivets on
cab made
from thinly

Brass mesh, gliced
Radar & available from  micro rod
rocket
launcher
from the
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Flamer from

Catacharn kit,
mourted on

SENTINEL TANK HUNTER

The Sentinel designer, Tim Adcock. has put -
together a rather unique variant to join his
growing Sentinel squadron - A Sentinel Tank

an imperial ¢ o
Guard— &

buzz saw arm

Scratch-bullt lascannon made from laminated
plasticard, plastic tubing and Green Stuff.
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has deployed too far forward or to take an objective early on
in the battle. it has to be said that this is a very dangerous
tactic to try, especially in larger battles where the squadron
may well find itself quickly cut off from the rest of the Guard
army, without support and without hope. In this position, the
Sentinels’ thin armour will prove to be little comfort as every
heavy weapon begins to target them. | advise that recently-
graduated Imperial Guard commanders don't try this tactic
until they’ve become fully familiar with Sentinel operations and
then only when the situation is of the direst importance it is
likely that you'll lose the whole squadron very quickly.

SENTINELS... ADVANCE!

Hopefully, my thoughts will have helped you to discover new
and more effective ways of using Sentinels in combat as part
of an overall plan of battie for your imperial Guard army. You
can experiment with different deployment strategies and new
vehicle upgrades for your Sentinels, but the basic principles
discussed here will remain the same from battle to battle.

So, get your Sentinel jocks to strap into their walkers, fire up
the engines and start dealing destruction to the enemies of the
Emperor!

New exhaust made from
plastic tube and thin
/ plastic strip.

Helmet and
fasgun from a
Cadian Imperial
Guard miniature.
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Legcutat
knee joint. |

: ¥
Bed rolls & tarpatilins made from Green
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My Sentinel conversions started a long.
long way back when 1 first got hold of a
squadron of the old ali-metal type to
add to my impenal Guard XXl Oran
“Headhunters™ 1 wasn't too keen on the
basic body of the old-style sentinel (AKA
the egg on legs), so | decided to use an old
trick of obscuring their shape with lots of
camouflage, ammo, stowage, grenades,
ins and even skulls (I wanted my squadron to have a very
aral look) scavenged. from different kits. With the
"\ alhardiness of youth, { stuck everything onto the models and
had to struggle with painting them afterwards, using a
fitly bold and mereifully disruptive green/brown camo scheme.

‘Wany years passed and thanks to the great efforts of Tim Adcock and Jes
Boodwin, the superb new plastic Sentinel came in to being. The kit-bashing
«ide of my nature rose to the challenge immediately, aithough this time it felta
lile sacrilegious to mutiate a very nice model. But | really wanted to have a
go &t personalising these Sentinels like my other squadron, and | had Jes
" Sadgenng me to go ahead and do it because he really liked what I'd done with
ihe old ones. So, out with the knives, clippers and superglue and off | went.

i {built each Sentinel in tum, modtying it as | went along. | found that it was best
"l start off by building half of the cockpit (the mutti-laser side) and, while that
Was drying, start construction on the legs. | then popped those in place onto
e fiip section but didn't glue them on for the time being. Having done any
monkeying around | deemed necessary with the pilot figure. | then stuck him
in place before gluing the two halves of the cockpit togsther (1 failed to do this
0. one and had a curse-filled five minutes jamming the mode! home).

Sngine and exhausts went on next, and while that was drying | clipped the feet
bl the legs and tried posing the legs before gluing them into place on the base
Sics they looked OK. Finally, | gited the cockpit assembly on top of the hips
and added extra bits on the outsides: This worked well as it meant that { had
Several sections on the go at the same time and | could spend some time
altiing dents, nicks and bullet holes into the bodywork of the Sentinels using
asharp knife.

|geid particular attention to the exhausts at the back-as these would be quite
prominent and real-life exhausts are made of thin metal which gets pretty
’ battered looking. | also cut out the door panel from the cockpits on my

Sentinels, figuring that this would give them more of a stripped down, iTegular
ook, I've given each of the Sentinels a name to help me ‘theme’ each ore; as
" |t thern | tried to keep these in.mind, while giving them a few helpful vehicle
- lipgrades along the way.

| S0 here's the lowdown on the XXIil Oran, 3rd Regt. Sentinel Squadroni.,

Mangroye Jack
| Upgrades: Camo actting.
t, and probably most restrained. Seatinel
n, 1 used water bottles, pouches and knives from

{rom the Skeleton, Ork and Zombic kits to keep up
the feeal feel Other bits: of clutter include & fuel
can from the barrels set and 2 Necromunda
pidta) for Jack’s personal side arm,
win thing 1 did to this model was 1o
netting over the roof and

| front. with 1 minor
theft from our first aid box
1o getsome: handage: T soaked
the bandage in 2 mix of PVA
EEUI! and water and then dl’lp:d it
o plice on the modcl, taking cate
1o tesse it out quite thinly so that didn’t look 100
lumpy, Once the netting was dry. 1 pruned 3 fow leaves

off the plastic aquarium plants:in my fungle terrain
collection and glued them onto the netting with
super glue, Further domestic theft turned up some
brushy bristles which 1 glued on for ridio
ialsy These are 3 hit too finc really and
“teplace them with- wire at-some

THE SARGE

Upgrades: Camo nefting, extra armour, hunter-killer missife.

I put together the Sarge after Mangroye Jack. and

got a bit more ambitious. I used 2 Catachan

trooper in place of the pilot so that |

could have the Sarge standing fall in

the saddle s if he was chiccking out %

the lic of the land | had 1o fudge his arms

3 lintle but covered the resulting gaps with

some Green Stuff

worked into easy—to-do

furry texturc. For added

fircpawer 1 also

constructed a stubby Little

hunter-killer missile using: the

head of the missile on the Imperial Guard

tank ‘accessories kit mared to the heavy flamer

also on that sprue T also had a fanfasy Orc totem
from who knows where which fitted’ nicely between
the exhausts as an added bit of decoration ‘As a linishing
fouch, 1 added camo netting and found that o few track
links fitted niccly along the upper thigh and Knces for
exfra armour.

Upprades: Camo  netting, smoke launchers.

By fir the most ambitious of all my

conversions. Gas Boy wis the one 1

wanted to try and animate to look like

it was tinning | canted the l:nckpil and

haps over as far as they

would go in opposite

directions and

modificd the foot of

the raised leg. cutting off the

Toes; and r:—amdﬁng them in a more

closed position. Be warncd. this was

horribly fiddly and I cnded up having to use:bits: of

plastic strip fo brace the foes at the right angles - but more
vare and paticnce should render it 4 less troublesoms task. | cot
away most of the roof, added 3 smoke Luncher and modified the
pilot using bits: of Mordheim figures so that he was gripping the
remaining stanchion 16 give the impression of the whole thing
lurching along 1 added the fuel drum at

the hack to help icounter

balance the whole thing.

which had become

dangerously front heavy.

meshing it in with 2

draped camo-net.
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TS \f‘ elcome to this
E W moenth's titanic
battle report,
chronicling one of the
battles at the centre of
the apocalyptic Third
War for Armageddon.
A system-spannirg
invasion of Orks, far
larger than any the
Imperium has ever
witnessed before, has
chosen the war-torn
planet of Armageddon
as its primary target.
Under the iron claw of Warlord Ghazghkull Mag Uruk
Thraka, thousands upon thousands of Ork tribes have been
united into' one devastating army. The Imperium responded
rapidly to the gathering of the Ork warhost, mustering aid

countless regiments of the Imperial Guard. Set in and
around the industrial wasteground of Hive Tempestora, this
battle. report focuses on the war-torn landscape of an
Imperial tank factory and its environs.

A horde of greenskins invaded the industrial city, burning
buildings and slaughteting civilians as they rampaged
through the streets. Night after night the battle raged
across the bleak landscape, and slowly, *at the cost of
thousands of lives, the alien advance was halted.
Stemming the avalanche of battle-frenzied Orks was only
the beginning, however. Conceding -possession of the
south side of the city, the Imperial forces were relieved to
see that the Orks had stopped to regroup. The
Armageddon Steel Legion, forming the bulk of the Imperial
defence force in this warzone, was bolstered by a
contingent of Salamanders and a small assault force of
Blood Angels, all sworn to keep the Orks from taking the
city entirely.

This battle report is so large we have had
to split it over two issues! No less than
eleven players were involved over four
separate gaming tables, using 16,000
points of models along with a space hulk,
aerial raids, tanks by the dozen, heavy
artillery and tape measures up to twenty
feet long! At the end of a long day of
. - hbitter fighting, we had one of the largest

» and most exciting battle reports ever
seen.,.

40,000

from more than a score of Adeptus Astartes Chapters and-

A Warhammer 40,000 battle report written by Phil Kelly, Al
Chambers, Graham Davey, Nick Davis and Dylan Owen. Pla
out by Paul Sawyer, Karl Renwick, Alan Merrett, Owen Branh:
Andy Chambers, Rowland Cox, Matt Hutson, Adrian Wc
- Gordon Davidson, Gary James and Alex Boyd.

" WARZONE
@MPEST

Needless to say, we wanted this battle report to be suitably
vast to reflect the sheer scale of the fighting taking plagein
the Armageddon sub-sector. All around the Studio thgre
were suggestions of taking thousands upon thouss ]
Orks, calling in people from other department
everything from actual Fighta-Bommerz to the
Baneblade. Fat Bloke, in a flash of inspiration unfettere

mere practicalities, envisaged two solutions fight the baitle
on the biggest, most extensively modelled board we gauld.
find in the whole of the Games Workshop HQ, or to fightithe
battle over several separate boards on different terrai

Of course, he decided to do bothl The main battle woul De
set on the wonderfully modelled Tank Factory battlefieldian
architectural marvel constructed by the Warhammer W
team that is one of the centre pieces of the Warhaminer
World museum. The games development team caméitp
with fully detailed scenarios and special rules forithe
industrial complex, enabling us to use every nooki@nd
cranny of the detailed boards. This -sprawling citys
features docks, a suspension bridge, towering barragks
and a communications centre, but above all a cathedral-
sized factory that completely dominates the ruified
landscape. o .

Each of the ‘peripheral tables would also be fully. blgn
games, and the results of each battle would directly affe

the chances of victary on the main board. One would efact
the fierce fighting in the ash wastes outside the city asithe
Orks raced to smash the Imperial Guard artillery. raifiing
bombardments into the main Ork force. Another was sétion
the rolling plains to the east of the city, where the Wiite
Scars rapid respense force battled to the last in an attempt
to stop the Speed Freeks from reinforcing the assaulion

the city. The last was set high in the stratosphere abovgthe
battle, -as the grim Black Templars raged through a
gargantuan Ork Hulk in an attempt to silence its al
supporting fire.

Surrounded by gaming tables, Fat Bloke rubs his hands in cager anticipal
of the fight of his Iife.
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like fireworks, throwing the once proud buildings into
schief against the bruised sky

Hive Monttor Van Heulen scanned the landscape from his
position high in the watchtower, one of the few buildings
untouched by the alien menace. His macrobinoculars showed little
of the darkened landscape except the torches and headlamps of
the cncroaching invasion, carpeting the city with a blanket of
flickering lights Flames sporadically lit up scctions of the city
as the Orks continued their methodical arson. When he switched
the scttings to infra—red, however, the whole south side of the
city glowed Orks, thousands of filthy, noisy Orks, fouling his
ety with the stench of death. And what had the Emperor, 1
his wisdom, chosen to repel them? Tanks by the score Artillery
picces that dwarfed the buiddings they travelled through.
Bombardments that would level his city to the grousd If even

one building stood in the hive of Tempestora when this was over,

'Detonations Iit up the desolate skyline of Hive Tempestora

* Van Heulen would be very surprised indeed

He had scen, from his hiding place, the distinctive colours of
scveral Space Marine Chapters taking up positions in the ruins
below. He could sce the urban camouflage of the Armageddon
Stcel Legion fank battalions far below him as they formed a2 wall
of metal and firepower across the centre of the city. For so very
long the chicf export and source of mcome for Tempestora, the
tanks had been clogging the streets with smoke and nosse for a
week. It scemed that every tank that had cver rolled forth from

" the factory was back, ready to defend sts birthplice He only

hoped the last sixty years of tank production could stop the
aliens before they burnt Hive Tempestora into the ash

Kk

The strects ahead were packed solid with a mass of jecring
Greenskins. The noise of their shouting was clearly audiblc cven
over the expanse of the industrial city. Occasionally an imperial
bombardment would thunder into the horde, showering masonry
and dust over the assembled Orks Each time a2 bamgc hit
home, cach time Ork corpses were thrown mto the air, they

- fust scemed to shout -louder, grecting hits that would have

crippled the morale of a platoon with 2 thunderous roar of
battlelust.

Sergeant Haines hated that sound with a passion It brought
back terrible memories of panic, pam, and blood tncklmg across
barren ash. He had fought Orks time and time again, beating
back wave upon wave of invading Greenskins from the ty he
used to visit as a child His grandfather had fought hard all
his life in the defence of Armageddon, and looking back on
his life, Haincs realised that he had done nothing less himself
With a shudder, he reflected on hus situation He lay flat on

‘a rusty. walkway thirty fect above a squadron of the

very tanks he used to gawp at as a youth, slack-
jawed, as they rolled out of the vast industrial
cathedral He could sce that very building now. looming i the

.near-dark, riddled with holes and scorch marks from previous

clashes with the alicn menace. He was caught off guard by the
deafening white noisc.of the bombardments, so loud 1t blotted
out the low roar of the Orks for a few blissful seconds A

hard, stinging wind whipped around ‘his greatcoat, grit

doudmg his -goggles’ He wxpcd them clean thh the back

of his hand and opened the comm-channel

“Well gentlemen, we may have the best scats i the house, but
it’s vital we keep our minds on our mission bricf For the next
few hours every single thing you think, say or do will be
concerning the defence of the building to our left Although it
1s well defended, we all know what Sergeant Wakefield's lot are
like under pressure, so don't think we won't sce any action.”

Nervous laughter came across the comm-link from hes squad
Some of them were itching to exterminate the horde of Orks
that had ramned down on their planct, but those of his squad
who had fought Orks before were silent and gnm Haines
turned to the lascannon team lying beside him.

“Gayner, as soon as those Ork personnel carriers come into the
open | want them taken down Do not, repeat do not, allow'
them to close in on our position. The entirety of our platoon
1s counting on this Jameson, get back down and stay down The J
next warning you may get could be a piece of shrapncl in the §
face™ .

There was a series of smaller explosions over to his right, and
he conld sce detonations rocking the bridgehead to its
foundations. His photochromatic goggles magpified the view
just i time to sce an Ork Fighta-Bommer, belching smoke,
wheeling away from the guns of the platoon defending the
bridge. With a sudden sease of vertigo, he looked back down
through the streets.

He could feel his heart rate quicken as he saw the hordc of
Orks start to move through the strects. The alicns must have
received the signal they were wasting for, as all across the
city he could see Orks spilling from the buildings.

Carried on the wind was the sound of countless motors
revving, cach carryimg a lethal cargo of frenzied Orks.

The beasts were on the move.

Haines fust couldn’t shake the
feeling that this would

be the last day

of his Iife
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OBJECTIVES

1: The Main Bridgehead ' ~1 The Comms Relay Centre B
2: The Generator Spheres ‘5: The Tank Factory (North) WS ) f
3: The Barracks ' - 6: The Tank Factory (South) ' g
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p 4
: THE SCENARIO
A ‘massive battle rages between the
" orks and a force of Salamanders,
Blood Angels and the Armageddon
Steel Legion, fighting for control of
key strategic points around the
. Imperial Tank factory.

This is a Cleanse scenario with the
following modifications:

o The game will be fought over a
‘ 12'x6’ city table.

Armies will deploy up to 24" onto
the table from the long edges.

The game lasts 8 turns (or until the
end of the day!).

Rather than possession of quarters,
the Cleanse objectives are: each
‘haif of the Tank Factory (North and
South), the Main Bridgehead, the
Generator Spheres, the Comms
Relay Centre and the Barracks (see
map left).

)
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The Black Templars have launched an attack against the hulk ‘Ogron’,
which is currently raining fire down from orbit. They have three objectives
to destroy, each of which will silence one of the gun batteries currently
blasting apart the Imperial army.

* The basic scenario is the same as Sabotage, except that it uses the Standard

Missions force organisation chart. The following changes are also used:

| = There are three objectives on the board.
The defender deploys one unit of Troops per objective, each within 8" of its
objective.
There are no seniries.
The attacker deploys up to 18" in from one cormner.
The following reserves rule is used: at the start of the second and subsequent tums, the Ork
player can bring on half of their units still in reserve (rounding up). The units that arrive are
randomly determined from those left off the table.
The attacker may not use jump packs or vehicles (except Dreadnoughts).
In every Ork shooting phase, any intact objectives allow the Ork player to fire an Earthshaker shot at the main
table, the range guessed from each of the individual objectives.
There is no maximum game length. The boarding action continues until the main table game is finished.
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A White Scars patrol engages Ork Speed Freeks in a high-speed
duel to fight off the enemy force and outflank the main battle.

» The Recon mission from the Warhammer 40,000 rulebook fought on an 8'x6" table,
with armies deploying along the 8' length.

* Units that move off the opposing table edge will join the main battle. They

move on to the main batile in the movement phase of the next friendly turn.
They are under the control of one of the main table commanders
_ until there are no more friendly units on the Flank March table.




CHOOSIN’ DA HORDE

Andy: With but days to go before
the big battle | still hadn't picked my
army. | had only thought of a long
mental list of things | wanted to use.
Fortunately Gary was a lot more
| organised and sent me a copy of
| his army list ahead of time. With
this fo work from | could start to get
an idea of what our combined
forces would amount to. Gary had

. o . £-

force with plenty of trukks. Stormboyz and warbikes, backed

up by Killa Kans, Lobbas and Tankbusta Boyz.

This played pretty well into the hands of the fuzzy plan { had,
to take lots of ordinary Boyz with a few interesting things to
help them out (like my newly converted Battlewagon and
"Ardboyz mob). 1 figured that by taking as many Boyz as
possible ! would gain two advantages. Firstly | would have
enough Ork-power to cover the whole front, enabling Gary’s
army to concentrate its efforts on attacking the Impenal
objectives. The second was that if my casualties accumulated
over what would be a long and bloody battle, the mobs would
find it easy to mob up and retumn to the fray.

Alan: As a veteran Space Marine player, the bear. Leading my attack would be the Death Company in thelr
opportunity 1o lead a force of Blood Angels in the  super-charged -Rhino transport. followed up by the jump-pack
Armageddon battle was too good 1o let pass. 've  Assault troops. The Furioso and Tactical squads would hopefully be
always been enthralled by the imagery and able to reinforce my main thrust and react to any Ork counter -

background of the Chapter, and | love fielding the  moves.
Death Company! Going up against Orks, they were

Just what | needed to fight fire with fire.

- A Being the commander of the smallest of the three
ma“_ Merrett] forcos deployed on my tabls, | decided that | couid

T do the best job for the Imperial effort by setting up

Rowland: Most Imperial Guard players, like. .
myself, have been waiting with baited breath for .
the Steel Legion army list. It has definitely been
worth the wait. The models are great. and the
army list works really well. Now you can field

a fast and incisive attack. This would give Rowland's Steel Legion
force time to set up good fire support and would keep the Ork
forces off-balance whilst our superior firepower could be brought to

) great armoured columns, and have a. folally
mobile army.




- The day of the batile, Gary arrived and we had time to take a quick

look over the board and go away to come up with some kind of
plan. | thoroughly expected us to have a tactical advantage in that
the efforts of the opposing three imperial players were bound to be
more disorganised than just two of us with bigger armies. This
made me think that we needed a strategy to our approach which
would sweep aside the Imperials with an avalanche of
Greenskins. '

We started by looking at the objectives. We decided not to fry to
charge across the bridge over the river, tempting as it sesmed,
because that would be tantamount to suicide. The tank factory, on
the other hand, was worth two objectives in effect (one for each
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halfy so it represented a juicy target as
any forces in there would not only be able |
to fight into the enemy half, but protect =™
their own half too.

The idea was that the strong part of our

force made up the mobile element and

would move forward decisively. The remainder of the force would
form a block for the attack to hinge around. With luck the enemy
force would be caught by the mobile aftack while it was still busy
fighting the block in the centre. Assuming our motorised right flank
fulfiled its role, we would have a whole section of the impernal
defence shattered in the first few tums of the game...

ACROSS THE TANK FACOR
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Karl: Ever since |

first started: playing

Warhammer 40,000 |

have loved close combat

armies. Charging across

the battlefield, taking

huge casualties on the

; way, before finally

Karl Renwick | engaging the enemy and
= hacking them limb from

limb — what better army to play than Orks?

My chances of winning this game were slim §

to none in my opinion. My plan was just to [
hold up the Black Templars assault as long | \
as possible allowing the Ork guns to rain |

mote barrages on the imperial forces on the |

main table. |

8 First | wanted to choose a couple of big units

to hold up the Space Marines, and give | :

them something to chew on. Thirty Shoota

Boyz and twelve Stikk Bommas would do for |

a start. Two Killer Kans and ong Ork |

Dreadnought would give some heavy

support to the Boyz. Killer Kans-and Dreads

are two of the best units in the Ork army, but

can easily be taken out by long range weapons as they plod across
the hattlefield. This would be less of a problem on a cluttered Ork
space hulk with all its corridors and debris to block line of sight.

Aunit of three zzap guns with a Slaver {to keep the Grots in check)
would be my last line of defence if all eise failed to stop the
Adeptus Astartes.

Last but not least, my secret weapon. Three units of Trukk Boyz
with a Nob in each unit-and the Warboss's retinue also mounted in
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a trukk. This would provide quick response to plug any gaps the
Marines made and quickly throw more Boyz in fo any combat the
Black Templars were winning. | armed all the Boyz with a choppa
and slugga, as | knew they would get in to close combat. This gives
them all +1 attack, and leaves only a 4+ save for the Space
Marines. The Warboss was escorted by three Nobs with choppas
and two Mek Boyz with burnas to slice through that power armour.
That ought to stop those meddling humies dead in their tracks!

ENCE THE HULK
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| Gordon: Is my timing lucky or what? | had
L | just finished my Catachan Imperial Guard
army (3.000 points worth) the very same
week Paul was looking for combatants to
fight over the fate of Armageddon. When
he asked me if | could take part { jumped

|| at the chance.

My opponent Adi's mission was to ‘Smash
da big gunz’ and I had fo pick a 1,500 point
army to defend the Basilisks which were to
rain down fire on the main table.

Grand Warlord Adi: Aha, |
an opportunity to smash |
those damned Imperial |
Guard is never to be
sneerad at! | had to destroy
three Basilisks who would
be bombarding the main
table, defended by the
Imperial Guard. The
battleground was a huge
valley with the Orks setting
up in the centre and the Imperials up the valley
sides. Without a doubt the Basilisks would be |
set up at the back of the Imperial Guard
deployment zone, as far away from my forces
as possible. With an entire Imperial Guard |
army in between. Ouch!

I could easily die in my own set-up zone,
bombarded by Leman Russ tanks and shot by
massed lasguns. As much as | would like to
ignore the army in favour of blasting the
Basilisks, | knew 1 would end up having to fight
my way through the Guardsmen. To give the
Orks a fighting chance they would use the
Sustained Attack rule to simulate wave upon
wave of greenskins advancing against the

i lmpernal Guard. For this to work best | would |
| need to take an army with lots of Troops in it; |
| vehicles and transports don't come back with |

Sustained Attack. Problem. My army has |

| stacks of Orks but they're all in trukks! | only

field one large mob of Ork Shoota Boyz and |

two mobs of Grots in the way of Troops. | need !

all my fast stuff to get within stniking distance of

the Basilisks too. The terrain I'd be fighting on was quite open and
my only hope was to get the trukks moving as fast as possible (with
turbo boostas) into cover. While Gordon was concentrating on the
fast stuff, the foot troops would hopefully be advancing on the
Imperial Guard. To balance things out Paul gave me a couple of

W’

— SWASH DA BIG GUNZ|

M -nk

The Orks would be fast so | needed fo blast them from range and
voliey fire the remnants when they got too close. Two Leman
Russ battle tanks and a Basilisk of my own would hopefully do the
damage required, with two platoons totalling 60 men mopping up
any Orks foolish enough to advance on my lines. Mobile support
to counter attack came in the form of a Hellhound, three Catachan
Sentinels and my Ogryns, which | finished painting the night
before the battle.

For the honour of the Emperor and proud Catachan we would

hold off the filthy green scum and help our brothers to hold Hive
Termpestora.

Fighta-Bommerz {one blagged from thase nice Forge World chaps
and the other from Warhammer World’s ‘Massacre at Big Toof
river’ display - Fat Bloke) for free. | mean real Fighta-BommerZ
with a stat line, good guns etc. Hoorah! These should help distract
the enemy and hopefully bag me some Basilisks t0o. The only
thing that remained was for me to set up and charge!




- - .
AAAGH! The Ork Warbosses psyche themsel
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After a grand mustering of all the Orks we could get our hands on in the Studio and
beyond, several hours of heavy lifting, haggling over rules and scouring of army lists,
we were about ready to start. The scale and detail of the events described here prevent
us from giving the usual blow-by-blow account, so we've presented the battle as an
ongoing story. Over the next few pages, battle is joined and blood runs thick through
the streets of Tempestora... ;

= - —

..and the Imperial commanders laugh in the face of dangc-r'

-




06.14: THE BARRACKS

Boss Krushkul had a great view from the top of the

shattered barracks block. Behind it he could see the -

warbikes pulling doughnuts and wheelies in front of
a lobba battery while they eagerly waited to be sent
in. Half a dozen Killer Kans stamped into the street on
the right, following a mob of Stormboyz with their
heavy-looking rotor packs as yet unused. The Kans'
blocky hulls looked distorted through the force
bubble being projected by a Big Mek walking in their
midst with a big back-pack generator and a small
swarm of Grot slave-meks. A long way off to the right

‘he could see the vast bulk of the tank factory blotting -
out the sky. There was a cloud of. dust swirling

around the south doors where Krushkul knew the
Warboss was leading a Battlewagon and a load of
trukks into the factory’s cavernous interior. .

To the north was the enemy, their grey tanks crawling
over the rubble as their infantry took up positions in

the skeletal ruins. Krushkul caught sight of flickers of .

red moving at the end of the street on the left. He
grinned; it must be the Humieg’ allies, the Bloody
Boyz. They were tougher than all the rest put
together and nearly as brave as Orks. They'd be
attacking soon. Good. N

A'flight of Fighta-Bommerz roared overhead, banking
past the huge block of the tank factory before
speeding north to blitz the Humies’ big gunz. [t was
like a signal to both sides, and over the next minute
the battle flared up from a few desultory bursts of fire
to a roaring, spitting cauldron of noise and fury.

06.16: THE COMMS CENTRE

Haines readied his lasgun and took a long look -

around him, gauging with a glance where the Orks
were concentrating their attack. The *war-torn city
would be destroyed by the end of the day, buildings
reduced to rubble by the Bombardments of the
graceless Ork spacecraft and the supporting fire
from the Imperial Guard Basilisks. Far on the right he
could see the bright red armour of the Blood Angels
Space Marines. He had tried to communicate with
them twice now, to seek some reassurance as to their
role in the battle, but all he could hear over ‘the
comm-link was a low, foreboding chant. As he was
‘watching, two of their elite assault squads ignited
their jump packs and flew through the shattered halls
of the building they were statiorfed behind. He had
heard dark rumours about these warriors. Although
he would never admit it, he was glad to have such a
large distance between him and the Imperium’s elite.
Below, the black Rhino stationed behind the building
accelerated far faster than he expected through the
narrow streets. He recognised the markings: the
troop carrier held a squad of the feared Death
Company, Sergeant Haines realised he needn't worry
about the right flank of the battleline. He could see
their objective across the far side of the city, three
huge generator spheres providing the vast amounts
of power needed for the city. At full magnification he
was disgusted to see an Ork relieving himself in the
shadow of the power plant. The black Rhino opened
fire, storm bolter chattering as the Ork took an
explosive bolt full in the face. The rest of the vile
creatures scrambled back into the cover of the
barracks.

Beneath him the Chimeras of his platoon moved
forward. He could hardly believe that one of these
camouflaged tanks contained old man Yarrick
himself. He almost laughed at his own nervousness
when he thought of the legendary Commissar, who
had been a hero to him ever since he was a child.
Haines was still watching when a whistling scream
ripped through the air above him and the Chimera

- Thugfang and Morkul were burly for Ork Nob

.

just in front of Yarrick’s burst apart in a cataclﬂgmic
explosion. Firepower such as this coutd onlythaya
been an Ork ‘krooz' missile, sent from an Orkhuk
orbiting the planet above them, Sergeant Haineg
hoped that was a lucky shot. He had been reas_;“‘furg_.d
that such a bombardment would be short-livedyas 5
contingent of Black Templars had been dispatched t,
deal with this potential threat, but with accuracyisuch
as this from orbital gun batteries he felt no bettb;]- off,
As if in answer, the Imperial Guard Basilisks! oy
boom sounded in the distance behind him. A b:i‘din

in the. centre of the main street crumbled ang
collapsed, slowly falling in on itself. Haines fe

ent
hoped that there had been Orks in the wreckage, J

06.17: THE TANK FACTORY

The immense internal space of the tank fac!oiﬁwas
quiet, lit only by irregular shafis of light spilling
through gaps torn in the roof by shelling. Outside the
south doors the stink and din of revving engin as
thick in the air as Gorbag climbed aboa j
personal trukk. Its rusting flatbed g
shifted under the considerable extra W
hulking Warboss and his monstrotsi
armour as he bulldozed a space amon
bodyguard. It was a tight fit; Ghashkul and Vorkash
were both in mega armQur teo, and :Huﬂ_snfk,

=

without jt. Gorbag had selected them for*his
bodyguard for just that reason. As it was Skarmek the
Mekaniak was squeezed out of his corner and ended
up clinging on to the outside of the trukk.

Gorbag turned to look dver the Orks amassed around
him. A siab-sided Battlewagon built from the wreek of
a Humie Land Ralder was to his left, its jagged-';ﬁyaﬂs
lined by steel-masked ‘ardboyz who were excg{;ed!y
swivelling the baroque-looking zap. gun mounted on
its bow. Beyond that was the low bulk of a Basilisk,
another ex-Humie tank, parked at the corner of the
factory. Its crew of Orks and Gretchin slaves was
visible in the open-backed compartment scurryiig to
load a fat-looking shell into the battle canmon’s
breech. Around Gorbag were mustered two more
frukks full of Boyz. Dust rose beyond the Basilisk
where more trukks.and bikes were moving up.
Warboss Gorbag and his Orks were going to sweep
straight through the Humies and take back the tank

- Battlewagons for Gorbag's warband, and that could

only be a good thing.

The shadow of the Orky hulk Ogron could be Seen
moving up from the horizon. The hulk was giving
them Big Gun support for the day, although Gorbag
could scarcely understand how they hit anything
from that far away. Much better to have something to
hit within arm's length. Gorbag's power claw flexed
unconsciously at the thought. i

A flight of Fighta-Bommerz fiashed overhead, the
prearranged signal for Waaagh-time. “GO, GO, WE
MOVE!" Gorbag roared, snapping his power claw
overhead for emphasis. Ghashkul heard the erder
and waved the warband’'s Waaagh-banner like &
starter’s flag to relay it, easily hefting the I‘Hick-'ﬁfegf
pole-and its selection of metal glyphs and trophies in
his own servo-augmented grasp. The Basilisk ragked
back on its tracks as it beiched its first shot at the
Humies. The flat crack-boom of shot and detonation
was almost lost as the engine noise rose o
deafening-point and Gorbag’s mechanised blitz
surged forward.

Gorbag’s trukk and the Battlewagon were second
through the doors, with* another trukk full of Orks
pulling ahead and gesturing derisively at tfiose
behind them. They came under fire, ricochets kiekind
sparks off concrete and girders, the attackers only
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wfé}‘b.fe as muzzle flashes in the dark recesses of the
northern end. Gorbag blinked as he adjusted from the light
outside to the gloom within, 3

There! Space Marines in dark green armour were leaping in
through a gap high in the wall, picked out by the blue-white
flames of their jump packs. Gorbag loosed off a burst from
m‘éj kustom shoota and his bodyguard blazed away a
second later, punching two of the figures out of the air. The
rest scattered onto a high gantry where Gorbag spotted
mare Space Marines had already climbed into position.
One of them hefted a weapon and sent a jet of flame down
af the lead trukk. It skidded aside at the last instant but still
calght fire, the Boyz on board struggling to stay in cover
from the bolter-fire and not get barbecued by the flames.
Gorbag bellowed at them to get moving, impossible over
the din, but the idiots had stalled their trukk and were

pinned down right in the path of the rest of the blitz.

06,21: THE COMMS CENTRE

Down in the street, a lorie Sentinel stamped through the dirt
as its lascannon swivelled toward the Ork battleline. With a
high-pitched whine, Haines heard the devastating weapon
power up and release a searing bolt into the centre of the
ciaj_f_uking. smoking Ork Dreadnoughts. For a split second
the boit seemed to expand across a crackling hemisphere
of white light, but Haines saw that it must have struck
home. One of the six machines went haywire, waving its
pincers and rocket launchers as if in pain. A scarred
green head appeared on the top of the Dreadnought and
seémed %o strike it repeatedly with a large spanner. The
Dreadnought started to move again, and for a second,
Halnes thought the alien mechanic met his artificially
enhanced gaze.

Sué_ldenly the Chimeras opened fire, lasers streaking
though the streets and impacting in the centre of the
scattering mob. Across the rooftops to the left he could see
a large, squat vehicle, heavily laden with Orks in hulking
suits of powered armour. Hanging off the side was an
engrmous, hugely muscled Ork, bellowing a challenge as it
used its weight to turn the trukk in a tight circle around the
street corner. The sheer size of the thing was daunting
enotigh, and its companions looked armed to the teeth. He
looked down at the sound of his weapons team charging
the'lascannon. “Fire! FIRE!" shouted Haines. and a bright
white beam shot into the distance, slamming into the front
of the Ork trukk. A bright nimbus of light was thrown up,
blinding in its intensity."Haines' elation was short lived: the
trukk was speeding forward still. How could these animals
have developed force fields? The squad’s chimera, below
Haifies, also opened fire. Ruby red streaks of light arced
across the vehicle, crackling fiercely as the multi-laser shot
again and again at the trukk. Suddenly the vehicle lurched
across the street, slewing to a halt. The Orks piled out,
their bulky forms barely making it clear before the burning /
wr%k‘s fuel exploded. The Orks were stranded in their
slow, cumbersome armour and they were still a good
quarter of a mile away. His squad had effectively
removed an Ork Warboss and his retinue from the
equation. Haines' chest swelled a$ he thought of how /
pleased Commissar Yarrick would be.
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The Black Templars strike force teleported accuratcly from the Strike
Cruiser Holy Crusade into the Ork hulk, materializing in the twisting
corridors between two of their three objectives - the coolant tanks on their
left and the fise control tower ahead of them. Fully aware of the large mob
of green-skinned aliens milling around the coolant tanks, Chaplain

The Black Templars rout the Orks with flame and rightcous fury.

SVIASH DA BIG GUNZ

The Imperal forces were ranged on the mountainside,
awaiting the obslaught of the greenskins, as a fierce dust
storm swisrled around them. The front line was an armoureq
pipe duct that led all the way to the factories at Hive
Tempestora. Men of the Catachan regiment lined the
gantry-way above the plpc ready for the first stghtmg

of the Orks, uncasy in the desolate, open la.llds(‘.ip:

of the ash wastes, so different from the dense

jungles of their home world On the slopes

behind them were more squads, dug in as

best they could on the loose scree

Spaced amongst them were Lemap

Russ battle tanks, their turrets

tracking Jeft and right, waiting

for visibility to improve,

Near the tanks was 3

squad of hulking

Fernandez swiftly gave the order for squads Phemeus and Actaon to move
Ieft and engage the unsuspecting Orks, with the Emperor’s Champion and
Sword Brethren Terminators in close support. The mighty Dreadnought
Honoured Ancestor Brother Tiberius and Squad Geryen were given the duty
of keeping the Orks around the firc control tower suppressed. Overhead m
the slurry pipe, Assault Squad Navarre start wading through the cffluent
towards their prime objective, the distant power turbinc.

On the left, several Orks were blown to picces in a torrent of bolter fire
as the Black Templars made their intentions clear, Living for battle, the
Orks quickly returned the compliment, holding their ground and firing back
at the Templars, with Squad Phemeus the first to report casvaltics. The
Greenskins guarding the fire control tower fared better, ducking behind the
cover of the structure. Even so, the adamantium-armoured Drcadnought
Tiberius tracked his lascannon across to disintcgrate onc ualucky alien.

With the hulk raining death onto the battleficld miles below. time wasn't
on the” side of the Black Templars. Chaplain Fernandez ordered Squads
Phemeus and Actaon to charge the Orks congregating around the coolant
tanks. Fernandez nstructed Squad Geryen to move to the left flank and
back up the assault on the tanks, as quick scizure of the objectives was
primary to the mission’s success. Chanting their litanies of cleansing, the
Black Templars squads closed in on the Orks: gunning down as many s
possible. The Orks remaned resolute as the Black Templars charged, led
by the mighty Emperor’s Champion into the assault, but their will finally
buckled as a many of them were cut down by the Champion’s Black Sword
and the Neophytes’ combat knives. The survivors fled into the darkness of
the hulk’s tunnels. Triumphantly, Squads Phemcus and Actaon swept
towards the coolant tanks, only to be confronted by an Ork Dreadnought
that emerged from the gloom to bar their way.

Undaunted, the Emperor's Champion moved to engage the Dreadnought as
the hulk started to comc alive with Orks. Chaplains Fernandez’s hemet
display blurred as it updated the information it was recciving - two Trukk
mobs were speeding towards his position down the wide central concourse
of the hulk section, closcly followed by two Killer Kans. Apothecary
Lentus added to the information as his auspex scanper tagged one of the
trukks as carrying a Warboss and his retinve. He barely had time to
acknowledge the information before Brother Techmarine Pracpollo informed
him of a sudden power spike. and the whole hulk of shook as it unleashed
a bombardment into the battle taking place far below on the planet’s surface.




waiting to be told where to advance and ready for action.
while on the lower slopes 2 Hellhound flamcthrower tank
and 2 squadron of Scntinels patrolled. Behind all of this,
well up the mountainside. were the huge Basilisk
carthshaker guns that the Catachans were here to protect,
scoding their massive shells streaking towards the city
more than 2 mile away. They had commenced their
thunderous barrage before dawn and it was only a matter
of time before an Ork force arrived in an attempt to
silence them. Just one of the great guns had been
commandeered by the Catachans and turned to help
defend the position.

Then the wind dropped and the grey ash clouds cleared
to reveal the epemy charging up the slope towards the
Catachans, already much too close. A swarm of buggies
and trukks raced forward, led by a huge Battlewagon,
while dozens of Orks and Grots advanced on foot up
the centre with two clanking Dreadnoughts in their
midst. The first Impersal shots were fired in seconds,
without their officers cven taking time to redeploy.
Accurate  ordnance fire rained down on the
speeding vehicles, destroying the three lead trukks
and sending their cargo of Orks diving for cover
amongst the wreckage.

The plain stretched out before the White Scars patrol. Two bike squadrons,
a Rhino APC and a squadron of Attack bikes sped across the shell-shattered
landscape, the chrome of their cogines glistening in the sun. An Assault
squad brought up the rcar using their jump packs to bound in graceful arcs,
resplendent in their gleaming red and white power armour. Their goal, the
spires of Hive Tempestora, loomed on the distant horizon. A bricf, crackling
plea for reinforcements across Chaplain Subedei’s comm-link from the 64th
brigade Armageddon Stecl Legion had diverted them from their original
course. Orks were overwhelming the Hive. Now

it was a race against time to scc if the White

Scars could reach their beleagucred allics in time.

Ahead was an abandoned Imperial outpost, half
hidden by undergrowth. The bricfest flash of
light glinted from the roof of this building. A
warning from Scout squad Oghlai, infiltrating
ahead. As one, the White Scars changed their
coursc, whecling castwards to face the danger, and
split into attack formation, the bike squadrons
protecting the flanks, the Rhino and Assault
Marines speeding to sccure the outpost while the
Attack bikes, thirsting for battle, held the centre.

Scconds later, a cloud of dust billowed on the
horizon; there came the faint stench of crude
engine oil and a buzzing like a swarm of enraged
wasps hummed in the distance, slowly getting
louder.
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“Alert! Full cvasion pattern! Repeat, full evasion
pattern!” In 2 moment the squadrons split up, as
firc suddenly screamed from the sky. The Rhino
shuddered as an cxplosion tore up the earth
beneath it, but it advanced unharmed through the
hellfire that burned all around.

The Fighta-Bommerz screamed away as suddenly
as they had arrived and the Marines maintamed
attack formation to face the wall of Ork trukks
and warbikes now visible across the river which
meandered  along  the plain.  Speed  Frecks!
Doubtless these mobile Greenskins  were
attempting to reinforce the attack on Tempestora.
They could not be allowed to join their vile kin
in the Hive. Opening fire with their heavy

trukk, which careered, cartwheeling, flinging Orks and bits of metal in afl
directions.

As the two sides closed, bolters and shootas drowned out the roar of engincs
and screech of wheels with a relentless chatter of gunfire. Two White Scars
bikers from the Chaplains own squad dicd screaming in a white hot blast
of heat as Ork wartraks emerged from the dust cloud, rumbling round the
shell of a long destroyed Chimera, 2 monument to the previous war, and
pumped rokkits into the squad.

Deth Koptas spat death from above at the outpost, whirring round the tower
before being dispatched by the Scouts’ heavy bolter, spinning wildly into
the ground as their Kopta blades were shattered.

ol 3{3n_!.;":h.‘:}. -y
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bolters, the Attack bikes ripped apart the closest White Scars Scouts take down the Decth Koptas with heavy bolter fire.
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. Fire scythed acrass the corner of the

.and careered down the street towards the

06.17: THE BARRACKS

barracks and two of Krushkul's Boyz were
cut down almost immediately. Krushkul
snarled at the others to get down, but
more were injured and their position that
gave such a great view started looking
more and- more exposed. Peering out
between two twisted pillars, Krushkul
could see three or four grey tanks
hammering away at the barracks, while a
smaller black one raced around the corner

storage sheds on the riverfront. Shootas
mounted on it stitched a line of explosions
along the Skarboyz' hiding place and old
Harluk copped ene right in his remaining
eye. Krushkul was cursing. continuously
now and bellowed for the Tankbustas
lurking on the other side of the barracks.

Too late! The black tank slewed to a halt
and armoured figures leapt out. Bloody
Boyz! And they they were the black ones
too, the ones that just wouldn’f lay down
and die. Krushkul drooled in anticipation of the fight
of his life. But Goffmog and his Boyz were in the
sheds, waiting for just such a mave. If Goffmog killed
them all before he .got there... Krushkul kicked his
Boyz into motion and ran for the stairs down.

06.42: THE COMMS CENTRE

From his high vantage point on the rusty walkway
spanning the street, Haines could see that the battle
was going well for the Imperium. The Blood Angels
were advancing through the street on the right,
Tactical squads filtering through the ruined buildings
as the Assault Marines manned the roofs. A group of
heavily armed Orks, previously hidden by the building

that had been demolished by the Imperial barrage,. -

were now in plain sight. His Chimera opened fire on
the Orks, the fist-sized bolts ripping them apart and
causing them to scuttle back into the building.

His colleagues in the platoon by the bridge were less
successful, the Chimeras failing to destroy the Ork

* artillery that had been winched into place on the

opposite bridgehead. The inferior slave race the Orks
used to man the guns were dancing on the "high
bridge, hauling the guns into position in preparation to
return fire at the tanks as they rolled forward onto the

.bridge itself. He could see a bulky, grinning Ork

cracking a whip behind the batery. Haines saw a
blinding lance of electricity leap from one of the
peculiar weapons and earth itself near the Command
Squad’s Chimera, blackening the dirt and leaving a
smoking crater. Frantically, he opened a comms
channel to the Leman Russ directly beneath his
position, and, looking down through the holes in the
walkway, he could see the furret swivel as they
followed his coordinates. At Haines’s order, the huge
grey tank fired its battle cannon. Dust and debris
clattered from the walkway around him, and for a brief
quiet moment he held his breath. Then with a scream
of tortured metal the bridge gantry in the distance was
torn to pieces by the. shell, and skinny green bodies
were: fluhg high into the air. The Slaver, his robes on
fire, dived for safety into the water below. Several of
the runts followed his example. Then one of the guns
toppled forward, splashing into the river and sending
a last electric pulse through the water. He looked away
as inert green bodies floated on the surface like dead
fish.

06.49: THE BARRACKS

Krushkul and his Skarboyz dropped onto a lower
terrace and the enemy’s fire slackened off
momentarily as they continued to pound the
Skarboyz' previous position. The Bloody Boyz had

44
The Chimeras of 64th Platoon thunder across the hridgc.
disappeared into the sheds where of
-slugga fire and crump of frag bombs ma Us
fight in progress. Several Ork corpses wn

around gaps in the wall — it looked like Go og
wasn't doing too well (Krushkul ¥ejoiced at this, no
Ork boss likes to be out-done by another) but there
was a big mob of Shoota Boyz running over frome the
fuel depot and the warbikes had come screeching
around the corner at the sound of a fight. They opéned
fire at the Bloody Boyz’ black tank, 2 storm of shoota
shells pinging off the tank’s armour. One found a Weak
spot, and the vehicle jumped as an internal explosion
blew the hatches out with a dull whumph. In the street
below, he heard the raucous laughter of the b! ers.
Things still looked bad for getting to the fight wh
there was some left. Krushkul hefted his power
Still time to inspire the ladz he thought. He furned
the hulking Ork veterans at his back, prolc
reviewing the sharp, hooked ‘blades they carried
the plentiful scars they wore (many of which
inflicted himself). *Dis iz it, ladz. Dere's Bloody Boyz
down dere wol need killin' and we's da only Orks €an
do da job. Wot is We?" :

“We's Orks!” They roared back.
“Waaagh-Ork!!" T E
“Waaaaagh- -Orkimn” . !

As one, the Skarboyz broke into a run for the _ps
down at the other-end of the terrace. The black:
exploded in the street, torn to pieces by the warbik
big shootas. Tankbusta rockets leapt from: dhe
Skarboyz old position and arrowed down into streel to
strike something out of sight behind the sheds %7 a
satisfyingly loud explosion. The shoolas were [
into the sheds now and the fighting erupted ane

Clouds of smoke and dust were rising from the
where the Killer Kans had gone, and he could
hapless Stormboy rocket up uncontrollably until he
smashed into a radio mast. Everything was quiet fiow,
not. because the fighting had stopped, Krush
realised as Luzog took a hit that tore his arm o
because he was deafened by the concussion
much for the Fighta-Bommerz stoppfng the Hu arf
big gunz, he thought.

A missile arced over the edge of the terrace and
Boyz scattered, one being unlucky enough to c¢a
right in the chest. Heavy bolter fire ripped across
seconds later, but by now they were all behind"
and escaped unharmed. Krushkul glared a
handful of remaining Boyz and deliberately sto
in full view before turning his back on them and |
for the steps. The trick worked and the Skarbo
after him, each abandoning the safety of cover inth
determination not to be the first one to give up.
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With timc still cbbing away and no objectives destroyed, Chaplain Fernandez
ordered the Sword Brethren to assault the Ork Dreadnought that was
guarding the coolant tanks and moved left himself in case they nccded
support. Dreadnought Barbarous and Squad Geryen took up position to fire
down the hulk’s main concoursc at the approaching Orks. Aware of the
sudden appearance of Ork Killer Kans and a nced to re-deploy his firepower.
Dreadnought Tiberius started to backtrack down the corridor, keeping the
Orks pmned in the fire control room with controlled blasts from his
lascannon.

The combat around the Ork Dread became ficrcer as the Initiates of Squad
Phemeus empticd their bolters point-blank into its armoured back. Again the
Emperor's Champion was buffeted by the Ork Dread but his iron halo
powerficld saved him from being wounded. He brought his sword down into
the flank of the Dreadnought, carving through more armour plates, but still
not striking anything vital.

Chaplain Ferpandez scowled as more Orks appearcd on his helmet's data
dispray. The roar of an engine and the squeal of brakes betrayed the presence
of 'a Trukk mob dismounting in the corridors right behind him, and
Dreadnought Barbarous informed him of Ork support weapons being wheeled
in behind the advancing Ork Trukk mobs in the central concourse. Now in
range, the Warboss ordered his Boyz to fire on the Black Templars Command
Squad with surprising results as three of the bodyguard Initiates fell to the
ground, and the Chaplain was knocked to his knees. A rokkit corkscrewed
away from one of the Killer Kans and blew apart 2 member of Squad Geryen.

With Apothecary Lentus helping him back to his feet, Fernandez took stock
of the situation. A dull krumph from the passages behind him followed by
Dreadnought Tiberius's icon going black in his display grimly informed him
that onc of the Honoured Ancestors was dead. Then. horrors of horrors, he
looked up to sce the Emperor's Champion being torn apart by the claws

of the Ork Drcadnought. Squads Phemcus and Actaon were

seemingly powerless to

avenge  his  death.

Quickly shaking
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The two Fighta-Bommerz strafe the Imperial Guard lincs and combat erupts on the bridgeway as the wave of Greenskins rushes onward

his head to clear the pain, he ordered Squads Phemeus and Actaon to stand
their ground and destroy the Ork Drcadnought whatever it took. The Sword
Brethren were sent forward to advance on the firc control room and Squad
Geryen formed a firing linc in front of the advancing Orks in the concourse.

Requesting Dreadnought Barbarous to join him, Chaplain Fernandez advanced
on the Ork mob that had destroyed Dreadnought Tiberius, as they clambered
back into their trukk. Roaring with vengeance, Drcadnought Barbarous opened
fire on the Trukk mob. destroying the vchicle and causing the wreckage to
cartwheel into an access corridor and block it. Most of the Orks were flung
clear but two were trapped in the blazing wreckage. Adding to the flames,
the Command Squad’s flamer fired on the confused Orks, incincrating three
more. Then, leading the charge, Fernandez assaulted the Orks, cutting down
the Nob with a sweep of his crozius arcanum. The Orks put up a stubborn
resistance, forcing Fernandez to cut them all down beforc sweeping towards
the fire control room. Squad Geryen reported in that they were currentl
engaging the Ork Warboss. Meanwhile, back at the coolant tanks, the Blac
Templars squads struggled with the Ork Dreadnought. The clanking machine
caught one of the Space Marines in its claws, snapping him in two.

The hulk shuddered again as amother bombardment was unleashed on the
planct and the Ork reinforcements continued to arrive. A new Trukk mob
appeared at the far cod of the main concourse and sped towards the
beleaguered Black Templars. Yet another Trukk mob dismounted to assault
Squad Geryen, cutting down all but onc of the Black Templars for the loss
of just one Ork. Stubbornly holding his ground, the surviving Initiate
prepared Ao sell his life dearly as

the Orks closed in aroundy

him.
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SIMASH DA BIG GUNZ

The Trukk Boyz had lost their vehicles but now they were close cnough to
clamber up onto the gantry-way and husrl themsclves into the defending
Guardsmen. The Orks hacked down most of the first squad in their initial
charge but the determined Catachans grimly held their position. The rest of
the Imperial army targeted the approaching Greenskins, and once again the
heavy guns did most damage, blowing a track off the Battlewagon, causing
it to slew to a halt and killing the unfortunate Ork Warboss Grishnak
Grimjaw who was hit full-on in the blast. The Sentinel squadron then
charged into Grishnak's retinue of Nobs, but the enraged Orks smashed
apart two of the walkers. The Orks on the gantry cut down more of the
Catachans, swiftly working their way along the pipcline. Meanwhile there
was a deafening roar overhead as an Ork Fighta-Bommer dropped out of
the clouds. Keeping his distance to avoid ground—fire, the pilot launched onc
of his smart-bombz at the Basilisk earthshaker guns that were pounding the
caty. However the bomb proved to be not that smart at all and impacted

The gunners on the Battlewagon targeted the Basilisk gun platform that had
just blown off its track, and were rewarded when the ammunition detonated,
destroying the gun in a fiery explosion. The Hellhound was reduced to a
bursing wreck by one of the Ork Dreadnoughts. while the Boyz on the
gantry sent the squad they were fighting flecing back up the mountainside,
only to be cut down as the Greenskins pursued them. However these Orks
now found themselves in the open. right in front of the Imperial lincs, while
all over the battlefield the Ork ranks were being thinned by the massed
guns of the Catachans.

A fresh mob of Grots appcared from further down the pipcline. while the
fast remaining buggy sped up the mountainside, past the lines of defenders,
towards the objective - the Basilisks that were bombarding the Orks in
Tempestora itsclf. From the skics the Fighta-Bommer returned, round for
another pass, this time accompanied by a sccond of the deadly aircraft. The
ncweomer targeted its weapons at the Catachan ground troops, scything them
down on the desolate slopes. The first Fighta-Bommer and the buggy both
fired on the Basilisks and scored hits, wrecking tank tracks in cach case.
However the guns were already aimed in the right direction so this did

harmlessly into the mountainside.

The Assault Marines had already reached the outpost. Their
firepower blasted another trukk off the ground. but from the
blazing wreck charged the Warboss himsclf and his Nobz,
bleeding and angry. From the belly of the Rhino spilled out morc
White Scars. concentrating fire on the. aliens, but the furious
Orks simply hurled themselves through the curtain of bolts to
smash into the Marines. Another trukk revved up to the building
and 2 mob of Tankbustas rolled out, ploughed through the dense

1 - . it
The hattle is joincd in earnest around the disused outpost

undergrowth surrounding the building, hurling stikkbombz and
bludgeoning the Assault Marines. Confused by the specd and
ferocity of the attack, the Assault squad boosted up thetr jetpacks
and flew out of the building, leaving it swarming with jeering
Greenskins.

Next a squad of Stormboyz zoomed forward through the air
from behind a clump of trees beyond the river. Too cager, to join
combat, they underestimated the firepower of the surviving Space
Marines who cut down over half of them, forcing them to retreat

{ back to the safety of the trees.

| The Warboss and his Nobz. oblivious to the rest of the battle,
|| split apart power armour and severed heads with their cruel

choppas. A lone White Scars Veteran Sergeant sliced off 2 Nobz'
arm with his power sword, but he alone could not stand up to
the Orks wrath, and the survivors stumbled back towards their
Rhino, their attackers Joping after them, picking off the stragglers
one by one. One of the Nobs crawled up the front of the Rhino,
ignoring the storm bolter which torc chunks from his flesh, and
ripped open the hold with his power claw. There was a blinding
explosion as the tank was destroyed. The surviving Marine from
the flecing Tactical squad collapscd, shards of twisted metal

nothing at all to reduce the barrage!

embedded in his body, but the
Warboss and his Nobz emerged
blickened but still alive from the
cloud of thick smoke where the
Rhino had once been. Slightly dazed,
the Nobz wandered straight into the
massed firepower of the Attack
bikes which had now outflanked
them. One Nob was reduced to a
puddle of green goo by a mult-
melta and the others were cut apart
by bolt shells. The Warboss,
spattesed in the green gore of his
bodyguard reeled as a smiper shot
from the tower struck between his
shoulders, but he remaincd standing,

At the samc time, the two rcmaining Assault Marines powered
themselves forward back into the fray to avemge their fallen
brothers. A Tankbusta’s head exploded fike a rotten fruit as a bolt
shell hit it. Between them, the two Marines struck down each
Ork who faced them. until a lucky blow from an Otk Nob
severed one of them in two. Alone and outnumbered, the fast
Assault Marine battled on with a fury inspired by sheer

desperation.

Mecanwhile, near the ruin of the old tank, the remnants of the
Chaplain’s squad faced the full force of an Ork Ovutriders assault.
With heavy shootas blazing, the Chaplain’s brcthren were cut
down around him. One Marinc slumped over his bike, which
careened forward despite the flames; a specding funeral pyre.
Unable to withstand such devastating firepower, the Chaplain
called the order to retreat. The White Scars’ battlelines were
shattered on all fronts. The Outriders charged forward again but
this time the Chaplain and his men were ready for them. Evading
their firepower. the bikers swept past. cach swecping stroke of
their chainswords felling an Ork biker until all that remained
were a pile of green corpses on 2 mound of shattered metal and
still spluttering cagines.
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06.57: THE TANK FACTORY

Gorbag’s trukk and the Battlewaggn slewed to a halt.
‘Behind him the other trukk turned sharply and clattered
off out of sight around the east side of the factory, either
‘too impatient or too scared-to push through the storm of
fire now emanating from its northern end. Gorbag could
pick out the defenders better now they 'd halted, at least.
They were tricky, sticking to the shadows in their dark
armour as they advanced down both sides ‘of the factory
and the gantries. They even had a tank hiding among the
half-built hulls at the far end. A tank sized Dreadnought
clumped into view and raised its muiti-barrelled cannon.
This was getting serious. .

The Battlewagon spotted the Dread and its zzap gun
swivelled to point at it. Crackles and sparks showered
from the weapon before it discharged a brilliant green

+ lightning bolt into its target. Harsh black shadows

danced as the Dreadnought went up in a fireball, At least
‘someone was doing their job. Another crack-boom from
outside reminded Gorbag about the Basilisk and he
threw a Grot rigger overboard to go and fetch them. He
was going to need bigger gunz.

06.59: THE COMMS CENTRE

BOOM! Wakefield's squad was suddenly obscured by a
cloud of ash and debris as the shell hit home. When the
haze had cleared, Haines saw that only six of the squad
were still alive, picking themselves up from the ruins of
the comms centre.. Wakefield was up on his feet

immediately, barking orders at his dazed men. Haines

could see what had launched the shell over by the tank
factory, and was shocked to find it was an Imperial
Basilisk. However, this tank had been daubed with Ork
colours and sigils, adorned with trophies and skulls.
Slave-runts scampered around its tracks, and an Ork
laboured with a shell big enough to demolish the whole
comms centre. Haines was here to make sure that the
Steel Legion held the centre to the bitter end. Gayner
repositioned the lascannon without Haines having to
give the order, and the thin whine of the weapon rose in
pitch. Suddenly the view was obscured by a billowing
¢cloud of dust as the distant Imperial artillery thundered
supporting fire into the buildings on the other side of the
city. The lascannon beam shot blindly into the dust -
there was no way of telling If it struck home. A crowd of
scurrying slaves, herded through the wide central
streets by a Slaver and his weird dog-beast, took most
of the blast from another shell. Behind the wretched
creatures, the uniformed bodies of an Ork assault team
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The Tankbustas irreparably maim the Furioso as it strides forward.
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lay dead in the dirt, the survivors rocketing erratically
into the air onto the rooftops of the barracks. The whole
of the city seemed to shake as another krooz missile
hammered into the buildings to the west, an entire level
of the ruins collapsing beneath the. Blood Angels
Assault Marines. Several died in the incandescent flash
of the blast. The remainder shot forward onto the next
roof to engage the Orks there, white flame fiickering
from the vents of their jump packs. There was just too
much to take in as the battle was joined in earnest.
Haines felt the bile rising in his throat.

07.01: THE TANK FACTORY

Gorbag gnashed his fangs in frustration. The trukk
blocking his way. was still pinned down, not moving. He
and his bodyguard were blazing away but hitting
nothing. He waved the Battlewagon forward and the
‘Ardboyz got the idea. Gunning its engine, the
Battlewagon lurched into the obstinate tfrukk with a
squeal of protesting metal, shunting it out of the way
and driving forward. Gorbag's trukk followed and he
shouted a number of dire promises at the cowardly
Trukk Boyz as they ciattered past. Behind them the
Basilisk nosed in through the factory's southern
entrance and stopped. The crew started cranking their
cannon up fo point at the gantries.

The Battlewagon and Gorbag’s trukk roared to the
centre of the factory, bolt rounds coming in from all
around them. They skidded to a halt and everybody who
was worth something in a fight jumped out, leaving just
skeleton krews in the vehicles. The defenders seemed to
be caught out by the sudden move and their fire
slackened momentarily as it split’ between Orks and
machines. It was all Gorbag needed. The mighty
Warboss, his bodyguard and the heavily equipped
‘Ardboyz stormed across the factory floor towards the
nearest Space Marines in a tide of fanged green death.

A squad of equally mighty, mega-armoured Space
Marines moved to confront Gorbag. What was it the
Humies called them? Verminators or something. The
Orks’ shaota fire certainly bounced. off. them
impressively but lightly-armoured Morkul, Ruksnik and
Thugfang got among them and hacked two down before
they could even fight back. Skarmek crippled another
with a beautifully aimed shot with his extra-big lug
spanner: The two surviving Verminators waded through
a handful of 'Ardboyz without a scratch to come at
Gorbag. Verkash barred their way but their flaring sword
and crackling hammer clove through his mega-armour .
like it was paper.

Gorbag launched himself over Verkash’s smoking
corpse, body-slamming the hammer-armed Verminator
out of the way and clamping his power claw onto the
sword-wielding one. He tightened his grip and, after a
moment of resistance as the thick armour struggled
against the titanic pressure applied by the claw’s
hydraulic rams, the Verminator’s head and arm came off
messily. The hammer boy came back in, swinging his
weapon up - too slow. Gorbag rammed the metre-long
blades of his claw through the Verminator's midriff,
lifted him with a brutal laugh and hurled him at a nearby
kqor of Space Marines.

Even Space Marines know their limits. The centre of the
factory had become a charnel house, their Dreadnought
and Terminators were lost and they were fighting on the
Orks’ terms now. Within a heartbeat a decision was
made and commands communicated. They retreated as
one, trying to regroup behind a line of Leman Russ tank
hulls near the northern end. But Gorbag and his Boyz
were hard on their heels and gave them no respite. The
Warboss was all beast by now, tactics and plans
forgotten in the wild rush of hand-to-hand combat. He
was going to personally butcher every Space Marine in
the building. .

Then he was going to start on those zoggin’ Trukk Boyz.




07.19: THE COMMS CENTRE

Sergeant Haines had hit the deck. The lasgun, gripped
white-knuckle tight in his gloved hands, seemed
completely redundant. It was as much use as a
toothpick when shells were raining down around him
and tanks occupied every street. Hundreds upon
hundreds of Orks filled the horizon. He had no idea
how many of them had been ensconced in the
buildings. The Blood Angels were holding the right
flank superbly, and had very nearly succeeded in

breaking through to the power generators, but a large -

force of aliens had been diverted from the central mob

and they wete already surrounded. Orks were still.

pouring out of the barracks. He wondered how the
battle in the tank factory itself was going as he
heard a muted explosion and a flash of light. If the
Salamanders of the Adeptus Astartes positioned there
lived up to their reputation, the building was safe.

However, if there were as many Orks in there as there .

were in here... his imagination filled his head with
visions of yet more Orks speeding out of the vast

hanger doors toward his position. He could Virtually °

feel the fear taking root in his squad. Another shell
screamed overhead. At any secend they could all be
killed. He opened the comms channel to his squad,
and stood up as the city shook around him. Wind
howled across the gantry, and .it creaked beneath
Haines'’s feet.

“There is a finite number of aliens here. Every single
one can and will be killed. It is our duty to ensure none
of them reach these buildings. So far no Ork has got
close. No matter how many pour in, no matter how
high we pile the corpses of our enemies, we will rid
our home world of these vile aliens! By the Emperor,
we will win this war!”

His speech was punctuated by the thudding of the

Leman Russ beneath him as the battle cannon fired,

supporting the Blood Angels attack. Looking round,
he saw the crimson Assault Marines fly down onto the
roof where the Ork anti-tank squad were in position,
their flamers spitting long topgues of fire into the
cover provided by the radio masts. Orks tumbled from
the roof, clothing burning, into the.rubble-strewn
street. Nearby the second squad of Assault Marines
had also flown into the thick of the fighting,
+ ferociously attacking the crowd of Orks attempting to
overwhelm the Death Company. On the tiers of the
barracks, the Blood Angels cut a swathe through the
heavily encumbered Orks, beating them back across
the rooftops. Some Orks even jumped down to the
level below, having seen the carnage caused by the
‘Death Company. Haines upped the magnification on

his goggles as he squatted behind the blackened rails .

of the walkway, and saw a squadron of Stormboyz,
rotors whirring as they closed in on the Blood Angels’
position. He could see the markings on the shoulders
of the Assault Marines; these were veterans. The
Stormboyz were about to make the last mistake of
their worthless lives.

Below him, the front of a skirmish screen of slaves
was engulfed in a sheet of flames as the Hellhound
spat liquid fire across the street. A little closer and the
tank would have taken down all of them, thought
Haines, as Wakefield's heavy bolter team slammed
explosive bolts into the Orks on the roofs above the
scampering figures. Behind them, filling the road with
smoke and steel, marched the pack of crude, small
Dreadnoughts, which now seemed to be splitting into
two groups. An Imperial bombardment struck home in
their midst, waves of sheer force slamming across the
power field surrounding the hideous machines. Dust
and shrapnel fizzed brightly in a hemisphere around
them, the mechanic in the middle cringing to the floor
as waves of force rippled across the dirt. The rocket
launchers on two of the machines detonated in
sympathy at the tremendous dissipation of force,
blowing open the flanks of the ugly Dreadnoughts.
Another fell backward, wreathed in smoke, breaking
apart as it hit the floor. Flamethrower fuel sprayed into
the road, igniting and surrounding one of the metal

‘the Bloody Boyz were advancing through and sevi
_plumes of black smoke spoke of smashed tapks inthe

“turned his attention back to the sheds..

beasts with a halo of flame. Dead slave-mechanigs,
eardrums burst and brains liquefied, lay twisted inthe
road. One of the clanking behemoths staggered ﬁ
tight circle, its crude electronics fried by the bl
Although he couldn't hear them, the howls of the g’ﬂ(
mechanic brought a smile to Haines’ |Ip5

07.24: THE BARRACKS

Krushkul was glad when they reached the open street,
Two more great stomps of the Humies' gunz had
landed near the barracks and the whole place ’%5
coming apart. A hail of dirt and debris was rai

down on the cracked road, but the buﬂy Ork B Ss
took some comfort that their own hulks’ gunz were
also in action. A curtain of fire was smashing the ru_qu

streets behind. Warbikes zoomed past, [inl
through the wreckage littering the ground,

sheds. Krushkul saw a swarm of red armoured f:g
boost up to the roof of the batracks on jet packs, bu
a cloud of Stormboyz swept over the building fr:

other side. to intercept them and soaon 4
tumbling back streetward from both sid

The Shoota Boyz were breaking and running,
handful backing out of gaps in the.walls and shoo
wildly. The survivors ran to the Skarboyz, their f
twisted with distinctly-unOrky fear.

“Dere’s 'undreds of ‘em!” they bleated.. Krus!]&jl
curled his lip in a sneer.

“WHAT ARE YA? A BUNCH ©’ SN!VELUNG GROTS? 4
He bellowed in a veice that drowned out .'ﬁ;"e
explosions all around them. The Shootas snarleg t
the insult. “RIGHT DEN! WIV ME! SKABSN
NASHBAD! SKRAG! READY DA BURNAS WE‘QE
GOIN' IN!"

07.32: THE COMMS CENTRE

There was a crackle of static over Haines's comm- llﬁk
followed by an abrupt scream of pain. On the bri

the armoured column had come under heavy fire fre

the Ork mortar battery on the other side of the rl\mr
One of the Chimeras had come apart, and it E’y
smoking at the side of the road. He could see
broken, charred body of his friend Osborne lying dead
in the driver’s compartment. Voice choked with rage,
he called down the coordinates of the Ork gun batttﬂ’y
to the Leman Russ below. Without warning, there was
a deafening scream right above him and a huge Ork
missile shattered the walkway barely twenty feet fro
his position.The gantry buckled and he fell for
over the railing, catching hold just in time as the b
tank below was blown to pieces by the -Ork barrage
Two of his squad were thrown high into the air by the
explosion, landing heavily in the street below. Scoﬁs
neck was bent at a sickening angle. Gayner
struggling to keep himself on the walkway, the rusty
metal dropping down in crumbling chunks beneath
him. Haines pulled himself over the rail as a chatteroi
bolts from the nearby Slaver’s gun smashed into the
Sentinel in the street below. Haines could feel
detonation of the Sentinel's fuel cells at his backik
doubted very much if he would ever hear again. The
other end of the walkway had been reduced to scr:
girders hanging loose. One dropped into the s

girders of the walkway, he'knew that the worst was 'f
to come.
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07.33: THE BARRACKS r bl o :
"WAAAGH-ORK! WAAAGH-ORK! WAAAGH-ORK!" : perial force e tide of ba

Krushkul could see black-armoured figures moving to Einiorcements arrive, ana it 50, 10 ae
block the entries and he blazed at them with his e artiiery o1 either siae e stienced berore

.slugga, its extra-shooty ammo ripping chunks out of : eauced (o DKINng a

the steel walls. The Boyz all opened fire as they
charged forward, the loud cracks of the Skarboyz’
sluggas intermingling with the dakka-dakka of the
shoota-fire as they hosed down the building. Two of
the Bloody Boyz fell, riddiled with red holes. Krushklil 5
didn’t bother running for a gap, he charged straight at . ;
the wall and tore through it with his power claw as i
though it were paper. Nashbad and Arik clove straight
through on his left and right, their burnas' torches
narrowed into white-hot flames of destruction.

Krushkul turned in time to see a skull-masked Bloody
Boy in fancy armour swinging at him. He swung his
great claw in the way but the Bloody Boy's eagle-
headed axe crackled with power as it cleaved through
the claw. The Bloody Boy's next stroke was quick as
forked lightning and caught Krushkul under the chin.
He feit himself falling and caught sight of the rest of
his armoured body, smoking power claw and all,
falling in the opposite direction. Slightly dazed, he
cracked his skull on the floor and was kicked, rolling
to a halt where his slowly-dimming gaze could see the
length of the storage sheds. Krushkul raged inwardly.
Zoggin ‘ell. Comin’ all this way to get caught out by a
fancy move like that. He knew from experience that
Boyz without bodies had a good half hour before their
spirit went back to Gork and Mork, unless a Painboy
got to them first. He would have shuddered at the
thought if he could.

He could see the Boyz were doing good even without
him. The shoolas.had pulled down one Bloody
Boy and were emptying their guns into him, Skrag
was standing over the burning corpse of another
and even as he watched Nashbad got behind
another one and blew him apart with the fiery
lance from his burna. The rest of the {
Skarboyz were all over the survivors, ‘
lopping off limbs and heads with gusto. ‘
Three of them jumped the flash @{;ﬁ
.

hacked him apart. N : Q‘O}
Suddenly there P &/ ;
were no Bloody /y 8 o B
Boyz left. The R 7

storage sheds
were back in Ork
hands. The 4

surviving Shootas V) -
and Skarboyz t

rushed off towards
the far end where
there were more
sounds of violence,
still chanting.

“Waaagh-Ork!" —-— ,“' L:"'-‘r:
“Waaagh-Ork!"” '
“WAAAGH-ORK!” )

That’s it ladz, show 'em we're Orks! i
Krushkul cheered mentally. We is Orks
and we’re gonna win!

++T0O BE CONTINUED -+ +
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NZ§13.95

— Codex

(02) 9829 6111

ANYTHING AT ALL - GIVE US A CALL

Or e-mail us at trollz@games-workshop.com.au

MAIL ORDER T@ (02) 9829 6

9 de plected prodi ) z
LD I I [ () ‘
HOW TO USE MAIL ORDER

WHAT MAIL ORDER
CAN DO FOR YOU

* COMPONENT PART SERVICE — Mail Order
has:a limited range of components.

* HOME DELIVERY — Set postage rates no
matter how much you order!

» RULES-SERVICE & ADVICE - |f you have a
gaming or hobby question give us & call,

+ ADVANCE ORDER — Why wait? If you like a
produet; place an order,

« OPEN7 DAYS AWEEK — 8am ta 10pm
Monday to Friday and 10am to 6pm weekends
and public holidays!

Ordering by Mail Order is easy. It you have a credit card you can order over the phone:

* GIVE US A CALL ON - (02) 9829 6111

* TELL THE TROLLS WHAT YOU WANT - If you are not sure, just ask the Phone Trolls. Theywill be
happy-to help you out.

+ SIT BACK & RELAX - After yau have placed your order, just sit back, relax and wait for your parcel
to arrive on your doorstep.

IFyou wish to pay by cheque or money order, if is just as easy, all you need to do is:

* FILL OUT THE ORDER FORM - with what you would like.

* COMPLETE PERSONAL DETAILS — Fill out your name and address in the space provided at the
bottom of the form.

» PLACE ORDER IN THE POST - Send your crder to:
Games Workshop Mail Order, P.O. Box 576 Ingleburn NSW 1890
...AND THAT'S [T!

‘Al

+ South-East Asian customers can call Hong Kong Mail Order on
(852) 2555 2799 or fax through your orders on (852} 2555 2063.

* Hong Kong Mail Order email : gwhk@hkabc.net

* For payments to Hong Kong Mail order we accept Visa & Mastercard,
* Post and Packing information: We will ship via Speedpost to all South-
East Asian accounts within 1-3 days. Postage charges are the actual
postage charge incurred by us:

» Hong Kong Mail Order is open Monday - Friday from

9am - 6pm (local time).

+To calculate prices in $HK, just multiply the SAUS amount by 5

9 61




SALAMANDERS
XK1 SPACE MARINE SQUAD

boxed set Boxed set contains 10 multi-part plastic Space Marine models with
NZ§44.95 metal accessorles. Designed by Jes Goodwin.

- L ARMACEDNNN )

SALAMANDERS ARMY DEAL

In this Salamanders army deal you receive a Space
Marine Command Squad, 2 Salamnder Space Marine
Tactical Squads, a Space Marine Devastator Squad,
a Rhine and a Land Raider for only $250!
That's a saving of $40.00!

5. ‘GIVE US A CALL
FOR/INFORMATION

ON OUR SPACE

MARINE CHAPTER

AnRE— TR .o . —npnn A

~ CODEX =i BN

CODEX
ARMAGEDDON

Codex Armageddon outlines the
background to the campaign, the major
players on both sldes. This new Codex
also includes four new army lists:

» Ork Speed Freaks - dangerous velocity

addicted greenskins.

* The Salamanders Space Marine Chapter.

« The Black Templars Space Marine

Chapter.

+The Armageddon Steel Legion - a { J
mechanised Imperial Guard regiment. 1

Codex Arinageddon s not a stand alene Codex. "

Yﬂhwaél ne;dFa ct:&y of on;!:é Orks fo mléa '(Ilsa >

of the Speed Freaks army lists, a copy of Cadex .
Space IXarines to mamse of either "hu $1 1 195
Salamanders or Black Tomplars army lists and a “ o
copy of Codex Imperial Guard to make use of the st" 3‘1:55
Armagedden Stee!l Legion. wiiniL, Coaee

—— T EOUER

| SPACE MARINES/~

CODEX SPACE
MARINES

The Space Marines are
mankind’s most awesome
warriors. This 48 page Codex
details everything you need to
know to ficld a Space Marine
army.

12 $19.95

ok T Nzs2295

Codex

CODEX ORKS

WAAAGH! Da Orks are the most
brutal and successful race in the
WH40K universe. This

48 page Codex contains unique
troops, vehicles and wargear,
allowing you to sweep away your
enemies in a deadly, green tide!

NZ$22.95

Codex

= T EOREK e
sunyRiAl EITARD

IMPERIAL GUARD

The imperial Guard is the largest
and most diverse fighting force
in the galaxy, fighting across a
hundred warzones upon ten
thousand planets.

This 48 page Codex details

everything you need to know to
field an Imperial Guard army.

““% NZ$22.95

;‘.‘ T
~ v"‘.'il g Codex

IAIL ORDER Trollz@games-workshop® - At |
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S $125

NZ$145
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'ADVANCE

14

ilf you thought that little ot was ali we've got lined up for Codex Armageddon, then you'd better get ready for the second wave of
reinforcements. Take a look at this Black Templars army deal and the Land Raider Crusader. To take advantage of the Advance Order service

i:*- %imply call the Mail Order hotline! !

BLACK TEMPLARS CRUSADE ADVANCE ORDER |

« If you Advance Order this Black Templar Crusade for $245 you will receive a Space Marine Command Squad,
2 Black Templar Space Marine Tactical Squads, 1Space Marine Assault Squad and a Land Raider Crusader,
PLUS if you are one of the first 15 people to order you will receive the Limited Edition Emperor's Champion
model. Any orders after that will receive one of our Special Edition Space Marine Captains.

Designed by Jes Goodwin & Tim Adcock

' #ASY. . LAND RAIDER CRUSADER
= s '-('

AR Ty s o _ [ )
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NEW

Jﬁ‘r*._

COMMISSAR
YARRICK

Deslgned by Brian Nelson

$49 95 =
e Anmesnnou STEEL LEGION .

Boxed set contains 10 Armageddon Steel Legion minlatures.
Designad by Micheal Perry & Alan Perry.

NZ$19.95

each

Buy any 3 Imperial Guard vehicles and receive the cheapest for half price.
This offer is only available until 31st August 2000.

LEMAN RUSS
DEMOLISHER

$69.95

boxed set
NZ$74.95
—

IMPERIAL
CHIMERA

$54,95

boxed set
NZ§59.95

Y R TEY B b Y
ARMAGEDDON STEEL LEGION DEALS
| J V] N\ 4000 RiBaD 4 N
T i e T e e ™ g o W T e O e 1T el e e i W e R
ARMAGEDDON STEEL LEGION
MECHANISED INFANTRY DEAL ARMAGEDDON STEEL LEGION ARMAGEDDON STEEL LEGION
* For $190 you receive 2 Armageddon COMMAND SQUAD DEAL HEAVY WEAPON SQUAD DEAL
Steel Legion boxed sets and For $105 you can Advance Order this For $100 you can Advance Order
2 Imperial Chimeras. Armageddon Steel Legion Command this Armageddon Steel Legion
Squad which consists of 1 Armageddon Heavy Weapon Squad which
Steel Legion Commissar, 1 consists of 3 Armageddon Steel
Armageddon Steel Legion Lieutenant, 1 Legion Heavy Weapons of your
Armageddon Steel Legion Sergeant & choice (choose from Heavy Bolters,
Assault weapon,1 Armageddon Steel Lascannons, Missile Launchers)
Legion Heavy Weapon of your choice and 1 Imperial Chimera.

and 1 Imperial Chimera.

\IL ORDER Trollz@games-workshop.com.au MAIL ORDER Trollz¢1




611 |L ORDER T (02) 9829 6111 MAIL ORDER T (02) 9829 611

ORK WARLORD
GHAZGHKULL THRAKA
$29,95 Designed by Brian Nelson
boxed set 7 22
ﬁ ;

ORK WARBOSS
WITH ATTACK SQUIG

i K h"_.--"/-. o 5 Desi ‘Brian Nelson e
SrER e i 'y STORMBOY NOB

=8, 3 Designed by Brian Nelson

ORK SPEED FREEKS

Buy any 3 Ork vehicles and receive the cheapest for half price.-
This offer is only available until 31st August 2000.

ORK WARTRUKK

Deslgned by Norman Swales & Alan Perry

a5 ORK WARBUGGY $34.95

Desligned by
Norman Swales boxed set

& Alan Perry

NZ§39.95

$34.95

boxed set
NZ$38.95

ORK = P $39.95

ORK s - boxed set
17.95 WARBIKE Ds“%ggCHER - : NZ§44.95
s Designed by / DeSigne DY s, N =
hu:edlset 2'72','.":2”3,,"’ fes & gﬁ:nm:.

NZ§19.95

DETHKOPTA (52 A
ter e ORK WARTRAK

Designed by
Norman Swales
& Alan Perry

\$24.95§ (&> Wy 05

NZ$29.95 - OF N R
— : - R NZ§39.95
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CODEX
CRAFTWORLD ELDAR

The Craftworld Eldar ail have specialised
forces unique to their own craftworld. the Biel-
Tan Swordwind army, Saim-Hanh Wild Riders
and the Ghost Warriors of fyanden are just
some of the forces covered in this book, along
with special rules and the background of the
Craftworid Eidar.

Codex Craftworld Eldar is not a stand alone
Codex. You will need a copy of Codex Eldar to
make full use of the craftworld army lists.

SWOOPING HAWKS ?,13 59955

“f'._ $1 1 |95 .-’f_=' Conr Designed by Mike McVey for z'
NZ$13.95 YAR B

Codex

CODEX ELDAR

The Eldar warrior is deadly In battle,
. utilising advanced weaponry and
. mysterlous wargear. This 48 page
Codex details everything you need
to know to field an army of these
proud warriors,

NZ$22.95

b

$13.95 FIRE DRAGONS

Designed by Juan Diaz

NZ$15,95
NZ§16.95,

ELDAR
FARSEER

Designed by
Mike McVey

ELDAR EXARCHS

Designed by Gary Morley, Juan Diaz, Mike McVey & Chrls Fitzpatrick

$11.95
NZ$13.95

each

HOWLING BANSHEE EXARCH DARK REAPER EXARCH STRIKING SCORPION EXARCH

DIRE AVENGERS

$3 4 9 5 Boxed set contalns 8 multi-part plastic & metal Dire igned by Jes & Mike McVey “‘“
| ]

boxed set
NZ$39.95

'|IAIL ORDER
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Army dealstare a great and
easy way.of ordeﬁng
miniatures from Mail Ofder
Whethef you're starting from ¥

. scratch or extending an
existing force; the army
deals are a handy way of
buying your force in bite-

" size chunks. What's mote, because we reward

you with extra models, Army Deals r1present

great value for money { ;
) 3

Trollzame e

Thls 1 ,000 point Iyanden Ghost Warrlor“ el
army deal contams L :

. Farseer
: » 1 Warlock

IL ORDER T (02) 9829 6111 MAIL ORDER T (02) 9829 611

$39.95
NZ$44.95
$17.95
e Nz$19.95

‘. 745 TS

* 10 Wraithguard

" 16 Guardians _
e v W Support weapon plattorms
L Heavy weapon platform

Al this for 5275 and which means you rece:'ve
IR 'maWarlock & the G&arqlans for FREE!

p.C
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This is your Mail Order form. Now that you've seen all the models and new releases in,
this issue, we know that you can’'t wait to get your hands on them. All you have to do
is fill out this form, stick it in an envelope with your payment and post it to:

GAMES WORKSHOP MAIL ORDER
PO Box 576 Ingleburn NSW 1890 AUSTRALIA

DESCRIPTION PUBLICATION/PAGE

LOGAN GRIMNAR | WRITE OWARF 247
SPACE WOLVES BATTL] WHITE OWARF 247

SUBTOTAL -

Please start my WHITE DWARF POSTAGE & PACKING
subscription with iSSUE NUMDET: ............ [EEveprem———

Use this form to mail order Games Workshop products and Citadel Miniatures from DISPATCH & DELIVERY

this or any recent issue of White Dwarf. When you have totalled up your order, So that you get your games and miniatures as quickly as possible we always

please don’t forget to add the postage and packing charge. PLEASE PRINT IN dis . . >
patch your order via our express delivery service. All orders placed before noon
BLOCK CAPITALS AND USE A BLACK PEN. are dispatched on the same day.

METHODS OF PAYMENT POSTAGE & PACKING

You can pay by cheque or money order made payable to Games Workshop Lid. Within Australia: Add $5.00 for Standard delivery (3-7 days, in Australia)
Altematively, we take Mastercard, Visa, and Bankcard. If you wish to pay by credit $10.00 for Deluxe delivery (1-3 days, in Australia)
card, please fill in the relevant details on the form overleaf. If you have a credit Overseas: Add 40% of the order value. If you pay by credit card, postage &

card, you can place an immediate order by phoning our Mail Order Hotlines — but packing will be charged at cost if less than this (minimum P&P $10.00)
make sure you have your card with you when you phone.

N I N - ADDRESS:

COUNTRY: ................ B, — Postcode:
Method of Payment: Cheque (]  Money Order ]  Mastercard (]} Visa[]  Bankcard ]

ewrane: (] QL0 LJLILILI LILILILI

Card expiry date: ..........cccccceenennenenne. Cardholder Name: ...........coooooiiiiiiiiiieicc et e

SIGNALUIE: ...t ene e

Please feel free to photocopy this form.

YAIL ORDER 7 (02) 9829 6111 MAIL ORDER 7 (02) 9829 6111
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Buy a ONE Jear swhicription to White pwarf W
(that $ 12 issues) for only $120 and yow /.
receive your choie of any box set to the

value of $22.95 FREE!

Overseas (one year): Only $140

TW YEAR IMB!(RIPTION

Buy a TWO Jear subscription to White \ |
Pwarf (24 isswes) for just $230 plus we'll

Send you yowr choice of any box set to the

valwe of $59.95 FREE!

Overseas (éwo year): Only 3270
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makes Sense!
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they can play their favourite games. At

your commitment to the hobby and

ULES OF ENGAGEMENT VEkiShor

he dedicated hobbyist spends hours your receive from store purchases) for
of their time painting and collecting purchases over Aus$25 onto a Skulz collector’s card and

claim special gifts. All the gifts are shown here in this

armies of Citadel Miniatures so that Skulz Catalogue.

This is how it works. Every time you spend Aus$25 we'll
give you one Skulz token, if you spend aus$50 we’ll give
you two and so on. Once you have ten Skulz you can

. feel that you should be given the send them in and choose a free gift from the ‘10 Skulz’

i X ;

i ay Opportunity to category. However, you can continue to collect and

- & S fake part in this choose from the extra special gifts by collecting 25 Skulz.
‘\: b

. Games Workshop, we appreciate

< ; it doesn’t stop there though, claim some awesome gifts
5 offer for being a by collecting 50 Skulz! Please bear in mind that all the

- loyal customer. gifts are subject to availability. In the event that a gift is

' e Skulz is the great new offer for unavailable we ask that you make a second choice.
- ‘- Games Workshop Store and Should your second choice also be unavailable Mail

# Mail Order Order shall contact you to arrange a replacement.

customers. Simply stick the  pg, The Emperor has chosen to help you on your
' special Skulz tokens we arduous journey, with freebie Skulz tokens along the way!

send you (or the tokens
The Skulz offer is open until October 31st 2000.

This awesome Space Marine miniature was ‘ This Skulz offer is open to residents of Australia,

‘Specially commissioned for the Skulz promotion and New Zealand and South East Asia.
Is only available to customers who collect 10 Skulz!

TERMS & CONDITIONS 2%

The SKULZ promotion is operated by the Games Workshop Oz Pty. Ltd. based at 23 Liverpool Street Ingleburn NSW 2565 Australia.

A SKULZ token will be awarded for each aus$25 spent (but not for any lesser amount or any part of Aus$25) on any single purchase transaction
made through Games Workshop’s Stores or Mail Order. SKULZ will only be awarded at the time that purchases are made {and not at any other
time) and will not be awarded on purchases made from outside Australia, New Zealand and South East Asia.

SKULZ may only be redeemed against products listed in special SKULZ Catalogues. All products in special SKULZ Flyers are subject to
availability and Games Workshop reserves the right to substitute or remove products where necessary.

SKULZ may only be redeemed by sending the SKULZ attached to a collectors card by post, marked SKULZ PROMOTION to Games
Workshop Mail Order (see 1 above for the address) and may not be redeemed through Games Workshop stores.

The current SKULZ offer will end on the 31st October 2000 and so all redemption orders must be received by Games Workshop Mail Order on
or before that date.

SKULZ can not be used in conjunction with any other voucher or offer. Games Workshop cannot accept responsibility for lost, stolen or
damaged SKULZ or SKULZ collectors cards. Proof of posting will not be accepted as proof of delivery. Products will be delivered, subject to
availability, within 28 days after receipt by Games Workshop Mail Order of valid redemption applications. .

Only authentic SKULZ and SKULZ collectors cards legitimately obtained via Games Workshop Mail Qrder purchases will be accepted. Altered,
damaged or photocopied SKULZ and SKULZ collectors cards will not be accepted and will be invalid. If a product is unavailable or is obtained
with SKULZ and is faulty and returned, where necessary the relevant SKULZ will be re-credited No cash refunds will be given.

Games Workshop reserves the right to change or amend the terms and conditions of the SKULZ promotion. If you are not certain that you have
the latest terms and conditions, they can be obtained from Games Workshop at the above address. These terms and conditions shall be
governed by Australian law.

In case of dispute, the decision of Games Workshop shall be final and binding.
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1; Imperial Rip Wallet 3: 2000 Annual 5: Games Workshop Poster 7: Special Edition Space Marine
Finished in a tough nylon fabric, this Literally hundreds of pages contain- Choose from: a) Imperial Battleship; This awesome Space Marine
wallet holds money, coins and plastic  ing every miniature in this year’s b) Eldar Exarch; ¢) Ork warriors; Standard bearer is only available to
cards. Citadel Miniature range. d) Black Templars. Skulz customers!

2: Games Workshop Mug 4: Codex Assassins 6: Bolt Pisto! Key Fob 8: Imperial Eagle Badge
Choose from: Rules and background for four of the  The standard side-arm of the Space Adorn your jacket with this univerally
a) Gablin Fanatic b).Warhammer most deadly of Imperial Agents. Marines as a handy Key Fob. recognized symbol of the Imperium.
40K; ¢) Warhammer;

25 SKULZ 50 SKULZ

o Please cut along the dotted line » Please cut along the dotted line » Please cut along ihe dotted line » Please cut along the datted line = Please

u 25  ONLY A FEW ART BOOKS AVAILABLE!

1: John Blanche Arthook
64 pages of John

Blanche’s evocative h
40K artwork " p _Ore bust designed by Simon Egan.

limited availability). ) O W Miniature supplied unpainted,
'(Skulz T-shirt ) w ¥ ' k v 50 base not included.

100% Cott ] :
T-shi:‘:(\:/;]itr? " 1: Limited Edition Art Prints

Special Skulz " Only a few of each design each hand

design. . numbered. Also signed by the artist!
- Belt Buckle (Choose one print)

Pewter, Imperial ONLY A FEW OF EACH 2: Forgeworld Orc bust

Eagle belt buckle DESIGN AVAILABLE!! Finished in the finest resin, this Orc

(belt not included). bust stands over 100mm tall!

lease cul along the doited line * Please cut along the datted line
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« Imperial Rip wallet

*» Games Workshop mug, choose one of the following:
a) Goblin Fanatic: b) Warhammer 40K; ¢) Warhammer

0 Citadel Miniatures Annual
* Codex Assassins
* Posters, choose one of the following:
a) Eldar Exarch by Geoff Taylor
b) Ork Warrniors by David Galtagher
c) Black Templars (40K cover) by John Blanche
d) Battlefleet Gothic by John Blanche
* Bolt pistol key ring
» Special Edition Space Marine standard bearer
Imperial Eagle badge

John Blanche - Art book (very limited)
Skulz T-shirt
Imperial Eagle belt buckle

» Signed, art prints, choose either (very limited).
a) Catachan Jungle Fighters by Karl Kopinski
b) Mordheim Griffin Gate by Alex Boyd

 Forgeworld Orc bust

10 Skulz

10 Skulz
10 Skulz
10 Skulz
10 Skulz

10 Skulz
10 Skulz
10 Skulz

25 Skuiz
25 Skulz
25 Skulz

50 Skulz

50 Skulz

FIND US ON THE WEB

www.games-workshop.com.au

vaiis, MAIL ORDER ENQUIRIES: (02) 9829 6111

Item requested:

Replacement item

{If your first item is not av.
To claim your gift send your Collector’s Card to:
SKULZ Promotion

Games Workshop Mail Order,
PO Box 576 Ingleburn NSW 2565 Australia

Games Workshop may use the above information to make offers (both from Games
Workshop Group and its subsidiary companies) which we feel may be of value to you.
[ Tick here if you do not wish to receive news of further offers from Games Workshop.

, we will send you the replacement item you requested above)

Tetme and condiions can be found on the SKULZ Catalogus The SKULZ
promotion s operated by the Games Waorkshop Mail Order based at 23 Liverpoot Streat
inglebiin NSW 2565 Aushaha and 18 currantly wily avatlable o customers hving w
Aushalia, MNew Zeatand and South East Asia SKULZ may only be redesiaed by
sanding the SKULE attached 1o a Colfectors Card by post to Games Workshop Mait
et (see ahove tof the address) ang may niat be 1edeemed thiough Gamas Worksinn
siores. Games Workshop 18 a tegistered trademark of Games Workshop Ltd €, 2000 Alt
rights. 1eserved

COLLECTOR’S CARD
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'l‘HE THIRD WAR FOR ARMAGEDDON
CONTINUES NEXT ISSUE!

_ p L ON:;;
Plus we reveal the future of Warhammetr...

The 3rd War fer

ARMAGEDD




