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~::;~~' ~:;;~~~~\~~~:~~:~i: :ibodY, ~ i mortal flesh and 
spirit. I I began to go numb and he 
re~ his mind ready itself for the journey 10 
the world aline gods. He looked vaguely up 
lnla the yeUow sky, his gaze attracted 
by movement 

Ii on Araga, 
the gaze i red eyes. With 

II for its size, the star-beasl 
up the slope, its forelimbs ripping 

sarth 10 increase its speed. 

himself transfixed, unable to 
He realized this must be 
t from beyond the Void 

had warned his 
from beyond the 

come for his soul. 

~~~~l~:.;,~;to:~W:1aroE 5 him, Araga 1 the back of his 
hear a rumbling 

l~:~~:~~!~H;..~w~a;inted to look but I from the 

i 
arrived to save him! 

THE NATIVE JUST keeps on staring 
dumbly at us as we open fire again. I guess 
It aln', that surprising, consklering that to 
Ihese guys a simple mono-edged knife is a 
creation of the gods. Dumb locals. If they 
weren't so stupid they'd be able to fend for 
themselves and we WOUldn't be here risking 
our necks to protect them. My attention's 
distracted away from him when the Uctor 
gets to its feet again and the Chimeras 
have to fire another volley Into the creature. 
larder the rest of the platoon to take up 
firing positions, keeping up a steady stream 
of las bolts as we advance. The Uctor then 
leaps at Franx's squad, but even as It races 
towards them , hissing like some damned 
OViran cobra, they tear it apart with their 
lasguns and heavy bolter. It kind of 
collapses in on itself, those huge killing 
claws folding over its body. 

I walk up to make sure It's truly dead. You 
can never tell with these fragging Tyranids. 
Some of them have gal powers of 
regeneration you wouldn't believe. Its dark 
blood Is spattered all over the thin grass, 
and it certainly looks like a corpse. To make 
sure, I level my lasplstol at Its head and fire 
six shots, 

' Okay, Last Chancersl" I call to my platoon. 
"Mount up and move oull" 

Some of them begin to walk back to the 
Chimera transports, but Franx, Letts and 
some others walk over to where I'm 
standing. Ifs Letts who speaks firsL 

"We've been thinking, Kage. We've got the 
perlect opportunity here. I mean, we'va got 
a great chance to get the hell out of this 
fragging outfit, once and tor all." 

I look at them, not knowing what they mean, 
"What've you got in mind?' 
"Well,' Franx says, ' U's two leagues 10 the 
Jungles, The Colonel would never lind us in 
there, and there's plenty of food to forage, 
shelter, everything we need to surviVe. We 
just have to turn the Chimeras south and 
we're free men again. ' 

His eyes are intense now beneath his thick 
curls of hair, and he takes another 
step forward. 

"Think of ill" he continues, "No more last 
Chancersl No more fragging suicide 
missions for the Colonel. No more spending 
every minute wondering which of a 
thousand kinds of hell we're going to end up 
In next. Free men, Lieutenant, Iree menr" 

I can hardly believe It. ('ve been fighting 
with Franx for a year, and Letts has been 
with the Xliith Penal Legion for twice as 
long. Like me, like all the last Chancers, 
they were thrown out of their regular units 
for breaking the Imperial Guard's rules in a 
big 10 serve the rest of their lives In a 

. We've walked across a dozen 

'What kind of fraggln ' scheme Is that?' I 
snap, and their jaws drop, Franx starts 
getting angry, and I can see the blood 
rushing to his lace. He's gonna start trouble 
If I don't do something right now. 
'Look, boys: I say, trying to calm them 
down, "you haven't thought this through, 
really, There's a Tyranid hive ship up there, 
full of specially evolved killing machines, ali 
hungering to eat you up as soon as look at 
you, The only reason the sky Isn't full of 
mycellc spores yet is 'cause we've 
managed to pick all the Lictors belore they 
found Defiverance, so they ain't sure where 
to commit their forces. But it's just a slalling 
action, 'cause we can't get them all, no way 
- and even If we could, as soon es they find 
out there's more Impenal transports on the 
way, they'll send every bio-engineered little 
fragger they've got onto the planet. So the 
way I see it, you've got two choices. There's 
your plan, which means hanging around In 
the open. I know it's jungle but they'll stili 
find you when they come down, and then 
what klncl of chance are you gonna have? 
Or, you can come back with me 10 
Deliverance, Where there 's a big wall 10 hide 
behind, three hundred more last Chancers, 
the Battle Sisters and two thousand natives 
to help us fight. Your choice, but if you ain'l 
going my way I'm goona have to Insist you 
go on loot, The Colonel would skin me If I 
let you take the Chimeras. It's only midday, 
so you've got eight hours walking to 
sundown, plenty of time for you to hole up 
and wait lor the damn Tyranids 10 come." 

I see realization dawning on their faces like 
the sun breaking out lrom behind a cloud, I 
thought I'd taught them better than this, but 
It just goes to show that some people never 
leam anything unless they get taught the 
hard way. Unfonunately, when you're In the 
last Chancers, most people who leam the 
hard way are lood for the worms. 

They don't say anything, they just turn 
around and start walking back to the 
Chimeras. I take one last look at the Lictor, 
Just to be sale. It's strange, 'cause any other 
type of cadaver would be crawling with 
flesh-ants on this damn planet by now, and 
there'd be a flock of carrion birds circling 
overhead. But there's nothing; not even the 
bugs will touch a Tyranid, Frag. of all the 
things in this galaxy, those lraggers make 
my skin crawl the most. 

SO WE FINISH the flresweep, end I'm back 
in Deliverance, debriefing with the Colonel 
In the central keep, I can see the rest of the 
missionary stallon out of the window, the 
mid-afternoon sun blazing down fiercely. It's 
not big, little more than a large village really, 
half a mile across, with a large central 
compound, some scattered buildings and, of 
course, this ~eep which doubles as an 
Ecclesiarchy shrine, I can see the men 
walking sentry on the curtain wall and even 
al th!s diStance I reckon I can feel 
their Iension. 

I 



"As I was saying," the Colonel CQntinues 
pointedly, "We've had contact with the relief 
force, They are no more than two days 
away. II we can hold for just forty-eight 
hours, there will be two whole regiments of 
Imperial Guard. The wall should be fairly 
straightforward to delend. It is eighteen feet 
high, so we Just have to worry about their 
Hormagaunts and Lictors leaping straight up 
~; the others Wit can pick off as they climb 
up the walls, That leaves only the gate, but 
that Is flanked by two towers with emplaced 
autocannons, and we can park a Chimera 
behind the gates themselves to make them 
harder to lorce, Any Questions?" 

Kronin clears his throat nervousty and wipes 
a hand through the thin hair plastered 
across his scalp. He's a skinny man, kind of 
jittery in my experience. Emperor alone 
knows how he had the guts to have his 
squad incinerate an Imperial temple after 
stealing the artifacts Inside. Even more of 
surprise is that the Ecclesiarchy didn't 
demand his head on a pole and his entrails 
dectlrating the roadway, 

'What about Gargoyles. sir?" Kronin asks. 

"No problem," the Colonel assures us. He's 
ice cold, as usual. as calm as if we weren't 
going to be fighting for our damned lives in 
a few days, perhaps even in the next few 
hours. As always, he's wearing his full dress 
uniform, clean shaven like he was fresh out 
olltle barrecks. He's a big man, physically I 
mean. but there's more to him than that 
Those cold blue eyes and his own force of 
will make him seem twice as tall as anyone 
around. I wouldn't call it charisma, 'cause 
he's an uncommunicative and surly man. 
He Just has this sheer presence that fills the 
room, "We have two Hydras and this keep 
has four point-defense emplacements. If 
anything tries flying over the walls, we have 
the firepower to gun them down, In any 
case, Kage and his platoon are acting as 
mobiie reserve behind the walls. If the 
Tyranlds gel a breakthrough at the walls or 
gates, or we get some unexpected visitors 
dropping down, he'll move in and bolster the 
defense. Anything else?" 

I glance out ollhe window again and see 
the sunlight glittering off highly polished 
armor, which makes me think 
of something, 

"The Sisters, What's the deal there?" I ask, 
already knowing the answer. 

"The Adepta Sororitas are under Mlnistorum 
authority, so we have no direct control over 
their actions. I have spoken to 
the Sister Superior in 
charge and outlined 
our plan. I am 
sure they 

I our 
gatehouse. That is where the fl~';Ii;~ -,"" 'be 
fiercest. If you need to see me. 
where you will find me." 

No surprise there. then. The Colonel is 
alWays In the roughest of the lighting, and 
he always walks out, too, Emperor alone 
knows what makes him do it. We're here 
because we did wrong and got caught. But 
him? What did he do wrong? I mean, what 
kind of man would choose to lead an 
Imperial Guard Penal Legion? What kind of 
mind do you need to walk into so many 
situations where you must be blessed by 
the Emperor to ever take another breath 
again, and then march straight out and Into 
the next one? He must be mad, I mean 
seriously Insane. They say he spends his 
time on board ship practicing ways to kill 
himse~ In the event that he's wounded. I 
take it back about the Tyranids. There are 
some things which are a hell of a tot more 
scary, because they're in human form, 
That's what they say he is, a devil In human 
form, and when he's ready for a fight like 
now, and you look Into his eyes like I'm 
doing now, you can believe It. 

IT'S ABOUT NOON the day after and the 
Tyranids have found us. Maybe a Lictor 
slipped through the net, which wouldn't be 
surprising considering thaI for big brutes 
they can be really sneaky, They can sniff 
you out ten miles downwind. and they're 
covered In scales which shift colour so that 
you can't see them. Or maybe the 'Nids just 
got fed up with waiting and decided to come 
and get us, wherever we are. 

I stood on the wall last night and watched 
the spores dropping down. Scary sight. 
believe me. It was like ten meteor storms all 
at once, these falling stars coming down, 
wave after wave of them. There's an old 
saying. if you see a shooling star you can 
offer a prayer to the Emperor and he'lI grant 
It. Well, with all of those flaming stars that's 
one hell of a lot of prayers 10 be delivered 
on. but I decided to use them all in one go, 
for one big. huge prayer to the Emperor. Do 
you want to know what I prayed for? I 
prayed that lhose shooting stars would stop 
coming down. But they didn't, so I guess a 
murderer like me hasn't got the right to pray 
to the Emperor anymore, which Is why I'm 
here fighting now, serving Him In the only 
way I know. 

Frag, being here. in this missionary station 
with all these Ecclesiarchy types, it must be 

out lor ourselves, ' 
out for those who can't 

Just like we're 
here to defend the tribespeopie from the 
Tyranids, 'cause all they've got are c~ 
knives and spears and brave warriOr hearts, 
which Is all well and good if you're fighting 
amongst yourselves, but against the 
Tyranids is going to be about as effective as 
trying to stop a Saber shell from blowing 

you've 
stood there for 
an hour and 
watct1ed your doom 
come down out of the 

away by holding up 
your hands. But 

I guess, 

stars in a constant flow, 
It'd be nice to know that 
if this is the time when it 
goes wrong and you end 
up with your guts torn out 
on a Uctor's flesh hooks, 
or some Hormagaunt stabs 
those dagger-talons through 
your chest, it ain't really the 
end, that there's someone 
waiting lor you and it wasn't 
an a waste of time, 

I know I've got to ditch 
these morbid thoughts. Got 
to stay sharp, otherwise 
this Is gonna be my final 
trip with the Last Chancers. 
It's hard though, so hard, 
'cause I was Ihere on lct1ar 
IV. I saw what they can do 
to a world, how they fight. 
There were six thousand 
Last Chancers back then. 
Less than five hundred of 
us made it out. The 
regular troops, I hear, lost 
over a million men 
defending Ichar IV, There 
were Titans there, and 
Space Marines too, if the 
rumors are true, and 
even those Eldar turned 
up. I heard 
someone say 
once. All 
those guns, all 
those men and 
we only just won 
the fight. I've seen 



so much 
blood and 

guts spilled In 
my life I don't 

have nightmares 
any more, but if 

there's one thing that 
would give me 

nightmares, it's Tyranids. 
They're just so different to us. 

Even Ol1ls fight for terrltory and 
conquest, but the Tyranids, they 

just consume everything, like they're 
here to wipe out every single living 

thing in the entire galaxy, and they'll 
ever stop until that's done. 

, .. " -~;:: ' ·1 was stood up on the wall 
-;,ih.f''''''"g wind - you'd 

be so hot 

~ro,~~'~. gatehoUse, just 
trice I would. The men are 
three ranks deep on the walls on the south 
side, while the Battle Sisters are holding the 
west wall. There's about he" as many of the 
Sororilas 85 there ars Last Chancers, but 
they seem to be holding Oul better than we 
are. Then again, give me a bolt gun and 
power armor and I'd show you just how 
mean and nasty a Last Chancer can get. 

It's about a quarter of an hour since the 
attack begun when the Tyranids get their 
first breakthrough. I'm watching the eastern 
end of the south wall when I see a horde of 
Termagants running around, and I realize 
there 's nobody else up tt1at end anymore. 

"OKay, last Chancersl Time to dlel" I bellow 
as usual, and then we're running across the 
killing ground towards the wall. fast as we 
can. The gunners In the Chimeras lake ttm 
hint, and suddenly there 's a fusi llade of 
heavy bolter fire and multilaser shots 
directed at the Termagants, Thirty heart­
pounding seconds later and we 're leaping 
up the steps, snapping off shots with our 
lasguns as we close in. The supporting lire 
from the Chimeras stops as we reach Ihe 
top, and suddenly I'm surrounded by 
the creatures. 

I see ana of them levelling its living gun at 
me and just manage to take it down before 
it can fire. All of a sudden, they charge at 
us, and I rip my chainsword from my bell 
and gat the blades whirling. while the others 
make ready with their bayonets. The 

;",~~,;,,,~-, Termagants are biting and clawing at 
~ I Ii and everything in their path, and I'd swear they 

were mindless if it wasn't for the 
already, it's coordinated lashion of their attack. As they 

my body that's sweep around me I feel like I'm going to get 
catch up with washed away in the wave, and panic hits 

plan. Which is why me, bile rising out of my stomach as I see 
I'm standing there hoping those fanged, nightmarish faces all around 

there really is an Emperor, me. One of the Termagants leaps at me, its 
that he listens to our prayers 

comes to our aid. But I can't count on four upper limbs drawn back ready to 
attack, but I bring the chainsword round and 

I Is why I'm here now as the sun 
• ~,,!:,,g towards the jungles, ready to the blades crash through its carapace, 
-;, never had to fight belore. sending thick, alien blood spattering across 

do anything I can , because death my face. It tastes foul and I'm almost sick 

It':~:~~':;:~: with the stench of it. I put a shot through the those plains right now. bulbous head 01 another one and then 

something hits me hard In the back. This 
low on the horizon and thing Is latched onto me, and I can" get at 
that direction to blind us. it. I feel its claws scrabbling at my flak 
right about the Gargoyles, jackel, hear the material tearing away, and 

more than a match. its hot breath is on my neck, a long pointed 
01 them came flying In, tongue slithering over my neck. Its jaws 
the fort. The guns opened latch onto my shoulder and I try to angle my 

~ ""m',",~ _'the . Some lasplstol round lor a shot. desperately trying 
and then the to rip this beast off 01 me, 'cause I don't 

!~~~~;~~?~~j~~'~:'~PIOSive shells want to be killed by some damned . That Termagant. I'm not going to go like this, not 
and like this. 
you like 

to clear up the Belore It gets the ki lling blow In, Truko is 
rest 01 \he swarm there, one of Franx's squad, his bayonet 

to tell what's going skewering the Termagant. and lleel it let go 
are In reselYe, a and drop to the Noor. There's no time to 

::~~~~~:~~~'~W!;'~"t- ~,~ .. ,~'h~'~n:k him, though, as he thrown to the hart his face by II vicious 

~I-~; ,,,~ I 

We push them back, Inch by bloody inch, to 
the edge of the wall. I see Franx pick one of 
\t\em up aM hurt 1\ OOd.il~ o'tel tt\e palapet, 
Its limbs and tail still flailing around even as 
it plummets down. I look over the edge of 
the wall , and I see how they managed to 
get up. A pile of their bodies stretches two­
thirds 01 the way up the wall, almost ten leet 
high, body upon body upon body, creating a 
ramp of corpses for the others to run up. 

"Grenadesl Blow those bodies away from 
the walll" I shout, even as I dodge aside to 
avoid a barbed tail lashing towards my 
throat. My chalnsword bites again, making 
an ear-piercing screech as 1\ shrieks 
through chitinous plates, The others heard 
me, though, and they're tossing frag 
grenades over the parapet, trying to 
dislodge the fleshy pile. I see Marshall 
standing atop the wall , gripping his lasrifle 
by the barrel and swinging it from side 10 
side like a club, battering away at the brood 
as It scuttles up towards us. The grenades 
blossom, sending bits of tom flesh flying, 
and something gives. The pile 01 bodies 
slides outwards along the walls, failing to 
the ground leaving smears 01 blood along 
the rockcrste. 

Then the Termagants are lal ling back, away 
from the wall. But things aren't over yet, 
there 's something else coming towards us, 
coming at us real last. With long Ilea-like 
leaps and bounds the Hormagaunts speed 
in, almosl flying over the litter of corpses 
leading up to the wall. We're trying to shoot 
as many of them as possible as they close 
In, but there's still twenty, maybe thirty 01 
them when they get 10 the base of the wall. 
They stop there lor half a heartbeat, 
bunching those powerful leg muscles and 
then they spring up, clearing the wall by a 
good two or three feet , those four deadly 
dagger·talons jabbing out. One of them 
punches its claw into Marshall 's shoulder 
and he grabs Its arm in one hand, holding it 
close. He wraps his other arm around the 
throat 01 another as it tries to push past, 
and then throws himself off the wall , tak ing 
them both with him. A serrated claw sweeps 
up towards my groin, but I manage to get 
there with the chainsword, lopping off the 
limb, my laspistol scoring a hit through one 
01 its glassy red eyes. The rest of the fight 
just blurs into a wakJng nightmare of 
hacking and slashing and stabbing, kicking 
and shooting, punching and screaming, 
bestial faces and hot breath, flailing talons 
and ripping claws, blood andlilth and guts 
slick across the walkway, a constant fight 
until your arms are leaden with fatigue and 
your brain can't process the information 
anymore, you're just lighting from Instinct 
and nothing else. 

TO stave off the assault and, 
fall back across the plain, a 

",d 
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walkway towards me, as 
ever. I've never seen him break Into a smile, 
not once. 

"Kagel Clear away the dead. I'm sending 
flamer teams to clear the front 01 the wal l." 
Then he's gone again, issuing orders, 
getting the wounded divided into those that 
can fight and those that need to be given 
the Emperor's grace. That's it, no thanks, 
no ........ ell done, Kage: you held the wall." 
Just more orders, mOfe worlo;, more fighting 
and dying to be done. I detail some of my 
men to start throwing the bodies over the 
parapet and see that the flamer teams are 
already at work, jets of fire turning the plies 
into pyres. I leave them to their dirty worlo; 
and seek out the Colonel. 

I find him outside the keep, talking to 
Nathaniel, the missionary In charge of the 
station. They seem to be arguing 
about something. 

"But these men need treating, you 
cannot make them fight again." 
Nathaniel's complaining. 

' If these men cannot fight, they are dead, 
missionary. We need every single man we 
can have for the walls," the Colonel replies 
In that low, grating voice of his. It's the first 
lima I've had a chance to get a proper look 
at him since the fight began. His uniform Is 
soaked In blood, alien and human, but none 
of It appears to be his. There's not a scratch 
on his skin, not a fragging scratch. My spine 
goes to ice and I try not to think about it. 

Nathaniel's still arguing, but the Colonel 
holds up his hand to stop him. 

"These men do not deserve your pity," he 
says, his eyes flashing lika sun on ice. 
"They are thieves, murderers, looters, 
rapists, Insubordinates and heretics. Every 
sin you can conceive ot has been 
committed by at least one man here. More 
than that, they are traitors. They once 
served as tree men In the great Imperial 
army. But they betrayed the trust placed In 
them by the Emperor and his servants, 
They have broken the proscriptlons 01 
Imperial Law and have profaned the 
Emperor's benevolence with their 
selfishness and I will, I must, punish them 
for it.' 

'Only the Emperor can judge our sins," 
argues Nathaniel. 

"And only In death can we receive the 
Emperor's judgement," the Colonel 
completes the catechism. Nathaniel takes a 
long look at him, then turns away. 

'Remember, Nathaniel.' the Colonel calls 
after him, "Serve the Emperor loday, for 
tomorrow you may be dead!" And then, just 
lor an instant, a tiny fraction 01 a second, 
there's a ghOst of a smile on Colonel 
Schaeffer's lips, a minuscule hint of 
satisfactjon, like he knows something the 
rest of the galaxy doesnl. 

•• " ""til ""h'"''1 want you and your 
platoon to stay near the gate. This first 
attack was just to test out our defenses, to 
count our guns. They know we were most 
hard-pressed around the gate, so they'll 
throw the bulk of their forces there next 
time. We must hold the gate at all costs, 
Kage, otherwise it's all over. Stay close to 
the gate, but wa~ for my signal. Do not, at 
any costs, allow yourself to get drawn away 
from the gale. Is thai clear7" 

"Perfectly, slrl" I reply, as 11 1 couldn't see the 
scenario for myseJr. This time we just faced 
Gargoyles, Termagants and Hormagaunts. 
They're all expendable troops. NelC! time, 
it'll be much worse. They'll come in with the 
Warriors, the Carnlfexes. and maybe even 
the big bug himself, the Hive Tyrant. 

"You have your orders then, Lieutenant. 
Snap to it, 1 want clear fi re for everyone In 
half an hour." Then he's off again, shouting 
for Green and Kronln. 

THE COLONEL WAS RIGHT, as I knew he 
would be. He's always so damned right. 
Nightfall comes sharply, the Tyrankls waiting 
us out for the moment. I help Kronin 's 
platoon rig up some searchlights scavenged 
from the Chimeras and get them set up on 
the wall . The constant hum of the portable 
generators fills the air, but listening won't do 
us any good, 'cause those Tyranids can 
move as silent as you like when they want 
to. That's one of the scariest things about 
them - the silence. No batllecries, no war 
chants, Just waves 01 them sweeping on 
towards you . When they're fighting, they 
hiss a lot, but I doubt if they've got any real 
language to speak of. They're just animals, 
bugs, but they're well organized lor all that. 
They' re ~ke the wasps I saw on Anlreldes. 
who seemed to know what each other were 
up 10. When one of them found you, Ihe rest 
would soon come buzzing In, just like the 
Lictors finding the prey lor the rest of 
the swarm. 

So I'm up on the wall checking everything is 
okay, when the searchlights blaze on et last. 
The stupid grunts start angling them far 
away from the wall , like they want to get the 
earliest warning possible, which I can 
understand. Problem Is, the light doesn't hit 
the ground before irs too weak to show 
anything. I grab the nearest one and point it 
further down, about seventy yards out. I 
catch a glimmer 01 movement and shout lor 
the others to train on that point. What I see 
makes my spine lingle with fear. A 
sensation. I might add, that I'm not all that 
familiar with , though far too familiar for my 
own liking. There's a big brood of 
Termagants out there, crawling through the 
grass on their bellies, sneaking really close. 
Behind them are crouched the Warriors, big 
beasts twice as lall as a man, their four 
upper limbs evolved Inlo a varle)y of deadly 
ranged and close combat weapons. They're 

. bony joints and chitinous 
the whrte glare of the 

I it off their eyes, 
back at me. 

1 
are I 

all know he's not realty human. 

"Marlo; your targets! Open firei" I bellow. I 
see them opening up, first wltf1 the mlssi!ei 
launchers and autocannons and then with 
volleys of lasgun fire as the 'Nids reaRze the 
game's up, and they rise up out of the grass 
and Charge towards us, a wava of multi­
limbed monstrosities intent on our 
destruction. I take one last look as they 
corne streaming over the plain, blossoms of 
fire exploding in their mist, showiJ1g up their 
snarling faces in brief glimpses of he!l1ire, 
before jumping down the steps three at a 
time to get back to my platoon. 

"RighI. men." I tell them, "Stay steady. 
Follow my lead, stay tight. If you get 
separated, they'll pick you off, no problem. 
When you shool, aim for the flesh. Your 
lasguns will have about as much effect on 
their carapace as punching a Leman Rvs$, 
Watch your ammo counters 100, 'cause 
tonight's gonna be a long haul and I don 
want to face those traggin' bugs with just 
my bare hands. One final thIng: doo't gel 
yourselves killed, 'cause otherwise I'm 
genna have to put up with another fresh 
draft of no-hopers. If you let me go do...,. , 
sure as hell i"m gonna come back and 
haunt you for the rest of your mlS&rab~ 
lives, reminding you just what a blJn<;!l at 
fraggin' slack-jawed sons 01 Orks you are!'" 

That gets a smile. Personally, I couldn't give 
a Irag about ali this pre-battle speeches 
dung, but some of them need it, I can tell . 
Just like me, they're getting awful nervous. I 
mean, they're a bunch of hard-nosed, thick­
skinned meatheads for the most part, bul 
even when you've got nothIng but air 
between your ears you can't get over the 
unreasoning horror that the Tyranlds bring 
out in you. It's not just like they kill you. 
They devour you. lake everything you are, 
everything you ever were gonna be, and 
cl'1ange it and pervert it Into something else. 
It's a horrible thought, I don't mind 
telling you. 

The fire's still pretty steady from the top of 
the wall , so I guess we're holding oul okay. I 
give myself the lUXUry of watching the Battle 
Sisters for a while, fighting alongside the 
natives. It's a rea lly bizarre scene, I can teli 
you. You have a thousand or so of those 
dark-skinned warriors, hurling spears and 
firing bows, their skin glistening with sweat. 
their booming war chants echoing down 
from the wall . And then there's the 
Sororitas. They're chanting too, thelr voices 
raised In constant prayer to the Em~or, 
choir all singing as one. I can'l make 
words, but it reaches inside me, . 

. It's a of defiance 



gatehouse. 

hand-to-hand fighting going on 
t pick out !he Colonel, a glowing y:>'"','. ,.;"';" '0008 fist and a bolt pistol in 

'C . .. - . . .. While !he others ere desperately 
and Slaying, he's lust stepping to 

, lelSng a foe with every blow or 
shot. as If the chaos ooing on around 
wasn't happening at al" I see the shape 01 
a lIctor rise up behll'Kl him, but he Just 
turns on the spot, fills lIS face full 01 boltS 
and then chops lis legs from underneath It 
with two swings 01 the power sword. Calm 
85 you like, as if he were Just taking a stroll 
In the morning airs. Damn, but he's so cold, 

::;:::::~.r~ Battle Sisters seem pos!tlvely 
, IIfld the glance they reserve for 

Ii tl! would freeze worse than a 
on ValhaUa. 
sometting appears on the western 

thai almost makes me swallow 

~~~~':n:":m>r:.::"'::':ho:~""~'~ted against the 
Hive Tyrant. 

as tall as !he men 
are molded into some 

iving , While the olher 

~~~~:~~~~~~:~'"~~Ned its legs, 
size of your arm. 

chew a man In two 

~~~~:~;JaW' and Its body Is ~ armor and 

cannon Into the packed 
blasting apart 

Tyranids alike. Its head 
and lets loose a horrifying 

'"!~:~ :~~i which seems to rol l iIii II like a wa ... e. sending men 
In fear. making them pause In 

that 'cut down with 

....", wrong. 
stop and look around. 
standing there, looking 
Tyrant as it butchers another squad of man. 

'Whal the Irag is thisT I hoWl. I grab 
Sergeant Feonix by his lapels and posh him 
towards the wall . but he tums round and 
snarls at me, 

"ThIs Is madnessi he shoUls over !he cries 
from the slaughter on the wall. "That's a 
fraggln' Hive Tyrant, it's genna kiH e ... 8lY one 
01 usl Wa've golla get tha hall out of here 
while we can. Deli ... erance has lallan. Kags, 
face it." He calms down a little and fixes me 
with an intense stare. "There's nothing more 
we can do! We· ... a golla sa ... e oursel ... as, 
You ain't no fraggln' martyr. Kage. and you 
know it." 

He's rlght. but then something catches my 
eye o ... er their heads. There's lights 
dropping down from the stars again. curving 
down from orbit towards Deliverance In a 
IOog arc. I glance back at the gatehouse, 
and see Ihe gates shuddering as some 
titanic beast tries to break them down, I 
make a decision, 

"Look," I tell them, pointing up 10 the 
pinpricks of light falling to the south. "There 
ain't no escaping Deliverance, boys. ThaI's 
more mycetic spores coming down, we're 
genna be surrotJr"ldad. There's no way we 
can get clear of the area before !hose 
things reach here." 

Kruzo, from Letts's squad, opens his mouth 
to argue but I cut him olt. 

"Thera ain', no gelling outta this one. lads. 
We're all gonna die in Deliverance. Now I 
see It two ways. You can die running from 
the fight , like the thle ... es and cowards 
everyone thinks we are. Sure. you can do 
that, just get over the wall and hide out. But 
it won't take them long to find you, when 
you're all alone out there In the night. 
cowering in the grass, trying not to sh ... " A 
crash from the gatehouse distracts me and I 
tum around to ha ... e a look. The Chimera 
behind the gates is rocking hea ... lly on Its 
tracks now, it's genna go o ... er any second. 
so I better make this quick. 

"For Irag's sakel We ain't got anything worth 
fighting for 'capt our pl'ide. Alght now I dOn't 
give a lrag about the natives. or the 
Emperor, or the Colonel. bul what I do care 
about is how I'm gonna die, and it ain't 
goona be with my back turned or on my 
knees. I'm goooa go down flghtlng like a 
man. If there's any men here with me, then 
you betler come 100, othefWise you boys 
can just go running ofIlo cry, dying on your 
bellies Hke the scum you are: I spit on the 
ground in Iront of them and then start 
walking towards the gata. I'm taking a hell 
of a risk, 'cause if !hey don't fOllow me I'm 

be standing in front of !he gale on 

~~::wh:,b.~";:-~~ te ... er It is thaI's so big its way through three feet 
the t 01 bOOm 

Jf1e 

po'" 
the lrag ,,;; ~~""g;;.; 
to see the dawn, might just find 
screed! oilearing plasleel the gates are 
tom apart and the Chimera gets shunted 
towards us. There's a sound like a tank 
ramming a building and the personnel 
carrier is flung upwards, spinning through 
the air. II crashes down and its fuel goes 
uP. a massive fireball that shoots a hundred 
feet into the air. In the flames and smoke I 
see a slghl that will follow me to my grave, 
Ioog may it be before I get there. 

In the red glare comes this huge Tyranld 
creature. about twelve feet tall and Just as 
wide. It's some kind 01 Camilex, but nothing 
I' ... e e ... er seen or heard 01 before, lI's gol 
four massive scythe-like arms as normal, 
but the bony extrusions across its shoulders 
jutlorward. rows of spikes thrust outwards 
like It·s some kind of living batlering ram. 
Nesll~ between its immense shoulders. ils 
head IS kind of iused with its chest. a large 
fang-ringed mouth open In a permanent 
roar. Pieces of twisted metal hang from the 
spines as It stomps through the smoke and 
flames like some monstrous de ... il from the 
pits of hen, Without pause, It shoulders 
aside the wrack of the Chimera and I'm 
horrified to see that some ol tha buming 
... ehicle tears olt along one 01 the creature's 
armored plates. The debris carries on 
burning, the names crawling along the 
Camilex's carapace but it;ost keeps 
advancing steadily as If nothing 
was happening. 

"Blow that Iragger awayr I shout, and 
e ... eryone snaps out of the spell. Brelden 
opens up with the lascannon, a bolt 01 
energy powerful enough to cripple battle 
lankS scorlog a wound across the Carnlfex's 
armored skull making thick, darl< blood 
dribble down the exoskeleton of its body. 
The heavy bolter In Franz's squad kicks in. 
explosi ... e shells rippling across legs as thick 
as tree trunks in a shower of detonations. 
But It stilt comes on. the ground shaking as 
those massive feet thud down Into the dirt. 
II pauses lor a second, its beady eyes 
reflecting the flickering flames and fixes us 
with a stare, lis arms arch back, spreading 
wider \han the length of a tank and Its 
cavernous mouth opens to bellow forth a 
roar that can probably be heard offworId. It 
breaks Into a run. gathering momentum. 
Lasgun fire, heavy bolter shots and 
Ia.scannon shots bounce off as it lumbers 
towards us, Once more its mouth opeos lor 
anolher terrifying roar. but 9felden picks his 
moment precisely, his aim guided by the 
Emperor I'm sure. and the ooxl lascannon 
bolt lands in Its mouth, smashing its head to 
a , scattanng fragments 01 skull across 

For a moment I think that 
to stop it, as it comes 

us, bUl then the rest of 
with 



a million beats a minute, the 
Tyranlds start to pour through the opening. 
At the front Is a brood of Warriors, 
deathspitters and devourers firing as they 
advance. Men are going down all around 
me and a stray spatter of acid splashes 
onto my arm. The pain is aimost unbearable 
and I stoop to grab a handful of dirt to rub 
the acid off. My right arm's almost numb, so 
I drop my laspistol and grab my chainsword 
in my left hand. The lead Warriors go down 
to fire from the lascannon and heavy 
bolters, but there's more and more of the 
things pouring through the gap now. I look 
around to see how the platoon's holding 
out, and I see there's only about two dozen 
of us left now. Franz catches my gaze and I 
see his desperation tum into fierce pride in 
thai single glance. As if a subconscious 
order Is given, we all charge forward, 
throwing ourselves at the tide of beasts 
sweeping into Deliverance. My chainsword 
brtes flesh and I hear an Inhuman shriek of 
pain. I'm not really looking at what's 
happening, I'm just chopping left and right. 
hacking blindly, knowing that) can't miss in 
the tight press of alien creatures swir1lng 
around me. 

Then a massive clawed paw, larger than a 
Cthelian Cudbear's, comes out of the 
dar1mess, smashing me across the lace. My 
head spins and I only dimly feel a sharp 
blade cutting across my thigh. I feel 
something wet and sticky pouring down my 
~s and I gaze down numbly, seeing my 
blood spilling to the dirt, I try to take a step 
fo!Ward but all my strength seems to have 
been sapped from me. I drop to my knees, 
feeling rough alien skin rasping against me, 
pushing past, leaving me lor dead. Then a 
shadow descends and I feel like I'm falling, 
falling down a deep, daM< hole. 

My ears pick up singing, my mind ringing to 
the sound 01 angelic voices singing the 
praises of the Emperor. So this Is what it's 
Hke to die. There Is an Emperor after all, 
and I shall receive my judgement, jusllike 
Nathaniel and the Colonel said. My 
thoughts are getting slow, but for the first 
time in ten years of fighting Ileel proud. I 
didn't run this time, I stayed. I'm dying, but I 
went down fighting, Surely that's got to 
count for something. 

I CAN HEAR VOICES, shouting, orders 
being bellowed. So I guess I'm alive then, 
and I really was right about those lalling 
lights. I try to open my eyes, but the left one 
seems closed up. I raise an arm, feeling so 
weak, and touch my temple. Instant pain 
tel ls me that there's a bruise the size of a 
small moon up there, and it's probably 
blood crusting up my eye. 
My right arm is 
swathed in 
bandages and 
woo'tmove 
at all. 

:rtvougt\ my good 
eye r see there's 

, ii , 
, others !ike me, 

and bloody, all along the redoubt. The 
Colonel walks past and he notices that I'm 
awake. He strides up and stands in front of 
me, thankfully blocking out the bright light of 
the sun, I can't see his face, II's In shadow, 
but he's looking down at me. 

·Still alive then, Kage?" he demands, his 
voice as gruff as ever. 

"'Fraid so, sir. Guess I can't kick the habit 
just yet.' I try to manage a smile, but my 
face is just a mass of aching and pain. 

"I heard what happened: he says, dropping 
down on one knee so that I can see those 
Icy eyes as they fix me with their stare. "Tell 
me one thing, Kage. You could have run out 
on me, you had the chance and you have 
done It before. What made you fight?' 

r fix him with my good eye, returning his 
gaze with a steady look of my own. 

"Well, sir, It's like this," I explain. ' I sew the 
lights coming down, and I knew they were 
Imperial Guard transports, Mycetic spores 
just come straight down, whereas these 
had a landing trajectory. So I knew that 
Deliverance was saved. Thing was, though, 
we had to hold out, 'cause if the Tyranids 
got lnlo the compound we'd all be dead. 
There's nowhere to run from 
those creatures.' 

The Colonellrowns at me. 

"So why did you tell your men that there 
were more spores coming dOwn, rather 
than the relief force?" he asks. 

"You must know why, sir: I reply, 
beCause it seems so obvious to me. "If I 
told them that help was on the way, 
they'd lose what little stomach they had 
left. They'd Ihlnk they could give up, 
get away from here. But like I said, 
there wasn't any escape from 
Oeliverance, not a chance. So I did 
the only thing 1 could. I stripped them 
of that false hope, I gave them 
nothing to live for excepllife itself. 
You see, sir, when you ain't gal Irag-
all worth fighting for, you'll still fight 
to be alive. Give a man a chance to 
back down and he'll take It, but give 
him nothing and he'lI grab what he 
can with both hands and not let go 
for as long as he can. He'll fight to 
his last breath just to take one 
more breath, to feel his heart beat 
just once more before he dies. If 
you stick a man In the middle of a 
fight and give him a gun, he'll 

fight like a cornered rat 'cause 
there's nothing else he can 

do. That's the way the 

He just grunts and stands up. He turns Ip 
walk away but I call after him, 

'There's another reason why I'll fight rrry 
damnedest, slrl ' 

He spins around and looks at me, an 
eyebrow raised in question. 

"I ain't gonna give you the fragglQg 
satisfaction of seeing me dead Just yet!" 
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T he new plastic Dreadnought kit, 
although essentially mirroring its 

metal predecessor, has one main 
advantage: versatility. Jas Goodwin, 
whose plastic kits are renowned for 
the numerous modeling options they 
present, has ensured that the new kit 
is extremely adaptable . 

Provided within the kit are the 
principle weapons of Ihe Space 
Marine Dreadnought. The four 
different weapon arms allow you to 
choose from an assaull cannon, a 
twin-linked lascannon, a missile 
launcher and a power fist. The power 
fist can be augmented by the heavy 
flamer or storm bolter attachments, 
both of which can be attached as 
underslung secondary weapons 
beneath the primary armament 

The equipment options provided 
include smoke launchers and a 
searchlight, and there are a number of 
icons and purity seals wi th which to 
adom your armored behemoth . There 
is a choice 01 three intricate 
sarcophagi, allowing you to really go 
to town on the Iront of your 
Dreadnought. The kit also contains 
one Space Marine transfer sheet, 
ensuring that your Dreadnought bears 
the appropriate Chapter markings as it 
strides into battle. 

Finally, the kit comes with a fully 
detailed scenic base, complete with 
rocky terrain, spent ammunition 
cartridges and even some 
unfortunate's skull! 

DUTY 
Modeling opUons with the new plasUe Dreadnought kit 

Space Marine Dreadnoughts are armored bastions of sheer 
martial power, many of whom have fought in the Emperor's name 
for millennia. When a revered Space Marine hero falls in battle 

and is deemed so grievously wounded that he is beyond 
even the skiff of the Apothecaries, he may be bestowed the 
honor of interment within one of the Chapter's ancient 
Dreadnoughts. His broken body is held suspended in an 
armored sarcophagus, housed within a towering 

adamantium killing machine that enables him to fight on 
for many centuries in a twilight existence of darkness and 

war. Thus it is that the heroes of the Adeptus Astartes can 
cheat death itself. 

The options available to the 
Dreadnought tend towards Its 
various roles on the battlefield. 
For instance, a Dreadnought can 
act as a mobile fi rebase, able to fire 
two heavy weapons even whilst on 
the move. In this capacity, it can be 
armed with the twin-linked lascannon 
and missile launcher (see right). This 
provides you with an exceptionally 
durable and mobile tank hunter, 
capable of penetrating the thickest 
armor whilst withstanding enemy 
fire. However, due to the exceptionally 
long range of these weapoos, a 
wise player can ensure their 
Dreadnought can pick off its targets 
with Impunity. 

Another weapons combination In the 
plastic kit can provide you with an 
unstoppable close combat machine 
(above left). The assault 
cannon. although relatively 
short ranged, can rip through 
heavily armored Infantry with 
alarming efficiency, whilst the 
infamous power fist ensures the 
Dreadnought can tear open tanks as jf 
they were armored in nothing more 
than tin foil. 

Needless to say, other combinations 
of these armamants are also 
undeniably effective. 

So don't be afraid to experiment, 
grab some polystyrene cement and 
get building, so you can wreak some 
serious havoc on the gaming lablel 

This Black Templars Dreadnought Is 
equipped with twin-linked lascannon 
and missile launcher arms; the 
Imperium 's deadliest heavy weaponry. 

Dark Angels Dreadnought with both 
long range and close 
quarter armaments. 



• 

Jim Butler equipped his Storm Giants 
Dreadnought with twin-linked heavy bolters. 

Jim: I'd just put together a land Raider Crusader for my Storm 
Giants and, as I equipped it with twin-Hnked assault cannons, I 
was left with a couple of heavy bolters. All it took was a little 
sawing and filing and I had a twin-liked heavy bolter that 
makes a well-fitting replacement for the Dreadnought's original 
assault cannon. 

Dave Thomas's Salamanders Dreadnought is 
customized to include ona of the Salamanders' 
signature weapons: the multi-melta, taken from a 
Space Marine Land Speeder. 

Dave: I wanted to get a bit of 
narrative inlo this piece, so I stuck 
a Tyranid rending claw 10 the base, 
covered in 
chestnut and black 
ink to represent 

ichor (see above right). 

The Tyranid's claw marks on the 
Dreadnought's shoulder were 
simply scored into the plastic 
with a sharp knife . 

Rich Baker's hideous Alpha 
Legion Dreadnought is a prime 
example of just how different 
your Dreadnought can look 
with a bit of conversion work. 

Rich : Although many of 
the additional pieces of 
this insane creation are 
from the Spiky Bits 
frame, I also used 
plenty of other 
bits and pieces, 

including scythes from the Zombie 
kit as the Dread's power clawl 
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Mika is /I member of 'The 
Taken ', a group of 
dedicated hobbyists Who 

- "'" ApoaypIuo 40,000 webzine 
(www.rherakefl.org). He's 
baan plBying Wamammer 

it first came out, /lnd in '999 
won the Canadian Grsnd Tournament. 

1111 IT ,. Til flO 
On the battlefields of the 41st 
MIllennium, battles are often won and 
lost in the ferocity of hand-Io-hand 
combat. Many armies utilize close­
combat troops Of can be heavily assault 
oriented. Correctly uUlizlng these key 
for~s - or thwarting them - is often the 
difference between victory and defeat for 
a commander. Despite this key facl, 
many players simply fling their warners 
into the Iray willy-nilly, trusting to the 
EmpefOf Of to Gor1( 10 carry them 
through. While this will often wor1(, there 
are relined tactics that can be used to 
increase your chances of victory In any 
assault regardless of the army you field. 
In this, the first of two artIcles which 
conclude next issue. I'U detail hOW to get 
the most out of your assault forces and 
also how to defend against those of 
your opponent's. 

Belore we begltl, though, I'd like to 
bOrrow a phrase from Jervis and talk 
about 'the most important rule.' I'll be 
reviewIng some very advanced tactics 
here - high end usages of the rules 
which push the limits but are still within 
the spirit 01 fair play. These tactics 
literally came about accidentally through 
game play. They weren't so much 
developed as discovered. "Heyl U I set 
up like Ihls, I can do thaU" Sadly, 
however, some players use this kind of 
discovery to push well beyond what Is 
reasonable and into the abusive. We've 
all heard of players who read that when 
a vehicle is destroyed it can be tumed on 
its side and interpret th is so as to build 
walls or 'Rhino Jaagers' out of wrecks by 
orienting destroyed models exactly how 
they wanl them. Or lolks who take the 
kltls off from one end of a fight when a 
characler at the other end dealt them out 
lust because 'the dead models are slJll in 
base to base with Ihe enemy.' Wrecks 
don't conveniently become castle walls 
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and guys with powerswords don't fling 
them to the other side 01 a glanl combat 
rather than killing the guy in fronl of 
them! Think of how you would leel if 
such a tactic was routinely used against 
you. Would you be content playing 
against it? Is it a solid reading 01 the rule 
or is there really some question over it? 
Good sportsmanship is the key. By all 
means. develop new tactics - but 
remember that the very besl game of 
Wamammer 40,000 is a close run light 
thai's In question down to the lasl model. 
If a new 'tactic' is getting In the way 01 
that then you may wish to rethink it, as 
an enjoyable game is always far more 
important than winning. 

I've structured this discussion of tactics 
in a 'tum sequence' order. One oltha 
largest misconceptions of a Wamammer 
40,000 assault is thai it takes place 
exclusIVely In the Assault phase. Nothing 
could be further from the truth. In part 
one of this series, I will discuss the 
preparation and ground work 01 the 
assault as well as its opening phases. I'll 
first talk. about concerns that you should 
consider during deployment and the 
ear1y movements 01 the game. Then I'll 
discuss the critical preparation lor your 
assault, which will include a brlel 
discussion 01 transports, deployment 01 
models during the Movement phase lor 
greatest impact and pre·assault l ire in 
the Shooling phase. Finally. I'll move on 
10 the Assault phase proper, touching on 
common assault wargear. 

Part two 01 this series will contrnuB this 
trend with a discussion 01 unusual traits 
such as fearsome troops. Then the nitty 
gritty of the Assault phase itself and your 
options WIthin it will be pried open lor 
examinalion. Rnally, I'll cover the close 
of the Assault phase and such things as 
sweeping advances and post assault 
pOSitioning and what happens when the 
enemy reacts to what you've done. 
Check next month·s White Owarl for 
these discussions of the later portions of 
your assault. 

Now without further ado ... 

_ClM.mID 
The Dep40yment Phas .... 
One of the most Important aspects of 
your assault is how you prepare your 

troops and the deployment of enemy 
forces. Given this, your assault planning 
shoukl begIn earty. Well in advance, you 
shoukl begin the selection process 01 
targets fOf your cfose combat strikes. 
This is best done during deployment, at 
least for the initial targets. Striking a 
flank is usually belter than attacking 
straight into the center 01 an enemy 
force. Your approach is often easler, and 
enemy shootIng during any sweeping 
advances you make later is more 
restricted by the enemy's line of sight 
and range. However, such flanking 
moves also take longer to set up and will 
clue your opponent In to your pian 01 
attack. unless you can distract him 
somehow. In addition, your objective 
may very well be straight up 
the middle. 

Plan your assault carefully. There is a 
good chance that your assault troops will 
be outnumbered, at least in the initial 
phases, until the rest of your army gets 
there. Try to pick fights you are sure you 
can winl Finally, be aware that sawy 
enemy commanders may keep a 
'counter-charge' unit in reserve. Watch 
lor these as they can often be a tong 
way Irom the action waiting in a vehicle. 
Such units can engage quickly and, 
depending on their composition and your 
lirepower, they can stop your assault in 
its tracks. 

While this target selection begins 
naturally during deployment, you cannot 
afford to ignore it at any time. It is a 
process of consideration which you must 
continue all through your game until 
victory has been achieved. 

Offensive Tacltes: 
,. Avoid carefully deployed annies, or 
attack. bravely but with the 
utmost precIsion. 

2. Never lall 10 use cover. II can make all 
the differeoce. 

3. HIt the flanks where you can. Fire is 
too concentrated In the center battleline. 

4. Watch for counter-charge units. Even 
il you are winning a light they can ruin 
your day. This CANNOT be 
stressed enoughl 

5. Always remember thai in close, your 
BEST delense is the hurty burty 01 a 
melee. You cannot be shot at there. 



M~lees also block tine of sight and 50 
can be used as cover for Ihe advance of 
the rest 01 your army. 

Defensive Tactics: 
1. Maintain your distance: Good 'shooty' 
or defenSive army players will deploy in 
tarlks distanced by over 3" apan to 
prevent assault lorces consolidating Irom 
one rank to the other and thus avoiding 
Sweeping Advance lire. If anaci<ers win a 
light at the wrong time, they either have 
to sweep or consolidate, but either way 
they're a big target. 

FIJOII m 
The Movement Phase 
Many armies have access to inexpensive 
vehicles to transport forces tn. 
Transports are a key consideration when 
setting up your assault. While their 
individual advantages ara more properly 
discussed In detail In a Tactica all of their 
own, there are some general rules 10 
consIder lor all transport-borne assaults. 

OHenslve Tactics: 
1. ALWAYS use cover when you can, 
Cover will either keep your vehiCle out of 
line of sight or give it the ability to remain 
hull down - a tremendous advantage 
over the possibility 01 a penetrating hil, 
particularly an Ordnance one which can 
eliminate the &rIlire unit alOog with their 
ride! Despite the dlsUnct advantage 01 all 
damaging hils only being glancing on 
fast moving skimmers, they should still 
see!< cover to hide behind. Skimmers are 
fragile and even glances are dangerous 
to lt1em. If II's Ihere, make use of it. 

2. Remember Ihat vehicles block line of 
slghl Just as hills and other terrain 
features 00, so you can also put key 
units behind others to shield them from 
enemy lire. 

3, Vehicle Upgrades: Aeview the options 
available to your army carefully and 
choose ones that tit your style of play. 
Proper use of these can go a long way In 
getting your vehicles to their 
disembarkation points. 

4, To Fire or Not Many transport 
vehicles, in part icular those 01 the Orks 
and Eldar. am equipped with support 
weapons, The choice of whether to move 
at a slower speed and fire or go fult bore 
and gel into range Is a tough ooe and 
will depend on Ihe scenario, your 
opponent and play style as much as 
anything else. That being said, there are 
a few things to consider. The first of 
these is that many races have fast 
transports, and II these go Iheir full 24" 
allowance they cannot fi re. In this case, 
the troops usuatty cannot disembark, 
either, and are sitting targets lor enemy 
guns. In such a case it's of len best to 
move the 12" and fire, which also stili 
leaves your assault options open. There 
will be times, however, where you wHf 
wish to move straight at the enemy at 
fast speed. Ork Trukk Boyz with their 
additional ability to survive the 
destruction of their transpon usuaUy fell 
into this category. 

S. line Breaking: Use tank shOck as a 
line breaker, Even against a really sawy 
player this can work. II the transpon is 
destroyed, it lhen becomes cover to limit 
line of sight. You can hide your assault 
troops Irom the worst of the shooting 
behind the wreck uSing a consolidating 
move atter the Assault phase is done, 
You can break an opponenf s shooty 
aony into easily consumed pieces with 
this tactic, but it's got to be done Just 
right in order 10 work. Be especially 
careful 01 'Dealn or Glory' , When the 
venicle access points are blocked by the 
enemy, the troops inside will be ki lled II 



their vehicle is destroyed and they 
cannot alight. (See Chapter Approved­
Transport Vehicles, WD252) 

Defensive Tactics: 
1. Target Priority: When facing an assault 
army that is primarily transport borne, 
such as Blood Angel Space Marines, 
Speed Freeks or certain styles of Eldar, 
be very careful in choosing your targets 
for shooting. Unless your own army can 
win the ensuing fights, consider making 
transports a priority target for long 
ranged heavy weapons fire over support 
elements. Pedestrian assault elements 
do not become effective for a long time 
unless they are already close to 
your lines. 

2. Suppression: As an addition to the 
above, carefully watch your damage 
results. If a unit will oot move for a turn 
(Crew Stunned, Immobilized or 
Destroyed), stop shooting at il! It is not 
an immediate threat, and you can always 
renew your fire on it during your next 
Shooting phase. Move on to 
other targets. 

3. Death or Glory: Be aware of possible 
tank shocks your opponent may perlorm 
and place your anti-vehicle troopers in a 
position where they will be likely to be 
able to fire. Given the nature of some 
transport models with limited egress, and 
the fact that models which do not break 
from a tank shock return to their places, 
it may be possible to wipe out both 
transport and passengers if they cannot 
escape the vehicle due to the presence 
of your troops. (Wamammer 40,000 
page 89 'Death or Glory'. Note that while 
the rules say 'any model" may fire, more 
recent Interpretations from the designers 
limit Death or Glory attempts to models 
actually struck by the tank, so placement 
within your unit of that blaster or 
meltagun Is important! 'Clipping· the 
edge of a unit is still not 
permitted, however). 

21 TlCnca ISSlinT 

CLOSE AIID DESTROY 
The Movement Phase 
Once you've selected your target and 
your models are within near assault 
range, you must plan the nuts and bolts 
of your attack. You'll have several 
important choices to make at this stage, 
the first one being the positioning of 
your models during their 
Movement phase. 

Before anything else, you need to decide 
which units you are going to attack. This 
will usually be a single unit, but there are 
times when you·1I wish to engage 
multiple enemies, This is permitted (See 
'The Ultimate Secrets of the Galaxy 
RevealedI' at the end of the Warhammer 
40,000) and occasionally an excellent 
idea, particularly when attacking with a 
very large unit, or when you do not wish 
to win the combat In the first round so as 
to avoid a sweeping advance at an 
inopportune time (See 'Pursuit and 
Consolidation' nexl month for a full 
discussion 01 why). Keep In mind that 
you still have to move models closest to 
closest even in this situation and may 
even have to sacrifice a model to a 
Dreadnought or other nasty if you do 
this. Also note that you are not required 
to assaull more than one unit if you don't 
want to, but you cannot bypass a closer 
unit in favor of a lurther one along your 
direction of assault, unless you engage 
the nearest one fifsl. Direction 01 assault 
bears some mentioning. There is no 
requirement to engage the nearest unit 
or go a particular direction In an Assault 
phase. If there are several possible 
targets that you feel are within range, 
you can go in any direction you like, but 
you cannot simply scatter willy nilly to 
the winds and attack in all directions of 
the compass. Your entire unit should 
!ravelln the same direction and in a 
specillC line of assault toward tne enemy 
unit or units you wish to attack. I've 
found that thinking of the direction of 

assault as being like a tailback corridor 
pointed atlhe enemy unit(s) you wish to 
assault is really helpful. Move your unit 
in a column or very slighlly widening 
tunnel engagln.g models within that 
corridor as you reach them, and you've 
gal it right. 

Once you·ve settled on a target, it 's time 
to get specific. When models are 
performing an assault move, 'the closest 
models move first and towards the 
enemy by the most direct route.' 
(Wamammer 40,000 page 62 'Moving 
into Assault~ This can be used tactically 
in a number of different ways. 

Offen sive Tactics: 
1. Closest to Closest You can deploy 
character or leader models with different 
weapons or assault characteristics in 
such a way that they can 'piCk their 
targets' from amongst the nearby enemy 
models. For example, if you want your 
Chaplain to attack the enemy Veteran 
Sergeant (armed with a power fist), so 
as to cut him down before he can use 
the ugly thing, you'll be able to do so if 
he's at the froni 01 his squad, Simply 
ensure that when the time comes to 
move your Chaplain, the Veteran Sarge 
is the closest unengaged model and you 
must attack him. If he is the nearest 
model to your attacking squad this Is 
easy. Just put the Chaplain up front to be 
moved first. 11 he's back a bit then you'll 
have to 'eyeball' it, placing other 
members of your attacking force to 
engage the lead enemy models. Since 
Ihe assault is done one model at a lime, 
your Chaplain should get to his targel if 
you position your troops properly. This 
may take some practice, but it's 
worthwhile if you can cut down some 
nasty adversary with a higher Initiative 
model or get someone with an 
invulnerable save squared off against 
that Avatar or Daemon to protect the rest 
01 your unit. 

2. Troop Borne Wargear: Another variant 
of this tactic is the use of 'invisible' 
assault weapons to accomplish your 
objectives. Some units allow normal 
trooper models 10 take specialty assault 
weapons, and by careful utilization of this 
ru le you can get them where they need 
to be. More on this below in the 
'Wargear in Assault' section but their 
positioning can be critical so it bears 
mentioning here. 

Defensive Tactics: 
1. Protecting a Model from Assault: You 
can use the reverse of the Closest to 
Closest rule to protect models that you 
dan', want cut down by Crozius wielding 
loonies. Place your model behind a wall 
of other troops and you are safe from 
this kind of selective attack. After the 
enemy pile in, you'll be able to get your 
model into contact if your unit holds firm , 

2. Wolfen Howl: Finally, the Space 
Wolves 'Counter-charge' ability is highly 
useful here. You can shield your leaders 
as well as allow them to do their 



business in clOse combat. The best of 
both worlds, really. 

8M '1M TIE 
.. llE I.NE fUIS, S'I~ 
The Shooting Phase 
All right! Now you've lined your troops 
up. prepared your attack with the utmost 
care and done everything to maximize 
your chances In the assault. So, how do 
you snatch defeat from the jaws of 
victory? Indiscriminate shooting. 

All appropriately armed models may fire 
before assault if they wish, but all too 
often it's best not to. The number of 
times that carefully prepared assaults 
have been foiled by their own gunfire is 
tragic. If you are right on top 01 the 
enemy and facing only basic troops or 
getting ready to attack something that 
you've little chance of beating, iI's an 
excellent idea to open fire at point blank 
range to whittle down Ihe odds a bil­
but what if you are right at the edge of 
assault range? Or you're not certeln? 

The answer in these cases is usually 
either don', fire al all or fire elsewhere. If 
you fire into the enemy and the opposing 
player doesn't want to be assaulted, he'U 
simply remove the nearest troopers to 
your assault force. Perfectly reasonable, 
except that now there is an excellent 
charlCe that you are no longer in assault 
range. Your expensive assault troops are 
left standing in the open at the mercy of 
\he enemy guns, twiddling their collective 
thumbsJtentacles. Not a good situation at 
all. Be very careful with your preparatory 
fire. Use it where and when it's needed 
or when it will not mess you up or you'll 
lose your attack force before they ever 
get to fight. 

Offensive Tactics: 
1. Watch where you fire: You may do too 
much damage and so foul up your 
assault. If you think this may be the case 
either shoot at another unit or don't lire 
at aiL 

2. Get the Guy with the Big Homsl: One 
preparatory shooting tactic that bears 
mentioning is that of picking off enemy 
independent characters. My usual 
opponent loses many Wolf Lords this 
way. An independent character can be 
targeted If he Is the 'closest target at 
short range (up to 12")' (Warhammer 
40,000 page 75 'Shooting at and by 
Characters'). II your opponent should 
wind up in this unfortunate position don't 
hesitate - take out that character! 
Remember, however, that a unit still 
cannot split its fire, so all of your fire 
must be directed at that poor unfortunate 
soul. If you choose to fire on him, it wlU 
cost you any other kills from that round 
of fire. 

Defensive Tact ics : 
1. Strand the Assault Troops: II your 
attacker is overeager in his weapons fire, 
remember that you can remove models 
closest to his forces. If he's far enough 
away, he may destroy his own chances 
of assaulting and leave his attacking 
force vulnerable to shooting, a counter­
charge or both. 

2. Get back Sirl: Targeting of 
independent characters works even If 
he's part of a unit, so be careful 01 
leaving an independent character out in 
front - he's just become a big fat targetl 
II you wish to protect your leaders. put 
them just behind a regular Irooper or 
two. This will still leave them In a position 
to fight in an assault if your models are 
spaced well, but will keep him from 



getting picked off. Another tactic is to 
place the character 'down the line' of an 
arrownead lormallon and keep it pointed 
at Ine enemy. The model on point 
becomes the target and, if the character 
1s just behind. he'll likely still wind up in 
base 10 base contact. This is a bit more 
dangerous, however. as the enemy may 
attack from an unplanned direction. 

3. Protect the Lascannon: When 
deploying your forces always be aware 
of advantages that your opponent may 
exploilln assault. Special and heavy 
troopers are sometimes best left further 
back where they will survive the 
initial charge. 

4. Wolfen Howl: Just as in engagement, 
the Space Wolves counler-charge ability 
is again highly useful. You can shield 
your leaders from gunlire and still 
have l)lem available to fight in 
close combat. 

.MIEM IWASSAUlT 
Movement/Assault Phase 
We've discussed HOW to get specific 
models into base to base contact in an 
assault. However no treatment of the 
Assault phase can possibly be complete 
without some discussion of how best to 
use wargear. We all know that Ihere are 
advantages to using an army's various 
wargear elements to increase damage 
capacity and stayil1Q power. While I 
couldn't possibly cover every 
combination In any reasonably sized 
article, we'll discuss weapons first and a 
few other articles of wargear as 
examples later on. Use these listed 
tactics as launching pads for your 
own ideas. 

II lICTICUSUllT 

Wargear weapons aU have their own 
characteristics and only some elements 
are common Irom army to army but we 
can really break the weapons down into 
four main types. These are weapons 
which ignore armor, those which provide 
addillonal ability to wound. combination 
weapons which do both, and tnose 
weapons which strlke last but hit hard. 
Most of the last are really combination 
weapons. but their special characteristics 
merit separate discussion. There are. 01 
course, very esoteric weapons which are 
found only in certain armies. and I'll give 
an exam pte of how to use one of those, 
as well. 

Power Weapons 
Weapons which ignore armor, power 
weapons and their ilk, are always useful. 
In tne hands of a model In close combat 
they'll deny any save thai isn't 
invulnerable. In addition, models 
equipped witn such weapons still slnke 
in Initiative order and can be used to 
'take out' enemies that may strike more 
slowly. preventing them from attacking. 
Utilizing a character bearing a power 
weapon is fairly straightforward. Stick 
him in where you want Ihe damage and 
lei him swingl The only real choice is 
whether or not you should allocate Ihe 
model's attacks. il it is allowed to. This 
might be desirable should some 01 the 
target figures happen to be characters or 
specially equipped models. See the 
'Bring Out Yer Dead' section next month 
for a more detailed discussion 01 
attack allocation. 

Poison Blades, Wltchblades and 
other anti-tough-crltter th ings 
Weapons whicn increase the wounding 
ability of a model, such as Dark Eldar 

poison blades and Eldar witchblades, 
can be highly useful in certain situations 
and nea"" useless in others. Since these 
weapons do not provide any additional 
annor penetration. they are far better 
against lightly armored opponents than 
those encased in cetamite. Given that 
non power armored models also tend to 
be of moderate 10 low Toughness. things 
you don't really need help to hurt, these 
are really specialty 'niche' weapons that 
just aren't needed against the vast bulk 
of models. Keep their numbers in your 
army down and use them for what they 
are intended to do - take out the big, 
high Toughness monsters thai have little 
armor. These weapons can be amazingly 
useful against Daemons and Avatars but 
should not be used lightly against 
Wraithlords or Talos which have an 
excellent armor save. Combination 
weapons are better against those. 

Combination Weapons 
When discussing combination weapons 
note that these aren't as rare as they 
seem. The Imperials have power fists, 
the Space Wolves frost bledes. the Dark 
Eldar their agonizers. the Orks power 
claws, and that list certainly isn't 
comprehensive. Most armies have some 
type of combination weapon available. 
These are often boosted power weapons 
of various types. Those which don't 
affect strike order can be used just like 
conventional power weapons but will 
stand a better chance against the 
tougher opponents due to their higher 
Strength. Some are so useful as to even 
be able to take down Ihe toughest of 
opponentsl Dark Eldar agonizers in 
particular are known for this. 

Power f ist s, Power claws, etc. 
Weapons which strike last such as 
power lists and their Orky equivalent the 
power claw, are tougner to use correctly 
but definitely worth the effort. Remember. 
in the hands of a Strength 4 character, a 
power fist will cause instant Death. the 
destruction of the model regardless of 
the number of wounds remaining. on 
nearly every model in the game. 
(Wamammer 40,000 page 53 'Instant 
Death') Even with the reduced effect 01 
Instant Death. a model with Strength 3 
anned with a power fist will still wound 
most modelS on a 2+ and deny them a 
save as well. making them an excellent 
choice lor low Initiative troops who are 
likely to swing last anyway. 

Since these weapons always swing last, 
Ihey have to be used far more carefully 
than regular power weapons. but their 
incredible strikes make up lor tl1ese 
shortfalls in many situations. Put these 
models up against regular troops or 
characters of any description and watch 
the casualties accumulate. The downside 
is that you've got to risk taking a hit to 
use them but there are some solutions: 

Offensive Tact ics: 
1. ·You drop him, Emes\l": Position your 
power fist model so thai he moves into 
base to base after your other models 



have engaged, and then place him in 
contact with the target enemy of another 
of your attacking characters, preferably 
one with a power weaponl According to 
the Assault rules (Warhammer40,OOO 
page 66 'Removing Casualties1 a model 
In base to base contact at the beginning 
of the Assault phase still fights with his 
full effect as he dashes through the 
mlilee striking left and right at his foes. 
So even after the character with the 
earlier attacks has dropped his opponent 
10 protect the power list model, the one 
With the fist can still rip through the unit. 

This particular tactic will only work if you 
are fighting normal troopers. It's too 
dangerous to try with any but the 
weakest of characters and hits on them 
do not carry over onto tlleir unit, anyway. 
(See Chapter Approved - Close Combat 
Notes WD232), 

A variant of this tactic is the Dark Eldar 
'Dirty Wych Trick' for hydraknives which 
consists of moving a hydraknife wielder 
in last neXl to a Succubus with an 
agonizer to ensure that the weapons get 
used before the wielder is killed, 

2, I can lake it!: Quite simply, give the 
power fist to a multiple wound character, 
Even if his opponent gets a hit In and 
does some damage, the power fist 
wielder still gets his licks in if he's 
not killed. 

This is a very good choice for Imperial 
Guard characters with multiple wounds. 
The key to making this work is to avoid 
enemy characters with the 'oomph' to cut 
you down before you gel 10 swing, One 
local Guard player, Kevin Dooley, uses 
his Command HQ and Commissar teem 
as a counter-charge force with this tactic 
and has even been known 10 stop the 
Death Company with it. 

Esoteric melee weapons which don't fit 
In any of the above categories are found 
only in certain armies and can also 
benefit from careful placement. As an 
example, here's another Dark Eldar 'Dirty 
Wych Trick' that makes use of careful 
engagement tactics. This mane:uver 
involves using a razorsnare to pull a 
powerful character into base to base with 
a pair of Wyches (one a Succubus, for 
Ihose wondering) with shard nets -
thereby greatly reducing his chances 
to hit. 

Having shown how to make use of 
specialty weapons in close assault we'll 
now touch on the way these weapons 
can be countered. Items which provide 
Invulnerable saves are lifesavers in close 
assault. While few armies can have very 
many of these (most are limited to one). 
correct use of Ihat Item can win your 
assaults or allow you to tie up powerful 
opponents for a very long period of time. 
I've had a Chaplain with only a bolt pistol 
take on an entire bailie flank of Space 
Wolves and tie them up for several turns 
even after his accompanying Tactical 

squad had fallen - all because of that 
Rosarius. One of the best places for an 
Invulnerable save is facing off against 
other characters. Even against a power 
fist , that save gives him a chance. 
Models with Invulnerable saves can also 
be used to tie up such hard to deal with 
things as Dreadnoughts, Talos and 
Wraithlords if you have no handy way of 
defeating them at the moment and need 
to keep them off your troops. This is risky 
and may cost you your character, but it 
can be a game winner. 

Many other pieces of wargear can and 
do affect the results of your assault. 
These can be anything from things which 
Increase the number of attacks your 
character has to items that affect pursuit. 
morale or combat outcome, Examine 
your wargear list carefully, as many of 
these can be very useful In the most 
subtle of ways. While overbuying for a 
character is usually a poor idea, a few 
items of wargear can greatly enhance 
both the character of your force and their 
efficiency if they have a dedicated place 
in your battle plan. 

The above sections have covered the 
groundwork and opening shots (literally) 
- 01 your assault, We have looked at 
deployment, target selection, transports, 
pre-assault lire, the nuls and bolls of an 
assault move and how to use many of 
Ihe more common pieces of assault 
wargear. 

Part two of Ihis series will continue this 
trend with a diSCUssion of the unusual 
abilities of fearsome troops. Next, your 
options within the Assault phase itself will 
be considered. Finally, we'll cover the 
close of the Assault phase and such 
things as sweeping advances and post­
assault positioning, as well as what 
happens when the enemy reacts to what 
you've done. 

See you next monthl 
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Thill is Ihe '''gc whete you h.ve 10 couider "h..t you Inal your Mytctic Spore 10 Jo.ok like! Is il 
oblollg 'lId MlrOW or tireul .. ? By follo"iaS the slep. btlow, you',e oa YOII' w'y 10 hIving ' co.ol 
pie« of Tynllid tcrnia for you I.blctop! The fim IhiDg you'll Decd 10 do is break YOllr luge Ihcel 
of pillk illiUlil ioll foam iIIlO rtthagJa.. .boUI 12 ilKhcs by 8 iKba. Tbcac: sheets doG·, have 10 molch 
up puf«lIy, yo,'lc "orryillg obout wlut', goilg 10 be OCI 1M. illSidc: .. ad I0OI lhe ollside edges. To 
INke .. lie your foam dotslll move lid slide ilouad wbn yOli slue YOU' 'wo hal,," of lhe !!pOle 
together. pl.ce 0 Dumber of "oodu toolhpkks llell the cenler of your hOllom pi«e of foam. Apply 
your Liquid N.ils (or Elmer's gill<. if you dOD't h.ve oay Liquid N.iI, or 0 ClulkiDS gua OD b.od) 
10 tbe su rfact Ind pllsh tbe top shetl I'lulldy oato the bottom one, After you'"" gotteD b01b h,lyc:s 
.dherod 10 eltb olhe" pili , tOil of beny books OD top of your pillk 11."', This will .110" both 
1u1'ICII to ,loy logelbel without "Ufl1Dg 01 slippillg, JNI fiM the htlyi" t phOlle books you till 1Iy 

yow IwMk 00 lid you'll be XI. LeI il dry ov,,,.ighl_ just 10 bt sure tlu! the two lulvu ore, logether! The De~1 'IfP is 0 simple ODe! UK , biKk 
Shuplc frIIlke' 10 sketcb OUI thc , bope: of yo" MYCdK Spo, .. ~hke IlIle yo, plill fOI the top. lhe: .ide .ad lbe (roaf. TIIcK 11"00 " ill he:l p you 
pl... 0111 your u" .. d keep you 0 11 Irick. Evell Iboughl you'll be umillS off Ibe gllKia o. the ('ODI lid lides. ;lIIt dn"iDII them Of! ,cillforcc:s 
the pin ia yOll' miod, 

tlul YOII b."" guides .ad kno" ellclly .... h.t form you're goillg for. like: • fille toothed 
•• d tul dOWll'll'uds, followillg your pell lilies. DOII't try to Cllt 0 curYL • ", .. like: th" jllSl 

Alited for ,boi, kiad of mODeUVer. Jllit moke I tilt stnishl dO .... D through the fo.r.m 'Dd the: tbem 
block ...d mHc 1 ... 'hc:, pan, 500. yo,;iU luw: I ,lupe: kitld o( lik<: , lmJ{orrncd Ityer uk 

fOIIl rw:I 10 gcl do ..... 10 the D1Itr-,riny of lCIuo.lly (Ieei_g YOlir spore from iIt5 

Uli., YOII, retrlmble kadc (.DeI .ike n rc )'0\1 till l"OY from th.tw 
f __ II JOII hIVe tbt ..... 'Of n.. ~ ,"~ 



.,., ~ '~~;~~:".~:~ it I pin MIn you'~ f,ced your Mytcrk Spot<: from 
raUy ludy 10 Bd do ... 10 bUJilKlS! UlillS your 'pODge Nodiall brick (. pif;(C of 1I,II,dp.opct i 
jut! u ... tll) ImOOlh your Ipore dOWD 10 I .. ~lI-rolllldcd IlItb{~ Mike IUfe you lIet rid of .lIr 
.trlpes or muks. Thil STilt .Ilow, you \0 do I lillie finc-Iulling lOa! You Un rdine the 
YOUf 'porc with the .... dp.p",. 8;~;1I8 the 101m, S .. coful I.pt!. JUl t be .1" ... od Iludy_ lOG m'" 

PItUIlIt, Illd ymol could ,dd gouge. inJlc,d of genial rid 01 I~m! 

So lOW you luvc lice lmooth .II,lue 10 work Wilh! This IlUI 11.gc will 8i~ you I CIuIKC 10 .dd 
tome (h.m(lcr ,Dd dcuil 10 III olbm.iK bori"g J\lrll~ Pj(k Ip dill Slurpic 'g,i .. ud stUI 

dnwilS 00 YlJ'Jr spore. To dclinc.otc ooc: side from the olher CD this pittt, wc'ye dmn smaller 

tittles OIl 1110: -11'*'- of the 'POrt .ad laager. liretched OUI ovals 0 .. Ihe -•• il" To KUnlll.llc !he: Icd 
of • bc.vy. bulboWl -DOIC -, I JiIK .. u dn ... d05Cr 10 lhe frDC!1 of Ihe 'poro:. Ali of lhe Imul 
ti,dc;j .. ill be on the frool eDd of Ibe Mywic Spore .. bile tht longer 8roOVd 'pp<n on the Ind: 
ponioll. You tlo iml8UK thil thio8 ICrelmio8 down through the IImOlpheK, tht smllier pock muu 
011 the frool lIo .. i08 ilS detent loS the longer groov" 8uide iu course. Ontc you·ve pbooed out your 

CUll. ii, time ro move OMO Ihe oeXI ph'se! Dace you fed Ih.1 you·re h.ppy .. ilh .. bJl 
you·n I,id oUI. 8lib your hot knife ud IUrI di8giog 
holu in your sport. Don·1 melt in too dccp.- lhe 
TynrUds inside woa·' hc .bk 10 ,trdcb oUI lhei. le81! Whea you mike. tUI. try 10 8ndully " I 
ia. .cxh ,he depTh you ... at .Dd Ibel 8earl y glide the bot knire hock 0111. This will nuke " look 
more otglllit IIId kss prc-pbnlKd .Dd mnufKlun:d. Well. yo,·n: IlmOl1 dOM bul your Tytlilid ... ill 
lKed • door '0 c;jt.lpe from o.te thcy·v.: !lUde il to 'he sUlf.te! No .. , T,nllids .. oW.dll·' lIi1izc • 
'ypic..al door. but they JliII aud '" exil IIOlKthclus. If yoo' ..... mhed mova lib: Alia! Of 

YOII·re bouod to bJ"" tbe .. orking, of lIl. .Iito "dool" 1TIpped IOme .. hen: ill youl head. To 
door in your Iport. try ukiDg illlll the lip of the hOI kIIife ud dug8ing it .cross Ibe Ntk 
your foam. Them ClOSS il ... i,h uOlhu shorler line. All of •• udden you h,ve • Mycdk Spore 
clp,blc of disgorginll I brood of nasty crinm! 

No .. you h,ve I MY'etic Spore ,luI·, .lmost ICldy for I p,illf ;ab. hul ... lut lboul • bue? Yes. 
1"" III Ihis lime .. d effOl1 iato urvin8 .Dd sulplin8 Ihis foam iDtO , m"ttlpiett Ind DO" 
'WOnderin8 wby .. e "'01 yOll 10 h.otk ,he bottom off ,he thioll! Well, i,·, simple... Ihis lbiag 
imPlned ;nlo the Clllh II !feme.dou speeds.. III order to Kbicv.: Ibi, "dug ill" effec'. take YOUI !fusty 
sa .... Dd en t tbe bonom f'QQt bil off. This .. ill nuu il look like il·, .. ideill8 oal of the ADd in ID 

Ul81illly muncr. JUSt dcc.ide DC! ho .. mll/eb of '11 lligle you "'DI your spole II lod sun Awiag. If 
YOU' n t .... 100 l188td or ulKvea. lIy Anding il do"'l1 .. ilh .arne AldPlpcr. NelL"!. using I 'ig so .. 
(Ind m.ke Iur: you get some p>renlll ,upervisioB ... ith IhH pow:rtoal. kid.) CUI In ov.lish 'hlpe oul 
of you, MDF hom!. l.c..an I ~Iip" uou..d Ihe Mycclic Spore of IbOUI III iath .nd • h.1f 10 ' ... 0 
iathe,. Thi, ... ill lIive you I IIC. '0 build up la 'imp.tI uml- .. ilh youl 'plCklinl!. Use • file 10 
,ud do .. n ,h. edg" of Ihe boud 10 IbJI Ihey 8eotly slope inlo the ublC1op. WheD you're dODe .. ilh 
Ihn. uke your Liquid N,iI, IDd Idhere the 1C,w.1 spore 10 lhe hlldbGl,d hut. Le, Ihis dry for • bil ,nd Ihea you cao get 5Ilrted oa Ihe elllU. 
Onitk dryiBg !PICkle: is pelfect for Ihis. .. you caa p • .,s ialo il .. i,h youl fi08el1 10 shipe ,ad fNDipullle i, utI,il your hippy. You'll ... ,nl 10 p.le 
il up in f,oll of your spore.. e",;,el,nS lhe .ides IDd lUi/iog off 10 the blck.. IlIIkiag I. dODII.ted ho!lCShoc shIpe. Evu lbough it saY' it', ,\ui.:. 
dry. ft'v.: foud Ihli Ihe spxklill8 heillil piled th is: th itkly .. ill Jull like I ... hile to hudell. So. sit batk ud uke I!US opponunily 10 pin OUI the 
(0101 scheme (Of YOUI Mywic Spolt. Once youl bHc i5 compkldy dry. you un 'Om il .. ith ... Dd if you like.. This .. ill give you • pClfca 
Intuit 10 drybnrsh. ODd, depediDg 00 the cu;roament you·n: fightin8 onr. YOI t.l1I ptillt il to m.tch! To flock your hue. to¥1:l youl h.udboud 
.Dd spICklin8 ... itb • "'.'ered do .... layer of ... h.te glut. Try to ... ork iluicldy. If you move 100 ,lo ... ly, somt of the 81.e mly dry befolt YO<lr rudy 

dO"Wll Ihe saDd ud m.y c.use $luage struk . ... beo it', fioll1y dry. Thli. the cad of the lttull (oasllllttion plOC:~ 110 ld, "'r! pLinlin8! 

The filS! Slep ia p"ibliDg your 'pore i, m.kin8 surt i,·, ,urfo" prcplled 10 "ceive Plinl. Ccno, I 

thick .. hile "rylit p,ial Ihll IIliSlll UJC 10 coal Iheir tlnvlSCI. is perfect for 'priminl! ~ your {oam 
,(Caery. Art Slores ,Iso cury I b],ck versioa .• hich .. ill speed up YOIII PliDliDg protels immenselyl 
Gi"" Ihe enlire ,urfKe I (GIl of gClIlO, m,king sure you don·1 put il on '00 thitkly. You don·' .. 1/11 
10 obsture .oy delliis 01 obli'elltc youl saody base. Ot.c.c you·v.: Sinll YOIIII span: I good bY'! of 
gcsso. pili il lIide .ad 1..1 il dry Onte it·, compklcly dlY. Plial the ealire span: ... i,h a- Blad, 
Plial (splly primel (ould diuolv.: ill). To Plill the M)'utK Spot< .. e ch05C I simpk 'Olor uhcmel 
We decided IbJ, lhe cl ti re thillg would be I deep IbJd~ of red.. fO. i. SlItccssiv.: u1.'"ft. St,b Red. 
Red Con: lad lillllly Blood Red .. ere drybrll5hed 0"'" lhe ellure .. ,f,C(.. The Blood Red WII 

"'!.If"'''' IIGUnd Ibe "eultl1- mokc lhem pop 0111 from tht rCSl of the sunKc..,..We rclt tbJl lhe 
Jh~ rcteiv; ,"tllioIl.1 Ille uil by wbitb I brood 

the lip of the tpolt 

''''',,,,I000I0 



'Jill'''' Games Day just around the comer things are starting 10 tum and focus upon this 
awesome yearly event. And what would Games Day be without some cool tablas to fight 

IJames across? We asked US Studio Scenery Designer Matt 8 0les to take us through the steps 
to create the Tyranid Hive Ship table, one of dozens 
and dozens which will be featured this year at 
Games Day 20011 Take it away. Matt .... 

Hey, troops! The guys al While Dwarf thought you 
mfght like a peek behind the scenes at the US 
Scenery Studio. Preparations for Games Day 2001 
and the Grand Tournament Season arB in lull swing, 
80 we've already built a load of amazing new 

I . Specifically lor Games Day, and, In 
of the new Tyranids' release, we've 

to tackle the project of a bug table. Not just 
on any old WOrld, bUllhe interior 01 a hive 

those Space Marines to ravage. Below is 
process for how this table 

, ' mEAS - First of all, you'll 
draw up some basic ideas for how you want 

to look. For this task we had Rick "Lobor 
whip up a few really cool sketches that depict 

Inside of a Tyranid hive ship might look. 
melded those Ideas with my own initial 

for the table . I wanted to create a 
chamber of Stasis Pods, 

where the 'Nids can bursl lorth, pick up their bio-weapons, cl imb into 
a mycetic spore and be fired down to a planet to consume it. 

~~I'EP 2: DECIDE ON TA IU~E'S CONTENTS - This step is to get 
measurements for all the items that wlll be affixed to the table's 
surface. That way, you'll know how much room tor each Item you'll 
have, and you'll know how many 01 them you'll need. 1 decided on 
three Stasis Pod Bays, a Central Nerve Bundle in the middle at 
the table, nine Capillary Towers, a Spore Forest and some 
Weapons Pods. 

:-,"r Ei' ]: HUI LI) T IlE IH.AN K TABLE - Using a 4'x8' sheet of 
plywood and a few 3/4" x 3 1/2" boards I built the blank, bare table 
you see in the picture (and my 

mom said I was all thumbs ... ). ~c:'~.--:------", 

ii , (:Rf.,v'I nIE<:I~NTR;\L NERVE HUNULE - I want­
or . •• ~ ••• an elongated oval to represent this "brain" of 

of like a mini-football. With a little 
of how to actually do that with some of the other 

"~<S I was able to create this shape from two pieces 
After gluing and sanding the pieces together I 

ImIe squiggly lines into the Bundle with a heat 
soldering iron would work well, too) 10 give it that 

feel. Then llook some two-part epoxy 
compound (you can also use a LOT 01 green putty!) and 
Into a carapace to cover the Nerve Bundle, making sure 
five ridges just like the Tyranlds dol 



-
SI'EI'.'.I: CRE.t\TE HIE CAPILL/\J{Y TOWEll) - I knew the Nerve Bundle 
would have to sit on something other than the floor of the hive ship (it 
would look kind of funny rolling around trying to squash the Space 
Marinesl). so I created a couple of short Capillary Towers using the 
sleps from Lobel's article in WD #254. These were made to correlate 
with the nine Capillary Towers thai went behind the Nerve Bundle. 

~TEP 6: CI\I!A'I'E TELEI'OI(I'ER NI::"'l IS - These are used to transport 
the Mycelic Spores to the launch lubes, ready to shoot them down to 
the planet. They are made by carving 1 ~ foam into a rough hill and 
etching a star pattern at the lop. Then I carved more squiggly lines into 
the sides to lie them visually to the Nerve Bundle. Next, I placed a 
number of 'tentacles' around the edges using metal tail bits from 
various models and affixing them with putty and wood glue . 

.\TEP 7: CREATE WEAPONS PODS - These are where the bio·weapons 
grow and are ready for use. Once again, I went to the I " foam and set 
it up just like the teleporters but smaller. Then , I inset a number of 
Tyranid weapons from the Mail Order Archives into the foam using a 
combination of putty and wood glue . 

.liTE !' 8: CREATE RIPPER EGGS - Here is where the Hive Mind 
gestates rippers for use in planetary assaults. These are made by painting a number 
of metal and plastic rippers black. Then I took a plastiC sphere half that you can 
(you can usually find them with the plastic boxes) and filled it 1/4n with a two-part . 
with yellow ink. This particular high gloss resin is similar to the kind that coats 
similar surfaces. You can find it at most home improvement stores. Follow the 
carefully. as the resin heats up while it sets and could end up melting your plastic 
too much at once. Please, remember when using the resin to be in a well venti lated area. 

I put several layers of resin into each sphere half, but each layer MUST be dry 
the next. As you build up the layers, put the rippers in there, too. Make sure you pull. ,. 
In different layers, so it'll give the feeling that they're floating in the ooze. 1 I 

runners over the 

STEP 9: CREATE STi\.'\IS 1'00 
BAYS - These are where the 

gaunts gestate and are kept in stasis until they are 
needed. Then they burst out of their pods and terrorize 
anyone unfortunate enough to be close by! The bays 
themselves were formed by carving 2" foam into vague 
peanut-like shapes (see above photo). The four legs , of 
sorts, were cut out and attached, two on either end, to the peanut 
shapes. Ten gaunts for each bay were then painted black, and 

attach it to I~~;~:; 
ripper pods, J 
on the runners to 

plastic egg halves were filled with resin in much the same fashion as the ripper 
gaunt added to it during the layering of the resin. Once the pods are done, o~~:::: 
sides of the bay to hold the ten pods. The interiors of each opening are painted 
light as possible, and the pods are then glued into the bay with a hot glue gun. 

~"I'EP 10: CREATE MyeETIC SPORE FORE ... ""!' - These are used to transport Tyranid 
surface. I made Ihese by using various sized styrofoam eggs bought from a craft store, I 
to the table using screws and more hot glue. 



STEP 11 : TEXTURE TABLE ~ When 
seeing the table in my mind I kept 
coming back to organic structures 
like mud dauber nests and termite 
mounds. I knew I wanted to have 
that type of te:dure covering the 
table. To simulate this I used a joint 
compound (also found al most 
home improvement or hardware 
stores) thai I spread across the hive 
ship floor and Stasis Pod Bays. 
Then I stippled it by rapidly patting it 
with a large rough sponge. Once the 
compound had dried, I knocked 
down any small peaks that had 
formed by rubbing a towel over the 
table. That way, those bits wouldn't 
break off after I painted it. 

~- 1"E1' I:.!: I'/\lN'I'!! ~ I imagined this 
table as a mixture of skin tones 

along wi th the classic Tyranid color 
8Cheme of deep violet and pinkish-purple. I took paint samples Uust a 2" circula r area on a scrap 

to a local home improvement store to get quarts of the colors I needed. The only thing 
painted a bit differently was the central Nerve Bundle, which I did in pink and bone with 

ink wash. Once I finished painting the table, I took some more of the two-part high gloss 
mixed it with some purple Ink to ooze around the Nerve Bundle and the Capillary Towers. 

you have it in a nutshel1. The entire table took about 2 weeks to create, and most of 
time was spent mixing and pouring the resin for the stasis pods. You really have 10 be patient 

""11l1 .. stuffl ln the end the effect was welf worth the wai t, and I'm sure it will create a lot of buzz 
Day 20011 

:
:",,~ .. ~q~u~e~~stJons about building terrain for your home or gaming club? Write to the 

Design Studio at the address listed below, and we 'll answer some of the most 
In White Dwarf or online! 

Games Workshop Scenery Studio 
6721 Baymeadow Drive 

Glen BurnIe, MD 21060·6401 



GOT A pIU)6LEm GOT A RULES QUEST/ONI GIVE A CALL TO. .. 

I A. Jhenever there is a product problem, a rules 
V V discrepancy or even just a missing store phone 

number, Games Workshop 's Customer Service 
Department is always there to offer a helping hand. 
White Dwarf staffers caught up with Aaryk Drake, Hal 
Neat, Jimmy Baxter, OJ Gallagher and manager "Tyranid 
Tim" Hucke/bery to take a deeper look into their world 
and see what it is that makes this particular department 
the well-oiled machine that Games Workshop hobbyists 
interact with on a day-fo-day basis .. .. 

decided that we could ( White Owllrf) To start ottJ Tim, what 
exactly does Customer Service do? 
Why are you guys here? 

get just one guy 10 Floro lerr; OJ Gallagll6r; Hal !W.al. Jimmy Baxter; manav-7Tm HuckeltNtry 
do all this non- (seiJhJd). Aa(}'k Drake 

(Tim) Well, a while back there were alai 
of different things that stretched across 
different departments, and it was 
decided to bring them all In to one 
specific group. Product problems were 
done by Mail Order, and we had a sort 
01 'ntemel prese.ooe" before W&--eYen 

had our website. We were answering 
emafts and doing regular Chat sessions 
on America Online. This was back 
before 1 was even an OOlrideri I was 
one of the guys that showed up online 
every week 10 listen to talks about Dark 
Millennium, when thai first came out, so 
this was quite a while agol And when I 
joined the company in Convention 
Support, as It was called then, I sort of 
grew the electronic presence for us at 
that lime. So the powers that be 

department specific 
work for us. and Mail 
Order handed me Ihts stack of Product 
Problem sheets that was about six 
inches thlckJ Yes, obviously ooe guy 
could do all this ... (big grin). We had 
Roolzboyz and Customer Ser-ilce 
emails set up. and the amails REALLY 

than hIring an Outrider Jor new lob 
openings in the company_ And, as the 
hobby fanbase keeps growing, so has 
our department. 

The most important tfiing we do here is 
deal wi th issues that customers bring to 
our attention, like product problems, 
complaints, praise, questions, stuff 
like that. 

We <Usa do things like tours every 
-week, which are really fun 10 condLlCt! 
It's great to see some of the reat GW 
enthusiasts come through and really 
goob at stuff like we all did before we 
wor1l;ed here. The thing that takes the 
most time, though, are the Aoolzboyz 
questions, because we tust -gel SO 
MAN Y of theml We're sort 01 Ihe 
"everything else." department, as welt. 
We tal(e care of all the other odds anCl 
ends that don't fit anyWhere etae. 

started flying In. AboLit 2 
days laler, It was grossly 
appar6flt that I needed help, 
so I hired Rich Curren (now 
in our Web Department) 
from New Yorl\: a couple at 
weeks aner tnat, and he 
came down. 1 had 
Interviewsd a couple of 
people locally for the job. bul 
I knew Rict} as an Outride(. 
and Itlers's nothing better 

7yranld Tim" Huc/<elbery. CUS/omM Service Manager and 
rabid Tyranld f/JIJ 



(Aaryk) Like quality controlling. It's one 
of the reasons we ask people for the 
packer information on the product. II's 
noljust-to irritate them, really (laughter). 
H's 10 try to get more information on why 
the problem happened. so we can go 
back10 production and try to, a) detect 
any other problems like- that before they 
are sold, and b) try to make sure it 
doesn't ha~en again. 

(Tim) And we're actively trying to 
Improve l/"Ie product, as well. Because, 
hey" the less product problems there 
are, the less work for us! 

We have a lot of experience with our 
leam here. Hal used 10 be In Mail Order, 
Jimmy was in Production, Aaryk was an 
Outrider/ and OJ used to wol1< in our 
Retail Department. I think the varied 
knowledge- 01 different departments 
works 10 our advantage to solve 
prolllems more efficiently. 

of the mosl common 
questions, I think, is, 
"When Is (fill In the 
blank) coming out?" 
Everyone is always very 
excited for when their 
favorite anny is going to 
gel more stuff. People 
are eager to see their 
army's ligures or codex 
In the New Releases 
section of the store or in 
White Dwar1. 

But it doesn't quite seem 
like we see a lot of tne 

OJ GIt/tJgMf .,....,rs a wIes question. 
same rules questions 
coming up over and over 
and over. Hopefully, that has a lot to do 
with the new editions of Fantasy and 
40K being so much better mal few 
people really are confused when 
they're playing. Both of these games 
were wrinen with a 101 of fan 

jnvo/ .... ement with playtesting, 
so that any discrepancies or 
conflicting rules might be 
ironed out beforehand. And 
there are a lot of areas In the 
books where rules are 
clarified with examples or 
page numbers given for 
reference, so Ihal the reader 
can really see what the 
games designers meant. 

the Towson store. then came to the 
Headquarters In Mail Order, then I 
came over here. 

Well. I know you 
Outrtder, Aaryk. 

used to be an 

(Aaryk) RighI. I slarted O\.lt playing 
warhamrner Fantasy Aol9f)lay in '87 or 
'88, then I picked up Fantasy. I didn't 
e .... en pJay 40K unW I became an 
Outrider, later, and was one tor about 3 
years. Then I gol a ;Cb here. 

(OJ) I started playlng the games In '92 
and '93, and I hung oul 1n the Glen 
Burnie store when il flrsl opened. Then 
I waited a couple of years until I was old 
enough 10 get a jOb at the store. A 
little bit after that I got a job here In 
Customer SefVice. 

Jim~ BlIXt_" wemaUotraI Gam_" Workllhop en/IJusiallt. 
enteriilQ /I ~ problem 

How dkt all ot you get your 
start with Games 
Workshop's games . nd 
becoming Aoolzboyz? 

And you, TIm? 

What .re flome of the most 
frequently •• ked questions tor 
the- Roolzboyz? 

(OJ) -Does Chaos annor get the 5+ 
tnvulne~ sav.?~ I hear that a lot 

(ABcyk) A lot on the VOR. And a lot on 
BlaCk, Templsrs. 

{T1ITIj It .... aries, but it usually follows 
White Dwar1 as to what is- the mosl 
current army Of' set of rules. Right now, 
we gel aJot of Questlons on the VDR, or 
Vehicle DeSign Rules. They're a HUGE 
topic right now, because they are some 
exchlhg new rules, and a lot of people 
are anxious to Iry them out and even try 
to breali: them, too, as in , "How can I 
t11ake. a yehicle so obnOXiously 
des\hJcU .... e?· Bul ha .... ing the Q&A fjle 
becoming more and more available will 
alleviate a lot of the same questions 
from popping up again and again. One 

(Jimmy) Wet!, I started in 
Germany in 1984, when my family was 
living there, and we came over here In 
1985. At that point, there was a Games 
Workshop store in Laurel, and 1 hung 
oul a lot In there. And In the College 
Park store, too. As a matter of fact, , 
was kicked oul of those stores pretty 
often, too. By Jeremy Vetock, when he 
worked In the College Park storel Eons 
ago.... I got a job 
In Production and 
eventually clawed and 
scraped my way up to 
Customer SeNlee. 

(HaO I was taught how 
to play the games 
about 10 years ago in 
the l aurel store. 
Actually, ifs almost len 
years to the day, 
because I learned how 
to play on my blrthdayl 

(Tim) Many, many moons-ago, I started 
out with GW boardgames When I was in 
the military In the )ate '80s. Talfsman, 
The Fury of Dracula, Ihat sort of thing. 
Then my !lilll miniature game was 
Space Hulk. And It's still one of my 
all-lime fa .... or(tes. A lime bit later I 
learned about Fantasy and 40K from 
White Dwar1. 

Then I was working at Aal}'k O,.e r.1~ fD B CII$Wmer about lrack1r19 a paJ:!kttgB. 



(OJ) I'd have to say Ihe hyena. B8cause 
lhey'rs ugly ana always laughing. 

(Aaryk) Polar bears, I think. They're 
either lying around, soaking up rays. or 
Ihey're killing something. They're really 
fun to watch. 

(Hal) I'd say frogs in general, but tree 
frogs specifically. They're really colortul . 
When t was growing up in New York.. 
we always had tons Of frogs in the yard 

Hal. Aal)'lr and OJ WI me ~, rJi/IgeftIIy fixing product problems. ~ rules quesIions and during the summer. We'd try to catch 
rtJPIying /0 the many, many emaJ/$/lla1 /h&J' ~ 81'81)' week them as tadpoles and raise them. They 

make really cool pets! 

Then I became one of the first 
generation Outriders for a couple of 
years. starting in 1993, and later I 
joined the company In the Convention 
Support department in 1995, And the 
rest, they say, is history. 

How did you come to be known as 
"Tyranid TIm?" 

Well, when I Joined the company In '95, 
my AOl screen name for our 
disCussions was "Tyranid.- I've been a 
huge Tyranid fan since I started playing 
Space Hulk, and, luckily, that screen 
name had not yet been taken. And as a 
really great coincidence , the 1999 and 
2000 Calendars s!}owed the day that 
lhe Imperium first had contact with the 

Tyranids as being my birthday! 

What do you like most about being In 
thla department? 

(Tim) The fact that I'm In charge. 
(a very proud grin) 

Actually, it's really a whole 101 of fun 
here! We get 10 Interact with lans and 
the UK Studio all the time. And the fact 
that we enjoy helping people. 

What'a your favorhe ZOO animal, and 
why? 

(Tim) Zoo animal .. ,? Hmm ... 1 don't 
know, I'm really more 01 an aquarium 
person, myself. 

(Jimmy) My favonle ZOO anlmaJ? The 
naked mole rat. Just because it's a 
hairless weasel. How cool is than 

Finally. guys, whal would you Ny to 
all the greal Warhammer and 40K 
'ana out there? 

(Tim) Have fun and play nice. really! 
V'know, we look the Apothecary logo 
for our own shir1s here 10 show that 
we're here to help. And it's true. That's 
exactly why we're hete. 

,.,,, 

CUSTOMER 
Games Workshop has a dedicated and 
krlOwlcdgcable ClIStomer Service Department 1h~t is 
ready to help you out with ~ny niles lluestions. 
product problems or (perish Ihe thought) complaints 
you might have, 

RULES QUESTIONS ANYONE? 
First ofT. the Customer Service line can answer game 
questions quickly and clIllily. If you aren' t sure about 
a ru ling. give us a call. Our crack staff of CII:pert 
garners will be happy to help out (but before you call. 
check our questiOll guidelines in the yellow boll:!). 
Need some gaidelines for running leagues and 
tournaments'! With plen1y of convention experience. 
Ihe Customer S~rv i ce Dep:lf\lI1ent will be ghid to offer 
suggestions and hints to help thing~ go smoothly. 

RESOLVE PRODUCT PROBLEMS 
CU5Iomer Service deals with missing ~nd defective 
producl~. If you have a problem give us a caU. 

DEDICATED HOBBYISTS 
All of us in the Customer Service Dcpanment are 
dedicated hobbyis~ who haw a driving passion fOf 
Citadel Miniatures and Games Workshop games. Give 
us a call if you have hny questions at all "boat 
our hobby. 

HOW TO REACH GAMES WORKSHOP CUSTOMER SERVICE: 

Our phones are in operation : Monday through Friday from 
9 a.m. to 8 p.m, Eastern Standard Time 

PHONE NUMBER: 1-800-492-8820 
FAX: (410) 590-1444 

E·MAll: CUSTSERV@GAMES·WORKSHOP.COM 

E·MAll: ROOl2BOVlOGAMES·WORKSHOP.COM 

Or Write to us al: 

GAMES WORKSHOP - ATTENTION ROOLZBOVZ 
6721 BAYMEADOW DRIVE GLEN BURNIE, MD 21060-6401 



Pntty _ .... liliiii Pepa 11116111 .. pod • DUmlllIIId _led dnft of the nat COIIIIIICII~y 
liked IIId ... end qunllons on w.rhammer IIId 4OK. UnIIIIhen. hen', • IttIe fade 10 whet !he 

wtntIet of our IoyaIIIId enIIuIastIc fanL 

tHE OFFICIALLY OFFICIAL Q£A LIST OF 
OFFICIAL QUESTIONS AND ANSWERS 

WARHAMMfR WARHAMMfR 40,000 
-on page 54 of the Warhammer Ru~k. at the boHom 
01 the left column, you'll find the following phre .. : 
" Individual models (the assumption being that 
individual models are part of II I.rger unit as oppoaed to 
single character m~.) can lurn to face the charger. 
and .void this test and any olMr penalties, unless they 

_,reedy engaged In close combat." 

this eMm. to indicate that It I chllrge an unengaged 
in tis flank, Indtvldual models are turned to face the 

....., (becalM; it looks better). and the unit does NOT 

... ttl rank bonus, does NOT allow the attacker to 
cWm the +1 bonus to combet resolution, and does NOT 
.... Panic tesL Is this correet? 

No. Normal ranked units can', be wor1<:ed this way, 
for if they were, the whole point of flank charges would be 
Iosl. Units only get a rank bonus If they are fighting to the 

. " 0111" so II they are charged 10 the flank first , they wouldn'l 
have a ran~ bonus yet 

.page BO, Item 13, Panic Checks for SktelRear Charges: 

... ya that you use the Unit Strength (5 or more) to 
require the cheek. but then .. ys at the end that no test 
ia required H the charging unit Is less than 5 models. Is 
IhII leat sentence a tyPo, or do you do a test if you have 
bDlft 50r more modets snda Unit Strength of 5 or more? 

Jusl mentally delete the last sentence. 
A Unit Strength of 5 is the only 
requirement needed. 

-Page 95 Characters Marching: Do 
these rules only apply to foot 

e~.",c .. ,;. or are mounted characters included? 

We've decided that all the special character 
movement rules appty onty to characters OIl loot - the 
marching rules, 360' arc 01 sight. atc. Ct\aracters OIl mounlS 
or monstrous characters (i.e .. tho6e WIth 6 or more startIng 
wounds) totlow all the normal movement rules regardmg arc 
01 SIght, marching. tetT8Jn, etc. Note that like chariots and 

\ .mc<lSlen., such characters do not need to wheel or tum as 
such and can move freely in any dIrection. 

<ornet 01 Casandora will rlmlln In play but doesn't 
ha .. the standard, " stays In pl.y until Wizard chooses 
to..,d it, dies, ate." Should tt hava thase words, or is It 
so powerful that tt goas on avan wtthout the Wizard? 

Once the Comet is on Its way, that's your lot· you 
can Jump up and down on the Wizard all you like, but it ain't 
goona slop 50 tons of slar Iron slapping Into the battlefleldl 

-Does a twln·llnked heavy bolter get: 
a) 3 shots re-rolling misses 

0' 
b) 6 shots re-roliing misses 

when it shoots? 

The answer is a. Twin linking does not Increase the 
number of shots the ptayers rOll, but It allows the players to 
re-roll any mIsses. Accuracy through 
overktll! 

..... y troops aSNutting a vehicle 
or Dreadnought be fired upon? 

Ves to the no-Weapon 
vehicles, no to the Dreadnought. 

-A multi-wound creature suffers Instant If hit wtttl 
something big enough, right? But what If he's on. bike 
and gets this +1 T from the bika? Wh.t T should be uMCI 
for the wounds taken? His natural T or his boosted T? 

You shoWd use the modef's originaJ Toughness !of 
working out Instant Kills. No rnodifl8l'S for things like bikes. 
war gear or other special abilities ate taken into account (lor 
exampte, the + 1 T from a character with the Mark of NUI'gIo., 
would be Ignored) This keeps a lid on players bumping 
Ihe Toughness of multi·wound characters, making them very 
difficult to kill , 

-You can't shoot an Independent character tr he's 
within 6" of a unit, unless he's the ckJsest model at 
short range. Does thrs hold true If the Independent 
Character is, say. a Hive Tyrant or Av.tar near a unit of 
small critters that are less than halt Its height? 

By the rules. this is true, though as a House Rule 
you might want to allow players to targellhem. 

°A Dreadnought Is a vehicle, so can tum and nre . net 
such while mobile .... But it It Is Immobilized, doee It 
have a IImtted field 01 fire, or Is It considered to be ... 
own turret? How should the field 01 l ire be resolved for 
an Immobilized Dread? 

Best to think of it as a turreted tank, so It can sllli 
rotate and fire after being immobilized unless 
it suflers another Immobilized result. 
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ZPATRICK 
A couple of issues ago, White Dwarf staffers caught up with Chris Fitzpatrick 
in our US Scenery Studio and forced him at gun pol--sr ... asked him 
nicely ... to talk to us about how he got a job with Games Workshop and to 
give some advice for budding new sculptors, some tricks of the trade and 8 
bit on the miniature sculpting process as a who/e. After many bribes of free 
drinks and bootleg Duran Duran albums he settled down long enough for us 
to pry into his work life with a few questions. 

j' ,.. ),. 
(WhIte Dwarf) Basically, Cnrls, we 
wante~ talk to you a little bit 
aboui sculpting. The last time yo 
had an interview with Y9'1te D'!Irt 
It was about 2 years ago ~'th ;th~ i Thai's 
UK White Dwarf team, As a when S"cUlptM'the first 
refresher, tell us how ~ou gpt your Morathi figure,\he Hag 
Job 8S a Games Workshop sculptor, Sorceress. ~ it tt:lmed 
especially befoo a yankee. out, it.nappened to be ;;- :..:r' • 
(Chris) WeV, the first step wps doing tl)Ei~ottest m2.fJt.h of the 
some soorpllng work wllh some ye'9.~ then. An&. If 
American comparl1es, and t felt like I you ve neve; beej1, 

-l1ad gone as far as I could in the almost now~ere 1n 
American industry, so I deci~d to try J:"~ ~n~~~a~ Ai}.:., 

and get ajob , ~diltw,ln9· The 
with the big !biggest problem~as 
boys. so .~ ~ Ihat;"..hery Itle "gr~~ 
sculpted w I I stOff' putly s.:ts w~rm, 
thought was ' reaB1 w,etn, }I be~lns 10 ~;:::. !~::~;j~r.~;::::;:::L_~~ 
a Games /e~ ~ wet cheWing ( . SfIJdio 

Workshop-style.; I. , So il sticks to 
figure. I sent it ..tVEAYTHING,\and 
the headqUart~ wthing you scJ(pt holds its Shape, 
in Nottingham ~nd he~ I was, tryIng to Impress 
and they were t 'If\\~eople With my sculpting when 
pleased enough -i\ 1t;Ive"fythlpg was sticking together! J' I 
;.yIi.h it to fly me spe~t tW.J weeks tryin~ to sculpt ard 
out Ihere fot " getting no results, so (n t~iast week 
'about a month. and a half i.t cooled off enough to get 

something done, and I managecMo 
pun it ~tI together at the 
last minute. 

I . ' 
Obviously, you, did well enough 
to get the job! And then you 
moved over there? ~ 

J 
Well, there ~asn't an~ convincing, 
really. I worked unl~ the perrpit ran out, 
so then I had 10 come babk to the 
States to tOfltinue wor~ng. 

Now that vou're sculpting most of 
the Dark Elf range tor Warhammer, 
it looks like your style has c~at)ged 
a bit since you first started. 'e that 
due to the drawings YQu did for the 
Dark Elf figures? '( ---, , 

Yeah, I mov 'd over there about 
months late111 took that long to 
get all the p<y>erwork done ... wo 

",(ell, not everythlng I do is sed of) 
drawings the artists do. But cerlainly, a 
lot of the Dark Elf stuff was inspired by 

'\:::Dave Gallagher's work. He's t~ ma1n 
1 illustrator for the Dark Elves; he's I 

doing all the art for the O",rk Ell book. 
visa and stuff. , '1 
How long did you stay over !/ 
there working? 

Two years. 

And then how did y~ conv!n, e 
them that It was a good idea /for 
you to come back over and work 
from home? I 

I / 

And you collaborated with him and 
other sculptors and game\; \ 
designers when the whole Dark Elf 
project was first getting underway.? 

Yeah. We all got together to see what 
we wanted to do with the entire feel of 
the Dark Elves, what we wanted 10 
keep or change about their look. 



How do you go about getting your 
stuff 5Culpted1 You just mentioned 
that you had • meeting wtth them 
~~whaJ: w .. ~nna be done. Do 
~~tuaIlY "r you out to the UK 
~r.1 'X meeting? 

~~-.f1)o out 0 the UK a~ every 
three months, and we gel together and 
make sure that the line rs,.going in the 
right i1irectJofl. Thetr we laJk about 
what I'n be doing in-ih9-nextthree. 
months. Th"ll"I~bac' and do 
some more sCulpting IOf--the 
next meeling. .. 

So It's not like you do • couple 01 
figures and send \hem over, then 
they critique them and send them 
back and you do ~ qiore 
WOf'k .•• none of that, hUb] 

Oh, no. I'll basically go ~.f9f.a 
quarter1y check up and see ~ 
comes next, and then I fly b¥ and 
start some more sculpting. I 'tty to 
make sure everything is ready to go 
when I send it out, thai everything is 
done exactly the way they want It Now 
and then a couple of changes have to 
be-made because maybe the figure 
won', cast or something, bul usually 
they just have one of the designers 
there louch it up. The mold guys just 
love me ... 1 always make things that 
seem to have a hard time casting. 

Well, how do you actually go about. 
from start to finish, sculpting 
a model? 

First we begin with the idea. 
Sometimes I'll do a sketch, if ifs 'SOme-

tfiing I lem that I need to 
come up witt before I start 
sculpting. I have 
armatures that I've made, 
w~ are just simplified 

-human skeletons that I've 
)j:lad GW cast for me. Most 
ot:tf'le other designers use 
wrre~t some of them 
use armatures. Everyone 
has their own method of 
how1h~ go about starting 

{-' a miniallJre. auf I find thai this works 
best fO{ ,me. 

So I'll baSically take this armature end 
bend it Into the shape I want it to be 
and then pul lt onto a cork. which 

..gives me something to hold onto while 
I'm sculpllng. Then I'K start adding a 
!!ffie putty to start "blocking out" the 
basl9'shapes of the ligure~ .. the chest, 
jllittfe bit of putty to the legs and the 
feel By sculpting the feel, it will gel 
the 'model to adhere more to the cork, 
make it stay on there a bil better. Once 
aJllhal dries, then I'll slart the actual 
sculpting proper. I'll work from the feet 
up. The reason I do this is it helps 10 
keep II sitting on the corK Then I'll do 
what's called ~dressing the figure," 
where fll sculpt the body then sculpl 
whatever clothes on top.of ft. BUll 
won" necessarily add all the detan, But 
I'll shape it up and add all ihe detail 00 
lop 01 that. Then usually the last thing 
I'U do is the head. The face is the most 
expressive part of the body, and you 
wanoa get It right. 

Getting started is always the hardesl 
part for me. Once I'm halfway done 

QwiJ,-1O hi ~a-t ... (YMI!II ~ ..... JIIt ao'{o..w WI!.tIa(II_d hI"'pohII 

.-~ ~ , 
J ........ ...J .. _--'", .. 

with the figure, then it becomes lun for 
me. The 'irst part is more work After 
that, I enjoy myself a lot more , 

00 you have any lpecial tools that 
only you use, something thai no 
other Games Wor1tshop des1gner 
might have in his collection? 

I'm sure that I do, but rile found that 
every designer has their own -secret 
weapons· l!;latthey use. Their own 
little Excaliber. Mine is this dentist's 
tool. An "interperoxlal carver," or 
something like that ... My dentist 
knows what I'm falking about! It's good 
for those "haJd to reach- sculpbng 
areas. (laughter) My dentist and I 
connect on a,Jevel that most people 
can't We talk: about dentallools! 
(much more laughter) 

00 you swipe the tools off the tray 
while he's not lookln'? 

No, no. I don't... . I don't know where 
those have been .... (the yule-rub and 
guffaws oontJfloo) 

I also use another tOOl, one that ~ 
01 the UK designers use, called.wei 
#5, and it's used primarily: fOr"making 

dentures. Dentists use It f'i)f' 
sculpting wax. The blunt end is"'­
great for doing folds in fabric. 

The other thing I use is this, 
which is sort of like a tOOl used 
lor sculpting clay. I use this end, 
the blunt end, for doing fine folds 
in fabric and anatomy, 
musculature. This end, Ihe little 
hook, I use for sculpling chain­
mall , and I use the round end 01 
thai lor sculpting laces. 

And I should probably give c~it 
where credilis due. This toot ,.. 
was made by Richard Kerr,.a 
sculptor who U$8d to wolW-(Pr 

t worked for 
there gave 

~~:'~~da~~ one. And then I use t a needle tool. 
BUl these are all pretty 
conventional. My advice to up-



and-coming sculptors Is that-no. __ you're sculpting.llJ2Jl1uscles wrong, 
sculpting 1001 isiloing to dQ.the Job for It's 90i~ to Ioorwro·ng. So,you have 
you. Everyone seems to ttJjQk that to have that knpwledge first. 
once they get a dental tool, they'1! be I~ t-
able lo-scufpt like Aly Morrison or Brian Do you have any particular tome 
Nelson. And that's not whaill's about. of anatomical knowledge ~ 

/- $.. 1001 can certainly help a littl~ bit, but you'd suggest? .- ., 
, th,s bottom line Is thai you need to find I s,..Y"., D:(namlc An~tomy by Burne 

a lool l,hat WOr1<~ for you. ~ve~body , l10garth is the scLllptor's alblE!. All of 
uses different things. ManiCUrist 1ool~ nis boot<,s are very QOOd, but Dynamic 

..are good ... you CO~ ld make tOOI~1 ,AnatomyJs the best for reference 
know another designer who us~~ ~ while sculpting miniatures. 
pencils with the pencil leads filed to . 
various shapes that he uses to scufpt OJrYO~ ever work In an "assembly 
with . So the name of the game is ~" fashion, having more than one 
experimentation. And always keep figure In progress at 8 time? 

/c0ur{IClols clean> as well, 'cau. se yoU~' h 1 _ es. I always try t9 ave at least 3 
can 9ft putty caked all over It and Ii ures gding at once. While one is 
nev9f get a'good result. You can use .'1 h 
water to keep the putty from stioong to r'ying, thell I can worl< on the 01 8tS. 
it, I know others who use vaseline. hat wat)'m never waiting around for 

something to finish. 

CMo' /wtfld-mmN ~ rQOi ilia, WB8 

gMHt ro /lim by fonrtef oo·~ 

And I try not to have 
m2.re than four gbing 
at onde, because it's 
kind of d1str~cting . It 
als5 helps-:atfirst to 
have f1 piece of art­
work 9r reference r mate1al to work 

~
from, because it ~elps to keep 

Do you have any other tips to the? your scale in chac\<., as well. If 
budding young sculptors out there. 1 you plan it out wel) to begin with , 
Sure. Take your time. Naver rush the then you're halfway there. 
figure. The putty is such a strange 
medium to work in. It's so sticky and What about sculpting plastic 
so mushy, you have to do it one step figures? Do you sUIl use the 
at a time. You have to wait unlill! dries ~same process with a bigger 
before you add mora. But you can armature and everything? 
accelerate the drying process with a ~ Well, the plastics, we make ~ 

all have something underneath them, 
but now they've finally started using 
something other than "green stuff' to 
sculpt the plastics, since it's not the 
ideal medium for large scale work. 
Wax, for instance, is very good for 
sculpting plastics ;:or. 

Do they have certai designers who­
only do certain thln!}5 Ilke, Just this ..:;:, 
gUYsCulpts our war machines ... ? 

Yeah. We all get ?etty typecast:1n a 
way, mostly by what people think we're 
good at sculpting. 

And you're the " Elf Guy" 

Right. I'm the Elf Guy. (laughter) And I 
sculpt a 101 of women, too. And Brian 
Nelson's the ~Orc Guy," but he could 
do anythingl But averybodygets thelr 
own specialty, pretty: md'ch: ' ( 

Do you know what's coming up in 
the next few months, or is It literally, 
"Right now, we're looking to finish 
the Dark Elve;s\" and don't know 
What's coming next? 

Well, everyfulng Is done WAY way' in 
advance. Most of the figures iM3. see 
on the 5.h~ves were sculpted 6 ol(.~ 
months1.' a year beforehand. You get 
sort oj ou:f of the loop", soyou can't 
really telhvhat's gonna be cbming o~t. 

. t 
What'aoout between now and 
Games Day, when we' ll hopefUlly be 
seeing you again, do you know I 
what you're gonna be doing? 

I 
My immediate plans are to finish up 
this range. I still have lei-do two fTIor~ 
characters, including Malus Darkblade 
from Wamammer Monthly, which is a 
reaJly cool crossover between the 

regular desk lamp bulb. And learn those piece by piece so we 
anatomy. Because il doesn't matter don'l actually use an ' armature / L-----T----------l 
how good of a sculptor you r e, if for those, for the most part. They 
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game and the comic. It's been really 
great to collaborate with the Black 
Library to do a sculpted figure of a 
comic book character. The artist for the 
"Darkblade" comic has changed Malus' 
appearance a little, to kind of 
coordinate with the new look of the 
Dark Elves. It's pretty exciting to see 
your own ideas come to life like that. 

Morathi also has a fashionable new 
look, based on some of Dave 
Gallagher's drawings (seen in the 
background of these pagesl).Next. I'm 
working on some Special 
Edition wizards for this year's Summer 
Battle Tour, the Albion campaign. But 
they're not your typical wizards, they 
have a neat Celtic feel. .. really differen,t 
from anything else in the Warhammer 
World. They'll be a nice change after a I.WIJII D.t!Irb/al». /rom th8 Wartmr!\fnef Mor!!htt'~. 
whole year of Dark Elves. pa/mtKlby·E.'f)'Mt1taJQJtWl(eiIh~ 

(TO the White Dwarf Staff) I think 
that's all I have ... Lobot, do you have 
any other questions? 

I love all the nicknames you guys have 
herellobot... Dirty ... Goat-Boy .. . 
Go-Go ... Where do you get these? 

Sadly enough, the White 
Dwarf Staff Just look 
at each other 
sheepishly and 
decline to comment. 

~., ,,-..it. paoIt:.1 

!Omf 01 til. ''''''Ulie _ a.rl< EW C«saP 

t/Jal ChrIs /wi """" 
~ on, ptJin/t1I1l»' 
'E''Y Mfllalolllllst 
NtJII (;,",,1 

Look for more installments of the 
epic saga of Chris Fitzpatrick, and 
be sure to come by Games Day 
2001 to ask him your own burning 
questions In person! Games Day 
tickets go on sale REALL Y SOON, 
so keep your eyes glued to White 
Dwarf for more exciting details! 



~~~~~'-----------------r 

BORN UNTO Last month Space McQuirk 
told of the spread of the 
terrible curse of Vampirism 
into the world. lllis month 
the story continues with the 
fate of t.h e Slngoi and 
Necrarch blood lines. 

Spacc got the job oj 
WlIrlH'mmer Writer 
tlfter seeing tbe (1(1 
'n U.K. Wbite DWI,rJ 
He "Olll /Urltes/or 
An" /es books as 
w ell CIS WD IIselj. 

You h:l\le heard how the curse of 
Undeath W".tS brought into Ihe Old 
"'orld . and how the Vampires were 
dri\·cn fort h from thc.ir city o f Lahmia 
10 seek shelter with thc Greal 
Nccromancer Nagash. On Ill(' I.:VI.: of a 
mass;v!;'! baltic the V:ullpire alHance 
crumbled and each of the truebont 
Vampires d ecided upon their own 
course. of aClion. The ,",'arid had bcc:n 
spared the wralh of a combined force 
that would u ndo ubtedly have becn 
able to conquer any resistancc it came 
across. Now, tho ugh, a new and more 
elusive danger threatened each :lIld 
e\'ery civilizallon. 

For many decades the six InJeborn 
Vampires who had deserted Nagash 
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remained in hiding from each mller. 
!'lotting in their dark lind secret lairs. 
they dreamed up dark schemes as 10 
how best they could forge enough 
power 10 whhstand the o the r 
truebom, who would no d oubt seck 
to destroy them . 

Wsornn was Ihe o nly Vampire 10 
remain IOY:11 to Nag:lsh. As the m her 
Vampires ned Into the dark night he 
remained :11 his master's s ide. 
agreeing 10 lead the anny inro b:&t tlc . 
He hoped Ihal by s laying with Nagash 
his da rk mastd wou ld re\'CnJ more of 
his Neerom:mtic secrets. Wsor:m 
accompanied N:lgash into baule in :1 
mighty scythed chariO! made o f the 
sun blcachl..-d bones o f a once 
monstrous creature. 

He led a massh'c ho rde of skcle t:d 
W".trrion Inlo combat, riding at the 
forcfrOnl o f the :lnlly, casting hili 
cormpt magic across the baulc ficld . 
As the bloodied bodies of his foes fell 
to lhe sandy desert noor, smashed by 
dark bolts o f crackling ene'1,.')', he 
.... 'Quld :Iwakcn their spirits, 
commanding them to rise and fight 
against their own kinfolk. The ba ltic 
was saV".tgc :lIld Alcadizaar 's army was 
weakened by the dread plague lhat 

had swept across the land. The horror 
orhavlng to fight their own decayed 
friends :tnd ramUy who had been 
summoned from their plague ridden 
graves led to Alcadizaar·s army 
crumbling unde r the massed assault . 

Nag:lsh W.lS pleased with his 
apprentice and as a reward gave 
Wsoran o ne of his dark tomes to 
study. Wsor.tn gleaned tcnible arcane 
knowledge from the crumbling pages 
of the unho ly book, whils t the o ther 
Vampires fl ed north. It i\ thoughtlh:tt 
one sought passage on a merchant 
vessel. '1;ltes tell o f how a ship W:I$ 

found crcwlcss. drifting aJong the 
coast :tround the lands now known as 
Norse:.. All the cargo had been thrown 
overboard s:l\'e for :a single coffin. 
Another headl.."(i east toW"Mds the 
lands o f Cathy and Nippon. uute is 
known of the f.uc of these Vamplre$. 
None can know the ex:act routes that 
the Vampires chose 10 walk. but 
storics of their passing can be fou nd 
amongst the mYlhs and legends that 
s till haunt the children ofthosc 
re:alms 10 Ihis day . 

During the brief period o f lime thai 
Wsoran was :tble to srudy under 
Nagash he learned much of the OIher 
realm, Ihe world of Undeath. 
Unfonulllitely for the Vampire 
trueborn , his master was slain by 



Alcadizaar only a year after he had 
risen to power. Nonetheless Wsoran 
escaped, wi th the tome Nagash had 
presenteci hint SIHlin his possession. 
Wsoran did no t harbor the ambitions 
oCthe other Vampires. Conquering the 
world of mortals was nm enough fo r 
the Necrarch. Instead, he sought to 
maste r the world o f death . He knew 
that if he wcre to achle"e ultlmatc 
power then it would come from 
knowledge of the spirit world that was 
the essenee o f his very being. 

Wi th no aspirations to build a great 
ruuion, he W"olS no t inclined as were 
the other Vampires to create an army 
of Thralls. Wsor.l.J\ selecu .. -d a few o f 
Nagash's 11I0S1 intelligent priests who 
had escaped the wrdth of Khemri . ~Ie 
decided to make them Into his 
Vampire SludelUS and wenl into 
seclusion in o rde r that he could teach 
them the dark arts of Necromancy, 
uOlhreatened by the o the r VampireS. 

Uttle is known o f where Wsoran hid 
away after the defe:!t of Nagash. He 
locked himself aW"dy for centuries, 
srudying the art o f Nc:.'cromancy with 
little interest in the afTai~ of his fellow 
Y.unpires. Using knowledge gained 
from the Book of Nagash, he \\-"Qu ld 
spend greal amounts o f his time 
walking in the Undead spirit world. It 
was this that ultlm:udy led to 
Wsor.tn's undoing. In order to cross 
the border between the mortal rea lm 
and the land of Undeath he would go 
Into a tr.mee-Hke st;lte . In this way, his 
soul became f.ree to explore and 
converse with the spirits o f the dead . 

His flnest and mOSI diligcnt stude nt , a 
Vampire named McJkhlor, seized onc 
such mome nt to usc to his advalll".Ige. 
Who knows what made McJkhlor 
betray his master. Some rumo r that 
the Book of Nagash spoke to him , 
beckoning him to s lay Wsoran, others 
believe it was simply his own twisted 
mind that led him 10 plunge a stake 
through the heart o f his master. 
Nonetheless, in doing so, Melkhior 
plunged those Vampires that Wsor.ln 
had e reated into a world o f da rkncss. 

••••• 
During this timc, the remaining 
trueborn fled nortll through Ore 
infested lands, crossing mighty 
mountain ranges on the ir tr.lvcls . Each 
of them came upon small secluded 
~ms around the Old World . In these 
lands they began to found minor 
domains. No single Vampire was 
stronger than the nt.:}(t and so they 

kept their locations secret, wailing 
patientJy for the olhers to expose 
themselves before choosing whether 
to strike against them. ReaJizlng that 
they would need strong allies were 
they to stand any hope of defeating 
the other Vampires, each o f the 
u-uebom created Thralls with the 
Blood Kiss. Por many centuries they 
continued 10 exiSt this w-,l.y and it 
came as little surprisc to the o ther 
Vampires that Ushoran would be the 
fi~t 10 emerge . 

Ushoran had a unique skill with 
diplo macy and was a fine warrior 
whose lack of skill at s\\-"Qrdsmanship 
was more th ... n made up for by his 
immcllSt! muscular strength ... nd finel y 
honed strategic mind. Ushordn came 
across a city known as Mourkain in 
the Kingdom o f Strigos which 
flourished in the Western foothills of 
the Worlds Edge Mount:tins. Over a 
brief few dl.."C:ld es he was able to 
create a small following of Vampire 
1hralls each of whom held high 
posi tions within the city's nobility. 
Once he felt th:.t they were in a strong 
enough position he made his move 
and with the suppan of the ThroLlls he 
declart.-d him.~lf rule r of the realm. 

Ushoran had leamed from the 
mistakes of the Whmian coun and 
bade that his Vampires only drank 
from those that deserved 10 die. With 
such a strong leader the realm 
prospered and before long it bee:lme 
obvio us to the o ther V:.unpires that 
o ne o f their kind mus t be behind the 
success. Ushoran In his foolish pride 
St:11l his Thr:llls o ut to seek t.he other 
trueharn Vampires and bid them [0 
come to h15 realm where together 
under his leadership they could fou nd 
a new deadly dynasty. 

It was Nefcr::lla, Ushoran 's o "'m Sis ter, 
thar was the fl~t 10 s<:o rn his 
invitation. She Imprisoned the Thrall 
messenger, sending the bloodied 
fangs wh ich she had herself tom from 
his mouth back to Ushoran as a sign 
o f her colllempt. Ncferata had buill 
up a network o f Vampires amongst 
the (]ourish ing tribes thaI were to 
c \'CllIually becomc the Empire. 
Making good usc of this. she warned 
the kings and princes of these lands of 
Ushor-m's deadly power. Together 
they raised an a.rmy and marched 
sout.h against Usho rdn. 

Had the humans known whal they 
fucc<1 they might have decided agains t 
their course of aClion , but the 
subterfuge o f Ncfer:lta's Lahmian 



sisters was subtle . Ushoran had 
amassed a great army. They were a 
disciplined force comprising man)' 
strong and skllled v.'arriors, with well 
cnfted weapoll5 and armor. He 
g.1.thcred his troops and marched 
no rth to intercept thl! amlles of men. 

Unfo rtunately for Ushoran the Orcs 
and Goblins had overcome their fear 
o f the terrible fanged be:ISLS that had 
stalked through their land and, in true 
On:: fashion, now sought to Aght Ihc.'>C 
monstCJ"S. Mo unted on mighry 
Wyvems, the Ore Warboss Garsnag 
Craktoof and his Shaman FU7,Zgig led 
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a massive Waaagh! and headed no rth 
to sCl!k vengl!ancl! for thosc Orcs thai 
had been slaughtert..-d by the dread 
Blood Dragon Abho rash. 

Ushor.tn ·s force had virtually smashed 
Ul l! united tribes. I-lis Thr.uls hOld been 
merciless o n the battlefield, slaying 
thousands with their unholy fu ry. 
Ushor.tn 'S anny would have easily 
defeated the men of the northern 
lands, but during the long l-ampaign 
rumor spre"d of Craktoof 's mighry 
\V;uagh! Ushoran krll"W he had left his 
capiLat dry defensc:tess and had to 
quickly march his arnlY back south. 

1ney were harried and pursued by the 
humans and much of his force was 
destroyed as the rcarguard coll"pscd. 

Finally. when they reached the plains 
of dus t. a shon distance from the 
caphal , Ushoran saw ule might of thl! 
Orc horde. Countll!ss numocrs of 
Grecnskins were amassed befo n: him 
re.ady to sweep through hi.-. tired and 
depleted force. Bellowing savage 
g~Hrural W'dr cries. they smas hed crude 
weapons o n thdr shields challenging 
the Vampire ann)'. Ushornn knew I.hey 
were outnumbered but he had Iiule 
choice other than to AgtlE the horde. 



The Orcs had underestimated the 
power of a V-olmpire and in the first 
:l.Ssauit upon the city, Cnlktoof himself 
was slain by Ushor;m, who it is said 
tore the Ore's head from his lxxIy 
with his bare hands. None dared face 
lhe V-unpire and the Orc a ttack might 
have f.lItcl"t'd had not Fungig oiled 
upon the mighty powers of Waaaghl 
magic and struck down the Vampire 
Lord. engulfing him in a green. 
sorcerous bl:lst of enerb'Y. 

Upon seeing their master destroyed , 
lhe remaining Slrigoi fled the battle 
knowing that Ihe city W3.5 doomed . 
They desperoltcly sought safety 
amongst their own kind. se:trehing for 
the ocher V:lmpin:::s. It WAS not long 
before they found :1 sm:lll Vampire 
sect hidden within the chill, dark 
fores ts inhabited by the SylV'olnjas 
peoples. Th .... y beggt:d that they be 
allowed to join the Vampire COl'en. 
but those Vampires who are now 
thought to Ix- the first of the von 
Caf"Stein lineage remembered 
Ushoran's arrog:mce. Tlu:y tUnled 
upon the s tricken Vampires with 
ferocilY, :lIld f .. :w eSC'.Iped their 
murderous vengeance. Each time they 
came across o ther Vampires they 
rccei\ol.,'·d similar tre:ttment. The hunte r 
had ix."Come the prcy. The Slfigol were 
forced into hiding; everywhere they 
turned foes sought to destroy them . 
They had lillie option but to live in 
the barren wilderness, feasting off 
bcasLS. Their o nly refuges were those 
places shunned by civilir.ltio n . Over 
many centuries Ihe harsh elemenLS 
changed their once fine bodies into 
tough muscular f~lIl1es. The Strigoi 
became feral and be:tSI-Itke, a mockery 
of their form er arlSlocr.uic selves. 

They became increasingly biuer and 
twisted as mey 'watched the many 
r.tccs of the Old World grow strong, 
but more than anything else they 
haled the other Vanlpires for what 
they had turned o nce noble and 
proud Vampires into; monsters 
lurking at !.he edge of civilization who 
would gnaw the Ix mes of me freshly 
buried dead , gathering followers from 
the Ghouls who inhabited the 
cemeteries. tone travellers often fall 
prey to the Slrigol and villagers !iving 
on the poorly patrolled borders of 
realms tell tales of the terrible 
cn.-a tures that live in the dark forcsts. 

As for the fa te o f Wsoran's Necran:h 
pupils they, 100, scattered across the 
Old World. Perhaps because o f the 
direct blood lineage or maybe due to 
some terrible Sorceries from thc spirit 

ofWsoran, me Necran:h pupils found 
that they were somehow drolwn into 
tJle world of Undca th . Their IxxIles 
remained on the monal world free 10 
walk that land at will but no longer 
able see the world as others do. Now 
they can o nly sec the spirits of the 
dead. Monals appear to the Necrolrch 
Vampires as ghOStly apparitions, whils l 
they can free ly command the spirits of 
those who have passed into the 
other realm . 

Many Volmpll"t's such as the von 
C:l.fs te.ins and the l.ahmians wish to 
rule over the Old World as immortal 
masters. From that fa teful day when 
Mclkhior slew the body ofWsor.tn, 
the Necrarch V:Ull pJrcS' sole purpose 
has been 10 tu rn all life into de:llh . 
Naturally this twilight existence has 
led to most Necrnrchs losing any 
sense of r.n/onali l)' Lhey once 
possessed. Most arc insane and spend 
their Ih-c.s locked in remo te lowers 
plotting the fall o f mankind . but 
occasionally one will march 10 battle. 

or all the V-olmpires that arc known to 
exist the Necr;u-chs :tre the most 
reviled. Due to their unearthly 
Necromantic skills they have the 
ability 10 summon \-ast hordes o f 
Undead w;lrriOrs when they march t.o 
war, replenishing the broken corpses 
which f.tliin battle with the mut.i J:l1cd 
bodies of the o pposing army. 

Now tbe Vampires have spread 
,hc mseh'es across thc whole of the 
Old World. Each night their numbers 
grow as more fall prey 10 the deadly 
Blood Kiss of a Vampire. \'(o'i[h each 
battle thclr :lrmics ~re SY.'ollen wilh 
thc re-animated bodies of the fallen, 
and in the W"olr torn lands.of tJ1C Old 
\tbrld there are COuntleS5 
reinforcements for their unholy 
ho rdes. Who can te ll what secret plots 
Ihey hatch in their ancient crypts. 
Decades, even centuries, are .of little 
lmponance to a Vampire. and they C:l.n 
patiently bide their time waiting for 
the pcrfeCl moment to strike. 

One thing is cerelin: lhere are no ne 
who can safely sleep in meir btxls 
whilst the dark menace of the Vampire 
CounLS casts Its evil shadow across the 
land. Many h:l\'c ~lternpted 10 wipe 
the thrc;!t .of the Vampire from the 
face of the Old World but, as of yet. 
none have succeeded. The 8100dUncs 
flourish still , and It Is o nly thmugh Ihe 
acquired knowledge of their (b.tlc 
histories that the mo nal wo l"ld srands 
any chance of saving iLSelf from the 
legions of death . 



OU! in pencil. mlking sure 
thlt you dn .. it iD sule JO 

thll it fits onto the Mnnn 
pole. Using i pCllcil 1110'\lJ'S 
you to correct ~Dy misukcs 
Ihil you may iru.dveneDtly 
mike! As you un $C.e in 
Rob's binDer to tbe righI, his 
tomk book b.ckgrouod is 
comiDI 10 the fore ... he hi! 
put 'x's in Ihe nelS Ihal he 
.. ill JIlinl .. ith hl~ck ink. 

2) Tricc tbe image ill ink. 
Black lndii IlIk (milable al 
itl 510res) works besl, but 
you [.iD usc , blitk felt lip 
pen in a pinch, 

J) Vile , light box or 
.. iudo_ to IrKe Ihe im.agc to 
tbe otber side of your piece 
of JIlpcr if you're maki.a ' 
double-sided MUcr, 

4) Firu.lly, it's tunc to tolor 
your bnl1Cr, Rob UKS Bcrol 
Prismitolor desigD matk.cn 
10 briog hi, MDDers to lik 
bUI there's DO rC~$Q1I why 
you caD', UK Cit,del Paints. 

colored pencil, or anything 
else. for that miller, No .. 
you UII go .bud iIId cut 
your hanller out aDd .dhere it 
to tbe haDn.T pelle .ith 
Elmer', glue! 





Mike Walker takes a regular 
look at the finer points of 
Warhammer, in his own 
unique way. 

Mike, a regular 
WbUe Dwarf 
CQntrlbutor, hilS 

bee" eXllmJlling 
the Warhammer 
Wor/II tbl"Ough 
tlJe slJ(utered 
/(ms o/hit. 
gnllling club jor 

nu",y (I yellt; fJul has 01Il)' 
recell/ly startcil tltjllclillg tbe 
details UPOl' IllIWllry rCluterS. 

Very bad ideas: 

"Let's buUd a bigger and evell more 
powerful Death Star." 

"What is needed to make this !>how 
funnier is another cartoon canine­
Lets call him Scrappy.[)oo.M 

"Why-don'rwc in\'itJ,: that nic.c Mr 
PoirO! to join the shoot ing party thi~ 
weekend aLour somewhat remOte 
house in du.' callnlty." 

~You can JUSt ignore J()e'" Dire Wolves." ... ..... 
In"WhifC J)w-.lrf issue #254 you nlay 
han!- come across my pfecc 6n ~uing 

up a k-ague. 'X'c.U, thi!> month the 
league ga.m0! haye IJq(un, and the t:arly 
rc)uitS -are in. ~ints :In' scored 
as follows: 

Draw (NO one wins h;f moro lban 
299 Victory polflts): 
Both pla)'\:.r5 earn :2 pl.)i:nts. 

Marginal victory (Game won by 
j(){)·599 vtctory points); 
Winner carns 3 points. 
loser carn$ l polnL 

Solid Vletory (Game wfm fry 
600-J, I9}j vtc;tory poblts); 
Winner cam 4 points. 
Loger earns: 0 poinrs. 

Massacre (Game won by J .200 
Victor}' polms or more): 
Winnc.r earns G points. 
Loser earns 0 points. 

Eight of the fiftcen league games have 
becn foug/n . Eight opportunities for 

DANSING WITH WOLVES 
Mike's league players find that tbe dead can dance 

playcrs [('l display tactkal brillialU.:t:, 
demonstrate cxtrt:mc jamminess and to 
refuse the offer of some ta .. te bud 
threatt:ning tortllla crisps from Alan. 

TIle cady league leader h. Joe and his 
vamplrcless YJ.mpirc Count.'> arm.y. 
Somewhere ncar h{'rt: is ;a copy of the 
army list he is using (tl slJoIJ.'S bt"mJ 
somcplayerl ·e.yperlml...,11 'u';tb the 
arllly Ilsts - FatBlokf!) . 

M.y first game (using Grok Grecnsbanlc!ri 
and his Savage Orcs and Gobllns amly) 
W"J.S aga.in~t Joe, and I had lost it b.y 
turn two. During the practice g.1.mes it 
had become pretty obvious th:lt thc 
main threat in)OC'S army cOmes from 
the Dmlse Macabre powered Dire 
Wolves and Wight Cavalry. 

Using the abili ty to rc·ea ... t (a.nd rc·{'ast , 
and re-cast. and re-east) the \-ery cheap 
Da"se Macabre. Joe was able to double 
the movement of any of his faSJ moving 
troops that he wished, bringing them 
Into positions from wbich he could 
launch dl."\'astating flank aUatkli. Okay, 
there W".lS also the limal) matter of it vast 
quantity of Qffcnsi~"C spdls rippln" 
through your uni ts (tile Zombies were 
b:t5if.~llly barely mohile wa.lls of rotting 
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Oe~h, brought :\long to stand 
between any threat and Joe's 
cowering Necromancers). 

During the finl fl."W moves of my first 
league game J displayed all the tacth:al 
acumen and imcUeclUaiprowcss of a 
slightlY-Stunned Telly 1\lbby'. 

If your main comhat units can only 
marc.h move [olW"Md a bIt faMer ilian"' 
an athletically challenged O\l-;u:t: 
sending them OIl a mission t(J hal'C :l 
cl05C e:ncounter of the subbing kind 
with opponents who are eowt:ring 
several (1..'1.:, away across the table is nOt 
a tembiy good idea. Add l() thiS the: faL1 
that at any-moment they mii$t decide 
to .ha\·e a perfectly justified ami 
oe.ce~ (bUl ncvcrmeies$ mightily 
fN$O""Jt)nS) mOVeQlent.halting 
squabhle, it makes even lets 5<.""fl."'-'-. 

BUI that's what I did. 

Of cOurse what J should have done was 
used my Savage Ore Boy.l and .8"lg 'Ons 
to protect my faster movIng SlUff and to 
k.ill JOC'S. But by the. time the Telly 
l'ubbincss had worn off, my Bop were 
welJ out of poSition, and J was done 
for. Joe scored a minor vielOry and 
three league point.s. 
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)SI~Sl/O'" "" bow )'O" sllRblfy stUll a"IdJJ' Thbby (/,.., "..,/rom<-d. Tbe Ix:rl • .,.. can~ '1/1 ",II/) U~IS "/oQtMII rock stuff"d ,dtb $W1'{" vfllll/~ D",v "J "",inS 
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I' 
SIopplns Alan'5o 1n.crNlbly fast movtns the bal shot. Often tbiI is at: the My Giani Jd.U .. -d his General :and then 
luardmen requires Ihret! thinp.: UU"t!mr nKk of h~ af'III)">!' line Thi.'§ tclT'i/ied two unih of Archer:-, H:ning 

• Conccnu:ued ~d effC'Cti~'t' 
cn~ them to Knd GIlDOn t:uJhi entin:1r hUed 10 dodge mn.'e COIfJCtll'. 

"'"...,L 
c:uuflillg al9ng I'hr wkhh of the Grecn!W;mks and the only 5Uf'\'irlnJ: Big 
r.lb!I.'lop. It Is 'Vl' hard 10 deploy In -a 'Un h:lcked through IUlII cnoup 

• ~Iwtty posltlont:ti fast fonnatlon to lessen potcftllaLcasuatties. Hotndmai<kns to roUI them. The Bo-.&f 

CilY2lry and Hyins ttQOPl> 10 strip A. ~hot fired from ~ board Cort!t<f will Boy.t did for the other archt:n and the 
away tncmy uni~' abililY 10 n~rch.. often be able 10 bounce albng the line ~ ftSowr. Six kM!I~' Jea..(t.ue pointS 

• 1bush coriih::al unitS moved to 
orlCO()~ nillner thm thtough dwn fuc me..1Dd a big cuualry bOx for Scotl 

anlrrctpt rhe faslbC of 
.Natw'2lly ~ (CUM are often isoL1ttd 
~ mar rruoJUbly e.,- w,tb 10 

lM.UUtkcrs 
pick 0«. 1Tw WL'I unJiIlb£~' ~ Tlw ftgbt be'u.'t~ nu Gimfl a"d 

IDsIndrSt\Uft, In hi!! rlnl rum, 'MIOCT rules, Many is lhe lime :Lontt Qf lbe High Elf Gnwrtli on his pet 
IChicved .. misfiring Mort2I, combined kimushcl'$ 2te lIboul fO Griffon was lIN mbje'C1 of n 
\dk.~ of r-bndgunnen and C':1llhUSi.i5t1Cllly ~ a 10M gun SlfttVm{'s¥tJqulT)'.lbati roIll-d 
C~"..,men 'Who Idledb\U a tinsk (:rcw onJy to be: !ouddcnly conCrornC'd 'Jump Up IIIId Vowtt:.on ,be 

t.. Wok. -a fY.&n1cking fe8asu.~ and. unil by II unit of grllffl' warrioll' wilh muck- Glan/'s Spec;,,1 ,\tracks, mill 
01 FJagcllanu positional so liar (rum cncNSIc:d tools :md ~ealY bcatd~ , btN:ause $cou 's Ct.",""1 u'''~m(m-
tbr action dm ,hry .... we-neartr In} As fur me, I usc my SUIlS:IIo i)3;lL 1'hc- $/J:IIld In t!l'el)' JV$pect other tban 
troops on. the: nm Ltblt thaA any ,lit! en' depa""'€'rlt. 1 c1alnuvi 
olsruan',. 

guns are thet\". 10 annoy tbe ~nt.'my.. My 
tbat my GfQ", bad $IUllcbed him 

Great Csrwton! and ~ roar "come jiTJM 1m Grljfrm-top posufoll. 
.\btl- army-swept act"OM the bo3rd. and 8d w:~ .,dt each diKturge. In 

Ibmu:n hi", to the gro,uul mul 
paused mQmenwjly 10 beat lh~ 6l"MJl ~ anc:ndance (btu not aIw'.&fS 100 

jUl1J/Wd lip and (/00." on tbe 
OUt Of any Empire tI'OOpi> tbq- C'U'Oe close io.itiaUy 50-3$ 10 dhsu:KIc:an baplrn pri"cr 
XTm\'l and l:c:lcbnted I IOlid Victor)". JII:lCk) arr m} m:tln cnmtut and mls<tilc 
Only Swart:'$ Grc-J.ISWoru$ equipped unKs ready 10 a·,,~ult or pour fire inlo After everyotle read s7ou".I' m,d 
wttb iLGrlflon..8anncr 'ltu~y atlacket5. Knowing where lhe mlin wltb 11I0Il"18 /Jpfi lbe relet'atJl 
pteVrnted a m25laCtC by seeing 0« h:l.ulc will be fOUsh! .. II huge section ill tbt! em: Imd Goblin 
counl~ waves o r 2S'iOfted reptUe! Jd\~J.ml1gc_ I caR ensure that l1Iy trooP) book (tbe lHJnom <if pagtr 22) I 

1bc5t" ga.rrterI weft" 1Oug:h1 Qn :I Siuuttlay 
art." going 10 be: lhen: in ((II"CC;. AW=mpb II'OS dntlicat«/ mid it .... $' 

10 fight die baltic dsewhere mertl) IIccepteti tIK" tho QUack Ibal 
IIIOC1'UfI& 50 nannlt, there "''35 a bre:tk ml,.-aM tMit-1 gt1 to lob loads of CXlra r(V/llced the> lil&WI ~I b)' a 
10 QlNUtnC tPnl braIuttd sausage and c:annon ball) and monar shelb I/lml!tlsion .. -as kgittrNttr. 
ddp.. Berwem ill tbc .munchinS on cnc.m)wards, 
frird ix.N.I. tht: ~I game :I02lysJs1 filrlix>r' deb,lI(! nUMed cmtt:n'flittg 

discuMtd d1e benefits 01 W I mm'ing Interesting I.:ofi\-cnalion Q\1:r the ClUvllry mQ(/~ 1bf of11clal line 

DOOpt>. bnw artillery should be afternoon's play resumed wjtb a tliNtS 01.1 If} bl! lbal tbey arr 
deplt1)'Ct1 and if Ihe balte~d sausa~ comlllenlat)' on Ihe twu mllM~erI!S. lrealt'd as num·,tztJd targtlt~ (U 

experience was bc4l enhUlttd by 
11 b jU\1 possible thJ.1 th:mks 10 a 

lb#.' GtMnt IS (It/lICking IIx! rider 

IlHh1IP. f'lrown or ... horoliue AUtt. 
couple of summorung )pdb.Joc 

Ttllber tban the mounL 

'Tht: Vt11kIy queatlon is an unereshfllt ;lClu<LI1) finished with more figumi (1) 

oae.. Stuan, CraiB\ and 1211~ 9\.>ry Ihc uble lhim "'1lrD be )"lancd hh 
1'he IlCXLgame: pelfc.:cdy ill~ that c:i&ttm Mbs-1lboU1 hOw 10 pb« boutle agalnSI Ron Ron's aony (ctuos 

Ibcse impnnantwaJ' madun«:.". ":uriori;. Chaos KJUWlts. Mar.m(iers 
'importaJlrtt QfIM lirst 1IIO"r' dung. 

fUr Stuart. swvtnl i! Imponam.. Hb 
and Dragon ~) QkI"ecJ rorwal'd in a 80011 Cl'llnuncd hl .. whole High 61f mny 

sum jJQ v.faere hecan PI'Olr'Cllbcm. 
light dump In an effan 10 preYt'ni Joe'~ into Ih~ left corner uf his dcplo)'mtnl 
(lanking man~, 'l'hrs ruse failed zone' (!Ie W;tS dra'NfllQ the hili t(tC'J.lcd 

'nley .... Il he plaa:d in cover (behind il uth:rly. there like a cat 10 my ftTshly m,;adc luna 
stone' waD is an absI),Iulc faYOriu:). On 
()fH: (M:CUiof\ two of t~m entkd up (lb,ttvers winced their Wily Ihrough 

sandWich). 

being ckpIo,'-ed behind a hiD_ Wluil ibt' I:w cwpk of nlO\"eS:tS Joe J()(' pllt:d alll.ltc Dire '&hIves.."d \t-lghl 
lbcy call fire lit. a $eCOnd:uy dink2lly dispatched the lasl of Ron'!> Cavalryal the oppo&ile end of the 
l"OIlSkk1'at1on- Slum bMCS gh-int 0IWllJ' U'OOpII> h w;u rather Uke walch ing lable_ flc planned 10 make 2. ma~'C 

cast· J'C'1ir"$. HiI SUM .are prort:ered something un~r ha.rsh being SWL'-'('PlOg 1Q()\'c. :around ~ ... "O(Kb 

unfl.llbey C1n.un~:I , itaJ sbot. T1tc done! 10 an Andrex puppy;:. and awa)" from <1U the bow flrc. 
me of his arm,' is drpkJytd to proieci Scoa. and I were about It:vd In points 10 kl..-cp"the At'chcn;; coteruincd .&nd 
hts gun,,' 

al the c.nd of Nm three. By the end of held in pOsilion, the Zombies 
Craig i. lhe abwlute oppDlIilr His turn (our all that Scou. had lert were and Nccromancet$\\'Cre ordcn::d to 
Dwar( guru! 80 whetcver they C2R gl-'t two WizaI'd;_ shamble directly tOWards lhem. 

lOtU jJOII ,._ ....tj'lU nf()IIty ~ qf mom"""' ... ..".., 1M IIIIf."ri1' .'1oloJ 0#' <1""''''11 d,.1IIurI frtnJU. blll}NII o«lU/(MHjIr,. .. INnbIl,,« lIN' 
~ II~/I ~ ~ Ut/O I/H c:M • ....." ....... 1h#"""(l blI I,. 100- U .. ... tM~tJ/I,. ~ Ok~ ,,'tbottIIMpartfdput_ of..,.,' sl/~ 
-*,$nOKJr~ ~-I",_lt1NII pkI)-.-tk __ ~~~ .. ."".., .... ~ I~lI#lttkf-# .. _~ 

~ nil ~ am s..~ _ t .. pI, .... _ to ~ 1ft'" QlMr/Qlurltt ~ ~tmd ""'"' btU/'''' 
'R!rr 1<:/1y 1k6b_ /Jft1(~. w t.. ~)' rutr/"'" II"",," ~/_rf poutionlt!d ,,,,- 1I"9 • ...m Flqgrrllants. 

~I il mouu.:neJp bi~ 10..", of ~ loYrtI'H.. Illilgft. 6UJ«J. b/JIs. rli/fJ; .wi ~IS; J,rofl ltHu IIIenI Qil If r.wclurm lIP ,.. 1m ~'u :a_ it 
Is JUUQII)' I'''')rf:t to RI'fU" u!CNTls (l!jtlll MdI (Il~", jotS, pt"IoI" I(} """ns ft...,' ",IQIlt/Illt! Qrocb#r ~ (111 " 
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Joe prevailed, The wid~ sweeping 
flanking attack worked and a single 
unit of Dire Wolves was able to munch 
through a large. c.hunk of the Elv~n 
army. Ouring the ohlig:nory after-baule 
n...'View there"Wol.S a majority agreement 
lIlal Scot! could have prevemcd it. On 
turns three and four hi~ Griffon and 
GeneraJ destroyed twO units of Dire 
Wolves. liad thl")' mon:d imo position 
on the left flank durin~ ScOlI'S first 
move the.y could also have sm;t,.'1hed Ih~ 
other Dire Wolf unit bd"ore it struck. 
ln~ead ScOIl opem,,'d Iht:. battle by' 
moving the..mOnlill~r SO as 10 aJlow a 
Flrt:balr attempl on )oc:'s B;mr;hces 
from the El\"en Mage. 

ThiS W.LS a fasCinating game and one in 
which Joe "had a s1mpJc plan which he 
was able: to execute well. ThiS wa~ a 
solid Victory for J()c and pUIS him in a 
\'Cry MtOng league position (thUtten 
poims ~cr hi~ fir.;t lhrtc gamC5"). 

Should you wL~h to recreate this 
cn(."ounter, SCott's amly liSt is abl:we.", 

The ne", opponent for Gr<-'"Cn~hanks 
\YoIS Swan's Empire aany. I knew it W'ol..~ 
going 10 be II duff pne wben, during 
rum one, Stuan's first Great Cannon 
shm made a cannon ball-sized hole 
right throuMh my Giant. MomentS Iatcr 
five of my units failed their i\nimosilY 
tests and spent a "preciOus rurn 
bickerlns rather IhlUl adv3ncin~ 
Throughout the game I W'.lS plagued 
with AnimOSity (l think my Boar SOri; 
failed three times in :dx turnli) , Only on 
the very last tum did a number of my 
l30yz finally manage 10 bring choppa 
and Human in contaci with each other, 
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Mr aony's last minute act~ of brutality 
reduced Stuart to a marginal viClOry 
and earned me a league poillt. 

On the adjacem l:ablt:, SC9t1 and Ron 
had slaughtered each other [Q a 
slandsti1l. Just as a. dt..-va.stating voitel' of 
Elvcn arrows would remove a unlt of 
Marauders, so the Chaos lCnighlS would 
plow messily through anOlhcr-unilof 
pointy eared bowmen. A half empty 
matchbox was all that was required 10 
carry away the baule's survivor.;. Thirty 
two Victory points scpar.ued th~ 
conteStanu., indlC'J.tlng a draw and IWO 
lc-oIgue poinlS each. 

Thl" .final b'1II1e this month found Ron 
and his murderous horde faCing Alan's 
pond spawn. Once again Ron caused 
bin liners of blood (both hot and cold) 
to lx' shed. The banle swirled as unit 
after unit opporrunislically chargcd an 

exposed flank or oc:u-. Alan dLsplayt!d 
an ability JO e)(po~ his rear ruthtT Less 
fn:!quently than Ron and f:Venlually 
became me marginal victor. 

All of which gives us-a league table 
looking like this: 

Player Lo:.ot:uc poi_Is pu glD\C .,.. 
J~ J 6 4 13 
Mik 1 6 1 8 
AI~D 4 J 7 

s'UU! 0 J 3 
Ro. 0 2 1 3 
&on 0 0 2 2 

I am quilt': ~:lIisficd With my second 
place, one. massive viclOry and twO 
dosc.IOS'$es seems okay 10 me, 

Join me neX! month for ntQre barnes, 
fnornotCS1l.nd fast-food con~umpt4fm. 

Will Joe or Alan reOlain unbeaten? am. 
Scott" move off lilt, bouom spot? 1bC 
cx.titcment IS alm()st undelCl..""tIlblc. 

Right, I'm off to de!lll.sorne 
dirty Bnser marks off my 
hills {and what looks 
dislUrbing]r like 
dried drool), See )'ou 
next month. 

I!U 

~Sbc",fd )'0" wish 10 Iml)' ""';~IC 11)1.< ",.oou"l"r.)'O" ,'"'II need 10 RI1lI()t,d~ o[pl/wlt-111gb H/ arebe,,; (lin "' .... s .<116 IIx> (mJtle--f<"Rlb sIIlr/s) alld-6mem IbflT" 
wltb brigbt >",1/01" palm. "IbIs C(>/or 1$ bI.,dl)' /" kflepl"g llilib /Ix: mo ... noble ,djlt"s ""d hh,~ nf oomli!tlilotulll)' rolored J//gb Elf tinnie$, h,,/ a& StOll fr 
quick 10 /101m OUI. "o,,~ o/bls A.-cbt:rt haw "I'" beet. I",""ued / .. II Io.le "lShl road accid<'1" I" a poorly Iii Cf)lml?, "m". 



THE liNE 
N.me: Mich.d J. Lynch 

Hometown: Phil.ddphu. PA 

Sto= F requcntly Visi ted: 
Showa.sc Comics. Comics And More. Cap's Comics. 
too ouoy more to list! 

Date Hired: 
Hmm ... good question .. oDot sure of the exact datto but I 

!.,J,DOW it was in the mid-oineties somewhere .... 

Favorite GW Game: Warhammer 40.000 

Years In The GW Hobby: Over 15 

Wbat Do You Do For A Living: 
Husb.nd. father and tec.hnician 

Wbat Hobbies Do You Have Other Than GW Stuff? I 
build lutes. violins lDd guitars. restore antiques. and 
hand c.lIve shcJvc.s and small woodeD statuary. spend 
time with my wife, Kat. and my daughter. Heather 

Most Interesting Outrider Story: 

F FIRE 

'While ruaa.ing 1 demo glIDC of Wulummcr 40K It 1 malllhc ownc:t 15kcd if J would be willing to bring the nbk OUI­

side to CUD tbe demos in {ronl of the store tllSleJd of insid~ I taO the demos in tbe: mlil! thoroughhrc of the mdl so 
~OIIC got to 'llP11m 15 they pusc:d by-Two cJdc:rJy women u.mc by 10 see whal the commotion 'nS, .Inti J (oovioc.cd 
tbem 10 try OUt ;a short g.lmc. They S1Ccmcd to enjoy it. aad Ibc:n tbey disapparul into the: cro1l'd. HillID bour bier they 
Ktutocd with their children .lod gU.DdchiJdrcD so J could tacb tbcm how to play. too..... Three gcoc:ntioDS ~ I 0lICC. 

A selection of Mike's very own 
model painting and conversion skilts 

(Clodfwise from right): Warmaster High EH 
Dragon Rider, Warhamm8f' 40,000 

Deathwing Terminatot Squad, converted 
Khome Berzerker Manne, 

Hengus the Druid, 
Albion Giant 



rhammer 
chronicles 

By Gav Thorpe 

ntis m onth I've opened III> the brain of veteran gamet' and scribe 
Jake nlonlloll , using nothing hUI a blunt screwdriver and a Necran:b 
lraioing manual. The followl1lg Is whal plopped o nto the oper3llng slab. 

Against 
all Odds ... 

Sometimes evm the lowliest bunch 
of Gobbos on surprise: you. and 
sometimes th:u surprise might C\"en 
be nke! 

House rules are lillie variadons of the 
main game mt!chanics that pillyers 
adopt 10 tailor the g:tffiC to their own 
t;tSte!. Thc:.")' arc, quite: simply, the 
rules)'Ou pl;ty round at your house. 
ThCllC are a One idea, as )'011 know f:tr 
bener what you w.rnt in a game than 
lhe writers of the rules do. So if you 
feellh:u you want rules (Of" we-.uher 
Ot" to ha~"e a cluncc [0 rnJly C\"en the 
snuIlesl unit then )'OU an change 
the rules to suit.. 

Wobbly Terrain 
WHAT? 
Over the many years I've been 
playing Warhammcr I've fallen into 
something ora rut with regards to 
seUing up the Icrr.tin for a game. 
Almost without exception, ant: of us 
will SCI up the terrain as we pl~ 
and then either our opponent will 
decide \\"hich side to take, or \\'t"U 
dice for iI. Now this is fine and hu 
sc:n'ed me well for many fTlCIOOS. but 
it does end up with rather 
prcdicub1e set ups. as you' ll ha\'t' 
.seen countidS limes. 

~lhcn you're selling up temUn and 
you don't know which side rQu '1I 
end up with, there's a tendency- 10 
make;! II safe - either side is pIoIY,Ible, 
neither particularly differenl from the 
other. The exlreme of this Is tile :>l!1 
ups M>mctimcs.secn al 10um.:llnenlS 
where each side aCTUally has an 
idcntic:tl view. 

For many)'Cars now I've pb)"Cd :t 
house: rule thai unilS a1w:.ty!i pa..s 
Brru tcst:. on :t roll of double I. It's 
a gre'.1l rule. panly beGtusc it's .so 
simple. bul maIO!)' bcc:tuse it add'i to 
the Story thaI :t battle tells. lnstc:ld of 
the cra~n Gobbos Oeeing all the­
time, sometimes they hold theiT 
ground for thai one vital rum and 
help to tum the tide, Once 111 a b lue 
moon your h:U"d·pre..'iSCd humble 
Halberdicrs will SUind and fighl 
despite the fact that they an' 
surrou nded by hideous 
monstrosities. It won't hap])l:"n (:very 
game. and thai, to(), is part of the 
fun. It's a r.ltt thing. but:tn ~ily 
remembered one :lnd ooc Ihal C2n 
add an cxddng (wist to any b'.tttle 
Why not gh'e II :t II)' yourself! 

I think this is rather duUto say the 
1ea:;I , and ha\'C been messing about 
\\1th a few variam.'l for a while, 
including the various mel hods 
described In the Warhammer 
rulebook. However. the fo llo\\~ng 
v:trlam th;l' Gav :lJld I C',UllC up with 
w.lS a spur of the moment thing Ihat 
grew out of nowhere whilst we wen: 
setting up a game the other day. 1(:; 
currently ~lIthe ('.age In the 
Warhal1lmc..T cnd of Games 
De\'clopmcnt. :and we thouS.fn )~'d 

like to trl' il. too. 

RANDOM TERRAIN 
So, )'Ou\-c: afre;Uly tried ump(een 
random lelT.lln generators, <lJld they 
all involve fiddly charts thai c.dl for 
things you don't have in your Icrr.tin 
collection. Me, 10(), Don', worry, 
though, the rollowing Is far more 
practical and means thm you C'.tn ~1 
up a gamc in moments. NO( OnJ)' 
(hal, bUt (and this Is my (a\'Onte bit) 
you gel a whole host or new tactical 
problems presented 10 you e-.tch WIk' 



you deploy. It really matt~rs who 
Wins thar dke rOll and whith side 
fQu pick. A proper lCSt for a 
rablclOP generall 

k'~ simple. Once you've cleared your 
gaming table, select a bunch of 
!c1T.dn piecl-'S. You' ll neeJ about one 
piece per foot length of t'J.blc, 
perhaps DJ)e Ics.'i: or morc. NomlaUy 
I'd usc a couple of hills, a couple of 
~"OOdS and one or t\.\-·o Olhe.r bits for 
a 6'x,/' table.. You could cven make a 
little lIDle and roll a dice to decide 
how many pieces to usc. For 
CClmple, you could try tht' 
IOUowing. Work out how long In feet 
your gaming table is and roll a dice: 

D6 result-

Usc half this number of 
terrain pieces. 

l·3 Usc one less than this number 
(Jf terrain pieces. 

4-5 Usc this number of 
tcrrnln pieces. 

Usc onc mort: than this 
number of pieces. 

Once you'vc worked out how Illany 
pieces to USc then lay them out on 
the tabletop, scattering them roughly 
evenly. Then comes the fun bit. 

Taking them one at a time, roll 406 
and a Scaucr dice for each. Move 
each piece !.hat many inches in the 
direction indicoued before moving 
onlO the next. This will $(.""auer the 
I"ermin ;/bout in an unpredIctable 
and entcnaining fashion. creating a 
much more challenging balllcfic.ld to 
fight owr. 

Then: ;ltC lots ofwa~'S ~'ou could add 
10 this basic ide;l. but only a few 
things you actually nced to consider. 
Thes~ are firstly what you do if you 
roll a Hrr on t.he SL"";1Iter dlce, 
SCC(lndly what you d(l when piec(.'S 
overlap, and thIrdly what you do 
when they panly fall olTthe 
playing area. 

A H IT! A PALPABLE HIT! 
Ikfore you .stlln to roll your Scatter 
dicc for the terrain, deCide what 
you'll do if you roll a HIT. Basically 
you've gOt [\\'0 choices. What I do is 
use the: lillie arrow to scatter the 
terrain as normal. After all, what I 
""tnt is an unpredictable shuming of 
pieces, not a bunch of hill~ sluing 

where they Maned. On the 

other hand, some folk who've tried 
thiS like to usc the HIT to mean that 
!.he terrain slays whert: it is and that's 
flne , too. It 's your gJI11C, S(J make up 
your own ml.nd. 

OVERLAPS 
If pieces ovcrlap whilst you're 
moving them it obviously doesn't 
matter, but what do you do when 
fil')' still O\'crlap when !.he music 
stops and everyone sits down? Well 
this depends on wh:u thL')' arc. If you 
have a \\'ood or a farmhouse 
overlapping a hill then you can 
simply have a wooded hill, or a 
house with a good view. If two hills 
overlap then you probably \\-"On'r be 
:mle to make your tcrrain work by 
Silting the pieces on top of each 
other. Either replace it with a bigger 
hill if you have one, move one 
slightly to fit them next to each 
other, or simply decide that this 
'c;lnccls out' onc hill and remove il. 

LEMMINGS 
If a picce of terrain falls off the table 
cOlllpleteJy then it's obviousLy 
decided nor 10 take pan. l-Iowt."Ver, if 
temin scatters only partly off the 
table lhen you have to choose what 
\0 do Wilh it. You could choose to 
remove it (just like a fleeing unit). 

This will greatly reduce the 
amount of tcrrain on the 

table as it'S very 
common to have a 

piece or twO 
LOudling the edge. 

That's OK, just 
be aware that 



it'll happen. What I tend to do 
is r,il.her more. fuzzy :I 'rule'. If a 

piece is only just all" I push it back 
on, leaving it at the. edge. Sometimes 
rotating it will give a clOSer 
approximation to the 'propt;::r' 
poSitiQn. Of course, If you have a 
smaller version of the same type of 
terrain th ;::n yOll could juSt replace it 
with that. If more than half of the 
tcrr:lin is off the table and I don't 

have a smaller replacement, then it 
goes back on the shelf for nt.-xT tinl(.: . 

Which "~.ly you choose to deal with 
eimer of these is entirely up 10 you 
and largely depends on what terrain 
you have avaUable. But please don' l 
worry about adhering exactly to 
me~ 'rules' . 'Iney aren't really any 
more than a [(.-W guidelines for wh:ll 
we thought was kind of amusing. 
Hope you find it fun, 1001 

Interactive Magic 
Whilst we were writing the new 
WarhamOlcr, we came up with "ail 
sorts of variations and alternative 
mles foc the g.1me. MOSf of th(!SC 
"\\.'Crc discarded in favor of the ones 
we printed, because they were 
simply not as good. Howt.-vcr, the 
following alternative C'.l.~ling rules for 
the magic system were abandoned 



hec:lU&C I thought them up so hue in 
die day that we JUSt didn't have dOle 
ro piaytt."St them properly. This being 
~ case, we thought you mIght IIkc 
to have a go yourselves, 

nlis Isn't a rcplacemcn\ for thc niles 
in the book, Iht.'Y' re jusl some idC'AS 
yOU mighlilke 10 trY OUI. I don't 
dUnk they altcr the balance a 101, bur 
I\'c: simply not used them enough 10 
be fe<.tlly happy about saying I.hey'rc 
100% fair. An)'W'.ty. give Ihem a go 
2nc.Ilel lue know what you I.hlnk. 

OVERVIEW 
The basic idea is 10 allow you to 
'Power up' spells ,lOd dispels in a 
~mllar WIlY to tlle old magic s)'litem 
In the flfiJl edition of the 
Wamammcr rules. This is somc!.hlng 
Ihal a 101 of our piaytcslcrs said tilL')' 
ml.~ when they fin;( tried !.he new 
lI)'Slcm. Personally I'd forgonen it 

was (.''Vcr possiblc until I sat here 
U)'ing to write down why I came up 
with this in the Anil place, I r:nher 
like the magie system :tS Ills now, 
but I also like. tinkering, ., 

GET ON WITH IT 
Sorry, >Naffiing again! '111C rules are 
easy to usc, if a little lrickier to 
explain. To sun wi!.h. you work OUI 
Power and DiSpel dice JUSt as 
nomlal, all casting number.! remain 
the same, as do Miscasts :Uld 
Irresistible FOl'{:e. In fuel , all that 
changes is the actual mechanism for 
rolling the dice you havc in 
your pile. 

RoU to cast a spell as normal. If you 
succeed, !.hen your opponent may 
dt.-cidc 10 uy 10 dispell!. I..et's say he 
does, In the normal s)'lilcm this is 
where it ends - your spell has been 
SlOPped. In tbis variant, you em add 

another dice or I'NO (or three." ) as 
long :is you would no rmally be 
aU{)\\.'Cd to roll the tot'.u number of 
dice to cast that spell. You sc..'C, the 
maxi.mum number of like you may 
usc (in total) to cast doesn't change; 
just when you can use them, 

The extr.t diCe.: add to the tot:tl score, 
and iI this be,us the Oispel then it 
counts as QlSL Unfonunatcly your 
opponent can then add o ne or more 
of his remaining Oispel dice and add 
to his Dispcltot,Li , This goes on until 
one side f:lils to heal the Olher or 
runs out of dice il COlO (or chO()S(,"S) 
to usc. You'll see more dearly ill 
give you a couple of examples. 



Space McQuirk reports Oil a 
bit of fun to see who 'd win a 
straight scrap between Ihe 
Vampire Bloodlines. 

ARENA OF UNDEATH 
Thefive Vampire Cormt Bloodlines flgbt to the 'deatb '. 

This epic connlct sraned from a minor debate as to which Bloodline had the best V:lmpire Lord . What 
sho uld have been a simple civilized discussion soon tumed into a free·for,aU. O nly the timely interventio n 

o f Jake Tho rnto n saved the Studio from aJl-out war. He came up with a sel of basic rules in wbich each or the 
Vampire Counts CQuid take part in a bailie 10 seule once and for all who was !.he Masler of th e Nighr. After 
being prided apart and having rhe ir wounds bandaged, Gav Tho rpe. Space McQuirk, Alessio Ca\'ato re, Mark 
Raynor and Amhony Reyno lds retreated to their desks to tool up their Vampire Lords . 

PLAYING ARENA OF UNDEATH 

~RMY' SELECTION 
Each pbycr picks a single V:.lnlpirc Lord 
char-deter of It differem bloo<tlinc. 
There arc the nonnal points 
restrictions on Illagic itcms and thc 
oomlal limits 10 equipment. As only 
some of thc 8100dlim:s an: allowl-d to 
ride mon!ilCOI, we decided to e"cn the 
playing field and ban them all , wilh a 
Nigtunl:lI'C being the only steed 
allowed. This is not 100 powerful or 
unbal.lnclng a 1110unl and also glvt.'s lilt: 
players an hucn::sling choice octwt.'cn 
ha\ing a 360" mOl'cmem and ch:u"gc 
an: (on fooc) , or moving funher (ridIng 
a Nighlm:.rc). 

SET UP 
'!be tabletop should be ~tlcrcd with 
graves, tombs and necropoli , with :l. 

pani(;ul:J.r]y striklng piece in thc (emer. 
"he rest of the IClT:lln isn' t important 
:is lo ng as there are a reasonable: 
number o f piect."S for the Ch ;U~CICrs 10 
cha..<;(" each o ther round. Remember. 
though , Ihal there will incvit3bly also 
be summoned regiments o f Zombies 
:l.nd Skeletons W".I.ndering around. E:teh 
of the Vampires sets up at least 18" 
from the ceml"'.!.1 fcature and more 
than 12" from any already 
pl:l.ced Vampire. 

TURN SEQUENCE 
As there arc fi~'c sides instc:td of two, 
the normal turn doesn 't o:all )' work. 
Instead, make a counter for each player 
and put them in:l cup (the cou ntcrs. 
nOl the playcrsl) . 

MOVEM ENT 
Each Movement ph:be, draw the 
coumers OUi one at a time, the player 
whose counter is drnwn moves before 
the next Is <trown . Once he has finished 
moving all hili troops the lIClCt counter 
is dl"'.!.wn. that playcr mo\'cs and so on 
unti l :1 11 plarers ha\'c had a lurn. 

MAGIC PHASE 
Again , bcGluSC there :.Ire more than 
twO players, the way thb works is :I 
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by Jake Thornton 
little dIfferent from the usual gamc. 
Ba.~ically there Is :1 single combined 
Magic phase In which cveryone gets to 
C:lst and dispel spells. 

Start by work.lng OUt Castitlg din' ;lnd 
Dispel dlc~ for e"Jch plarcr at Ihe same 
lime. This is done ;IS norm21, bUI gives 
eaeh pla)'cr the l'Ower dkc he 'd 
nonn:l.lly have In his own IUnt , and the 
Dispd dice he 'd have In his 
opponent·s. eg, a Level 2 Strigoi wou ld 
have" f'ov,'cr dice and j Dispd dice. 
These will be used until they nUl out 
:.Ind are nOI regt!nel"".lted bct;"'ee.n 
Gl5fing altempls. If you (1I.n, uS(' 
differenl colored dice for f'ov,'cr and 
Dispel pools to make keeping tr:lck 
ea.sier. If rou W,tnt to dispel something 
th~t ' 5 aln.,'lldy In play then you C:U I do 
so once everyone'll fin ished casting 
loverytillng, and )'Ou may usc both 
Power and lJispel dice fO do ~. Notc 
lhat you may nm do this to dispel a 
speU thai was (,".LSt this tum, lust like 
no rmal - you 'll h:J.\"C to waif untiinexi 
lum if )'ou falku 10 stop It when II 
was cast . 

When everyone is ready, draw a 
counter 10 sce who gOC!i first In the 
same way as wi th movement . Whe n it 
is his turn, a player gels to try 2nd !""lISt 
o ne s pl'll as normal. Then, sun/ng 
wilh the plarer on his lef! , the oth~r 
players d c.."Clare how many Dispel dire 
they will usc to try and stop It. These 
are a ll placed in the middle of the table 
and whe n e\'cryollc has had the 
opponunlty 10 contribute, the last 
pl:l.)·er rolls them:t.ll at once. It ·s more 
fun if you h;&\'c to Slick 10 your dl"Cislon 
a lice )·ou · ... e l)lIt dice In or refused. If 
someone ust.~ a scroll then the rest of 
the pla~1'5 get their Dispel dice back 
and the spell Is Slopped as nomlal 
When the spell has been resolvo.:d :llId 
ei ther ea.~t or dispelled , dl"'Jw anOther 
countcr and sec who gets to cas! the 
next spell. When cveryonc has had the 
chance 10 cast a spell fhcn piau: all lhc 
CQuntCN back in the cup and do 
anmher round . Only p!.:lcc counters 
b:lck in the cup if the pl:l)'er ha.s Power 
dice,!l tems to cast spells with and h:lsn't 

passed on :I pre\10us opport\Hllty to 
cast this turn. Oncc you decide not to 
caSt a spell you may 1101 come back 
and caSt again lalcr in the turn: Stay 
casting or elrop out. Uowe\'er, you may 
still contribute any remaining 
Dispel dice. 

When :til the l'o ..... er dice and item! 
have lx.>en exhausted , Ihe Magic phase 
is over. 

In addition, because you can have close 
combats ..... hlch don't involve anyone 
from ),our side, and beGlus<: V:lml)in."S 
:u-e cruel, heanlCS!l and urtC'.t ring folk, 
we n<:ed a new rule about c;l5ting 
spel~ illlo me lee!. If :.I d05C combat 
IncludC$ anyone from your side (you or 
rour minions) then the normal rules 
:lpply. However, I(all the modds in a 
close combat :u'c enemies thcli you 
may C2St spells at lhem even If they arc 
not nomlait), 2110 .... 'I.':d 10 do so. 
Randomly dClcnnine which unil is 
alfct:ted. When I wrole this il w:lS 

obvious that it might C1Use 1>Ome 
problems with cornp1icatl-d multiple 
combats, bUI we dl"Cided it was 3 cool 
idea, so wc'd lusl !;On il out if anything 
flddly happened. Roll a dice if you 
Gln't aWc!: 

CLOSE COMBAT 
Ap .. n from making sure th;&1 en:ryone's 
clear o n multiple charge1'5 in Ihe Same 
combat, this should work like nC)nn~1 
for the actwtl fighting. The sequence of 
who fight~ when. If several sides 
charged, is simple: fight ill the order 
thc.'Y ch:u-gcd, fir.;t charger fighting I1rst. 

Comb:!.1 re!>olutlo n is a li ttle more 
tricky on the face of it. but works out 
a.irigh! when )'ou delve deeper. One on 
onc combats 3ft': iUSI a:s nontl:,I. 
Multiple c(1mhllls Invoh'ing three or 
more sides arc the potent]al \vorl')'. but 
GIn ac tmtlly be soned fairly 
Straighl(Orw:lrdly by looking at c:tch 
sidc Individually. Did they be"t the 
enemy Ihey arc in COntaCI with' 'llIen 
resoh'e the combats a.s nonn:!1 I.uckily 
the Undead are unlikely lO fiee , SO Ihat 
potential he;!dache is avoided. 

I 



I n a game thm was 10 t!Vcntu:llly last 
an Incredible founcen tums we 

would need 10 dedicate a whole issue 
of While Dwarf to truly leU the talc of 
the banle. Instead wc've managed to 
bring you the highlights of tllis 
mammoth slrUgglc. 

I~yclng each other with venomous 
slares, the players pi:lccd their 
Vampires on the table. An aura of 
misltUSI filled the air. and rightfully 
so. Dark pacts had already been 
agreed upon before the game had 
e~"Cn begun. As a banshl.'e howled in 
the dist:Ulce 10 signal that the fighl 
W"JS to commence, Anthony'S 
Necrarch found himself coming under 
the :U1cnlion of the p,vo strongest 
close combat fighters Oil me tahle as 
Alessio 's Strigoi and Space's Blood 
Dragon both dosed in on the 
physically weak master of 
Necromantic magic. 

Coincidence? I think nOl! 

Fortunately for the Necrarch an ally 
came 10 his aid. No sooner had Count 
Drako Harkon, Knight of the 13100d 
Dragon order, spurred his su .. '1!d 
towards his prey, than Gav's Vampire, 
NIcoli von Carstcin, dashed from his 
forest hIding place. Using VllI/bers 
Dame Macabre he bounded 
across the table towards the 
ammrc<! warrior. 

With such an open challenge the 
Blood Dragon turned his a(lcmion 
from the Necrarch and steered his 
Nightmare within charge r:mgc o f the 
von Carstein. All Space needed was 10 

go before G:lV in thc followlng 
Mm'cmellt draw. With bailed breath 
c"eryone waited to scc if the ploy 
would payoff. Breathing a massive 
Sigh of reUef, Gav smiled, drawing his 
own counter from the cup firs!. Nicoli 
\1)n Carstein speedily moved Qut of 
the Charge arc of the iY.1ll1c hungry 
8100d l)r,lgon. All a dejected Space 
could do was to tum and prepare 
himself in readiness to charge 
next time. 

Meanwhllc on the other sIde of the 
table, Alessio's Strigoi, whom he h:ld 
inventively named Quasimo(\o, let out 
a fearsome how\. In fl'-'s ponse to their 
master 's call, six Ghoul minions r.ln to 
his aid. Having summoned a smail 
unit of Zombies in a previous Magic 
phase. Alessio decided to move the m 
imo combar. casting Vanbef's Dtmse 
M(lc(lbre on them. In a desper,He 
attempt to StOp the attack, Anthony 
threw all four Dispel dice into the pile 
but he hadn' t counted on the guile of 

Gay Thorpe. II was a s imple, yct 
cunning plan. By adding a ll of his 
Dispel dice to Anthony'S, thc chance 
of getting a double I , thereb)' failing, 
was masSively increased . K:!.mius the 
Gibbering. NecrMch lord, soon found 
himself in a despcr.uc baulc for his 
unlifc. As If the balance w.tSn'\ already 
lipped in favor of the Strigoi. Alessio 
now called for more Undead to 
surface from their gr,lves. But whal 
should ha\·c Ix'en a s implc invocation 
was miscast and uncontrollable t"aw 
magic coursed through his bestial 
mind. Unless he rolk'd a 6 at thc 
beginning of cach Magic phase, 
Alessio could no longer caSt spellsl 

Cursing his bad fortune, Alessio 
conccntmtcd I)n deStroying the 
Necrarch with his unholy minion.~. 
The close combat was brutal. with the 
Ghouls :md Zombies threatcning 10 

swamp the Necran:h through shL"Cr 
numbers. Agains t all odds Anthony·s 
Ncer.lrch managed a dt":Jw. Bailie had 



begun but as the individual Vampires' 
conflicts began to unfurl, it dawned 
on the combatants lhat someone was 
missing from the fray. Mark and his 
L1.hmian Queen were adopting a more 
subtJe tactic. Hidden behind a 
building on the other side of the table 
he was busy crealing a mass guard of 
Skeletal warriors. Like a true lady, 
Mark's Vampire WlIlched as lhe boys 
fought it out between themselvcs. 

Knowing that only a fool would lake 
on a Blood Dragon alone, Nicoll von 
Carstcin summoned a Zombie horde 
to his side. Gav'S Vampire W""J.S now 
prepared to mcet the Blood Dragon's 
challenge. Seizing the initiative he 
charged in, sending his Zombies 
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crashing into the flank of the mounted 
w.trrior. Bound by his code of honor 
Drako Harkon called out a challenge 
to the von Carstcin Lord. Gav'S 
Vampire rained blows Onto the BI()()(j 
Dragon, hut Lhe knight's suit of annor 
protected him from mosl of the harm. 
Bringing his magical sword in a 
downward arc, the Ulood Dragon hit 
Gav's Vampire. A<; the enchanted blade 
struck, a small gem around the von 
Carstein's neck glowed brighl in the 
dark night, rebounding the wound 
back to the Blood Dr.tgon. The 
comb:1I was resolved and first blood 
had gone to the von Carslein . 
Dragged from his steed by the clawing 
hands of Zombies, the mood Dragon 
was destroyed. 

Over on the mher side of the table, 
the Strigoi tore apart a unit of 
Skeletons that Anthony had 
summoned to protect his flank . Not to 
be outdont' by the Sirigoi, Anthony's 
Neerarch sent the remaining Zombies 
he was fighting back to their din-filled 
graves. In a quiet corner of lhc 
b:H1lefidd the Lahmian attempted to 
summon another unit of Skeletons 10 
her aid. Everybody picked up Dispel 
dice in preparation. Mark let out a 
twisted grin as his spell was cast with 
Irresistible Force ami a second unit of 
15 Skeletons rose from the ground. 
With what looked like an amlyat his 
disposal, Mark now fclt brave enougll 
to join in the slaughter. 

Protected by a Skeleton regiment 
freshly summoned to unholy service, 
Anthony moved his Necrarch away 
from the Strigoi in an anempt to lure 
it towards the Lahmian . Gav's von 
Carstcin, having declded 10 attack 
Queen Elsabct, found himself in all 
manner of difficulties. Yet more 
Skeleton warriors h:ld been 
summoned by Mark and were in the 
process of charging the von Carstein. 
The Studio was coming dose to 
running out of Skeleton models, and 
most were under the command of the 
da.rk queen. Unable to fight through 
the mass of bane white warriors, Gav 
soon found his Vampire at the wrong 
end of a charge by Mark's deadly 
mistress of the night. Having suffered 
wounds from his fight with the Blood 
Dragon and the seemingly endless 
ranks of Skeletons, Gav became the 
second to drop out of the game. 
Nicoli von Carslein W".tS hacked down 
by the rusry blades of the Lahmian 
Skeleton warriors. 



Having fled across the table, Anthony 
soon realized he was only prn;tponing 
an Inevirnbk fight with the Strigoi and 
decided to take the offensive. As he 
moved his Skeleton regiment into 
charge range, Alessio managed to 
shake off the effects of his earlier 
miscast and summoned a unit of 
Zombies around him. As the rwo units 
collided in combat not o nly did 
Alessio manage to miscast again , but 
in an unparalleled display of poor 
dice rolling whilst attempting to hit 
the SkelclOns, got five Is. With such 
appalling luck, Alessio breathed a sigh 
of rdief as his Vampire still clung on 
with a single wound remaining. It 
wasn ' t to last long though, with magic 
fitting for such a mastcr of 
necromancy, K.1.mius cast Hand of 
Dust on the Strigoi. An unamused 
Alessio was helpless as he watched the 
dice land on a 6, killing his Strigoi. 
With that death. the Necrarch and 
lahmian prepared to end the conflict. 

Before. the Necrarch had a chance to 
recover from the previous barrie, 
Anthony o nce again found himself 
locked in a biuer struggle. Mark, 
confident of his Vampire's skills and 
backed up by rank after rank of 
Skeletons, deflantly challenged the 
Necrarch . The game was now in lIS 
fourteenth rum. Weary eyed 
spectators sat up, realizing the end 
was ncar. Seeing the. need to finish 
the game before Bugman's closed, 

Anlhony reluctantly acceptcd. With 
the dawn su n rapidly approaching, 
the two Vampires faced each other, 
ready to decide who WAS the true 
master of the night. There cou ld be 
only one. As Mark had charged he got 
to strike first. Yet again the dice fell in 
his favor and he scored a grand total 
of five hiLS. As the dice rolled across 
lhe table, bouncing off" the spectacular 
graveyard scenery, everybody held 
their breath. Amazingly, he managed 
to wound with each of the dice and, 
having failed his Ward saves, the 
Nect"'arch exploded into a cloud of 
dusi. The battle was over and Mark 
had emerged as the victor. The 
dispute had been settled and, against 
all expectations, the Lahmian had 
come out on lap. 



Known and feared throughout the Imperium 
for their highly mobile way of war, the Space 
Marines of the White Scars are the masters of 
the lightning strike method of attack, able to 
tear into their foes and vanish before they can 
respond. Fierce warriors, bearing the ritual 
scars of bravery, they fight with all the tribal 
savagery of their home world and bring swift 
death to all enemies of the Imperium. 

Origins 

The Apocrypha of Skaros speaks of the White Scars only 
rarely and even then the text is colored by the fact that much 
of what is said comes from the White Scars themselves. One 
legend tells that their young Primarch set out on his own 
from Terra to discover the galaxy for himself, while another 
speaks of him being abducted as a baby. The truth is likely 
to be somewhere in·between. Whatever the true story, the 
Liber Historica Vangelia records that Jaghatai Khan arrived 
at a world in the Segmentum Padfjcus designated by 
Imperial cartographers as Mundus Planus, but known to its 
inhabitants as Chogoris. It was , and still is, a fertile world 
with lush greenery, soaring mountains and azure seas, 
which, at the time of the Great Crusade, had achieved a 
blackpowder level of technology. A Census Imperialis of the 
day records that the dominant Chogorian empire at this time 
was an organized aristocracy which had conquered most of 
the planet with well·equipped and highly disciplined armies . 
Armored horsemen and densely packed blocks of infantry 
had won every campaign their ruler, the Palatine, had fought. 

The history of the White Scars begins with Jaghatai Khan, 
one of the greatest military strategists of all time. It is thought 
that one of his generals, Ogedei, penned The Great Khan of 
Quan Zhou' after the Primarch's disappearance, and it is this 
ancient text which has provided Imperial historians with one 
of the best accounts of his life. Chogorian sources have also 
left copious and often wildly exaggerated records of 
his exploits. 

To the west of Palatine's empire was a vast, wind-blown 
steppe, known as the Empty Quarter, home to nomadic 
tribes of savage horsemen who for centuries had roamed the 
vast grasslands. The tribes of the steppes lived in tents and 
followed a cycle of seasonal migration from summer 
pastures to protected winter valleys in the Khum Karta 
Mountains. Consummate horsemen and archers, these 
disparate tribes frequently fought one another for control of 
ancestral pastureland or - as Ogedei's Opus would have it ­
the sheer joy of battle. Chogorian armies had never invaded 
the Empty Quarter as the dry and desolate lands were of no 
value to the Palatine. However, Chogorian nobles would 
often lead hunting bands into the steppes and take whole 
tribes east as slaves or capture a lone tribesmen to hunt 
through the mountains for sport. (Many passages in 'The 
Great Khan' are devoted to detailing the full eldent of 
Chogorian atrocities. The blood rituals and sacrifices 
described within these passages have led many Imperial 
scholars to postulate that the Palatine's empire may have 
been dedicated to worship of the Dati< Gods.) 

Jaghatai Khan's legend began near the Quonon river when 
Ong Khan, the leader of a small tribe known as the Talskars, 
encountered the Primarch. He believed that the glowing 



child was a gift from the gods and look him into his family 
and named hIm Jaghatai. II was said of Jaghatai that since 
hIs earty childhood he had a 'fire in his eyes', a Talskar term 
for a great warrior. It was also saId about him that rival 
tribes hated the child because he had the wisdom to see 
beyood the constant warfare of the steppes. 

A colorful passage in 'The Great Khan of Quan Zhou' 
known as The Blooding' relates that while Jaghalal was 
young, raiders from the rival Kurayed tribe slew his adopted 
father and killed many of the Talskar men in a vicious 

r 
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ambush. Jaghalai was already the greatest warrior 
amongst his tribe with many ritual scars of courage, and 
warriors flocked to join him when he set out 10 avenge 
these deaths. He led an attack on the Kurayed village and 
razed it to the ground, killing every man, woman and child 
In a frenzied massacre. Jaghatal bathed in his enemies' 
blood and took their chieftain's head to mount above his 
tent. It was these events thai were to shape the Prlmarch 
into the man he would become - a man of fierce honor, 
loyalty and ruthlessness. With blood and honor satisfied, 
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Jaghalai swore to bring an end 10 the destructive 
internecine wars that were destroying his people, to unite 
the people of the Empty Quarter, and to bring an end to 
brother fighting brother. 

Following this victory, Jaghatai became Khan of the 
Talskars and fought many battles against Chagorian 
hunting bands and other tribes of the steppes. Each 
defeated tribe was brought within the Talskars and became 
part of his army. His military talents and the sheer lorce of 
his personality won him many followers and soon his 
warriors numbered like the stars, the army becoming 
known as the Mathuli , a Talskar word meaning 'Irresistible 
force' _ He made military seNiee mandatory and combined 
warriors of different tribes into the same units to break up 
tribal associations, fostering a fierce loyalty to the army and 
ultimately to himself. He promoted men purely on the basis 
of ability and brought a feeling of shared purpose to 
everyone he came into contact with. 

Ten summers after Jaghatal's victory against the Kurayed, 
while the army was moving to its winter camp In the 
mountains, Jaghatai was pitched from the treacherous 
cliffs when a freak avalanche carried him and dozens of 

others thousands of feet to the roc\(s below. After much 
lamentation, the tribe continued onwards. But while the fall 
had killed the tribesmen, the Pr\march managed to sUNive. 
Chogorian history records that at this time a hunting band 
led by the PaJatine's onJy son discovered a wounded 
tribesman deep in the mountains and began hunting him 
through the snows. What exactly happened in the freezing 
valleys of the mountains is unknown, but a single, horribly 
mutilated rider tied to his saddle was aU that finally returned 
to Chagorian lands, the head of the Palatine's son hung 
around his neck. The man also carried a message from 
Jaghatal , 'The people of the steppes are yours no longer.' 

When the snows retreated, the enraged Palatine gathered 
an army and marched west, determined to wipe the 
barbarian tribes from the face of the planet. But he had 
underestimated the ski!l and cunning of Jaghatai Khan. In 
the Valley of the Khans, on the Lon-Suen Plain, the 
Palatine's annles met Jaghatai's forces. The battle was said 
to have lasted a day and a night. The tribes 01 the steppes 
fought like they hunted, a ring of lightning fast horsemen 
coordinating movements to corral their human quarry. 
Unlike their enemy, who wore heavy steel mail, the Malhuli 
wore light leather armor, allowing for less protectlon, but 
greater mobility. 

Accustomed to decisive hand-to-hand combat with their 
foes, the Palatine's anny was no match for the Khan's 
horsemen and relentless bewfire. Though significantly 
outnumbered, outmaneuvered, out-thought, and 



out-fought them. The defeated Palatine and his 
bodyguards were only just able to fight their way through 
the MathuJl ring of death and fled to the capital city. Those 
soldiers who remained were slaughtered almost to a man. 
One Chogorian survivor described the battle plain as an 
ocean of blood. The tribal leaders and holy men, the 
Stormseers, gathered after the battle and proclaimed 
Jaghalalthe Great Khan, Auler of AU Within the Lands. 

Jaghalal Khan then began the invasion of the Palatine's 
realm, three of his armies drawing off forces by attacking 
cities on the outskirts of his enemy's domain. Jaghatai and 
his most able general, Subedei, led another army across a 
secret route through the Kuzil Quan desert, a region 
beUeved to be Impenetrable, Emerging seemingly from 
nowhere, Jaghatai's army surprised the Palatine's garrison 
at the gates of Kushaba and slaughtered the entire force. 
Other cities fell in quick succession and Chogorlan 
historians record that bodies littered the roads like stones 
in a quarry, razed fields smoldered, and those few who 
were spared the camage prayed for deliverance from the 
fury 01 the Khan , 

In the years that followed, Jaghatai's army overran 
Chogorian lands, defeating their best armies, storming 
their walled cit ies, and slaying its nobles. Cities that lay in 
JaghataJ Khan's path had two choices: surrender or face 
lotal deslruction. Never before had such pillage and 
plunder been witnessed. Some sources claim that millions 
were killed by the bloodthirsty tribesmen, but 
contemporaries of Jaghatai Khan assert that these figures 
are vaslly inflated. However, it is certain thai many 
hundreds of thousands died and the peopte of the 
Chogorian empire believed thai the 'devil-faced savages' 
were supernatural demons exacting divine vengeance for 
the sins of man. Eventually Jaghalai's Invasion reached 
the Palatine's stronghold, Cophasta, a magnificenlly rich 
city on the eastern coast. He demanded his enemy's head 
on a spear or the city would die and he would leave no 
stone standing. Within the hour, a group of nobles from the 
city brought him that very thing. 

The Khan's power now stretched from ocean to ocean, the 
largest empire the planet had ever known, conquered by a 
single man In less than twenty years. Though Jaghatai 
Khan dominated a vast area, he knew that his people had 
no desire to rule such a realm. His new empire had grown 
Irom his urge to unite the tribes and exact vengeance upon 
his enemies, nol from any hunger to occupy their lands. 
Ultimale power rested with the Khan and his generals and 
although they were well organized militarily, the tribes had 
no developed concepl for ruling settled populations. 

The historian, Carpinus, who compiled a detailed history of 
the Great Crusade (the so-called Speculum Historiale) , 
notes that Jaghalai's armies finished the destruction of the 
Palatine's realm a mere six months before the Emperor 
reached Chogoris. When the two men met, it is said that 
the Khan knew he had met someone who embodied the 
ultimate Ideal he had striven for, a man who could unite all 
the slars in the sky. AI his palace in the city of Quan Zhou, 
in Iront 01 all his generals, he dropped to one knee and 
swore eternal fealty to the Emperor. The Primarch was 
given command of the 5th legion, which adopted the long 
facial scars of the Talskar tribesmen that ran from forehead 

to chin , and renamed themselves the White Scars. The 
Great Khan ascended to the heavens with the Emperor, 
passing the Khanship to his general OgedeJ. Many of 
Jaghatai's followers elected to join their Khan and became 
Space Marines within the Legion. 

The White Scars went on to light in some of the bloodiest 
battles of the Great Crusade and the lightning fast styte of 
warlare employed by Jaghatai Khan on the steppes would 
prove to be equally effective on the nightmare battlefields 
of distant worlds. During the Horus Heresy, when the 
Imperium tore Itself apart in a bloody galactic civil war, the 
White Scars fought on scores of different worlds and their 
banners indicate that the legion helped to defend Terra 
and lought althe gates of the Imperial Palace. 

Jaghatai Khan fought alongside his warriors for perhaps 
another 70 years before his eventual disappearance in a 
region of space close to the Maelstrom. After the defeat of 
Horus, Jaghatai had embarked on a quest to rescue his 
fellow tribesmen captured by the Eldar in his absence 
during the Great Crusade. The White Scars maintain that 



he and his veteran warriors fought the leader of one of the 
murderous allen kabals and that they were drawn into the 
horrifying realm that exists outside of space and time to 
battle the Dark Eldar for all eternity. How much of this tale 
can be taken at face value is uncertain, and it is more than 
likely that the Khan's ship was simply lost in the warp as 
travel through Ihis region of space is fraught with peril. 

Home world 

Chogoris is a fertile world that still exists in a semi-feudal 
slale. With the departure of the Great Khan, Ogedei 
became the new leader of the tribes and, while he was a 
great warrior, he was no Jaghatai Khan. Without the 
Primarch, the tribes soon returned to their warring ways and 
within the space of a few years, the unified nation created 
by Jaghatai had ceased to exist. The tribes went back to 
their homelands and life carried on much as It had before 
the arrival of the Great Khan. Some of the Primarch's 
biographers claim that Jaghatai Khan must have known that 
this would happen and yet left anyway. They suggest that 
perhaps he desired it in order to keep his people strong to 
provide future recruits for his new Legion. Indeed, in the 
millennia that followed, many men would rise to unite the 
tribes, but none as spectacularly as Jaghalai Khan . 

To this day the leader of the White Scars is known as the 
Great Khan and dwells in Jaghatal's palace of Ouan Zhou. 
atop the highest, most Inaccessible peak in the Khum Karta 
mountains. The marbled fortress monastery Is a 
magnificent sight, but few outsiders have ever been 
allowed within. The city and its savage beauty is famed 

throughout the Segmentum and its walls are said to contain 
rivers and forests running with game, which the Khan hunts 
for sport. 

The Storm seers of the White Scars venture down into the 
steppes every ten summers to observe the tribes and their 
battles, picking Ihe best and bravest warriors and returning 
them to Ouan Zhou to become Space Marines. The pyre­
tombs of fallen White Scars in the Khum Karta (which 
means 'The Mountains that Scrape the Stars') are places 
of great pilgrimage for young tribal warriors , and those that 
survive a journey through one of these dangerous valleys 
are considered especially courageous. 

Combat doctrine 

The method of war taught to the tribes by Jaghatai Khan 
has served them well in the millennia following his 
reunification with the Emperor. Lightning fast hit and run 
attacks by highly mobile forces that destroy the enemy 
piece by piece and never allow a decisive engagement is 
their modus operandum. Speeding bikes and ultra-rapid 
deployment means that the White Scars can react much 
more swiftly than most Chapters and are almost never 
outmaneuvered on the battlefield. 

Heavily armored opponents find themselves chasing 
shadows as the White Scars encircle their forces and 
attack where they are weakest. Many an enemy who 
thought himself safe behind his lines has learned the error 
of his ways when howling White Scars Scout Bikers come 
speeding out of nowhere to attack his flanks and rear. 
Having been born in the saddle, the Scouts regularly take 
to the field of battle mounted on their bikes. 

Though the Space Marines of the White Scars prefer to 
keep their enemies at arms length, they are fully capable of 
engaging in bloody assaults. The elite bike squads are 
rightly feared and Assault squads dropping from the skies 
on trails of fire and attacking with howling bloodlust are a 
terrifying sight with their fearsome scarred faces. 

Organization 

The predominant organizational unit amongst the people of 
the steppes Is the tribe and a measure of this is true of the 
Chapter Itself. Fierce rivalries, blood-feuds and internecine 
wanare are a way of life for the young men of the steppes 
and help to prepare them for when they must fight to prove 
their worth to the Chapter's Stormseers. However, once a 
warrior has been chosen to join the White Scars, his tribal 
allegiance is replaced with loyalty to the Great Khan of the 
Chapter. Warriors from different tribes are therefore mixed 
with one another In squads to break up individual tribal 
loyalties. Squads are then organized into Brotherhoods. 
units which are roughly equivalenl In size to a Codex 
company, though on average are slightly smaller. 

The remainder of the Chapter is organized slightly 
differently to most Codex Chapters, due to the higher 
proportion of Bike squads and Land Speeder squadrons. 
The White Scars preferred fighting style does not allow 
them the use of as many heavy weapons as other 
Chapters and as a result they have no Devastator squads. 
Their reliance on fast moving fire support also means that 



most tanks are too slow for the White Scars, and those 
they do have are stripped down versions that can keep up 
with the rest of the army. Dreadnoughts are not employed 
by the White Scars, as the cold. metal sarcophagi of these 
mighty constructions evokes a horror of eternal 
confinement that goes against the White Scars' philosophy 
that when a warrior dies. his soul should be free to travet to 
the afterlife. 

BeUefs 

The White Scars Space Marines hold true to the vision of 
Jaghatal Khan in the ultimate unification of Humanity. They 
venerate the Emperor as the ultimate Unller and as their 
founding father, but nol as a deity. The Stormseers leach 
thai it is the While Scars' duty to destroy the enemies of the 
Emperor In preparation for the day when he will rise from 
the Golden Throne to begin the nelrt Great Crusade to unify 
the galaxy. And on that day, Jaghalai Khan will return from 
the void to once again lead his people to their destiny. 

The lightning bolt is a potent symbol to the White Scars, as 
it exemplifies their style 01 battle and echoes the warrior 
scars they bear on their faces. II also represents the 
lightning which the Stormseers call to smite their enemies, 
and these sinister warriors preach that so long as the 
spirits of air and land heed their call, the White Scars will 
never faller in battle. 

Gene-seed 

The gene-seed of the White Scars appears to be stable and 
Inltialty displayed no aberrations or mutation. However, with 
the introduction 01 genetic material from the steppes 
tribesmen, the genome seems to have inherited their wild 
savagery and thirst lor war. Despite the teachings of the 
Khans and Stormseers, It Is not unheard of for tribal feuds 
to flare up between fellow squad members. In addi1lon to 
this, there have been several recorded instances where 
While Scars Brotherhoods have bloodily exceeded their 
mission objectives, such as the infamous 'Red 
Highway Massacre'. 

Whether such incidents are as a result of some inherent 
flaw in the White Scars' genetic material or came about 
after the integration 01 the tribesmen is unknown, but the 
Adeptus Mechanicus Is eager to know Which. The White 
Scars successor Chapters, the Rampagers, Marauders. 
Destroyers and the Storm Lords are all equally ferocious 
and fine examples of the combat teachings of 
Jaghatat Khan. 

Battlecry 

'For the Khan and the Emperorl' 
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USING A WHITE SCARS ARMY IN WARHAMMER 40,000 

White Scars use the following units from Codex Space Marines. 

HQ 

ELITES 

TROOPS 

Space Marine Hero, librarian, Chaplain, Command squad". 

Terminator squad·, Terminator Assault squad", Veteran squad". 

Tactical squad", White Scars Bike squadron, Scout squad. 

FAST ATTACK Assault squad (cannot remove jump packs), Scout Bike squadron, 
Land Speeder squadron, land Speeder Tornado, land Speeder Typhoon. 

HEAVY SUPPORT Attack Bike squadron, Predator Annihilator, Predator Destructor, 
land Raider (may only be used as a Terminator transport), Whirlwind. 

"Must be equipped with a transport Q[ be mounted on bikes (see be/ow). 

The following rules and Codex changes apply when using a White Scars Space Marine army. 

SPECIAL RULES 
Born In the Saddle: White Scars are the best natural 
bikers in the Imperium. They can control their bikes over 
the most difficult ground and maintain control with their 
legs while handling weapons. 

They may re·roll any failed Difficult Terrain test but must 
accept the new result. They may also use an additional 
close combat weapon while riding a bike for + 1 A where this 
equipment is available to them. Normally, this is not 
possible as one hand must be used to control the bike. 

This ability is possessed by bike-mounted Command and 
Veteran squad, Bike squadrons, Attack Bike squadrons, 
Scoul Bike squadrons and Independent characters 
equipped with Space Marine bikes. 

Bike Squadrons : White Scars Bike squadrons may be up 
10 10 models strong. All squadron members not armed 
with a plasma gun, meltagun or flamer may be armed with 
an additional close combat weapon at + 1 point. They 
may use these in conjunction with their bolt pistols for 
+ 1 Attack. 

Mounted Veterans: While Scars Veteran squads and 
Command squads may be mounted on Bikes for an 
additional ... 20 points per model. Their basic weaponry will 
be bolt pistol and additional close combat weapon. No 
heavy weapons can be carried, but all other weapon 
upgrades remain available. If one model in the squad is 
mounted, then the rest of the squad must be, as well. 

Counter-Attack: White Scars mounted on Bikes can react 
quickly to any attack. To represent this unengaged White 
Scars mounted 01'1 Bikes (but nol Attack Bikes) which are 
part of a unit that has been assaulted may move up to 6' 
to get into base contact. 

Flankers : The White Scars often deplOy Scout Bike 
squadrons in wide, flanking positions to exploit hasty or ill· 
advised enemy moves. II Is widely reckoned thai every 
mistake made against the White Scars is paid for in blood. 
Any Blke·mounted White Scars Scout unit may begin the 
game in reserve regardless of whether reserves can be 
used in the mission being played. When they enter the 
table they may arrive lrom any point on the table edge not 
available to enemy reserves. 

Hit & Run: White Scars mounted on Bikes (but not squads 
including Attack Bikes) may choose to leave close combat. 
Declare this at the end of the Assault phase after all Morale 
checks have been taken. The Bikes fall back 3D6' in any 
direction and then regroup at the end of the move. Enemy 
models may only consolidate. Note that units which have 
been forced to lall back because they failed a Morale test 
may not make a second fall back move in the same turn. 

Drop Pods: If a White Scars army elects to deploy from 
drop pods, then the requirement to mount Terminators in 
Land Raiders and to provide transport vehicles lor Veteran , 
Command and Tactical squads is waived - the army may 
not, therefore, contaIn any Rhinos, Razorbacks or land 
Raiders (not at all, no exceptions!). 

NEWWARGEAR 
Power Lances: The White Scars fight so much from their 
saddles that their Techmarines have built appropriate 
weapons to suit this style - the power lance being an 
example of this. II Is an allernative type of power weapon 
costing i 5 points which Is available as a one·handed 
weapon with no special limitations to their Armory. The 
power lance grants +1 Initiative to any bike--mounted 
model that is charging or counter·altacklng. Once an 
opponent gets inside their guard, though, the Improved 
weapon length becomes a disadvantage, and they get 
-1 Initiative whenever they aren't charging or 
counter-attaCking. 

Holy Relic : Horsetail Talismans - these replace the 
normal Codex Space Marines Holy Relic costing 40 points. 
The Horsetail Talisman is a powerlul reminder of the 
Chapter's origins. It can be revealed in each and every 
White Scars Movement phase during which the bearer has 
moved and Is no longer In a vehicle. Any unit of White 
Scars (not vehicles other than Bikes or Attack Bikes) that 
has at least one model within 6' of the bearer of the 
Talisman when it is revealed may move an extra 06' rather 
than firing in the following Shooting phase. This is similar 
to a fleet of foot move, although it represents crazed riding 
as well as powerlul running. 

Chapter Banner: If the White Scars have a Chapter 
Banner then It will combine the abilities of a Horsetail 
Talisman and a normal Sacred Banner. 

• 
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Arcane Lore is a series of 
ruminatiOlL'i and cogitations by 
the Warhanuner Games 
Development team on different 
aspects of tbe Warhanuner game. 
nus month Gav Thorpe 
scrutinizes the mechanics or 
combat resolution. 

Gav Thorpe Is the evil 
mtlS/ermlnel behl"d all 
things Warbammer, 
squaUfng male~'Qlently 
at tbe head of the 
~l1rbammer Games 
Deslgll learn, mid Is 

currelltly cau~'/IIg havoc /11 Ihe U.K. 
Warbttmmer StaffTourllalllen,. Gav 
ctlused gretlt controllersy rect!ntly by 
actually visiting a Ixlfrdresser. 

Combat is at the heart of Warhammcr 
- the best way to defeat the enemy is 
to lilt them wli.h ;;words dnd prod 
t.hem with pointy sticks until they fall 
over or run away. We've had a few 
qw ... "Stions regarding working out 
combat results, which 1'U discuss here, 

ARCANE LORE 
Combat Resolution in Warhammer 

large blocks of enemy soldiers. We've 
had a few questions regarding the 
Unit Strength of certain troop types, 
so below is an expanded version of 
the Unit Strength table. Uni t Strength 
is nm JUSt a measure of numbers 
though, it also takes intO account such 
factors as the size or Ihe warriors, how 
fearsollle Ihey are. elc. - having a 
GobLin charge you in the flank won't 
scare you much, but having a massive 
Dragon pouncing on you will! N; we 
produce more Warhammer Amlies 
books, we'll detail the Unit Strength 
V".Il ues of particularly weird and WACky 

troop types, but until lhen you shou ld 
be able 10 fit them into one of the 
categories below. 

Some un irs may contain a mix of 

REGENERATION AND 
KILLING BLOW 
Sever.ll people have asked if a 
successful Killing Blow can be 
regenerated. and also how many 
wounds docs it coum as for Combat 
Resolution? Well. taking the first 
question, a Killing 1lI0w or any other 
attack (such as from a magic weapon) 
that kills instantly rJther than 
removing individual Wounds, cannot 
be regenerated. It 's just that - a 
Killing Blow! Secondly, t.he number of 
wou nds it counts as inflicting is equal 
to !h~ numbt.:r of\"I;rounds the dead 
modd had before it was killed . For 
example, a model with 3 \''ounds 
remaining that is felled by a Killing 
Blow would add +3 10 the Combat 


