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Everyone here at the Games Workshop
Head Office has been preparing
themselves for the Storm of-Chaos
global campaign. | have been busy
painting up Archaon’s Horde to use for
this campaign.

The global campaigns are my favourite
time of the year for gaming, two months
of frantically trying to play as many
games as | can against as many
differing opponents as | can find. There
is nothing more satisfying than building
and painting a new army to be used for
such an important event as a global
campaign. | also love the fact that
global campaigns give me the feeling of
being part of the global gaming
community, thousands of gamers either
trying to help or thwart me in my
endeavours on the field of battle just
add to the joy | get each year.

While | am waxing lyrical about gaming,
| thought | would also mention that this
month we have a short article on page
84 discussing some of the changes to

Warhammer 40,000 when the new
rulebook is released on September 1st.
I will go on record now and state that |
love the changes that have been
implemented. Whilst recently in the UK
| had a game using the new rules
against Graham McNeill and had an
absolute ripsnorter of a fight, in the end
| beat Graham’s Necrons but only just.
It came down to the last assault phase
and was a closely fought battle. The
changes that have been made are
great and really add to the depth of
Warhammer 40,000.

Anyway, that’s all from me, check out
the magazine instead of what | am
saying, it is much more interesting.

Catch you next time.
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News
Find out the latest on what’s going on in your hobby.

New Releases
All the cool new goodies released this month.

Modelling Masterclass: Gonverting Flayerkin
See how the Hobby team made the Studio’s Flayerkin.

Lord Of The Rings
As well as releasing Shelob, this month, we have rules for Mirkwood Elves and Bryan
Cook provides rules for Troll Drummers as well as tips on how to convert one of your own.

Tactica: Witch Hunters
Veteran Sisters Of Battle players give their thoughts on how to get the most out of the new
Witch Hunters Codex.

Painting Masterclass: Penitent Engine
Expert painter, Mark Tait goes to town with the Penitent Engine.

The Eye 0f The Storm
The designers themselves tell us a bit about the Storm of Chaos book.

Preparing For The Storm
We look at some more players preparing armies for the Storm Of Chaos.

The Art 0f Warhammer: Movement
Jeff Leong takes a look at movement in the second part in his series on Warhammer
tactics.

From Concept To Reality :
Steve Cumiskey continues working on his Empire Semaphore Tower
UK Golden Demon

A selection of this years UK Golden Demon winners. -

Warhammer 40,000 Updated
Warhammer 40,000 will soon be recewing
more about some of the
planned changes

here.
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Halting The Tide
In this massive battle rep
the combined forces of th
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to stop Archaon’s Horde

Faith Is Our Shield,
The Witch Hunters-*
do all they can {0
protect the Holy

Relics from '
the Tau.
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FORGE WORLD NEW RELEASES

DEATH FROM ABOVE

Forge World’s Winged Hive Tyrant, the source

of much internet excitement, is ready to buy.

Sculpted by Simon Egan, the Hive Tyrant

features a wingspan of approximately

30.5¢m (12", and comes armed with a L
Venom Cannon and Scything Talons.
As you can see, it is a beast of rare
proportions sure to strike fear into
the heart of even the most stalwart
foe. Come to think of it, it

frightens us.

For more information visit:
www.forgeworld.co.uk

ADEPTS OF THE
MACHINE GOD

This month Forge World have really
surpassed themselves. The first of their
amazing new Imperial releases is a Titan
crew on foot. The three figure set, sculpted
by Simon Egan, includes a Princeps and
two Moderati cast in resin on integral
terrain bases. These guys would make
excellent objectives for Warhammer 40,000.

In a similar vein, and possibly even more
fantastic, is the Titan Techpriest. Consisting
of an incredible nine parts, this Warhammer

40,000 scale model includes a superbly
detailed Techpriest servo harness and a
servo skull. The Techpriest is sculpted by
Simon Egan and Will Hayes.

Simon has also sculpted two new Imperial
Tank Commanders, one from the Death
Corp of Krieg and a Commissar.
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WORKING ON:
Still Orcs
PLAYING WITH:

Chaos Deathguard
LAST RESULT: LAST RESULT:

Win Win

JUSTIN “B00”
KEYES

WORKING ON:

Dark Angels
PLAYING WITH:
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THE LEAGUE OF EXTRAORDINARY GAMERS

Brisbane’s New Tabletop Games Club ,f; =

he League of Extraordinary Gamers offers Brisbane's largest tabletop games
Lenue with an enormous capacity for 200+ people, all in air-conditioned comfort. We
iave tables for Warhammer 40,000, Warhammer and the Lord of the Rings.

' \t the venue there is lunch and refréshments available for sale. We meet every 3rd
sunday at the Sleeman Sport Centre Theatre at Chandler which is located on the

Lorner of Old Cleveland and Tilley Road, Chandler and hold regular competitions

nd tournaments.

ake a day of it - visit the Chandler Markets early in the morning, join in the fun and

ames at the League and finish the day with a swim in the Aquatic-Centre. If you

‘8ion’t have a car then you can use public transport via the BCC Bus route.

Phone: 3398 8745

Website: http://au.geocities.com/qldiegs

@NIR Y THE AUSTRALASIAN TOURNAMENT RANKINGS

= By Geoff Tewierik & David Capon

[Varhammer Fantasy and Warhammer 40,000 Tournaments are played all around
e world. The Australasian region has its fair share of Independant tournaments.
Jue to the tyranny of distance not all players get to play against each other in
~ournaments but we still like to compare ourselves to see who is the “better” player,
il in the name of fun. This is the basis of Australasian Tournament Rankings
|\ttp://users.tpg.com.au/gandnt/ which compares all the results from tournaments
§ gainst each other and ranks all players based on those results.

| his tournament ranking system deals specifically with the area of Australia and New
l ‘ealand (other Australasian results welcome!). Everyone competes in these events
or their own reasons, be it for fun or to win either the event or a criteria category.
~he scoring systems used at tournaments are ali relatively similar, players score
\-' »oints vyhen they achieve something which adds up to determine the winners. It's
1 e availability of these results which allows this system to work. While the ranking
4 ) f stem requires the raw scores to input into the system, they are not made available
|
-
|
|

any stage, nor can the system be accurately reverse engineered to determine raw
ores. We respect Tournament Organisers right to not publish “raw” results.

_ht_e way the system works is fully detailed on the website for those interested.
L litially the rankings were setup for Warhammer Fantasy tournaments but players of
} ! arhammgr 40,000 found them very interesting, and thus the decision was made to
! flake rankings available for them as well. At the end of 2003 there were 17

| “urnaments in the Warhammer Fantasy rankings covering 395 different players and
S Or W.arhammer 40,000 there were 21 events .
: (Pvering 546 different players. In 2004 we

t Warhammer =antasy tournaments and 3 Warhammer
s to help ff.'__ 0,000 tournaments so far. With support from
Sports & Mty Burnament organisers around the country,

ugh the air as i c
;e?s can also _b; L Cluding Games Workshop the Tournament

solstertheir | "Ing system keeps getting bigger and

R tter. So keep on sending in those results via
€ website.

To see your club in the pages of White
Dwarf, send in details of your Club
along with some photos of any events
you may have had, a recent club day,
family days or anything you think the
public would like to know about your
Club.

If you are interested in this opportunity,
send any information you have on your
Club (including photos) to us here at the
White Dwarf bunker. The one condition
for us to consider your Club is that it
must play Games Workshop Games.

WHITE DWARF
GAMING CLUBS
P.O. BOX 576
INGLEBURN NSW
AUSTRALIA 1890

ROGUE TRADER
TOURNAMENTS

TERRACON VI

12th and 13th May

Warhammer 40,000

Legion Wargames Club
Naracooorte South Priamary School
Naracoorte SA

Contact: Danny Lawrie

Phone: 0400 073 415

Email: Legion@xeomail.com

DOUBLE EAGLE

Watch out for the latest novel from
Dan Abnett as the king of Sci-Fi
storms in this winter with an
awesome new tale set in the
Sabbat System! This time it's
not Gaunt’s Ghosts who are
the heroes, but the pilots of
the Phantine Fighter Corps.
Flying dangerous and often
suicidal missions, they
struggle to hold back the
vast squadrons of the
Blood Pact’s air cadre. As
the desperate fight for air
supremacy begins, the

fate of the entire crusade
hangs in the balance.

Look out for this

awesome hardback

novel.

For more information visit:
www.blacklibrary.com
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GARAGRIM IRONFIST

top a mile-high rock,

by a burning desire AUS$22 NZ$25

n god Sigmar.

Garagrim has taken the ancient fitle of

‘\Yar-mourneg, an old rank that was once used by

the High King's chompions. 1 is the duty of the
‘War-moumner fo act -
in the King’s stead in
battle, accepfing the
King’s honour as his
own, and vice versa.

| This blister pack

"8 contains 1

"8 Garagrim

8 Ironfist model,

| i_This model requires
assembly.

i Ar-Ulric's divinely granted powers are greater than
“any other priest of Ulric.

R This blister pack contains 1 Ar-Ulrik
model, designed by Gary Morley.

s This model requires assembly.

AUSS50 NZ$55

' Bri
8 Grayson.
B These models require assembly.

2 CHAOS WARRIOR REGIMENT

is boxed set contains 12 Chaos Warriors, designed by
an Nelson, Jes Goodwin, Alex Hedstrém and Colin

HELLCANNON OF CHAOS
AUS$85 NzZ$95

Part daemon, part war machine, the Hellcannon of Chaos is a massive
construct of iron and brass that growls and shakes with diabolic sentience.
In batile these arcane engines heave great blasts of daemonic energy that
arc through the air toward their targets, incandescent explosions
liquefying anything they touch and sending the survivors screaming in all
directions.

This boxed set contains 1 Hellcannon and 3 crew
members, designed by Aly Morrison.
This model requires assembly.
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new reigases

WARMAMMER

100D

SISTERS OF BATTLE SPECIAL WEAPONS
;@AUSSIB NZ$20

iority of the Orders Militant is made up of Batile
@;:,:no?p‘::unsw raised by the Schola Progenium, Battle Sisters
I.w well disciplined and highly devoted to the Emperor. Their
| -eatest strength is their unguenchable faith in the God-Emperor
;d Mankind, in whose name they bring fiery reirib"uiion to the
igmm, the witch and the heretic.
This blister pack contains 2 special weapons
figures, designed by Jes Goodwin and Juan Diaz.

Ihese models require assembly.

BATTLE SISTER
SERAPHIM SUPERIOR
AUsS16 NZ$18

Seraphim are experienced warriors who are
exclusively trained in the use of jump packs. They
are also highly dextrous, having perfected the
technique of firing two pistols at once. This makes
them very mobile, hard-hitting, and able to fight in
close combat if
necessary.

This blister
pack contains
1 Seraphim
Superior,
designed by
Jes Goodwin
and Juan
Diaz.

This model
requires assembly.

SISTERS OF BATTLE
CANNONESS
AUSS18 NZ$20

This blister pack contains 1
Sisters of
Battle
Cannoness,
designed by
Juan Diaz.
This model s
requires ¥
assembly.

SISTERS OF BATTLE EXORCIST
AUSS$85 Nz$95

This arcane machine of war is only vaguely understood by the Techpriests who must
service it, and many Exorcists have been in service since the Age of Apostasy,
further adding to their temperamental nature. Each machine is an individuval

work of art, its battlefield role of providing devastating long-range fire
support being secondary to its significance as a potent, divine symbol of
the power of the Emperor.

This boxed set contains 1 Sisters of Battle
Exorcist, designed by Tim Adcock, Jes
Goodwin and Aly Morrison.

This model requires assembly.
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This month sees the relesse of
Warhammer’s first campaign

. sourcebook. Loremaster Gav

(

Thorpe takes a look at this
landmark volume, and the
global campaign that will
follow it.

: arhammer has reached a unique

W stage of its two decades of
development. The game system

itself, in this 6th edition, is fundamentally
sound and any future developments are
not likely to make radical changes to the
game mechanics themselves. We have
almost completed the update of the
‘Warhammer Armies range to the new
edition, and it is our intention that these
volumes will be on the shelves for many
years to come.

This means that we have an
opportunity to broaden the range of
supplements available to Warhammer.
Our long-term plans include new and
revised army books, but also books that
change the way Warhammer is played,
such as the ever-popular Siege rules
Storm of Chaos is the first of a third type
of volume we plan to introduce, that of
the Campaign Sourcebook

THE CONCEPT

Since Warhammer’s earliest inception,
the idea of campaign packs and books
has existed. These earliest supplements,
such as the infamous McDeath campaign
and Terror of the Lichemaster, allowed
players 1o recreate detailed events in a
series of linked battles. Most veteran
gamers out there will no doubt, like me,
fondly remember these campaigns
(although I’m not too sad to see some of

08 www.storm-of-chaos.com

the more obvious joke character names
consigned to history!). This concept way
revisited towards the end of 5th edition;
with campaign packs, such as Idol of
Gork and Circle of Blood

The campaign sourcebook is simply;
new take on this well-established idea, g
1 take no credit for originality however,
good idea is a good idea nevertheless!
The principle is straightforward enough,
Each campaign sourcebook contains the|
background, army lists and additional
gaming material to enable players to re-
fight a particular series of battles from
history of Warhammer. That history is
replete with all manner of epic conflicis
ranging in scale from the centuries-long
Clan Pestilens invasion of Lustria, to the
fall and attempted reclamation of Karak
Eight Peaks, to the tumultuous times of
the Elven Sundering

Campaign sourcebooks allow us to
look at these periods of history and add
detail to the characters and battles that
took place. Not only can we do this witl
events already mentioned in the
background, but also to create new area
of conflict for players to explore with
their games.

At the heart of a campaign
sourcebook are its army lists. Storm of
Chaos boasts an impressive ten variant
army lists, though it is our intention tha
most future sourcebooks will focus on
three or four armies. The majority of
these army list variants will be designed
to integrate with the Warhammer Armie
range and be usable by players in their
regular gaming, as well as in the
campaigns detailed. Of course, some of
these lists will be designed for specific
scenarios or opponents, such as the Wa|
of the Beard lists published in White
Dwarf last year.

A part of this is to look at the
heraldry, colour schemes and
iconography of the armies involved, s0
that players can not only collect a vari
army, but also characterise it with their
painting. We hope to show shield and
banner designs of the heroes and
regiments involved, and also to provid®

types of
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 but the basics are:

The Chaos Champion Archaon has
recovered the six artefacts required for
him to be recognised as the Lord of the
End Times. Once a noble servant of the
Empire, Archaon has now turned on
Sigmar and his worshippers and is
resolved to destroy them both. In
Storm of Chaos, his attention is
focussed upon the city of Middenheim,
and the great temple of the god Ulric
that stands there. Meanwhile, his
Herald, Vardek Crom, attacks the
Empire from the east. ]

In response to this threat, Emperor
Karl Franz has forged a grand alliance
with the other Electors, the High Elves
and the Dwarfs. He is aided by the
enigmatic youth called Valten, believed
by many to be the reincarnation of
Sigmar himself. Even as their armies
assemble, Middenheim must stave off
the attack of Archaon. The hordes of
Chaos must storm Middenheim and
sack the temple of Ulric before the
forces of Karl Franz and Valten arrive
with overwhelming strength of arms.
The race is on!

This is only the broadest gist of all
the stories that have gathered together
to create the Storm of Chaos, but our
website will contain an archive of all the
articles you may have missed if you’ve
only joined us in the last few months.

soa . e - -

THE MINIATURES
As you can see on these pages, there
are quite a few new miniatures being
released alongside Storm of Chaos.
Some of these can be used by players
in their regular armies, such as the new
Warriors of Chaos regiment (more on
them elsewhere) and the Black Orcs
with great weapons. Some of them are
specific to the armies detailed in the
Storm of Chaos book, of which my
favourites are obviously the new Dwarf
Doomseekers and Garagrim Ironfist.

It is common practice to praise the
efforts of those who have designed and
sculpted these miniatures, and I am
not one to make an exception. I have a
great job working in the Design Studio,
seeing the best stories, illustrations and
miniatures as they roll off the desks of
our design teams. It is sometimes easy
to succumb to ‘quality fatigue’,
whereby one merely accepts that
everything will be fantastic. However,
the quality of the miniatures for Storm
of Chaos has once again raised the bar
in terms of design and sculpting
quality. It is a testament to everyone
involved in the project, including
concept artists and miniatures
designers, that I believe a new standard
has been set for Warhammer for the

1~ 3
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NEW CHAOS WARRIORS

plastic range in Warhammer

this vision 1n the coming years.

I want to single out the new plastic Warriors of Chaos regiment, not only because

| of the excellent miniatures themselves, but also to explain our future plans for

' Chaos plastic kits. This regiment set is but the first in what we hope to be a project
extending over the next few years, creating the most flexible and characterful

.. These Chaos Warriors are assembled from two sprues — the Body sprue and
the Command sprue. This first set provides bodies for Warriors armed with hand
weapon and shield or two hand weapons, and a Command sprue for Chaos
Undivided. In the future we are planning to produce a new Body sprue to enable
players to assemble warriors with great weapons and halberds. After that, we'll be
turning our attention to the Command sprue, looking at each of the Chaos gods in
turn, with themed weapon designs, shields, banner tops, helmets and so on
There’s even wild talk about plastic Knights and a chariot someway down the line,
but we’ll have to see how that works out. The fittings on these will be
interchangeable across the sets, so that a player could, for instance, create Nurgle
. Warriors with great weapons, or Khorne Knights.

' All of this has been made possible by the planning and foresight of the
esteemed Jes Goodwin, Design Manager Gordon Davidson, and immeasurably
useful input from many others. I'm very excited about the prospects for this range
. and the future of Warhammer plastics in general, and I hope we'll see the fruits of

THE GLOBAI. EVENT
Back in the days when everything was
made of wood, and I was working as part
of the White Dwarf crew, the venerable
Jervis Johnson (who probably won’t
thank me for calling him venerable) had
an idea. As he wrote at the time, good
ideas generally end up with a lot of work
being done, and that was true, but the
result was a first for Games Workshop
(and miniatures gaming as a whole, to my
knowledge). I am referring to the Ichar IV
Warhammer 40,000 campaign.

Back in those days, when the Internet
was still something most people had
never heard of, Jervis decided the fate of
the Tyranid-stricken world by sifting
through a massive pile of postal results,
ably aided by others around Games
Workshop in various countries.

¢ — )
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Suffice to say, Ichar IV was a massive
success, and the idea was revisited with
the Third Armageddon War a few years
later. By this time, the rest of the world
had caught up with this interweb-
thingy, and a website was created for
players to register their results on. This
has now become the norm for these
global campaigns.

Last year saw the Eye of Terror
campaign for Warhammer 40,000, the
most successful event we've ever run.
Not to be outdone by all those raygun
fanatics, it is our duty as Warhammer
players to make Storm of Chaos every
bit as massive! To this end, our US Web
team (veterans now of three global
campaign websites) have done a
tremendous job with Storm of Chaos.
Taking on board all the lessons of

N\ et
| S

previous campaigns, we have planned 3
website that is easy to access and yet f
contains a wealth of information for ’
Warhammer players. 1

“But how will the campaign work?”, 3 {
hear you crying! Well. I'll be looking at
the mechanics in more depth in the
future, but here’s the general principle

T've drawn on the fact that
Warhammer has a very specific geograpk ol
to drive the campaign. As outlined in th )
section on the narrative above, the focus
of the campaign will be Archaon’s drive
on Middenheim, The campaign takes 4
place on a map that shows the ed
approaches to Middenheim, with twenty
five battlefields. The forces of Archaon A
start on the east of this map, with severs| pj
of these battlefields open for results. |,
Each of these battle sites will have one gy
more victory conditions, which, if |
achieved, indicate it has fallen to Chaos
As one town, castle or battlefields, it will
open up one or more closer to |
Middenheim. In this way, the campaign
progresses, we can chart the progress of |
Archaon’s armies towards Middenheim.
The period of the campaign is the inl
amount of time the attackers have to sad oy
Middenheim and defile the temple of ¢h
Ulric, before Karl Franz, Valten, Teclis an ey
the other great heroes of the world arriy fa
with their armies Til

As the players input these results, ¢
we'll be reviewing the victory conditions
of each active battlefield to see if they
have been met. I'll be acting as
Loremaster of the campaign, providing
updates on the progress of the fighting,
detailing which locations have fallen and
also introducing storylines and events th:
players can incorporate into their games.

As well as these ‘common’
battlefields, there are a number of ‘local
battlefields, varying from country to :
country. These local battlefields are tied
to specific real world activities and
events, such as a store gaming nights,
roadshows, Games Day and so on.
Winning these specific events will garnel
a bonus for the victors in their fight for
nearby common battlefields.

In addition to the campaign map, we
plan for the website to contain even mon
scenarios and scenario suggestions,
modelling articles and stories that relate
the battlefields the players can fight over.
On top of this, we’ll also be providing
specific community areas for players to
discuss strategy with their fellow generalt
so that they can coordinate their attacks¢
defence, swap tactics and army comment
or just generally chat about the events th!
they are helping to unfold.

When the time limit is up, we’ll be
measuring the success of the Chaos attat
against our victory criteria to determiné
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the cach of their creations. weather rules in particular were very
1, with twenty - ' welcome, and we’ve taken that to heart

of Archaon ARCH A0S HORDE when devising our ideas for Storm of il
p, with severl phil Kelly: At first, they seemed like two Chaos and the future.
orresults. 0 ocuous enough words: Archaon’s In addition, Dark Shadows also began
ll have one ¢ y1rde. Unfortunately, that means: one of the plot threads that have ,
hich, if « A Warhammer Chaos Army that is as culminated in the Storm of Chaos Il
llen to Chaos, competitive (but not more so) than story — the introduction of the |
lefields, it wil  ¢he hugely versatile parent army list shadowy being known as the Dark A= ) ,
ar to » Ideally led by Archaon — 855 points of Master, now known to be the —-——— - -
he campaign spiky death insane Daemon Prince Be’lakor. The Daemon Prince Be’lakor
1€ progress ol = Adequately fulfils the term ‘Horde’ b e . i S

Middenheim. An therein lay the rub. Anything

n is the including the term ‘Horde’ and including buddies and a couple of favourite gribblies  favourite scenarios — pitting the defender

'rs have to sal gne of the most expensive special for laughs. As Archaon’s Stag Party didn’t against twice his amount of points. Sure,

: temple of  characters in the game is kind of mutually  have the same ring to it, I began to think the defender will probably get

Iten, Teclis ani gxclusive, a bit like an intelligent Ogre or a  outside the box a little. annihilated, but if he can take out his

he world arriy fat EIf After you've spent the best part of Help was at hand in the form of own points value from the enemy force,
900} points on Archaon, his ‘horde’ would  Eldreth and his Last Stand (from the he claims victory. I love this kind of

:se results, gomprise of about thirty of his drinking Warhammer mission). It’s one of my challenge, and the core rule mechanic
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has always proved to be very nicely
balanced. So I nicked it.

As a result, Archaon’s Horde can be
used as a standard variant list with the
focus on Chaos Undivided troops,
including Chosen Chaos Warriors,
Chosen Knights and the siege-specialist
Elayerkin as Special choices, plus the
mighty Hellcannon as a Rare choice.
However, it is best used with the big man
at the helm in the Halting the Tide
scenario, vastly outnumbering their
pitiful foes and sweeping all before them
in a tide of blood. Take up the challenge
if you dare, and face (or field) Chaos
troops of twice the points of the
defenders, led by either Archaon or Crom
the Conqueror You may want to keep a
““record of your *high score’; the highest
number of Victory Points you have scored
against the Horde when trying to Halt the
Tide, and compare it to the high scores of
the other gamers in your group.

MIDDENHEIM SIEGE
DEFENDERS
Gav Thorpe: This army will not be new
to players who have seen the Cult of
Ulric list, written by Ian Hawkes. The
followers of the god of battle, wolves and
winter eschew the more ranged elements
of the Empire army for a bit more meat
in close combat. At the time we
published that list, we also gave details of
Boris Todbringer and the army of
Middenheim. As the principle leader of
the defence against Archaon’s attack, it
would have been unthinkable not to
spend a bit more space on his army. This
" combines units and characters from both
. the regular Empire list and the Cult of
Ulric, allowing Priests of Ulric and units
such as the Wolf-kin, but without all of

i e e By A

. The combined forces of Middenland and Midden.
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those volley guns and engineers.

This emphasis on priestly virtues over
blackpowder and magic gives the army a
distinctive close-in feel, and the Ulric-
specific items and abilities are also
available to the defenders of
Middenheim. Now with miniatures for
the elite Teutogen Guard — Knights of the
White Wolf on foot — I hope that many of
the fans of this northern army will be
able to expand their collection.

In addition, we have created a new
special character, Emil Valgeir The current
Ar-Ulric, head of the worship of Ulric in
the Empire, Emil Valgeir stands shoulder
to shoulder with Boris Todbringer in his
defiance of Archaon. His inspirational
abilities are a great boon when facing the
terrors of the Northern Wastes.

LRIMGOR'S 'ARD BOYZ
Pete Haines: As usual I was minding my
own business, working out some new
naughtiness for Warhammer 40,000 <th
edition and Codex: Space Marines when
my spider sense started tingling. Mere
seconds later, I was (apparently) writing
the list for Grimgor’s ’Ard Boyz.

Now it’s not that I don’t play
Warhammer, I do, but I use Dwarfs and
the Slayer list would have to be prised
from Gav’s cold, dead fingers before I
got a go at that. So I went off and
quizzed every frothy Orc player, who
would stand still long enough, about
what needed doing.

Thanks to lots of insight from Gordon
“I want a Level 4 Shaman and a Black Orc
on a Wyvern” Davidson it soon became
apparent that dropping the Goblin
tricksiness from the army would leave the
Orcs carrying a lot of the strain. As there
was no way [ was going to fiddle with stat
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lines for what was basically a variant list,
needed some way of making basic Orcs |

bit more potent. Once again the solutio; ﬂ
came from Gordon who evoked the =3
image of a monolithic effigy, large enouy

for a full song and dance number "p‘
complete with drummers and capering
Shaman. For my part I playtested a d

version of the Effigy that acted as a

source of various Bound Spells. This
didn’t work (big time!). So after a bit of 2 ’
fiddling I came up with the idea of using Dy
it as a focus for units of Orcs to gain the |
blessings of Gork and suddenly all was ¢
well, Rather than relying on guys with
balls and chains and wolfie chariots,

Grimgor’s Boyz could boast a solid line the
of tough Orcs able to take on the enemy

as Gork intended, eye to eye and choppy 4.
to intestine.

gol
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SLAYERS OF KARAK KADRI} o
Gav Therpe: If I were a Member of Si4

Parliament, it is at this point that I would 1
have to declare a vested interest. It is no gl
secret that I have a Dwarf army, and I pis
have a place in my heart for the bearded il
little beggars. Some would consider ita
hideous abuse of my position whenI  a
declared that one of the new army lists it a
Storm of Chaos should be a Dwarf list. e
With néew soldiers to boot! als|
That aside, it's been a good while  any
since the Dwarf book was released, and hay
some fresh blood would be welcomed by G|
Dwart players and their opponents. We an
started off initially with two ideas for up)
Storm of Chaos, those of an Engineer
Guild Expeditionary Force, and a Slayer
Army from Karak Kadrin. Well, the heade ant
above gives away the result of that off|
decision. The Engineers are gone, but  m4
not forgotten. pla
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leading her army into the swamps of
Lustria, they would probably get bogged
rather quickly. However, all is not grim,
for the Cult of Staanesh has access to
some Chaos troops (all suitably marked
by Slaanesh, of course). And not only
Mortal troops — the Cult has access to
Slaanesh Daemons, the Devoted of
Slaanesh (think near-naked Witch Elf
types that have dedicated themselves to
Slaanesh rather than Khaine) and the
powerful Druchii Anointed — an ancient
Dark Elf from the time of the Sundering
who harnesses the power of 2 Daemon
Prince within his Elven form. Add in
some extra magic items, some tweaking
of the position of units between Core,
Special and Rare, and you have an army
list variant that will hopefully add
something new; slightly different and
interesting to existing Dark Elf and Chaos
players alike

ARMY OF SYLVANIA

Mat Ward: Where the mainstream
Vampire Counts list represents what
happens when the dead are abroad, this
one allows players to field a von Carstein
army on its own turf. Foremost in my
mind when I started writing the list was
that this army should play very differently
to a standard Vampire Counts list, and
two themes began to jockey for attention.
The first stemmed from the fact that in
Sylvania, the land itself possesses a

peculiar form of awareness, and reacts to
invasion as a living body reacts to a
wound by spitting forth Undead warriors
into the path of an invading army.

With this in mind, the first thing that
needed to go into the army list was a way
of allowing players to do this. By placing
markers at the start of the game, a von
Carstein player can dictate points at
which he can summon reinforcements
throughout the game without relying on
an Invocation of Nehek. Moreover,
because the von Carsteins maintain state
troops, I wanted these newly risen dead
to be equipped on par with other Empire
warriors (albeit with much older, pre-
blackpowder weaponry), leading to
options for crossbows, spears, and
shields both on the risen troops and
those purchased for the army.

The second, and slightly more
predictable, theme was that of the von
Carsteins’ predilection for bats and
wolves. This was easily fixed, with a few
tweaks to the troops available to the
army and a few magic items and
bloodline powers to give this side of the
army a real kick.

Naturally, the von Carsteins do have a
weakness, in this case their stiffnecked
pride. On the basis that they would
refuse to acknowledge any need for
Necromancers on their land, I cheerfully
stripped these cadaverous wizards out of
the list — I've never been a fan of Vampire

ing
fol
sy
thy
armies led by Necromancers anyway.  thg
While this makes the army a little prone be
to magical attacks, the von Carstein
player is able to use those Hero slots on i
Wights and Thralls instead so, if anythin wh
this army hits a little harder than a wi
standard Vampire Counts list. Happily, Sh
enemy wizards need to really take care L
where they stand because of the huge ¢4
numbers of Dire Wolves and Fell Bats th €41
take the field in this list. Ultimately, if yo 1
like powerful characters, ambushes, or P!
purple and black uniforms, it’s worth pry
giving this army a look. '“:
I
CLAN ESHIN asy
Phil Kelly: The Clan Eshin list wasa 4
fresh challenge for me, and a great
chance to have a crack at one of my
favourite Warhammer armies, the Skavel R
As with the Archaon’s Horde list, to rea '
get the theme of the army across (team m
of stealthy and elite rat-men doing ::
everything possible to get a blade to yo' =
throat) I reasoned I would have to try
something a little off the wall. Again, it!
possible to play the Eshin list as a falrlY _
straightforward variant of the Skaven e |
army list, but the real fun is in a slightl |} ¥
more off-the wall version — an all-
skirmishing force that attacks by night. l
The Under Cover of Darkness rule &
will be familiar to Warhammer players \vq
who remember the Albion campaign. ":‘
any given turn, simply roll an Artillery
o e - m—i et




< B ultiply it by three — this is how
BT o a::i umnits gaz see for that turn. This
: J’ ":;rn{:s up some nice tactical situations
b ~and stops the Eshin force from getting
!\ <hot o pieces before it can engage.
. This is very much an army that can
ick its fights, as almost all of the

“kirmishers. New additions (at the

expense of many of the clans’ other ]

\nectalists) are the Eshin Triad, a small, |
— superelite unit of three Skaven Assassins

{no magic items I'm afraid) and the Eshin

ersion of Skitterleap, allowing you to

jeleport your killers right into base contact
W with enemy characters — I promise you
this keeps the opponents on their toes!
" The icing on the cake was provided
by Anthony Reynolds, whose suggestion
that every character assassinated counted
Jor an extra 100 Victory Points, just like a
<lain general, was unhesitatingly
incorporated. The end result is an army
swhiich excels at killing off the top brass
| and leaving a leaderless army milling

) beliind it as it vanushes into the darkness

‘ { — just the ticket!

of | : s i
v LOTHERN SEA PATROL
< '* Aady Hoare: The Sea Patrol was an

interesting list to write, as a sea-borne
jorce engaged in ship to shore missions is
vasentially a light infantry army. However,
the Lothern Sea Guard, who would form

:rs anyway  the obvious core of the list, cannot really

- a little prone be described as light troops.

1 Carstein So with the Lothern Sea Guard as the

Hero slots on mainstay of the army, I needed to decide

{ so, if anythii what other units from the High EIf list

ar than a Wiuid be appropriate to include. I added

list. Happily, Shadow Warriors in the guise of the

ally take care lLothern Sea Rangers, as I felt the army

of the huge tould use the extra dynamic such a unit

nd Fell Bats t €an provide, and this helped to build the

Mtimately, if yo idea that the armies are engaged upon

imbushes, or Specific missions in which the Sea Guard

s, it's worth  Provide a solid, defensive line while the
More mobile and stealthy Sea Rangers
infiferate forward to capture an objective,
Assassinate an enemy leader or retrieve

n list was a 48 Artefact.

d a great ladded the Ship’s Company as such a

one of my V9P type felt appropriate, and

ies, the Skave "“Peating Bolt Throwers were a must as
de list, to rel they are carried in land from their

across (team! "'“Unts on ship. Eagles were appropriate,
>n doing #8 were the Heroes and Lords of the High
a blade toyo! %5, albeit with slight tweaks (like not
1havetotry | 8allowed Elven Steeds), and some
vall. Again, it* "% spells.

list as a fairl] But 1 still felt the list needed a little
the Skaven '¢thing to theme it as coming from a
is in a slightl 2“301“8 race. That something was the

- an all- 3 "_'”Twy"n — a category of beastie that

cks by night. . Presents the monsters of the deep that
arkness rule ‘\‘;;lfl‘lllate the vast oceans of the

umer players m;, dmmer world and that the mightiest
1 campaign. ¢ R I;:fs' of I_Dthel‘n can summon and bind
{ an Artillery o€t will. Of course, these beasts

- ‘ fhﬁﬂlsl'llng army can move 12" as e/

s e e ittty ‘-_-_-'_\h-_“w-._—._..-_w... R -

aren’t always as willing to help out as are
the Dragons of Caledor, and are wont to
run amok should the mages lose control
of them. s

In all, the Sea Patrol is a High Elves
army with a difference — shooty certainly,
but solid in defence and with a few tricks
up its sleeve in terms of magic, stealth
and those unpredictable beasts from the
deep!

BRETONNIAN

ERRANTRY WAR

Anthony Reynolds: When it came time
to write up the rules for the Bretonnian
Errantry War variant list, I was fresh from
just finishing off the Bretonnian army
book itself, so all those knights and noble
deeds were still running around in my
head. As a coincidental bonus, I had
already drawn up a rough draft Errantry
War list just for fun while I was working
on that project. I had a think about what
really characterised an Errantry War — not
surprisingly, the majority of the force
consists of Knights Errant, for this is their
chance to prove their worth and attain
their full knighthood.

After having a think about how the
army would operate, I came to the
conclusion that I wanted it to be a bit
more uncontrollable than a normal
Bretonnian army. I wanted the army to
feel like it was filled with a bunch of
slightly overenthusiastic youngsters
determined to prove themselves (and so
fight with great passion) but one that
could inadvertently get itself into some
hot water by being that little bit too
exuberant.

The most characterful and simple
way I saw to do this was to play around
with the Knights Errant Impetuous rule. I
came up with the idea that ALL Knights
Errant would carry the Errantry Banner
(thus making them more likely to charge
when you might not want them to, but
when they do charge they get +1
Strength to simulate them trying extra
hard). To further push this theme, I
introduced a table of additional
negatives to the Leadership check made
to try and hold them back. For instance,
they will be a bit more likely to charge if
the enemy is particularly frightening
(causing fear or terror) as they want to
prove how brave they are. In the same
vein, if they are wildly outnumbered,
they will be more likely to charge. And of
course, if there is a lady nearby (a
Damsel), they will obviously want to try
and impress her, so will also be more
likely to charge.

A bit of tinkering around with the
army list (such as Grail Knights acting as
unit champions for the reckless young
knights rather than units in their own
right), and the Errantry War army list

— S

DAEMONIC LEGIONS!
Alessio Cavatore: Since writing the army
list and rules for the Daemons in the
Hordes of Chaos book, battlefield
experience had convinced me that I
hadn’t done justice to them. I think the
Daemons there make an interesting
addition to a mortal army, but they
cannot really stand as an army of their
own. A player trying to field a Daemon-
only list from the Hordes of Chaos book
is too limited in the amount of troops,
and would end up with an army that is
quite predictable and very similar to
every other Daemon army (big blocks of
Daemonic infantry accompanied by one
or two flying large Daemon characters)

It was with great gusto that I
accepted Gav’s offer to write the new
Daemonic Legions army list in Storm of
Chaos, to finally allow players to field
varied and competitive armies made only
of Daemons. I began with retouching the
basic Daemonic rules. First I raised their
Leadership by one point, as Instability
tests were proving too much of a deadly
weakness for them, putting people off
from fielding large units and Greater
Daemons in the fear of seeing them
disappearing in a puff of smoke. That
weakness is needed and still there, but
it’s now considerably less likely.

Secondly I turned their Daemonic
Save into a true Ward Save, as the
relatively low Toughness of the core
troops was making them too vulnerable
to magic heavy armies (and to Skaven
warpstone-based firepowert).

I then added a new Hero to
Daemons, allowing them to have
characters that are not flying large targets
and can therefore be used to bolster the
fighting effectiveness of units as well as
carry the army battle standard (and made
sure that the Banner of the Gods has an
effect on Daemonst).

1 also eliminated the 0-1 from some
Core troops, allowing each one of the
Chaos Powers to field main Core units of
Daemonic infantry (eg, Bloodletters) and
secondary Core units of wacky Daemons
(eg, Flesh Hounds).

Then the real fun began with Special
and Rare units. For the Specials T
resurrected some old Daemonic cavalries
and made up some new ones, again to
insure an even spread among the Powers,
and so were born the scary
Changebringers (Flamers riding Discs of
Tzeentch) and the Pleasureseekers
(Daemonettes heavy cavalry, mounted on
the new large Steed of Slaanesh that is
normally ridden by the Champion).

For the Rare choices things got even
weirder and the Four Chariots of Chaos
were created, really powerful war
engines in the arsenal of any Daemonic
general.

Now to battle!
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) Welcome to the

- With so many army lisis

available for the Storm of
Chaos campaign pretty much
everyone in the Studio and
beyond has had a chance to
give their existing armies a
new slant, or even start one
afresh. Here’s what some of
the players from arounsd
Games Workshop HQ have to
say about their plans for their
armies so far...

Phil Kelly Skmmshers w1th move 6" are
just great. The feeling of freedom when

your troops scoot a full foot through that
wood or marsh and out the other side, in

~ any direction, at a speed that leaves your

opponent’s eyes widening... not to
mention neatly getting out of his charge
arc and threatening his flank. Excellent
fun. Any fellow Skaven player with a
squad of Night Runners, Gutter Runners
or Rat Swarms knows just what I'm
talking about. Well, the Clan Eshin army
has these in spades, so with the Storm of
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Chaos campaign approaching I thought
what the hell. It's ninja time

With such an abundance of
skirmishers — including probably the best
skirmishers in the game — you can really
engage the enemy on your own terms. So
1 broke open yet another boxed set of
Skaven Nightrunners to use as Gutter
Runners (let’s face it, those twin fighting
claws are just the coolest). The slings also
come in very handy — nothing like a full
squad of Gutter Runners unleashing a
hail of 30 BS 4 shots into the enemy
ranks every turn to give your foe a nasty
surprise. Poisoned throwing stars are also
good fun, In fact, combined with items
such as the Headsplitter and the
Warpstone Stars, the Eshin army has a
solid short-ranged shooting ability you'd
do well to capitalise on before combat
starts — as most players know; skirmishers
have trouble against full units.

But it’s the party tricks of the Eshin
list that really appeal. The Master Assassin
is a lightning-fast killing machine
(Initiative 10, lovely) who can run as fast
as a horse and has a Weapon Skill most
special characters would be jealous of —
all before you buy him his magic items.
The best news is that he and his Assassin
buddies can be Skitterleaped straight into
base contact with the enemy — perfect for
dispatching that troublesome Archmage

or Helblaster crew: Even my Eshin
Sorcerers have nabbed themselves a
Skink Priest here and there. Your
opponent really ends up dreading the
Eshin Magic phase in case he fluffs his
dispel attempts — the new Eshin
Skitterleap’s something I'd even swap t
notorious Warp Lightning for.

Naturally, the list lacks almost all of
the other Skaven clans’ goodies, and if
you’re thinking of taking advantage of
special Under Cover of Darkness rule
you’ll have to field all skirmishers and
therefore restrict your choices even mor
However, in return the Eshin lads have §
new unit — the Eshin Triad — a trio of
Skaven Assassins (no magic items mind UJ
you) that form an elite skirmishing unit 5§
quite capable of taking down al
detachments, light cavalry and especialh |
characters without breaking a sweat st

I think I might even keep a tally of w|
the characters those little ninja rascals v
behead over the summer. The best thing 1ef
about the Eshin army? Just spray ‘'em  pi

black, give the furry bits a brown st
drybrush and they’re pretty much sy
painted already... el

. ug

Phil’s Tunnel
Team marker c\
(=]
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1 - a trio of ‘Anthony Reynolds: I've collected

ic items mind {/ndead models for years now — the old
irmishing unit erleton Horde was an early purchase at

wn tender age, and the appeal of ancient,
-and especialli jong dead people continuing to fight
ag a sweat  iill seems strangely attractive. As such,

sep a tally of ‘when Mat Ward began writing up the
ninja rascals von Carstein list for Storm of Chaos, I
The best thing 115k a keen interest in how it

tspray ’em  progressed. It wasn’t long before 1
brown started trying it out myself, and now I've
ty much started to put some new models
rogether to make a variant army from my
usual Vampire force.
Pbil's Tunnel The army that the ever devious and

Team marke cunning Mat has devised places less
mphasis on Necromancers, and more
onto the Vampires themselves. For
myself, this has got to be a good thing,
4s Vampires are pretty much the coolest
things about the army and I always
think it’s 2 shame there aren’t more of
them. Having a 2,000-point army with
three or four Vampires is pretty cool.
The magical side of things comes
through Grave markers — these are
essentially marking stones for massed
graves — and in true horror style, a near
endless horde of the dead claw from
these graves every turn. Scary stuff for
your opponent! So there was my first
couple of painting and modelling
' Missions: paint up another von

¢ Carstein Vampire and a handful of
Grave markers.
: The von Carsteins, being the most
~ archetypal of the Vampire bloodlines,
“have a particular affinity with wolves

The core of Anthony's von Carstein army.

and bats and things that go bump in the
night. I decided to reflect this in my
variant army by painting up a host more
Dire Wolves and some more Fell Bats and
some Bat Swarms. I really wanted my von
Carstein army to look rather different
from the one I usually field, and five
units of 5 Dire Wolves will certainly go a
long way towards that.

Another typically von Carstein unit is
the Black Coach (which incidentally costs
less points in this list than normal to
reflect this). I do not field one of these in
my usual army, so decided now was the
time! Preferring to make the models in my
armies unique, I decided to convert one,
using the Mordheim Stagecoach as the
basis. So far, the army is running quite

Anthony’s
Grave marker

well. It plays very differently from my
normal army, and my Vampire force has
expanded. We will have to see how it
fares in the Studio Storm of Chaos

campaign. ..

Anthony bas used the
Mordbeim stagecoach as the
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WAR PAINTING
1 Surepi: Last month, I was ranting
S out all the cool and interesting new
s dind rules in the Storm of Chaos
* | Kadrin Slayer Army list. This time

he updating you on my progress with
nbling and painting the new unit . .

ST

o a full Slayer horde. /

Already having a unit of Slayers i
_inted up helped me with deciding on
¢ colour scheme for the Army — [
" inted something other than just flesh
nes and orange, so I went for blue (as
" en on the facial tattoos on the Slayers
i the last article) and black as secondary;
f course, with Slayers, you don’t have

ol room to play around with other
wurs except for their trousers and
ttoos. After finishing the Battle Standard
hearer in this colour scheme, I started on
four Doomseekers and, to make them
ok different to the ones that the "Eavy
etal team had painted (these guys also
i blue tattoos), I painted the trousers
Blue and the tattoos black in a different
mattern. I decided to keep half the face
tattooed blue across the whole army.
Next on the agenda was the
Brutherhood of Grimnir — most of these
super-Slayers were converted using the

" pormal Warhammer Slayers and all the
' '_liifferent ones from Mordheim and
Blood Bowl I also put together a
standard bearing the heads of a Chaos

you shouldn' Iroll, a Minotaur, a Rat Ogre and a Stone
f them. For Joll, showing that these guys have met
aunit of  and bested all kinds of evil monsters. I
sory, as their needed something making them stand out

given the from the “normal” Slayer units, and, after

ights Errant much thought, decided on making them
similar to the Doomseekers, with their

"OWess, a hands completely blue. Although I

need to be  painted a 20-strong unit, I don’'t see me

:asants, or  lelding more than 16 of them in battles

it and f 2,000 points - they’re quite pricey, and

-found that rightly so.

3owmen to I have already tried a few 2,000-point

well, althoug battles with the army, and am very happy
Is look so

2r shields that
¢ a large unit
unit of the
ladd a

:al edge to

y fast cavalry
might’s plans
counter o

Gil’s Doomseekers

toops chosen ;
aits to be

2’s the new
haracter and
het too,

ing to be left
thought

ms yet, or

eed a

+ith which I can convert my Dwarf army ~

e _*_'.'\\“F‘ i
with the way they work Now I just need
to paint 2 Daemon Slayer, a Dragon
Slayer, one more unit of Troll Slayers,
Long Drong and friends and, to finish 1t
off Malakai Makaisson and his Goblin-
hewer. A hobbyist’s work is never done!

Hopetfully by the time you read this I
should almost be there, and should be able
to give all followers of Chaos, or Grimgor’s
horde for that matter, a good kicking

Have fun with your own projects and
enjoy the campaign

DARK ELVES ARE COOD
Adam Troke: Dark Elves are good. No,
actually that isn’t quite true. Dark Elves
are very, very bad, but in a good way.
Deadly warriors and wicked, cruel
weapons, combined with powerful magic
and high Leadership, they really do have a
lot to offer. Dark Elves who have cast their
lot in with Slaanesh, by all standards,
should be even nastier then, right?

Anthony Reynolds is the sinister
figure behind the Cult of Slaanesh list
found lurking with the Storm of Chaos.
And what a list it is! It contains most of
the staples of a standard Dark EIf army,
with some truly horrific additions. The
Druchii Anointed is simply devastating.
He has a 5+ Ward Save, Weapon Skill and
Attacks to make most Lord characters
quake, as well as the potential to be a
Level 2 Sorcerer.

Dark Elf Nobles and Sorceresses can
ride the incredibly fast Steed of Slaanesh,
and all units within the army can bear the
Dark Prince’s Mark. I realised within a few
seconds that this list offered me the
chance to put down a very fast moving,
and impossible to panic, force: Regiments
of Dark EIf Warriors undaunted by
casualties from shooting and magic;
Shades racing forward unfazed by the
losses they suffer from incoming fire; Cold
One Knights, who will hold their position
regardless of who flees around them. I
realised very quickly that I could get on
well with a Cult of Slaanesh army.

A number of Dark Elf options are
not open to this force, however, and at
first this concerned me. No Hydras, no
Dark Elf Highborn, no Executioners,
no Black Guard. My resolve nearly
crumbled. Nearly. This list plays
host to Daemonettes, Mounted
Daemonettes, Fiends of Slaanesh,
Marauders of Chaos and Chaos
Warriors. All able to bear the Mark
of Slaanesh. Sure, Cult of
Slaanesh players find themselves
losing some traditional Dark EIf
options, but the alternatives are
SO very enticing. ..

The biggest problem I find
myself facing is how to squeeze
enough of everything into the
army I've found myself
making. I really

-

— 4-:_‘4_.#--1.‘(____;_.-

should take a Druchii Anointed, and I
owe it to myself to include a sizable unit
of ‘Devoted of Slaanesh’ (think Witch
Elves, but loyal to the Dark Prince). Of
course, I need a couple of large units of
‘Warriors, armed with spears and shields,
and no army I field in Warhammer ever
goes to battle without some Heavy
Cavalry. One unit of Cold One Knights
later and my army is starting to take
shape. Include two small units of Shades,
and a Repeater Bolt Thrower for support,
and things are looking really nasty for my
opponents.

I've penned a quick 2,000 point army,
and to be fair it’s nothing short of
intimidating. Traditionally an Empire
player, the superior fighting ability of the
Dark Elves comes as a welcome change
I can see the others in the Games
Development encampment mustering
their own armies, but, with an army
where every model bears the Mark of
Slaanesh, I am not afraid. In fact, I've
almost forgotten what fear is.

gk

Well, that’s all from us at Games

Workshop HQ. Hopefully these articles

1
bave inspired you to customise your own ;.

army, or to build one from scratch — it’s
really quite simple and will breathe new
life into your existing Warbammer
games. Whether you want to drag the
Old World into anarchy and

chaos, or to uphold

civilisation and cast the

invaders back to the bell <% ( 2.
they crawled from, go q -
forth and conquer, and V4

bave fun! S

Adam’s
Reaper Bolt
Thrower
proudly bears
the mark of
Slaanesh.

&‘ |




+CONVERTING FLAYERKIN+

MODELLING MASTERCLASS

he Flayerkin are a
I converter’s dream.

Specialist unit types
such as this, which don’t have
miniatures to represent them,
are just the kind of project
they are looking for. They can
be quite easily made using
Citadel’s wide range of plastic
models, a few additional bits
and pieces and a little
imagination. Here is a guide to
how we made ours.

We used a mixture of
parts, mainly leftover bits from
the Orc, Chaos Warrior,
Mutation and Marauder plastic
kits. These were assembled
from the feet up into basic
human forms, using the Orc
legs, torsos and arms as the
basis, and ensuring that they
all had spikes or claws for
hands. They were then
finished off with lengths of
chain bundled behind them.

s
)

The bare heads are a
couple of the less decayed
examples from the Zombie
sprue. The helmeted heads
are spares from the Chaos
Warriors sprue. The third
example has had its horns
removed.

To help get your creative
juices flowing, here’s a list of
metal parts and plastic sprues
with parts on them that you
can potentially use...

¥ he great thing about
I' these models is that
. they look deadly and
muscular but are all made
from nothing more than
leftover parts. They are so
simple to assemble that, with
a little imagination, you can
easily come up with plenty of
unusual combinations of
your own.

Dark Eldar: plenty of spikes/blades
Tyranids: Gaunts and a variety of pointed metal component!
Chaos Accessory Sprue: spikes, hooks, chain and skulls
Beastmen Chatiot: Tuskgor horns

Chaos Marauders: banner tops, flails, horns and weaponty
Dark Elves: plenty of cruellooking blades

Chaos Warriors: horns, blades and spikes

Plastic Orc Chariot: arms, bodies, legs and spiked proddef
Zombies: heads, weapons and body parts

20 MUTATED MARAUDERS
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less decayed
a the Zombie
Imeted heads
m the Chaos
=. The third
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‘rhe hands were cut from the ;
muscular Orc arms and clawed
weapons fitted the stumps. The
“arms that were used usually
featured metal greaves or
pandages, so the clawed
weapons blended in naturally:

{| The claws are cut from

the banner top from
the Chaos Marauder. A
little plastic rod was
cut to size and glued
in place to represent
bolts holding the
claws in place.

&1 This warrior’s weapons
I are from the other
Chaos Marauder
banner top. .

The horns were from
| the banner pole on the
‘Warhammer Orc
Command sprue. They
are positioned so they
curved inwards.

!
|

W

The horns from spare

Chaos Warriors heads

replaced the hands on
this Flayerkin model.

'H
4%!
3
|

Inspired by the fighting
claws on the Skaven
Nightrunners sprue,
these claws are cut from
the spiked prodder on

1ad its horns

e

e

T~

' the Orc Chariot driver.

P

4

e

3

¥

1 component
and skulls

1d weaponry

iked proddet

A small hole was cut in each models
back into which a length of chain was
secured. The chain was cut to length
and a spiked ball, cut from a flail off
the Chaos Marauder sprue, was glued
in place. The chain was then bunched
together and soaked in superglue to
keep it in place.
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THE ART OF WARHAMMER

MOVEMENT

Outmanoeuvring your opponent in Warbammeyr

o,

SA

Jeff Leong returns with part two
of his Warhammer tactics series.
This month the veteran gamer
takes an in-depth look at how to
coordinate and support your
attacks in the Movement phase.

overview of the Warhammer game — the

asic principles of getting more of your
guys to a critical spot (mass) while
keeping the other guy in a bad position

Jeﬁ’: Last time, we looked .':}.t a broad

up desirable combats. Just remember
that these are not always the combats in
which you are favoured to win. If
properly planned, the doomed stand of
a hopelessly outclassed unit can divert a
powerful enemy formation from the

Part of this is knowing when to charge
and when not to. Before you decide t
declare a charge, know the answer to
these two questions: “What happens i
win?” and, perhaps more importantly,

(manoeuvre) and forcing him to react to
you (initiative). Now, I'd like to focus a
bit more on how exactly to accomplish
that — movement. The Movement phase
is the most critical phase in Warhammer —
if you can outmanoeuvre your opponent,
you will defeat him more often than not.

“What happens if I lose?”. Most playery
have a good idea of what will happen ,I
they break the enemy and run him
down, but the real problem lies in
failing to plan for your enemy staying
even worse, your unit running away.
Many is the time that failure to plan fof
these possibilities has spelled the dog
of a battle plan. In the example below
(diagram 1.1), the Chaos Knights have
charged the Empire Spearmen, hoping
to open the door for the Chaos Warrigf
to advance on the Empire Halberdiers,
The Chaos Warriors have confidently
pushed forward to trap the Halberdien
and give them no option but to fight. |
the Knights win their charge and beat
back the Spearmen, all is well. Howexg
if the doughty Empire fighters drive tly
Knights back, the Spearmen now hav
the run of the Chaos Warrior’s flank; i
sure disaster for the Chaos player.

centre of your battle line. This sacrifice
can often mean that this powerful
enemy unit is now effectively out of the
game for two or three turns as it must
reposition to get back into combat. I’ll
address this tactic (called diversion) in
more depth in a later article. We don’t
really have the time to go into every
situation, so let’s look at a few key
elements to the Movement phase. I call
them the Four Rules of Movement:

MOVEMENT, MOVEMENT

EVERYWHERE

As with most things worth doing, this is.
more easily said than done. While you're
trying to outmanoeuvre your opponent,
your opponent is also trying to
outmanoeuvre you, and is continually -
working to thwart your carefully
constructed battle plan. In the end, it
comes down to who does the better job
of manoeuvring and who makes fewer
mistakes. What are you really trying to
do in the Movement phase? Simple: set

ALREADY KNOW WHAT’S
BEHIND DOOR NO.1

The first Rule of Movement — Anticipate.
Fortunately, you don’t have to belong to
the Celestial School of Magic to be an
effective general — but you should be
able to predict what will happen in the
next turn.

Empire

Spearmen

Chaos
Kn ] his

Chaos Knights of Kborne smash into the Empire Spearmen but risk
exposing the flank of the Chaos Warriors if they are defeated.

22 THE ART OF WARHAMMER: MOVEMENT
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] and on this, we must also
ME R mmne:i ger pursuit and Overrun moves.

. whether as 2 result of a charge or from a
[ mn[inuiﬂg combat, one side will
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ally wear down (Or just go away,
M:The }c’ase of Undead, who will
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:-;:mble due to combat resolution, or

—_— Pacmons, wh
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o are subject to Instability

nsider a couple of things
u make the decision to
when to d.lafge Kf:reu?,o(in the case of a charge) or
€ you decide ¢ pursue (in the case of a continuing
,the answer to combat). First, you should consider the
Vhat happens i ing ~ if the pursuit or overrun is
e importandy "85 L Cour turn your opponent
7. Most playey 2CUT08 = : i
"OSLplayer: 1 move next and have the opportunity
at will happen 1o react. However, if it occurs in your
o s h{m ppponent’s turn, you will have another
s, Hes nj \ovement phase before your opponent
enemy staying. o apitalise on any problems your
33;1:;% avlva)’-f ' pursuit may cause for you. Y(?l;l must
clled tlﬁe ‘g‘ ¢ _Jso consider where your unit’s pursu'nt
s 004 ikely to take them. Although Pursuit
Examp le below and Overrun distances are variable
:s Knights ha.ve (206" if you move 6" or less and 3D6" if
?rcrﬁzg’s l\l’galii_l“(ir you move more than 6"), you can
ire Halberdi approximate where your umt.lell end
tre nﬁ(;:r - up. Look at this probable position and
(:hceoHal ;;_;l}i'm decide if it will adverse}y affect your
n but to fight.| pattle plan. Of course, it may l:lOt be up
yarge and bea.t 10 you — remember that Frenzied units
is well. Howey: Must pursue (and overrun). and other
ighters drive th units must pass a Le.adershlp test to
men now hil restrain pursuit. I still remember a game
arrior’s flank 5 Enst the Skaven ~ I had a Dark EIf
aos player. ’* Spearman unit in combat with a unit of
' Slaves (diagram 1.2). After much effort, I
[inally beat them back, forcing them to
run. Unfortunately, my over-eager
 Spearmen failed to restrain their pursuit
and ran after the Slaves, only to present
iheir flank to the Skaven Warlord’s own
@8 unit. Needless to say, the resulting
' Skaven charge blasted my Spearmen off
the table — they are now the slaves of
their rat-men captors.

| In general, the key to anticipation is to
Viualise the battlefield as it will be once
¥ou are finished moving and then place
SUUBsElf in your opponent’s position and

)

Ulagram 1.2

Dtk Ej
SPurnucn

Dirk Eif
Spearmen

d flee. When this happcns,--it--h

predict his most likely responses.
Consider possible charges, but don’t
forget to account for other movement,
such as the ability for Fast Cavalry to
sweep around and expose a flank or for
his infantry to skulk behind terrain that
he may use to block access to his critical
units. This can be quite challenging, but
it gets easier with practice. Start by
taking a few minutes after your
Movement phase to jot down what you
think your opponent will do (although,
as this will slow things down, make sure
he doesn’t mind). Then, as your
opponent moves in the next turn — see
how well you anticipated his
movements. After a while, you won’t
need to write anything down, and,
eventually, you will be able to think
about it before you move, rather than
afterwards. Eventually, you want to be
able to envision the next two or three
turns and predict what your opponent is
going to do and where his forces will be,
but this is a more long-term goal.

Diagram 1.3

Baoar “ny.’

I’'M WITH YOU

The second Rule of Movement —
Coordinate. This works on both the
tactical and strategic levels regarding
unit ‘teams’ and the overall battlefield.
Both are critical to the overall success of
your battle plan.

In the tactical sense, you develop ‘teams’
of units and manoeuvre them together
to target your opponent’s army. The
goal, of course, is to overwhelm your
opponent at a single point so that you
can break his battle line, destroy a vital
unit, or occupy a position critical to the
battle. Teams usually consist of different
unit types, for instance, an infantry unit
and a chariot or Heavy Cavalry and Fast
Cavalry. These teams then focus on a
specific objective, for instance
overwhelming a key enemy unit
(diagram 1.3). In this example, an Orc
Boyz/Boar Chariot (infantry/chariot)
‘team’ is advancing on a lone Chaos
Marauder infantry unit. Without some
quick help, the Marauders will stand
little chance against the ensuing charge.
While important to coordinate
individual units, you must also realise
that these ‘teams’ need not be strictly
applied, as the changing situation
throughout the game will no doubt alter
both the make-up and mission of
varjous teams. If, in the example above,
the Orc Boyz were somehow taken out
of the fight (perhaps through
animosity), the Boar Chariot could now
team up with another unit, the nearby
Boar Boyz, for example. As you get used
to working with teams of two to three
units, try adding units to the teams and
operating them against larger enemy
formations. This sort of ‘game within the




Diagram 1.4a

game’ eventually builds to a more
strategic coordination of forces.

As a battle unfolds, most people see the
battlefield in discrete sections — just
think about how you would describe a
fight to a friend. Youwll talk about how
the knights charged between the forest
and the building, how the infantry held
the middle and right flank, and how the
Fast Cavalry zipped around the woods
on the far left. In a sense,.your mind
broke the field into four distinct
sections. This is a good start to

" visualising the battlefield, but you have
to take the next step. Within each
section, you are coordinating unit
teams, each consisting of one or more
units, but you must also plan for and
achieve coordination between sections
as well. This is usually the real problem:
coordination at the seams, or where two
sections or two unit teams overlap.
While you may be able to coordinate
them once they are in place, a failure to
anticipate their arrival often means that
they are not in the ideal positions. You
may now be in a bad position yourself
or be unable to capitalise on your
enemy’s weakened condition. It really
just takes practice — you're already
seeing the sections of the board, just
take the next step and use that to your
advantage. As you learn to coordinate
your forces across the sections, you will
be able to view the battlefield from a
more strategic, ‘big picture’ perspective.
The more strategic your view, the better
your coordination, and the more deadly
your army becomes.

HEY, A LITTLE HELP
OVER HERE!

The third rule of movement — Support.
While coordination is vital to-battlefield
success, your units must also support
one another at all times. You have seen
it before ~ a unit of unstoppable
nastiness (Chosen Chaos Knights, with a
1+ Armour save and two Strength 5
attacks each come to mind) goes
charging across the field only to be
mobbed and overwhelmed by hordes of
lesser troops. Why did this happen? The
Knights weren’t supported properly.

The most obvious need for support is to
protect the flanks of your advancing
army. We all know what happens when
someone gets around the flanks of your
battle line — combats are easily lost as
you scramble to realign and stop the
carnage. We’ll get into more detail on
this in a future article, but for now let’s
address a few things. The best way to

\High EIf Spearmen valiantly confront a Dark Elf Dragon preparing
to fly ever them and charge into the [lank of the Swordmasters.

High EIL
Swiotdmastcrs

Spearmen

Diagram 1.5

protect your flanks is to keep your unij £
aligned so that your opponent can’t
charge your flanks, but there are a

couple of important things to consider
Pursuit/Overruns and large flyers. i

You can see that, in my haste to ensure u
that my flanks were covered from an 01:{'
and Goblin horde, I aligned my Dwarf
Warriors in a semi—circle to protect the,
flanks from being charged (diagram
1.4a). Unfortunately, the Boar Boyz
blasted through my initial Warrior unit {

3

which gave them an overrun path
directly into the flank of another Warriy
unit (diagram 1.4b). Needless to say, th |
initial disaster was only the beginning :
my problems. Also, never forget that =
Large Targets can see over interposing ,l
units... and that Flyers can charge ovel
another unit so long as they can see A
their target before they charge. In !
combination, this means that scary,
flying monsters, such as a Dragon or
Wyvern, can be very hard to stop. If a

1
&




Flyer gets tO the flank of your line,
his choice of targets, not just the
front of him (diagram 1.5). This

. EIf Highborn can easily fly his

.n over the interposing High EIf
men that have turned to meet him,
Jam into the flank of the waiting
dmasters. The combination of the

as the Dragon has a Unit Strength
eater than 5) and the attacks of the
sborn and Dragon are likely to rout
he unit with ease.

You «:an also support your overall battle
1 by denying certain movement areas

w0 the enemy. This can be done in a

yaricty of ways - for example, shooters

ieep your up
nent can’t

1 to considal hesitant to
.. can often make an oppoqent es
%: g;ecgnmde,_ bring his fast (and often lightly-

Jrmoured) units into range, thus closing
aste to ensuy i a flank area. The Empire’s Helblaster
‘ed from an ¢ yplley Gun is superb at this task — this
wed my Dwar{ j.,rsome weapon can keep an entire

to protect thy ...rrion of the board free of enemy

1 (diagram . oeuvre simply through its presence.
Boar Boyz . can also use Chariots or Cavalry

1 Warrior unj, units in this role (diagram 1.6). Here
run path yuu see the White Wolf Knights lurking
another Wmi-mund the edge of a forest on the far
dless to say, i e g2 nk of the Empire battle line. The
e beginning Ly Eives have loaded this side with a

' ff)rget th"}t ‘unit of Dragon Princes, a unit of Reavers
I interposis and a Chariot. However, the positioning

:;; tirng:ezm of the White Wolves means that the
aarge. In White Wolves will be able to charge
that scary,  *0¥one who comes around the woods.
+ Dragon or  Mmost certain death for whoever sticks
to stop. Ifa their head out first.

charge (and resultant removal of - -

The final, and perhaps most
underutilised, means of support is what
is referred to as ‘asymmetric’ support,
meaning that you utilise the strengths of

different types of units to support each~ .

other. War machines excel at dealing
death at a distance, but they rarely fare
well once engaged in combat. Combat
infantry, on the other hand, lack the
ability to affect other units at range, but
they excel at receiving a charge and
winning combats. If you team up a war
machine and an infantry unit to support
one another, you can combine their
strengths while accounting for their
weaknesses. In the example shown,
(diagram 1.7) the Empire Great Cannon
can strike at the advancing Dragon
Princes, safe in the knowledge that the
Swordsmen will interpose themselves to
prevent the Elven elites from charging
the vulnerable war machine. Similar
tactics can protect cavalry from
unwanted charges by using infantry to
absorb or divert threats as the cavalry
advances. Asymmetric support enhances
the survivability and effectiveness of
both units. While not always appropriate
in all situations, this technique can be
decisive if used properly.

WE ARE INVINCIBLE!

The fourth Rule of Movement —
Resolution. While no unit or army is
ever invincible, remember that combat
resolution, not just casualties, wins
combuats. Although some might disagree,
I hold that movement determines
combat resolution more often than
hand-to-hand fighting.

If you have anticipated your opponent’s
moves and coordinated your own forces
to support one another, you already
have combat resolution well in hand.
Predicting combat resolution is easy. It is
right there in the rulebook and it’s just
numbers. If your opponent has a fully
ranked unit that outnumbers you and
has a standard, he starts with a combat
resolution of 5 (assuming +3 for ranks,
+1 for a standard, and +1 for .
outnumbering). If you also have ranks
and a banner, he starts combat up by 1.
However, if you are able to coordinate
your attack with a flanking unit (who
will both get you a +1 bonus for a flank
attack and negate your opponent’s
ranks), your opponent’s combat
resolution score drops to 2 (assuming
he still outnumbers you) and you now
have the advantage by 3. These are all
things that you know before combat
even starts. In the second
case, you know that your
opponent has to kill
three more of your
troops than you kill
of his to even draw
the combat. Unless
you are facing some
truly stiff opposition,

Prinecs

Drago®

Diagram
1.6

Diagram 1.7

this fight is probably already over before
it even starts.

Bottom line — keep in mind what’s going
to happen when you finally engage in
combuat. If you slant combat resolution
sufficiently in your favour, it’s all over
before you even pick up the dice.

DO A LITTLE DANCE...

Movement is the key to a Warhammer
battle. Learn to anticipate your
opponent’s moves and set up your
forces to take advantage of his mistakes.
Coordinate your units to maximise your
hitting at the point of attack. Always il
support your troops as they advance. § +
Then it all comes down to combat
resolution — know how the fight
will end before you start it.

Next time we’ll explore
deployment and see how it
really is your first
Movement phase. Until
then, good luck and
happy hunting — see
you on the field

of battle.
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AN EMPIRE

& SEMAPHORE TOWER

part two

y the end of last month’s article, I had a scale drawing of the tower that I wanted to
build. Before I could get on with drawing out some templates and building the tower,
1 had to sit down and work out roughly how it would go together

The bulk of the tower was pretty straightforward — four walls glued together. I felt
that I could do without the supports for the walls that are suggested by the terrain
book, because 1 intended to glue the tower directly to the base right from the start.

The dwelling on the side was much the same ~ made up of three walls, glued
directly to both the base and the side of the tower.

1 decided to add an extra floor to the top of the building. This would allow me to
make the upper part of the tower taller than an average Empire model, while still
allowing any defenders to see over the parapets.

The templaies
With all of the important decisions made, it was easy to draw out templates for the
most important parts, taking the measurements directly from the scale drawing,

1 used drawing pins pushed through the corners of the templates to transfer the
design to foamboard. After looking at the materials I had available, I decided to use
the same Smm thick foamboard for the whole building to keep things simple
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Ruilding the tower
Before cutting out any of the parts that make the tower, the base would have to be
ready: I was counting on it to provide some extra stability for the unsupported walls. I
didn’t bother drawing a template for it. as the precise shape and size wouldn’t make
any difference to the finished maodel

I chose to make it from hardboard, rather than something heavier ~ partly because
the tower was going to be fairly small, and so wouldn’t need a lot of strength, and
partly because hardboard can be shaped with a knife.

I cut out the parts for the tower and dwelling walls at the same time, and glued
them together on the base to form the shell of the tower.

Building the parapet
The first stage involved assembling the foamboard elements, which went together
with surprising ease. When it came to the wooden parapets, I chose to use balsa wood
for ease of cutting. I decided not to separate the shutters from the parapets to give the
whole assembly more strength. The first change that I bad to make to my plan came
about when I tried out one of the wooden parapets on the foamboard walls. Instead
of looking like a sturdy substitute for a wall made from stone, it looked thin and flat

1 solved the problem by cutting out a second copy of each wooden parapet and
cutting out the shutter section entirely. Glued to the back of the original parapet, the
new piece added some of the appearance of weight that I wanted. I added a beam
running hehind the shutters and a smaller beam at the bottom of each, to increase the
impression of sturdiness. Once the parapet was securely glued in place. I added an
extra piece of wooden framing to the walls to complete the effect
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Top Tip

To get a neat line when cutting
foamboard, it’s best to begin with a
shallow cut, which just goes through
- the card on the surface, and then the

i second cut, going through the rest.
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i bolt heads to the mast by gluing a

{ managed to create a wood grain effect by scratching the surface of the plasticard =
j plasticard glued together, mounted on a cross-shaped base and supported by four '

. more simple and practical. The weather vane was made from an arrow from the

The mgnallmq mast

1 opted to make the signalling mast from plasticard rather than wood for the
sake of sturdiness. Of course; plasticard is glass—~smooth, making it necessary to
find a way of creating a wood grain surface suitable for drybrushing later I |

with the teeth of my modelling saw: [ l
The construction was fairly basic, with a mast made from two pieces of

more pieces of plasticard. 3
1 decided to glue the signal arms in position to make the construction a bit

Skeleton Warrior sprue ghued between the tops of two drawing pins, with the
decoration from an Empire banner
pole on the top.

As a finishing touch, I added

short length of plastic rod to
the mast and then cutting
it down to the length

of a bolt head.

| ,4

Plastic detailing

A well-stocked bits box 1s a greal
asset when it comes to adding some
extra details to a building. The
Mordheim Building sprue provided
plenty of wooden beams ending in
gargoyle style heads to go under the
parapets. A selection of windows ¢
from the same source, along with the
strange bosses on the door and
signalling mast.




ood for the
:cessary to
ater. I

e plasticard

ces of
orted by foyy

ction a bit
w from the
with the

dding some
g The

e provided

» ending in
o under the
wvindows
long with the
wr and

|

B

The observer's shelter

% he shelter mostly consists of two

im windows glued together
;ﬂcf::fﬁck, with a small piece of
wooden rod to cap the roof To raise
the window above the level of the

i, I carved a block of
olysiyrene large enough to support
the shelter and glued balsa wood
qround it to form a box.

&5 0

The telescope was made from two

cods of differing thickness glued

er and supported by two slivers

of balsa wood glued into one half of
the window.

/4 Block work
B As | mentioned last month, I'd
decided to create the effect of block

sird, which was cut to shape and
glued around the edges of the walls.

i

I

2 H

Work on the walls of the tower using |
i

1S method works well to suggest
solid walls made from blocks. and
W86 his the handy side effect of
Hiding the joins.

I Simply cut two strips of card 10 :

40d 20mm wide, then cut them into

: 10mm high, folded them in
Wl and glued them to the corners
Oithe walls In the end, I also used
S5 10 make capstones for the
PHEFADET walls
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Construction
complete

With the completed
tower sitting on my
desk, it’s time to get
painting. In next
month's article, I'll be
looking at painting
the tower, from
adding texture to the
final details on the
shield and guild mark
See you then.

i the two, making a flat
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‘L The tiled roof

. The tiled roof is made up of a sheet of cird, cut to cover the dwelling roof

with a little to spare, followed by layers of card tiles glued on later. I didn't draw a

template for the card sheet because it seemed safer to take the measurements
directly from the assembled dwelling. Doing it that way made sure that the roof

would still fit, even if I'd made mistakes assembling the dwelling.

How to Make Wargames Terrain gives examples of two kinds of tiled roof, and
suggestions on how to make them — 2 pan tile roof, made in strips that go the -
width of the roof, and a flat tile roof made from a selection of individual tiles. 1

decided to combine

tile roof in strips.

I created the
effect of individual
tiles by cutting V
shapes into each strip
at regular intervals
and then clipping off
a few corners here
and there to make it
look more realistic. I
made sure that each
strip overlapped the
one before,
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( Wooden detailing
) Most of the wooden detailing was quite
simple. The shield and guild plaque were
made from single pieces of wood, while the log
pile was just pieces cut from a wooden rod.

The door proved to a bit more difficult. It
started well enough with a balsa wood frame
for the door and then a second frame around
the first on the outside of the wall. It was
then that the plan hit an unforeseen snag -
there was nothing to hold the door up with.

1 solved the problem by gluing two planks
across the hole on the inside of the tower,
and then gluing the door to the planks.

have been ¢
simpl
the wall. I'd also made things
i i pryself by gluing the roof
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TORM OF CHAOS

"* Chaos versus Empire and Kislev Battle Report.
Written by Graham McNeill, Anthony Reynolds and Adam Troke

Welcome to this month’s battle report where we’ll be This will be a bloody and heroic stand in}
the snow-covered Steppes. With 3,000

playing the ‘Halting the Tide’ scenario from the Storm v b
Sl : aise - - points of Empire and Kislev, led by Grahy
of (J}aos book, pitting a contingent of :.talwart. : McNeill and Ken Kennedy, versus 6,000

Empire troops and the finest warriors of the Kislevite points of Chaos, led by Anthony Reynold:
army against 2 massive horde of Chaos spilling and Adam Troke, the scene is set for a trg

southwards toward their position in the Oblast. These titanic conflict with no mercy expected g§
either side Such a vast horde of Chaos jg|

allies will fight to the death to defend the land of e e e diat e Test of e bul
Kislev, buying time for the .dtff(::n.(lCliS of the Empire t0 3 lod by Archaon himself, it’s even
better prepare for the coming invasion. more terrifying.

oow swirled around the loncly watchtower, sn upthrust crig of blick stonc against the
i leaden sky Dawn was minutes old and the tramp of marching feet already disturbed
quict of morning Smoke corled from the braziers sct beside the cannon positions a
soot-stained gunncre, sweating despite the cold, hauled thesr bronze charges: forward
Horses whinnied 25 they smelled the rank stench of the approaching army, the «
of hideous beasts carricd on the cold air from the oorth Shoutieg men and
officers chivvied scared, pale-i.\m:lsuldm wto regiments, the drums beating a
mouroful fattoo as the combmed army of Empire soldicrs and Kislevite warniors
prepared to meet this day's battle with heavy bearts
All knew that there would be no running from this battle. that there was 1o
choice but to turn and fight: makiog as glotious an end for themsehves a8
might be remembered in sang and legend for years to come Fierce
Kislevites pumnted the calours of war upon their horses’ flanks, fixa
their magnificent, feathered back bapoers to their saddles as Empire
standard bearers unfurled thewe battle flags, the colourful sk
rippling in the stiff moraing breeze Captain Goscik lficked hus
‘Lips, his mouth dry and his blood chlled at the thought of facing his
certain desth He was no siraager to war, having spent the better part of
the last year and @ half tn the harsh, unforgiving Laad of Kislev. but
b felt his fess misc @ 2 suifocating wave unftke anything he had koows
B . before He had survived the massacre st Zhedevka and fought 31 the
b groat victory: at Urszebya, both battles he wouid sever forget for very
different reasons. Each time he had felt fear, but had quashed it,
kaowing that there was. always a chance of survival
But pow . now there was oo chance Rumour spoke of
2t Jesst twice the size of thewr force, with wild horsemen
armouzed kights belind them, cutting them off from the
road south They would Gight and die here or they would
fight and die somewhere else But at least here they stoofl
% ~ 2 chance of inflicting some dimage on the horde Even a5 he
i formed the thought, the cnemy came into view, marching € "
(Yo, ) th:crmdth:hﬂldd:b:fuhthuhmanm—cndmgmlc‘x
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& srmoured warriors On and on they came, rank upon rank
\‘3‘ sribesmics 1o bloodstaned armour, hundreds of them, warrioh
on foot. wassiors on dark. samping horses, and hellish buﬂ’?r'
that bayed m Junatic hunger for blood Goscik felt his hmbs
shake in ferror 2s he saw the monstrous rider atop a vast stallio
of terrible aspect, with burning coals for cyes Horned and cloaked
with darkness, Goscik knew he looked upon Archaon, the Lord ol
the End Times himeelf y
He felt the fear of Archaon’s comingspread like a plages the
the army and turned to face the men loading the canod
Straining to keep the fear from his voice. be
‘shouted, “Firel”

B
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THE HORDES OF ARCHAON

Anthony Reynolds:
With a total of 6,000
points at euf disposal,
we could have a lot of
Chaos troops. And I
mean A LQT. As we
could only take the

== same number of
characters as available to the enemy,
instead of spending loads of points on
expensive characters, we would be
spending most of our points on basic
troops (not that there is anything basic
about Chaos troops, of course), so this

~ really was going to be an army with loads

of warriors in it

As I'was in command of the
Undivided part of the force, it just had to
be led by Archaon himself He is an
absolute killing machine ~ I just hoped
that I didn’t roll too many 1s to hit, and
end up striking myself in close combat.
For other characters, I took a Level 2
Sorcerer (Skardrol) to provide some
magical support, and an Exalted
Champion (Thorkan) to add some serious
fighting ability to whatever unit he joined

1 also took an Aspiring Champion
(Raskath) carrying the battle standard
which I decided would be the magical
Banner of the Gods. This nasty little
standard makes all Chaos troops within
6" stubborn — ideal for making units hold
against the charge of hard-hitting units
for long enough to get support. The one
thing I feared in this game was a big unit
of Inner Circle Knights or Gryphon
Legion Lancers picking on our foot
troops — if they rode through one of our
units and punched through our line, they
could easily cause enough damage to
quickly rack up the points required to
force a draw: Therefore, this Aspiring

Adam and Anthony devise a diabolical plan.

Champion would be positioned where he
could stem any such breakthrough

The choice of what units to take was
surprisingly straightforward — I merely
picked every Undivided model in our
Studio army! Every Warrior of Chaos was
used, every Knight, every Marauder and
every Chaos Hound! Added to this was
two of the mighty Hellcannons, and the
total was just about right for the army
with some minor tweaking of magic items
and banners.

Adam and I really had to be careful in
this game. I know that sounds strange as
we so clearly outnumbered (and could
outfight) the Empire and Kislev forces, but
it’s true. With such an overwhelming
force, it s easy to hecome complacent
and start losing units — these quickly add
up, and then you find to your surprise
that you have lost the game We had to be
vigilant against this. Also, because of the
sheer number of units we had in the army,
we had to be careful that they were used
effectively and didn’t cause problems by
units getting in each other’s way.

We also had to be fairly careful with
our deployment. If I were on the Empire
side, I would want to deploy with a big
refused flank, so that I would only have
to fight half of the Horde. I fully
expected Graham and Ken to do the
same, so we had to make sure our key
units were in the right place and didn’t
spend all game getting into position. [
see Archaon and his Swords of Chaos
being my main unit for dealing out the
pain, so would try and make sure they
were able to get into combat as soon as
possible without getting shot to pieces
on the way in. I'm confident that if I
deploy the Swords of Chaos 1in the right
place, that they should be able to tear

- - -
M . ™A

the heart out of the Empire army by
themselves — and hopefully Graham a5
Ken will be so distracted by such hard ©
hitting and fast units as the Swords of *
Chaos and Adam’s Chosen Khorne
Knights that all our big units of rankeq |;
up warriors will get to their lines almgy
intact, and be able to destroy anything |
that remains in our path .. 1.8
Adam Troke: I you ! (1
ever happen across; el
game of Warhammerlil th
that I am playing, yo
will almost always s Jus
me desperately tryin®
to marshal the a
warriors of my Empg
army. For vears I've fought on the side o
Karl Franz, throwing knights and hot lej| yeql
at my foes in equal amounts. Not today = hi
however. Today, in my first ever battle = 4
report, I am taking dual command of = g
Archaon’s Horde with Ant. While Ant tz_u’ of ¢
control of Archaon and the Undivided ps fig
of the horde, I get the undeniable joy ol s
using 4 2,000 point Khorne force, painiil w “
by the 'Eavy Metal team. O

A Lord of Khorne riding a Daemornil we
Steed was the order of the day, armed :
with the Great Fang to negate armour
saves. I gave him the Crown of
Everlasting Conquest, granting him the
regenerate ability so that he could ride |J-' of
the vanguard of the army soaking up v Ui
amounts of punishment and keep goinl® By
strong. I backed him up with an Exaltc{f gi¥8
Champion wearing the Helm of Many = 568
Eyes allowing him to always strike fist
with his great weapon even if charged = I&§
After choosing ten Chosen Knights of B¢
Khorne and a unit of Chosen Warriors i S8
Khorne, a block of Marauders, a Khori®
Chariot and a Bloodbeast, I was just sl
of 2,000 points.

I wheedled and whined until Anth*®
agreed to let me use one of the
Hellcannons and that was me set. I hat
strategy and a personal mission. My L¥ 488
of Khorne was going to race forward ¥ “58
the Khornate Knights and drive a hol¢
through the Empire battle line. The
remainder of my warriors would rush
forward at full pace and split the hole
cavalry would make wide open. Simplfs
and effective.

Surveying the battlefield with 2 J'
careful eye I laid the challenge down &
Khornate Lord would take more skulls
than Archaon. Ant looked doubtful. B
there would be no stopping me. The
gore-soaked warriors of Khorne woul
lead the way south, carving a bloody /%
to the very heart of the Empire. I hof*

1
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re army by Grabam McNeill:

ly Graham 4 Gotng into this battle
sy such harq report was 2 lot like. .
e Swords of climbing into the ring -

to wrestle Trish
Stratus from the .
WWE. You know
you're going to get
¢d, but that it’s going to be a lot of
q . Agamnst such a vast horde of
Troke: If yg, myzvhze%as no way they were going
ippen across w do anything but steamroller us into

f Warhamme S e ground — that was a given. but by the
m playing, S S nner of our deaths shall ye know us!
nost always Just because we were all going to die was
sperately tryigt o reason to be downhearted. With Ken
shal the playing the Empire army, I would be in
ts of my Em, charge of the Kislev allied contingent.

on the side ¢ Our strategy was going to have to

ts and hot lea® supive around a refused flank and large
5. Not today * hjacks of infantry that would be able to
ever battle = Jeind up to a charge of frothing Chaos

mmand of S ynatics long enough for a countercharge
While Ant tl of cavalry to take them in the flank.
Undivided & pinning units in place and hopefully
eniable joy ¢f S munning them down was the only way we
force, paing® swere going to rack up enough points to
foree i draw; or, if Sigmar and Ursun
g a Daemonll were with us, a victory. Picking the
day, armed © Kislevite contingent was simplicity itself I

@te armour
m of

iting him thy
e could rid¢

had 1,000 points to spend, and the bulk
ol that went on two large units of
Rossars, with Boyar Leontov to lead one
ol them (and make them stubborn). A

soaking up Vit it of Ungol Horse Archers would
1d keep goittt hopefully slow the Chaos advance and
ith an Exalt8f g% otir artillery more time to inflict

Im of Many = 80l serious damage. A unit of Winged

7s strike firsi * Laficers and one of the feared Gryphon

a if charged * legion were next up, and I knew they’d

Knights of * B&more than capable of dishing out

.en Warriori & 8me damage to our abominable foe.

lers, a Khori® We arranged our army in a refused

T was just sl 88k O the eastern side of the table in a
“Wiiered formation; infantry blocks

1 until Anth®SEIng the first wall against the Chaos

f the - 10¢ and the cavalry slightly further

me set. I hal8&iAd with enough space to charge out

ssion. My LS 88 it a pinned enemy unit in the

‘e forward i "SOKS. It's not the most foolproof plan in

drive 2 hole ™€ world, but what plan ever is?

line. The AR, small chance of victory... almost

would rush — “SM4in death. .. what are we waiting for?

ilit the hole &

»pen. Simplt

Ken Kennedy: I must
admit that I was full
of fear and anxiety
when I was told that I
would be playing a
2,000 point Empire
army in a desperate
battle against a

000 point Chaos horde led by
00 himselft I'm 3 Dwarf player of

d with a

doubtful. B
g me. The
1orne would

Massiye 0

old and have only ever played with
Empire troops once when a crazy
tournament scenario forced me to fight
against my own troops. The only thing
that I remembered about that battle was
that the Volley Gun reduced an
unfortunate unit of Miners into
hamburger, and that I won. What was I
worrying about, I had been batting 100%
with Empire: I couldn’'t lose!

I felt much less concerned when I
discovered that Jim had selected the
Empire troops that I would use in the
battle. Jim has an intimate knowledge of
the Empire army and 1 was guaranteed
to have a great army to field. Even
better, I now had a scapegoat if things
went poorly.

e q-e_..*—\_(__ - __';._

EMPIRE AND KISLEV ALLIANCE

one actually expected us to win. That
made things easier. Adam and Anthony
had equally great outlooks, They were
there to have fun first and destroy the
Empire second. If some work got done
at the same time, so much the better.
Our deployment and strategy
would be very Dwarfen, set up on one
half of the table and shoot. Hopefully
we would destroy the nasty fast units
first and then maybe panic a few units
of Marauders before our line got
assaulted. Graham and Jim had a
devilishly clever scheme of counter-
attacks worked out, so all we had to do
was wait to see what Chaos would do
Everything was falling into place... the
vastly superior Chaos horde was falling

perspective with his realistic observation
that all of our troops were assured to die
horribly gruesome deaths and that no

As for a plan, Graham put things in into our trap.
By Ghal Maraz and the bears (yes,
bears) of my ancestors, we will choke

our rivers with their dead!

Jim Butler: Since Ken was only in the UK for a few days, I
agreed to help out with choosing the army. Graham sorted
out the Kislev contingent, which left just under 2,000
points for the main Empire force. We had to bear in mind
the victory conditions for the scenario: utter annihilation
was assured; we just had to take as many of the cursed hell-
spawn with us.

First on the roster were several war machines, as these
would have the best chance of punching big holes in the Chaos lines. Two
Cannons, a Mortar and a Helblaster fitted the bill nicely, with two units of
Handgunners to bolster their firepower. We also needed a solid ‘bastion’ of
infantry to hold the horde up for a turn or two. As well as a big block of
Spearmen, we went for some Greatswords, who are stubborn, and some
Flagellants, who could be relied upon to hold till the last man

No self-respecting Empire army marches to war without a Griffon Standard,
so an Elector Count (allowing us to give the banner to the Spearmen unit, and
not need an Army Standard Bearer) was the obvious choice, and we also took a
Captain with the Rod of Command to stiffen up the big unit of Handgunners.
We decided against wizards, guessing Ant and Adam would plump for a hefty
Khornate contingent, but a Warrior Priest seemed a must-have, considering the
foe. Finally, we opted for an Engineer, to give us more chance of those cannon
balls denting some Chaos armour.

Seasoned Empire generals might be surprised that we didn’t include any
detachments. This was down to a couple of factors. The main reason was that
we wanted as dense a deployment as possible. By concentrating our forces, we
hoped to make the massive Chaos Horde get in its own way, and ‘channel’ the
army into a (slightly) more manageable lump. Secondly, close combat
detachments, like Halberdiers or Swordsmen, are useful for negating enemy
rank bonuses when you are charged, even if they rarely cause much damage
themselves. However, we figured the Chaos Horde would be numerous enough
to charge both the parent unit and the detachment simultaneously, and even if
they did get to countercharge, Chaos troops are often so deadly in combat that
the idea of bringing more troops into contact voluntarily just didn’t seem like a
good idea. Also, fleeing detachments don’t cause panic, so they are often useful
for drawing out charges, but in this scenario we were immune to Dpanic anyway.

Essentially, then, the army was a fairly traditional mix of infantry; missile
troops and artillery, with a unit of Knights and one of Pistoliers to provide
counter-attacking options. We were a little heavier on the big guns than usual,
but given the defensive nature of the battle this seemed entirely appropriate. -




0 Archaon

O Kulkoth, Khorne Lord with Mark
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LORDS

855 pts

of Khorne, Great Fang, Crown
of Bverlasting Conquest, shield
& Daemonic Steed - . 403 pts

2 I

HEROES .-
Thorkan, Exalted Champion of
Chaos Undivided with great
weapon, Armour of Damnation
& shield 136 pts
Raskath, Aspiring Champion of
Chaos Undivided with Army
Standard Bearer & Banner

of the Gods 230 pts
Skardrol, Level 2 Sorcerer of
Chaos Undivided with 2 Dispel
Scrolls 170 pts
Murdru, Exalted Champion of
Khorne with Mark of Khorne,
great weapon & Helm of
Many Eyes

164 pts

w

CORE UNITS

77 20 Chaos Warriors with hand

weapons, shields, full command
& Flesh Banner 350 pts
20 Chaos Warriors with
additional hand weapons &

full command 340 pts

¥ 20 Marauders with light armour,

shields & full command 165 pts

20 Marauders with light armour,
shields & full command 165 pts

s} 20 Marauders with light armour,

flails & full command 165 pts

16 Marauders with light armour,

| shields & full command 137 pts

m 6 Chaos Hounds
:.:ﬂi 6 Chaos Hounds

Py
1A

5 Marauder Horsemen with
shields & full command 105 pts

§'Maxafiid6r Horsemen with -~ -

spears, shields & full command

110 pts
36 pts
36 pts

6 Chaos Hounds 36 pts

e S
=" ol
h

“Hellcannon

SPECIAL UNITS

The Swords of Chaos

8 Chosen Knights of Chaos
Undivided with full command &
Warbanner 435 pts

Chariot of Chaos 120 pts

16 Chosen Warriors of Khorne

with Mark of Khorne, additional

hand weapons & full command.
443 pts

10 Chosen Knighis of Khorne
with Mark of Khorne & full
command 545 pts

Chariot of Chaos with Mark of
Khorne 150 pts

RARE UNITS
270 pts

Hellcannon with Diabolic
Splendour

60 pts
75 pts
5991 pts

Spawn of Chaos
Bloodbeast of Khorne
TOTAL

Note: In the Archaon's Horde army list command groups are free in Chaos Warrior units containing 16 or more Warriors.
Also, the restriction of 0-1 Hellcannons does not apply in Archaon’s Horde.

290 pts =
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LORDS
The Prince of Talabheim, Elccmr
Count with great weapon &
mom of Meteoric Iron

116 pts

SHEROES ' .
Brunnel, Engineer with light -
armour & repeater pistol )

67 pts
Kreiger, Warrior Priest with
heavy armour, great weapon &
parded warhorse 117 pts
Goscik, Captain with full plate
armour, shield & Rod of
Command

110 pts

CORE UNITS
v 20 Spearmen with shields,
~ W Griffon Standard & full command
215 pts

7 Inner Circle Knights of the

]

Blazmg Sun with full command
, o - 222pts
W 11 Handgunm with standard
—. & Marksman with Hochland
long rifle 123 pts
@ 10 Handgunners 80 pts
SPECIAL UNITS
ﬁfj{, 1 Great Cannon 100 pts
- 1 Great Cannon 100 pts
‘TJ 1 Mortar 75 pts
& 6 Pistoliers 114 pts
7 15 Greatswords with
“ full command 210 pts
J
RARE UNITS
@] Hellblaster Volley Gun 125 pts
16 Flagellants with
Prophet of Doom 188 pts

KISLEV ALLIED CONTINGENT

€40

E

HEROES

Leontov, Kislev Boyar with heavy
armour, & great weapon 98 pts

CORE UNITS
20 Kislev Kossars with

full command 205 pts
20 Kislev Kossars with
full command 205 pts

6 Ungol Horse Archers with

full command 137 pts
7 Winged Lancers with
full command 208 pts

SPECIAL UNITS
5 Gryphon Legion Lancers
with full command 170 pts

TOTAL

2985 pts

~iy
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Thé ébét;..s“l;orrde vdstl;’ outnumbers the allied forces R

ALLIED TURN i
Graham: Given that idea of advancing
towards the Chaos forces didn’t seem t00
clever, we decided that the best course of
action would be to sit tight and wait for
them to come to us. The majority of our
units staved where they were, though on
the eastern flank the Pistoliers moved
forwards, hoping to tempt the Chaos
Hounds forward into a volley of well-
aimed pistol fire. If we could get these
guvs round the back of the Chaos army,
then they could wreak havoc, charging
the rear of units and getting us that vital
+2 combat resolution. The Ungol Horse
Archers moved into position as well,
ready to use their bows to harry the
approaching foe. We didn’t expect much
of these guys’ mussile fire, but you never
can tell — sometimes a battle will be won
or lost on the fate of a single wound...
With our Movement phase a fairly
short affair, and the Magic phase an even
shorter one (what with us only having a
single Warrior Priest and the partly

Khornate enemy owning the monopoly
on Dispel dice), it was time to move onto
the really fun part of our turn — the
Shooting phase. First up were the
cannons, and even though the field
before our army was very definitely a
target-rich environment, there was one
unit that truly stood out as needing a
good cannon-balling. Following Admiral
Akbar’s advice, we concentrated all our
firepower on our equivalent of the Super
Star Destroyer: the Chosen Knights of
Khorne. The first cannon ball smashed
two of the Knights to their doom, though
the second overshot and slammed
through a unit of Undivided Chaos
Warriors and Marauders. killing two from
each unit. The silver lining of being
outnumbered so badly was that no
matter where our shots landed, it was
entirely likely that even our misses would
still hit something. Of course, that was
then disproved when the Mortar
completely failed to hit anything. Our
Handgunners in the centre blew another
Knight from the saddle, and the
Champion with his Hochland long rifle
came close to killing the Knights’
champion. Elsewhere, the Handgunners

38 www.storm-of-chaos.com

on the eastern flank, together with the
Kossars, were able to cut down four of
the approaching Hounds. Unfortunateiy
with Archaon standing next to them, thel
didn’t run off with their tails between ©
their legs as we'd hoped. We'd killed &
some expensive models, but needed tg
kill a lot more if we were ever going i
claw enough points back to avoid being: l
horribly massacred

CHAOS TURK 1

Anthony: Having weathered the first
Empire Shooting phase without terrible
casualties (and there were certainly
plenty more devotees of Chaos to fill i
for those who were killed), we orderet
our forces to advance. The Empire and
Kislev generals visibly quaked as rank
upon rank of Chaos Warriors, Maraudd
and Knights closed on their position.
Archaon and his Swords of Chaos mo/
rapidly towards the Kislev lines on the
Chaos left flank, eager to get into com=
as soon as possible. Also choosing the
typically Chaotic and less-than-subtle




fuute, Adam moved his Chosen Knights
ther with the & of Khorne in a direct path towards the
fown four of § heart of the Empire army, ready for a
Unfortunatel® ehurge next turn. The rest of the Chaos
at to them, thnl anny moved forwards as quickly as

dls between & passible (which was not very quick for
We'd killed  § mw Spawn as I rolled a double 1 for its
ut needed to ¥ muvement).

aver going to In the Magic phase, Archaon

o avoid being ! Wleished the Red Fire of Alteration
upon the Pistoliers lurking near the edge
ol the fable, killing one of their number.
e lbllowed this up with a Yellow Fire of
ed the first § Bansformation. This gave his unit a 5+
thout terriblt & %4t Save which could prove very handy

certainly when che inevitable cannon balls started
‘haos to fill in® Beading their way.
), we ordered We were rubbing our hands with glee

: Empire and  #hen they got to the Shooting phase. A
ked as rank | “BA0S army, and they had something to
5rs, Maraudé® 00t with! Hurrah! And not only that,
ir position. « WEE Were the brand new, spiky and very
£ Chaos moi*s *#8 {{or Graham and Ken anyway)
lines on the © #l&nnons... Adam made a perfect

ret into comi
hoosing the
‘han-subtle

>

4
4%

guess aimed at the cluster of artillery on Nevertheless, the smirks were soon
the hill — however, his shot was not quite ~ wiped from Graham and Ken’s faces

o

N

on target, and scattered into just about when the other shot landed right in the
the only place in the Empire and Kislev middle of the Empire Greatswords,

lines where there was nothing to hit! killing almost half the entire unit!

i VICTORY CONDITIONS

; While this game looked like it would be an easy win for the forces of Chaos, as

{ they had 6,000 points of troops against a paltry 3,000, this was one of the special

; scenarios in the Storm of Chaos book — the Halting the Tide scenario especially

i designed for Archaon’s Horde. Basically, the Empire troops were resigned to their

fate, and it was just a matter of how long they could last and how much damage

; they could inflict before being utterly overrun. If the Chaos forces lost between

! 1,500 points and 3,000 points, then the scenario would be regarded as a draw If

the Chaos forces lost over 3,000 points of their army, then it was considered a

i victory for the Empire troops. If the Empire troops managed to kill over 4,500

points of Chaos, then it was a Massacre for the Empire (even if all their own troops

i are killed in the process). This simulates the intentions of the Empire army — to try

| and cause significant damage to the advance of Archaon, and stall them for as long

i as possible. By doing this, they are buying valuable time for the Empire to

continue to gather its defences. The allied forces automatically get the first turn,

and all their troops are immune to Panic as they are so determined to stand fast.

This makes for an interesting game, and it is quite a challenge for both sides. The
Chaos generals had to be careful in this game not to lose too many of their

own units, because the result could easily become a draw — especially when

there were some juicy targets, such as the Khorne Chosen Knights. If just

that one unit was destroyed, the allied force would be a third
of the way towards achieving a draw...

e e
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ALLIED TURN 2

Graham: Ouch! We hate Helicannons! Our
proud Greatswords unit reduced to almost
half their starting strength in one fell
swoop! But they stood firm and, as the
hordes of Archaon advanced, we knew that
there was no way we were going to be able
to stop them by shooting alone. Again the
only real movement was over on the
eastern flank, though the Flageliants on the
far west strung themselves out in a long
line to cover the flanks against some
rapidly moving Hounds and Marauders
Boyar Leontov's Kossars attempted to
charge Archaon’s Swords of Chaos, while
the Pistoliers charged the battered group of
Warhounds next to the Lord of the End

~~Tunes. Backing up the charge of the

Pistoliers, the Gryphon Legion moved into
position behind the Kossars and the
Ungols moved into a better firing position
(and one that would hopefully lure the
Undivided Chaos Chariot into a charge)
We were banking on the Kossars and
Leontov holding firm and thus allowing
the Gryphon Legion to take Archaon in the
flank — if we were lucky

Unfortunately our luck was out as the
Hounds fled our charge and the Pistoliers

2

Archaon leads bis
Swords of Chaos against
the Kislev allies

slammed into the edge of the Swords of
Chaos. That might not have been so bad
if the Kossars hadn’t been a gnit's
whisker out of charge range. leaving the
Pistoliers to face the wrath of Archaon
and his mightiest warriors alone.

Right... that'll work out well.

Once again, our Magic phase was non-
existent, SO it was straight into the
Shooting phase. Our guessing was a little
off with the Mortar (again), the shell
deviating slightly and only managing to kill
a single Marauder. However, the cannons
did quite a bit better, both cannon balls
smashing through the ranks of the Chosen
Knights of Khorne, despite cries from the
other side of the table that we were being
mean by picking on them. The cannon
balls killed three Knights and five Chaos
Warriors from the following unit and the
Knights’ Champion was shot from the
saddle by the Handgunner Champion with
his Hochland rifle in a bravura display of
marksmanship. When the rest of the
Handgunners joined in there was nothing
left of the Knights at all, they had been
totally blown away by our massed
shooting. Now that’s how the Empire’s
firepower is supposed to work! Even if we
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went on to lose this game horribly, it wy, §
worth it to see the look of horror on Ag
and Adam’s faces as they realised how
many points we'd just earned from kllhn;
that unit. Feeling confident, we then
unloaded the Helblaster at the Khorna l
Lord on his Daemonic Steed. Upon rollip®
14 hits, we were pretty confident that hr d
be filled with more holes than a fine Syt
cheese. Unfortunately that proved not
be the case, as of the ten hits on his f| |
mount and four on him, not a single
wound was actually caused. Damn that
Daemonic Ward Save!

Predictably, the Close Combat phase
was bloody and painful for the Pistolien,
We counted as charging and had hoped
maybe to do at least a wound or two to
Archaon’s unit, but such hope was in vzt
and two Pistoliers were hacked down. T
Pistoliers fled trom this unequal struggls
and managed to avoid being chased
down, though the Swords of Chaos
pursued into the Kossars who had tried LA
charge them earlier. Not exactly the )
outcome we’d hoped for, but at least thy
Pistoliers had gotten away and the Kossis |
had a chance of holding fast long enoug
for the Gryphon Legion to save them.
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JCHAGS TURN 2
& Anthony: Ok, now that was a bit more of
i impressive display of shooting from the
Jmpite. The Chosen Knights of Khorne
feing killed to 2 man was particularly
S8 il (that unit was almost 550 points')
B Neweriheless, we were still feeling rather
‘wnfident, and were looking forward to
‘iting their troops involved in combat.
‘i the left flank, Archaon and his Swords
‘W Chacs had overrun straight into the big
“Ulit of Kossars led by a Boyar, and we
Were pretty certain that the Kislevites
“wiuld soon be butchered. We were not let
diwn either, as Archaon hacked left right
and centre (fighting with 10 Attacks as he
Wad unleashed the power of the Daemon
Sound within his weapon, the Slayer of
Kings), killing a swathe of Kossars.
Showing complete disdain for his foe,
Aichiaon let his Daemonic Steed fight the
Boyar, who was promptly slain beneath its
WlSraal hooves as the Swords of Chaos
ket down even more of the Kossars.
WSurprisingly, the Kislevites fled (having
405t their Boyar’s ability to make them
Wubborn), and were run down. Next in
W was the Gryphon Legion, and Archaon
8 his Swords of Chaos ploughed
3 * ight into them in their pursuit. We
h_“iu‘ﬁd in a suitably villain-esque manner.
Sfiham and Ken looked worried.
The Undivided Chariot on the left
8 charged at a unit of Ungol
o “‘:Eftmen that had got a little too close,
T+ g them fleeing from it. On the
. I side of the woods, and determined
Make up for the loss of the Chosen
8hts of Khorne, Adam sent his Khorne
' K“lkOth, (who was feeling
cible after shrugging off 14 shots

The barrage of Empire fire wipes out the Kn

from the Helblaster without losing a
single wound!) charging into the
Handgunners. They responded by firing a
volley at him as he closed on them,
which he brushed aside, though his steed
was wounded. Elsewhere along the
battlefield, the Chaos army continued its
advance en masse. On the far right, the
Hounds of Chaos and the mounted
Marauders swept across the snow-
covered Steppe to try and encircle the
outnumbered allied troops. Ant’s Spawn
continued its sluggish advance, managing
to move a whole 3" this turn.

The Sorcerer of Chaos Undivided,
Skardrol, managed to cast Pit of Shades
upon a unit of Empire Spearmen, hitting
an impressive 21 of them, but only
managing to kill 6. To aid the Khorne
Lord (like he needed it), the Sorcerer
then cast Steed of Shadows upon
Thorkan, the Undivided Exalted
Champion, who flew through the air and
straight into combat with the
Handgunners - specifically to target the
Empire Captain.

The Hellcannons readied themselves
to launch their infernal salvos (again
making Graham and Ken wince). Adam’s
Hellcannon misfired and sucked one of
its Chaos Dwarf crew into its furnace. My
Hellcannon shot meanwhile landed right
on top of one of the cannons. Not only
did it kill all the cannon crew, it
completely destroyed the cannon itself,
turning it into a hissing pool of molten
metal.

The Chaos players had a suspicion
that the Captain had some magical do-da
that would affect that combat, so decided
to kill him before he had a chance to use

ights of Kborne, while the rest of the Chaos army closes.

it! This trick worked a treat, and the
Captain was butchered by the Undivided
Champion Thorkan. The Khorne Lord
Kulkoth did what:Khorne Lords do best,
and butchered a

truckload of the Handgunners, who

promptly fled. The Khorne Lord’s pursuit

roll took him straight into the flank of the

depleted unit of Greatswords. Thorkan
raced up the hill in his enthusiastic
pursuit, and ended up standing in a
rather unenviable position — in front of a
cannon and with a Hellblaster Volley Gun
pointing right at him.

Battle had well and truly been met

this turn, and the Empire and Kislev army j

was starting to feel the strain.

; HELLCAKNONS
Hellcannons are massive Daemon
engines built for Archaon by the
Chaos Dwarfs. They are massively
destructive machines — anything
under the small Blast template
suffers D6 wounds at Strength 10,
and anything beneath the large Blast
template must pass an immediate
Leadership test or flee. Scary stuff
indeed! However, being Daemons,
they particularly like to kill and maim
up close and personal. As such, if an
enemy unit gets close enough to a
Hellcannon, then it might break free
of its bonds and rampage towards
them to engage them in close

i combat. Not always quite what the
Chaos player had in mind ..

B
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Hand-to-éand combat erupts all along the defenders’ lines.

ALLIED TURKN 3
Graham: Right, the bumper turns we'd
enjoyed where nobody was hacking at us
with great big swords and axes were well
and truly over. Casualties were mounting
and we were running out of units that
could dish out the hurt. We still had the
Knights of the Blazing Sun held in
reserve, but couldn’t do much with them
just yet as our foes had not got close
enough to attack. Having seen first hand
the horror of Archaon in combat, the
Pistoliers were in no hurry to stick
around and fled off the table, as did the
surviving crew from one of our cannons
The Engineer was still alive and could
crew the cannon on his own, but
whether Ant and Adam would allow him
the chance to do so was another matter
entirely. The Ungol Horsemen rallied and
the Winged Lancers raked back their
spurs and charged the Khornate Lord
who was hacking the Greatswords apart
Readying themselves for a charge, the
Hlagellants shuffled sideways to better
block the approaching Warhounds and
Chariot. It didn’t look good for the
Flagellants, but we hoped they’d be able
to hold up the Chaos flanking force long
enough for our Knights to do some
damage when the time came. As usual,
our Magic phase was a non-starter, but
the Shooting phase got off to a much
better start with our guess for the Mortar
landing spot on a unit of Chaos Warriors,
killing four of them, including the
Champion. Realising that we had to get
some more points on the board, we then
fired with the Handgunners into the
nearby Undivided Chariot, but only
managed to take a single Wound off it.
Then came the bit we'd really been
looking forward to — the Helblaster Volley

Gun. Ant’s Undivided Champion was
standing right in front of this lethal piece
of kit and if we could just avoid rolling a
Misfire, then his days were surely
numbered. The nearby Engineer had a
pop with his repeater pistol, failing to
score any wounds, but then the
Helblaster opened up. ..

Sixteen Strength 5 hits later and there
wasn't much left of the Chaos Champion
except a red smear on the landscape,
which cheered us up no end. As we went
into the Close Combat phase, we were
overjoyed when the Winged Lancers
spitted the Khornate Lord on their
lances. .. but then things turned a little
sour to say the least. The Khornate Lord
managed to regenerate a Wound and
survive before escaping the pursuing
Lancers! Then Archaon’s Swords of Chaos
smashed through the Gryphon Legion
and sent the last two survivors fleeing
towards the board edge. Archaon’s
pursuit didn’t catch them, but with only
two men left in the unit, there didn't
seem like there was much they’d be able
to achieve, even if they did rally later.
Also, given that it was the Chaos side’s
turn next, the second unit of Kossars was
looking at receiving a charge from
Archaon, which, let’s face it, was going to
be ugly:

CHAOS TURN 3

Anthony: Right, now that wasn’t
particularly impressive behaviour for a
mighty Lord of Khorne! Archaon will be
having words with him after the battle!
Determined to show him how things
were done, the Lord of the End Times
and his Swords of Chaos charged another
unit of Kossars, looking forward to
brutally hacking apart yet more Kislevites.
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The Kossars failed their Terror test and
fled before a blow was struck. Ken
groaned when he rolled the distance ty
see how far they fled, watching in disi
as the entire unit was trampled into a
bloedy smear under the hooves of the
Swords of Chaos, who ended up right
beneath the watchtower.

The Undivided Chariot charged onj
again towards the Ungol Horsemen. Nj
that the Chariot was not at full Wound¢
Ken decided to gamble and responded
with a Stand and Shoot reaction
Unfortunately, they tailed to wound th
mighty Chariot and it in turn obliterate
them. It hurtled up the hill in its overi
move, rolling to stop just in front of
a cannon

To support their brother unit of
Undivided Warriors of Chaos, a secon
fully ranked-up unit of Warriors charg
in against the somewhat over enthusi#
Winged Lancers. The Undivided Sorce
flew out of combat, born aloft by his
Steed of Shadows spell, just so that he
was out of any possible danger. Both
sides inflicted several casualties, but thé
Winged Lancers fled from the combat,
overwhelmed by the sheer number of
brutal warriors. They were closely
pursued by both units of Warriors wht
were now almost in the enemy’s
deployment zone.

Determined to make up for their
Lord’s disgraceful behaviour and the 1%
of the Knights, the Chosen Warriors 0
Khorne launched themselves at the uf!
of Empire Spearmen who dared to statl
in their path. With glee, Adam picked I
his handfuls of dice (frenzied Choset
Warriors with two hand weapons hav¢
lots of attacks!). He killed a swathe of!
Spearmen, yet three of his own numb®
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equently killed by the Elector throw everything on that side of the Bloodbeast of Khorne closed in so that

pre S board at them. Adam’s frenzied Chariot they should be able to join in the fight in

the Empire troops proved

: e despite being beaten, and held of Khorne and his unit of Mounted the next Chaos turn
e s suw. We knew it was only a matter Marauders charged the Sigmarite lunatics, Another unit of mounted Marauders
4 for Jfore the Empire troops and the killing an impressive ten of them. A pair ran up beside the Chosen Khorne '
e o5 were routed completely, but we _ of Hounds of Chaos units and the Warriors so that the Knights of the |
% s had 1o be careful not to lose many . Blazing Sun could not charge their (
\ 2 K of our own troops in order to come exposed flank. Also, if the Knights of the |
o 4 the victors of this battle. - Blazing Sun ran down the Marauders, it {
¥ o Unforunately; the Exalted Champion * would put them into a position where h |
2y . who was leading the Marauders they could possibly get-countercharged - ¥
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B the Hatile Standard, failed his
e ity test, and became overcome by
visions induced by his Helm of
Siany Eyes. This meant that he forced his
it to lumber forwards a measly 2", and
il keep them out of the main battle
W now, [ felt a bit guilty, for I had
S ouriged Adam to take this item — but
" then did I remember that I usually
e it to an Undivided character (because
ik Undivided characters you can re-roll
Biled psychology tests — such as stupidity).
* After a bit of deliberation, We decided
(hut the best way to tackle the human
' screen of Flagellants was to

d Chosen
pons have.
swathe of ¥

%Cbaos forces begin to encircle the
'm_ﬂsly outnumbered defenders.

or plough into the Khorne Marauders
(who were stubborn because of the
magical battle standard). It's nice having
‘more units than the enemy!
We did not have a great turn with
our Hellcannons this time around.
Firstly I misfired when I tried to shoot
at the Volley Gun, and the disturbance
this caused in the Chaotic winds of
magic inflicted an automatic wound on
all wizards on the tabletop! As there
were no wizards on the Empire and Kislev
side, this meant that only Skardrol and
Archaon himself took a wound! Ah. the
fickleness of Chaos... Adam’s shot was
less self destructive, though it scattered
off the table causing no damage
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ALLIED TURN 4
Graham: With the amount of charges
coming at us in the last Chaos turn, we
didn’t have a lot of units to move any
more. The proximity of the Lord of the
End Times proved too much for our last
remaining unit of Handgunners, who fled
from his diabolical presence: *
Unfortunately, this meant that they ran in
the direction of the Chaos liries...

Denied the chance of chirging the
flank of a unit of Chaos Warriors, the
Knights of the Blazing Sun were instead
forced to charge a unit of Marauders. We
hoped that if we could do enough
damage to break them quickly, it would
be some nice, easy points for us; points
we sorely needed. With no magic to

L—speak of, the Mortar again did us proud,

killing another four Marauders, bringing
them close to half strength and the
prospect of more Victory

-
-

The Knights of
the Blazing Sun
enter the fray

Points. The Undivided Chariot that had
overrun after killing the Ungol Horsemen
was sitting right in front of the Engineer
and Helblaster, so, hoping to repeat the
same trick we’d pulled on the Undivided
Champion, we opened up on it. The
Engineer failed to wound it, but the
Helblaster riddled it with bullets and
turned it to matchwood before
spectacularly self-destructing itself Oh,
well, at least it went out in a blaze
(literally) of glory.

The Knights of the Blazing Sun did
sterling work in the Close Combat phase.
skewering Marauders left, right and centre
on their lances. The Warrior Priest’s ability
to confer re-rolls on failed to hit rolls
proved exceptionally useful, and five

Marauders were killed, Unsurprisingly
they broke and fled from the combat
we pursued with the Knights, running
them down in our eagerness to claim
their Victory Points. This pursuit carrjgg
them into the following unit of Khory,
Marauders and we hoped to repeat the,
success in the following turn. The
Flagellants were faring poorly on the
western flank, being butchered almosy
a man without any casualties being
caused in return. Once again, they
weren't going anywhere, but there wag,
much hope of them surviving much
longer. We were running out of model;
and it was only a matter of time until j

was all over. There were still some poif
to be claimed, however, and we could &
achieve an honourable draw,

f
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The last remnants of the alliance bold out against the tide of Chaos.
S TUBN 4 Hellcannons landed square on top of the first inflicting 5 wounds on the Warrior
ony: The Empire forces were almost ~ Empire Mortar, melting it into the snow Priest leading the unit, slaying him with
¥ letely encircled now. To give and killing all its crew; while the other one  great fury. The Knights only managed to
on a better line of sight for a scattered and landed ineffectually in an slay a single Marauder, and fled from the
H hle charge in the next turn, I moved  open area of the table. combat, closely pursued by Adam’s madly [
- g um out of the Swords of Chaos while The Khorne Marauders prepared screaming Marauders (or was that Adam
‘ e manoeuvred themselves back themselves to suffer the lances of the himself screaming in blood lust?).
ds the battle. The Undivided Knights of the Blazing Sun who had In the combat involving the
rer, Skardrol, charged the fleeing overrun into them. However, before the Flagellants, the last of the frothing lunatics
punners, forcing them to run once lances struck home, the Khorne Exalted were treated to oblivion, hacked to pieces
Wiin, ending up right in front of the Champion, using his mighty great by the frenzied, halberd-wielding Chaos
deilly Swords of Chaos. Perhaps not the ~ weapon and Helm of Many Eyes, struck Warriors atop the Khorne Chariot.
bt place to run to

“Ihe Undivided Warriors fighting
SRunst the Greatswords continued to
I3k down the resolute Empire troops,
Bl onice again they stubbornly refused to
i - it looked like they would have to
¢ lilled to a man.
- Ihe recently rallied Winged Lancers
Wiihe middle of the battlefield stood
£round as they received a charge
0 4 now rather depleted unit of
Hidivided Warriors, while the frenzy of
i 8 Chosen Warriors of Khorne
~ "Wipelled them to charge into the
Mihged Lancers’ flank. Adam threw his
SSEF fistful of dice, and all the once-
md Lancers were removed from the

e Hellcannons did not really have a
8 5hoot at, and we were tempted not
W8hioot them 1o avoid any further Misfires
; 1"‘?i.lven forbid their lethal salvoes
. 'ng and landing on one of the
units). We quickly saw the folly of
W%ays (because 1: not shooting
Skin’t be as much fun; and 2: we were
SEttilessly mocked by our opponents and
*ountless standers-by). One of the

BT, M S, )




I f-‘.i;;;..ﬁ.._aer—ﬂmgg:w TE

ALLIED TURN 35
Graham: With only a couple of units left
alive now, our turns were getting shorter

and shorter. The noose was closing in and

we only had a couple of last. desperate
gambits left to try. The Knights of the
Blazing Sun rallied from their shameful
rout last turn and reformed facing their
foes, knowing that this was likely to be
their last stand. The Handgunners,
showing more pluck than good sense,

A

¢

o
el

_.Tbe alliance is wiped out.

rallied in front of Archaon and loaded up
for one last volley. There was one chance
we had of scoring a sizeable chunk of
Victory Points and that was — daft as it
might seem — by charging Archaon. If we
could wound Archaon on the charge with
lances (not an unreasonable prospect) or
force his Daemonsword to strike the
Chaos Lord himself (perhaps more likely if
we're being honest...) and cause a wound,
then we'd gain a whole lot of Victory
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Points for getting Archaon down to hyj|
Wounds — since he’d already suffereq,
at the hands of a Hellcannon misfire g
knowing it was their deaths, the two
surviving warriors of the Gryphon Leg;
charged the Lord of the End Times___

The combats drew to a bloody c|y
as the last of the Greatswords were (g
pieces — the defiant standard bearer
finally going down under a flurry of
blows — but the combat that really
mattered, the pivotal moment in the
battle, was the fight between Archaog
and the Gryphon Legion Archaon wy
wounded by a lance strike, but his
damned armour saved him from hagy
and as he unleashed the full fury of h
Daemonsword against the Kislevites, i
were dismayed to see that of all his g
attacks, only one had struck the Chagg
Lord himself

We rolled the dice: Archaon was
wounded. We dared hope that we mig
get him .

Ant picked up a die, needing only
score 3 or more to pass his Ward Save

All we needed was him to roll a 14
2 and a whopping 393 Victory Points
would be ours ..

The die tumbled across the table
before finally coming to rest next to
Archaon himself.

And we leapt about cheering as i
saw that Archaon had failed his Ward §
and suffered a wound! The Gryphon
Legion were slaughtered, but they had!
done exactly what we wanted them t!
and there was now a good chance thif
we’d achieved a draw!
CHAOS TUEBN .
Anthony: Well, there weren’t a lot of
Empire troops left. In fact all that
remained on the table of them was a Ul
of Handgunners standing right in fronl
the Swords of Chaos and the recently
rallied Knights of the Blazing Sun befi®
the Khorne Chariot, a Spawn of Chaos
Warhounds in their rear and the Khon®&
Marauders (with two characters in its i
rank) that had already made them flee
declared our charges, and both enemy
units were, predictably, crushed utterh

A great cheer went up — the only
models left on the table were those o
Chaos army. Nevertheless, there was &
moment of tension as calculators we
produced and the process of adding
Victory Points began. Had the allied
Empire and Kislevite army caused ent
damage to win the game for them, of
force a draw? Or was the Horde just ™
powerful for them this time?

DRAW

RESULT:

|
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ered above Kulkoth. ﬁudmg
unearthly power, and he
head, voable to hold the
gwesome Lord of Chaos.
lailed, Kulkoth” said Archaon.
mocking and dripping with
dﬁnu lns skull with agony. The
[ the Ead Times continued, mh
tearing at his santy and ¢
'&unfromh:&:yesahdu&
the warrioss at my command,
i fled Only you

ith kaew s that instant that
Was scaled The enemy warriors:
hard and long: too long

5 orders had been simple; atiack
and lcave nonc alive Bot their
had slowed the attack and the
the End Times would tolerate

will play no part
~Archaon as the blade descended, swecping
effortlessly through Kulkoth's neck

 failure Tﬂ'thc[ ui crushing all before
n, and speeding the horde on its way
south, Kulkoth's warrior heart had
before his focs and he had fled.
The battle had dragged on and precious
time had been fost. Hcludfulcdmﬂu
eyes of his god and his ford and there

gpas of Chaos will dchght in
er and devastation, but you
in itl" beliowed

ek
The warriors of Chaos roared their
approval as' Archaon raised the head of
the disgraced Khornate warlord high,
blood streaming down his arm and

Tbe Slayer of Kings turns upon its master.

:spattmng across the snow,

“Learn from this; all of yonl" k:

shouted, his voice cchoing in cvery skull

“We march to 310?" There can be no
fﬂlwrmg, no faifurel We are the hcrddb

of the gods!” |

His deafening voice reverberated

. jat.rms the vnllr.l( amplified isto a ngng

oir message south!”
Hc tossed his former champion’s

head aside and climbed into the siddle
of :hls mopstrous steed. As though at
'm wnscen
horde ¢
banners hxgh and. mouuud their steeds as
the &ni houads bayed madly.

the warriors of his
gathered lﬁurmms,umdthbh

“Archaos!” With one voice the
wartiors of Chaos cried his name as he
turaed his tmghty steed southwards,
baleful encrgies rippling shout him.

“ARCHAON!" Thousands of
warriors fell in Behind their mi:;pi
master, screaming his name uatil o
throats were raw.

The Storm of Chaos surged !
southwards and the End Times drew

ncarcr.
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¥ ALL HAIL THE EVERCHO

Anthony Reynolds:
Curses! We had them
in the palm of our
hand, and but for a
few dice rolls it would
have been a glorious
: victory to Archaon
I and his'Horde. As it
was, it pretty much came down to the last
dice roll — if Archaon hadn't wounded
himself in that last Close Combat phase,
then Graham and Ken would not have
got half his points for him being at half
strength, and we would have won. It's
always cool when a battle comes down to
-~ incidents like this. I'm sure my wail of
disbelief when I failed that 3+ Ward Save
was heard all over Games Workshop.

This was a fantastic game, great fun to
play and played in just the right spirit by
all involved. It’s a great change from the
usual pitched battle, and quite a
challenge. Graham and Ken were
gracious opponents, and Adam a good
one to scheme with in classic super-
villain style (despite the appalling show
put on by his ‘mighty’ Khorne Lord). It
was almost worth playing this game just
to see the reaction on Graham and Ken’s
faces when they saw the Chaos army fully
arrayed — it really was an awesome
looking sight. Walking around to their
side of the table to look at things from
their perspective, I pitied the poor

s

humble Empire soldiers whose duty it
was to face such a menacing horde.

Suitably, and despite hitting himself
over the head with his sword at the
worst moment, Archaon was still the
man of the match in my mind. None
could stand before him and the Swords
of Chaos, who romped through the
Empire and Kislev army with barely a
scratch. They took on and slaughtered
everything in their path — just what you
would expect from the dread Lord of
the End Times, and fitting the narrative
for the Storm of Chaos build-up
perfectly. All in all, a fantastic battle, one
of the best games of Warhammer I have
played in a long time (and 1 do play
quite a lot of Warhammer — it goes with
the job).

Adam Troke: You
would think, after
decades of
slaughter and
destruction,
blessings from the
Blood God, and a
mighty Daemonic
Steed, that Kulkoth, Lord of Khorne,
could hold his own against a few paltry
Kislevites? Archaon will not tolerate his
failure for long I hope!

In many ways my first battle report
seemed like a comedy of errors:

SEN OF CHAO

Kulkoth running away with his tail fir,
between his legs; the Knights of Khog,
being shot into a bloody ruin; my
Hellcannon’s repeated faiture to hit g,
(in defiance of my genuinely brilliane
guesswork!). Despite this, there were
some excellent moments as my Khopy,
warriors did what they do best. Anwy|f
my Exalted Champion, scything dowy
Ken's Warrior Priest, and the bucket I
of dice that Chosen Warriors with
additional hand weapons allowed me
roll not least among them. Did I enjoy
the game? Absolutely! The most epic
game of Warhammer I recall playing:
6,000 points of beautifully painted Cly,
thundering towards the Empire and
Kislevite line!

The highlight of the game for me
the resilience of Kulkoth as he shruggs
off the blistering fire of the Helblaster
Volley Gun. Shame on him for fleeing;
turn later! The game had so many greg
moments that singling out one is almc
a pity. The last charge of the Gryphon
Legion was thrilling and tense as they
desperately hurled themselves at the Iy
of the End Times. It had all the stuff gy
games are made of

Ken and Graham played a sterling
game, orchestrating a determined and
tactically sound defence. The Empire
fought long and hard, but against the
horde of Archaon, death was inevitabli
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THE MANNER OF OUR DEATHS SHALL YE KNOW US!

The players shake bands after a bard fought battle.

Greatswords holding to the last man was
particularly characterful, especially since it
was the standard bearer who was last to
fall. The Gryphon Legion’s heroic last
charge was very cinematic, two brothers in.
arms riding to their deaths for the greater
cause and effectively gaining us the draw.
The initial volleys of Cannon fire and
Helblaster shots were particularly effective,
though as the game went on they became
less and less about stopping the enemy
than seizing Victory Points by cutting units
down to half strength or below.

This was a cracking game of
Warhammer to play, perhaps because there
was no feeling that we had to play for a
win, knowing that, from the outset, all our
men were going to die, but had to meet
their deaths in as glorious way as possible.
Truly, they were Warriors of the Dead,
already mourned as lost before the battle
had even begun. Though our army is gone,
their deaths have bought the defenders of
the Empire and Kislev who will come after
them more time with which to prepare the
defences of their land. Archaon may be
coming south, but the lands of the Empire
will be ready for him

Ken Kennedy:
Playing in a White
Dwarf battle report
was a real blast, and
the result of the game
came down to the
very last roll of the
dice like any great
game should. If I hadn’t been there to
see Anthony fail Archaon’s 3+ Ward Save
and thus wound himself and fall to half
strength, I would never have believed it.
Also, The Empire troops turned out to be
made of much sterner stuff than I would
have thought. To my amazement, many
units held their ground turn after turn.
The Empire has earned my respect and
can fight alongside my Dwarfs anytime.
Another thing I couldn’t believe was
the dreaded Lord of Khorne's resilience.

Kulkoth took a whole volley from the
Helblaster in the face and by all rights
should have been waiting on the other
side for the Chaos Champion that got cut '
in half by it a few turns later. True, the i
Daemonic mount took the brunt of the
blast, but not a single wound? Engineer
Von Meinkopt is rolling in his grave! All
in all, the Helblaster lived up to my
wildest dreams, spreading hot lead and
death across the landscape... before it
blew up. '

The strategy of this game came down
almost entirely to the army selection and | %
the deployment, the two things that T had ¢
very little to do with. When it came to 5V
playing, there were not a lot of
movement choices for either side. Adam
and Anthony sallied forth as even the
slightest manoeuvre would cause their
units to overlap. Graham and I were
forced to sit tight and defend. The
Pistoliers’ failed charge on the
Warhounds was one of the few moves we
made in the early stages of the game and
it turned out to be a rather poor one in
hindsight. We probably should have tried
to slow down Archaon and the Swords of
Chaos with our Ungol Horse Archers
instead of speeding up their slaughter by
accidentally charging them. It all worked
out in the end though.

Anthony and Adam were great to play 3|

against. They were very challenging
opponents, but fun-loving and easy-
going; even when the unexpected
happened. Graham was an amazing ally
and was very understanding when I
rolled poorly or made questionable
decisions. Jim was awesome for
designing my Empire army and letting
me take his place in the battle report.
Honest, Jim, I rolled much better when
you weren'’t watching.

Considering the opposition that
Graham and I faced, I am very pleased
with a draw. We'll field a few more
Helblaster Volley Guns next time and see
if we can pull out a win.
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H0BBY CENTRES

p 302 Westfield Shoppingtown
tswood NSW 2067
9415 3968

318, Westfield Shoppingtown
ewood NSW. 2065
9315 5574

13051, Westfield Shoppingtown
1sby NSWE2077
2476 0798

1048a Westfield Shoppingtown
ta NSW2228
1526 1966

Hunler Stn_aet
astle NSW 2300
1928 2311

“hurch Street
wood P|aﬂe}

matta NSW 2150

. EBUN
“larence Street

'.._:.r CBD NSW 2001
267 6020
UONGONG:

2 201 Crown Street (Globe LanE)
'9ong NSW 2500
<25 8064

STRALIAN CAPITAL TERRITORY NEW ZEALAND
JODEN: « AUCKLAND:
o LG68C Woden Plaza Shop 4 280 Queen Street
p ACT 2606 Auckland New Zealand
6232 5281 (09) 302 0279
T T = ST. LUKES:
(W SOUTH WALES Shop 5208 Westfields, St Lukes Square
Auckland New Zealand
419I5 Ca_s'l‘_rl_e Towers (09) 815 3547
pae - WELLINGTON:

Shop 13 18-30 Manners Street
Wellington New Zealand
(04) 382 9532

QUEENSLAND

= BRISBANE:

Shop 3, Level 1, Queen Adelaide
Building, Queen Street Mall
Brisbane QLD 4000

(07) 3831 3566

Westfield Shoppingtown Carindale

(cnr of Creek and Old Cleveland Roads)
Carindale QLD 4152

(07) 3398 3470

Shop 251B Westfield Shoppingtewn
(enr of Gympie and Hamilton Streets)
Chermside QLD 4032

(07) 3350 5896

Shop 2005 Upper Level

Garden City Shopping Centre
Upper Mount Gravatt QLD 4122
(07) 3343 1864

SOUTH AUSTRALIA

= ADELAIDE:

Shop 25 Citi Centre Arcade

145 Rundle Mall, Adelaide SA 5000
(08) 8232 7611

Shop 2048 Westfield Shoppingtown
Oaklands Park SA 5046
(08) 8298 2811

Shop 2 Westfield Shoppingtown
Tea Tree Plaza, Modbury SA 5092
(08) 8265 4680

VICTORIA

* CHADSTONE:

Shop B78, Chadstone Shopping Centre
1341 Dandenong Road

Chadstone VIC 3148

(03) 9569 5728

= HIGHPOINT:

Shop 1108 Level 1
Highpoint Shopping Centre
Maribyrnong VIC 3032
(03) 9317 0845

* MELBOURNE:

Shop GB30/31 Centrepoint Mall
283-297 Bourke Street
Melbourne VIC 3000

(03) 9654 7086

* NORTHLAND:

Shop K42, Northland Shopping Centre
Murray Road, Preston VIC 3072

(03) 9471 2506

* RINGWOOD:

Shop L44A Eastlands Shopping Centre
Ringwood VIC 3134

(03) 9876 0099

WESTERN AUSTRALIA

Shop 1095 Westfield Shoppingtown
Galleria, Morley WA 6062
(08) 9375 6294

* PERTH:
Shop 41, Carillon City, Perth WA 6000
(08) 9322 3895

Shons with their name in /' ) have Games
Night every Thursday. Those with their
namies in White have their Games Night on
Fridays.
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The Damacles Guif. A border region of space where gl
Empires, both human & alien struggle for control. This® |
mysterious sector is home to dead waorlds which hold f
forbidden technologies and poweriul artefact. All sides are '
fighting for the chance to uncover these secrets. \_ .
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Return to the Damacles sector for a weekend of Warhammer —
40.000 gaming. All races are active in the area: some as
mighty Battlegroups others as raiding forces. So bring in your
forces and do battle for the honour of your race!
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1 A Tale of Good & Evill

(o=

Part Seven — The Castle of Gondg, §

aving fought lots of games leading up to the Siege of 4

Gondor, it was high time that Steve and Adi fought

some siege battles. Rather than base the games at

Minas Tirith itself, they preferred an isolated garrison
somewhere within the borders of Gondor. Fascinated by the idea ==
of actually building a full-blown castle, Adi and Steve began to
plan out their fort, the construction of which is featured in the
Siege of Gondor supplement.

Siege Tower
Speaking of attacking the
battlements, the best
solution for that was to
build an Orc siege tower
Once we'd got the shapg
right we looked around
for the best finish for th
model. In the end we
used crumpled cartridge
paper which, when
drybrushed, looked
etfective as twisted
metal plates

Castle of Gondor

by Steve Cumiskey
& Adrian Wood

Adi: After building our own shits for easy access by madels.

gaming boards and ruined When we came to do our own C}J

buildings, we wanted to take the battlements, we focused on g
next step, and build a full set of making them narrow, which looks

fortifications. Although the plan more real, rather than going all out
was to make a complete castle that  for playability. In the end this

could stretch across a four-foot feature was carried over onto all
board, we also wanted to be able the castle sections. We began
to use the separate sections in building the fort with a single
different combinations. For tower, followed by the first wall. In
mstance, a castle tower can the end we had thiee walls and two
potentially weather the assaults of  castle towers, with a gate built mnto
the Oxcs on its own. If we then a smaller section of wall. This
added a couple of walls and gatehouse looked best when
another tower we’d have flanked by the two towers,
something quite substantial. Of - ; |
course, if our castle model 1s made
1n separate sections 1t would also TOP Tip
be easier to store - There’s a trick to shaping

‘We based the design of the foamboard. Shee through the
castle on the fortifications card layer fitst then cut through
onginally published m The Two the foam, This 1s easier than
Towers rules manual. This terram trying to cut through all the
set featured a towet with a layers in one go. I found this
removable back wall for easy particulatly important for
access and playability. Although keeping the battlements square
we liked the overall effect of the when I cut them.
building, we wanted to make some J

modiications. For a start we
decided to use foamboard rather
than ceiling tiles to build the model
— this material is easy to cut to size
and, althongh 1t 15 as Iight as foam,
18 nevettheless very strong.

I felt that the size of the
battlements was mportant to
making the castle look authentic.
The original castle design had
battlements with inch wide arrow
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5 e Well, it Adr's hordes were going to have a

wer _ . (pwer to attack the castle with, I figured I’d
attacking thy st get some artillery. A Battlecry Trebuchet
the best _ o to fit the bill. Of course, to get a decent
that was to Lt the approaching besiegers, I would need

: siege tovier B u gut jt somewhere whete I could get a good

by Steve Cumiskey

got the shipe e f sight. Mounting it somewhere on the
ked aroun Ll of the castle itself seemed to be the
finish for (f B aUs answer. After looking at some
he end we e designs and talking to some of P
oled cartridge B esident experts, we settled on
:h, when " llea of building a bastion tower into
d, looked | tion of the castle walls to hold the
1 twisted "ilecry and 1ts crew.
es

'? e

ssembling & Painting
| Nuthilly enough, the first order
." Busmess was to get it
) avse ibled, so that I could tell

“nted. A quick look at the size of

ol idea
| | marked out a roughty
Fiilungular base on a piece of
“Miidhoard, using the bottom of the
Willecry as a guide, and cut it out
"l i sharp knife. I made sute
(il il wood was the same
WEkiiess as the bases on the test
I models. I added pieces of
JSHE ruins to the base und
ledat in the same style as the
S0l my models, to make it fit
E e completely:
* Diice I'd read the guide to
~mbling siege machines from
SIS Dwarf 291, there was
“WWing particularly difficult about
i Hiig the Battlecty together.
:f' Miliit came to painting 1t, I
“d to give the entire model
.': B buse the same Dark Flesh
~*=0at and work the colour up
Wil there.
{ YT most of the wood. this
~mply a case of giving it a

ybrush with Graveyard
.1 gave the wood on the

: Weight a heavier coat to

stinguish it a little. That

it the stone (done in the

sl

el Lo ien L S, I Sans SINERIRRNER S ) |
T R A S BT

same colours as the mins on the

base) and the ropes and strapping

I decided to paint both with a

layer of Gravevard Earth.

| #xittly how much space I would  followed with a hight drybrushing

with Kommando Khaki. To finish

| e Battlecry told me that making  the model, I drybrushed the base
“ siilll scenic base to protect the  with Codex Grey and then

el during gaming would be a  Bleached Bone.

The Crew

As I’'ve already got mto the
habit of converting a good
propattion of the models in
my army, I found myself
looking at the crew and
wondeting what I could do to
personalise them.

I've been thinking about
having a Warrtor of Gondor
without a helmet since I
started putting this atmy
together, but just never
encountered a suitable model
| or a good head to use. By
chance. as I was looking at my
artillery leader, I happened to
notice a model of King
Théoden, lying on the desk of
Mat Ward. One quick
comparison later, and I knew
that I’d found a suitable
victim.

After I'd managed to get a
Théoden of my own to use, it
was a simple matter to saw off
both heads and replace. putting
the King’s head on the
artillenist’s shoulders. A little
Green Stuff was all that was
needed to repair some minor
damage to the hair, and I had a
remarkably good fit.

Converting the other
crewmen came down to
repositioning the arms on each
model, making suze that the

‘-&pose still Iooked natural
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The Bastion we had to do was modify the a T shape and breaking up the the extension was big enough ¢
The ouly requuzement for the original design shightly. front wall to accommodate the take my siege machine
bastion was that it had to fit into The simplest way to create a  extension. In fact, building the For anybody who wants g
the existing castle structure, and bastion was to take the design of a. new section was easy to do, once  add artillery to their own walls,
4 that it would need to be able to - normal section of castle wall, and  we’d taken the time to make sure  we’ve added templates 1n the 55,
f hold the Battleciy and tts crew. As  extend the bastion outwards fiom  that the crenellations on the style as those in the Stege of
§ we had already created a set of the middle. That meant changing  battlements mutched up and that Gendor supplement
templates for a normal wall, atl the design of the top of the wall to
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€ soon got stuck into
fighting some games
with the new castle.

Attacking a castle proved to be
quite a challenge for the Orcs and
Uruk-hai. Adi was mumbling
something about getting some more
muscle, which sounded ominous. -
For myself, 1 rather fancied a
change from all that silver armour:
Is that the pounding of hooves I
hear 1n the distance. ..

il:
i
Al
i
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Sauron has assembled the largest SO u N D I H E

host of Orcs ever seen in Middle-

earth and the Troll drummers of
Mordor drive thenggowards the walls
of Minas Tirith. Bryan ‘Cook of

Hobby support gives some modelling
tips and rules for using Troll
Drummers in your Mordor armies.

Mordor Troll Drummers

When the forces of Evil are on the march they do so to the sound of
massive war drums. Carried and playved by enormous Mordor Trolls the
beat of the drums keeps the maich in step as well as encouraging the
warriors 1n battle. The Trolls toughness and simple minded determination
keep the drums playing, acting as a rallying point for the forces of Mordor
and driving the warriors forward onto the very spear tips of the enemy.
You can simply use this conversion as another Mordor Troll, or use the A Mordor Troll n
special rules below (which is much more fun), Of course you need your Drumuer i
opponents permission to use these rules,

Wartriors

Mordor Troll Drummer .............
F S

Mordor Troll Drummer T/5+ 7

Troll

You may include one Troll Drummer for every Hero in your army
mstead of a banner. The base profile for a Mordor Troll 1s used with
the following special rules:

Special Rulas
No Stenes. The Tioll is unable to pick up and throw stones, he
has his hands full!

Drums of Doom. At the beginning of the game, deploy the
Mordor Troll Drummer following the instructions of the scenario
like any other Evil model.

Troll Drummers cannot carry other burdens such as ladders.

As long as the Troll Drummer 1s alive, the Drums have the
following effects:

e In all fights within 18"/42cm of the drum which include at
least one Mordor Warrior or Hero (Orc, Troll, Uruk,
Easterling. or Haradrim) the Evil player can re-roll any one
of the dice he rolled when determining who wins the fight. il
You must stick with the result of the re-roll (you can never re- R
roll a dice more than once). Because the Troll is somewhat

encumbered by the drum he suffers the negative for carrying

a two-handed weapon but recetves no bonus on the Wound

chart.

All Mordor Warriors (including Herces) within 18"/42cm
add +1 to their Courage value and all Good models within
18"/42cm subtract -1 from their Courage value.
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J to make your Mordor Troll Drummer

. res needed:
3 ‘fmll (the Toader from the catapult is the besﬂ
o Troll

14ls Needed:

i, lots of (xreenstuff!

« Tool (small knife or toothpick)

I :

rod ot Plastic tubing

saw

bnverting the Troik:

 your model as normal. removing flash and mould lines.
A

jihle the Trolls torso, legs and head as normal.

» the trolls right hand ahle to wield a drumstick you have to

L1 a1 the wrist with a saw. The same then needs to be done with
" o]l and ihe hands swapped. If vou are careful with your

il don’t damage the hands you end up with two converted

wve troll 1s now throwing a stone!). After gluing, the jomn at
was smoothed out with a little greenstuff.

{ this tume. before gluing the arms to the body, you must dnll a
(lirough the hands. This 1s so you can slide in the drumsticks

value: 200 Wl irm is much easier. Sumply glue it in place slightly raised to
e effect of the Troll beating the drum. This leaves a pretty big

{he arm so be sute to use some more green stuff here too.
ing the the Drums:

iing the drurns is the main piece of wotk needed to turn your
veryday Mordnt Troll into a menacing Troll Drummer. The
BUiE (ilmost entirely sculpted from greenstuff.

0 eeding together equal parts of the yellow and blue sections
il nced to make a about half a packet of gteenstuff to have
Wor both drums

Whave never used greenstuff befote it helps to have some
0 mall amonnts of water on your fingers and tools to stop it
) you.

Wil have mixed your greenstuff check there ate no hard lumps
® green colour is even {make sute there aten’t any blue or
bils in 1t). Now comes the tun bit!

W titke the two drums a smiooth consistent shape Tused a

LA ould can be made from all sorts of things. This time a hid
W0 the old style paint pots was used (making sute all the paint
S oty

"W the inside with vaseline, thig

€asy o remove your

um from the ‘'mould’. Push

Sitinto the Iid, enough to fill
S0t shown in the pictote A.

mrefully with your sculpting
Wltlight et a little damage to
k % When remoy ing it but you can
Wlth your tnol later The piece
W be looking like pictute B.

‘Shape for the diums 1s now made. The

0 make skins for them. Simply roll out a

- Sitle shaped piece of greenstuff. Do this on a
Mirface 5o the drumskins will be smooth and flat.

= Once you have these two pieces ilattened nut,
use your sculpting tool to cut slices out which
creates the ragged edges on the drumskins.
Picture C 1s a good guide to follow. Lastly lay
the skins over your drums and they are done!

3. Making the straps:

» Making the straps is simple. First you need to
make some fur to 2o on his shoulders, Make a rectangle shape of
greenstuff, lay this onto the models shoulders and add some texture, To
add textwre use your sculpting tool or something rough like a
toothbrush to shape the fur. Next put a groove inio the fur where the
straps will run. This creates a sense of the diums being heavy and
pulling the straps down.

» The straps are made in a similar way to
™. the drumskins. Flatten out a piece of '
¥ greenstuff 10cm in length. Then
simply cut out two strips as

evenly as you can. Carefully lay

the straps over the model like
in picture D. You may need to
glue these 1n place so they
don’t fall

4. The Drumsticks:

= To make the drumsticks first cut
off two 3cm lengths of brass ot

plastic rod. These are the
’ Eh

handles. Next wrap a blob of
a |

e +
.

greenstuff around the tip of each handle. Sculpt these
blobs into shape using your tool. A good trick is too
use real string to wiap atound the greenstuff where
you want 1t to be more nartow. Your finished
drumsticks should look a little like picture E.

L

A job well drum...

If your finished Troll Drummer looks even a httle like this then
you ate now the proud ownet of a cool, unique
gaming piece which 1s dead “ard i the

game too!

Congratulations and drive the Legions
of the Eve forth!

The finished Troll
Drummer convetsion

e
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¢\ Shelob makes a great

addition to any The Lord of
The Rings miniature . .
collection. Here Adrian Wood
guides you through™ .
assembling and painting this
giant spider.

ne of the most memorable
O creatures from The Return of The

Eang film 1s Shelob the Spider,
b whao catches Frodo after he is betrayed by
Gollum 1n the pass of Cirith Ungol. Sam
bravely fights her oft, even though she 1s
several times the size of him - the model 15
just as imposing as her movie counterpart,
standing over 6 cm tall, fiom the ground to
the tip of her front legs On these two pages
we’ll show you how you can assemble the
model and paint it.

MODELLING AND §
PAINTING SHELOB

Painting The Return of The King’s Fearsome Spider

ASSEMBLING THE MODEL

Stage |

After you've cleaned any mould lines and flash
from the two back body halves. try a dry fit to
see if they fit snugly together. If they don’t,
carefully file down the flat mside surfaces until
they do. Finally, using superglue, glue the two
halves together

—

When you fit together any nuniature there may
be small. unsightly gaps. You can fill these
with a two-part epoxy putty called Green Stuff.

1It’s a good 1dea to mix up more Green
Stuff than you think yon'll need. Cut off a
piece from the rofl and mix the two patts
together until you get a consistent coloured
putty without streaks in 1t. If you find any
hard “bits’ from where the two patts meet,
cut this away and consign 1t to the bin.

Apply a piece of putty latge encugh to
fill the gap and lay 1t over the top. For a long
thin gap. make a thin sausage of putty. Push
the putty into the gap using vour knife or
modelling tool if you have one. Tiim away
any excess but aim to slightly overfill the gap
— you can file the putty back later.

GAP FILLING WITH GREEN STUFF

Mux the putty and roll a small
piece into a sausage or ball.

Let the putty cure — it will set faster 1
shghtly warm Place a desk lamp about 6"
away from the model, that should help. Be
careful not to go too close or any plastic
components may melt.

Push the putty into place with
the tip of vour modelling tool.
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Siage 5 PAINTING THE MODEL
front body part to the back half, to see Attach the feelers to the head 1n a similar Painting Shelob 1s very straightforward smce
" will peed to remave any metal from the fashion. most of the model 1s black. Start by

, make 1t fit propetly Then, after you

nndercoating the model with Chaos Black
spray. Then mix Chaos Black with a small
amount of Bleached Bone and carefully
drybrush the hind body wath this. Next
highlight the edges of the carapaced lags, the
mandibles, feelers and head.

-

superglue. You may need to use some
« spuff to fill in the gap between the two.

Srage &

Finally, you might want to pin the legs to the
base before you start painting her, just to make
sure she doesn’t break off when you're using or Add more Bleached Bone to the mix and
transporting her highlight all these areas again, focusing on the

age J
‘that the body has been assembled, it's
ttach the legs. If you look closely, you
nd out that the tags all have a code on

L0 for instance L3. There ate 8 legs and two
o start with the two fiont legs, L1 and
remove any flash and mould hnes.

re you temember which goes on

side! Dl holes 1n the legs and pin

£ 1l the appropriate sockets.

highest detail and sharpest edges. Next glaze
the whole model with a mix of watered-down
Black: and Brown nks.

Scab Red was used as a basecoat on the
reddish areas, and then highlighted with a mix
of Scab Red and Dwarf Flesh. Add more
Dwarf Flesh to the mix and highlight the spots
on the back and the edges of the mouth. Paint a
final highlight of Dwatf Flesh on the very
edges of the mouth and the centre of the spots
on the back. Apply a mix of watered-down
Brown and Red ks over the red ateas

Shelob is a fun model to paint, due to the
effective colour scheme and the impressive
pose. The trick to painting creatures hike this 15
to keep the colours muted and realistic, staying
true to the film

St Starting with the second row, then the
Sl finally the fourth. Tf necessary, fill
8 with Green Stuff.

et faster il
p about 6
{d help. B
y plastic




The offspring of Ungoliant,
Shelob preys on any who
are foolish enough to-enter
her domain. Be they good
or evil, they all serve the
same purpose: food.

mith Ungol, or Spider Pass, is a

treacherous and sinister pathway

through the mountain range that guards
the western border of Mordor It is the one
passageway into the Dark Land without
braving the Black Gate itself. Despite this.
it is only scantily guarded, the Orcs who act
as sentinels are only a token gesture of
defence. for Sauron 1s unafraid of the usk that
Spider Pasg presents to his domains. He knows
the secret that hwks within the twisting
pathways and caves of that place, and he is all
too willing to 115k a few Orcs for the secutity
that ‘she’ gives him

She is Shelob, the temrifying child of

Ungoliant, Throughout her long and evil
Iifetime she has preved on all manner of living
creatures. This day, however, it 15 the
unfortunate Orc patrol led by Ufthak. Of all the
loathsome duties the Orcs who watch over
Cinth TIngol are cursed with, the most
undestrable is the all too frequent patrol across
the bleak landscape sutrounding Mimas Morgul

SHE HUNTS

A The Lord of The Rings scenario

The Orcs fear to tread too far from the walls of
the tower, for teriible evil stalks those
untortunates who stray near the lair of Shelob,

Ufthak has his orders. He 1s to lead his
patrol along the mountain pass, keeping alert for
mtruders, Shelob 1s starving hungry. Spymg
Ufthak, and seeing his significant bulk, she
recognises a hearty feast should she be able to
slay him.

“Good”

Ufthak (Orc Captain)

2 Orcs armed with bows

2 Orcs armed with spears

2 Orcs atmed with shields

2 Ores armed with two-handed weapons

Evil
Shelob
Layout

Set up a 48"/112cm x 48"/112cm board. Scatter
as much ferrain as you have which will suit the

48"/112cm

/

48"/112cm

—

imagery of the pass. The more rocks and bouldey
that you can place on the board, the better the
game will be, and the more evocative the boarg
will look. Take care, however, to leave a definife
pathway to represent the pass,

Points Match: Hunt

If you want to play a Hunt scenario using altenyis
forces, then the Evil side should take one Hero,
The Good side should then choose a Hero costijy
no more than 50 pomts, and enough Warriors to
make the points equal. Being exact 1sn’t 1mpoi:
as a few points either way won't really matter g
could, for example, have a Ringwraith hunting g
Captain of Gondor through the ruins of Osgiliafly
if you wish to try an alternate ‘Hunt’

Objectives

Shelob must kill Ufthak and drag him off the
board to win this scenario. Should Shelob flee of
leave the board without Ufthak for any reason,
Evil is considered to have lost the scenarto. For
Good to win the scenario, Ufthak must escape
from the opposite board edge, alive and able to
make his report to his masters

Starting Positions

Shelob should be deployed within 12"/28cm of !
one table edge. This 1s the edge from which |
Ufthak is trying to escape. On the first tum,
Ufthak and his Orc Warriors should raove onti Il
table from the opposite edge.

Special Rules

Dragging Ufthak, When Ufthak loses hus last
Wound, do not remove him from play. Instead I
him on his side to represent him succumbmg {0
the effects of Shelob’s poison. To drag i,
Shelob must move into contact with him. She 1
then complete her move normally, ard moves &
normal from that point onwards, taking Ufthak
with her as she goes. If Shelob 1s engaged 2
fight, she will immediately drop Ufthak to figh!
her opponent. When carrying Utthag, Shelob i
allowed to use her move to leave the playmng 8%
— thus winning the game.

The Patrol. Whenever an Orc Watrior 15 kifled
there 1s a chance that another will enter play,
tepresenting the laggards who have fallen betil
the main patrol catching up. Each Good Move
phase oll a D6 for each dead Orc Warrior Onas
ot more the model may enter play from the s¥%
table edge as Ufthak. They may not charge 0/ -
turn they enter, but they may shoot as normal
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Adam Troke scribes a -
scenario where Casabar the
Grim and his squadron-of
Corsair raiders launch a
surprise attack on'a’
Gondorian garrison.

Description

Forty years before Atagom captured the fleet
of the Corsairs and satled to the rescue of
Minas Tirtth he led a mighty army of Gondor
aganst them, crippling their power and
leaving then fleet m ruins, This attack was in
reaction to the frequent and violent raxds the
Corsairs perpetrated along the coastline of
Gondor. The dreaded Corsair ships would
strike suddenty, catching the beleagueted
defenders of Gondor unawares, retreating with
thenr spoils before help could be summoned.
The might of Gondor was sorely tested at this
point in its history, and as the Corsairs harried
the coastline. their raids becoming more
daring and regular,

This battle details one such raid. The
Corsan squadron of Casabar the Grim has
spied a garrison town. Determined to make a
name for himself and strike out against hated
Gondor, he and his rarders wait until dusk
and strike as the sun sets. A handful of
Warriors of Gondor patrol the perimeter of
the town, unaware of how close at hand death
1s this night.

B
A The Lord of The Rings scenario
Participants Points Match
On the Good side there ate: Whilst this scenario relives a raid conducquy
* 8 Sentries by the Corsaits of Umbar you can also use

(use Warriors of Minas Tirith with bows)
* 4 Captains of Gondor on foot
» 8 Warriors of Minas Tirith with bows
+ 8 Warriors of Minas Tirith with hand
weapons and shields
» 8 Warriors of Minas Tirith with
speats and shields

On the Evil side there are:

¢ 1 Corsair Captain on foot
(use Easterling Captaim)

» 2 Corsair Lieutenants on foot
(use Wild Men Chreftains}

* 9 Corsair Guard (use Easterlings)

s 8 Corsair Warriors with sword and shield

* 16 Corsair Warriors with two-handed weapons
{use Wild Men of Dunland)

Five models in the Evil force may exchange
their weapons for o1l and tinder — see Fiting
the Buildings. They count as armed with
daggers m combat.

to fight anpother ‘Raid’ scenario that useg
alternative forces and/or occurs in a differey
location and time. If you want to play this
game with other forces, choose two forces i
equal points value. Each side much include
at least one Hero and may not equip mote
than 33% of its starting models with bows g
crossbows. Neither side may have bauners |
this scenario.

Layout

This scenarie is played on a boatd
72"/180cm by 48"/112cm. The coastal towy
has a low wall surrounding 1t, and 1s sied
near a bay. There should be four guardhouss
and an alarm bell to the North. Outside the
town shrubs and trees can be placed at
intervals

———— Alarm bell

Houses/barracks

Shrubstaoods

72"/180cm

AEEmwm A B=
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Outside the P8arting Positions Spotting the Enemy Summoning Reinforcements
taced at B Giood player deploys his eight Sentiies The Sentries are not expecting an encounter, To the north of the town 1s the alarm bell. Any
yiwhere withm the town. and are simply carrying out their night-time alerted Sentry who ends their move in contact
" Ihe Evil player places all of his raiders duties. Therefore some special rules apply to with the bell may 1ing 1t, summonmng
i 6" of the waters edge, representing them the way they act in this scenatio remforcements. From this point onwards in the
Sembarking from their rowing boats. Unless alerted a Sentry may only charge Good player’s Movement phase a dice should
at or shoot an enemy model that 1s within be rolled for each guardhouse. On a 3+ the
P— }E‘TW’S 4"/10cm at the beginmnyg of its own Move or warrjors within have managed to sctamble 1nto
I Corsairs seek to make a daring raid on the Shoot phase thewr armour and take up their weapons. The
MI80n fown, inflicting as much damage as watriors inside the building may move out of
ilil before falling back to their boats. The The Seatries on the board become alerted to 1ts doors as normal 1n the Move phase
W player must set fire to all the houses before the enemy if: Within each guardhouse are 2 Warrtors of
| Bod player can eliminate half of their e A Sentry 1s hut, but not killed by enemy Minas Tuith with hand weapons and shields, 2
W1 The game ends when the Corsairs aie shooting Warriors of Minas Tirith with spears and
'= < to half strength or all the guardhouses * A Sentry is chatged by an enemy, but shields and 2 with bows. Additionally. each
We been set alight. If the Evil player can only not killed. guardhouse contains a Captain of Gondor.
SHIiE Lo two or three of the buildings, the * A Sentry 1s killed m the Fight phase, and e
MWL be a diaw. If they only set fire to one the Good player rolls a scote of 6 on _Firing the Buiidmgs i3
SNE at all, the Good side wins. a D6, The five models carrying the o1l and tinder i
- * A Sentry 1s alive at the end of the tum niust set the guardhouses alight for the Evil |
ods R T1€S : and there is an enemy model within side to win the scenario. To do this, they must ; [
&+ e around the town are eight Sentries. 4"/10cm. be touching the building at the beginning of % i ]
E_ j Itle 1s to patrol the town, watching for ¢ Any building is set alight the Fight phase, and not engaged in combat ’
; S, and ensuring all 1s sate and well Providing the above conditions are met,
SUE of the way they inevitably wander If any of the above conditions are met, the they can successfully set the building on fire |
E ._ their patrol areas. in the Priority phase, Sentries count as being alerted from the on the roll of a 5 o1 6 “ '
=i ey are aware of the intruders, roll for beginning of the next turn onwards. From this The Warriors with the o1l and tinder may il
2 z ; Smﬁ'y 1n turn on. the following table to pomt onwards they may move, shoot and fight attemnpt this once per turn, however there 18 no
: h“"" they move: normally. limit on the number of turns in which they can
| . : attempt this.
|! e Result Once a building 15 fired, any guards
/ I Unawares. The Sentry has seen nothing unusual and, in fact, is more concerned with within are considered incapacitated ot killed,
i keeping awake. The model may not move this tun and play no further part in the battle
&3 Suspicion. The player with Priotity may immediately move the seniry the distance Once a building 1s ablaze. the alaim 15
. rolled in inches (or twice that rolled in centimetres) in 4 direction of their choice. The considered to be raised, and the Good player
| v Sentry may not move further this turn. may begin rolling for reinforcements as above.
e - Patral. The Good player may move the Sentry during hts Move phase as normal.
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’ Mat Ward introduces brand
new rules with which
players can now field the
Elves of Mirkwood in their
battles against Sauron’s
forces of Evil.

campaign 18 going great guns ai the
moment, with about fiftcen players and

TV he Studio The Lotd of The Rings

tepresentatives from all the major races of
Muddle-earth. Of coutse, some themed armies
are more complete than others, Gondor has a
wide range of cavalry and infantry, as do the
’ forces of Mordor and Isengard. Others have
only a few basic troop types to rely on

Throughout the Third Age, Thranduil has ruled
the Elves of Mirkwood Thramduil has spent
much of ks life beneath the trees of Mirkwood,
bui unitke many Elves has often maintained an
interest in thut which occurs bevond his borders.
If Thrandwil has a single flaw, it is one of greed —
a weakness that has caused the fall of more than
a few Elves of noble blood. Though Thranduil
has not vet been consumed by this unseemly trait,
his acfions in its service huve more than once
strained his relafionships with other realms,
particularly that of the Dwarves of Erebor

We have included
this option to have
onc  or  more
Mirkwood Cuptains
as part of your force
— note that you can
include more than
one if you wish
These represent the
leaders amongst the
Elves of Mirkwood
who go unnamed in the story of The Lord of The
Rings If you choose Elven Captains, invent
suttable names for each.

Y s

MIRKWOQOD ELVES

———

New troops for The Lord of The Rings

(Dylan Owen, who you may temember as
the evil genius behind the Bloondlands |
campaign) has chosen to field Mirkwood
Elves as his force. Now being somewhat,
well, obsessive, about the Elves of
Mirkwood myself, this seemed like far too
good an opportunity to pass up. So without

e ——

him to field. I thought it'd be a fine 1dea tg
give you all a taster of what he’s been abje |,
field

These rules are provided for you to add
an extra dimension to your game if you wigj
— as normal, please remember that you mugy
have your opponent’s consent to use these 144
game

As it happens, one of the players

much ado I developed some new warriors for

GOOD HEROES

Thranduil, King of Mirkwood (Wood EIf) Points value: 125
F S D A A C  Might:
Thranduil 6/- 4 4 3 3 7 Wil |
Fate:
Wargear

Thranduil carries an Qak Staff, the symbol of his authority, which may be used as a
Mirkwood spear (note that the rules for Mitkwood Elves and spears also apply to Thianduil)
He also carries an Elven blade and weats an Elven cloak.

Special Rules
Bad Blood. As the result of past arguments and quarrels with the Dwarves, no Dwarf will willih
accept Thranduil's leadership in battle. Dwarves may never use Thranduil’s ‘Stand fast!” rolls

Magical Powers

Aura of Dismay. Range: Self. Dice score to use: 4+. This spell may only be cast at the end of
Thrandml's mova. If successfully cast, any friendly models that end their move within &"/14cm &
Thranduil (including Thranduil himself) count as causing Terror unil the end of that move phist

Nature’s Wrath. Range: 6*/14cm radius. Dice score to use: 4+ This spell affects all enemies
within 6"/14cm of Thranduil — but only one affected foe can attempt to resist it ¥ resisted, all
fous are unaffected, but if the foe fails to resist then all ate affected. All enemies within 6"/14ci)
of Thranduil are knocked to the ground.

Mirkwood Captain (Wood EIf) Points value: 3

F S D A w C Might:
Mirkwood Captain  6/3+ 4 4 2 2 5 Wil :
Fate: '

/argear
A Mirkwood Captain carties a dagger. Mirkwood Captains can be given any of the followillg
items at additional cost:

Elven Cloak 10pts Mirkwood Spear Spts
Elven Blade Spt Shield Spts
Elf Bow Spts
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As their foresi realm
has been corrupted
about

X mhabitants of
Mirkwood have
ST - become engaged m an
unrelenting battle
b against the darkness.
fine idea gy Almost all of the Elves
's been ahje W of Mirkwood have been
called to fight at some
[ you to ady ur another, using thew deadly skills with
s if you wi \ spear and blade in the defence of their
1at you mye s, The Elvenkind of Mirkwood do not wear

S preferning mstead to rely on stealth and

( use these |
k wvrability to win the day for them.

Sentinels are the
guardians of the
hidden ways of

them, the .

GOOD WARRIORS

Warrior of Mirkwood (Wood EIf) Points value: 7
- F S D A w C
* Warrior of Muzkwood  6/3+ 3 3 1 1 5

Wargear

Every Watrior of Mirkwood carries a dagger. Any Warrior of Mitkwood can be given any of
the following items at additional cost:

Elven Cloak
Elven Blade

3pts
Ipt

Elf Bow
M‘irkwood Spear

Zpts
Ipt

Mirkwood Sentinel (Wood EIf) Points value: 20

F S D A W C

s value; 3¢ Mirkwoed,  the Mirkwood Sentinel 6/3+ 3 3 1 1 5
first  hine  of
Tight: defence  against War: gear
vill: the encroaching Sentinels carry an EIf bow, a dagger and wear Elven cloaks
ate: evil (Jf Dol 3 -
Guldur  Patient  Special Rules
as a and  watchful Expert Shot. Sentinels are archers almost without peer. Sentinels ate allowed to fire twice in
to Thrandulll Iittle escapes thetr the Shoot phase instead of just once.
Wi vight as they siand sentry over the Elven
Wllil Should intruders cross the path of the Stealth. After both sides have deployed their force, but before the game begins, the Good
Wtinels, they are greeted with a volley of player may move any Sentinels up to 6"/14cm, providing any Sentinels moved in this way are
£ will willig wisely gimed arrows, keld i abevance by a few at least partially concealed from the view of the enemy.
1st!” roll: S While other Sentinels summon assistance
the end i
hun 6"/ 14eE The Taurdirim are the Taurdirim (Wood EIf) Points value; 9
1t move Pl King’s Guard, charged F S D A W C
with protecting him Taurditim 6/3+ 3 3 1 1 5
dl enemies against all  threats
esisted, 4l Even amongst the roval War: gear
thin 6"/1460 guards of other realms, Each member of the Taurdirim carties an Elven blade. They can be given the following items
few can match the skl at additional cost:
\ and resolve of the
Y Tourdirim - such s Elven Cloak 3pts Mirkwood Spear Ipt
their dedication ihat Shield Ipt
they will fight to the tast
even n the face of Special Rules
its values L overwhelming odds. Bodyguard. At the beginning of the game choose one Mitkwood Hero among those in your
force for the Taurdimm to protect. As long as this Hero 1s on the table, all Taurdirim models
light: automatically pass all Courage tests they have to take. If the Hero 1s kalled or leaves the table,
fill: the Tanrdirim 1evert to the normal rules for Courage.
ate:
the followll St wood Spear. A Mirkwood EIf may Elven Cloak. If the wearer s partially concealed
8t a friendly model as normal. In addition,  from view he cannot be seen at all at distances of
Sivood Elves can use their spears two- more than 6"/14cm — the wearer appears to melt
5pts - and are able to parry as 1f they were i to the backgronnd. This means that enemy
5pts “T¥ing a shield. A Warrior of Mirkwood that  archess may not shoot at ranges of greater than

'@ spear may use the shieldmg ule.
|

6"/14cm unless they have a completely clear view
of the target. If the model is nding a mount, the
cloak has no effect.

o= (5
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It's all well and good
revealing new troop types,
but here Mat Ward - -
discusses in detail how to
utilise these Wood Elves to
maximum effect.

NONE SHALL PASS!

‘While High Elves are amongst the most dutable
troops of Middle-earth (something to do with the
high Fight. Defence, Shoot values and the ability
to take Elven bows, I suspect). their Mirkwood
cousins are a different matter entirely. Ina
Mirkwood force you'll normally see very little in
the way of shields and nothing at all in the way
of armour, simply becanse these are
encumbrances that they cannot afford That said,
they do have some other tricks by way of
compensation. .

TRICKS AND TOOLS
The first. and often telling, advantage, is how
Mirkwood Elves use their spears. Unencumbered
by either shield or armour, these Wood Elves can
use their spears as quarterstaffs if they so choose,
allowing them to use the ‘shielding’ rule. By and
latge, the shielding rule 1s an underated trick
that can be pulled when outnumbered. It's
doubly usetul 1f you have a higher Fight value —
as indeed Elves often do — as it enables you to
hold ground and keep your watriors alive just a
Little longer. Of course, if the fight 1s swinging
your way you can go back to using the spears in
a more conventional manner

Of course, Mirkwood Elves do have more
than one string to their bow. Their second major
advantage 1f their ahility to take Elven cloaks as

o2

MIRKWOQOD ELVES
TACTICS

Tactics for playing The Lord of the Rings

—

wargear for their warriors. In a skirmish game
such as The Lord of The Rings, the abihity to
maxinuse the advantage you tecerve from terrain
18 a crucial one, and Elven cloaks go a long way
to help you 1n this regard. Due to the fact that
suitably concealed models cannot be shot at or
charged from more than 6"/14cm away. an Elven
cloak really does force the enemy to come to
you — an ideal situation when you ate
outnumbered and relying on bowfire to whittle
the foe down before he reaches you. With careful
use, Elven cloaks can pretty much neutralise
enemy raisstle fire, spells and cavalry chatges —
which is Just as well, because the low defence
makes you more vulnerable than normal to ail of
these things. Bear m mind though, that the Elven
cloak 1s only as good as the terrain makes it —
always remember to deploy to make the most
use of the terrain that 1s available.

THE DEFENDERS
OF MIRKWOOD
As the tools they employ are different to those
used by the High Elf kindreds, so too do the
types of warrior that the Elves of Mirtkwood
vary. The cote of a Mirkwood force should
always be a large contingent of warriors. Their
armament can vary enormously depending on
what you're hoping to do, but it’s always a good
1dea to squeeze as many bows as you can into

—

your force, although, as many scenanos have ;
limit on the amount of missile weapons you ¢y
field, you'l need to think about other altetnatiy
too. Elves armed with spears are always a goo|
mvestment, doubly so as they can ‘shield’,
although you may find that you need some of iy
kalling power that an Elven blade can give yoy,
The final dectsion that you'll need to make
cemcemns Elven cloaks — normally ‘how many)'
While incredibly useful, at 3 points a pop the
cost can swiftly mount up, reducing the size of
your force and thus the number of bows you ¢y
take. On the other hand, the ability to sneak
around with relative tmpunity 1s one that 15 noi i
be smifed at.

While we're on the subject of stealth, givey
consideration to the worthy Mirtkwood Sentinels
True, they are incredibly expensive at 20 ponts &
model, dnd true, they die just as easy as any
other EIf (ie, slightly more easily than a Goblip),
but the truth 1s that they are just fantastic. Thal
expensive 20 points does buy a fair amount of
kit, namely an Elven bow and an Elveu cloak.
Not only that, such 1s their stealthy skill thai e
can redeploy before the game has begun. Finallj
and most importantly, they have the Expert Six
special rule, which allows them to fire twice it
each Shoot phase. Good as this final abiity 151
becomes even better on further examination -
most scenarios limit your fmissile weapons bas
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1 the total number of madels. not on the totat
yuraber of points spent on mussile troops.
Hevause the Sentinels can fire twice they
“ectively count as two archers durmg the
Shoot phase, but only one when working out

wr force. Make no mistake, the Sentinels are ™
\he finest scout-style troops you can wish for —
\Jon't leave home without some.

Rounding off the selection of troops
Jailable to a Mitkwood force, the Taurdinm
e the closest you get to shock troops. By
\iis I mean that they can have shields.
Propetly used, a solid core of Taurdiim can
Jm a solid bulwark in your hines, their high
Jiaht value and Bodyguard rule are mote
‘ian enough to keep them in the battle — any
ghm options (shields, spears, Elven cloaks)
will depend almost entirely on what role you
itend them to fulfil

THE KING OF MIRKWOOD
Nuturally, you’ll want one or two heroes to
i vour Mirkwood force to glory. You can
witle for some captams if you wish — with
aceess to Elven cloaks they become a fanly
liarible proposition for the enemy. Equally,
Suu can field Legolas —~ after all, as a prince of
Mirkwood he has a fanrly good claim to be
there. However, if you're really wanting to go
Wtown, Thrandutl is the gentlernan you need
W lead your force. As an EIf Lond, Thranduil is
‘sniongst the most powerful fighters in the
gime. cheerfully capable of hacking up the
higgest and ugliest Heroes that an Evil player
G throw at him.
By dint of the Oak Staff he carnes,
iranduil 15 able to cast two spells. Veteran
diitiers will be familiar with both “Nature’s
with” and ‘Avra of Dismuy’, both of them
| Vet useful defensive spells. ‘Aura of Dismay’

allows Thranduil to make himself and nearby
friends to cause Tertor for a turn. This is a
perfect tool for disrupting an enemy attack: in
the final moments before it hits — if half of the
enemy flee mstead of charging, 1t becomes that
nuch easer to repel them On the other hand
‘Nature’s Wrath’ can knock the enemy over
like matchsticks, leaving them open for a
devastating counter charge. Of course, the best
way to use them 1s in precisely this order —
scatter them with ‘Aura of Dismay’ and then
pin them with Nature's Wrath’. With
Thranduwil on your baseline your defensive
position becomes that much more deadly.

BRINGING IT ALL TOGETHER

So you've got your force, you've got your
opponent, and you're ready to go. So just how
do you win with your Elves? The accepted
(and rightly much mahigned) tactic that EIf
players the world over have developed is the
‘walk-away-from-the-enemy-while-firing”
technique, which does exactly what you might
think The Elves move backwards at half rate,
sniping as they go and, by the time the enemy
reaches their lines, there should be very few
left Straightforward as it 1, there are three
main problems with this tactic:
= Ifit goes wrong, then it really goes
horribly, finally, wrong. Your Elves get
swarmed, butchered, and you lose

¢ You're giving up ground. In some
scenarios this can be more fatal than
losing half your army.

» It's not a fun way to play. Also you
opponent is likely to reach across the table
and throttle you. just to get some form of
enjoyment from the game.

With this in mind. what’s the best thing to
do? Stmply put, a Mirkwood army ~ though
slowed by a lack of cavalry — is an incredibly
mobile and tlexible force. Most enemies will
rely on large numbers to crush your troops —
by spreading them out across the board it
makes 1t far harder for your enemy to focus
bis minions in this way. Try creating a single
soltd group of Taurdirim. backed up by a
Hero or two to use as your main force ~ they
are suitably resilient to hold an enemy
charge. The key part though 15 to split your
remaimng forces into small groups ~ no more
than two or three to a gtoup — and use them
to harass the enemy all the way across the
battlefield. If the enemy breaks some of his
forces off to deal with these small pockets of
resistance, so much the better — without
extensive back up. there 1s no way that small
groups of Orcs or Goblins can hegin to match
the skill of carefully led Elves

As a final note, I thought I'd share a
couple of force hists that I've been playing

decisively. around with for my Mirkwood Elves. -
Thranduil’s Guard
Thranduil 1 125 125
Subtotal 125
Troops No. Points Each Points
Mitkwood Warriors with spear and Elven cloak 12 11 132
Taurdirim with Elven cloak 8 12 96
Mirkwood Sentinels 5 20 100
Mirkwood Wattiors with Flt bow and Elven cloak 4 12 48
Subtotal 76
TOTAL 501

This force exemphfies the tactic of taking a small, elite party to battle. It 1s very fragile, but
has a lot of firepower in only a few models (14 shots each turn). Providing that I'm careful
with where 1 put my shots, this army can deal with most things — though a true 50 model

Goblin swarm can be touch and go

Mirkwood Border Patrol

Tolfar (Mirkwood Captain with shield and Elven blade) 1 60 60
Sindri (Mirkwood Captain with shield and Elven blade) 1 60 60
Subtotal 120
Troops No. Points Each Points
Mitkwood Warriors with spear 12 8 96
Taurdirim with spear and shield 72 11 77
Mirkwood Warriors with Elven blade 8 S 64
Mitkwood Warriors with Elf bow 14 10 140
Subtotal 377
TOTAL 497

By contrast, this force is an example of 1educing your opponent’s numerical advantage at a cost
of your skills. Though it contains little or no elite troops it has a similar amount of bowfire to the
other force and 1s a little more flexible. The only problem 1s that with no Elven cloaks to shield
them, cavalry and enemy bowfire may cost you deatly.

e
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0' Following on from the
introduction of the
inhabitants of Mirkwood,
Mat Ward has a look at the
forest of Mirkwood itself.

the forest of Mitkwood. Indeed, to a very
great extent, Mitkwood is the land of
Rhovanion, for its massive ptesence
dominates the plains and hills that surround
it. In the closing years of the Third Age,
’ Mirkwood, as its name would suggest, is a
gloomy and haunted place that only few
would dare enter. Spiders of immense stze
and appetite spia vast webs between the
* moss-coated trees, wargs prowl through the
leafy glades and. in the darkest depths, fouler
creatures yet wait to ensnare the unwary.

It was not always so, and in the eatly
years of the world, the forest was a very
different place. In those times, Greenwood
the Great was its name. Beneath its canopy.
one of the largest of all the Elf-realms thrived
and traded with the nearby realms of Men
and Dwarves. Though their king, Thranduil,
had pride enough to rival the great Noldorin
kings of old, for the most part they lived 1n
peace with thenr neighbours, for 1t was not
just Elves that lived beneath the trees. Small
P communities of Men dwelt upon the borders

l n the heart of the land of Rhovanion lies

of the wood. the noble houses of Rhovanion
from which the people of Rohan would be

-

WAR IN MIDDLE-EARTH;
MIRKWOQOD

Fighting battles in the land of Mirkwood

boin. Alas, in the middle years of the Third
Age, these happy days came forever to an
end when Sauron took up abode in the south
of the forest.

Seeking a haver from where he could
recover and rebuild his strength, Sauron
constructed the fortress of Dol Guldur in the
southern reaches of the forest. Though he took
great to care to prevent the Wise from learning
of his survival, evil things were ever drawn to
the Lord of the Rings. Slowly, but inexotably,
his taint began to fall upon the forest. Malign
spirits began to gather about the tower of Dol
Guldur and Orcs, hunted by the Rohirrim in
the plains to the south, began to venture under
the shade of the trees. Little by little, the forest
itself became corrupt and befouled. The spirits
of the trees, once peaceful, in the south
became spiteful and bitter, As the blight grew,
the Wise became ever more concerned, and
though they knew Dol Guldur to be the source
of this corruption, they were unaware that
Sauron still ived within its walls. Instead. the
1uler of Dol Guldur became known as the
Necromancet, and it was not until Gandalf the
Grey passed 1nto its dungeons that Sauron's
identity was revealed.

Upon discoveting that the Dark Lord g
lived, Gandalf argued for the assemblage o
the Wise, the White Council, to assail him
and drive him from his lair before his
strength could be fully recovered

In this he was opposed by Saruman the
White, then apparently still true to hs tagk
in Middle-earth. who argued for patience
and caution.

In time Gandalf prevailed. and the Whije
Council stormed Dol Guldur, driving the
Lord of the Rings before them, but the
fortress remained, and so did its taint on the
forest about it

For the remainder of the Third Age, the
site remained an evil place and chief
stronghold of the great enemy.

Though Sauron had fled, returning to the
land of Mordot, Dol Guidur’s armies slowly
grew once more, watched over by the Nazgil
whose power was second only to that of the
Witch-king, Khamiil the Easterling.

It was not until the final defeat of Sauru
that his touch fell from Mirkwood. A force of
Elves out of Lothlorien, led by Celeboin aid
Galadriel, routed the defenders and smote 1
corrupted tower’s ruin upon the black earth

The Elves of Mirkwood rally quickly to banish the Goblin intruders.
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JAYING SCENARIOS
MIRKWOOQOD

by darkness, Mukwood is an

ting site for a battle. If you wish, you
i plisy the Paints Match scenarios (from
Dwarf 288) beneath the canopies of
jood. If you do so, the following special
tan be used — roll one D6 on the
¥ ing table to determine which special
8 (if any) are to be used — note that
,p!la rolls of the same rules do not stack
i Could not end up with two sets of
for example). Alternatively, players

e which of these rules they are using
e game begins.

Result

Spiders!

The Enchanted River

The Shadow is Sttong
Tangled Undegrowth
Unfriendly Eyes

Roll twice more on this table

& U A e b —

UEEs! Kin to Shelob and Ungoliant, the

3 of Mirkwood are smaller but no less
than their forebears. Avoiding direct
ltation with their prey, they spin great

% ffom tree to tree, returming to devour any
iy ensnare. During the Priority phase,
yer rolls a dice for each of his models
& within 1"/2cm of a tree. On the 101l of
‘mode] has been caught in a web and
i€ no further action until they escape.
8 caught in webs count as having a

A e

The tamnt of Mirkwood attracts the forces of Evil to its dark and secluded areas.

Fight value of 1 and roll only a single dice in
combat — 1f they win, they may not strike.
They always count as trapped. At the end of
the Fight phase, webbed models may roll one
dice for each Attack on then profile. Friendly
models in base contact, who have not fought
in a combat that turn, may attempt to assist
them — roll an additional D6 for each attack
from ftiendly models. If one or more 6s 1s
rolled, then the victim has escaped from the
web and may move normally next turn
(provided, of course, that they do not get
caught up within the web again in the
following Priority phase!).

The Enchanted River. In the northern part of
Mirkwood, a small river flows through the
trees. Though it appears to be an ordinary
1ivet, its waters contamn a powerful
enchantment, capable of putting mortal
creatures to sleep if they drink so much as a
single drop. Place a river no more than 2"/4cm
wide on the board, running from the centre of
one short table edge to the other. This river
can be jumped across, as described in the main
tules, but any model entering the river for any
reason is instantly paralysed and their body
drifts to the nearest bank by the shortest route.
Paralysed models are knocked to the ground
and may do nothing until they recover. If
engaged in combat, the model automatically
loses and counts as trapped. At the end of the
Fight phase. the controlling player may roll a
D6 for each paralysed model. On the roll of a
6, the model recovers and may immediately

Yoy

stand up. Friendly models in base contact that
spend the Fight phase doing nothing else may
attempt to rouse the model, in which case, the )
controlling plaver rolls an extra D6 for each
model attempting to assist.

The Shadow is Strong. Sauron’s presence 1s
all too noticeable i this part of the wood,
giving heart to Evil creatures and uncertainty
to the Free Peoples. All Evil models may re-
roll any failed Courage tests they are called
upon to take in this game as they feel theit
master’s will spurring them on. Conversely,
Good models have every reason to question
their own resolve — all Good models must re-
roll successful Courage tests.

Tangled Undergrowth This area of
Mirkwood 1s a mess of tangled briars and
thorns, making progress incredibly difficult.
To represent this, the entire board counts as
dufficult terrain. Note that it also counts as
woodland terrain, so Wood Elves and Ents
may still move without penalty.

Unfriendly Eyes. The Elves of Mirkwood are
fiercely territorial and do not take kindly to the
presence of truders. Whenever the roll for
Priority 1s diawn. the Wood Elves have taken
exception to the combatants and fire a shot at
one of them. The player who loses Priority
may choose one of his opponent’s models.
That model takes an automatic Strength 3 hat.
exactly as if it has been shot at by an Elf bow.

2, ¢k
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SCOCKISC LISCING

FOR AUSCRALIA & DEW ZGJ-HJJBD

_AUsCE

YALLA

AUSCRALIAD CAPICAIL TERRICORY

Canberra
Tuggeranong
Fyshwick

Logical Choice Games

Toy Kingdom
Toyworld

(02) 6248 7722
(02) 6284 8844
(02) 6280 7150

DEW SOUCH WALES

Albury

Albury

Albury
Armidale
Ballina
Balmain
Batemans Bay
Bathurst

Bega
Blacktown
Bondi Junction
Bowral
Braidwood
Brookvale
Byron Bay
Camden
Campbelltown
Charlestown
Cofts Harbour
Cowra

Dee Why
Double Bay
Dubbo

Erina
Faulconbridge
Forster
Gosford
Goulburn
NEW! Grenfell
Griffith
Gunnedah
Inverell
Leeton
Lismore
Lismore
Lithgow
Macksville
Maitland
Merimbula
Moruya

Moss Vale
Mudgee
Nowra

Albury Hobby Centre
Alpha Omega Comics
Mind Games

New England Hobbies
Toyworld

Red Toybox

Toyworld

Toyworld

Toy Kingdom

Unlimited Hobbies
Games Junction
Toyworld

Braidwood Newsagency
Games Paradise

Toy Kingdom

Toyworld

Mythic Miniatures & Games
The Games Shop
Toyworld

Toyworld

The Last Redoubt

Toy Villa Toy Kingdom
Angus & Robertson
Casey’s Toyworld

Signal Box

Oz From Oz Toys
Wizards of the Central Coast
Toyworld

Movie Scene

Focus on Activity

J & B -Bearings Centre
Sapphire City Hobbies
Leeton Toy & Hobby
Lismore Online Games Centre
North Coast Hobbies
Simdra Pet & Hobby Mart
Toyworld

Toyworld

Toy Kingdom

Moruya Toys

Trophies & Gifts
Mudgee Bookcase
Uncle Pete’s Toys

02) 6021 1564
(02) 6041 5592
(02) 6041 2448
(02) 6772 0194
(02) 6686 2114
(02) 9810 6133
(02) 4472 5673
(02) 6334 3144
(02) 6492 3028
(02) 8814 8700
(02) 9389 2599
(02) 4861 2866
(02) 4842 2410
(02) 9939 4100
(02) 6680 8811
(02) 4655 8383
(02) 4628 8224
(02) 4947 8848
(02) 6652 7898
(02) 6342 1407
(02) 9981 3240
(02) 9327 7558
(02) 6884 6262
(02) 4365 1131
(02) 4751 2088
(02) 6554 864+
(02) 4324 0004
(02) 4821 2333
(02) (343 2425
(02) 6962 9174
(02) 6742 0977
(02) 6721 5222
(02) 6953 8275
(02) 6621 5432
(02) 6621 3193
(02) 6352 4422
(02) 6568 1594
(02) 4933 5034
(02) 6495 2228
(02) 4474 4328
(02) 4868 1488
(02) 6372 3127
(02) 4422 8024

Newtown
Orange

Parkes

Penrith

Port Macquarie
Raymond Terrace
Richmond

NEW? Salamander Bay

Singleton
St. Andrews
St. Marys
Sydney
Sydney
Sydney
Sydney
Tamworth
Taree

Top Ryde
Toronto
Tweed Heads
Wagga
Warriewood
Wyoming
Wyong

Modern Times Bookshop
Parkers Toy Kingdom
Bailey’s Bicycle Centre

Tin Soldier

Port World of Models
Toyworld

Toy Barn

Salamander.fovs & Hobbies
Singleton Hobbies

Pythons Hobbies & Collectibles
Hobbypro

Games Paradise

Hobbyco

Tin Soldier

Movie Models & Military Miniatures
Toyworld

Mal’s Toy Shop

Mega Games Trader

House of Beautiful Things
Toyworld

Logical Choice Games
Treasure Island Toys
Gosford Hobbies

Tribsa

(02) 9519 619
(02) 6362 1481
(02) 6862 6634
(02) 4731 4614
(02) 6584 121
(02) 4987 6156
(02) 4578 1264
02y 2582 (M8
(02) 6571 194
(02) 9603 2992
(02) 9623 1143
(02) 9267 2068
(02) 9221 (666
(02) 9279 2668
(02) 9267 7504
(02) 6766 7791
(02) 6551 3615
(02) 9808 1911
(02) 4950 4853
(07) 5524 5000
(02) 6921 5508
(02) 9970 7199
(02) 4329 2008
(02) 4353 0660

S

DORCEERI) CERRICORYI

Alice Springs Toyworld (08) 8952 394
Casuarina Comics NT (08) 8945 5653
Casuarina Enchanted Worlds (08) 8945 534
Katherine Katherine Books (08) 8972 253
QUEEDSLADD

Aitkenvale Games Exchange (07) 4725 ]
Annerley Comic Warrior (07) 3848 730k
Ashgrove Brisbane On Line Games Centre (07) 3366 215
Aspley Wicked Games (07) 3863 3083
Brisbane Mr Toys Queen St Superstore (07) 32214
Broadbeach Gameatron (07) 5538 11 78
Browns Plains Press Start (07) 38067 7601
Bundaberg Hallens Hobbies (07) 4151 7o
Bundaberg Hobby World (07) 4152 7o
Capalaba Toyworld (07) 3245 il
Carins Toyworld (07) 4038 = g{;
Coorparoo Lets Do Toys 7 38477
Emerald Toyworld (07) 4982 7 -
Gatton Toyworld (07) 5462 Hﬁ
Gladstone Toyworld (07) 4972 % o
Gympie Toyworld (07) 5482 ::U
Hervey Bay Adrenalin Bikes & Hobbies (07) 4124 pit
Indooroopilly Mr Toys (07) 3720 1
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1 Noos:
§ fickhampton  Toyworld

Mellicks Centre
Battlemasters

Toyworld

Mr Toys Toyworld Superstore
Angus and Robertson
B’Mused Puzzles & Games
Mr Toys Lawnton Superstore
Mr Toys Logan vaerdome .
Games Room :
Toywild & Cycles

Hobby One

(07) 1061 2477
(07) 3812 0147
(07) 3279 0279
(07) 5444 2377
(07) 5444 2935
(07) 4162 3323
(07) 3881 1250
(07) 3801 5926
(07) 4957 8055
(07) 5499 9755
(07) 3343 8655

Dunstan & French Book Coum:ty (07) 4749 0400

The Games Shop
Modelmania
Toyworld
Toyworld

(07) 4749 0999
(07) 5428 1331
(07) 5441 3011
{07) 5474 1511
07) 4921 3121

Toyworld {07) 4328 4291
Toyworld (07) 5578 7588
pton Capricorn Model House (07) 4922 1507
Toyworld (07) 5591 6255
Wargames Warehouse (07) 3352 4334
Mind Games (07) 3397 0300
Battle Station (07) 4639 1999
Toyworld (07) 4661 1144
§iCh_AUSCRALIA
K Military Hobbies (08) 8346 1312
s Gawler Hobby Supplies (08) 8523 3812
' Toy Kingdom (08) 8522 2499
Tmagine If (08) 8272 $282
Model Mania (08) 8382 4957
Toy Kingdom (08) 8724 8280
Toy Stampede (08) 8725 4264
Toyworld (08) 8532 1111
Zappers Entertainment Centre  (08) 8762 1400
Toyworld (08) 8612 3277
Video Magic (08) 8586 6181
Harbour Toyworld (08) 8552 1282
1l Toyworld (08) 8645 9838
oy &
DANIA
Toyworld (03) 6431 7244
PO Toyworld (03) 6424 8622
e Area 52 (03) 6234 2465
: Toyworld (03) 6231 1911
WORIA
£ HyperGlobalOmniMegaGames  (03) 5152 2404
Model World (03) 5331 1642
it Mind Games (03) 5241 7126
L Dragons Den (03) 5441 8212
0 Games World (03) 5442 9909
& Toy Kingdom (03) 5441 4667
flldine Toy Kingdom (03) 5470 5368
on Mind Bogglers 03) 9723 2293
ng Games World (03) 9793 9955
i Games World (03) 9848 9180
Hitsion Games World Northland (03) 9471 2211
“ Toy Kingdom (03) 5482 2172
Echuc: Toyworld (03) 5480 2913
I Toy Kingdom (03) 5968 6577
Hin Gate Games World (03) 9796 0322
Een Games World (03) 9783 8500
ng Mind Games (03) 5222 2133
MEWest . Tates Toy Kingdom (03) 5222 4201
; l‘Ough Games World (03) 9434 7733
Mind Games (03) 9818 8593
= Wimmera Hobbies (03) 5382 2319
Toyworld (03) 5852 2862
. Mind Games (03) 9583 1049
e Mind Games (03) 9663 4603
i Toyworld (03) 5023 4494
Toy Kingdom (03) 9756 7764

Moorabbin
Mornington
Mornington
Sale
Seymour
Shepparton
Southland
Sunbury
Swan Hill
Traralgon
‘Warrnambool
Werribee

Military Simulations
Games By The Bay
Toyworld

Phoenix Centre
Toyworld

Toyworld

Games World
Toyworld
Toyworld

Toy Kingdom

De Grandi’s Sportsgoods

Futuristic Games

(03) 9555 8886
(03) 5973 6266
(03) 5975 4413
(03) 5144 7333
(03) 5792 3122

(03) 5831 2835"

(03) 9317 0977

© (03) 9740 3233

(03) 5032 1508
(03) 5174 1817
(03) 5562 2325
(03) 9742 4493

WESCERD HUS(R AlLA

Albany Hobbytronics (08) 9842 3123
Armadale Toyworld (08) 9399 7080
Belmont Games World (08) 9479 4707
Booragoon Games World (08) 9316 0330
Broome ‘Yuen Wing Store (08) 9192 1267
Bunbury Games World (08) 9721 8487
Bunbury Youngs Bookshop (08) 9721 5004
Cannington Games World (08) 9358 2355
Claremont Claremont Toyworld . (08) 9385 1220
Hillarys Toyworld (08) 9402 5044
Kalamunda Toyworld (08) 9293 1169
Kalgoorlie Games World (08) 9091 7475
Karinyup Games World (08) 9244 1159
Mandurah Games World (08) 9535 3528
Manjimup Toyworld (08) 9777 2550
Midland Toyworld (08) 9274 5471
Northam Toyworld {08) 9622 1630
Perth City Models (08) 9321 4339
Perth Perth Hobby Centre (08) 9322 3376
Perth Tactics (08) 9325 7081
Rockingham Games World (08) 9592 5442
Rockingham Toyworld (08) 9592 5111
Sawyers Valley Mundaring Hobby Centre (08) 9295 6466
Waikiki Great Western Trains (08) 9528 2219
Whitfords Games World (08) 9403 6622

For stockist enquires, please contact Games

Workshop on (02) 9829 6000.
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Auckland Books & Moré

Auckland Modelair (Newmarket)
Auckland Toyworld Glenfield
Auckland Historic Games (Newmarket)
Auckland Wizzkids

Auckland Toyworld Newmarket
Auckland Games ‘R’ Us

Botany Downs Toy Planet

Browns Bay Toyworld

Dannevirke Cawseys Toyworld
Greytown Regal Enterprises
Hamilton Frankton Models
Hamilton Mark One

Hamilton Toyworld

Hastings Iconix

Hastings Onward Cycles
Henderson Toy City

Hibiscus Coast High Performance Models
Howick Steve’s Model Shop
Kerikeri Scallywags

Lower Hutt Model Crafts & Hobbies
Lower Hutt Toyworld Nursery & Cycles
Manukau City Toyworld

New Plymouth Toyworld

Palmerston North  Heroes for Sale

(09) 271 1382
(09) 520 1236
(09) 444 7530
(09) 523 5469
(09) 827 4654
{09) 529 5200
(09) 489 2750
(09) 272 1990
(09) 478 9464
(06) 374 6235
(06) 304 8446
(07) 847 5292
(07) 839 3728
(07) 839 5552
0800 426 649
(06) 878 9993
(09) 836 5516
(09) 427 5878
(09) 533 4035
(09) 407 9376
(64) 570 1881
(04) 560 4717
(09) 263 4175
(06) 757 5912
{06) 356 6779

Palmersion North  L&P Toyworld (06) 356 g
Palmerston North ~ Mr Models (06) 355 5548
Papakura Steve’s Model Shop Ltd (09) 299 /qu
Porirua Toyworld (04) 237 ¢ou
Rangiora Toyworld (03) 313 7312
Rotorua Toyworld (07) 348 25
Taupo Toy Chest ©7) 377 3353
‘Tauranga Home Entertainment Centre (07) 578 62w
Upper Hutt J & N Gifis & Hobbies (04) 528 345
Wanganui ‘Toywotld Rivercity (06) 347 94
Whangarei Toyworld (09) 438 215
Wellington Toyworld (04) 473 (a0
SOUCH ISLADD _
Christchurch Comics Compulsion (03) 379 7850
Christchruch Palms Toyworld (03) 386 3444
Christchurch Toyworld Moorhouse (03) 374 515,
Christchurch ‘Toyworld Northlands (03) 352 5480
Christchurch Toyworld Riccarton 03) 343 (3 q
Dunedin Toyworld (03) 477 6614
Invercargill Area 51 (03) 218 4314
Invercargill Toyworld Invercargill (03) 214 iy
Nelson Hobby Central (Richmond) (03) 544 807
Nelson Toyworld (03) 548 0958
Queenstown Toyworld (03) 442 8448

SCOCKRISC SPOCLIGEC

_ADRED ALID BIKE € BOBBIES

Formerly known as Toy Kingdom,
Adrenalin Bikes and Hobbies have
been operating in Hervey Bay for
almost nine years. They have a great
range of Games Workshop prouct,
including boxed sets, blisters, paints
and hobby supplies. Weekly orders
mean that if they are out of stock of

something, it won't be long until the}
have it back in. The store runs regulat’
painting competitions and will soor! be
holding gaming events as well

So head on in and introduce yourself
to Steve and Sue for all your Games
Workshop needs.

Hours: \
Monday - Friday 8:30am - 5:00p%
Saturday 8:30am - 3:00p%

Address: 31 Main Street

Hervey Bay, QLD, 4655
Phone:  (07) 4124 5644
Fax: (07) 4124 6625
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THE NEWS

WARHAMME

n case you haven't heard yet, @ new era of war
IlS dawning. An.upgraded version of

Warhammer 40,000 is o its way: The game
itself will be available |ater this year, bufwe are
previewing the rules on the internet. APDF will be
available from our website that reveals many. of
thie changes the latest version of Warhammer
40.000 brings. if you have the old rulebook, this
PDF will allew you te try. out the updated version
of the:game straightaway.

There are several reasons we're doing this, the
main one being that we want to keep you chaps
out there happy. Whenever it is-announced that
we're-altering a favouirite game Tike Warhammer
40.000, rumours fly around as to what's being
changed. Not that we don't wantyou to get
excited, you understand. Excitement is good, But
worrying that your 20-strong unit of beautifully
converted and painted death-dealing Super-glites
will be rendered obsolete by the turming of one
freshly printed-page is not: So this time around
we'te simply aoing ta fell you what the changes to
the game are up front,

That leads us onto the second reason for this early

rélease of the rules changes - that actually the

game hasn't changed that much at ail. The update ¥

really Is just a refinement of the hasic rules. Like

all games systems, Warhammer 40,000 has gone

itirotigh a few incarnations. All of these were

pretty different to each other. But Warhammer

40,000 has been around for a while now. The

designers in Games Development arg pretty happy

with the way it plays. It has reached

a point wihere all that is needed are a few

tiveaks fiere and there, mostly refinements

and standardisations. These mainly come

from the Trial Assault and Vehicle rules we

have publishied over the last couple of years,

so they should be familiar to many players. {
L |

One thing that is of paramount importance is

that the codexes will remain fully compatible, You
can (ipdate your Warhammer 40,000 collection
without spending a year and a hall ehoosing your
arriy frant a stripped down version of your codex
printed on a scrufty photocopied sheet and
wondering if you get to keep all your unit types.

That is not to say that the game has not changed
at all. As Andy Chambers and Pete Haines reveal
in their interview, the alterations make the game
all the mare dynamic. The days of Rhina-Rushing
Space Marines and stafionary tanks pumping out
cannon fire are gone. A whole new world of
enfertainingly tough tactical choices awails you,
This is a game that rewards more than just

the clever use of a codex. The laurels of victary
go to the most ganny practitioner of tactics.

[Uis increasingly a game of subtlety. A game

of cunning.

Warhammer 40,000 has stepped up a pace e

84 THE NEWS: WARHAMMER 40,000 UPDATED
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yarhammer 40,000 designers Andy Chamheré
nd Pete Haines spill the beans

update, White Dwarf hooked

up with Games Designers
My Chambers (Warhammer
4000 Overfiend) and Pete
Hines (Warhammer 40,000
senior Games Developer) to find
ol exactly what the rules
Janges mean for gamers.

T o get the full story on the
I

iy game that has supplements
Wming out for it will reach a

it where the weight of

gplementary material makes it

uiler and harder to learn the

8ic game from the outset,”

iains Andy Chambers. “One

Hlie ironies about a supplement

ihat a lot of the material is

0t breaking the basic game

5. And after a while you can’t

#ihe rules you are breaking

¥Inore because there are so

Y exceptions to them. That's

¥ 0f the biggest drivers with
fngoing games system

% Warhammer 40,000 or

Witammer, going back to

% tore system and going,

Wi, in the course of doing

S5 supplements we've learnt

#0s that we need to do

(Ml the game.” It's a very

Wilitionary process.”

80y points to the rule for True
“I45 an example. This rule is
Slten up in three different places
litee different ways. The new
00k has a definitive version.

Mihough much of the book
S with similar codification and
~Hlication, there are three more
ntial changes. The first of
be toncerns the Assault phase.

.e:iult was an interesting one,
Use it kind of changed
~=lon a couple of times,” says

Pete referring to the trial Assault
rulés released here in White
Dwarf a couple of years back. “In
the second edition Warhammer
40,000, combat was very much a
model versus model system, and
we broke away from that and
moved towards unit versus unit
combat, but in filling in some little
loophaoles, it accidentally took a
swerve back towards being
individual model versus individual
model. We just wanted to break
that link once and for all.”

The same goes for the vehicle
rules, the second rules section to
see more detailed changes.

“In terms of game dynamic in the
current edition you have an army
that very much falls into one of
two camps, where you rush
across the table to get into
assautlt as fast as possible or you
stand there and shoot the people
who are rushing across the table
as fast as possible,” adds Andy.
“We wanted to get to a point
where all armies could manoeuvre
more. So we've loosened up on
allowing vehicles to move and
shoot, so they aren't just static
pillboxes. Being given a choice
between moving a bit or shooting,
you're just going to sit there and
shoot all your guns all the time.’

Other changes include subtly
altered damage charts, and
making assault from a
closed transport illegal
under most circumstances.

“The problem identified with
things like the Rhino Rush was
that it was too easy to effect,”
explains Pete. This often-used
tactic, where a bunch of rock hard
marines pile into combat virtually
immediately, is a particular
bugbear of his. “When a factic’s
very effective and very easy to do,
then that takes skill out of the
game. It's a leveller, to a degree,
but not a very good leveller,
because inevitably everyone just
apes a standard tactic that they've
seen before,” he says.

“Being on the receiving end of it is
not much fun either,” adds Andy.

Finally, Rapid Fire weapons have
had their rules changed making
games flow better and more
dynamic. Rapid Fire weapons can
shoot 24" if they do not move,
but may always fire twice at 12",
even if they moved in the
Movement phase. Pete says they
had very good cause to affect
this alteration.

“The flipside of the static armies
was that effectively they only had
one part of the turn sequence to
play in, and that’s the Shooting
phase. It’s an old rant of mine,
but I think games work better
when both players get an equal
amount of playing time. And if
you've got a three hour game,
you don’t want one person
getting three quarters of an hour
of it and the other two and a
quarter, because then one’s
more of an observer and less

of a participant.”

Andy sums it up for us. “We've
basically done a few tweaks in
response to observing where the
third edition’s gone and said
alright, how do we push this
towards a more in the middle
game where a shoot, fight,
manoeuvre army is fun to play
and effective in the game? These
are not major alterations. The
core rules remain the same.”

“We've tried to make it so close
range firefights can be as effective
as assaults,” says Pete. “So if you
can’t push someone off a position
with bayonets, you can mass a lot
of firepower close in and drive
them off with shooting. One thing
that’s worked out very well in
playtesting is that the game is
now divided into three distinct
phases. Long range suppression
fire, then close range firefights,
then, with the enemy disrupted,
following up to finish them off
with assault. Now you're going up
through the gears with each army,
and | think it'’s worked quite well.”

E UPDATED WARHAMMER 40,060 RULEBOOK IS RELEASED ON 1st SEPTEMBER
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TACTICA:
WITCH HUNTERS

There are a variety of ways to field a Witch Hunters army; on its own, with Sisters of Battle, or as
an allied force to fight alongside your existing army. We asked some veteran Sisters of Battle
players for their thoughts and ideas on how they plan to customise their armies with the new

Codex: Witch Hunters.

Graham McNeill: When Andy Hoare and
myself were given the task of putting
together Codex: Witch Hunters, we knew
we were going to be working on a project
that had a lot of very dedicated (and very
vocal) fans out there. Rather than being
daunted by this prospect, we decided
that we should harness it and put it to
good use. We knew of four people who
were big-time Sisters of Battle players

86 TACTICA WITCH HUNTERS

and who knew which end of a Sister to
point at the enemy. So, very early on in
the development of Codex: Witch
Hunters, we approached Clinton Wolf,
Agis Neugebauer, Eric Goldstein and
James Teal with the suggestion that they
might want to give us the benefit of their
many years of loyal service to the Adepta
Sororitas. As you might imagine, they
leapt at the chance and were of

The Adeptus Sororitas march to war.

immense help as we began to put
together the very first drafts of the army
list. As the list developed, they continueg
to lend their expertise to the
development process and, now that the
journey is complete, we thought it only
fair to allow them to wax lyrical on how
they plan to use the all-new Witch
Hunters list. So, without further ado, over
to the guys...




f the army
'y continugg

>w that the
ght it only
al on how
Nitch

er ado, over

INTON WOLF
2 veteran Sisters player, | well know
il the ladies are fully capable of getting

higs done on their own, however, the
w codex has opened up a wide range

options for customisation, and it's
a bad thing to take a look at new
ilities. So with that in mind, let's
guss using your Inquisitorial clout to
uct some Imperial Guard into your
ly. There are three main reasons to
gment your Witch Hunters force with a
ranks of lasgun-toting grunts:

] You like the eclectic look as well

&5 the painting and modelling
llenges of a mixed army, and

fining the Imperial Guard route
allows you the potential of fielding
as many types of units as possible,
icluding Battle Sisters (which the
Space Marine option excludes).

2) As above, but your main
ective is the mix of options and
firepower possibilities, and
Berhaps to expand your army a bit.

%) You want a Leman Russ. Go
on, you know you do. Yes, this
g8is its own category separate
m reason 2, as | believe that it's
first thing many veteran Sisters
Battle players will be eyeballing.
Aepta Sororitas purists are
=kcepted, of course.

illeast, was looking first and foremost
Ards the Leman Russ. Yes, the
st is a full-on battle tank, but it
=Sn't have a battle cannon and
't completely bounce plasma shots
front armour. Fielding a Leman

"8 across the table from one of those

A Wiich Hunters army featuring inducted Imperial Guard.

plasma-heavy Dark Angels forces can
be a nasty surprise for your opponent,
and a way to keep their heads down for
your advance. Haven’t you ever wanted
to play with some Ordnance? Well,
now’s your opportunity! Tag team it with
an Exorcist and watch your opponent
have fits trying to figure out which one to
shoot at first.

Taking a Leman Russ is hardly a must-
have for a Witch Hunters army, however,
and it's a commitment both in terms of
the tank itself and the inducted troops
you'll need to qualify for it. Don’t take a
single tank and expect it to keystone
your whole strategy: veteran Imperial
Guard players don’t, even if they field
more. Take a Leman Russ for the fun of
it, and have a plan for its use, not to
mention the use of the platoons of
Guardsmen you'll also be fielding. In a
Witch Hunters list one of your best bets
is going to be optimising all your Guard
selections for long range, because your
Battle Sisters should have the close to
mid-range firepower covered, and you've
got a selection of various loonies and
assassins for assault purposes. |
personally like to opt for a couple of
Armoured Fist squads toting a single
lascannon apiece, plus a Veteran
Sergeant to help keep them steady. The
Chimeras themselves get a multi-laser
and heavy bolter, with a pintle-mounted
heavy stubber tossed in for good
measure: it might not mow down Space
Marines, but nine shots that can reach
out to 36" is nothing to sneeze at and,
meanwhile, you have an even longer
range pair of lascannon shots from the
Guardsmen themselves. Remember that
the squads don’t have to be inside or

even nearby their transports during
deployment, so plunk them down in a
good firing position and start shooting as
soon as possible.

If you have the models and points
available, taking Imperial Guard Infantry
platoons is another very viable option,
especially since the obligatory
Command squad can be equipped with
a Chimera. | would stick to keeping
things simple, however, and keep the
Command squad and its platoons
outfitted for long range: remember that
these boys are the supporting cast of
the show, not its stars.

Fast Attack is your final consideration
with Inducted Guard, and if you want
some cavalry in your force then by all
means go for some Rough Riders, but
be aware there is some stiff competition
in the slots here and your means may
be better suited by Seraphim or
Dominions. Sentinels, on the other hand,
are a great buy if you have room,
especially with their ability to deploy
immediately, regardless of the mission.

All in all, bringing some Imperial
Guardsmen to join with your Witch
Hunters creates a varied and capable
force. This comes at the expense of
leaving your Sister units with fewer Faith
Points, but even without many Acts to
speak of, combining the Sisters’
durability and close-up punch with the
long-ranged suppression fire of your
Guard support is a great pairing to work
with. Model them up as zealous
followers or hapless ‘volunteers’; either
way, you'll have both a spicy narrative
for your army, and a fearsome punch on
the tabletop. Suffer no wiiches to livel




The Sisters of Battle are fearless in their assault on Evil, whatever form it takes.

AGIS NEUGEBAUER

When | was asked to help playtest the
new Witch Hunter Codex, which
includes the Sisters of Battle, | jumped
at that opportunity. | have collected,
painted, converted and played the
Sisters of Battle ever since they came
out in 2nd edition Warhammer 40K. |
loved the background and the
miniatures, and the new codex is, in my
opinion, a real blessing for every Sisters
player. Everything that was there before
is still present and correct, plus some
very juicy new units and rules additions.

Every Sisters player can basically field
their existing army without any real
modifications, but now we also have a
lot more to choose from. The pure
Sisters player gets the new Sisters
Repentia and a lot more options,
wargear and upgrades. And everybody
else who wants to incorporate the Ordo
Hereticus has even more choice too.
They can have an Inquisitor with
retinue, Arco-flagellants, Assassins,
Death-Cult Assassins, more transport
options (why not have a Land Raider as
transport?), Storm Troopers, Penitent
Engines and Orbital Strikes. And last,
but not least, two very nice special
characters. To field a living Saint, oh the
joy! Since 1 am always interested in
painting new and beautiful models, | am
going to use Inquisition models in my
existing Sisters army.

My HQ consists of a Palatine armed with
bolter/melta combi-weapon and a
Celestian bodyguard, all mounted in an
Immolator. The Celestians are armed
with a heavy flamer and a meltagun, and

88 TACTICA WITCH HUNTERS

to pass those all-important Tests of
Faith, one Celestian is upgraded to an
Imagifer. | always upgrade my vehicles
with extra armour and smoke launchers
as standard (who doesn’t?). The new
Holy Promethium upgrade also seems
quite fitting to a transport carrying the
HQ, so load up that tank at the back
with flammable retribution. This unit can
do everything you want. Your opponent
has lots of tanks? Get the vehicle under
smoke screen and move forward fast.
Next turn punish him with two meita
shots. Facing Orcs or Tyranids? Burn
them with the heavy flamer and the
Immolator’s twin-linked heavy flamer.
You get the idea...

An Inquisitor with retinue and a Callidus
Assassin fill the Elite slots. | have
always liked Assassins, and the Callidus
is just too good to be left out. The
Inquisitor with his retinue also has a
versatile role with a strong assault value
in my army. Forcing your opponent to
take Leadership tests is also quite
handy, so | like to take Divine
Pronouncement for my Inquisitor. To
burn the witches, | also choose a Brazier
of Holy Fire and a power weapon. The
Inquisitor is usually accompanied by a
Familiar, two Acolytes, with bolt pistol
and power weapon, and three
Crusaders. All are mounted in a Rhino
with the ubiquitous extra armour and
smoke launchers. This unit can advance
behind a Sister transport, force
Leadership tests in the ranks of the
enemy army and assault with some
serious punch. Six power weapon-
wielding zealots truly are a sight to
behold.

With the new codex, the Rhino is also
back as a transport option for the Batile
Sisters squad. So | like to take a squad
of ten Sisters equipped with a heavy
flamer and a storm bolter, including the
all-important Veteran Sister and an
Imagifer, and go for a ride. Another
Troop choice that is too good to be
ignored are the Storm Troopers. A small
squad of five men with two plasma guns
can do a lot of damage to the enemy if
they’re mounted up in a Rhino. They car
hunt small vehicles or add some extra
Strength 7 shots to another unit’s
shooting, and the new Kasrkin models
are also really nice, so that’s reason
enough to take them.

The new Exorcist rules are also very
tempting, and | always like to take at
least one in my army. Another really cool
unit are Penitent Engines. In most
missions, you have to place your Heavy
Support choices first, and the Penitent
Engine is the unit for this job. You want
them up front to charge the heretics
quickly, and fortunately these guys aré
just the job for this! Since they are
vehicles you can deploy other units
behind them and screen them from
enemy fire.

So, that is basically the core of my arm¥
Roughly 1,250 points so far which
leaves more options for expanding my
army. Depending on what you aré facind
I recommend two more units of Storm
Troopers or another squad of Sisters:

Or maybe that beautiful Living Saint.
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¢ GOLDSTEIN
in the advent of Codex: Witch Hunters

. sisters of Battle have lots of juicy new
and allies from which to choose. But,

u're a purist like myself, you'll have

iing to do with anyone that isn’t

sale and in power armour. The

swing is a short treatise on tactica that .

< consistently worked for my Sisters of  *

. Wounded Heart. .

ke some of the armies in Warhammer-
000, the Sisters have no uber-death
aracters of any measurably

istanding combat prowess. So it is

the basic Battle Sister that I build

' amies. The power-armoured, Ballistic
4l 4 Sister of Battle is the most

anomical troop in the game. Add to that
adership 8 and a Strength 4 bolter and
s a steal at 11 points. Upgrade to a
deran Sister Superior and you're now at
adership 9!

ks to build my squads large now that
squad size can be between 9-19.
snerally, I'll pick a minimum of thirteen
gters to @ maximum of seventeen and
dude between four or five units
wimum. This makes them extremely

filcult to break and capable of laying

a scathing volley of bolter fire. |
s0,recommend specialising your

s rather than mixing and matching
Il upgrade to either a pair of flamers or

of meltaguns. But, of course, we

F

e

are now seeing the return of a Sister’s
best friend; the heavy flamer. | always
make sure to upgrade two units to carry

heavy flamers as the additional Strength “s

and AP does wonders.

Two units | always take to the battlefield
are Seraphim and Dominions. These two
powerful units wear the mantle of ‘Fast
Attack’ for good reason and are best
used as such. Both of these units are
generally held in check until a hole in my
lines opens or a powerful enemy unit is
baited to the fore, when they will then
speed to where they are needed most. A
Dominion unit with four flamers or a ten-
strong Seraphim squad with their high
Initiative and twin-linked bolt pistols
spiced up with Divine Guidance can tear
a hole in any enemy force. Alternatively, |
sometimes like to use two Seraphim
units of five as harassment specialists
from time to time.

To support my troops, | like to include a
unit of Retributors, between eight to ten
models strong, amed with heavy bolters.
Place them in cover if possible and
protect them with a Battle Sisters squad
in front and they’ll stop most advances in
short order. Rounded out with an Exorcist
Tank, you've got some real punch-power
there. Hide this behind terrain or vehicles
then move out and fire. The tank’s
staying power has increased dramatically
with the upgrade to Front Armour 13.

A Sisters of Battle army for the purists!

My army is generally led by a
Canoness with a retinue of Celestians
mounted in an Immolator. | equip her
with the requisite Rosarius for the all-
important Invulnerable save, a plasma
pistol so as not to waste her Ballistic
Skill of 5 and a Blessed Weapon for
good measure. Her Retinue includes a
Sister Superior, a heavy flamer and a
meltagun. I've found they can generally
take down whatever they aim at.

Lastly, I've taken to using a Sister
Repentia unit with great results; taking
down heavily armoured units such as
Dreadnoughts, Land Raiders and even
the infamous Wraithlord. A unit that
won't break from combat whose hits
are at Strength 6 and allow no Armour
Save is nothing short of scary on the
battlefield.

A few quick closing points. | don’t
bother giving power weapons to my
squad leaders as | feel that their low
Strength negates their effectiveness.
Acts of Faith are very powerful
weapons, but learn to use them as a
supplement to your battle plans rather
than the crux, as sometimes they might
fail you at the most inopportune time.
Have faith in the ‘lowly’ Batile Sister
and she will carry the day for you.

See you on the other side of the
table. ..




JAMES TEAL

In trying to keep my army as different
as possible from others | may face, |
usually tend to choose a selection of
units that are unavailable to other
armies. To this end | had a great time
testing new units like the Arco- |
flagellants, Sisters Repentia and-
Penitent Engines. Each of these units
provides a new close combat threat to
the enemies of the Imperium. Finding
the right balance to fit them into my
existing army was a very entertaining
challenge.

Penitent Engines can deliver a
crushing blow to the enemy, but they
have to reach the enemy first. They
can’t use cover as well as many

others, so sometimes it is necessary to

provide them with some. An advancing
Rhino with a smoke launcher can
sometimes do the trick. | usually try to
cover their advance with fire from my
Exorcists. The enemy’s anti-tank
firepower then has to choose whether
to fire at the close threat or the near
threat.

90 TACTICA WITCH HUNTERS

Knowing which units of the enemy to
send the Engines after is another key
factor in using them effectively: They can
scatter most units just fine as they have
the advantage of striking before most
things that have a chance to kill them in
close combat... but not all. The things
with higher Initiatives you'll often have to
outnumber to have a real chance.

Arco-flagellants have one main function:
kill enemy troops. However, a unit of
them can also be an interesting weapon
to influence enemy movements. Their
enhanced movement can make gauging
charge distance difficult to predict, and
who honestly wants to engage an
unknown number of power weapon
attacks? The Chemical Rush can be
deadly to them (too much of a good
thing), but they will often have taken a
far greater toll on the enemy.

Sisters Repentia are a bit more fragile in
comparison to the Arco-flagellants and
so | often have them follow my

Seraphim into battle. After tying up a unit

in close combat, | will have my
Seraphim Hit & Run on the opponent’s

An army built for quick assaults,

turn if my Repentia squad is close
enough to come in and finish them off.
Repentia squads always strike last wig,
their Eviscerators, so 1 usually try to
send them after enemy units that woy|q
strike first anyway (makes me feel likg
I'm not losing anything with Initiative).

These Sisters seeking absolution are Ofter,
ideal for dealing with some of the larger
close combat monstrosities in the game,
Pll readily send them after a Dreadnougp
or Carnifex. Some of them are bound tg
die, but death in the Emperor’s service i
the greatest reward for them.

Rounding out my list with an Inquisitor,
Priest (you need one for the Penitent
Engines and Arco-flagellants), Celestian
Superior and as many Battle Squads ag
| can fit into the agreed number of
points, | have found that these additiong
to the army add a new dimension to the
way | play. My opponents now have to
deal with a new close combat threat
and more accurate shooting from the
rest of the army.

Faith is Absolute!
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THE GOOD, THE BAD
AND THE POSSESSED

Villainy and Infamy by Graham McNeill, Andy Hoare & Andy Chambers

The Imperium is beset by many
foes, both from within and
without. The mutant, the heretic,
the witch and the alien all seek
the ruination of Mankind. Graham
McNeill, Andy Hoare and Andy
Chambers reveal the background
fo some of these terrible foes and
the defenders of Humanity that
oppose them.

THE EVIL LORD VARLAK

The perifs of unchecked psykers and mutants are
relentlessly driled into Inguisitors. The annals of
Impenial history are fitled with reports of daemonic
possession, alten subjection and other psychic
events which have brought abaut the loss or
corruption of entire cities, hives or even worlds
But the curse of the witch can be more insidious
and destructive still when a rogue psyker
suecessfully conceals their crimes and utilises
their Warp-spawned powers to achieve therr own
ends. Notorious, even tn the blood-soaked annals
of the later 41st millennium, was the rise and fall
of the so-called Evil Lord Variak on Korsk fi.

Korsk Il is something of a backwater world,
situated in Segmenturn Obscurus. noteworthy
only as a juncture in patrol and frade routes
between the Tamahl sector and the Stygies forge
worlds. The largely peasant population of Korsk It
work the land and a technocrat elite rule from its
handful of cities, governorship being held by the
Autarch Primus of the board of directors Thanks
to its moderate strategic importance and a recent
rebeflion (the so-called ‘Regime of tron’, which
was crushed by the Imperial Navy), Kersk U is
routinely garrisoned by several regiments of
imperial Guard.

Varlak was a lowly corporal in the private
forces of the Voss Gartel during the disastrous
24th Meridian war. The Autarch Primus inflicted a
crippling reparation settiement on the Voss Cartel
in the aftermath, a surm which drove them into
virtual bankruptcy. No witnesses still five, but it is
surmised that this is the period when Varlak left
the city of Voss and wandered the hinterlands. it
appears he fell in with an obscure sect of priests.

“Curses! Just when you've finally managed 1o
bring the whole world under your evil
inffucnce, some pathetic littie inquisitor goes
whittag off to the Adeptus Terra about
rogue psykers and daemonic influcnce I mean,
do I look posscssed? Well do 17?7 DO P77
L ¢ Lord Vaslak's persanal Jog, 503995
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as his niext few years saw him claim io be a
devotee of the Emperor Mortified and fravel from
farm to farm preaching an extreme dogma. His
rise in popularity was meteoric, and soon stories
reached even the silicon towers of Voss

The cartel demanded to see this charismatic
priest and had him brought from the countryside.
At the time rioting and mob rule had begun to
disrupt Voss on a dally basis and many blamed
Varlak for the dissent, dubbing him the ‘Lord of
Evil’. Despite this. the cartel, after a closed
session with Varlak, declared overwhelmingly in
his favour. Varlak replaced the Metache!
representative in the Voss Cartel, gaining virtual
{eadership of it at a stroke. No one in the cartel
raised a murmur of protest and the civic disorder
in Voss disappeared overnight.

Over the following months Varlak became a
frequent visitor to the planetary capial of Berda.
Support came quickly and easily to him despite
his apparently odious religious practices and
underworld connections among the peasantry. He
was elected Chamberlain Primus over the head of
the aging incumbent, Kelestres, and soon had the
ear of the Autarch Primus himself. :

In an Impertum of a million worlds such
machinations might have gone unnoticed for
quite some time. it is only by great good fortune
that Inquisitor Marcus of the Ordo Hersticus was
present on Korsk H when Varlak finally revealed
his true colours. Marcus was en route from
Stygies after a gruelling and thankless sojourn
rooting out heresies among the Techpriests there.
He had chosen to move through Korsk with a
small entourage incognito and so avoid undue
attention from the local autherities, and it appears
that this simple precaution saved him from being
drawn in to Varlak's web of intrigues. Instead
Marcus witnessed Varlak's declaration of himself
as World-Autarch, to the fawning adulation of the
board via public pict-display. Marcus was
astounded by Varlak's brazen affront in openly
daclaring Korsk’s secession from the imperium

1t quickly became clear that Varlak was
supporied by not only by the planetary authorities
but by Imperial adepts too. including the Prelate
of Korsk, the garrison cammanders and the
Arbites judiciary. Korsk It had been lost to the
Imperium without a shot being fired. Inquisitor
Marcus quickly concluded that such a total and
overwhelming coup reeked of witchcraft of the
basest sort. He wasted no time in smuggling
himself aboard a transport to the distant Korsk IX
mining array, from whence he sent a priority
astropathic transmission warning the Adeptus
Terra of Varlak's treachery.

Within days, a combined Space Marine force
comprising elements of the Ultramarines, Dark
Angals, Space Wolves and Blood Angels Chapters
converged on Korsk Without waming they

unleashed an orbital bombardment on Varlak's
summer paface and then made rapid planetfa
catching the defenders completely unprepared,
Rather than wait for reinforcements, the Spacg
Marines decided fo attack immediately A
mechanised detachment was formed and pursyaq
Varlak to his bunker command centre

Varlak was forced to fend off the Space
Marines with a scratch force of cooks, subaltyny
and flunkies to buy time until reinforcing columps
of imperial Guard armour arrived o protect him
The Space Marines’ Predator tanks, Razorbacks
and Rhino APCs of the mechanised force swept
through the bunker complex despite fierce
resistance. The reinforcement columns were
smashed as they appeared, one being literally
{orn apart by Deathwing Terminators of the Dark
Angels. With his plans in ruins, Varlak attemptag
1o flee, but was caught by a Land Speeder attagk
as he leit the safety of the bunkers with his Ogry
bodyguards. The Evil Lord of Korsk was cut dowl
by the incandescent fury of a multi-melta; his
remains left as barely identifiable goo

With the death of Varlak, his spell was
broken. It became apparent from the Witch
Hunters purge of the Cult of the Emperor
Mortified that Varlak had manifest a urique and
powerful psychic ability. which convinced anyoos
he was able to speak to that every word he sail
was true, no matter how outrageous the words
might be! Varlak had used his witchery to good
aftect, convincing the leaders of the planet that he
was their saviour and that the Empercr and e
Space Marines were their most deadly enemies
Like so many would-be secessionists and power
hungry tyrants, Varlak made the fatal mistake of
underestimating the power and resolution of the
imperium. But had Inquisitor Marcus not heen 08
Korsk, or worse stilt if he had chosen to confron!
the rogue payker at the first instance, Varlak’s
crimes would have long gone unpunished and 18
lust for power unchecked.

I

“They've broken through my guardsmen 88
they're heading out here to my Juxury buake
complex and private airlifter terminal My
personal audifter, summoned for just such 3
cventuality, has been delayed indefinstely by
cannon hits from that floating monastery the
Matines call theic ship In spite of this e
scthack, my foyal guardsmen are now
speeding to my sescuc and should be arfiVite
presently. Once they armive, it's off 1o the
Cavern Country in the south where thost
Space Manines will never find me”
{backgrousd noises of cheers and applansc)

Lord Varlik's personal log, gosT

A o re .
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Within three years, Hand was fully mducted
into the ranks of the Witch Hunters, serving
under the Ordos Sofar. Over a period of 2
ceatury and a half, the Inquisitor fed a great
mapy mvestigations and purges, and soop had 2
sizeable staff of his own Hand 15 officially

dited with the apprehension of i excess of
7.000 condemned heretics, including the entire
419th Khorinthian ‘Korsaurs', applying the Seal of
Heresy to the regiment’s cxcommunicate
commanding officers, then imcincrating them
before 2 crowd of half 2 million PDF recrosts as
a warning against heresy.

Later 1 his career, Hand sat on the Crusader
Councl of the 3rd Cleansing of Canis Magorss,
and 1t was here that he gained his deep nsight
snto the workings of the Ruinous Powers. Some
have said he gained too decp an insight, yet the
Ordo Malleus thought differently. He was soon
approached by the Dacmoshuster Inquisitor Lord
Hephaestos Grudd and brought before the
Masters of the Ordos Malleus
“oo Tt 18 sad that any Inquisstor 18 an agent of
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The Holy Orders of the Emperor’s Inquisition
furst and foremost, and that his affilation to any
given Ordo must always come sccond. Yet Hand
found himself increasingly drawn by the deswre 1o
smitc the dacmonic, secing the malefic mfluence
of Chaos behind all the cascs he prosccuted. By
foinmg the Ordo Malleus he severed his links
with the Witch Hunters forever, and the rights
granted by the Convocation of Nephiltm wete no
fonger his privilege

As 3 Dacmonhuater, Sthis Hand became privy
to knowledge no sanc man wonld willingly seck,
and served the Imperum with a drven zeal rarcly
seen, even within the ranks of the most holy
Inquisition Yet there were whisperings that he
delved too decp. My searches reveal three
wstaoces of contact with 2 Wasp cotsty known as
Grimspyre. In cach case, the Ioquissior was bested
by this entity, yet survived, or else his Iife was
deliberately spared as part of some devious plan
on the part of the beng

And so my lord. the records of Sias Hand
become vague with his mvolvement ia the case of

Sister Ephracl Stemn Following reports of the
taint of Chaos at large within the Convent
Sanctorum, Hand gathcred his retinue and et o
for Ophelia VII

The records of Inquisitor Hand's
investigations are fragmentary, and if I may

ap 1 opinion, my lord, 1t 5 my
view that his yudgment, and perhaps even his
sanity were, by this stage. questionable, likely dy,
to the mfluence of the entity Grimspyre It i
known that the Sororitas were sitially hostife
his p e i their ¢ , and the
circumstances of his Ieaving the Ordo Hercticyy
though uaclear from the records, may have
something to do with this reaction. for as a
Witch Hunter he would have been welcomed 3
the convent. At Hand's firsi mecting with Stery
1t is apparent that the taint of Chaos was indeed
discovered amongst the Sororitas, though ot iy
the form inmtially suspected, for it was uot Stery
but onc of her wardens who proved to be under
the sway of the Rusmous Powers

Subsequent examination of the vessel's comse
fed Hand to suspect the involvement of a hughly
placed member of the Navis Nobilite, whose 1rue
allegunce was evidently uscovered duning the
voyage to Parnis aboard the Hammer of Thor, 2
vesse} seconded to the Ecclesiarchy by the Imperi
Navy Hard evidence as fo qust what occurred
during this voyage is pear nop—existent, but it
believed that a creature of Chuos, having possessed
the vesscl's Navigator, brought about the
destruction of the estirc ship at the point # was
detected. Inquisstor Hand and 2 number of
Sororitas ate known 1o have tscaped the destriction
of the Hammer of Thor, touching down os the
susface and continving his investigation ‘

What happened subsequent to the landing
a matter of pure specolation, and our Mystics
have conducted innumerable readings of the
Emperor’s Tarot and held over a dozen auto-
séances in an cffort to gain some 1osight
Whatever occusred, 1t 1 known that Inquisttor
Silss Hand and all of Stern’s Sistcrs perished 2t
the hand of a truly fell denizen of the Wasp,
belicved 1o have been 2 (F'tlahsi‘isshoakshams, 3
so—called Keeper of Sccsets So terrible was the
final confrotation with this beast that Stern wis
the only survivor, and an arca many kilometres
across was lad waste in the final moments of 1he
battle. Our agents have scovred the surface of
Parpis for any further cluc, and these will be
forwarded to you at the casliest opportunty.

My investigations into the origins of Sistef
Ephracl Stera have proved cqually as frostrafiog
as those into Tnquisitor Hand 1 strongly suipeet
that my probe of the meta-scpostionum Wis
blocked in some manaer, and I have tasked MY
most able lexmechanics with tracing the souree
this obstruction

Despite thus, 1 have been able to determing
that Stern was saised at the Saint Sabbat Schol
Progenium on the world of Antigonc’s Harbodt
though absolutely no trace as to her parcstige &8
be found In fact, it was while attempting 10
access information on the subject of Stern's
bloodline that my data~probe was firet blacked
The only previous occasion this has occosied 8
an mvestigation I have been a part of was the
renunciation of the so-called Living Saint Jehals




Whndis V. in which 2 strong Thosian faction
" the beati’s advocates scaled all records
L ding ber ancestry.

.'&.safdlcss of her unknown roots, 1t s
! Int that Stern was singled out from an cacly
| & 2 candidate for the Adepta Sororitas. The
'\ Dail-abbot of the Schols Progenmm
b d her for consideration. and one Sister
Liicis of the Order of the Holy Seal accepted
"ﬂi'l’Pi“S her out on the next available vessel
i for Terma
| The records of Stern's period as 2 Novice
i that she excelled during all the stringent
I nd ordeals required of her, and she took
uths of Adherence afong with five hundred
L: Novices at the Eclesstarchal Palace on Terra
| ihe completion of the night-long ccremony
& vis chosen to join the Order of our
yiyred Lady. and dispatched to Ophelia VII
Stern's service as a Battle Sister makes
oy reading my lord, but suffice to say that it
! mmpimly. So exemplarily in fact that she
§ sdvinced to the rank of Seraphum in what
beits to be a record time for this particular
¢ Thice years later she was ordained as 2

Giior ust prior to undertaking a mission to

thie very epitore of deception,
| appearing as s\eet, innocent young
jrls with ribbons in their hair and angelic

T fese innocuous looking crealures are

wEte satures fhat inspire overwhelming feelings of

e and protectiveness. The odds against one
wsvker belng born are astronomical, but that
i should be born as twins almos! defies
wlief. Little is known of their origins, though
'scattered fragments of deseriptions culled
om Inguisitorial archives are to be believed,
£se nameless twins have been murdering
el waltacross the galaxy for many
iousands of years. Theirage is, therefore,
IKnoWA, though they appear to be no older
lan six Or seven standard years of age. Their
lie names, if they were ever recorded, have
e been lost, though their Inquisitoriai

. asignation is as the Apex twins due to their

\wers being beyend measuring, beyand
Ve that of an Alpha grade.
The eatliest known record of the twins

At from 845.M36, in the turbulent days
Dwing the Age of Apostasy, when a routine
vker sweep of the planet Ebrimund revealed
B nasgent abifities. Hidden by their parents,
¢ twins were mevertheless apprehended by
it forces of the newly-fermed Ordo Hereticus
10 l2kep under hieavy guard to the Black Ship
“Uiting the planet. The Black Ships are
Urmible mightmarish transports filled with
Eaming psykers held jn-cavernous, psi-
lielded holds to be taken back to Terra to feed
1 voragious psychic appetite of the Emperar
Mankind, Only those with the strength of

il tawithstand the constant soul-numbing
sealrthat permeates the very soul of the
“40K Ship may crew it, so mentally traumatic
*Such duty. The twins were separated and

the world of Parnis to investigate reports of a
Jost convent of the Orders Pronatus. As was the
case four years fater, when Inquisitor Hand Ied
the Sisters back to that world, Sister Stern was
to be the only member of the expedition to
return, though when she was rescued her sanity

. .had been stretched to breaking point by whatever

+had wiped out her force

My lord, T have vistted the blasted surface
of Pamnis, and though my own psi-level is rated
no higher than the average subject, even T was
ablc to detect the psychic after-stench of what
had occurred there My seers were readered near
scoscless, so devastating was the level of Warp-
realspace distortion that had been unleashed They
raved as madmen of ghosts and dacmons, Sisters
entrapped within 2 screaming cage, of the coming
of the scion of the Lord of Excess and of
Chaos tursed brotally agamst stself by a mortal
thrice born

Little more could I obtain from my servants,
and so I ordered them to withdraw before the
psychic pressure that permeates that place crashed
them utterly. 1 have declared the world Perditus,
pending your own decision on Exterminatus. No
good can come of such a place, and I would urge

THE APEX TWINS

placed in bleak holds at either end of the ship
and the vessel hegan its long journey to Terra.

What happened on the journey has never
been fully documented, but when the ship was
discovered floating lifeless in the Medrenax
Nebula, the Ordo Hereticus guaranting team
found the ship to be an icy tomb. The holds
were bloodstained abattoirs filled from end to
end with mangled and mutilated corpses,
many of whom appeared to have been killed
by seli-inflicted wounds. Inquisitor Castinys;
who led the team. recorded in his log that
upon apening the final hold, he discovered
two girls “of comely appearance, whose
presence in such a madhouse was as
inapprapriate as a grox in a cathedral, Though
they were of young and virtuous appearance, |
couid sense the psychic evil of their minds as
clearly as | could see the Malleus brand upon
therr ankles. Thaugh psychically powerful,
their bodies were weak and when | asked
them if they had done this, they simply said,
‘Yes, they wouldn't play with us. It took
forever and ever and ever,.."

For reasons best known ta himself,
Castinus did not immediately execute the
twins, perhaps unknowingly swayed by thejr
power to inspire protectiveness, instead taking
themn to the inguisition fortress of Nemesis
Tessera for analysis and study. Surviving vid
logs and vox capture files provide a grim and
gory testimony to the returned strength of the
twins' powers as they made their eseape from
the oubliattes of the Inquisition in 4 murderous
rampage that saw almost a thousand
Inquisitarial troopers slaughtered as well as
scares of full Inquisitars. How the twins
managed to survive and escape the frozen
surface of Nemesis Tessera has never been

yoB to comswder 1t a matter of the highest import
that 1t 15 rendered maccessible for all time

And so my lord, the case of Inquisitor Hand
and Ephracl Stern is incomplete T understand that
senior members of the Ordo Malleus are hunting
her, and in this regard I have linked Stern with
the snvestigations of onc Inquisitor Grinn It i
evident the Sceret Masters of the Ordo Malleus
consider her capture to be of the utmost
importance, yet ther thinkmg appears sphit as to
her significance Some regard her as a dangerous
aberration, while others maintain she is Mankind's
greatest hope against Chaos since the Primarchs
Whatever the case my lord. | am certain our
investigations wifl uncover more, and that the saga
of Ephracl Stera is far from over.

Your obedient servant

[[{Sccurity Classification Insufficient]]}
l Sister Epbrael Stern & Inquisitor
Silas Hand, by Kev Walker, from the

graphic novel Dacmonifuge Images
I used courtesy of the Black Library.

explained, but no trace of their bodies was ever
{ound, and at the time, it was naively assumed
that they had perished and lay buried deep
within the unending snows of the planet.

But such was not to prove the case and
as their powers arew, so too did their child-
like malice. A young child’s capriciousness
combined with dreadful psyehic powers
yielded rise to beings with unimaginable
power and cruelty, whose millennial existence
fias given rise to the most dangerous psyker-
assassins in living memory. Though their
bodies remain changeless. their minds have
become ancient, twisted and bitter, filled with
poison and hatred for those who would
destroy them, Leaving a trail of death behind
them, the twins were eveniually cornered and
captured on the world of Respa |l by
Inquisitor Commodus Voke in the Helican sub-
sector and returned in triumph to Thracian
Primaris for display during the Holy Movena.
The destruction unleashed on Thracian
Primaris during the Novena has long passed
into infamy as the Thracian Atrocity and its
architect since brought to justice. But of the
thirty-three psykers paraded, several -
including the twins = broke free and were to
gscape recapture and resume their evil ways.

The current:whereabouts of the twins is a
mystery, though there have been scatlered
rumours of a murderaus pair of children
stalking the warlds of the Agripinaa sector, but
these are largely hearsay and speculation. With
only raving lunatics as survivors of these
miassacres, reliable infermation is hard to
come by, but given the twins" propensity for
destruotion and spiteful vengeance on a grand
scale, it will not be long before they again
comea fo praminence




| hen we first saw the .
new Penitent Engine -
we decided it was

only fitting that one of our expert
painters shouid get the
opportunity to model and paint it.
We gave one to Mark Tait and
here’s the resuit of his
endeavours.

Mark: When
| first saw
the Penitent
Engine, |
¥4 was struck
by its arcane
* look: a vast
4 machine of
torture with a human being at the
centre. The sheer mechanical
awkwardness of the model was
fantastic and | soon had a clear
idea in my mind of the kind of

@V

| started by constructing the
base. This is a good place to
start as it allows you to create a
context for the model,
particularly with centrepieces
for your army. The base was
made using three 60mm bases
glued on top of each other and
then surrounded with thin
plasticard.

So that the model could be
used on any battlefield |
decided to keep the theme

*PENITENT I

NGINE«f

PAINTING MASTERCLASS I

pose and colour scheme that I'd

" like to apply to it. I like to take my 5t
time when painting models but [b
this time | decided to give myself e

an added challenge. | would paint
the model in a week: for me, that
is a very short amount of time!
As far as a painting schedule was
concerned, | had five days
to work with and so began
to divide up my time
based on that. Preparation &5
is important and so I put
aside a day to get this sorted out. |
also wanted to take as much time
as possible at the beginning to get
the pose right. Of course | wanted
to spend a full day on the pilot, but
only after I'd painted the engine
itself. Two or three days seemed
right for that part, the faster the
better really.

Sta
Mt
art
ks
find
A
Preparation @ construction s
simple: small chunks of slate
stacked and filled with some {
sand fitted the bill. This had the >
major benefit of raising the
model even higher off the table,
giving it a more threatening
posture!
One thing | didn’t want to “
do was convert the model, so
decided to pose it (using Biu- /
Tack) so that it really looked as ‘c

though it was throwing itself
into the heart of the battle.

Sub-Assemblies

| assembled all the pieces into
big chunks or ‘sub-assemblies’
that | could paint and assemble
afterwards. In particular, | left the
‘pilot’ free so Id be able to paint

finer detail on it. | have always
found that working on flesh areas
separately (the head in the casé
of Space Marines, for example)
allows you to add more detail 10
the focal point on a model.

I o
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D 3 Painting the metal
l Y £ s
N@r

stage Ornie

pagan to work on the

ssiest area of the model -

\» metalwork. Starting with a
! cecoat of Tin Bitz, | applied a
W coat of an equal parts mix
i Tin Bitz and Chainmail to the
keions and weapons. To make
more distinct from the rest
Jihe model | painted the

wler (A) a coat of Tin Bitz and
Sarf Bronze.

|

|

©,

tnge Two

ihis point | then used an equal
iits mix of Brown and Green

it to wash over the pistons. |
}jr this a very effective way of

representing well-oiled
machinery. To finish the pistons
and weapons | painted on a
thinned down highlight of Mithril

Silver. Moving on to the boiler |
applied an equal parts mix of Tin
Bitz and Shining Gold, finished
with a highlight of Shining Gold

and Mithril Silver. To complete the
effect, | painted all the metal with
a thin glaze of Brown Ink.

— T -

wve always

n flesh ares
in the casé

r example)
ore detaif t

nodel.

—
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* It was now time for me to tackle
the main body of the monster. |
decided to tie the colour scheme
to a similar one that | had used
on the Preacher Sentinel that |
had done some years earlier
(pictured below).

To begin with, | applied a
basecoat mix of Red Gore and
Scab Red all over the main metal
struts and bodywork. A wash of
thin Red Ink glaze made the
colour more intense (A1).

The next stage was to
highlight all the edges with an
equal parts mix of Red Gore and
Bronzed Flesh followed by

"

-another Red Ink glaze over the
“top (A2).

Finally, | applied a highlight
of Scab Red, Bronzed Flesh and
Skull White to the corners. Two
very watered down glazes of
Red and Brown Ink were then
washed over the hull area. To
add an embattled appearance. |
added little chinks of Mithril
Silver to the edges of the
armour in random places as
though it had been neglected for
some time. | was on still
schedule and had plenty of time
to concentrate on details.
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Derails

. al .| Trophy skulls are
' %és dotted around the
W F =i modeland |
s wanted to make
gse appear old and sun
¥ached. | gave them a basecoat
(Chaos Black and Brown Ink,
ing Skull White to this mix
il only white was being used
W the sharpest edges. | advise
iyone who tries their hand at
pproach to temper the
ixes with a lot of water so that
iy are almost like glazes.

ft_‘ For the wax seals

L B | decided that the
S typical red would

> 4 & not stand out

in the main body and so went

[ green to contrast. | started

not Green as a basecoat. To

dhlight, | mixed Snot Green and

%arpion Green and then glazed

B again with Dark Green Ink.

‘-

< Now1 was on the home
stretch with a full day to pick
out any fine details on the
model. There was plenty of
time to experiment with a new
technique on the parchment
and cloth. | decided to apply
two thinned down coats of
Graveyard Earth as a basecoat.

To create the

il impression that
the model was in
- - the midst of
battle, | stippled pure Red Ink
onto the saw blades and extended
it down the arms to represent
freshly spilt blood.

For the flame
effect | started
with a basecoat
of Scab Red,
which | then
=} highlighted with
Red Gore. While this was still
partially wet, | painted on a little
Blood Red followed by an equal
parts mix of Blood Red and
Sunburst Yellow. To finish off, |
applied a thin coat of Sunburst

Yellow to the points and, to tone
the colour down, | painted on a
thin glaze of Red Ink over the
whole area.

To give areas of the modela P

sun bleached effect |
highlighted the edges of
parchment with a thin coat of
Bleached Bone followed by
Skull White.

Painting the lirurgy

nce I’d finished painting
O the separate sections of the

model, I drybrushed the
base with Codex Grey and finally
Skull White. A few tufts of Static
Grass finished off the base ready
for me to assemble the whole

— ——
"v"

model into the pose | wanted. I'm
very happy with the final result,
considering how little time | gave
myself to paint it, all of five days in
total. This Penitent Engine will
make a suitable companion piece
to my Preacher Sentinel. '

Ot
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' A Witch Hunter and her Adeptas
Sororitas allies return to the site of
an ancient crusade in this month’s
battle report. They are seeking to
recover a group of holy relics but
the mysterious Tau are also in the
vicinity and won't give the terrltory
up without a fight...

as the intractable Tau take on the

zealous might of the Witch
Hunters. Our main protagonists for
this conflict are Paul Scott and Joe
Sturge (you may recognise Joe
as winner of the Best Army Award at
the recent Warhammer Grand
Tournament Heat 2).

This month it’s a clash of opposites

Acmelia asked She was fall and 1mposing

FAITH IS

OUR SHIELD

WARHAMMER 40,000 BATTLE REPORT

b

Both Paul and Joe work for Games
Workshop as a Hobby Specialist and
in Warhammer World respectively but,
despite being tournament regulars,
have never met across the tabletop.
As they are accustomed to 1,500
points tournament battles both players
decided to play a larger scale battle
and opted for a 2,000 points game.

engias sibidant mmcrmg would be head as Sister
4,

‘CI t s certaim we have tound them?” Canoness

upon the landing deck. Her bulky power
armour clunked heavily agamst the metaf undertoot
There was the faintest hum of encrgy detectable as
she moved

“T have overscen the astropathic tracking on the relics
persomally,” a serpent-like voice responded Inquisitor
de Shilo had kept to herself throughout docking
protocols as they made their final preparations to
land

“Alss, our astropaths expired through thewr cfforts,”
she said, slipping from the shadows and gesturmng to
a parr of smoking runs that had been the ship’s
psykers

Aemclia couldn't disgusse her shock as she regarded
the broken bodics, the strength of the numerous data
cables and hard-wire circustry that coppected them to
the ship holding them limply upright

“Was that really necessary? To drve them to
destruction?”

In the service of the Emperor sacrifices must be
made, T thought you of all people would snderstand -

that,” de Shdo sasd coldly Her bionic eye whirred as .

it focussed on the Canoness.

Acmeliz's face hardened She averted. h& gaze,
concentrating on the huge exit amp trom which they
would make their advance.

“And there will be more too The alien 15 many,” de
Shilo continued, drawing closcr. “Arc you sure youn.
ready?”

Aemclia turned to her, grim and sesolute. There was
no doubt i her voscc 'Wc are ready.”

++ Priority yellow afert Time to landmg, onc  misute
and counting ++

An automated voice came thraugh on the vox Tt wis
followed by the dull roar of the slnps fetros as ﬂn.y
made thesr fial descont -

In the landing deck the Batile S:sms of th/. Adtpu
Sororitas waited pm:ntly * 2 ;

Against the xcsonmt dm oi thc landmg crafts .' ok
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p d up prayces fo the Emperor

The Retributors, with therr low—slung heavy bolters,
checked ammunition and belt feeds with the

meticof of ant Cel stood 1n
silence, awarting the order from their Canoncss to
mount up 0 ther Rhino whose engine servos were
already grinding, ready to tear ont onto the battleficld

Avother Rhino, its holy 1cons a hazy red in the
warning lights of the deck. drew up alongside The
dim and forbidding shape of the Exorcist was qust
visible 1n the darkness beyond Its moultiple mussile
barrels whirred, the crew cycling them through their
pre-battle protocols

In a sccurc scction of the foading deck. susrounded
by warning chevrons, Arco-flagellants clawed
agitatedly at the force gnd holding them m check
Next to them were the dread forms of the Penstent
Engines, their thick harncsscs tanght as they stramed
to keep them m place

At the head of the army 2 light shonc through the
darkaess. Clad s ber holy power armour stood the
Living Samnt, the
glorious Seraphim
arrayed about

her like a

chorus of

angels

“The Emperor
18 with us this
day,” she sad,
her votce soft
and powerful
Even with
the cogimes

More than pride was at stake as both
armies squared up to each other,
Joe’s tactical tenacity versus Payl's
laid back approach. With the prospegt
of ferocious hand-to-hand fighting
against supreme alien firepower,
things were going to get messy.

screaming a5 the Jast few mietres fo the landing zope
fell away they all heard her It was as of she werc
speaking to cach of them individually. And m tha
moment 2l thoughts of doubt and fear ebbed away,

A sound like rushing air invaded the brief moment

of serenity as the gravity dampeners kicked m They
made landtal and the embarkation ramp ground open.
Through 2 widening crack sunfight spilled mward and

‘bathed them all in its. limbent glow

Outside the relics wasted In her heart Canoness

Asmeln knew this to be so. Mounting up m her

Rhino she glanced across to de Shio who wated
pensively amongst her henchman

“For. the Esmperor,” she said
De Shilo sodded “And death to the alien”
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'OVERVIEW
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Imperial forces are moving to recapture térritory first contested in the Damocles Crusade when they receive information
concerning a cache of significant religious artefacts abandoned by fleeing settlers. Hastily gathering together a task force of
Adepta Sororitas to investigate, Inquisitor de Shilo discovers the Tau have already moved in to occupy the area. She immediately
sees the opportunity to recover the horde of valuable relics, and the potential of capturing and interrogating a member of the
elusive Ethereal Caste. Both sides must split their forces in order to accomplish multiple objectives.

— :
ke as bojy, e E
otlr;er. SCENARIO SPECIAL RULES _
45 Faulig Reclaim the Relics uses the Victory Points, Infiltrators, Reserves, and Deep Strike special rules.
1€ prospegt
fighting 7
ower,
essy. SET-UP <
Set up the terrain in any mutually agreeable Deployment zone 12"
manner. v 3\
Four objective markers, representing the religious {/
o, Q artefacts, should be placed on the table before g
 she N deployment. Each player rolls a D6 with the player §
And in that scoring the highest placing the first objective. Each
ebbed away. player then takes it in tumn to place the remaining
o objectives. The objectives may be placed anywhere on
ked in. They the table that is outside of either player's deployment )
ground open zone and not within 12" of another objective. .
ed inward sud \ &
Both players roll a D6, re-roll ties, winner chooses 12" Deployment zone 4
- which long table edge is their base edge, loser Yy 2
:; T;‘ takes the opposite long table edge. The winner deploys |
ho waited the first unit, both players then alternate placing units Long board edge

Units are placed in the sequence Heavy Support, Troops,

Elites, HQ, Fast Attack.

4

ien.”

Units may deploy up to 12" from their table edge but cannot deploy within 24" of the enemy (note this means that
a 24" move will not reach the enemy and 24" range weapons will initially be out of range).

After all other units are set up Infiltrators are deployed. Roll dice to determine who places all their Infiltrators first.
Infiltrators may deploy anywhere on the table as long as they are more than 18" from the enemy.

MISSION OBJECTIVE

In addition to counting Victory Points conventionally
during the game, both players score points for
controlling the objectives.

To claim an objective you must have a mobile
vehicle or a unit of troops, bikes or cavalry with
more than half their original number of models
within 3" of it at the end of the game. If both sides
fulfil this criterion, the objective is contested, and no
Victory Points are awarded. Otherwise, roll for each
marker at the end of the game: on a 1-3, it is
worth 100 Victory Points, on a 4-6 it is worth 200
Victory Points.

In addition, at the start of the game both players
should nominate one enemy character — this model
is worth an additional 200 Victory Points if they are
killed or broken at the end of the game.

To win, a players total victory points must be 200
points higher than the victory points total of his
Opponent.

RESERVES

Elite and Fast Attack selections on the force organisation
chart may be held in Reserve. Reserves eligible to do so
may arrive using Deep Strike or by moving on
conventionally, arriving anywhere on their side’s base edge.
The owning player should make a note before deployment
specifying which units are starting in Reserve and whether
they will arrive by Deep Strike or not. No other units may
begin the game in Reserve.

GAME LENGTH

Reclaim the Relics lasts for six turns.

e &

LINE OF RETREAT

Any unit forced to fall back will head for the nearest point
on their side’s long table edge.

=
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Paul: | always try to
. pick a balanced
army, one that with
little or no tweaking
can face any.
opponent. When |
first started playing
Tau this meant
armies bursting with
Crisis Battlesuits and
Broadsides, but a few years of
tournament playing beat that foolishness
out of me.

Paul Scott

The core of my force are Fire Warrior
squads. They are relatively cheap and
with a 30" range and Strength 5
weaponry they pack a real punch against
infantry. Their high-strength guns also
mean they can take pot shots at transport
vehicles. Four squads of six Fire Warriors
should do the trick. These units are
underestimated by a lot of my opponents,
and being in small squads means that the
enemy will think twice about shooting
them. Even if | lose a squad to shooting
or one gets tied up in combat then | still
have plenty of options open to me.

As good as | think my Fire Warriors are
it must be said that they are not so good
in a fist-fight, so cue the Kroot
Carnivores. These guys move through
woods like they weren't there. are strong
and great in cambat A.unit of 12 with a
Shaper is a good fast reaction unitto -
support the Fire Warriors.

¢ i

| UNIFIED WE WILL TRIUMPH

Normally, my Elites choice would be one

unit of three Crisis Battlesuits, but lately |

have been trying out independent
Battlesuits. People overlook the
effectiveness of individuals but they are
very flexible. They pack a lot of
firepower, and their jetpacks’ abilities
make them perfect for harrying the
flanks of the enemy or supporting a
weaker unit’s advance. And as with the
smaller units of Fire Warriors. the
enemy has to decide whether or not to
‘waste’ firepower on them. | am having
two of these single suits, one for each
flank, armed with plasma rifles and
missile pods. The third Elites slot is
taken by a team of two Crisis
Battlesuits to tackle the tougher

things | may come up against.

A Tau army without a unit of
markerlight-toting Pathfinders would just
not be right. I'm taking one unit of these
with the addition of shiny new rail rifles
for added firepower.

| also want a unit of Gun Drones as they

are something that | rarely take due to
the size of the games | play. The drones
are extremely mobile, and their pulse
carbines make them very powerful
against the right targets.

| am shamelessly going to use all three
Heavy slots. Tau Hammerheads are just
too shooty to ignore, so I'm having two.
My first is armed with the multi-purpose
rail gun, great against tanks and a nasty
shock for troops. The second is
equipped-with an ion cannon. No doubt

.. Sisters df-Battle squads will be shielding

the dreaded Seraphim and Arco-
flagellants — 78 ion cannon should strip
these power-armoured walls away to
reveal the juicy targets behind. The third
“choice has to be a Broadside

WA Ay

Battlesuit team. Twin linked rail guns
and smart missile systems to pick away
at enemy units is a nice extra.

Now for the commanders. A Shas’o with
his Shas’vre bodyguard is a must. They
combine high Leadership and hitting
power. Not only that but their high
Toughness, Strength and Wounds make
them useful in last ditch assaults,
something as a Tau player | am loathe to
do. But a combination of plasma rifles
and fusion blasters should let them deal
with whatever they come up against
before that becomes necessary.

Where would a Tau army be without the
rule and presence of their Ethereal? |
often choose one of these simply
because they look good and are in
keeping with the Tau background. The
fact that they are so good for the army's
Leadership will hopefully see me
through the worst when the Witch
Hunters get to grips with my squads. On
the other hand, he will cause havoc for
the Tau army if he dies.

| generally don't have rigid battle plans.
The army adapts to events as they
happen. So the plan is quite simple. My
Fire Warriors and Broadsides will
provide my fire base. The
Hammerheads will move to key areas ¢
threaten them or take objectives in the
later stages of the game. The
independent Crisis Battlesuits will
provide support fire for any advances |
make, take pot shots at targets of
opportunity, and move up the flanks laté’
to threaten the Sisters’ positions, as will
the Gun Drone squad. The Pathfinders
will use their free move to get into &
good position early on. The Kroot and
Command Squad will bide their time
until the last possible moment to go for
the kill and finish the Sisters off.

A simple plan, but as a wise man oncé
said: ‘no battle plan survives contact
with the enemy.’
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m ] Joe: Truly, Codex
g 0l Witch Hunters
g offers the widest
ﬁmﬁ,ﬂfﬁ.h ) range of troops
el L \ available to any
by gy 2 8.
a1 I Warhammer
s 40,000

(" =y commander. As
Wt iigy || Joe Sturge well as the Sisters.

iy .

', B0 attle and the outlandish followers of
— « B%.. Ordo Hereticus, aid can be
W.EE,,“ » 8 & nmoned from the ranks of the Imperial

ward or even the mighty Adeptus
wartes. For this battle though | would
! k with a pure Witch Hunters force.

.2t means a three-way division of

ces: a solid core of foot troops, a

Ll fire-support element, and a load of
ng fanatics intent on tearing the

y limb from limb. The fast moving
ult elements will charge in as fast

ail guns '\ they can and give Paul as many
) pick away fwblems as possible, with the support
EN sment taking down anything that the
N ssaulters don’t feel like fighting. While
Shas’o with ¥5is distracted and off balance, the
must. They  Einary troopers can advance to take
?‘ hitting % objectives. If my assault breaks
high ough on either flank, all well and
unds make ¥4 "hut even if it is repulsed, the Tau
wlts, Jvivors will be confronted with several
y lo_athe to nzen heavily-armoured troopers
sma rifles  $yenched in or around the objectives.
t them deal
against Canoness, Aemelia, would be
ary. seompanied by her usual Celestian
. sdyguard and, of course, the
WIthOU?t e Bemidable Priest Aunt Agatha to provide
nereal? | B guidance and sound theological
'nply_ ice. Rhino-mounted, this squad is set
by % for flexibility, able to tin-open armour
und. The 884 mow down lightly armoured hordes.
the armys [isupport them and provide moving
’VriTt]:h lsical cover if necessary, | have
ds. 01 “hiled a squad of ten Sisters in a
SqUAacsEg fiho. With two meltaguns they can
havoc for e 12", pop open the top hatch and
Hiw the benefits of BS4 to any nearby
attle plans. =¥ lesuits or Hammerheads in a ‘drive-
s they i neltagunning’. Seraphim are also a
simple. My $¥st-take squad. In the practice games
3 will = played before the report itself, they
Hused havoc in the Tau lines, jumping
ey areas 0 10 flame one squad, charging another,
ves in the *h withdrawing to do the same next
) *ll. | imagined Paul would be gunning
5 will them in a big way, and hoped to use
dvances | ' fo my advantage.
Ttﬁa%fks laer b= Arco-flagellants and Penitent
ns. as wil iines | was not so sure about. While
2 thlzin ders loubtedly devastating in combat, they
’?i nto a e Probably prone to overkill in this
“root and ftation, and look horribly vulnerable.
u time A, it wouldn't be a Witch Hunters army
?Itro ofor R outa vanguard of twisted
‘off g “ichopaths, so in they go.
ih the specialists selected, | moved on
e ;
rgiﬂtggf e less, ahem, glamourous portion of

= army. I'm taking a squad of Battle

"OUR FAITH IS UNSWERVIN

Sisters with flamers to fry Kroot, a squad.
with meltaguns to fry tanks, and a unit of
Storm Troopers upgraded to Arbites,
represented here by some of the
Inquisitor’s Cadian hired thugs. Assault 2
shotguns seemed petrfect for this sort of
mission.

When it came to big guns, | really need
two things. Firstly, something to kill
enemy armour at a distance. Relying
solely on meltaguns to take out
vehicles requires a braver heart than
mine and besides, I'm fond of the
conversion | have done for my

Andreas Pattern Exorcist, (‘subtle as a
brick and twice as shiny,’ | like to say).
With its extra armour and improved
Ballistic Skill, the Exorcist is now a

real threat rather than an expensive
novelty, though it is still nothing like
tough enough to go head to head with a
Railgun-equipped Hammerhead, so any
artillery duels are out of the question.
The only additional kit | gave it was a
dozer blade, as the novelty of
immobilising your own vehicles soon
wears off. The other thing | need were
heavy bolters. Lots of heavy bolters.
Killing Fire Warriors on a 2+ is
something that warms my heart, and a
squad of eight Retributors fits the bill
nicely. I'm giving them an extra three
squad members and a Veteran Superior
to make them Faithful, and give me a
decent chance of passing the roll for
Divine Guidance. A cool 12 Strength 5
shots with AP1 could really hinder some
Battlesuit’'s day.

Last but not least came the esteemed
Inquisitor Isabella Maria Constantina de
Shilo. A sensible and level-headed
member of the Ordo, | decided that she
might prefer to fight her battles at a safe
distance. This was where three Warrior
retainers with heavy bolters came in,
and since the mission put a bounty of
200 Victory Points on her head, | added
a couple of loyal Acolytes to provide

WARRANMMEY

ARMY MANE

tactical advice and get in the way of
pulse rifle fire.

This all left me with around two hundred
points to spend, and it was at about this
point that someone first showed me the
model for the Saint Celestine —
Hieromartyr of the Palatine Crusade. In
my opinion, people are too harsh on
special characters; claiming they can’t
be everywhere at once or that someone
so important would not bother with such
a small-scale skirmish. This may be so,
but for the occasional game it can be fun
and adds a little colour. Therefore, to
encourage the Seraphim, and possibly
rend the Tau commander limb from limb,
| added my Living Saint Justine, a
reincarnation of Saint Celestine from the
Witch Hunters book, the spiritual
spearhead for the Return to Damocles
crusade. Hopefully she will scare the
living daylights out of Paul.

My army ready for battle, | prepared for
the coming struggle. May the Emperor
guide me !




Paul: With a firepower army like the Tau,
deployment is all important. All the units
need good lines of fire. That's why the
Broadsides were in the woods behind
the outpost. From here they could see
both flanks, in-between the buildings,
and, most importantly, to three of the
objectives. ’

The Retributor squad on Joe’s right flank
could quite easily stop me from
advancing, so my railgun armed
Hammerhead took cover behind the
woods opposite them. From there it could
see to the centre of the enemy lines.

My second Hammerhead went on the
opposite flank, denying Joe targets for
the Exorcist and giving me the
opportunity to wipe out his left flank.

The Fire Warriors were spread out
across my deployment zone to make
best use of the cover. Fire Warrior squad
Shi’ goes behind the woods out of sight
of the Retributor squad opposite. Fire
Warrior squad J'kaara took up position
by the first squad. Squad Vral lended
support to the Broadsides and covered
the buildings. The last squad was set a
little further back so they could make
use of their longer range.

The Kroot Carnivores went on my right
flank by the ion cannon-armed
Hammerhead where they could then
spring out from the woods on any Battle
Sisters who got too close to my lines.

~ DEPLOYMENT

The two independent suits wddld"'
support my tanks.

| put the two-man Crisis team by Fire
Warrior squads Shi’ and Vral as those
Penitent Engines were starting to play
on my mind — they look at least 20ft tall!
| had to get rid of them.

The placing of my commander’s squad
could not have been easier as Joe
placed an Inquisitor and his retinue on
his left flank, and the idea of blowing
those self-righteous individuals off the
face of the planet had much appeal. On
a more tactical note | had a feeling that
Joe would place his Seraphim and the
dreaded Saint Justine on this side of the
field so that he could rip the heart out of
my army. My command squad went
behind the shield of Fire Warrior squad
Kais.

“The only thing that counts when placing

Ethereal Aun’O Ke'lshan Kauyon is his
safety. If he died then the whole plan will
fly out the window. It may seem crazy, but
I placed him on my left opposite Joe’s
heavy weapons as the Penitent Engines
would surely have been biown to bits
before they get anywhere near him.

The Gun Drones went on my right fiap,
along with the command squad. Thegg
guys would mostly be used as a
nuisance but if they can move forwarg
and pin the Seraphim all the better,

Placing the Pathfinders was trickier. N
doubt Joe would have identified them a5
public enemy number one, so | placeq
them with the Kroot. Although they haqg
no line of sight, if | won first turn they
could always use their free movement 4o
go into the woods and start laser-
painting things straightaway, if not, one
turn’s lost shooting would be a small
price to pay for not having them mown
down. Their Devilfish went on the
opposite flank as far forward as possiblg
so that it could freely move into Joe’s
right flank.

With deployment done, all that was left
was for me to show these fanatics a
thing or two about the finer points of
long range fire-power and the Greater
Good!

Joe: Winning the roll to choose
deployment zone, | decided to try and
restrict the Tau’s lines of sight as far as
possible. The buildings in the centre of
the table seemed to cut the objectives
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i two groups, and the right side of my
" oyment zone was relatively well-
wowed with terrain, though much of
.rest of that side of the table was

«n. | therefore began my deployment
i the Retributors. They overlook two
sectives, and would hopefully restrict
lul's deployment on that flank. The
wicist was far easier to deploy. A
e of 48", and the ability to move 6"
ui fire gave me plenty of options, so it
'_t behind the largest expanse of

yer available. An idea | had was

; [oylng the two Penitent Engines

ier side of a terrain feature, yet within

f 6" squadron coherency. This would
uke it difficult for Paul to destroy both
ine turn, even if it did
the Retributors in
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i @ DEPLOYMENT

the unenviable position of being stuck
right between these two lunatics. The
squads of Battle Sister infantry and the
Arbites were deployed facing an
objective each, with the Task of
Subtlety’s meltaguns in a position to
menace the Broadsides later on.

By this point of deployment, the Tau’s
advantage of numerous small Fire

Warrior squads was beginning to pay off.

| was running out of support units to
deploy, and Paul had yet to deploy any
priority target units. A couple of practice
games had taught me that he used the
Broadsides primarily as bait, to try and
funnel an enemy’s line of

advance, employing the Hammerheads
to close the trap. | therefore decided 1o ‘
take a risk. The Task of Piety were [
deployed in their Rhino on my extreme |
= left flank, just behind a wood. This might |
be enough to tempt Paul to risk one of i
his expensive Crisis Battlesuit teams in I
the hopes of sniping it on the first turn. '
The Seraphim and Saint Justine are |
positioned to take advantage of this, and
could use the Rhino as mobile cover if it
survives. The powerful assault elements
of the army, namely the Celestians and
Arco-flagellants, went in the centre, far
out of the Tau lines of fire. Inquisitor de ‘
Shilo and her hired goons are behind my
lines on the left flank. This means that
both groups of objectives are covered by
squads with heavy bolters, both have a
solid core of foot troops to move |
forwards and capture them, and both
have a scary assault element that would
hopefully distract the Tau from the other
two elements.

| was relatively happy with my
deployment. | had four meltaguns to
worry Paul’s biggest concentration of
Crisis Battlesuits on my left, and the
Retributors had restricted the Tau on my
right wonderfully. As a slight downside to
this, they had absolutely no targets
whatsoever, but as they were
commanding a potential 400 Victory
Points worth of objectives this is not
much of a problem. I've also spotted that
Paul has left his two-strong Crisis
Battlesuit Team Or’es a little exposed. A
swift move by the Exorcist to its right will
leave me with a clear line of sight to k
them. All | need now is a nice 6 for that ’
first-turn roll.

u‘_

MAP KEY

“ ©  Celestians (Task of Fury)
! @@ includes Ganoness and Priest
®  Living Saint Justine
! (D@ Inquisitor and retinue
Arco-flagellants

®

®

Adeptus Arbites

WITCH HUNTERS

@) Sisters of Battle (Task of
Pisty)

(@ Sisters of Battle (Task of
Bravery)

@ Sisters of Battle (Task of
Subtlety)

(8 Seraphim (Task of Purity)
(®) Retributors (Task of Clarity)

/‘\\
{P1)  Penitent Engine 1

(ﬁ) Penitent Engine 2

ﬁ : Andreas Pattern Exorcist

©  FEthereal Kauyon
@@ Commander
Shas’vre Bodyguard
Crisis Battlesuit leader (Or'es)

Crisis Battlesuit leader (Mon'yr)

Crisis Battiesuit team

@ @ Kroot Carnivore Squad

TAU

@ Fire Warriors (Squad Shi’) Devilfish
(2 Fire Warriors (Squad J'kaara)
@ Fire Warriors (Squad Vral)

® Fire Warriors (Squad Kais)

Broadside Battlesuit team

®°

“ Hammerhead Gunship 1

Hammerhead Gunship 2

@ Pathiinders (Squad Ukos)
@ Gun Drones (Kor'vesa Squad)
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TAU TURN 1

Paul: Thanks to my faith in the Tau'va |
won the roll for the first turn. Before the
first turn begun | used the Pathfinders’
free movement to take up a good firing
position in the woods. Their Devilfish
moved at full speed down the Sisters’
right flank to draw a bead on the
Penitent Engines.

All that | needed to do was shoot the
ladies on the other side of the field until
they had the good manners to all drop
dead, hopefully not too hard a task with
the firepower at my disposal. As | had
hoped, the Sisters had predictably set up
as a power-armoured shield wall to
protect their precious Seraphim and Arco-
flagellants (heretics and sinners every
one of them) If Joe wanted to give away
the lives of his holy Sisters for scum like
them then | would be happy to oblige.

Movement began with the Devilfish
pressing even further forward. All the

e~

veteran Tau in their Battlesuits jetted
into better firing positions along with

" the Gun Drones. The mighty. .
. Hammerheads also emerged from

cover to deal out some punishment.

.Shas’vre Mont'yr,Battlesuit #1, targeted

“~the hulking Penitent Engines and let
B loose with everything he had. The
.:.shots from his plasma rifle fell short, but
the missile pods hit home, causing a

glancing hit. The roll for damage came

- up with Weapon Destroyed, but as Joe

kindly pointed out the Engine was
Open-topped, making the result one
higher on the chart — destroyed.
With one Penitent Engine left as a
burning wreck there were no targets
available other than the side armour
of the foul Exorcist for the Devilfish
to shoot at. Letting rip three times with
its burst cannon, it hit three times, but
failed to even scratch the paint.

Battlesuit squad #3 took aim at the
Sisters guarding the Arco-flagellants,
knocking three off their feet with
combined missile pod and plasma rifle
fire. No sooner had the dead Sisters hit
the ground than a high pitch whine
signalled the entrance of Hammerhead
#1. The ordinance caught seven Battle
Sisters in the blast and wounded every
one of them. As the smoke cleared it
was apparent that two had dropped
dead. Seeing that this squad of Sisters
were still a threat Fire Warrior squad
J'karra fired at them as well but failed
miserably to even make them duck their
heads. Fire Warrior squad Vral then
opened up, failing to cause any
casualties to the Arbites skulking behind
the outpost buildings.

The mighty weapons of a Broadside
team locked onto the Rhino behind the

dvance behind the shelter of an ald settlers' colony as the Ta form a battle line in the waods beyand.

woods on Joe’s left but the rail gung
merely blew the pintle-mounted story,
bolter off. This was very poor. Shas’we
Or’es in Battlesuit #2 tried to show hjg
brothers how it should be done ang alse
shot at the Rhino, but all his fire camg lf.
nothing. The transport must have been\
protected by the Emperor himself, ang
had to be dealt with.

Three seeker missiles were guided at
the Sisters by the Pathfinders. Two of
these hit home and one Sister was
killed. Following this the Pathfinders wj,
rail rifles opened up on the same Squad
If 1 could get rid of them then the
Inquisitor’s retinue and the Seraphim
would be more open to fire, but sadly the
rail rifles only managed to kill one squag
member. | couldn’t let the Sisters squad
disembark from their Rhino without
giving them something to think about,
Shas’O Kauyon and his bodyguard
would teach them a lesson. A hail of
plasma bolts flew at the daughters of the
Emperor, but only one more was felled,
so Fire Warrior squad Kais pitched in
and killed another.

Finally, my Hammerhead with the ion
cannon targeted the Rhino that had
stubborniy refused to blow up. With threg
ion bolts smashing into it, it exploded to
tiny, tiny pieces, with a 5" blast that
caught the Seraphim and Saint herself!
Unfortunately no-one from inside the
rhino was hurt. You can’t have
everything.

The Assault phase, or “jump back”
phase, as | now call it, consisted of all
my Battlesuits jumping to protective
positions and the Gun Drones moving
forward to absorb any charges that might
come my way.

ict
atle
y 10
) (A
Sstel
> d‘.

(et
Shilo
ar Ve
' me
Bre
71 t ¢

i le
sinfo
sel
Sove
antre
Luse
_.tY!
) thre
[ap
ket
mpt
nd ci
Soell
i) e

tir
Rothi







B 1c
65
B BS

TAU TURN 2

Paul: The Witch Hunters had shown that
their technology was inferior to that of
the Greater Good when their mighty
Exorcist launched two of its deadly
missiles at my Hammerhead and barely
scratched it! The Pathfinders could have
ceased to exist when the Inquisitor’s
retinue opened up on them with three
heavy bolters, but they only managed to
kill two. In short — | got off lightly.

The second turn began with much the
same plan of action. My Battlesuit teams
jumped forward to get better firing
positions. The Devilfish pushed further
down the Sisters’ right flank. My two
Hammerheads moved in on the
buildings as | was now faced with a
threatening squad of Seraphim. The
Gun Drones moved out from behind the
buildings to get a better view of things,
hopefully the pinning ability of their pulse
carbines could slow the Sisters down.

The shooting started with the Devilfish
opening up at the Retributor squad in
the hope of killing at least one so that
the Gun Drones nearby could have a
chance of pinning them. Unfortunately
their power armour shrugged off the
shots like rain.

Joe had moved his last remaining
Penitent Engine up the field towards the
centre along with a Sisters of Battle
squad and the Arco-flagellants. If these
were allowed to get to my lines
unopposed then the Tau might as well
roll over and die. So Shas’vre Mont'yr
aimed both missile pods and plasma
rifles at the Penitent Engine but no
damaged was caused to the metal beast.

Fire Warrior squad J'’kaara took aim at
the shield of Sisters guarding the Arco
flagellants. The wall of pulse rounds hit
them and shredded two more Sisters.
Only three were left. That squad would
definitely be getting a promotion!

) -

12 FAITH IS OUR SHIELD |

Two of the Arbites moving round the back
of the outpost were riddled with pulse
rounds from Fire Warrior squad Vral, and
hit the ground as smoking corpses. Now
the grand spectacle of Tau fireworks
would really begin. | had not forgotten
about the Seraphim hiding in the outpost
buildings and a sheer wall of nasty death
was about to hit them. Being the closest
unit, the Gun Drones fired first, but sadly
to no effect. Shas’vre Or’es targeted his
Crisis Battlesuit's weapons on them as
well, and managed to kill two. Brave Fire
Warrior squad Kais also popped off a
volley at the Seraphim causing three
wounds and killing another two.

Shas’O Kauyon and his bodyguard
levelled their weapons, fired and missed
every shot. The Pathfinders fired their
pulse carbines and rail rifles as well but
fared little better than the rest and only
killed one. | had fired a massive chunk
of my army at these ladies and still they
were there! Even a couple of them in my
lines might spell doom for the Tau but |
couldn’t afford to use the ion cannon-
armed Hammerhead at them as |
needed to thin down the squad of Batile
Sisters from the wrecked Rhino.

Then | remembered that Broadsides
don’t only have rail guns — they also
have smart missiles. They do not need a
line of sight for these so the buildings
would cause no trouble for their fire.
With great joy | fired the missiles at the
Sisters. Normally, the Broadsides could
not actually have seen anything but their
devastating salvo removed every single
one of the chiselled-featured, winged
models from the board. Praise be to the
Greater Good!

The ion-armed Hammerhead managed
to kill one of the advancing Sisters from
the ex-Rhino squad. And then came
what might have been a fatal blow for
Joe. My other Hammerhead sent a rail

gun shot at the Penitent Engine and
penetrated, causing it to be immobilised.
Again this result was boosted up
because of the machine being Open-
topped. This meant | had destroyed one
of its weapons. Cruel fate — just for once
a vulnerability turned out to be an
advantage!

In the Assault phase all my Battlesuits
resumed their positions behind cover
and the Gun Drones returned to hiding
behind the building, hoping to entice the
dreaded Living Saint Justine into a
diversionary combat and hold her up for
another turn.

WITCH HUNTER TURN 2

Joe: Having an Invulnerable save is all
well and good, but you still have to pass
the accursed tests. It was the Strength £
AP5 shots that did the majority of the
damage. | wasn’t too disheartened,
however, as virtually everything else
apart from the Seraphim had survived.
The luck that had abandoned the
Seraphim had obviously gone to the
Penitent Engine, and a 9" move left it
well within assault range of a Crisis
Battlesuit team. Saint Justine was also
in assault range, a pity she would only
have Gun Drones to face off against. A
sweeping advance into the Broadsides
afterwards shouldn’t be too dangerous
though, especially as the Spirit of the
Martyr would give her a 2+ Invulnerablé
save.

The rest of my moves were less
dramatic. The Arco-flagellants charged
past their bodyguard, and now pos€ a
real threat. Hopefully, they would dra¥
fire away from the Celestians, whosé
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¢ TAUTURN 3

& Paul: Things had become interesting. To
' my surprise the Penitent Engine had
managed to move 9" before assaulting

. and as aresult | had lost a Crisis
- Battlesuit. A squad of Fire Warriors

would soon be in bits on the floor too.

Not only did Joe have his army in ~
position to take ail the objectives, he still
had the Arco-flagellants running ;‘around
looking for something to kill. Things were
about to go horribly wrong. However, the
death of my Gun Drones from the
Saint’s onslaught and her sweeping
advance into the Broadsides meant that
1 could shoot her to bits now if | wanted.
Joe's army had taken such a beating
that other than the Saint and Penitent
Engine | had comparatively little else to
worry about. Bearing this in mind the
Broadsides unleashed everything they
had at the Saint. Smart missile and rail
gun were not enough to touch this
incarnation of all that is holy, and based
on this | decided that nothing else would
shoot at her. The Sisters were starting to
break my line now and that had to be
stopped. Thankfully, the Saint was in
combat with the Broadside and their
Shield Drones. Which would hopefully
keep her busy for a few turns.

The Devilfish moved back to try and
deal with the Sisters’ command Rhino in
the centre. Burst cannon fire managed
to immobilise it, much to my relief.

The Arco-flagellants were looking very
threatening, so Fire Warrior squads Kais
and J'kaara fired at them. This caused
some controversy as the Penitent
Engine had just consolidated into squad
J'kaara and they were now engaged in
combat. But the rulebook states that
shooting from the squad was still
possible as they were not in base-to-
base contact. It all amounted to nothing

TAU TURN 3

anyway as | could not wound the enemy.
The rail gun from the Hammerhead
launched submunition ordinance at them
and failed to hurt anything.

This upset me and in revenge I shot at
Saint Justine again with Fire Warrior
squad Shi who were at the other end of
the field guarding the Ethereal. They
landed three hits managing to cause a
wound. “If she can bleed she can die”
the Ethereal could be heard proclaiming
over the comm-link. Shas’vre Mont'yr
failed to kill any of the Sisters edging
towards the objective by the outpost. His
brother Crisis Battlesuit Shas’vre Or'es
took aim at the Sisters on my left flank
but only killed one. The Kroot | had
moved through the woods shot at the
same squad but their weaker weapons
failed to harm the Sisters.

The Pathfinders, along with Fire Warrior
squad Kais, sent a storm of pulse and
rail shots at the closing Sisters of Battle
and blew three of them away. Shas’O
Kauyon and his mighty guard shot at
them too but in another display of
ineptitude to make an impact.

In the Assault phase the Kroot leapt on
the Battle Sister squad that had
managed to get to the objective in front
of the woods (unsurprisingly, the only
charge that the Tau were to make in the
whole game). The Penitent Engine saw
off squad J'kaara. Three Fire Warriors
were killed outright while the others ran
for their lives. Fortunately, the presence
of their honoured Ethereal helped to
stop the deserters before they left the
battlefield. The Penitent Engine then
consolidated into squad Shi steadily
closing on the Ethereal.

In the woods Saint Justine managed to
kill one Shield Drone. In reply | caused
no wounds but stayed in combat,

continuing to hold her up. On my righ
flank the Kroot slammed home into the
Sisters, hacking one of them to pieceg
as they prayed for Hand of the Empeye,
in reward for their Faith. In return, the
Sisters struck back killing four. After a
disappointing round of combat the Krogs
held their ground. ]

WITCH HUNTERS TURN 3

Joe: Given that Paul's Shooting phage
opened with my failing a Leadership 19
Faith Point test, | really could not haye
hoped for a better result from the regt o
the turn. Saint Justine somehow got
away with only one wound after
embarrassing herself, the Task of Piety's
Hand of the Emperor was far more
effective though, and the only minor
hitch was the thrown track on the
Celestians’ Rhino.

Thus began one of the most surreal
game turns | have ever encountered.

At first, life continued to be rosy for the
Witch Hunters, as the lone survivor of
the Task of Subtlety passed her Morale
check. She now had two jobs — get into
close range of the stricken Hammerhead
with her meltagun, and charge into the
Pathfinders, both of which would be
highly useful in restricting the Tau
firepower. The Penitent Engine was
unscathed, and in a position to threaten
the Ethereal, moving 10" towards its
bodyguard of Fire Warriors.

Grumbling about incompetent Tech
Priests and unreliable mechanics,
Canoness Aemelia and Priest Aunt
Agatha disembarked with their
bodyguards. The right presented the
tempting target of the Ethereal, to the
left an equally promising goal was Paul's
Shas’O. In the end, | decided to let the
Penitent Engine have its fun. It seemed
to have a charmed life, and moving to
support it would involve a trek across
exposed ground. Advancing to help
Saint Justine allowed the Celestians to
take advantage of the cover of the
buildings. The Arco-flagellants had no
choices to make — Fire Warrior squad
Vral was closest, and would soon regret
it. The Arbites moved in to cover
Inquisitor de Shilo, in case the Kroot
managed to break through.

Things started promisingly. Four shots
from the Exorcist at the rail gun
Hammerhead hit three times, all of
which caused glancing hits, proving
enough to destroy it twice over. The
Inquisitor’s retinue continued to unt_ief
perform, managing just two more kills 0%
the Pathfinders, but the last survivor of
the Task of Subtiety earned her place
the side of the Emperor, taking out her
Hammerhead with a well-placed shot. !
rewarded this Sister by christening her
Sister Louisa.

e
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TAU TURN 4

Paul: Ouch! What just happened? Joe's
third turn had to be the most fantastic
turn | have ever seen in any game. | lost
both of my tanks, one to the Exorcist,

. (which frankly deserved to do some
damage after its pitiful performance so
far) and the other to a very jammy
glancing hit from a solitary Sister with a
meltagun. This had seriously weakened
my options, and raised quite a few
laughs from those around the table. The

- Penitent Engine now had my Ethereal in
a rather delicate situation, and the Arco-
flagellants had shown that they were not

. to be messed with. | had thought that all
was lost, that was until the combat
between the Saint and the Broadsides.
All her attacks having to be directed at
the remaining Gun Drone was quite a
surprise to Joe but then having the
Broadsides crush her to a pulp was

. quite possibly one of the most gratifying

. experiences of my gaming life and

- brought me back into the game.

. The Kroot finished eating the Sisters and

© went straight towards the Arbites.

- Shas’O Kauyon led his squad forward to
support the Kroot in an effort to clear

.~ this flank and eventually kill the

- Inquisitor and take the objective near

. her. The Devilfish pulled back to the

' objective on my left flank and also

. covered the advance of Shas'vre

. Mont'yr. Shas'vre Or'es moved forward

. again to fend fire to the Kroot.

Shas’vre Or’es killed one of the routing
. Sisters nearby, whilst his brother

i Shas’vre Mont'yr killed two Sisters by
I
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the objective at the side of the outpost.
The Kroot shot two of the Arbites they

would later be assaulting making them
that little bit easier to deal with.

My mighty Shas’O’s squad and the
unengaged Broadside fired at the Sister
command squad, killing three of them. It
was hot enough to make them run.
Rounding off my much-reduced shooting
Fire Warrior squad Kais killed another of
the Sisters that were fleeing.

Combat was brutal for both sides. The
Kroot charged in and ripped the Arbites
apart and only lost one in of their
number in return. They then followed up
by sweeping into the Inquisitor’s retinue.
Hopefully a few would survive the
onslaught from the heavy bolters facing
them.

The Arco-flagellants were poised to
butcher the Broadsides but before this
could happen another of their number
died as its body ruptured from the
combat drugs and implants pushing it
forwards. The other two failed to touch
the Broadsides as my brave boys
survived another round of combat. In the
woods the Pathfinders somehow
managed to kill the power armoured
Sister they were fighting and got ready
to react to whichever way the tide of
battle turned next.

All across the battlefield the Tau were
filled with an overwhelming sense of
dread as in the distance their revered
leader Aun’O Ke’lshan Kauyon lost the
negotiations he was having with the
Penitent Engine and was split down the

middle. The result was a disaster for me
as several units failed the resulting
Morale tests— Shas’vre Mont'yr who had
taken up position behind the Devilfish
ran for his life all the way back to the
woods right by the Penitent Engine, and
on the other flank my Shas’O felt it was
time to retreat and fell back with his
squad almost to the edge of the
battlefield. To complete my woes the
Pathfinders joined him. How could | deal
with Inquisitor de Shilo properly now?

THE PRICE OF FAILURE
The Ethereals are the top tier of Tauw
socicty. commandmg unswerving. loy '_"i-.".'

their person, the mat!unkmg way t_,_
other Tau resposd to their orders has.
fed some human Tech-Adepts to

believe that they exert some kund of

On the tabkmp if an Etherrd s
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Mm._k ch:eks ane: io te'pms:n: this

unit that the Ethereal ;oins becomes.
Featless. However, o this fiving
champion should be killed, all L
remaining Tau must make an g medile
Morale chcck Thxs is what hm :

The Price Of Falure
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TAU TURN 5

Paul: At least my Devilfish had survived.
This meant | had some chance of taking
an objective on what was firmly now
Joe’s flank, especially since the Penitent
Engine had finished of the retreating
Shas’vre Mont'yr. If it could cause some
damage then it might still be able to gain
some valuable Victory Points in that
area. Having the Kroot run after being
shot at was a bit disappointing, but they
had done well. The sad thing (although it
had been pretty inevitable) was that my
Broadsides had eventually been dragged
down by the Arco-flagellants. There
wasn’'t much left for me to respond with
and unless | acted quickly there would
be no Tau army left to speak of.

After rallying my Shas’o and his guard |
consolidated them away from the Arco-
flagellants towards the woods so that |
could use their 6" jetpack move to get
them out of sight of the heavy bolter
Servitors in the Inquisitor’s retinue. They,
along with my only remaining Fire Warrior
from squad Kais let loose for all their
worth and wiped the remaining Arco-
flagellants out. Phew! With them out of
the way Shas'vre Or’es fired at the

E——
The Fire Warrniors are crushed by the zealous
might of Canoness Aemelia and her Celestians.

Sisters of Battle command squad that
had been making their way towards my
remaining squads, but he only managed
to kill one of them. Last, but not least, the

-Devilfish shot at the Retributor squad,

killing one but failing to pin them,
meaning they would easily be able to
take the objective they were covering.

All that remained for me to do was to
jump all of my Battlesuits out of range of
the Inquisitor’s retinue’s heavy bolters
and hope for the best.

WITCH HUNTER TURN 5

Joe: Decision time again. | was sure
that the Celestians could reach Fire
Warrior Squad Kais before them for the
purposes of hacking and rending.
However, the more important question
was whether they could consolidate into
the Shas’O and his bodyguard
afterwards. The alternative was to call
up the Rhino, hop in, and either strike
next turn if it somehow survived, or jump
on an objective. Were this a tournament
game, I'd probably have gone for the
latter option, but | just couldn’t get rid of
the image of the Canoness and Priest
charging through a hail of fire to bring

scarlet ruin to the enemies of the
Emperor. Even if they had to sweep into
the Shas’O, Paul could not leave g
single one of them alive, or suffer the
fury of Aemelia’s Blessed Weapon, ¢ |
went for it.

Everything else moved enthusmstically
towards their objectives, all except the
lone survivor of the Task of Bravery, whq
failed her Last Man Standing Morale
check, and the Inquisitor’s retinue, who
had a line of sight to the Tau
commander’s Drones. Getting rid of
these would very much help out the
Celestians, and they were certainly
within a 6" move of the objective before
them for next turn.

With so little left on either side, the
Shooting phase was relatively
uneventful. Having disposed of any
direct threat, de Shilo’s retinue only
managed to summon enough firepower
take out one Drone. The Exorcist's
missiles again bounced off the front
armour of the Devilfish, and the
Celestians finished off the fleeing Kroot
with a hail of pistol fire. It was at this
point that | remembered that the
Penitent Engine had to fire if it was in
range, and its flamer certainly could hit
the rear armour of the Devilfish. Picking
up the dice with the words: “You never
know, I've rolled a lot of sixes in this
game,” | rolled a 6. The result only
shook the Devilfish, but it was better
than nothing, and worth it just for Paul's
expression at the time.

In the Assault phase the Penitent Engine
failed to catch its skimming target, but |
was praying for a poor display of dice
rolling from the Celestians. The rank and
file Sisters certainly played their part,
managing only one Kill, before Canoness
Aemelia ruined a beautiful plan, hitting
five times and killing the remaining five
Fire Warriors. There was no chance of a
fortunate low roll for their Morale check
now and making the best of a bad
situation, the Celestians charged on into
the Shas’O.
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STRENGTH THROUGH UNITY

Paul: Well that’s that. Undoubtedly one
of the toughest games of Warhammer
40,000 | have ever had the pleasure to
play. | could not keep track of all the,
swings that the dice gods sent our way,
though | think that in essence my plan
worked. | did what any good Tau .
commander would and selected the
Sister squads shielding the Arco-
flagellants and Inquisitor retinue. Joe
really needed these guarded units to
survive, so the sooner | killed their
shields the sooner | could kill them. The
independent Crisis Battlesuits worked a
treat. They were able to lend support,
bag some good targets of opportunity
and move up the flank to take objectives
when | needed them to. For the time that
my tanks survived, they did what |
wanted, which was to kill as many of the
Sisters as they could. The Kroots’
counter-attack worked better than | could
have imagined, wiping out two squads
before finally being overwhelmed by the
firepower of heavy bolters.

All my units did what | wanted them to
do. Until turn three, that is. Then just
about everything | fired missed or
bounced off the Sisters’ armour. Not only
that, but Joe robbed me of both my
tanks, both of them! Aaaagh! This took
away the very big chance | had of
wiping the Sisters out with nothing bad
happening to my army. I'll go further and
say, in fact, it just about signalled the
defeat of the Tau. And the Penitent
Engine — what an absolute killing
machine! And the Arco-flagellants! |
underestimated them and did not take

enough notice of their advance. That
spelled the doom of half my army and,
ultimately, my Ethereal, changing my
plans beyond all recognition. The one
other saving grace | had was the timely
death of the Saint. Having Joe fall for
going against my Broadsides was heart-
warming enough as they would have
potentially held her up for most of the
game. But to have them mash her, and
then as a result, the Sisters losing all
their Faith points made me physically
jump up and down. The crowning glory
was when she failed her Leadership test
and was forever dead, with no chance of
coming back to the table. It had all been
down to Joe’s inability to roll good dice.
Sweet!

My army performed very well but as
soon as an assault unit reaches a Tau
battle line and close combat ensues, it
becomes very hard to push the plan you
had forward. From then on every turn is
a new day. Having said that, my
command squad nearly managed to pull
off what | wanted —to sweep down the
right flank to confront the Inquisitor
retinue and secure the objective they
were guarding. But, as everyone
expected, my Ethereal did not fare well
against the Penitent Engine, and when
he died my command squad ran for it.
This took victory away from me. | admit,
| really messed up when placing the
Ethereal - it was my biggest mistake of
the game by far.

There were high points. Killing the
Seraphim in one turn rid me of some of

my fears. On the other hand, this Maybe
made me too confident and all the
firepower [ poured into them was
perhaps needed elsewhere.

Joe really soldiered on. The first and the
second turn saw him lose a serioyg
number of troops and if the third turp
had been the same then | don’t think the
Sisters could have survived even with
Joe’s high level of generalship. But Joe
turned it around, gave me a bloody noge
in return and gained the initiative. The
very fact that his Acts of Faith rarely
worked, even before the death of the
Saint, shows that the Witch Hunters s
not a gimmick army. It can survive
without the fancy stuff, which is just
what they ended up doing. The
overriding feeling that we all got from
this game was that it could go on
forever. Even after Turn Two it felt as
though we had played four or five turns,
so much had happened. We battered
each other until no end was in sight, and
no outcome was definite.

So I guess that my battle plan did not
work out that well... but what battle plan
ever does?

In the end it was a draw. From the bad
position | found myself in during the
second half of the game, a decent
result.

The Tau may have lost a Iot of troops
but the Sisters have lost one of the
rarest things in the realms of man, a
Living Saint. For the Greater Good |
claim a moral victory!
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MALAKAI MAKAISSON'S GOBLIN-HEWER AUS$5S Nz$60

Thought to be the best engineer who ever lived,
Malakai Makaisson was drummed out of the
Guild of Engineers after the

first airship fiasco, and became

a Slayer. His latest invention is

the Goblin-hewer. A

rapid-firing, axe-throwing

extravaganza of destruction,

the Goblin-hewer is capable of

scything through even the

most numerous opposition

with a hail of blades.




,
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ORDER:

WITCH KING
ON FELL BEAST

AUS$H85 NZ$75
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