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ver the next few months
o you'll have access to some

very special items. The
Storm of Chaos summer
campaign sees four
superb special edition
models become
available. In addition to
that we’re going to be adding
some exciting goodies to issues
of White Dwarf in the run up to
the end of the year...

Special Edition...

An event of the magnitude of
Storm of Chaos really deserves
something a bit special. On that
premise, we have made four very
nice special edition models
available for you to collect (see
right for more details). These
splendid models will only be
available for a limited period so, if
you want one, you'd best not
hang around...

More?!

Last issue we gave you a free
Storm of Chaos novella,
compiling the best of the Black
Library’s Storm of Chaos material
along with an exclusive new story
by Dan Abnett.

With this issue of White Dwarf
you have the very nifty Storm of
Chaos campaign map poster. This
will help you plan out your
strategy as you take part in
possibly the biggest struggle the
\Warhammer world has ever had
to face!

Not content to rest on our laurels,
we have even more amazing stuff
to give away with your favourite
hobby magazine over the coming
few months!

Next month we’'ll be giving you
Warhammer Order of Battle. This
handy 12-page booklet has all
you'll need to record your army's
details — from statlines to special
rules, from enemy standards
captured to character
backgrounds.

Not had enough yet? Okay, we're

stickers in WD297. These colour-
coded labels are immensely
useful in identifying that elusive
colour when your paints are
spread across your paintstation.
Once you've used these you'll
wonder how you did without.

1] ¢!

STQRM Special Edition
CHAOS miniatures

Archaon valten
Archaon, the Lord of the End This dismounted version of the
Times, on foot will be available to  Exalted of Sigmar will be available
anyone who attends Games Day  to White Dwasf subscribers
on 3rd October this year, from late July for £8. ’f
e It will be available from 21st (|
August by direct order on
0115 916 40000, in-store
order point or via our
webstore at:
www.games-workshop.com/
ukstare

Chaos Sorcerer

Chaos Marauder

This special edition Chaos This superb Chaos Sorcerer
Marauder will be available to buy  model will only be available, for
for £5 at Warhammer World £6, at the End Times Roadshow

durning June, July and August. this summer. See page 23 for

details of the locations this event

will be running at.

These models are available only while stocks last -
they really are in limited supply!

We have plans for even more stuff
but I'll save the surprises for a

giving you a free sheet of paint lid future issue...
Until next month,

Paul ‘Fat Bloke’ Sawyer

Editor
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E HEART OF THE STORM

STZRM
CHAOS

THE END FOR
MIDDENHEIM?

This summer offars all Warhammear
players tha opportunity to
contribute to the history of the
Warhammer world by participating
in the Storm of Chaos worldwide
online campaign. Your decision is
simple — will you dafend the city of
Middenheim or join the Dark
powars in their attempt to dastroy
not only the city, but the god Ulric
himsalf, granting Archaon powers
beyond the ken of mortals?

Alternatively you could just play the
Orcs and fight everyona!

Intrigued? Good - here’s all you'll
nead to know to make your own
mark on the background of the
Warhammer world.

REGISTER NOW!

The campaign starts on 5th July. By
visiting our websita and registering
you will have accass to the fully

- -

4 THE NEWS

interactive campaign map and War-
room forums where you can
discuss tactics and stratagies with
fellow gamers across tha globe. You
will also find a wide selection of
great hobby content and regular
information such as daily updates
as to the state of the war; miniatura
galleries, including a gamers
miniatures saction; and onlina
painting and modalling
competitions.

With Archaon gathering his forces

in the North, tima is a precious

commodity - registar now at:
www.storm-of-chaos.com

MAIN BATTLE SITES

Tha interactive map on the Storm of
Chaos website is the focal point for
tha whole campaign. All results will
be logged here and you'll be able to
sea how each side is doing as the
story unfolds. The map has 20
major battla sitas. Thase will
datarmine the pace and progress of
the forcas of darkness as thay
procead towards their goal,
Middenheim. The dogged defenders
of towns and cities in Archaon’s

path may hold up the host for some
time, but the colossal size of the
Chaos horde will ensure that it will
ultimataly reach its goal of
Middanheim. However, tha sorcery
and steel of thosa who opposa
Archaon’s army will dictata when
and in what stata it will arrive at the
walls of Middenheim. At this point
the campaign will become the Siege
of Middenheim, with the forces of
Chaos intent on breaching the
defencas of tha mighty city and
despoiling the temple of Ulric. The
defenders’ objactive is clear—a
desperate strugqle to hold the
bloodthirsty Chaotic force from
penetrating Middenhaim's walls, all
the time hoping for salvation in the
form of the Emperor Karl Franz at
the haad of tha army of the
Conclave of Light. But it is your
army’s fortunas in battle that will
decide the outcome of the war...

LOCAL BATTLE SITES
Tha UK and Northern Europe have
several unique battle sites available
to fight over. These ara very
important to the campaign as they
directly affact the main battle sites.

For instance, a baggage train
successfully defended by tha forcas
of good at a spacial site may well let
players at a cartain main batth site
taka a war machine for frea in all
their battles! Thase battle sites can
only be won and lost at cartain
events, including at specific Gaming
Club Network games, at The End
Times roadshow or in Games
Workshop storas. {

Prapara your forces for war.
The Storm approaches.

The special adition Chaos
Sorcerer mode! is only
available at The End Timss
roadshows.




I’M SPARTACUS!

Spartacus is tha latest release for
Warhammer Ancients chronicles the
risa and fall of the lagandary hero
Spartacus and his brava attempt to
challenga the might of Rome.

Set in 1BC, the book features the
historical background to Spartacus’
uprising. Starting with his life as a
gladiator, the book describes how
ha came to lead the largest slave
revolt in the history of the ancient
world, eventually bacoming a
renowned general as ha fought the
Empira for his freedom.

Includad are full rules for fighting a
campaign in the Roman Empire
based upon Spartacus’ most
famous battles, described in great
detail, and two new army lists: The
Romans and Slave Ravolt.

Released in late June and priced
£13, this supplement is a great
source of inspiration for your
games, while tha featured scenarios

provide an excellent narrative basis
for a campaign.

More information and full ordering
details for all Warhammer Historical
products are available at:
www.warhammer-historical.com

Or, you can contact Rob Broom
diractly on: 0115 916 8466.

The term Gaming Club Network is
one you're going to hear a lot
more in tha future. This is a
completely independent
organization whose aim is to
provide safe venues whare
players can regularly congragate
to enjoy all aspects of the hobby.
Games Workshop's involvement
15 restrictad puraly to providing
support, such as helping clubs to
promote themsalves through the
Hobby Cantres.

Now about to fling its doors wide
open and expand its membership,
the Club Network would not have
come about without the
assistance of Laurie Stewart, a
one-time model shop chain owner
whose association with Games
Workshop goes back 27 years.
Laurie has worked tirelessly for
the last six years, davoting large
amounts of his own time and
money to getting the framework
for the Club Network in place.
Now that it is all ready to go, he
is stepping down as Prasident of
the GCN Council in order to
concentrate on making sure all
the systams he has implemanted

GAMING CLUB NETWORK

work properly. “I was a businass
development manager for 10
years, so that'’s what interests
me,” says Laurie, an anergatic
chap who once held down four
jobs at once. “Now it's time to
separate the roles which govern
gaming quality and the network
systams, so I'm off to maka sure
everything runs smoothly so the
naw prasident can make the
games and events bigger and
batter,” he says.

Lauria fervently believes we have
the best hobby in the world, and
hopes that the Gaming Club
Network will help people carry on
enjoying it right through their
lives. We believe ha's right, so
wea'd like to say thanks to this
mad-kean hobbyist — whose
massive collaction of armies fills
28 figure cases — for all the hard
work he has done up to now, and
the doubtless large contribution
he will make in the future.

We'll be telling you more about
the Gaming Club Network, and
how your club can join, naxt
month.

IMPERIAL ARMOUR

Coming soon is the awesome new
Imperial Armour Volume 2 from
Forge World. This hemia-inducing
tome is crammed full of information
focusing on Space Marines and the
forces of the Inquisition. Weighing in
at a mighty 256 pages, with 98
colour and black and white
illustrations, it boasts an imprassive
148 colour profilas and 136 tachnical
drawings featuring the armourad
might of the Adeptus Astartes and
tha Inquisitorial Ordos. As with the
previous edition, Imperial Armour
Voluma 2 is of the large hardback,
deluxae variety of book and is
released in the summer, so start
practicing your Litanies of Activation
right now...

Tha naw Forge World 2004
Catalogue is now available. To
request this frea catalogue sand an
email including your name and
address to:
ForgeWorldCatReq@
games-workshop.co.uk

Or call them on 0115 9168177.

MIRKWOOD ERRATA
Last month there was a slight
omission in our The Elves of
Mirkwood article. The
Mirkwood Captain (Wood
Elf) should have had Might,
Will and Fate points. So. in
the interests of completeness.
here they are:

Mirkwood Captain
(Wood EIf)

Might: 2
Will: 1

Fate: 1

We could blame the
pernicious influence of the
One Ring for this, but you
probably wouldn’t belicve us.

WAHARTEFACTS

www.games-workshop.co.uk 5



THE NEWS

GAMES WORKSHOP ONLINE

STORM OF CHAOS

The storm braaks this month as
the Storm of Chaos campaign gets
under way' Registration for the
campaign is still ongoing, so if you
haven't signad up go to:

www.storm-of-chaos.com

Look out as well for regular
updates on the UK's own Storm of
Chaos homepage including great
hobby tips and frequent news
updates and analysis on how the
campaign is going'

www.games-workshop.co.uk
/stormofchaos

- STOFM OF CHAOS &

|y Emmmme

WARHAMMER 40,000

The revised rulebook is being
released soon and you can find
official information about it
straight from tha horse’s mouth
online. You can also download a
summary shaat of tha ravised rules
for you to use. Take a look at:

www.games-workshop.co.uk
/warhammer40k

NEWS

Every waek Games Workshop
Online brings you the latest news
on what's happeaning in the Gamas
Workshop hobby. Highlights
include Sneak Peeks, Conversion

Corner, Event information and
loads of fantastic hobby articles!

WWW.games-
workshop.co.uk/news

WHITE DWARF

Each month there is a ranga of
links from articles in White Dwarf,
they ara compilad here for your
convenience!
www.blacklibrary.com

www.specialist-games.com

www.games-workshop.co.uk
/warhammer/

www.games-workshop.co.uk
fwarhammer40k

www.games-workshop.co.uk
Nthelordoftherings/

ONLINE DATABASE

There is also a searchabla databasa
of White Dwarf articles online -
ideal if you'ra beginning a new
army, expanding an existing ona or
if you just have a burning desire
for more information and can't
quita remember which issue you
saw a particular article in.

o o—
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Paul: Apart
from a handful
of Bordar Patrol
games for our
offica
Warhammer
campaign I've
spent most of
my time
painting and converting. This month
has baen spent largaly on a
conversion of my Chaos Lord
Vradchuk that will put him on a
Daemonic Steed. This will give him
more spead and a lot mora
manoeuvrability. With parts from 13
differant models and plenty of Green
Stuff. I'm very happy with it. Despite
having a lot of Chaos stuff on my
Paint Station ahead of Storm of
Chaos | only seem to be finishing
more Dwarfs! A Gyrocopter, a
ragiment of Warriors with great
weapons and a regiment of
Crossbowmen - all converted - have
found their way into tha White Dwarf
army cabinats...

| also plan to return to my first
Warhammer army and start a heavily
converted Goblin raiding force -

® Kap'n Skabend's River Ratz.

Guy: 1 am,
perhaps
foolishiy,
working on six
armies at once.
My fuller
armies, Empire,
Orks and
Imperial Guard,
are getting new units in strict
rotation. The Men of Averland are
soon to receive 25 Spaarmen with
shialds who will form the core of my
ravamped Border Patrol force; my
Imperial Guard are being resupplied
with another Leman Russ; while my
Orks, when | have the chance, will
soon be able to field their
Tankbustas painted as opposed to
the, aham, Tinboy colour schema
they have so shamefully sported in
so many battles. Meanwhile, work
continues on my new Dark Eif army.
Many of the models for the army's
core have now bean assambled, |
just need to think of a suitable, and
easy to paint, colour schame that
will do for both the Slaaneshi Cuit
and basic Druchii and we're away.
As for the Relictors and my The Lord
of The Rings warband, well, they’ll
have to wait...

Greg: My
Lahmian
Countess is
slowdy
gathering a
band of foul
creatures from
the darkness.
One Vampire
will suffice at the moment - I'll need
some Thralls later though — so now
I'm fleshing out har bodyguards.
First up I'm working on a new unit
of Grave Guard to escort my lovely
into combat where hopefully she'll
be able to use her waapons of mass
saduction to good effect. To further
augment my Lahmian force I'm also
painting soma Ghouls.

As for my Eldar, I'm just finishing off
my War Walkar squadron. After I've
finished the main paintwork on these
long-legged Wraithbone constructs,
I'll be adding various runes to
enhanca the individual vehicle
markings. | racantly sufferad some
heavy losses in battle against a Tau
force and some mora bright lance
shots from thase walkars might help
fand off thosa highly annoying
Hammerheads and Devilfish.




LEARN TO PAINT

Painting is one of the most
satisfying aspects of our hobby,
but it can also take a little time to
master. This Summer sees a new
saries of painting workshops
being launched nationwide at UK
Games Workshop Hobby Centres.
Thesa ona on one lessons each
focus upon a particular aspect of
painting or a specialised
technique, from effactiva
overbrushing or painting banners,
to simply praparing your models
for painting. There ara ten
different classes overall. The
lessons will run throughout this
year’s school summer holidays.

THE BATTLE OF THE
PELENNOR FIELDS

On 31st July we will ba releasing
our third major supplement for
The Lord of The Rings strategy
battle game, The Battie of the
Palennor Felds (sae page 112 for
a preview). This mighty book
enables you to refight the
climactic battles from the end of

om page 106 onwards.

IN STORE THIS SUMMER

For more details and booking information, get in touch with
Lour local Games Workshop, details of which can be found

The Lord of The Rings, whera the
fragile allianca of tha Free Paoples
of Middle-earth taka on the
burgeoning power of Mordor.
Included in tha book are rules for
Mamakil, Knights of Dol Amroth,
Haradrim and Dunedain Rangers,
plus a whole host of gaming ideas
and new scanarios.

Next month White Dwarf will
featura plenty of support material
for the supplement, including a
Battle Report and Designer's
Notes. There is also going to ba
plenty of activity in Games
Workshop Hobby Centres over the
Summer Holidays, allowing
gamers of all lavels to get
together and fight for the ultimate
triumph of Good or Evil. Each
week the Hobby Centras will focus
on one scanario from the naw
book. The total number of
victories for each side will
detarmine how large the armies
vill be in the final scenario, The
Black Gate Opans.

Rudgie: Over
tha past few
woaks,
although it faels
like months, |
have bean
spending all of
my spare time
cutting and
shaping polystyrana. What am |
building? A saries of 2' x 2" modular
terrain boards based on Moria for
the Battle Games in Midddls-earth
serialised gaming supplement. Now
that they ara almost finished | am
looking forward to painting my
Army of the Dead and adding them
to my The Lord of The Rings good
forca (Dafence 8 and evoking terror
in the enemy, very nica).

Not naglecting my Von Carstain
army, | am also eager to paint my
Grave Guard unit (see page 16).

So what naxt? A small collection of
Empire plastics are starting to
gather on my desk, an army | have
always wantad to do but the thought
of painting 40+ spearmen has
always deterred me until now. Just
ask Guy about that!

Nick: This
month | have
bean mostly
painting Dwarfs
and Empire.
These are
actually two
armies for
Storm of Chaos;
my tacitun Dwarfs and Empira -
specifically Altdorf. Currently I've got
an Empira general with Swordsmen
and Greatsworders pending. This is
all geared towards raising a 500
point Border Patrol force, which
sagues nicely onto my other major
activity of the month — Border Patrol
battles. My Dwarfs have takan to the
field on many occasions with much
success (tha Night Goblins of clan
Mark Chambers hava been severaly
tonked). But, mora importantly, as |

battled across the length and breadth

of the Old World | had an epiphany -
Border Patrols are a great way to
tast out new troops in your army.
With such a small force, it raally
highlights each aspect of your army
and it's a great way to gauge the
pros and cons of a newly painted
unit or test a part of the army you
don't often use. Cool.

FANATIC
MAGAZINE

In Issue 3 of Fanatic magazine:

« Doom of the Eldar - tha lyanden
Craftworld is attacked by Hivefleet
Kraken in Battlefleat Gothic.

» Return to the Pit — Mora rules and
new warriors for Pit Fighter.

« Evarsor — The Eversor Assassin in
Inquisitor, rules and Masterclass.

» White Scars — New Epic army list

« The Provinca of Avarland -
Background and scenarios for
Mordheim.

» The Cyclone and The Pain-Giver -
Jordell Freshbreeze and Hubris
Rakarth in Blood Bowl.

 The Battle of Krakjunov — Climatic
Warmaster Storm of Chaos Battle
Raport.

» (Gav Thorpa on wrastling
(ves, really!)

Christian:
I've had my
hands full
this month
with painting
my lron
Warriors (sea
page 90 for
the latest
results) and it really has taken an
iron will to get them done in time!
You'll also raad in my article how
the ron Warriors have taken a few
batterings on the battlefield.
Though I've had a couple of
victories, 'l nead to start refining
my tactics if I'm going to
overcome all you Jot out there at
this year's Confiict tournament.

I've also managed to carry on
painting a few mora Elves for my
my High EIf army which continues
to grow apace. As wall as that,
I've managed to get some models
for my new Warhammer Chaos
army done. | love Chacs, and
have had saveral Warhammer
40,000 armias, but this is my first
attampt at one for Warhammer.
I've gona for half-melted snow
basas, which look really cool.
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THE NEWS

EVENTS DIARY

The White Dwarf Events Diary is the place to find out
about events in your area or at Warhammer World in
Nottingham. Whether it's a tournament, campaign day
or painting competition the Events Diary has all the

details you need to know.

Are you running an avent? I you want to advertisa It for free In this fine

publication simply drop us an e-mall at:

eventsdlarydgames-workshop.co.uk

The closing dates for recelving
detalls for publication In the
following Issues are:

30 May for WD297 (August 2004)
14 June Tor WD298 (Seplember 2004)

Pigase note ail dates and detals are
correct at the time of going to print
out ara subject to change.

Evenls diary abbreviation gulde
WH ......Warhammer
40K ......Warhammer 40,000
88 ......Bbad Bow!
WAS...... Warhammer Ancient Batties
WPS...... Warkammer Players’ Socisty
WECW ... Warhammer English Civil War
LOTR ...The Lord of The Rings

GW ......Games Workshop

ARCON CAMING FESTIVAL
Date: 25th, 26th and 27th June, 2004
Venue: VMWHW Unive
of Oslo, Ni dwcfmrsalg”y
on the websits).
Details: WH to be pla onmafnda
40K on Saturday. ; = y
alsobaplawd Seothaumbsnro
' rulss and army composition.
basaldmmughouuhoday
R ster before 14th June: Nkr 250.-,
mlhadoorNb320 or Mkr 170,- m
day. Imternational ticksts (for those
danolﬂmeorm)coerrZOO
for the whols weeks:
Contact:
arcon@spillfsstival
Espen Sortland - 004792442211
Website:
Website: wow.spilifestival.no

SCULPTING AND MODELLING
WORKSHOP — HOBBY MASTERCLASS
Date: 26th and 27th June, 2004
Venwe: Warhammer World, Lenton.
Details: Spend two days in the

The storm has broken. Like a
comet, Archaon and his hordes
have fallen upon the northern
Empire. Yet before the Lord of
the End Times can reach the
city of Middenheim, where his
ultimate goal lies, he must
pass through the province of
Ostland. The province's grim
defenders refuse to abandon
their homes and are ready to
sell their lives dearly to stop
Archaon. They will offer
determined and stalwart
resistance to the forces of

EMPIRE IN FLAMES

company of same of the greatest heroes
of the Games Workshop hobby. The
Games Workshop Masterclass senes

gives you a chance to ho ur hobby
shlls omawhakneakm/;

Workshop's Lenton headquarters.

Top-class hobbyists from the Design
Studio, Warhammer World and the
Gammg Club Metwork will be on hand to
offer guidance and advice on a range of
and painting skils. Tickets
cosl£100 each and there are 50 places
avaiabie for competitors.
Contact:
events@games-workshop.co.uk
Websits:
www.games-workshop.co.uk/evants
CONFLICT LONDON
Date: 27th June, 2004
Venue: Alexandra Palace
Details: WH (1,5000ts), 40K (1, 0009rs)
and LOTR (500pts Good and Evl forces)
fournaments. Also & wide range of
habby activities for non-tournament
Open Pass ticket holders. Tickets are
£25 for tournament players and £6 for
the Open Pass ticket.

darkness. With Ostland
banners raised, Valmir von
Raukov, Elector Count of
Ostland, rallies his troops as
he and his allies set forth to
stem this inexorable tide.

To join in this special campaign
day, coma along to GW Metro
Centre, Gateshead, on the 20th
August. All you need to take
part is a fully painted 2,000
point Warhammer army. Call
the store now on 0191 461
0050 to raserve your space in
the game.

ewnmﬁqmnes -workshop.co.uk
Websits:
vww.games-workshop.co.uk/events

A WAR OF CRUDGES

Date: 27th June, 2004

Venue: GW Newcastle Matro Cantre
Habby Centre.

Details: The horns of war sound again.
Now is a time for old scores to be
seftfad and grudges avenged. This
tournament is limited fo 18 people and
will follow all the ruwes from the racent
Call to Arms event. It (asts from 10am-
6pm. Please call the store to register.

Contact:

0191 2322418

Website:
www.games-workshop.co.uk/evants
SIEGE OF GONDOR

Date: 27th June, 2004

Venue: GW Aberdeen Hobby Centrs.
Details: Bring your painted The Lord of
The Rings modeis and either muster to
defend or gather to sack the cibes of
Osgibath and Minas Tirith in this giant
participation event.

Contact:

01224 649779

Website:
ww.games-workshop.co.uk/svants

BOLTGUNS AND BATTLEAXES

Date: 3rd and 4th July, 2004

Venue: Warhammer World, Lenton.
Details: The Garming Club Metwork, in
assaciation with the Oxford Gaming Club
and Lesds Might Owds, prasents Boltguns
arBeM!V'AwKC;gpmgn Woeskand:
and Battieaxes of Bl

Campaign weskand.

All tickets are priced £35 and includs
meals on both days.

Contact:

Mike Sharp - 07802 764143

Stephen Thorpe — 07906 145025

THE SLAYER OF
Date: 3rd and dth July, 2004

8 EVENTS DIARY

WHAT’S ON
AND WHERE

Venue: Northern Wasters Club, Adair
Arms, Ballymena, Northern lreland.
Details: The Northern Wastars Club
presants & Warhammer tournament for a
magnvficent prize: The Slayer of Kings.
Tickets are limited to 35 so be guick if
you wnsh fo anter.

Contact: Karl Windle -
kari@northernwastars.com.

Tel: 07742 454757

CALL TO ARMS

Date: 10th and 11th July, 2004

Veawe: Warfammer World, Lanton.
Details: Two-day tournament for
Warmaster. One-day tournament for
Mordheim (Saturday).

Tickats are £40 for Warmaster and £25
for Mordheim.

Fufl details for each s
with your tickets. Th
Contact:
spacgt@games-workshop.co.uk
Website:

www. games-warkshap.co. uk/gt

STORM OF CHAOS SPEED PAINTING
COMPETITION

Date: 3rd and 4th July, 2004

Venwe: Northern Europe.

Details: Northern Europe’s Retall stores,
Partnerships and Elites are hosting a
Storm of Chaas Speed Painting
competition. The stores talnnp part will
be providing the modal - one of the
excallent newr Chaos Warriors — and
paints. not come and test
your skills? You evan get fo kesp your

8 :

m will be sent
on sale now.

Check out our retail listings on pagss
118-123 for your nearest Northern
European stare (the Northern Europsan
stores are to the rear of the section) for
store details.

Contact:
Your focal Northern European Hobby
Cantre.

MIGHTY EMPIRES CAMPAICN DAY
Date: 17th July, 2004

Venue: GW Cariisle Hobby Cantre.
Details: A full day of plotting,
backstabbing and bnbery. Who will van
the greatast empire? Phone GW Carlisle
far more details.

Contact:

01228 598216

Website:
vww.games-workshop.co.uk/events
AGRAM ARENA SUMMER 2004

Date: 17th and 18th July, 2004
Location: Mussum of Technology,
Zagreb, Croatia.

Details: International LOTR and 40K
Townament. 40K - 1,5 , LOTR -
1,000pts of Good and E :
Tickets: € 10-20 (Lunch and
Accomodation included.)

Contact:

ums-agram@net.hir

(+0038) 05917 620584

Website:
www.ums-agram.hr



TOY SOLDIER 3

Date: 17th and 18th July, 2004

Venwe: The University of Preston,
Preston, Lancashire.

Details: Two-day toumaments for WH
(2,000pts), (1,500pts) and WAB
(2,000pts). Ticksts are £15 for entry and
£20 for an en-suite single room per
night. Free buffet on Saturday might.

Fulf details will be sent with your tickets.
For an entry form send an e-mav to the
address below or write to: Tim Haslam,
164 Hereford W}y Myddleton,
Manchester M24 2Z0J. The closing date
for entries is 31s¢ June, 2004.

Contact:
mm@seaford-corporation.itd. wk

Mark Muslek — 07709 456555 or 01606
852580.

TANKS AND VEHICLES WORKSHOP -
HOBBY MASTERCLASS
Date: 17th and 18th July, 2004
Venwe: Warhammer World, Lenton.
Dcmb. Spand two days in the
ompany of some of the s: heroes
of the Workshap
Games Workshop Masmdass sanes
gives you a chance to hone your hobby
skills over a whole weekend at Games
Workshop's Lenton headquarters.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Metwork will be on hand to
offer guidance and advice on modalling
and painting skills. This weekend wil
focus an modelling tanks and vehickes.
Tickets cost £100 sach and there are 50
places avaiable.
Contact:
evants@games-workshop.co.uk
Website:
vvw.games-workshop. co.ulk/events

WARHAMMER DOUBLES TOURNAMENT
Date: 24th and 25th July, 2004

Venue: Warhammer World, Lenton
Details: Two players afly together to
take on other dovbles. With 500pts per
player this tournament reliss on skill
and trust. The weekand will involve
several games and the ticket price
includes two lunches and Saturday’s
evaning meal.

Tickets on sale fram 24th Apri, 2004,
and are priced £55 for each feam.
Contact:
whgt@games-workshop.co.uk
Website:
vvww.games-workshop.co.uk/gt

THE TANELORN MORRIS DANCING

POWER FIST TOURNAMENT

Date: 31st July to 1st August, 2004

Venue: Roding Valley High School,

Alderton HiY, Loughton, Essex.

Details: Morris strikes back! This is a

WH tournament. Players need a

2, army. Tickats are £20 and
lunch on both days Entry forms

can be downloaded from.

hmfmw.mmrnwc.wp/nsms/dow

nloadshwgc2004entry.pdf

Contact:

conrad. gonsa!vesﬁfmrmeﬂ cam

Website.

V. nmlumwgc org/index.php

Ppage=701

ONLY THE STRONG SURVIVE

Date: 1st August, 2004

Venwe: EW Matro Centre Hobby Centre.
Details: As the Storm of Chaos

Archaon has ordered a flank
attack on the vulnerable left
side of the Imperial army
defending Middenland. The
only obstacle to the attack is
the beleaguered garrison of
Castle Whealdorf. The
scattered remnants of the
Kislev relief force have fallen
back there, rallying under the
banner of Sigmar. Commanded
by the Warrior Priest Willhelm
Saustus, Whealdorf must hold

at all costs. Friends of the
Empire, now is the time to
stand and be counted.
Followers of Chaos, heed the
call of Archaon.

Battle commences on 21st August
in the Watford (01923 245388), St
Albans (01727 861193), Hemel
Hempstead (01442 249752),
Bedford (01234 273663) and
Milton Keynes (01908 690477)
Hobby Centres, contact store staff
for full details.

ASSAULT ON MIDDENLA

approaches, the armies of the
Warhammer world make ready for battle.
Only the sflan%s: can hope fo win total
wictory. If you have the courage fo take
up the challenge, then paint up a
lswmslﬁmmmramryandmﬂﬂw

srmw your place in this
%gﬂmtﬂwmm

019! 2322418
Website:
vvw.games-workshop.co.ok/svents

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT ONE

Date: 7th and 8th August, 2004
Venwe: Warfammer World, Lenton.
Details: You wil need a 2,000pts painted
Warhammer army. Full details will be
sent with your tickets. The weekand wil
mvuhmsugammwkafpmes
incfude two lunches and Saturday’s
evenng meal

Tickats on sale from 1st May, priced at
£50 sach.

Contact:
whgt@games-worksfrop.co.uk
Website:

www. games-workshop.co.uk/gt

STORM OF CHAOS CAMPAICN WEEKEND
Date: 21st and 22nd August, 2004
Venwe: Warfiarmmer World, Lenton.
Details: Halt the tide of Chaas or attack
at the head of Archaon’s horde i this
Warhammer campaign weekend. The
results of the battles wi affact the
campaign! There are 96 places avaniable,
with 48 for ‘good’ and 48 for ‘s’
armies. Tickats are for sale at £40 each,
with meals and evening entertainment
mdudsdmtfmpnca

emb@oams -workshop.co.uk
Website:
vvww.games-workshop.co.ul/evants

WARHAMMER 40,000
CRAND TOURNAMENT 2005: HEAT ONE
Date: 28th and 29th August, 2004
Venwe: Warfammer Warld, Lenton.
Details: Fight for a place in the finals of
this, the most prestigious fournament in
the 40K 5 cafandar. To take part
you need a 1.500pts painted 40K army.
Fuddows»'ﬂbasammrhm
weekend msts:xgmmsand ticket
prices include two lunches and
Saturday’s evening meal.
Ticksts are on safs from the 15th of May,
priced at £50 each.

wkahﬁvam-wwtshap co.uk
Website:
W games-workshop.co.uk/gt

WAR ROOM

Date: 28th August, 2004

Venue: GW Middlesbrough Hobby

Cantre.

Details: Enfist army for this

long battle dm%"szpa the Mdau}rlv of
Warfunmm world forever.

Contact.

01642 25409!

Website:
www.games-workshop.co.uk/svents
WARMASTER BIG BASH

Date: 20t August, 2004

Venwe: GW Aberdeen, Hobby Centre.
Details: The armies of Chaas are
pouring into the farmiands of the Empire.
The imperial forces must prevent the
Chaos horde from penetrating too deeply
into the Empire’s heartlands. Play as
aither a defender or attacker. You will
need a painted detachment of up fo
2,000pts to participate in this event.
Contact:

01224 649779

Website:

www. games-workshop.co.uk/svents

SEPTEMBER

PAINTING WORKSHOP -
HOBBY MASTERCLASS
Date: 4th and 5th Septamber, 2004
Venue: Warhammer World, Lenton.
Details: Spend two days in the

of some of the greatest
héross of the Games Workshop Hobby
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Network will be on hand
to offer guidance and adwice on a range
of modefling and painting skills. Tickets
cost £100 each. Places available are
limitad to 50 places.
Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.co.uk/events

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT TWO

Date: 1 1th and 12th September, 2004
Venwe: Warhammer World, Lenton.
Wxﬁmx»d?o!ﬂwbudd—apmm
prastigious tournament. 2 000pts
paintad WH army requived. Full detals

with tickets.
Tickats on sale from the 26th of June.
priced £50 sach.

Contact:
whgt@games-workshop.co.uk
Website:
www.games-workshop.co.ukipt

BLOOD BOWL ALBION CUP

Date: 25t September, 2004

Venwe: GW Absrdeen Hobby Centre.

Details: The Second Far Albion Cup

Annual Blood Bow. Nrm are for

up to 20 players. AN teams
walcoms. Contact the bmt\mr store for

further details.

Contact:
01224 649779

Website:
v games-workshop.co.uk/svents

TERRAIN WORKSHOP —
HOBBY MASTERCLASS
Date: 16th and 17th October, 2004
Venue: Warhammer World, Lenton.
Details: Spend two days in the
company of same of the greatest
heroes of the Games Workshop Hobby.
The Games Workshop Masterclass
senes gives you a chance fo hane your
hobby skills over & weekend at Games
Workshop's Lenton headquarters.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Metwork will be on hand
ro offer guidance and advice on
osand painting skills. Tickets
cosl £100 each and are imited to onfy
50 places.
Contact:
omtsﬁgammrkshop co.uk

wmvgums -workshop. co.uk/events

GRAND m 2005: HEAT TWO
Date: 23¢d and 24th Octaber, 2004
Venwe: Warhammer World, Lenton.
Details: Fight for a place in the finals of
this, the mast prestigious fournament in
the 40K gamer’s calendar. You wil
raguire a 1,500pts paintad 40K army.
Fu details wilf be sent with the tickets.
Tickets on sale from the 24th of July,
2004, priced at £50 each.

Contact:
J0kgt@games-workshop.co.uk
Website:
www.games-workshop.co.ukpt
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NEW RELEASES

A HERO HAS ARISEN...

VALTEN, EXALTED OF SIGMAR

Sigmar reborn! Valten, Exalted of Sigmar rides out upon the Elven Steed Althandin

to challange the dark hordes of Archaon. Wielding Ghal Maraz, the Hammer of

Sigmar, Valten gains +2 Attacks and inflicts D3 Wounds upon his foes. He is clad in the
Armour of tha Heldenhammer, presanted to him by the Dwarfs, which gives him a 2+
Armour save and Magic Resistance (2). In his hand ha holds the strangth of a nation and in
his heart lies their courage.

This boxed sat contains enough components to make 1 complote Valten, Exalted of Sigmar,
mounted on Althandin, designed by Alex Hadstrom.
This model requves assombly

BE’ LAKOR — THE DARK MASTER

Onca known as the Dark Master, Be'Lakor has joined the army of Archaon
after a millennia of maddening, insubstantial existence. Be'Lakor leads his
daemonic lagions from tha Realm of Chaos, bent on destroying the raalm
of man and all who oppose his will. Be'Lakor is the Master of the Shadows
and as such is a Level 4 Wizard. With his graat wings he can fly, swiftly
bringing terror and despair to his enemies. Surrounded by the Shadow-
shroud, all shooting suffers a -1 to hit against him.

This boxad sst contains enough components to make 1 Be’ lakor,
designad by Juan Diaz.
This model requives assembly.

BLACK ORCS WITH
GREAT WEAPONS

Black Orcs are the most powerful and disciplined
of all Orcs, and their mare presenca will quell
animosity in the ranks of their unruly, bickering
cousins. Now you can choose to field them armed
with great weapons, making them an even deadlier
menace in closa combat.

This biister pack contains 2 Black Orcs with great
weapons, designed by Colin Grayson and
Bnian Nalson.

Thase models requve assembly.

10 NEW REI.ELSES Prices qued are for prextacts sold 0y Gavees Wovkahop Mrouph (5 owe stores, calafopar or websile adepeadeon! redadlers are respoasiie for deternining Melr own prives
All Leformuatioe coveedt af fime of golep (0 pvess



SISTERS OF BATTLE
SERAPHIM SUPERIOR

The Seraphim swoop from on high like angels of ratribution to
punish deviant and heretic alike. A Sister Superior leads thesa
warrior woman into battle. A shining example of faith and
bravary, sha can carry all manner of wargear into battla. Her
choice of arms include a flesh-searing Strength 7 plasma pistol

BLACK ORC COMMAND

Black Orcs are the meanast and nastiest of all the
warriors in a greenskin tribe. On grisly standards

they display the bodias of their slain enemies and
charge into battle, eager to crush their foes, to the
beat of primordial drums.

‘:Tct::,smegzzc;r;ﬂ and armour-cleaving power sword.

?n';u?«'gn?ggndam This biister pack contains 1

and a Musician, _random &slors p! Battle

dssigned by Colin Seraphim Sypenor. designed by

Gra d Brian Nels Juan Diaz and Jes Goodwin.
yson and Brian Nelson. :

These models require assemby. Thase models require assembiy.

ORC SHAMAN ON BOAR

When riding a vicious War Boar into battle, an Orc Shaman can move quickly
around the battlefield. His snorting mount maeans he can put himsalf in the
best position to invoke the anger of Gork and Mork, all the better to smita his
anamies with green lightning and greenskin thunder.

This blister pack contains 1 Orc Shaman mounted on War Boar,
designad by Colin Grayson.
These madols requve assembly.

SISTERS OF BATTLE WITH
SPECIAL WEAPONS

The holy Sistars of Battle may be equipped with many
instrumants of divine ratribution with which to punish the
unbeliever. The storm bolter blows apart enemy infantry, tha
flamer bumns a fiery swathe through daviants and mutants
cowering in defended positions, while the meltagun cuts
through tank armour with consummate ease.

This blistar pack contains 2 Sisters of Battle with spacial
waapons, dasigned by Juan Diaz and Jes Goodwin.
These models require assembiy.

BORGUT FACEBEATER

Grimgor’s right-hand Orc, Borgut Facebeater
has a fearsome reputation, and rightfully so.
Borgut carries 'Ardlad’s Axe o’ Doom, a
massive weapon which adds +1 to Borgut's
Strength and enchants him and any unit he
joins with the Gork'lf Fix It! spell. Borgut can
also launch a punishing 'eadbutt when
fighting a challenge - a devastating Strength
7 attack that can reduce an opponent’s
Waapon Skill to 1!

This biister pack contains 1 Borgut
Facebeatar, designed by Colin Grayson.
This model requives assembly.
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AMES RANGE

Necromunda Spyrers
Each blistar pack contains 1 random Necromunda Spyrer.
These modas roquire assembly

Orrus Spyrer
Dasigned by Aly Morrison.

Jakara Spyrer
Designad by Aly Morrison.

PRICE LIST

VALTEN, EXALTED OF SIGMAR.....cosrsvommsrnsnnnn £15.00

Denmark kr 22500 Sweden kr 270.00
Euro € 30.00
BE' LAKOR £15.00
Denmark kr 200.00 Sweden kr250.00
Euro € 2500

BLACK ORCS WITH GREAT WEAPONS..............£6.00

Denmark kr 7000 Sweden kr80.00
Euro € 10.00

BLACK ORC COMMAND £6.00
Denmark kr 70.00 Sweden kr80.00
Euro € 10.00

ORC SHAMAN ON BOAR e T
Denmark kr 8000 Sweden kr90.00
Euro € 11.00

BORGUT FACEBEATER £7.00
Denmark kr 80.00 Sweden kr90.00
Euro € 11.00

SISTERS OF BATTLE SERAPHIM SUPERIOR ......£5.00

Denmark kr 5500 Sweden kr85.00
Euro € B8.00

SISTERS OF BATTLE WITH SPECIAL WEAPONS .£6.00
Denmark kr 70.00 Sweden krB80.00
Euro € 10.00

NECROMUNDA SPYRERS ...oeocoocrssremssamnsrsnnenc £7.00
REIKLANDER CAPTAIN ON FOOT AND MOUNTED ...£9.00
SPACE MARINE DROP PODS ...ccorvrvessemnssrrn £6.00

SPACE MARINE DROP SHIP... £25.00

Prices quoted are for products soid by Games
Workshop through its own stores, catalogus or
website. Independant retailers are responsible
for datermining their own pricas. AN
information correct at time of going to press.

Space Marine Drop Pods

This blister pack contains 2 Spaca Manng Drop Pods,

designed by Martin Footit.
These models require assombly.

12 NEW RELEASES

Yeld Spyrer
Designed by Aly Morrison.

Malcadon Spyrer
Dasigned by Aly
Mornison.

Spyrer Matriarch
Dasigned by Mark Badford.

Spyrer Patriarch
Designad by Mark Bedford.

Reiklander Captain on foot and mounted
This blistar pack contains 1 Reikiander Captain
on foot and 1 mounted Reikiander Captain,
designed by Adam Clarke.

Thase models require assembiy.

Space Marine Drop Ship
This boxad sst contains enough componsnts to make 1
Spaca Manine Drop Ship, designad by Martin Footitt.
These models roguire assembly. .
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NEW THIS MONTH FOR
THE LORD OF THE RINGS

Witch-king on Fell Beast
Designed by Michael Perry, this boxed sct
contains the Witch-King mounted on a
Fell Beast.

This models requires assembly

" Denmark kr 350.00
Sweden  kr 400.00
Euro € 50.00
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STER
CHAOS

PREPARING

OR THE STORM

around Games Workshop HQ, the
White Dwarf tecam have thrown
themselves into the Storm of
Chaos with great fervour. But for
cach of us it's meant somcthing
different. Many of us were
gagging to get to grips with some
of the awesome new armies and
units, whercas others of us
looked upon the gathering storm
as a good excuse to add to our

army. This is how we got on with
modelling and painting our
forces ready to battle for the fate
of the Empirec...

existing forces or finish off an old

esides copious amounts of
Bpaiming. converting and gcncml

army-building related omfoolery,
we've been putting our respective
armies through their paces on the
batdefield. Some of us with very mixed
results. While Nick’s Dwarfs have been

romping home w0 victory, Guy’s Empire

are more often seen running from the
bardefield than fightng on it

If you’re just starting out with a new
force or want 1o try out some new
units, look no further than Border
Patrol. Here at White Dwarf, we're busy
litde bunnies and we've all found that
Border Patrol bardes fit nicely into a
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lunch hour and make for a grear testin
§ g
ground for our new models.

As always with war there have been
some casualties. Most notable was the
continual demise of Guy’s Captain and
his lacklustre band of ne'r do wells.
Bur despite these setbacks, we have all
learned something new and uscful
about how our new units perform on
the wabletop and, perhaps more
importantly, how they will fit in with
our existing armics.

So, if you've got a hankering to start
painting, take a look at what we've
been up 1o0...




LURE OF THE GODS

Paul Sawyer: Originally I started
collecting this army each month with
£25 1o spend (chronicled in the Lure of
the Gods series in WD271-282) and ir's
NOW Grown o quitc a size.

Despite the series ending after 1 ook
the army o Adepticon, a convention in
Chicago, there were still one or two
additions I wanted to add to the army.
So, with Storm of Chaos looming large
it was time to carcfully push those
Dwarfs on my paintstation to one side
and add to the army of my Chaos lord,
Vradchuk the Heinous...

As it turned our ‘one or two additons’
was a bit of an understatement as |
wanted to add:

* 6 Dacmonecues mounted on steeds.

* The superb new plastic Chaos
Warriors to replace the tired old ones
I currendy have.

* Two Fiends of Slaanesh spawn.

* Another couple of ranks to my
Marauders — 16 simply isn’t enough
1o make them worthwhile

* Last, but most definitely not least, |
wanted to take Vradchuk our of his
trusty chariot and put him on a
Daemonic Steed.

I'm working on the Dacmoneutes, but
I'm not happy with how the steeds have
wrned out. Pll either start again or
throw teddy out the pram and put them
in a box until I can face redoing them!

The Spawn conversions are the last
things I'll do as they aren’t as crucial 1o
the army as the other elements, so at
the moment the Marauders are
underway. I'm looking forward to their
increased staying power now they have
full rank, command and armour, plus a
hand weapon and shield bonus to their
saving throws in combar

The regiment of Chaos Warriors that
will take the place of the old Undivided
regiment I already had. 1 also plan o
replace my Slaaneshi regiment, but
having just painted one block of them
I'm taking a break and am turning my
arention to the warhorde's leader. ..

Vradchuk the Heinous started on foot
way back when I started the army bur as

the force grew it was clear he would be
better served getting into combat
sooner rather than later, so I converted
him to ride in a chariot. This has given
him more speed as well as more
protection but now the army is so big
it’s clear he needs even more
manocuvrability. I've been thinking
about puuing him on a Daemonic
Steed for some time but haven't found
the inspiration 10 come up with a
suitably impressive conversion that isn’t
based on the Archaon on steed model
CYEryone scems (o use.

Salvation is now at hand for the spikey
one and with 17 components from 13
different models he’s nearly ready o
start painting. ..
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A sneak peek of Vradchuk's new steed

Vradcbuk the Heinous and bis borde are spoiling for a fight...




MEN OF AVERLAND

Guy Halcey: Storm of Chaos has given
me an opportunity, or should I say kick
in the backside, 1o ger my long
suffering Empire army finished.

The Empire’s command of gunnery is
admitedly an incentive for collecting
them, but what I really like is the look
of the army. Of all the Warhammer
armics, the Empire is the least
fanuastical. Take ourt the Elector Counts
on Griffons and obligatory wizards and
you've got yourself a nice 16th century
army of German Landsknechts. Not that
1 am a historical wargamer, far from it
What I like about the Empire is their
realism juxtaposed with the fantastical.
There’s something inherently cool
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about warching something so close
reality take on a horde of Goblins. In
fact, this is why Warhammer is such an
cvocative game. No American high
fantasy Timotei blondes riding giant
weevils in unfeasible armour. The
Empire, with their flamboyant late
Renaissance garb, epitomise the gothic
feel of Warhammer's game world.

Sadly, it is the flamboyant late
Renaissance garb that means I have
been painting my army on and off for
six years. Ever since the first Soldiers of
the Empire boxed set came ou, in fact.
Perhaps a quartered yellow and black
colour scheme was not the wisest
choice, as it takes a very long time

The plume of my
Caprain’s belmet
is from the
Empire Knights
boxed set. The
model itself is an
old classic.




After years of garrisoning carrying
cases, the Men of Averland march
10 bartle once again.

indeed to effect nicely. I also like 1o
paint my men up to the best of my
abilities, which doesn't help.

Thus the main problem right now for
my army is a lack of core roops. I'm
currently working on two units of 20
Spearmen and a unit of 20 Swordsmen
to alleviate this manpower shoruage,

and am steering mysclf away completely

from yet more quick to paint war
machines and characters. I can then
concentrate on the fun stuff. I've a unir
of five Ogres which I want to make up
to eight, a unit of Knights and more
converted Pistoliers. There are also a
couple of units of actically sound
Crossbowmen undercoated and ready
to go. Say whar you like about
Handgunners, but I've found that the
Crossbows’ 30" range means they can
fire carlier in the game, and become

accurate more quickly because of their
15" short range.

I've also made a new general for
smaller point games from a very old, yet
very good, model. Unfortunartely he has
acquired the nickname Capuain
Pincapple, as his very fashionable
helmet, bought in Altdorf, had an
uncanny resemblance to the fruit before
I painted him. Even now the name has
stuck. He musin’t like this moniker, for
every tume he charges he fluffs his
atacks. So henceforth he will be known
as Joachim Von Stuahl-Ritter. Not Caprain
Pincapple. Oh no.

My Baule Standard Bearer’s banner
(above) will be an involved project, so
I'm waiting until after the Spearmen are
done before 1 paint him. Worthy of note
are the seals. These I made the same

LAHMIAN BEAUTY

Greg MacGregor: With the winds
picking up and the Storm of Chaos
looming on the horizon, I decided 10
start a new Lahmian Vampire Counts
force. I've always had a hankering for
the undead, (ever since our budgic
died, in fact) and now was a grear ime
to start collecting a new army. 1 decided
to make it a Lahmian army as I haven’t
scen oo many of these types of
Vampire Counts around. And besides, 1
was really enraprured by the seductive
powers of the Lahmians in the short

story on page 6 of the Vampire Counts
army book.

For my Vampire Countess I decided that
I would have her fighting in the front
row of a large block of Grave Guard.
This way she will be able to use her
deadly charms to wrn her opponents
against their own comrades with the
special Seduction Bloodline power. To
make the countess look slightly
different I've added a set of heads from
the Zombie sprue to the model.

The Barile Standard Bearer (left) is based on
«, anotber old model with plastic additions. For
S details of bow I made the Pistolier (below) visit
Conversion Corner on the Games Workshop website:
www.games-workshop.co.uk/conversioncorner

way as the purity scals on the Relictors
(page 76)), though the parchment is
double-thickness paper glued together
with PVA‘'wood glue, not Green Stuff.
He carries a shield, even though Bardle
Standard Bearers aren’t allowed them,
simply because it looks good. In the
game he counts as wearing full plate
armour.

This is my army as it stands right now.
In future Ill be spliting up the
Handgunner and Halberdier units and
using them as detachments for my new
Swordsmen and Spearmen units. I tend
1o play quite defensively, and Spearmen
with detachments are brilliant at
absorbing charges. I've already dropped
Herr Kapitan Pincapple from my Border
Parrol force, his place having been
waken by my Warrior Priest, a dangerous
proposition for those Chaos players.

Tbe Countess Neferata bolds aloft a
gruesome trophy.

HE S X Vi NGRS S T e—" T N 5
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- THE ARMY OF SYLVANIA

Paul Rudge: On a similar linc 1o Guy happy 1o represent these foul warriors

Halcy I planned on using the Storm of with uniil the plastic Bretonnian Men- .
Chaos as an excuse to finish my long at-arms were released. These fellows

suffering undead army but having combined with some spare Skeleton 4
received a copy of the Sylvanian army heads and the Coffin Shield sprue made

list I found myself being tempred o do the perfect Grave Guard unic. p

a liule more. First up was a unit I have

always wanted to make at the core of After having looked ar the variant »

my undead force — a unit of 30 Grave undead list, the unit I knew I had o -

Guard with halberds, shiclds, heavy have next was Sylvanian Levy. Zombies 7 .
armour and carrying the Banner of the with light armour, spears, shields and 7, S 1\’
Barrows. In the past I have never found causing fear at 8 points per model is ~
a suitable set of models that I was simply to good to refuse. As 1 really like

Mercenary Caprain Vespero makes
Jor a sinister Vampire Thrall

\
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the plastic Zombic sprue the only thing
I added was the coffin shiclds (available
by direct order). The coffin shields will
also help unify all the different blocks
of infantry.

With the variant list-replacing
Necromancers with Grave markers |
was cager to test them in baule. So
having assembled a 500 point Border
Parrol list, I set about challenging all
within carshor 10 lunchtime duals. One
thing I quickly learnt was that I would
always struggle against Dwarfs, simply
because at 500 pts they ger 4 Dispel
dice which allowed them 1o dispel both
Grave markers every wurn. Against other
forces with fewer dispel dice I could
summon up at least one unit of
Sylvanian Levy per turn. One very The dread Grave Guard, a forbidding
simple trick I use is to place a Grave sight fully-armoured and with shields.
marker as close to the enemies
deployment zone as possible and then
watch their indecision as they
contemplate placing their forces
anywhere near the Grave marker.

Though slow in combat, Von Carstein Zombie Sylvanian Levy are
a tough unit as ibey bave shields, spears and light armour.

The whole of my army is now converted,
and I bave begun 1o pains them.

Essential for any Von Carstein army, 1
used a slightly larger base than usual
(altbough Tl measure from tbe centre of
the marker during games), as this allows
me 10 bave skeletons modelled rising
from the earth.
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THE SLAYERS OF

Nick Kyme: Prior to the Storm of
Chaos, I already had a large Dwarf army
with a choice of various war machines.
As something of an on-going project
(I'm nort the fastest painter) there was
always new Dwarfs to paint, but I'd
always had a hankering to do some
Slayers. Nothing quite evokes the Dwarf
spirit as a unit of Unbreakable, taciturn
and frothing warriors. So, with the
Storm of Chaos breaking across the
Empire like a virulent plague, there
seemed no beuer tme 1o paint up a
unirt of Slayers.

With the new Karak Kadrin list in the
Storm of Chaos rulebook, I was
empred w opt for an army of these
orange-haired loons but, in the end, 1
still wanted to use my existing Dwarf
force. So, 1o retain a flavour of the
conflict, 1 decided on a modest unit of
12 Slayers, comprised entirely of Giant,
Dragon and Daemon Slayer models but
using them as any type of Slayer as 1
saw fit. I really like the Slayer
Champions and Heroes, as they are
much bigger than Trollslayers and fic
into what my idea of a Slayer is.

Very litde conversion work went into
these models, but I did do some
additional modelling on the bases,
adorning them with skulls, broken

20 PREPARING FOR THE STORM

shiclds and even an Elf head to convey
the fact that these guys were always in
the thick of the fighting. I opted for a
fairly simple colour scheme with earthy
colours for clothes (mainly just boots
and pants!) and gold with red
gemstones for the numerous bands,
rings and chains that bedecked the
Slayers (I plan to add wwoos later). |
find that with detailed regiment models
i’s best to stick to an easily repeatable
theme. When you try to individualise
cach model it can make the unit look a

—————— ~ —
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litde disparate. Considering cach
individual paint scheme can slow down
the painting process.

Looking to the future, I stll want o
raise an all Slayer army. As well more
Slayers, I am also painting up a Goblin-
hewer. These units have the advantage
of being usable in my current Dwarf
army, while providing some grear Slayer
army units too. This way I don’t have w0
paint up a load of models in one go but
can develop my army gradually and rest
it on the wbletop. Looking forward, Ill
be painting up a large unit of Slayers
for my Dwarf army, which I can then
break up into two units for my Karak
Kadrin force. Adding a second
command group, I will then have a
decent size Slayer army and some great
new units for my original Dwarfs.

The entirety of my Dwarf war-bost. Full of classic models, the army bas a unique feel o it.
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The High Elves as tbey look at the present, not too bad, but they tend 1o suffer a bit against more resilient races like Dwarfs.

ELVEN EMMISARIES OF DUSK

Christian Byrnec: It's only been in the
last year and a half chat I have begun o
really play Warhammer. Could this be
due 10 a long-standing fascination with
power armoured, daemon worshippers-
maybe? Bur despite being mostly a
Warhammer 40,000 player, I do find
playing Warhammer to be a refreshing
change. So when it came to choosing a
Warhammer army, I opted for a force
thar was very different in style and look
to what I had previously. I chose

High Elves. Inidally the army
consisted of various units, without
much cohesion (reflected in the army
you sce above). At the time of writing,

The Mage's equipment and weapons,
bedecked in jewels, really siand out.

TR
3 3

the High Elves are abour receive
another 750+ points boost in the form
of another chariot, a unit each of
Swordmasters of Hoeth and Dragon
Princes of Caledor, and finally a new
mounted Baude Standard Bearer (based
on the classic Silver Helm Standard
Bearer), who will carry the Baule
Banner for my newly painted Lord
character. The High Elf Prince (below),
is now ready for war, but won't be
riding out to baule until he has a unit
1o lead, namely the Dragon Princes. |
have opted to paint
all models with
golden Dragon

The High Elf Prince is distinctive in bis
golden armour.
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armour. The Prince will be joined by
the Baule Standard Bearer with a
Dragon Prince bodyguard (painted in
the same colour scheme)and will form
the core of my cavalry-heavy High EIf
army. It is designed 1o barrel down the
enemy’s weaker flanks and hopefully
smash through to the heart of the
opposing army. The fact that the Baule
Banner gives the possessing unit an
extra 1D6 1o combat resolution should
go a long way 1o helping with this. The
rest of my army will be deployed o
create a strong Centre 10 protect my
war machines and wizards, with the
Spearmen and Swordmasters of Hoeth
advancing to stop straggling units that
move oo close to the line.

As well as a Prince, I have painted two
High Mages in the colours of the army,
spending extra time detailing things
like the models’ many jewels, weapons
and cloth trims.

Now all I have 1o do is to gert all these
units finished and start puning my
tactics to the test. There scems 1o be
only one small problem - the lure of
Chaos. I couldn’t help myself, and have
started a small Border Pawrol force.
Now I have to split my spare time
berween Chaos and High Elves. Good
thing the core of the army i$ finished,
and my Iron Warriors are all done!

WWW.STORM-OF-CHAOS.COM 21
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THE STORM IS UPON US

ith Summer finally upon us,

it is time to dust off thosc

armics and crack open the
paint pots as Games Workshop offers
you a whole host of activitics to keep
you busy throughout July and
August. A worldwide campaign, huge
mega-battles, gaming leagues, hobby
classes and painting competitions arc
just a few of the activitics we have on
offer. Feast your cyes on these pages

to sce what you can do!

The Storm of Chaos campaign is finally
upon us... An enormous allied horde of
evil armics has massed o the east of the
Empire city of Middenheim. Led by
Archaon, Lord of the End Times, this
scemingly unstoppable army desires
nothing less than the towl destruction of
the ancient fortress-city and everything
else chat is in their path. Emperor Karl
Franz and Valten, a grear champion
many belicve to be an carthly
manifestation of the god Sigmar, rush
defend the city of Middenheim and the

Summer Gaming activities across the UK

lives of every member of the civilized
races. Will Middenheim fall to the Forces
of Darkness, or will the allied defenders
hold strong?

Over the summer all of our Hobby
Centres will be running special
scenarios, painting and modelling
wiorials, competitons, roadshows and
much more. Every baule you fight will
count towards the campaign’s outcome,
as the Hobby Centres will be entering
their results on a daily basis. The batdes
fought in these Hobby Centres also
decide the fate of key batdefields and 1o
find out more information about this go
10 our website www.storm-of-chaos.com.

Contact your local Hobby Centre now
and find out how you can paricipate.

www.storm—-of—chaos.com

Worldwide Web campaign

If you register online to the Storm of
Chaos website, every baule you play will
help decide the fate of the Empire and
whether Archaon realises his plan. Visic
the official Storm of Chaos website now
to register. You can enter your results,
view the action of the interactive map as
the campaign cvolves and access the
forums to plan your strategy. There's
also a wealth of other informartion about
the campaign such as hobby
advice, miniature galleries, 3
background ctc. and an
online painting and
modelling competition.

Do not miss out on
the action -
register now!

WARHAMMER

AD,000

Though Storm of Chaos will soon be in
full swing, we have not forgouen about
our thousands of Warhammer 40,000
gamers out there. In every Hobby
Centre you will be able to join in two
great events, the Warhammer 40,000
League and the Cup. Using special
scenarios and random events tables the
best generals will be crowned hobby
centre champion. These champions
will then go on to participate in a
grand final, held at our very own
Warhammer World, in Nottingham.

WARHAMMER
WORLD

Warhammer World are having two
major events that will have a direct
cffect on the Storm of Chaos campaign,
as well as a Warhammer tournament.

10-11th July:

A CALL TO ARMS

Use your Warmaster armics 1o defend
or destroy Middenheim.

24-25th July:

WARHAMMER DOUBLES

A chance for you and a friend to bring
along wo allied Border Patrol forces
and fight for the tide of Doubles
Tournament Champions.

21-22nd August:

STORM OF CHAOS

CAMPAIGN WEEKEND

Fought out over the last days of the
war. Will your force help wrn the tide?
Keep your eyes peeled for ticket
availability on our website:

www.games-workshop.co. uk/news

If you are a Warhammer 40,000 or The Lord of The Rings fan we also
have some great gaming and hobby activities for you too!

[ORD#:T

STRATEGY BATTLE GAMES

Battle of the Pelennor fields
This summer all our Hobby Centres
will be recreating some of the many
battle scenes from the amazing The
Lord of The Rings trilogy. With the
imminent release of the Battle for the
Pelennor Fields supplement you will be
able to refight such pivotal events as
the charge of the Rohirrim and the
arrival of the Haradrim. You will also be
able to participate in a The Lord of the
Rings mini-campaign and play in the
final battle of the summer, The Black
Gate Opens.

THE STORM GATHERS
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THE END THMES
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As part of the Storm .of Chaes gib'ﬂal Warhammer campaign, !ﬁ*
Times Roadshow will be sweeping into a store near you. Come along
battle it out for control of exclusive battlesites that only YOU can affect!

The End Times roadshow will be calling at the following places: |

Bloodshed at Fort Denkh

Assault on Middenheim!

| Ritual Terror at Grimminhagen! ¢

Chaos Sorcerer :
Death stalks the Middenstag !

L/ The only way to get
) your hands on this
! awesome special
edition model is

by attending one of
these roadshows!

| Make sure you '(/
- don't miss out! & <
X
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From the frozen wastes of the north the
hordes of Chaos pour forth. Archaon and his
dark generals marshall thelr forces with
crvel discipline — the Kurgan Marauder

tribes, packs of viscious Warhounds

slavering with bloodlust, towering Knights
of Chaos blessed by Dark Gods and
leglons of Daemons summoned

by evil Sorcerers.

Marauders of Chaos £15 Champion of Chaos Undivided £7
— - o Janterk. b X0 0 his blister 3 . Danturk.._. ir 5200
This bowed set contains 16 plastic Marauders of Chaos. Seoren v 253 00 This blster pack contans 1 Soster B 8200

fa €250 Chamgion of Chaos Urdiaded. ¢ o <1100

Crom the Congueror £7 Sorcerer of Chaos and Familiar £6
This Hister pock contaies 1 Ceom g:}:"‘ ::z This bister pack centaing 1 Scroerer f\quﬁﬁ‘u ::55 &:
the Conquerot £ <11.00 of Chaos and 1 Familiar. Exp cam

Spawn of Chaos £10

Doocsark Xy 12500
This boeed set contains 1 Spawn of Choos.  goemer a7 15000

&ve. <1750

Archaon, Lord of the End Times £18 Warhounds of Chaos £6
This bowed et contans 1 Archacn, Lord of ST 22500 This blister pack contaies 2 Warhounds of Chaos. Dovesark ... o 2000
the End Times. Sexer v 2000 Sty .. A0

Ewro. <3N Exro <1000

Models shown at 75% actual size. Models supplied unpainted.

24 THE STORM BREAKS Prcos qesiod 28 130 prodects soid by Bames Workshep 70031 I oWt stores. ctaogue o webste
Ideperceont retakrs are respoesbia 191 e TYENg 1har oAt psoes. A rfseration comact 21 trea of Qofeg to press



Horrors of Tzeentch

This blster pack contans 3 Horrors of Taeemich
Chaos Furies £6 - ML aeame

. Danvurt. . ir B0
This blzter pack contans 2 Chaos Furies. Skt ns;‘:'u
Ewo... <8N

Mounted Sorcerer of Chaos £7 Knights of Chaos £25
This biister pack contains 1 Mounted g::;:' gg: This bound set contains 5 Knights of Chaos. m :1?;':%
Sorcerer of Chaos. Vo <110 Ewro. c4200
Using the components shown

here, you can create your own ,
unique Chaos conversions. t E rj

\ CHANPION OF CHAOS UNDIVIDED CROM SPRUE CHANPION OF
HEAD AND WEAPONS O4T020114501 £2 KHORNE AXE
|menNa1zNe €250 QIETTRO113403 £150
o | 5
NURCLE LOAD SPRUE 2 NURCLE CHANPION NURCLE LORD SPRUE 1 CROM SHIELD TZEENTCH LORD CLAIVE BLASTED STANDARD  SLAANESH LOAD HEAD
GNTCR0113703 £250 SPRAUE NTT2013IT01 §1.50 OMTR0114502 §£2 |menaiem .50 SOIT010202404 £2 034700113501 £1

NETTR0113E02 §£250

Models shown at 75% actual size. Models suppled unpainted.

=
Prices quakd ¢ or prodacts soid by Barsas Woekshap through Bs own siones, cabdoges or medsle WWW. mes Mbop com
hdpercent retalers are nesporsbia 1o deterriaing 12ar own peces. AUl Infserition oamect 21 trea of Qg to prass ga - 25
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HALTING THE TIDE

With Archaon’s Horde thundering
toward Middenheim and
~~slaughtering everything in its path,
it'd be churlish not to get the writer
of this intimidating army list to
explain just how he expects players
to go up against twice their own
points value and face the hardest
warriors Chaos has to offer, and live
to tell the tale.

Phll Kelly: Well, the first thing that

you have to do is admit to yourself
that your forces are going to dic. To
a man. Once you've got your head
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26 HALTING THE TIDE

This map will become familiar 1o anyone involved in the Storm of Chaos campaign. It’s
your job 1o make sure those red arrows indicating Archaon’s invasion move nice and
slowly. If you don’t Archaon will be knocking on Middenbeim’s door before reatime, and
- tbe temple of Ulric will be in no small amouns of peril.

around thar, you can concentrate on
taking as many of those thrice-damned
Chaos Warriors as possible screaming to
the aftedife with you.

The Halting the Tide scenario pits you
against Archaon himself (or Crom, his
licurenant) in a desperate bid to hale the
forces of Chaos from reaching
Middenheim. With the sheer number of
Chaos roops at Archaon’s disposal, it is a
fool's dream 1o think that one small army
can achieve this, but a canny general
might just be able 1o hold back the forces
of evil for a while and buy the good guys

W4
£ g

a litde more tme. Well, help is at hand -
the next few pages will give you a few
handy hints and tips on how to ruin
Archaon’s day.

MAD, BAD AND DANGEROUS
TO STAND IN FRONT OF

First of all, let’s look at the Chaos forces
that will be arrayed against you. If you've
played against Chaos before and think
you know what 1o expect, be advised that
Archaon’s Horde itself is quite different
from a normal Chaos army, and boasts a
few nasty surprises.

First off, Archaon’s Horde is so numerous
that almost the entirety of the enemy
deployment zone will be filled with bad
guys. This is a daunting spectacle, to be
sure — more spikes than a porcupine but
with the auitude of a charging rhino. It's
important not to get intimidated,
however, as this could cost you later in
the game, when your atenton’s not as
sharp as at the beginning of the game.
Try not to be defearist; after all, you
already know thar all of your forces are
for the chop. By the manner of their
death shall you know them...

KNOW THE ENEMY

Here are some of the main contenders in
the Archaon’s Horde army list. It's
important to familiarise yourself with
these units, as they all cost an awful lot of
Victory Points. Kill these tough guys and
you're halfway into the sagas of
Middenheim already.

* The Chosen of Chaos: Archaon’s
Horde allows the Chaos player to ke
Chosen Chaos Warriors and Chosen
Knights of Chaos as Special choices,
rather than restricting you to having one
of cach. Coupled with the facts thart
Daemons are prohibited in Archaon’s
Horde (Dacmons can be so boisterous
sometimes), and that there are many
Special choices available to the Chaos
player fielding such a large army, you'll
probably be going up against quite a few
units of these deadly fighters. In a 2,000
vs 4,000 points game you could be facing
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six units of high Strength, multiple Atack
Chosen Knights. A truly scary prospect.

Luckily, both of these units have their
weaknesses. Fully ranked up Chosen
Warrior units are slow and relatively
cumbersome, their movement casily
slowed to a crawl by well-placed units of
march-move inhibitors (see later on). It's
not really worth pouring fire into these
guys when there are so many casier
Victory Points around — Marauder
Horsemen, Chaos Hounds, Chariots, and
characters on Daemonic Steeds are far
casier kills 1o garner instead of wading
through ten or so Toughness 4 Chaos
Warriors with excellent saving throws
before you begin 1o rack up the points.
In shorr, ignore them undil they're righe
upon you unless you have something
powerful that can bypass their extremely
good armour.

Even in Archaon’s horde, Chosen
Knights tend 1o be few in number -
cach one weighing in at a hefty 45
points even before upgrades, Marks of
Chaos and so forth. That's only five
points cheaper than an Empire Caprain!
IUll be tricky to kill a whole unit of these
guys, so aim to reduce them to half
strength before they hit your line, even
by using the stand and shoot charge
reaction if necessary. If a unit of 16
Handgunners can take out five or so
Chosen Knights with a couple of rounds
of shooting it'll have paid for itself rwice
over. Remember that fact when the
Knights hit home and reduce them o a
bloody paste.

Chosen Chaos Warriors can be taken as Special choices in Arcbaon’s Horde.

* The Hellcannon: The Hellcannon is
the most devastating picce of artillery in
the Warhammer game. Although it has
superficial similarities o a Stone
Thrower, it’s far more potent, as you'd
expect from a cannon this big. Itis a
guess range weapon but can re-roll the
Scauer dice if you ger a result you're not
happy with and, when the small Blast
templare is placed, everything
underneath it suffers a Strength 10 hic
doing D6 Wounds — abour as destructive
as you can get. Furthermore, a second
templare is then placed (the large
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template) over the first — anything under
it must pass a l.cadcrship test or flee
directly away from the Hellcannon. Just
one of these shots can cost you a unit
and send others flecing for their lives,
even though in the Halting the Tide
scenario your units are immune o
panic. With a Toughness of 7, a 3+
Armour save and six Wounds, it’s also
incredibly difficult o kill. The
Hellcannon is truly one of the most
potent weapons in Archaon’s arsenal,
and in the Horde, he can take more
than one...

Crewed by the cruel Chaos
Dwarfs the Hellcannon is a
devasiaring war macbhine

10 face but fear not -
it's not invincible. ..
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Ha)'crkm lgnorv defvnded obstac Icc 50 ktll them [(m in a siege.

So, how to deal with these monstrous
daemonic machines? Well, there are a
couple of pieces of good news under all
that doom. Firstly, Archaon’s Horde
excels at one thing - close combat. The
Chaos forces will wry to close with you as
quickly as possible, and once they are
engaged, they prevent the Hellcannon
from dropping any more salvos of
hideous wailing doom on you - you'll
have grear spiky axes 1o worry about
instead. Not much of a bright side but
sometimes, when there’s a couple of
dacmonic cannons growling at you, close
combar doesn't seem so bad.

Secondly, and far more importantly, the
Hellcannon has one major Achilles heel.
The Rampage special rule forces the
Hellcannon to roll 2D6 in the
Compulsory Moves phase — if there is an
enemy unit within that distance in inches
then it must charge them. When it
rampages, it can’t launch dacmonic blasts
of energy into your lines, and you can
always flee from the charge, hopefully
rallying in your next wurn and forcing the
Hellcannon 1o charge once again. In this
way you can lead these behemoths on a
merry litde dance, growling and spituing
as they awempt to sate their thirst for
steaming flesh and blood laced with the
taste of fear.

How best to go abour this? Simple; use
Skirmishers, Fast Cavalry and Flyers. All
you need is to geta small, mobile unit
close enough 1o the Hellcannon thar it
will Rampage (try nipping round the
‘ﬂ;mk or flying over the Chaos baule line)

28 HALTING THE TIDE

— 3" away is a good place to aim for. Then
flee the charge and repear the process —
Fast Cavalry are very good ar this, due to
the face they can move when rallying after
voluntary flight. Tunnelling wroops and
those that enter play from a wable edge,
such as Dwarf Miners, are also very handy
for this role.

Another tactic to employ against the
Hellcannon is salvos of missile fire. You
probably won’t damage the machine
much, bur, as with many war machines,
the weak point is the crew. The
Hellcannon has a nasty habit of
devouring its own C haos Dwarf handlers
on a misfire, and whether by shooting or
misfire if it has no crew it will Rampage
every turn from that point on, even o
the extent of charging Chaos troops
(basically whatever is nearest 1o it). In
this manner you can stop it from firing
normally and sct it on the Chaos horde
into the bargain - it’ll need a fair bit of
committed firepower to achieve this
result though, which you may well need
to use elsewhere.

Alternatively, if you play Empire or
Dwarfs, you could just hit it with lots of
cannon balls until the thing eventually
comes apart...

* The Flayerkin: Good news on this
one, provided you're not playing a siege.
The Flayerkin - vile fusions of Chaos
Marauder, Skaven, metal and chain -
were created for Archaon by the evil
Skaven genius Throt the Unclean in
return for hundreds of slaves. They have

-

been created specifically to scale the
walls of Middenheim with the climbing
claws grafted to their wrist stumps; claws
that can casily take off the heads of dheir
foes in one clean sweep. As Skirmishers
with Killing Blow, small units of these
guys will do their level best to engage
your characters and take them down.
Luckily, they only move 8" a turn, have no
armour and a Toughness of 3: one good
volley or magic missile spell should sce
them off. Don’t let them get into contact
with any of your leaders though, or it'll
be the Chaos player neuing the casy
Victory Points. Also, if you're playing a
sicge, kill them off fast — they ignore
defended obstacles and can easily roll
over a wall section on their own.

A GLORIOUS DEATH

Time for the good news. In the Halting
the Tide scenario, your troops are just as
aware of the fact (hm are all going o dic
as you are, and are hence immune to
panic. This means you can count on your
roops fighting to the last, and not
running when the charges hit home.

Secondly, a force the size of Archaon’s
Horde isn't abourt 1o sneak up on
anybody - as your forces are forewarned,
you will always get first turn. This is
invaluable for executing the baule plans
below, nowbly the Refused Flank and
Breakthrough wactics.

There are several tactics it is possible o
employ against the Horde no matcer
which army you play. Firstly, the big one:
the refused flank.
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REFUSING YOUR :
OPPONENT,S ADVANCES L REFUSED FLANK - DEPLOYMENT
This is the classic refused flank . , . , : , ' Y A ) :
mnocere. iy pime v (VRO NS SN A MEAE S
facing a force that outnumbers you. This
tactic hinges on concentrating the cfforts Archaon’s Horde
of your force on one flank of the enemy
army, whilst leaving the other flank with a
long walk before they can achieve
anything uscful. This works very well
against an army of the same size but with
Archaon’s Horde being twice the size of
your own points-wisc it's trickicr as the
Chaos general is likely to have more units
to deploy once you've finished.

Archaon’s Horde is typified by the fact Guard Flyer
thar it will almost always fill the entirery Defenders unit(s) unit

of the de ent zone, therefore it's s . \ : :
casy o lcgt?:)mc units stranded or i L PR ':V ’:' ﬁ r?
botdenccked so they can’t reach your - e ——
forces. The scenario is balanced so thar,
in a fair fight where the Horde brings its
full might to bear, you can sill achieve a 3 REFUSED FLANK - TURN |

draw with a decent defence plan. If you
deny the Horde the ability to play to its & & &
strengths, you’ll urn a draw into victory. v Ya LY ey gt ]vl Lt
scenery dictate which one this is; the one

with the least in the way of obstructions : R
is normally a good place 1o starr). : (.ua(rd
unil(s)
® You might want to put them close o
the centre, because firstly it doesn’t pay
to advertise whart you're planning to do,
and secondly, you can move these decoy
units 1o rejoin your main bartle force on

the other flank of the deployment zone.

* *

How to execute this manocuvre

® Unlike many Warhammer tactics, this
one hinges on your deployment. A good
place to start is to have several decoy
units — small, inexpensive units and fast
units, such as Skirmishers and Fast
Cavalry - 1o deploy. These should be set
up on the flank you intend to refuse (let

Flyer
unit

J. REFUSED FLANK - MID-CAME

@ 1 like to leave art least one inexpensive Units touching
ranked up ‘guard unit' in place on the far bighlighted circle
flank. Any stranded Chaos forces \I(‘ \I(‘ Bottleneched wunits cannot march

auempting to swing round to engage
your main baule force on the opposite
flanks will expose their own flank 10 a
charge from your guard unic. If the Chaos
forces take the bait and charge the guard
unit, so be it - you'll probably lose a unit,

.y . - B - ‘
burt it'll distract a section of lhc' enemy Fag e
army long enough for your main force o AL .
take apart the section on their own flank. Concentration of fire

@ In this manner the bulk of your force ¥, -

can take on half of the Chaos roops Guard unit ready
whilst the others spend several wurns for flank charge
urying 1o manocuvre into positon. When
they arrive, you'll have dealt with several
of the units on your own flank and
should be able to redirect your fire and
charges into the ranks of the newcomers.
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BREAK ON THROUGH TO
THE OTHER SIDE

Fed up with all this talk of shooting,
cannons and magic missiles? Prefer 1o
mecet your foe face o spiky visor
instead of all this lurking at the back?
Well, there is a way to conquer the
Horde thart relies on force of arms.

This tactic is difficult to achieve, and
takes several urns, but can win you
upwards of a thousand Victory Points in
one fell swoop. The first place to start
is to have a couple of really hard
cavalry units. I mean ones with a
couple of ooled-up characters in the
front rank, a magic ‘Banner of Horrible
Doom’, and an ability not only 1o laugh
in the face of death bur also to spray
his skull pink. These units will have o
smash into the Horde baule line and
out the other side. Over and over again.

The breakthrough ractic is simple
enough — pick the weakest point in the
enemy line (units of low armour, low
Toughness Marauders are a good place
1o start), aim your hardest cavalry unic
at that weak point and charge as soon
as possible. DO NOT pick a part of the
line where your enemy has a second
line of units that could countercharge if
you break through, as this will ruin the
tactic. Move a unit or two up in
support. This may mean geting into
charge range of Chaos cavalry or
chariots, so make sure your general and
preferably baule standard are within
12" of this supporting unit.

You should win the combar by lots and
break through casily, causing Panic tests
in the densely-packed neighbouring
units. With a bit of luck you'll run
down the unit you charged and scare
another off into the bargain.
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Now your hard unit(s) are at the back
of the enemy line, the fun really starts.
You are not only restricting march
moves, but the enemy cannor wwrn
face the threar at the back of their
baule lines withour presenting their
rear to the rest of your army; still in
front of the Horde baule line.

Next turn, manocuvre your hard unit
around so that it threatens the rear of
as many Chaos units as possible,
preferably those that have reached, or
are about 1o reach, your supporting
units in the main baule line. Snarl up
any combat in your baule line by
throwing as many units into the grinder
as possible — the idea is to get the
Chaos army to commit several units in
rewurn. If you can ger an unbreakable
unit in there so much the beuer, and a
flank charge from Fast Cavalry might tip
the balance even before the heavy
cavalry hit home next wurn.

The final part of this ploy is to plow
your hard cavalry unit into the rear or
flank of the Chaos units tied up in this
combat. With the +2 for a rear atack,
the fact you're negating ranks, the
added unit strength and the deadly
goodness of the cavalry unit, you
should win the combat convincingly
and (with a bit of luck) send several
Chaos units running. One healthy 3D6
Pursuit roll and the big Victory Points
roll in — all the points of those
expensive Chaos troops plus a bonus
hundred for cach standard caprured.

Admittedly, there are many ways the
Chaos player can counter this tactic,
but when it works, it really works. If
you're aking on an army that excels in
close combat, trust me, this gives beuer
odds than a reckless charge...
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*alternatively, go on and take on tbat Helleannon - it's worth 270 pis after all, and
suffers from Instability...

HALTING THE TIDE
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THIS OUGHT TO

SLOW 'EM DOWN

The oldest trick in the book for a shoorty
army is using a march inhibitor — whiz a
flying unit over the heads of the enemy
army and park it within 8" of as many
enemy units as possible, restricting them
from marching and buying your shoory
units precious tme. The enemy units will
be slowed 1o a crawl (almost all the Chaos
infantry in Archaon’s Horde has a move of
4") and, purcly by keeping the flying unic
within 8", you will have bought yoursclf
more time to redeploy or simply shoot the
hell out of the units you've chosen to
punish. This also combines well with the
refused flank tactic. If you haven’t gor any
flying troops in your army, tunnellers will
do just as well, or even some Fast Cavalry
at a pinch.

BOTTLENECKS

Another good trick 1o employ when you're
up against scemingly overwhelming
numbers is to use the terrain wisely. With
a simple move, you can bouleneck your
opponent’s forces — this combines nicely
with the refused flank tactic (sce diagram
three above - their advance is blocked by
the woods and the other Chaos units).
Your opponent will find that many of his
units are forced to wait behind those units
that are acrually advancing or engaged in
close combat. This will normally happen
as a nawral extension of the size of the
Chaos force. However, by engaging with
an unbreakable unit (swarms are perfect
for this) you can force a bouleneck, hale
the advance of a large section of the

enemy barde line and concentrate your
cfforts elsewhere.

CONCENTRATE ALL FIRE
Whether you're shooting at your “vicim’
unit or casting magic missiles a it,
remember o concentrate your efforts on
one particular rarger undl it is damaged
enough to cither run away or give you a
bunch of Victory Points. Causing Panic
tests in the enemy is paramount - one
flopped test and a unit is taken our of the
running for at least two turns (one whilst
it rallies and one whilst it gets back into
position) allowing you to concentrate
your cfforts on the next nearest threac. It's
a great feeling when part of the bad guy’s
baule line collapses, so don't get fazed by
the enormous amount of threatening
targets — take them ourt one at a time and
in order of highest priority and they will
become manageable preuy quickly.

PICK ON THE SOFTER BITS

You won't get too many chances o snaffle
up quick and casy Victory Points against
the Horde, but when you do, grab them
with both hands. That means sending a
cannon ball into thar Chariot of Chaos
(120 points), zapping the Spawn with a
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magic missile (60-75 points), and
shooting those Marauder Horsemen (65-
180 points). The added bonus this has is
that a unit that is destroyed in a single
phase will cause Panic tests in any unit
within 6" of it - in Archaon’s Horde,
that’s usually bound to be at least two
units. With some good rolls and a bit of
luck, you can collapse entire sections of
the Chaos line. After all, ic’s unlikely
you’ll cause enough casualties on a large
Chaos Warrior unit to drive it off, but
shoot down the small unit of squishy
Chaos Hounds next 1o them and not only
have you killed off a unit but you've
forced that Panic test on the Warriors
(and possibly their martes) into the
bargain. Remember you can force Panic
tests in both the Magic and Shooting
phases. In the Halting the Tide scenario,
panic is your fricnd - force those tests as

often as possible.

This tactic really comes into its own in
the closing turns of the Halting the Tide
mission, as you'll find stragglers galore
and lone characters wandering about the
baulefield. Hit "em with everything you've
got, even if it means losing a unit or two
in the process.

Finally, don’t be afraid of noble sacrifice.
Has your unit of five heavy cavalry
suffered a couple of casualties? Great -
now it becomes the perfect character
killing unic. Just charge them straight into
a unit harbouring an enemy character
(preferably a wizard) and you'll be
spitting him on up to four lances, plus
the often-lethal attacks of the horses. A
gamble thart could easily net you a couple
of 100 points before your Knights run for
the hills, and pull an enemy unit our of
the baule line into the bargain. They may
even rally in your next wurn if you're
lucky. It’s important that you take these
risks occasionally, or the Chaos line will
run over you like a steamroller around
Turn 4.

DON'T GET COCKY, KID

No mauer how well things are going, it's
generally an idea not 1o engage in
combar until you've whitded away at least
some of the Chaos units. You'll need
every one of your units 1o make a
difference if you want to win, so pick
your fights. As you're immune to panic,
you're well within your rights to sct up
toward the back of your deployment
zone, or to back away in your Movement
phase — both of these important tactics
can buy you another vital wurn of
shooting/magic/not being cur apart and
fed your own intestines.

On the flip side of this issue, when you're
ficlding an army twice the size of your
opponent, it's casy 1o get complacent.
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Your opponent’s mind will likely be filled
with visions of his glorious Chaos legion
running roughshod over your paluy
defenders, pillaging and burning merrily,
and I have to say having ficlded the
Horde a couple of times it really does
affect your game. Jump on any mistakes
your opponent makes, capitalise on any
openings he’s left in his line, and you'll
find his demeanour change soon enough.

TACKLING THE BIG FELLA
Okay, so we've tackled the Horde. One
small detail remains - tackling Archaon.
The easiest way to do that is to make sure
that he doesn’t reach the hard centre of
your lines — effectively ignore him and
feed him cheap units so that he can’t
bring that 855 points of killing power
right into your most prized unit and pay
off some of the investment he represents
to the Chaos player. Unformunarely, as
your enemy will be serting down his
characters long after your deployment is
complete, Archaon will usually be
opposite the juiciest part of your lines. As
the venerable scholars in Altdorf would
say, this is a bad thing,

The baddest horsemen of them all,
Archaon is a virtually indestructible
killing machine capable of slapping the
Four Horsemen of the Apocalypse back
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Archaon is a lor easier o deal u'nb if you lull bis Daemonic Mount. Of course, baving
Valten on your side doesn'’t burt eiber.
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into their stable. Luckily, his horse is not.
Dorghar is a Daemonic Mount, and as
such wakes separate hits to Archaon
himself - in fact two thirds of the hits that
thud into Archaon will actually hic his
steed. Although the damned thing has a
Toughness of 5, 3 Wounds and a 5+ 4
Dacmonic Ward save, it's still far easier o
kill than Archaon - a good volley of
fircpower and a few magic missiles \
should send the Lord of the End Times ‘.‘
tumbling to the floor. Once he’s trudging
towards your lines on foor, he's a hell of

a lor easier 1o cope with.

IN CONCLUSION ‘

Well, that litde lot should get you started
and make sure that you get less of a
sinking fecling when your gaming buddy
puts down those eight units of Chaos
Warriors. Taking on the Horde in the
Halting the Tide scenario really is the
uldmare challenge, and you’ll need o
play a tght game and have luck on your
side 1o get a decent win. However, if you
do manage to get a win, you can twruly
impress your friends with wles of
heroism and derring-do, the Storm of

Chaos may yet be held at bay. Now get 4
out there and take down as many of 'em 721
as you can before the guy with the scythe | )
shows up, and remember, have the spray
paint ready... ¥
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invasion.
This will be a bloody and heroic
stand in the snow-covered Steppes.
With 3,000 points of Empire and
) Kislev, led by Graham McNeill and
Ken Kennedy, versus 6,000 points of
Wi Chaos, led by Anthony Reynolds and
sAdam Troke, the scene is set for a
% truly titanic conflict with no mercy
2 &xpected on either side. Such a vast
(.\ ‘hs)rdc of Chaos is a scary prospect
B84t the best of times, but when led
:'\o ‘Archaon himself, igs even more
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watchtower, an upthrust crag of black
stone against the leaden sky. Dawn
was minutes old and the tramp of marching
feet already disturbed the quict of morning.
Smoke curled from the braziers st beside
the cannon positions as soot-stained gunners,
sweating despite the cold, hauled their broaze
charges forward. Horses whinnied as they
smcmd the rank stench of the approaching
army, the scent of hideous beasts carried
on the cold air from the north. Shouting
men and officers chivvied scared. pale-
faced soldiers into regiments, the drums
beating 2 mournful tattoo as the
combined army of Empire
soldiers and Kislevite
warriors prepared to meet
this day’s battle with heavy
hearts.

S now swirled around the loacly

Welcome to this month’s Battle Report where we’ll be playing the Halting the Tide scenario from the Storm
of Chaos book, pitting a contingent of stalwart Empire troops and warriors of the Kislevite army against a
massive horde of Chaos spilling southwards toward their position in the Oblast. These allies will fight to the
decath to defend the land of Kislev, buying time for the defenders of the Empire to prepare for the coming

All knew that there would be no running
from this battle, that there was no choice but
to turn and fight; making as glorious an end
for themselves as might be remembered in
song and legend for years to come. Fierce
K.is?cvit:s painted the colours of war upon
their horses flanks, fixing their magnificent,
feathered back banners to their saddles as
Empire standard bearers unfurled their battle
flags. the colourful silk rippling in the stiff
morning breeze. Captain E’oscik licked his
lips, his mouth dry and his blood chilled at
the thought of facing his certain death. He
was no stranger to war. having spent the better
part of the last year and 2 half in the harsh,
unforgiving land of Kislev. but felt his fear rise
in a suffocating wave vnlike anything he had
known bcforc.%‘{c had survived the massacre
at Zhedevka and fought at the great victory at
Usszebya, both battles he wou?d never forget
for very differeat reasons. Each time he had
felt fear, but had quashed it, knowing that there
was always 2 chance of survival.

But now  mow there was no chance. Rumour
of 2 horde at least twice the size of

ir force, with wild horsemen and armoured
knights behind them. cutting them off from
the road south. They would fight and die
here or they would fight and dic somewhere
else. But at least here they stood a chance of
inflicting some damage on the horde. Even
as he formed the thought, the enemy came
into view, marching across the crest of the
hillside before them in 2 never-ending tide
of armoured warriors. On and on they came,
rank upon rank of tribesmen in bloodstained
armour, hundreds of them, warriors on foot,
warriors on dark, stamping horses, and hellish
beasts that bayed in lunatic hunger for blood.
Goscik felt hus limbs shake in terror as he
saw the monstrous rider atop 2 vast stallion of
terrible aspect, with burning coals for eyes.
Horned and cloaked with darkness, Goscik
koew he looked upon Archaon, the Lord of
the End Times himself.

He felt the fear of Archaon’s coming spread
like 2 plague through the army and turned to
face the men loading the cannons.

Straining to keep the fear from his voice, be
shouted, “Rire!”
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Artwork from Grabam McNeill's novel ‘Ursun's Teeth', courtesy of Black Library Publications.
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THE HORDES OF ARCHAON

Anthony Reynolds:
With a total of
6,000 points at our
disposal, we could
have a lot of Chaos
troops. And I mean
A LOT. As we could
) only take the same
numbcr 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 1Is 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.

I 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
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 is easy to become 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 as we
closed on the enemy.

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. I 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 in the right place, that they
should be able to tear the heart out of
the Empire army by themselves - and
hopefully Graham and Ken will be so
distracted by such hard hitting and fast
units as the Swords of Chaos and Adam’s

Adam and Anthony devise a diabolical plan.
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Chosen Khorne Knights that all our big
units of ranked up Chaos Warriors and
Marauders will get to their lines almost
intact, and be able to destroy anything
that remains in our path...

Adam Troke: If

you ever happen
across a game of
Warhammer that 1
am playing, you will
almost always see me
desperately trying to
marshal the warriors
of my Empire army. For years I've fought
on the side of Karl Franz, throwing
Knights and hot lead at my foes in equal
amounts. Not today ho\\cwr Today, in
my first ever Battle Report, I am taking
dual command of Archaon's Horde with
Ant. While Ant takes control of Archaon
and the Undivided part of the horde, I
get the undeniable joy of using a 2,000
point Khorne force, fantastically painted
by the "Eavy Metal team.

A Lord of Khorne riding a Daemonic
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
at the vanguard of the army soaking
up vast amounts of punishment and
keep going strong. I backed him up
with an Exalted Champion wearing the
Helm of Many Eyes allowing him to
always strike first with his great weapon
even if charged. After choosing ten
Chosen Knights of Khorne and a unit
of Chosen Warriors of Khorne, a block
of Marauders, a Khornate Chariot and
a Bloodbeast, I was just shy of 2,000
points.

I wheedled and whined until Anthony
agreed to let me use one of the
Hellcannons and that was me set. |
had a strategy and a personal mission.
My Lord of Khorne was going to race
forward with the Khornate Knights and
drive a hole through the Empire battle
line. The remainder of my warriors
would rush forward at full pace and split
the hole my cavalry would make wide
open. Simple and effective.

Surveying the battlefield with a careful
eye I laid the challenge down. My
Khornate Lord would take more skulls
than Archaon. Ant looked doubtful. But
there would be no stopping me. The
gore-soaked warriors of Khorne would
lead the way south, carving a bloody
path to the very heart of the Empire. I
hope.
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Graham McNeill:
Against such a vast
horde of Chaos,
there was no way
they were going
to do anything but
steamroller us into
the ground - that
was a given, but by the manner of our
deaths shall ye know us! Just because
we were all going to die was no reason
to be downhearted. With Ken playing
the Empire army, I would be in charge
of the Kislev allied contingent.

Our strategy was going to have to
revolve around a refused flank and large
blocks of infantry that would be able to
stand up to a charge of frothing Chaos
lunatics long enough for a countercharge
of cavalry to take them in the flank.
Pinning units in place and hopefully
running them down was the only way
we were going to rack up enough
points to force a draw, or, if Sigmar and
Ursun were with us, a victory. Picking
the Kislevite contingent was simplicity
itself. I had 1,000 points to spend, and
the bulk of that went on two large units
of Kossars, with Boyar Leontov to lead
one of them (and make them stubborn).
A unit of Ungol Horse Archers would
hopefully slow the Chaos advance and
give our artillery more time to inflict
some serious damage. A unit of Winged
Lancers and one of the feared Gryphon
Legion were next up, and I knew they'd
be more than capable of dishing out
some damage to our abominable foe.

We arranged our army in a refused

flank on the eastern side of the table in
a staggered formation; infantry blocks
forming the first wall against the Chaos
foe, and the cavalry slightly further
behind with enough space to charge

out and hit a pinned enemy unit in the
flanks. It's not the most foolproof plan in
the world, but what plan ever is?

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 massive, 6,000 point
Chaos horde led by Archaon himself! I'm
a Dwarf player of 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
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hamburger and that I won. What was |
worrying about, I had been batting 100%
with Empire: I couldn’t lose!

I felt much less concerned when 1
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 I was guaranteed

to have a great army to field. Even better,

I now had a scapegoat if things went

poorly for me.

As for a plan, Graham put things in
perspective with his realistic observation
that all of our troops were assured to
die horribly gruesome deaths and that
no 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
more Dwarfen; set up on a hill 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 by the harder Chaos troops.
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 into our trap.
We would be victorious!

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
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.

,000 points

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 panic 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. |
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LORDS
Archaon

855 pts
Kulkoth, Khorne Lord with
Mark of Khorne, Great Fang,
Crown of Everlasting Conquest,
shield & Daemonic Steed 403
pts

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

it ko PREEE B B

CORE UNITS
20 Chaos Warriors with hand
weapons, shields, full command
& Flesh Banner 350 pts
20 Chaos Warriors with addi-
tional 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

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

16 Marauders with light armour,
shields & full command 137 pts

5 Marauder Horsemen with
shields & full command 105 pts

5 Marauder Horsemen with
spears, shields & full command

110 pts
6 Chaos Hounds 36 pts
6 Chaos Hounds 36 pts
6 Chaos Hounds 36 pts
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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 Knights of Khorne
with Mark of Khorne & full com-
mand 545 pts

Chariot of Chaos with Mark of

Khorne 150 pts
RAREUNITS .

Hellcannon 270 pts
Hellcannon with Diabolic Splen-
dour 290 pts
Spawn of Chaos 60 pts
Bloodbeast of Khorne 75 pts
TOTAL 5991 pts

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.




THE HORDES OF ARCHAON
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LORDS

The Prince of Talabheim, Elector
Count with great weapon &
Armour of Meteoric Iron

116 pts
HEROES

Brunnel, Engineer with light
armour & repeater pistol

67 pts
Kreiger, Warrior Priest with
heavy armour, great weapon &
barded warhorse 117 pts
Goscik, Captain with full plate
armour, shield & Rod of Com-
mand 110 pts

CORE UNITS

v 20 Spearmen with shields,

Griffon Standard & full command
215 pts

7 Inner Circle Knights of the
Blazing Sun with full command

222pts

11 Handgunners with standard &
Marksman with Hochland

long rifle 123 pts
10 Handgunners 80 pts
SPECIAL UNITS

1 Great Cannon 100 pts
1 Great Cannon 100 pts
1 Mortar 75 pts
6 Pistoliers 114 pts
15 Greatswords with

full command 210 pts
RARE UNITS

Hellblaster Volley Gun 125 pts
16 Flagellants with

Prophet of Doom 188 pts

& €€44

KISLEV ALLIED CONTINGENT

HEROES

Leontov, Kislev Boyar with heavy

armour, & great weapon 98 pts

COREUNITS

20 Kislev Kossars with
full command
20 Kislev Kossars with
full command

205 pts

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
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ALLIED TURN 1

Graham: Given that idea of advancing
towards the Chaos forces didn’t seem
too 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 stayed 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 guys 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' missile 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
on the eastern flank, together with
the Kossars, were able to cut down

The Chaos borde marches towards the embattled Empire ltnes.
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The Chaos borde vastly ournumbers the allted forces.

four of the approaching Hounds.
Unfortunately, with Archaon standing
next to them, they didn't run off with
their tails between their legs as we'd
hoped. We'd killed some expensive
models, but needed to kill a lot more
if we were ever going to claw enough
points back to avoid being horribly
massacred.

CHAOS TURN 1

Anthony: Having weathered the first
Empire Shooting phase without terrible
casualties (and there were certainly
plenty more devotees of Chaos to fill in
for those who were killed), we ordered
our forces to advance. The Empire

and Kislev generals visibly quaked as
rank upon rank of Chaos Warriors,
Marauders and Knights closed on their
position. Archaon and his Swords of
Chaos moved rapidly towards the
Kislev lines on the Chaos left flank,
eager to get into combat as soon as
possible. Also choosing the typically
Chaotic and less-than-subtle route,
Adam moved his Chosen Knights of
Khorne in a direct path towards the




heart of the Empire army, ready for a
charge next turn. The rest of the Chaos
army moved forwards as quickly as
possible (which was not very quick for
my Spawn as I rolled a double 1 for its
movement).

In the Magic phase, Archaon unleashed
the Red Fire of Alteration upon the
Pistoliers lurking near the edge of the
table, killing one of their number. He
followed this up with a Yellow Fire of
Transformation. This gave his unit a

5+ Ward save which could prove very
handy when the inevitable cannon balls
started heading their way.

We were rubbing our hands with glee
when they got to the Shooting phase. A
Chaos army, and they had something to
shoot with! Hurrah! And not only that,

they were the brand new, spiky and very

scary (for Graham and Ken anyway)
Hellcannons... Adam made a perfect
guess aimed at the cluster of artillery
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on the hill - however, his shot was not
quite on target, and scattered into just

about the only place in the Empire and
Kislev lines where there was nothing to
hit! Nevertheless, the smirks were soon

wiped from Graham and Ken's faces
when the other shot landed right in

Killing almost half the entire unit!

the middle of the Empire Greatswords,

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 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

to kill over 4,500 points of Chaos, then it was a Massacre for the Empire (even
if all their own troops 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 as possible. By doing this, they are buying

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

force would be a third of the way towards achieving a draw...

regarded as a draw. If the Chaos forces lost over 3,000 points of their army, then
it was considered a victory for the Empire troops. If the Empire troops managed

valuable time for the Empire to continue to gather its defences. The allied forces

the Khorne Chosen Knights. If just that one unit was destroyed, the allied
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" ALLIED TURN 2
Graham: Ouch! We hate Hellcannons!
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 Flagellants 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

““Times. 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

Archaon leads bis Swords J
of Chaos against the Kislev- .
alltes. ) -~
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Pistoliers slammed into the edge of the
Swords of Chaos. That might not have
been so bad if the Kossars hadn’t been
a gnat’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 Khomne, 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 went on to lose this
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game horribly, it was worth it to see
the look of horror on Ant and Adam’s
faces as they realised how many points
we'd just earned from Killing that unit.
Feeling confident, we then unloaded the
Helblaster at the Khomate Lord on his
Daemonic Steed. Upon rolling 14 hits,
we were pretty confident that he'd be
filled with more holes than a fine Swiss
cheese. Unfortunately that proved not
to be the case, as of the ten hits on his
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 Pistoliers.

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 vain and two Pistoliers were hacked
down. The Pistoliers fled from this
unequal struggle and managed to avoid
being chased down, though the Swords
of Chaos pursued into the Kossars who
had tried to charge them earlier. Not
exactly the outcome we'd hoped for, but
at least the Pistoliers had got away and
the Kossars had a chance of holding fast
long enough for the Gryphon Legion to
save them from doom.
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The barrage of Empire fire wipes out the Knights of Kborne, while the rest of the Chaos army closes.

CHAOS TURN 2

Anthony: Ok, now that was a bit more
of an impressive display of shooting
from the Empire. The Chosen Knights
of Khorne being killed to a man was
particularly painful (that unit was almost
550 points!). Nevertheless, we were

still feeling rather confident, and were
looking forward to getting their troops
involved in combat. On the left flank,
Archaon and his Swords of Chaos had
overrun straight into the big unit of
Kossars led by a Boyar, and we were
pretty certain that the Kislevites would
soon be butchered. We were not let
down either, as Archaon hacked left,
right and centre (fighting with 10 Attacks
as he had unleashed the power of the
Daemon bound within his weapon,

the Slayer of Kings), killing a swathe

of Kossars. Showing complete disdain
for his foe, Archaon let his Daemonic
Steed fight the Boyar, who was promptly
slain beneath its infernal hooves as the
Swords of Chaos hacked down even
more of the Kossars. Unsurprisingly, the
Kislevites fled (having lost their Boyar's
ability to make them stubborn), and
were run down. Next in line was the
Gryphon Legion, and Archaon and his
Swords of Chaos ploughed straight into
them in their pursuit. We laughed in a
suitably villain-esque manner. Graham
and Ken looked very worried.

The Undivided Chariot on the left flank
charged at a unit of Ungol Horsemen
that had got a little too close, sending
them fleeing from it. On the other side
of the woods, and determined to make
up for the loss of the Chosen Knights
of Khormne, Adam sent his Khorne Lord,
Kulkoth, (who was feeling invincible

after shrugging off 14 shots 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 once
more (making Graham and Ken wince
again). Adam’s Hellcannon misfired and
sucked one of its Chaos Dwarf crew
into its furnace. My Hellcannon shot,
however, 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 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. Meanwhile, 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
was starting to feel the strain.

HELLCANNONS

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 combat.
Not always quite what thé Chaos
player had in mind...
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ALLIED TURN 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
Flagellants shuffled sideways to better
block the approaching Warhounds
and Chariot. It didn't look good for
the Flagellants, but we hoped theyd
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
olley Gun. Ant’s Undivided Champion
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Hand-to-band combat erupts all along the defenders’

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 theyd 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.

The Kossars failed their Terror test and
fled before a blow was struck. Ken

lines.

groaned when he rolled the distance to
see how far they fled, watching in dismay
as the entire unit was trampled into a
bloody smear under the hooves of the
Swords of Chaos, who ended up right
beneath the watchtower.

The Undivided Chariot charged once
again towards the Ungol Horsemen. Now
that the Chariot was not at full Wounds,
Ken decided to gamble and responded
with a Stand and Shoot reaction.
Unfortunately, the valiant Horsemen failed
to wound the mighty Chariot and it in
turn obliterated them. It hurtled up the
hill in its overrun move, rolling to a stop
just in front of a cannon.

To support their brother unit of Undivided
Warriors of Chaos, a second fully
ranked-up unit of Warriors charged in
against the somewhat over enthusiastic
Winged Lancers. The Undivided Sorcerer
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 the
Winged Lancers fled from the combat,
overwhelmed by the sheer number of the
brutal warriors. They were closely pursued
by both units of Warriors who were now
almost in the enemy’s deployment zone.

Determined to make up for their Lord’s
disgraceful behaviour and the loss of
the Knights, the Chosen Warriors of
Khorne launched themselves at the unit
of Empire Spearmen who dared to stand
in their path. With glee, Adam picked
up his handfuls of dice (frenzied Chosen
Warriors with two hand weapons have
lots of Attacks!). He killed a swathe of the
Spearmen, yet three of his own number
were subsequently killed by the Elector
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Count. The Empire troops proved
resolute despite being beaten, and

held fast for now. We knew it was only
a matter of time before the Empire
troops and the Kislevites were routed
completely, but we also had to be
careful not to lose many more of our
own troops in order to come out as the
victors of this battle.

Unfortunately, the Exalted Champion of
Khome who was leading the Marauders
and the Battle Standard, failed his
Stupidity test, and became overcome by
bizarre visions induced by his Helm of
Many Eyes. This meant that he forced
his unit to lumber forwards a measly 2",
and would keep them out of the main
battle for now. I felt a bit guilty, for I
had encouraged Adam to take this item
- but only then did I remember that I
usually give it to an Undivided character
(because with Undivided characters you
can re-roll failed Psychology tests — such
as stupidity).

After a bit of deliberation, We decided
that the best way to tackle the human

~
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The Chaos forces begin 1o encircle the
bopelessly outnumbered defenders.

screen of Flagellants was to throw
everything on that side of the board at
them. Adam’s frenzied Chariot of Khorne
and his unit of Mounted Marauders
charged the Sigmarite lunatics, Killing

an impressive ten of them. A pair

of Hounds of Chaos units and the
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Bloodbeast of Khorne closed in as well
so that they would be able to join in the
fight in the next Chaos turn.

Another unit of mounted Marauders ran
up beside the Chosen Khorne Warriors
so that the Knights of the Blazing Sun
could not charge their exposed flank.
Also, if the Knights of the Blazing Sun
ran down the Marauders, it would put
them into a position where they could
possibly get countercharged - or plough
into the Khorme Marauders (who were
stubborn because of the magical Battle
Standard). It's very enjoyable having
more units than the enemy!

We did not have a great turn with our
Hellcannons this time around. Firstly

I misfired when 1 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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T 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 lines...

Denied the chance of charging 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
ve sorely needed. With no magic
to speak of, the Mortar again did us
proud, killing another four Marauders,
bringing them close to half strength
and the prospect of more Victory
Points. The Undivided Chariot >

The Knights of
the Blazing Sun
enter the fray.
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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 and we pursued with
the Knights, running them down in our
eagerness to claim their Victory Points.
This pursuit carried them into the
following unit of Khornate Marauders
and we hoped to repeat their success in
the following turn. The Flagellants were
faring poorly on the western flank, being
butchered almost to a man without any
casualties being caused in return. Once
again, they weren’t going anywhere,

but there wasn't much hope of them
surviving much longer. We were running
out of models, and it was only a matter
of time until it was all over. There were
still some points to be claimed, however,
and we could still achieve an honourable
draw if we played well.
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The last remnanis of the alltance bold out against the tide of Chaos.

CHAOS TURN 4

Anthony: The Empire forces were
almost completely encircled now. To
give Archaon a better line of sight for
a possible charge in the next turn, I
moved him out of the Swords of Chaos
while they manoeuvred themselves
back towards the battle. The Undivided
Sorcerer, Skardrol, charged the fleeing
Handgunners, forcing them to run once
again, ending up right in front of the
deadly Swords of Chaos. Perhaps not the
best place to run to...

The Undivided Warriors fighting against
the Greatswords continued to hack
down the resolute Empire troops, but
once again they stubbornly refused to
run - it looked like they would have to
be killed to a man.

The recently rallied Winged Lancers in
the middle of the battlefield stood their
ground as they received a charge from a
now rather depleted unit of Undivided
Warriors, while the fn'nzy of the Chosen
Warriors of Khorne compelled them to
charge into the Winged Lancers’ flank.
Adam threw his eager fistful of dice,
and all the once-proud Lancers were
removed from the table.

The Hellcannons did not really have a
lot to shoot at, and we were tempted
not to shoot them to avoid any further
Misfires (or heaven forbid their lethal
salvoes scattering and landing on one
of the Chaos units). We quickly saw
the folly of our ways (because 1: not
shooting wouldn’t be as much fun;
and 2: we were mercilessly mocked
by our opponents and the countless

A

standers-by). One of the Hellcannons
landed square on top of the Empire
Mortar, melting it into the snow and
Killing all its crew, while the other one
scattered and landed ineffectually in an
open area of the table.

The Khorne Marauders prepared
themselves to suffer the lances of the
Knights of the Blazing Sun who had
overrun into them. However, before the
lances struck home, the Khorne Exalted
Champion, using his mighty great
weapon and Helm of Many Eyes, struck

o
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first inflicting 5 Wounds on the Warrior
Priest leading the unit, slaying him with
great fury. The Knights only managed

to slay a single Marauder, and fled from
the combat, closely pursued by Adam’s
madly screaming Marauders (or was that
Adam himself screaming in blood lust?).
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In the combat involving the Flagellants,
the last of the frothing lunatics were
treated to oblivion, hacked to pieces by
the frenzied, halberd-wielding Chaos
Warriors atop the Khorne Chariot.
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The alliance s wiped out.

ALLIED TURN 5

1 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, rallied in front of Archaon
and loaded up for one last volley. There

£$7 od
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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
Points for getting Archaon down to half
Wounds - since he'd already suffered
one at the hands of a Hellcannon misfire.

So, knowing it was their deaths, the two
surviving warriors of the Gryphon Legion
charged the Lord of the End Times...

The combats drew to a bloody close

as the last of the Greatswords were cut
to 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 Archaon
and the Gryphon Legion. Archaon was
wounded by a lance strike, but his
damned armour saved him from harm
and as he unleashed the full fury of his
Daemonsword against the Kislevites. We
were dismayed to see that of all his many
attacks, only one had struck the Chaos
Lord himself.

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

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

All we needed was himtorolla 1l or a
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 we saw
that Archaon had failed his Ward save
and suffered a wound! The Gryphon
Legion were slaughtered, but they had
done exactly what we wanted them to
and there was now a good chance that
we'd achieved a draw!

CHAOS TURN 5

Anthony: Well, there weren't a lot

of Empire troops left. In fact all that
remained on the table of them was a unit
of Handgunners standing right in front
of the Swords of Chaos and the recently
rallied Knights of the Blazing Sun before
the Khorne Chariot, a Spawn of Chaos,
Warhounds in their rear and the Khorne
Marauders (with two characters in its
front rank) that had already made them
flee. We declared our charges, and both
enemy units were, predictably, crushed.

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

RESULT: DRAW!
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chaon's colossal beast snorted wol:ntly
iron-shod hooves, snow steaming, as its
'masternlk:d it closer. The enormous
figure dismounted, casting Kulkoth
to shadow. The Everchosen of Chaos
d above Kulkoth, exuding an avra of

?{gh::“ofm&nf n;zh:ol;:::cd his head,

'Ym flilcd. Kullooth said Archaon, his
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the End Times conmucd. cach
P"hnng at his sanity and causing

p.;hm from his cycs and cars.

“Of all the warriors at my command, only
%P""‘-o’ﬂ)’

| Kulkoth kncw in that instant that his
' fate was scaled. The ¢ wamots had
} fought hard and long: too Archion’s
orders had beean simple: att swnftly and
f ave none alive. But their enemics had

the attack and the Lord of the End
{V'nu would tolerate no failure. Tnstead of

u-hqallbeforc lum. and speeding the
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heart had q before his foes and he
lntlled. battle had d on and
precious time had been lost. He had failed
1n the cyes of his god and his lord and
there could be onc terrible outcome.

Kulkoth watched Archaon raise his mighty
blad: its eﬁ: rippling with dukenugy

bnmm:mllbeduﬂoy«l.udd:
O1d World will fall into darkness.”

He shuddered with terror as Archaon
stepped closer to his kaceling form.

“The gods of Chaos will delight in the

and devastation, but you will
play no part in it!" bellowed Archaon as
the blade descended. sweeping effortlessly
through Kulkoth's ncck.
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The warriors of Chaos roared their
as Archaon raised the head of the
chbomatendotdhgh.blood

streaming down his arm and spattering

across the snow.

“Learn from this, allofyou"hcshoutcd.
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of Kings turns upon its master.

his voice
march to
80 failure! We arc the heralds of
Hudufcnmgmcmcrbumdm
the valley. unplnﬁcdmooangngbcﬂo'
- "Wk take our message sou i
He tossed his former champion’s head
aside and climbed into the saddle of llll
monstrous steed. As though at some
unscen the warriors of his horde
md ir weapons, raiscd their
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“Archaon!” With onc voice the warriors
OfChoacncdhunmcultmnedhl ;
mighty steed southwards, baleful cacrgies

rippling about him. ‘1"*
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"ARCHAONT!" Thousands of warriors
fell in behind their infernal master, i
manunglusum:uutildswthpmwg;s
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The Storm of Chaos surged southwards '\
and the End Times drew nearer. .
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ALL HAILTHE EVERCHOSEN OF CHAOS!»

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 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

5 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
teammate 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

-
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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 I 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
this abject failure for long I hope!

In many ways my first Battle Report

seemed like a comedy of errors:

Kulkoth running away with his tail
-

-
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firmly between his legs; the Knights of
Khome being shot into a bloody ruin;
my Hellcannon’s repeated failure to

hit stuff (in defiance of my genuinely
brilliant guesswork!). Despite this, there
were some excellent moments as my
Khomate warriors did what they do
best. Anvulf, my Exalted Champion,
scything down Ken's Warrior Priest, and
the bucket loads of dice that Chosen
Warriors with additional hand weapons
allowed me to 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 Chaos, thundering towards the
Empire and Kislevite line!

The highlight of the game for me was
the resilience of Kulkoth as he shrugged
off the blistering fire of the Helblaster
Volley Gun. Shame on him for fleeing a
turn later! The game had so many great
moments that singling out one is almost
a pity. The last charge of the Gryphon
Legion was thrilling and tense as they
desperately hurled themselves at the
Lord of the End Times. It had all the
stuff great 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 inevitable.
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BY THE MANNER OF OUR DEATHS SHALL YE KNOW US!

Graham McNeill:
What a game! It was
a long slog and our
army was butchered
to a man, but what an
ending they made for
themselves. Though
the snowy steppe is
covered with the blood of our men, it

is also stained with the foul gore of the
followers of Chaos. We managed to score
a draw, no mean feat when you think of
the vast force Ant and Adam had arrayed
against us. The steamrolling hordes of
Archaon smashed through our lines with
pretty much contemptuous ease, and
there wasn't a lot we could do about

it, as our cunning plans got well and
truly scuppered early on. The Captain in
the western Handgunners with his Rod
of Command was a neat trick that we
hoped to pull - holding a unit up that
thought it would munch through them

in a single turn, then countercharging
them with a unit of Winged Lancers - but
Adam and Ant got wind of the plan and
squished the Captain emphatically with a
Champion of Chaos Undivided before it
could come to fruition... oh well.

Our guys pretty much held up as well
as could be expected in the face of such
horrendous odds, some units performing
above and beyond the call of duty in

the face of such terrible bloodshed. The
Greatswords holding to the last man was

The players shake bands after a hard fought battle.

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 Khome's resilience.
Kulkoth took a whole volley from the
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Helblaster in the face and by all rights
should have been waiting on the other i
side for the Chaos Champion that got cut |
in half by it a few turns later. True, the |
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 I had very little to do with. When

it came to 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 N
Warhounds was one of the few moves we [
made in the early stages of the game and |
it tured 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
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
witching.

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.

e v
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2 ' Chal‘lOt Of KhOl'nC by Neil Langdown

/ The main body of this Chariot of A
l Khorne is made from an ; \

upturned Steam Tank hull. The “l
yokes are from a Chaos Charior
with a repositioned Juggemaut
and Bloodleters as crew.
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The Daemonic Legion’s army list in the Storm of Chaos book is a
brilliant opportunity for modellers to show off their skills. Though
we don’t produce Daemon chariots, we have dozens of components
suitable for constructing your own fiendish war machines. We
present these examples by the ’Eavy Metal team to inspire you.

Component List

#* Juggernaut of Khorne

#* Side, front and top
armour plates of old
Steam Tank

# 2 x Chaos Chariot
wheels and scythes

# 2 x Chaos Chariot hafts

# Chaos Warrior shicld

# Bloodleuer

# Bloodleaer Champion

# 2 x Chaos Terminator
trophy racks

52 DAEMON CHARIOTS
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CHARIOTS

Chal'iOt Of SlaanCSh by Kirsten Williams

This delicate bur deadly
transport is based on the
Dark Elf Chariot with
additional parts from Dark
Elves and Dark Eldar
miniatures. These parts help
conjure the decadence of the
god Slaanesh.

Componcnl List

#* Dark EIf Chariot base
and sides

# Dark Elf Beastmaster
whip arm

#* Dark Elf spears

# Solid wheels

# 2 x Slaanesh Lord’s
halberd

#* Chaos Tank
Accessory spruc
# High EIf banner pole
#* Dark Eldar jetbike chains
# 2 Steeds of Slaanesh
#* 2 Dacmonetes
# Chaos Vehicle
Accessory spruc
# Chain
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: Chal'iOt Of TZCCDtCh by Kev Asprey

A large round base and wwo large flying
bases make up the plaform of this

a0 flying chariot. The flames were cut

\‘} from three Discs of Tzeentch to give it
a sorcerous fecl.
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Component List

#* 2 Flamers

# 2 Screamers

# 1 large round base

#* 2 large flying bases

# 4 Disc of Tzeentch
Spine sprucs

# 3 Discs of Tzeentch

# Chain
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ChariOt Of NUI‘gIC by Seb Perbert

Based on a combination of parts
from an Orc and a Beastmen
Chariot and crewed by
Plagucbearers, Seb's model is
pulled by a huge Beast of Nurgle
Chaos Spawn.

\\ B

'Ql\w' . 30
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Component List

#* Orc Chariot

# Chariot base

# Beastmen Chariort
sides and haft

# Orc banner

#* Spoked wheels

# 2 Plagucbearers

# 3 Nurglings

#* Nurgle Lord's
scythe and shicld

# Chaos Spawn body

# Legs from a Grear

Unclean One
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8 CHARIOTS OF HELLFIRE

Models and components for converting your Chaos Chariots
ST%}‘) RM From the icy reaches of the Chaos Wastes wicked Dacmons come howling upon the foul

machineries of the Ruinous Powers. Scythed wheels churning, the Chariots of Chaos rcap a

| CH AO deadly harvest, cutting a bloody swathe through the ranks of their enemices, Icaving only
destruction and red ruin in their wake.
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THINKING BIG!

Rules for making your games of Warmaster even larger

Warmaster is the game of BIG
battles and awesome conflicts
across nations. Within the rich
background of the Warhammer
world there’s no shortage of such
immense, and oft history
changing, battles: the Battle of
Blackfire Pass, where all the
humaan tribes of the Old World
united under Sigmar and took to
the field with their Dwarf allies
to crush an Orc horde so huge
that its approach was heard for
days beforehand; the Battle of
Hel Fenn where Man, EIf and
Dwarf joined to defeat the
previously undefeated Manfred
von Carstein. Matt Keefe tells us
how to recreate such mighty
conflicts using Warmaster...

att: With so much inspiration

available, fighting out really big

bardes should be casy,
shouldn't it? Sometimes the difficulty is
in representing these kinds of baule on
the wbletop. Here I shall present you
with a couple of solutions.

BIG GAMES

Obviously, the most straightforward way
of representing a really big baule is a
really big game. Huge games, with
several thousand points of troops per
side is somcthing MOSt gamers aspire (o,
and will occassionally find the dme o0
play. Warmaster benefits from being a
very straightforward and quick game 1o
play, so that even very large baules can
be fought in a reasonable amount of
tme (certainly less time than a huge

game of Warhammer or Warhammer
40,000 would require), burt big batdes
are nonctheless great undertakings.
Such wars nced hundreds of figures, a
large area to play on and require a grear
deal of ime, both 1o plan and o play.
Subscqucmly, big games are a rare
occurrence for most gamers.

There are, however, a number of ways of
playing particularly large engagements
without driving yourself to the very
point of insaniry...

MULTI-PLAYER GAMES

One of the casiest ways of organising a
really big game is as a mult-player game,
where cach player controls a different
character with whom they can issue
orders to nearby units. One player on
cach side is then appointed as the
overall commander who will take
control of the army’s general. Very large
armices can thus be casily
accommodarted, since cach individual
player will only need o worry abourt a
limited number of units, and other
players are on hand to help move the
hordes of figures abour the abletop. If
all the players are familiar with the rules
(and, just as importantdy, well
acquainted with cach other), you'll also
find thar large games can be speeded up
by allowing the players to issuc orders
and move units simultancously (apart
from the general, of course).

The disadvantage with this kind of multi-
player game is that the whole army still
shares a single break poing, and some
players may find their forces stranded
through bad luck or poor Command
rolls while the casualties mount up
clsewhere on the baulefield, leading o
the army breaking before some players
really ger a chance o get stuck in.

ALLIED ARMIES

Like muld-player games, battdes can be
fought with each side composed of a set
of allied forces, each commanded by a
different player. The difference here is
that cach army will have its own general,
will withdraw independentdy of the
other armies and so on. Armies can still
be of the same race, representing a force
drawn from different kingdoms,
provinces, tribes or whatever, or can be
of different, allied races, perhaps
arranged roughly down the lines of
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Mlgbt) armies of the Empire and High Elves clash in open battle.

‘good versus evil’. This has the
advantage of allowing each player o
bring their own favourite army.

The Confederacy of Sigmar scenario
from the rulebook is a good example of
a game using allied armies, but as
before, the trick is actually managing o
get enough players wogether for such a
large game.

LESS IS MORE

The thing 1o remember is thar
Warmaster is a game of big baules, and
while very big games, fought over vast
bles with hordes of troops ineviably
represent such epic conflices very easily,
the beauty of Warmaster is that even
relatively small games can create an
impression of a very great conflict
indced. You don’t need 1o worry about
arranging a 15,000 points-a-side
slaughter fest with half a dozen of your
mates in order to play a game thar feels
like a batde the size of Hel Fenn or the
Baule of Middenheim.

The large number of figures included in
a typical Warmaster unit mean that even

quite small armies (say 1,500-2,000
points) instandy have the look and feel
of very grear ammies indeed. Likewise,
when the average model is only 10mm
wll, even a relatively small wble
FEPresents an area covering many
leagues of land. This area can
encompass a wide variety of scenery,
with different areas of the bardeficld
posing completely different challenges.
Perhaps one entire flank of a board
might be forested, whilst the other end
might sce a forwress atop an almost
unassailable rocky peak.

In shor, a grear big, cpic Warmaster
baule can be played using modestly
sized armics, in a manageable amount of
tme (an evening or afternoon, say) on
the kind of playing surface most of us
could probably fit into our houses
without too much of a struggle.

THE SHAPE OF BATTLE
Baudles, like armies, have a shape
them. They can be bruual,
claustrophobic affairs where the armies
clash and butt up against one another in
inclegant, cumbersome baule lines or

they can be sweeping, where fliers and
swift cavalry race abourt one another,
surrounding and ourmanocuvring their
counterparts on foot in a constantdly
shifting sca of carnage.

Large bartles tend 1o have more open
shapes, with the batteficld spread over a
wide area, many separate forces
contesting dozens of individual key
objectives across the field. Victory in
these separate engagements will allow
victorious forces to march upon their
enemices’ flank, surround and isolate
them or otherwise invalidate an
important defended position the enemy
may have held.

SCENARIOS

Some scenarios naturally create these
characteristically epic baules. You can
usc particular combinations of scenery
1o separate the armies out and force
them to fight separate engagements. In
such battes, victory won't come from
success in a single, isolated engagement,
but no area of the batdefield can be
overlooked lest it provide the enemy
with the chink in the armour he needs.
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At other times a scenario might specify
that the army deploys across several
separate deployment zones, perhaps
with some units arriving from different
directions, undertaking a flank march or
arriving later on in the baule. Games of
this kind instantly appear massive in
scope, since one can well imagine the
huge armies arriving from numerous
locations, several separate forces all
engaging in laborious marches 1o go 0
the aid of their allies in far distant lands.
But, time being what it is, not all games
can be fought to a specially designed
scenario prepared in dewil beforehand.

FROM FAR AND WIDE

Onc way of easily creating the shape of a
very large battle is 1o break the armies
up into different contingents. An army
might be made up of two or three
separate contingents and each of these
contingents will contain a different mix
of units and characters. This has the
advantage of being something that can
be done withour planning and doesn’t
affect the way players pick their armies,

— 22
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so is well suited 1o quick, ‘pick-up-and-
play’ style baules.

We can imagine that these contingents
represent the retinues of different lords,
musters drawn from different parts of
the world, or armies from neighbouring
states, drawn together into one huge
army by way of some kind of grand
alliance. Breaking armics up in this way
naturally makes the army appear epic in
scale, since it represents a force so large
that it could only possibly be mustered
by the coming together of contingents
from several different provinces,
dukedoms, clans, tribes or whatever.

These contingents can be represented
visually, perhaps by painting units in the
army in a varicty of different colours and
liveries so that the units from one
contingent all share the same colour
scheme whilst varying from other units
in the army.

Below, we present some rules for
contingents in Warmaster, which you

can use 10 achieve this feeling of ‘big’
bardes (with, admitedly, very small
men, monsters and war machines).
CONTINGENTS IN
WARMASTER

Whilst Warmaster armies always fall
under the command of a single general,
the army may well be composed of
roops led by other, subordinate
characters in the army. The size of such
armies is so grear that there are few
individuals who could ever muster such
a huge army alone - even the Emperor
commands only the few thousand men
of the Reiksguard and Alidorf regiments,
and instead relies upon the armies
brought by his subordinates, the Elector
Counts, the Knightly Orders and so on,
for the bulk of his forces. We can
imagine that most of the characters ina
Warmaster army are not simply there as
fortune-seckers, adventurers and tag-
alongs, burt rather most of them are part
of the army, having chosen to lead their

own contingent of troops to the baule
in person.
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USING CONTINGENTS

A Warmaster army can be divided into
several separate contingents,
representing distinct divisions of roops
within the army, each with their own
commanders but under the overall
control of the army’s general. When
using contingents, the army is selected
as normal, and only later broken up into
its contingents - you don’t need to pick
the army specially or pick it from
different ‘blocks’ of points or anything
like that.

After selecting the army, but before
deployment, divide the army up into as
many contingents as you want. Each
contingent must include at least one
character and ar least one unit, but
other than this there are no restrictions
on the size of individual contingents.
Once this is done, you can go ahead and
deploy and play the game as normal.

The units must remain as part of the
same contingents throughout the game.
You cannot break-up, reorganise or
merge contingents during a game — they
will stay exactly as they started for the
entire duration (barring any casualties,
of course).

CHARACTERS & ORDERS

Each contingent has their own leaders

and their own chains of command.
Hence units can only receive orders
from characters within their own
contingent and can never be given
orders by characters from a different
contingent. The only exception to this is
the army’s general who, fitdngly, can
give orders to any unit in the army. The ‘
rules for a characrer failing an order N —
(can atempt no further orders that e,
wrn), or for a general failing an order ~ .
(the Command phase ends), apply as Y \

normal. ¢ &

BRIGADES

Contingents do not replace brigades, 1
and shouldn't be confused with them. L
Indeed most contingents are large
enough o0 include several brigades for
purposes of orders and movement. 1
However, units can only

be brigaded with units
from the same contingent -
units from different contingents
are unfamiliar with each other, and
would find it difficult to move or act
in unison.

WITHDRAWALS

Contingents are in effect independent
forces in their own right, each with
their own commanders. Because of
this a contngent will withdraw when
it has lost half the number of units

with which it started the game (in
essence, cach contingent has its own
Break point). A contingent will also
withdraw when it has lost all characters,
or all units (since you can’t have a
contingent with only units or only
characrers).
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The insidious Dark Elves form into battle lines before a coming conflict.

TOM WEBSTER-DEAKIN’S DARK ELVES

Tom: Dark Elves have always been my
favourite army in the Warhammer world,
so I was a bit disappointed when 1
discovered that my beloved Druchii
were not to be one of the inital six
armies 10 be released for the game.
However, I got over my biterness by
collecting a Middenheim-themed Empire
army and racking up a large number of
defeats. Fortunarely, the Fanatic Studio
came to my rescue and released the
Dark EIf army for Warmaster and so it
was that I began work on my second
army for this great game.

The nature of the Dark EIf Warmaster
army with its devastating short ranged
shooting and powerful magic forces you
to play aggressively. Repeater crossbows
firing twice at ranges of under 15cm can
break up brigades and even wipe out

units wholesale and the Dark Riders are
arguably the finest light cavalry in the
game. However, just like Elves the (old)
world over Dark EIf armies are fragile,
brittle things that can dish it out but not
soak it up, so it's vital to seize the
initiative and get stuck in.

My basic force consists of a solid core of
wo brigades of infantry made up of a
mix of Spearmen and Crossbowmen. 1
then back this up with a mixed brigade
of Cold One Knights and Dark Riders.
Add in some characters (one on a
Manticore is essential just because the
model is so nice), Bolt Throwers and
Harpies and you're well on the way o
1,500 points. For larger baules I take
more cavalry and add some Witch Elves
into the mix. I'll usually advance quite
rapidly with the infantry, preferably

scizing terrain, and rain shots into his
brigades. Mcanwhile the cavalry brigade
will artack one flank or the other, with
the hero on Manticore throwing in his
weight when combat is joined.

So I now have a large Dark EIf army just
like I always wanted (although my loss
ratio remains impressively high), so
what next? Well, I've recentdy converted
a Sorceress to ride on a Dark Pegasus
and painted up a unit of the chariots
from the character pack, which will
count as a unit of Cold One Knights.
However with the Storm of Chaos
starting up, including the new Cult of
Slaanesh list and Fanaric forwitously
releasing the lovely new Daemonettes
for Warmaster I'm thinking abourt adding
a few units of these o my army and
working up a Cult list for Warmaster.
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Rick's Lizardman spawning bas a powerful Slann Mage Priest at its core with many large and deadly beasts like Stegadons and Carnosaurs.

Rick Priestley is the esteemed author of
Warmaster and has many armies in his
collection. His favourites are the Orcs
and Goblins, an army he wakes o the
ficld so often that it is oo barde-
damaged 1o make an appearance on
these pages! As well as his greenskins,
Rick has a fully painted army of Chaos

{ and Lizardmen displayed, here.

CHAOS
{ Rick’s, mighty Chaos horde consists
primarily of mortal woops with large

?
[
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units of Chaos Warriors, Marauders and
Knights. Of these three units, Chaos
Warriors and Chaos Knights pack the
greatest punch and are an awesome
shock attack force. These units can be
further augmented by powerful Chaos
Chariots, creating a single assault. The
army also contains a number of
gibbering Chaos beastics, including
Dragon Ogres and Chaos Spawn. The
rest of the horde comprises of Harpies,
Marauder Horsemen, Chaos Hounds
and a host of Chaos characters.

LIZARDMEN

Rick’s Lizardmen army is led by a mighty
Slann Mage Priest and has large units of
Kroxigor, Saurus Warriors and Saurus
Cold One cavalry to gert stuck into close
combar with the enemy. Like his Chaos
force, Rick has also painted a large
number of monsters including
Stegadons, Salamanders, Terradons and
a fearsome Carnosaur, with the
diminutive, but points-cheap, Skinks
making up the numbers in the rest of
the army.
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ERWIN JACKSON’S CHAOS HORDE
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A Chaos force that marries mortal Chaos forces with Dacmons. demonstrating the flexibility and potential of this army.

Erwin Jackson is a veteran Warmaster
player who has just recendy moved out
to Australia. Before he went we
managed a daring, if foolhardy, raid on
the Specialist Games offices and
snatched away his brilliant Warmaster
Chaos force for this picture.

Erwin’s army really has 1o be seen to be
believed, being absolutely beautifully
painted. He’s probably even painted the
cyes on his models, but we can’t tell, as
no-one on White Dwarf has eyesight
good enough 1o sec.

As you'll notice, Erwin’s army has many
daemonic woops, several Greater
Dacmons being among their number.
But it also has many mortal followers of
Chaos too. This characterful blending of
two army lists shows that you can quite
smoothly combine two themartically
similar, if distinct, armies into one.

This kind of force is perfect for fighting
games in this summer’s huge Storm of
Chaos campaign.




As the skies darken and the shadow of
Chaos looms upon the horizon like a
deadly threat, great armies amass to
battle for the fate of the Old World itself!
Muster your legions of cavalry, infantry
and machineries of destruction. And
above the rising din of the field as your
forces make ready to fight, heed the
General's rallying cry, bidding you, “Let

battle commence!”

Trolls (2 stans)

Goblin Wolf Riders (2 stands)

MIGHTY HOSTS
OF WAR

Complete armies for Warmaster

(3 stands) £6

Orc and Goblin Army

This army includes the following:

2 unts of Orc Warriors (6 stands)

1 unt of Black Orcs (3 stands)

2 units of Goblns (6 stands)

1 unt of Trolls (3 stands)

1 unt of Orc Boar Boyz (3 stands

1 unt of Gobin Walf Rders (3 stards)
1 unt of Gobin Wolf Charots (3 stands
1 Giont {1 stand)

1 Rock Lobber (1 stand)

1 Orc Character set

66 MIGHTY HOSTS OF WAR

Ore Character set (5 stands) £6 Giant (1 stand) £5

Models shaat 3 100% Prices qeckd are Yor procucks sobd by Ganes Waseshop Srough £ own siores, CE2ges of A
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High Elf Chariots {3 stands)

High EIf Silver Helms (3 =tands)

£6

High EIf Reavers (3 stands)

High EIf Army
This army ncludes the following:

2 unts of High Bf Spearmen (B stands)

2 unts of High E¥ Archers (6 stands)

1 untt of Hgh Elf Bok Throwers (2 stands)
2 unts of High EX Sibeer Helms (6 stands)
1 unt of Hgh BIf Reavers (3 stands)

1 Dragon Rider (1 stand)

1 unt of Hgh Blf Chanots (3 stands)

1 High E¥ acter set

£70

High EIf Character set (3 stands)

Dwarf Character set (4 stads)

£6

Dwarf Trollslayers (3 stands) £6

Dwarf Army £65 |

This army includes the folowing

4 wits of Dwarf Warniors (12 stands)
2 wnits of Dwarf Thunderers (6 stands)
1 urit of Dwarl Trolisiypers (3 stands)
1 unit of Dwarf Cannzns (2 stands)

1 unit of Dwarf Rangers (3 stands)

1 Gyrocopeer (1 stand)

1 Hame Cannca (1 stand)

1 Dwarf Character set

Gyrocopter (1sund £5

Flame Cannon (1 stard) £5

www.games-workshop.co.uk/storefront 67



Legacy

kill to get their hands on it!
Novel » £5.99

WWW.BLACKLIBRARY.COM

THE INQUISITION WAR

AN WATSON

The Inquisition War
by lan Watson

The awesome collected edition of the
classic trilogy featuring Inquisitor Jag
Draco and his struggle to rid the
universe of mutants, heretics and
daemons!

Omnibus novel « £7.99




Inferno! 43

Action-Packed Graphic Novel

Dan Abnett is Pfaying Patience! Mitchel
Scanlon tells the dark tale of The
Seventh Boon! There's more Tales from
the Ten-Tailed Cat and stories from
James Swallow and Brian Maycock.

Fiction magazine « £5.00

Warhammer Monthly 83
The All-Action Comic

Ephrael Stern - Sister of Battle is
hunted by the dark powers of Chaos in
Daemonifuge IN! Plus there’s treachery
amongst the ranks in Darkblade and
Hellbrandt Grimm is back!

Comic « £2.50

THE BLACK LIBRARY. READ TILL YOU BLEED
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The tale of the sinister
Relictors Space Marines
continues. Weakened by The
Eye of Terror campaign, the
chapter is easy prey for those
who would drive them from

EXTREMIS
DIABOLUS

the Emperor’s light...

he dream memory always began in

the same way. Katanen would see

the face of the man he had just
killed, begging him through bloodicd
lips not to open the vault as his
lifeblood flooded from a f{ist-sized crater
in his chest Katanen and his battle
brothers of the Relictors Chapter had
ignored the dying guardian of the vault
and pressed on towards their goal - the
Diamedes Archive. Great monolithic
doors, weathered and dusty with age.
swung wide on squealing cogs that had
pot turned in milleania and Katanen felt
a great vindication as Captain Pediese
entered the vault.

But then his dream mo longer mimicked
his memories as a bright light shone
from the depths of the vault, scaring and
unbearable in its intensity. It burned
through him, darkening to become 2
sickly yellow glow that recked of
corruption and evil A laughing face
formed from the ctheric storm that blew
from the vault, its features cruel and
huagty It turned its gaze wpon him,
eyes stripping the armour and
[lcs rom his body even before he had

breath to scream.

Katanen awoke, instantly alert, his senses
razor sharp. For the bricfest instant, he
believed he could still smell the steach
of scorched flesh, but dismissed the
notion as ludicrous. A Space Marine did
not dream. He did not know what these
things he wis experiencing were, but
they could not be dreams. The hour was
carly, he still had some time before
morning devotions and prayer, so he rose
and donned his exercise garments,
padding silently from the dormitory and
into the attached gymnasia. Katancn cased
into his morning ritual of devotional
callisthenics, stretching and working his
muscles in time to catechisms of
ritual obeisance. Though he knew it
was impossible for a Sru:e Marine
to dream, the images of the mission
to Fremas kept intruding on his rest
period.
The Diamedes Archive had been
constructed, as ncar as the Techmarines
could deduce, almost four thousand years
ago. though how it had come to exist
buried in the heart of 2 mountain top,
with no obvious way in or out, wis 2
mystery they had no answer to. An
carthquake some five centuries ago had
cracked open one of the deep tunncls
that led within and soon after its
contents had been saled by order of the
Ordo Malleus. No one, save the highest
adepts on Terra, truly knew the conteats
of the Archive. No one, that is, until
the Relictors had captured a newly-
created dacmon blade from a warband of
Word Bearers on Subiaco Dizblo. The
Librarians of the Chapter had coerced
the bound eatity to translate ancient
texts known to have been penned by its



servants thousands of years ago. The text
had spoken of the Diamedes Archive and
the secret held in its hidden vault; a
secret that had been scaled away for all
time.

Time had made its guardians complacent
and it was 2 simple matter for the six
Space Murines to overwhelm the
company of Guardsmen stationed within
the Eﬂus and open the vault. lnside
was a treasure of the Ruinous Powers, 2
treasure that groaned with the weight of
ages and dark koowledge Reverently
placed within a stisis chest before being
transported in great secrecy to the
Chapter's fortress-monastery, it now sat
in the warp-scaled Reliquarius, studied by
the most powerful and pure Librarians of
the ClnP!cr. The sccrets of the
Immaterium it could unlock would make
the deaths it had taken to retrieve it
worthwhile and, though there would be
those who would persecute them for
their chosen path, the Relictors were
carcful to leave mone alive who could

speak of what they did

Inquisitor Cyarro watched the burnin
wreck impassively from the bridge of the
battle barge, Hammer of the
Unrighteous, his breath wheezing from

the gn_ﬁling machinery attached to his
back. Thick pipes coiled from the
machine, sutured to his flesh and
picrcing his ribcage with puffs of stam
venting from the artificial pumps that
pow breathed for him. His own lungs
had been destroyed by the strike of a
daecmon weapon on Subiaco Dublo and
only the swift atteation of an Ordo
Malleus Medicae team had saved his life
That and his own determination to hunt
down those who had killed his men and
left him to dic in the blasted ruins of
the defiled cathedral. The Relictors
Chapter of the Adeptus Astartes.

The ship burning in ¢ before him
wis onepo( t::ravmx‘ a rapid strike
cruiser ambushed and de d while
refuclling at an outer-rim waystation. The
Hammer's Astropath had detected no
outgoing messages from the stricken
vessel, and Cyuro wis confident the
clement of surprisc had been maintained.
Another three days travel would see his
fleet detachment reach the core systems
where his spies had informed him the
Relictors’ fortress-monastery was
anchored, badly damaged after the
fighting in around the Eye of Terror
during Abaddon’s devastating invasion.
The Relictors fleet was depleted. their
cursed base weakened; there would never
be 2 better time to enact retribution on
these traitors. Following the Relictors’

treachery on Subiaco Diablo, Cyarro had
woken upon the medicac shb in Nemesis
Tessera, the finest Chirurgeons of
Inquisitor Lord Coteaz having rebuilt his
shattered body with prosthetics, bionics
and vat-grown plasflesh Upon his
recovery, Ez'uro had convened 2

gatheri the most senior laquisitors
who survived the relentless assaults
of the Ruinous Powers on the Inquisition
fortress, and petiti the Secret
Masters of his Ordo to have the
Relictors declared Extremis Diabolus and
their lives forfeit. The decision was swift
and unanimous. The Relictors had turned
from the Emperor's Light and were to
be huated down and destroyed: their
gene-sced wiped from the galaxy and all
record of their deeds expunged from
The thought made Cyarro smile.

Katanen felt 2 shiver of premonition as
he lifted his bolter from the racking and
slid 2 magazine of shells home. He
whispered the Prayer of Armaments and
completed the seven Rites of Ordnance
before knceling and offering his
strength-at-arms to the Emperor’s shrine
that sat at the end of the armoury. He
and his fellow battle-brothers were
hardened veterans, who had fought with
courage and determination during the
titanic conflict that had raged around the
Eye of Terror, but they had lost a great
many of their number and their beloved
monastery had beea badly damaged
during the recapture of Finrcht It had
taken all the skill of the Chapter’s
Master of the Flect to secretly move
them to anchor in the Tacloth systems,
where they could recover their streagth
and make wse of the knowledge had
leaned from the dark treasure within the
jamedes Archive

“Will they be aware of ws?” asked
Cyarro, his voice rasping and cold.

“No,” said the Hammer's Master of

Surveyors, confidently. "1 have brought
us in on the far side of the planct to
which the Ramilics is anchored. They

will pot know we are here”
“What of their Astropaths?”

"We dropped out of Warp space much
further out than sormal If they have felt
our arrival at all, it is likel tIZAt they
will believe it to be mavy ships passing
through to Chinchare or Jubal”

Cyarro nodded, sure that the silver

armoured Master of Surveyors was
correct, but needing to hear the words
spoken aloud. He had suffered too much
and the Relictors had committed too
many atrocities for him to fail now. His
fresh skin, pink and raw from surgery
was now stippled with dark inks,
tattooed vitﬁ the names of those men
who had been murdered by the Relictors
while under his command on Subizco
Disblo: Chousa, Kiotsu and many more
His heart burned with hatred for these
traitors who had betrayed their oaths of
loyalty to the Emperor. Cyarro himself
had once crossed the line into what
many amonﬁ his Ordo termed
Radicalism, but he had suffered for that
mistake with the blood of innocents and
had paid his penance. He had returned to
the path of rightcousness and though the
temptation of L former path still
goawed at him daily, he would persecute
those who had fallen with the ficry

passion of a zealot.

“All ships report that they are in
poshi:::p and rndm c::\ymme the

attack,” said the er of Surveyors.
Cyarro turned to the captain’s pulpit,

where an armoured giant in bluc-steel

armour modded solemnly.

“Commence the attack,” Cyarro said
simply.

The first lance strikes from the two
Retributor battleships smashed through
the outer hull of the Relictors” fortress
momastery, blowing vbol;: decks into
space and ventin Ilizing oxygen
15:1: glittering bm ﬂ:::s ofys
torpedocs, launched from half 2 dozen
smaller vessels roared from their launch
bays and ponderously gained speed as
thz; slashed towudsyt ir urg‘:t Ruby
red explosions rippled across the surface
of the fortress-monastery and it
shuddered like 2 wounded beast. Though
weakened and damaged. 3 Ramilies
starfort is a terrifying coemy to fight
and once its defenders overcame their
ise, a deadly tracery of fire crupted
;:oq: its guas. ofr)t'hc amckingp
vessels was crippled almost immediately,
its shiclds overloaded and its cogines
blasted from the hull. The attacking fleet
scattered, the larger ships conceatrating
their fire upon ti.: damaged sections and
manocuvring to take advantage of the
dead zomes in the starfort’s coverage.
Space between the attacking ships and
the starfort was criss-crossed by torpedo
trails and streaks of hattery fire, 2 lethal
web of explosions that lit up the stars
around Tacloth with dazzling explosions.
The Hammer of Righteousness surged
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forwards to 2 sagging, firclit wound in
the side of the starfort, her prow launch
bays rumbling open and disgorging a
host of Thunderhawk gunships that
flocked towards the fortress-monastery
like hunting birds of prey.

Katanen stumbled as the fortress
monastery shook under another barrage
of explosions. Klaxons blared and
warning bells chimed, sounding for all
the world like his sacred home was
screaming in pain. An explosion ripped
through the basalt corridor before him,
kaocking him to the ground and filling
the air with fire and smoke. Crackling
vox contacts in his helmet told him that
their fortress-monastery was dying,
breaches were being blasted all across its
structure and boarding parties were
penctrating deep into its sacred depths.
Shadowy figures moved through the
haze, firelight glaming from ?oog bladed
polearms. lglc picked himself up,
shouting, “Up, brothers, up! T& eacmy
is upon us!” before firing a hail of
shells into the fiery maclstrom before
him.

72 CHAPTER APPROVED

Sparks flew from the impacts of his
shots, but nonc of the figures fell.
Internal recyc-units fought to clear the
air and Katanen could sce the attackers
clearly for the first time. Armoured in
burnished suits of Terminator armour
that gleamed with a blue-steel sheen, the
warriors were figures of awe and terror.
Covered in embossed scriptwork and
with 2 multitude of purity seals fixed to
their armour, the warriors were the very
image of the Emperor’s fiery retribution.
Katanen was transfixed as he recognised
the attackers for what they were: Grey
Khnights; scourge of dacmonkind and the
corrupt. The lead Terminator, a
magnsficent warrior with 2 crimson, fur-
edged cloak swirling about him raised
his bulky gauntlet and spat, “Trafficker
with dacmons, prepare to die.”

Katanen dived to the side as 2 storm of
unfire and flame filled the corridor,
ﬁcuing the cries of wounded men behind
him. He rolled to his feet and deflected
a blow from a crackling blade that
would surely have decapitated him, but
succeeded only in tearing his helmet free
of his gorget. The blade bit into the
wall, flaring sparks leaping from its

.
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encrgy-wreathed edge Katanea dragged
free his own sword and hacked through
the poleaarm’s shaft as a gaustlet
hammered into his chest and sent him
sprawling. He reached for his weapon,
hearing the sounds of desperate battle
behind him, the clash of steel and the
roaring of bolters filling his seases, but
an armoured boot slammed down on his
arm and pinned it in place He tried to
pull himself frec. but a hissing blade
touched his neck and he froze, feelin
the heat from the power sword scorci
his skin.

He looked up into the face of the man
who held the blade, 2 hairless, scarred
individual wreathed in voluminous red
robes stitched with gold Inquisitorial
roscttes. He bore hissing machinery upon
his back and was surrounded by faceless,
hooded adepts and servitors. A trio of
Grey Kanights kept their storm bolters
trained on him and 2 flitting skull with
a burning red eye buzzed around the
Inquisitor. The man’s skin was covered
with swirling text that Katanen realised
were pames, scores upon scores of pames.
It was the face of a fanatic. Worse, it
was a fanatic he recognised.




“l know you,” he said. "You were on
Subiaco Diablo.”

The tattooed man's eyes narrowed. "l
was, yes, he said slowly. "You murdered
my men.”

"We had no choice,” said Katanen. “They
had seen the daemon blade”™

“You are a murderer and a trafficker in
blasphemous magicks. I will sce you and
your kind vipﬁf out for your crimes

against the Imperium!”

“Crimes”” snapped Katanen, the skin of
his chin blistering and raw from the heat
of the laquisitor's sword. “You dare
accuse me of crimes? We seck to
preserve the Imperium by whatever means
nccessary. If that means shedding blood
then I am pot afraid to sce it spilled”

“You comsort with dicmons and slay the
true warriors of the Emperor,” saapped
Cyarro, forcing the blade lower. “You are
a tnitor with no right to live and I will
no longer bandy words with a traitor.”

Katanen closed his eyes and said, "Do
what you will. you merely doom
ourself to an carlier extinction without
the knowledge we have gained”

The inquisitor’s sword sliced downwards.

L ~ i

Cyarro watched as the fleet he had
assembled at Belis Corona hammered the
dying remains of the Relictors’ fortress-
monastery with concentrated fire from
their gua hatteries. A Ramilies starfort
wis 2 massive edifice and took time to
fully destroy. but they would lcave oaly
when no stone was left upon another and
every trace of the Relictors was reduced
to dust. He felt a grim satisfaction as he
watched another powerful explosion rip
through the remains of the starfort, hus
fingers drumming wpon a carved wooden
box, locked tight with silver chains and
inscribed with powerful pentagrammic
wards He hcur umomcs {o‘g:(alls
behind him and tursed, drawing a black
cloth over the box to hide it from view.
“What sews, Captain?” asked Cyarro.

“Some of their ships managed to fight
their way past our Piclu:t line,” sad the
Grey Knight Captan. "The starfort is no
more, Inquisitor, we must give chase to
those who escaped its destruction before
we lose them in the Eye”

“Yes..” said Cyarro at last, resting his
hand atop the cloth covered box.

“It is almost certain that whatever the
Relictors stole from the Diamedes
Archive is aboard one of those ships.
We cannot afford to let them get away.”

“Very well” said Cyarro. "Weigh anchor
and give pursuit. Indeed you are correct.
Captain Pelega, the prize must be with
onc of the traitors who fled like
cowards.”

The Grey Knight tain bowed and
retrcncdcyfrom 8thi\c cli‘:uisitor's chambers.

Cyarro ran his hands across the black
cloth covering the sigil-carved box.

And smiled.

: USING A RELICTORS ARMY IN WARHAMMER 40,000

A Relictors force is selected using Codex: Space Marines, with the following additions and amendments. You will
also need Codex: Chaos Space Marines to use the wargear options.

SPECIAL RULES

Daemon weapons: One character in
the army may be designated the bearer
of a single Daemon weapon at a cost of
25 points from his wargear limit. Note
that the rule requiring a character to
bear a specific Mark of Chaos is waived
in this case. Daemon weapons come in
many forms. Their effects may vary a
great deal, but the weapons described
in Codex: Chaos Space Marines are a
good cross-section representing the
type of weapon the Relictors might use.
Roll a D6 before the game begins to
determine what type of weapon he
carries. Rules for these items can be
found in Codex: Chaos Space Marines.

D6 roll Weapon

Dark Blade
Dread Axe

Axe of Khorne*
Pandemic Staff
Needle of Desire
Warp Blade

“(counts as a Daomon weapon in this case)
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Chaos relics: Just as the senior
members of the Relictors bear Daemon
weapons to war, so too does the
Chapter make use of captured
banners, icons and standards,
believing the unholy powers bound
within these relics can be turned upon
their erstwhile masters. A single
Standard Bearer (ie, a member of a
Command Squad) may be equipped
with a Chaos standard, at the cost of
+50 pts. Roll on the following table
before the game to determine which
relic is available.

D6 roll Relic

Icon of Chaos Undivided**
Icon of Chaos Undivided**
Banner of Rage

Plague Banner

Rapturous Standard
Blasted Standard

** Does not confer Daemon Summoning
abity, but any unt or modal mthn §°
becames F -
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Outcasts: A Relictors force may not
take allies (such as Deathwatch,
Assassins etc), with the exception of
Radical Daemonhunters from Codex:
Daemonhunters. Inquisitors that are
not accompanied by ANY type of Grey
Knight Space Marines may be
designated Radical (Grey Knights will
not fight alongside those who dabble in
the Dark Arts). They may take

Daemonhosts in their allied force and
use the artefacts printed overleaf.




CHAOTICIANS AND CATACLYSMS — RADICAL MEASURES IN WARHAMMER 40,000 by Phil Kelly

Daemonhunters players of a Radical
bent will no doubt have considered
the potential power they could
wield with a full chapter of Space
Marines devoted to their cause. No
doubt the shadier members of the
Ordo Malleus are very glad that
instead of asking awkward
questions and screaming about
heresy, the Relictors actively further
their forbidden research. As a
result, we've brought a few more
tainted artefacts utilised by senior
ranking Relictors and the Radical
factions of the Ordo Malleus alike
out of their thrice-consecrated
confinement chambers for those
(ahem) open-minded players out
there who are not averse to toying
with the dark path. But remember,
be careful where it leads...

DARK ARTEFACTS

These artefacts are legendary in their
ranity, kept safe in stasis chambers deep
within heavily fortified reclusiams and
lead-lined sacristies. There exists only
one of each of these artefacts, so only
one of each type may be taken in any
given army.

Rdoum Clupse. Snading sekuomn
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Relictors Chapter colour scheme

Books of Pain 25 pts
Inquisitors and Inquisitor Lords only

The fabled Books of Pain contain every
word that has ever been used to
describe sensation from discomfort to
screaming agony. In times of dire
necessity, a few words from these
blasphemous texts can cause all those
within earshot to fall into paroxysms of
suffering.

The Books of Pain can be used once
per game, at the beginning of any
movement phase. All units, friend or foe
(including the bearer’s own) with a
model within 3" of the bearer count as
pinned until the beginning of the owner’s
next turn.

Artekus Scourge
Relictors only

25 pts

The Artekus Scourge is a fiail tipped with
balls of pure energy in the form of
screaming daemonic faces. Originally
wielded by the Chapter Master of the
Relictors, Artekus Bardane, the fiail
snaps and gnashes at the souls of those
it hits.

The Artekus Scourge is a daemon
weapon, and follows the appropriate
rules from Codex: Chaos Space
Marines. If the Scourge wounds a model
with more than one wound, that model
must roll under its Ld on 3D6 or be
removed as a casualty. The Scourge is a

power weapon.

Sword of St. Aquitaine

The Sword of St. Aquitaine was
recovered by the Relictors immediately
prior to its debasement and subsequent
possassion by a daemonic entity, and
contains a nightmarish creature of such
power it can turn day into night.

25 pts

If the Sword of St. Aquitaine causes a
wound, and the bearer passes his
Mastery test, he may force the entirety
of the next game tum to be fought using
the Night Fight rules. The Sword of St.
Aquitaine is both a daemon weapon and

a power weapon.

Shard of the Monolith
Relictors only

20 pts

Recovered from the twisted, debased
Monolith at the heart of the Equatonal
Jungle on Armageddon and set into an
ornate chain of consecrated lead, this

shard of obsidian imbues the wearer
with great speed and strength, but at a

price...

The bearer gains +1S and +1 |. He must
always move towards and assault the
nearest enemy if possible and must
always perform a sweeping advance if at
all possible.

Grimoire Pandaemonica 25 pts
This daemonic Grimoire weighs heavily
with the sacrifices made in its name, and
has the power to greatly augment the
power of dark ntual. When read
backwards, passages from within its
pages can cause tidal waves in the
ether, disrupting any control over
daemonic summoning.

The bearer can force his opponent to re-
roll Daemonic Possession or a single
Summoning roll each game tum.

Blade of Phaedron 15 pts
Inside the Blade of Phaedron lies the
seething soul of a daemon possessed of
a great enmity for all its kin. Although it
is unremarkable when employed against
a living thing, against a daemon the
blade will blaze white with the pure heat
of the captive daemon'’s rage.

The Blade of Phaedron wounds all
Daemons on a 2+, and adds +D3 to the
bearer’s Attacks characteristic when
charging a Daemon instead of the usual
+1. The Blade of Phaedron is a daemon
weapon.

NEW MISSION

This mission, Daemonhunt, is along
similar lines to the Terminate the
Daemonvessel mission from Codex:
Daemonhunters, but with more of a
Radical bent. It is ideally played with a
force of Space Marines (the Relictors)
versus a Chaos force (Lost and the
Damned or Chaos Space Marines),
although enterprising players may like to
use the Adversaries rules on page 49 of
Codex: Daemonhunters so that they can
use an army of their choice. If you
haven't got a copy of Codex:
Daemonhunters, rules for Inquisitors can
be found in the Chapter Approved
saction of White Dwarf 275 and rules for
Daemons can be found in WD 272. Now
grab a forbidden tome and a nice sharp
daemon weapon and get ghostbusting...

74 CHAPTER APPROVED



/
|
|
|
\

You have located the Chaos worshipper’s stronghold,

=/ but moments too late! The worst possible fate can only

be avoided by turning the tools
apparition before you.

Chaos against the foul
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between you and the incamation of your god, provided
x:u can contend with the meddling fools of the Ordo
alleus and their Astartes lackeys. Kill them all!

iget

SET-UP

Place a suitable terrain piece in the table centre.

This is the sacrificial altar and will take the place of
the Daemonvessel when the Greater Daemon
emerges.

‘ 2 The defender deploys his forces anywhere entirely

within 12" of the Altar.

| 3 The attacker's forces are deployed anywhere in

the areas marked on the map.

Roll a dice, whoaever rolls highest gets the first
tumn.

MISSION OBJECTIVE
The attacker must slay the Greater Daemon to achieve

victory. Any and all other considerations are irrelevant. If

this is achieved it is a victory to the attacker.

fi| The defender must keep the Greater Daemon alive by

| any means necessary. If this is achieved it counts as a

| victory to the defender.

¥| The attacker counts as having 1 Inquisitor Lord in

addition to his normal force Qplayer‘s choice). This
Inquisitor may spend a free 150 points on any wargear,

|| Henchmen, psychic powers, transports and weapon
e
i

" l?.rades. The Inquisitor Lord is automatically equipped
| wi

the Blade of Phaedron (see opposite page) in
addition to the 150 pt bonus.

| The attacker counts as having a Greater Daemon of his

choice in addition to his force, held in reserve. Use the

.";,. normal Reserve rules for the Greater Daemon instead of

| the usual Summoning rules.

RESERVES
When the Greater Daemon becomes available it will
appear directly on the sacrificial altar (which cannot be
destroyed) and may move and fight as normal. Note that

| this bypasses the usual rules for Daemonvessals.

GAME LENGTH

| The game lasts for six tums.

LINE OF RETREAT

| Units that are forced to fall back will do so towards the




THE DARKER PATH

PAINTING AND MODELLING RELICTORS

Guy Haley has spent
much of his free time
painting these Space
Marines. But dont
worry, he loves It, and
has become so
Inspired by the
Relictor’s shady ways
that he’s planning an
entire army of these
unusual Astartes.

Guy Haley

Guy: Over the last few years there have been
many fine articles printed in this magazine
detailing various forces of the Adeptus
Astartes. No longer do you have three or four
distinct chapters with the other 996 being
distinguished from each by the odd story and
different coloured battle gear, but over a
dozen unique and characterful fighting
organisations, each with their own special
rules twist. And not all of them are quite so
squeaky clean...

Though the savagery of The Flesh Tearers, a
Blood Angels successor chapter who have
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succumbed almost entirely to the Black Rage
(WD251), seemed appealing, it was not until
we needed a few Relictors painting that my
inspiration was sparked. True scions of the
Emperor, the Relictors have begun to plumb
depths that perhaps should not be plumbed.
In their quest to protect humanity, these
noble defenders of the Imperium have done
something few chapters would countenance,
turning the weapons of Chaos against itself.
They're good, but they're also a bit bad, and
ruthless to boot, doing anything to anyone to
get their hands on Chaos artefacts.

Though they are cutting a swathe through the
diabolical enemies of mankind, it appears
obvious to all but themselves that they are on
the turn. This makes them a very interesting
prospect indeed.

GREYER KNIGHTS

As befits such shadowy figures, Relictors are
grey with black shoulder pads. As my
Imperial Guard are also grey, | didn’t want to
be stuck exclusively with the colour, so |
decided a rich, antique gold would provide a

-

8

LAY
EA"

good contrast (thankfully there has been so
little shown of the chapter | am quite free to
decide this! Such is the power of the hobby).
This denotes Veteran Space Marines (gold
helmets), as well as helping to bring a bit of
life to the armour of less exalted Battle-
Brothers. An individual Space Marine is not
just an enhanced bloke in armour, but more
akin to a saintly knight. Through long
decades he will have gained many honours,
whereas the Space Marines' habit of
refurbishing ancient equipment means even
the armour of a newly promoted neophyte
will be richly decorated. Time dictates that
you can't spend hours making every single
one unique, but a couple of remarkable
models with especially omate armour and
markings helps to make a squad look like it is
comprised of individuals. To this end the
judicious use of Chaos breastplates and legs
makes the armour of some appear more
heavily customised, while a mix of older
armour styles and helmet types further
individualises them. This ties in with the
Relictors’ beliefs, for, as Games Developer
Phil Kelly tells me, they venerate all relics.

In the ruins of an Impenal City, Brother-Librarian
Vortigern challenges a Chaos Lord.




RELICTORS TACTICAL SQUAD




RELICTORS LIBRARIAN

The Relictors have a higher than average
number of Librarians, so | had to feature one
of these mighty heroes in my initial force.
Librarians of all but those chapters most
deviant from the codex wear blue armour.
The gold also offers good contrast with deep
blue and, along with his black shoulder pads,
tie him in with the rest of the army. He carries
the Book of True Names, one of the forbidden
artefacts that the Relictors possess. Like his
Battle Brothers, the Librarian has several
purity seals. Though condemned as heretics
by the Imperium, the Relictors still believe
themselves to be pure.

PAINTING BLUE
Th e Recal Blue eda

RELICTORS COMMAND SQUAD

I used the bodies of Dark Angels veterans for
the basis of the Librarian’s bodyguards,
adding a variety of Warhammer 40,000,
Warhammer and Inquisitor model parts to
give them even more of a pseudo-medieval
appearance. The censer bearer and standard
bearer reflect both the piety and
waywardness of the Chapter. In game terms
the Standard Bearer carries a Holy Relic,
while in friendly games | intend to equip the
censer bearer with Sacred Incense from the
Daemonhunters Codex. In fact, | am planning
to use much of the wargear from this book.
This kind of thing can really help to
personalise your army, provided you do not
compromise the character of the force and
you agree with your opponent beforehand. It
is, after all, the way a lot of new army lists
are born.

RELICTORS DREADNOUGHT

of the Relictors in having plenty of purity
seals, and in due course | shall be adding

these mobile sarcophagi have resisted the
taint of Chaos for longer than the rest of
the chapter. | also see Dreadnoughts
filling a special roll in the Relictors
belief system as they are, in effect,
living relics. Now their Fortress-
Monastery is gone, and a large part of
their chapter destroyed, | can imagine that
the remaining Dreadnoughts have become
very important to them.

Later Ill sculpt extra detail onto the large
armour plates. This will include a relief
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The Dreadnought follows the look of the rest

more. Lots more. After all, the occupants of

chapter symbol and, of course, more skulls.

~ IRON HONOUR >




WEAPONS OF THE ENEMY

Relictors are not the only one to dabble with
the dangerous powers of Chaos. Many within
the ranks of the Inquisition also believe that
only by turning Chaos against itself can it be
defeated. These Radicals are often spurned
by Space Marine chapters, if not hunted
outright, but the Relictors are different. Their
mutual sympathies means these agents of
the Imperium often band together...

Nick Kyme has made this Radical Inquisitor
and this large and impressive Daemonhost
to accompany the Relictors into battle. Here
he explains how.

DAEMONHOST O—
For this model | wanted a really
imposing and grandioss beast,
as befits a Daemonhost’s
impressive stat-line and cool
special rules. | still wanted the
creature to be human in
appearance, 50 | went for the
Necron C'Tan the Decsiver as a
basis for the body. This | then
bent and shaped a little to
make it appear likz it was
struggling. | used a Strigoi
vampire's head and m boat
ngging from a local hobby
shop for the chains. Carpet
tacks hold the chains in place.

REFERENCE

Among the many publications by the Black
Library are several extremely handy tomes
which provide excellent reference for
modellers and painters. Written by Alan
Merrett, guardian of Games workshop
intellectual property, Insignium Astartes is
one such book, and | found it very useful
when painting the squad markings of the
sinister Relictors.

The book focuses on fields as diverse as
battle honours, army badges, variant
markings and the uniforms of specialist
Space Marines such as
Chaplains, Librarians and
Techmarines. The history of
Space Marine insignia is
also covered, as is how to
apply it to power armour in
a Codex-approved manner.

e o |

Insignium Astartss is £15 from
all Gamas Workshop Hobby
Cantras, Direct Salss,

or from vewve.biacklibrary.com

RADICAL INQUISITOR Oy
My Inquisitor Radical is based
on the body of a Dark Angel
Space Marine with additional
Inquisitorial rosary and
iconography. | used a Necron
Pariah’s arm for the right arm,
to make it look Fe the
Inquisitor had some high-grade
bionics, and a Space Marine
Sergeant's head to finish the
body off. The sword-arm is
from the Emperor’s Champion
and the grimoire comes from a
Daemonhunter. | completed the
model with some Chaos Space
Marine shoulder pads and a

cloak from the original Fa
Enchantress model to m.la my

Inquisitor look archaic and a
litthe sinister.

THE FUTURE

Seeing as I've invested a good deal of time in
painting these grey ne’er do-wells, I've
decided to do an entire army of them. I'm
aiming for 1,000 points to start with. The
initial army will have no tanks at all, as | want
to use the Drop Pods special rule to
represent the fugitive Relictors swooping in
to snatch Chaos artefacts before disappearing
back into space.

The 1,000 points will include a Devastator
squad, a Landspeeder Squadron, an Assault
squad and another Dreadnought. If | can, I'll
squeeze in another small Tactical squad. This
may have to wait until | build it up to 1,500
points though, and much of that extra 500
will be reserved for a radical Inquisitor Lord,
his retinue and a couple of Daemonhosts.

I'd like to be more precise, but as | intend to
modify the army list a bit | haven't actually
sat down to work out what | intend to take.
My plans are grander than just taking than
odd item of Daemonhunters wargear. I'm
going to be creative!

My aim is to make a unique army, and to this
end | want to include a Librarian-
Dreadnought, complete with special rules.

| feel this will exemplify the Chapter’s
character, and will make a cool conversion.
What could be more awe-inspiring than a
psychic war engine armed with a
Dreadnought-sized Daemon weapon?




IMPERIAL
GUARD

Veteran Imperlal Guard player Corey
Somavla has kindly agreed to share with
us the experlence he has gained upon
countless battlefields. Corey Is a
hardened commander of humanity’s most
prolific fighting force, his preference
belng for the humble Infantry company.
Here he tells us how he employs the
superlor numbers and numerous heavy
weapons of the Imperial Guard to deadly
effect. His tactic, Split Deployment,
concerns dividing your army Into two to
create a deadly crossfire...

80 TACTICA IMPERIAL GUARD

Useful tactics
for ranged

Imperial Guard
Armies

he mainstay of the Imperial Guard is a
mere human being like you or |. He has
a mediocre stat-line, poor armour and a
weak gun. He is an underdog, expended in
vast numbers by callous commanders
throughout the galaxy.The challenge of
succeeding with these grunts is reason
enough to play. And when you do win, it'll be
because of your tactical skill, not because
your army is full of power-armoured
supermen.

There are many kinds of Imperial Guard

M-

-~ —
S

Imperial Guard advance on the Black Legion.

-

regiment available to the defenders of the
Imperium, all thanks to the new codex's
Doctrine system. Now you can play an
infantry company one game and, with the
addition of a few Chimeras, a mechanized one
in the next. You can also collect Drop Troops,
light infantry, or elite soldiers from
technologically advanced worlds. In this
tactica, however, we're going to look at what
the Imperial Guard does best — shooting
things. As an example, I'll be using my army,
the Mordian Home Guard, 442nd Artillery to
illustrate my ideas.

BUILDING A SHOOTY ARMY

When building a shooty army, there are three
things to consider: Doctrines, infantry
weapons, and your counter-assault force.

Before you begin building your army, you
must decide whether you're going to go with
the basic list or spend your Doctrine points. |
recommend that new players start with the
basic shooty Guard. Earn your stripes there
then progress onto some of the more
advanced stuff. Doctrines are great, but they
can handicap you. Certain Doctrines in
particular should be approached with caution.




MORDIAN HOME GUARD, 442nd ARTILLERY

The 442nd Artillery Is part of the
Mordlan Home Guard, the first, last, and
only line of defence for the colonles of
Mordla. A professional core of soldlers,
It relles on discipline and static defence.
The Home Guard Is where young,
adventurous officers go to earn fame
and glory, hoping to catapult themselves
up the ranks. Often, the Home Guard
drafts colonlal forces as auxillarles.
These Include the Highland Dragoons
(Ogryns), Colonlal Marksmen (Ratlings)
and Gurkhan Lancers (Rough Riders).

Regiment Doctrines
Close Order Drill, Iron Discipline. Restricted
Troops: Ogryns, Ratlings, Rough Riders.

#3 Command HQ 146 pts
The General (Heroic Senior Officer) -
plasma pistol, power weapon, Carapace
Armour, Bionics, Iron Discipline.

Command Squad - lascannon team, plasma
gun, Vieteran with Company Standard.

(R) Colonial Marksmen
6 Ratlings.

66 pts

SPLIT DEPLOYMENT IN ACTION

Blue Platoon has the sad duty of being the
sacrificial flank. It is has deployed on the
border of table quarters A and B.
Meanwhile, Green Platoon, the Command
HQ and Ratlings have are set up on the
border of table quarters C and D. In the
centre are the vehicles, deployed further
back to avoid blocking line of sight. The
Leman Russ has a clear field of fire and

(o) Highland Dragoons 218 pts
e 5 Ogryns — Chimera, Turret multi-laser,

Hull heavy bolter, Smoke Launcher, Extra
Armour.

Blue Platoon

@ Blue Command 81 pts
Lieutenant Dalton - bolt pistol, close
combat weapon, lron Discipline.
Squad - autocannon, 2 meltaguns.

@) Blue One 83 pts
Autocannon, grenade launcher.

62 Blue Two 95 pts
Lascannon, plasma gun.

©3 Blue Three 85 pts
Autocannon, plasma gun.

Green Platoon

{ Green Command 90 pts

Lieutenant Hamalton - laspistol, close
combat weapon, Iron Discipline.
Squad - lascannon, 2 plasma guns.

@) Green One 83 pts
Autocannon, grenade launcher.

®) Green Two 05 pts
Lascannon, plasma gun.

@) Green Three 85 pts

Autocannon, meltagun.

shields the Basilisk from incoming fire. By
the Leman Russ are Armoured Fist squads
and the Ogryns. The Ogryns are aboard their
Chimera so they can counter-assauit against
the enemy. The Armoured Fist Squads are
outside their Chimeras so they can shoot.
The Rough Riders have taken cover until
they are needed to bolster the Ogryns or the
victory flank (the flank opposite the
sacrificial one).

ap) The Royal Lancers 174 pts
Armoured Fist squad — missile launcher,
flamer, Chimera, Turret multi-laser, Hull
heavy bolter, Smoke Launcher, Extra
Armour.

The Queen’s Own Hussars 174 pts
Armoured Fist squad — missile launcher,
flamer, Chimera with Turret multi-laser,
Hull heavy bolter, Smoke Launcher and
Extra Armour.

@’@

The Gurkhan Lancers 84 pts
6 Rough Riders with hunting lances.
Dafadar Singh - Veteran Sergeant with
hunting lance, clos2 combat weapon.

Basilisk 125 pts
Indirect Fire.

Leman Russ 160 pts
Hull heavy boiters, Sponson heavy
bolters, Extra Armour.

Total 1,844 pts

If you have the chance to deploy first, you
could deploy the Leman Russ far forward to
push back the enemy’s deployment.

The enemy has chosen to split his forces.
Obeying proper fire discipline, shoot the
Rhinos going for the victory flank. The
sacrificial flank takes the enemy charge, and
are supported by the Ogryns, the Rough
Riders, and if needed, an Armoured Fist
squad. This holds the attackers up long
enough for you to finish destroying the
Rhinos. Now it's time to mop up the
surviving enemy.

Black Templar Map Key
Land Raider Crusader
with 15 Space Marines
. Whiriwind
Rhino
with 10 Space Marines




DOCTRINES

The Doctrine system allows an Imperial
Guard player to customize his army. If you
choose to use the Doctrines you are given
access to lots of specialist pieces of
equipment and unit abilities, like
Cameleoline or Light Infantry. Taking these
two together, for example, would help you
recreate Gaunt's Ghosts on the tabletop.

There is a snag, however. You only have five
points to spend, each Doctrine costs one
point and a great many of the cool units in
the main army list — Enginseer Techpriests,
Ratlings or Storm Troopers for example -
are counted as Doctrines.

As there are ten of these Restricted troops,
you can see that if you make your ovm

The Mechanized Doctrine, for example,
requires most of your army to be mounted in
Chimeras. Similarly, special equipment such
as Carapace Armour requires your entire
force to buy it, and at 20 points a unit, that
gets expensive pretty fast. This is not to say
that these armies cannot be effective, but
when building a shooty army, troop numbers
are of paramount importance. Doctrines use
up valuable points that can be better spent on
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specialised regiment, it will be less diverse
than one chosen from the main list.

If you're just getting started with an Imperial
Guard army and you want to use the
Doctrines, think about how you want your
army to play. Regiments with Doctrines
from the Alternative Organisation section
require a definite plan. A good approach for
a shooty Imperial Guard player is combined
arms. What about taking Drop Troops and
Deep Striking a platoon while two other
platoons sit and shoot? Or how about an
army where one platoon sets up as normal,
but the second platoon has Light Infantry
and thus can Infiltrate.

Another, perhaps easier, option for players
new to the Guard is to concentrate on the

achieving these aims. Other Doctrines force a
regiment into a specialised role, for example,
any Impenial Guard army using the Drop
Troops Doctrine playing a mission without
Deep Strike starts at a serious disadvantage.
With this in mind, we'll look at Doctrines
separately.

The most important element in any Imperial
Guard force is the ‘poor bloody infantry’. The

Skills and Drills section. This allows you to
tailor your shooty army for only a few extra
points. Give Sharpshooters to heavy
weapon squads. Hardened Fighters makes
your Veterans nastier in hand-to-hand. Die-
Hards is great for Rough Rider squads that
will be charging headlong (and alone) into
the face of the enemy.

The Doctrines of the 442nd Artillery are:
Close Order Drill (models in base-to-base
contact in infantry units get +1Initiative and
+1 Leadership) Iron Discipline (any unit
using the Leadership of an Officer or Senior
Officer may regroup even if under half
strength and ignore the —1 morale modifier
for being under half strength for Morale and
Pinning tests), and restricted troops:
Ogryns, Ratlings, and Rough Riders.

mighty Leman Russ may strike fear into the
heart of your enemies, but it is the humble
infantry squad that wins games. And you'll
need infantry by the bucket load. In an
Imperial Guard army based round massed
fire the general's rule of thumb is one squad
per 250 points plus an extra squad for good
measure. These are ten-man infantry squads,
either in platoons or Armoured Fist squads,
not Command squads or HQs or special




TOP GUARD TIP

A cunning trick for games with alternating
deployment —you put one unit down,
your opponent puts one unit down - is to
deploy all your vehicles one after another.
| sometimes place my Leman Russ
(Heavy Support) and Basilisk (Heavy
Support) then my two Armoured Fist
squads (both Troops). Four units is a
good chunk of your opponent’s army, so
the enemy reveals his battle plan before
you've placed a single, and vitally
important, platoon.

weapon teams. So, in an 1,850 points list like
mine, you'll want eight squads. The 442nd
Artillery brings two platoons of 30 men plus
two Armoured Fist squads to every
engagement.

When arming your shooty infantry, two heavy
weapons stand out, the autocannon and the
lascannon. The autocannon is your
workhorse gun, with its two shots, Strength 7
and 48" range, it has the strength to crack
most vehicles (even the Leman Russ treads
softly, lest it reveal a flank) and wounds most
things on a 2+, while still having a high
enough rate of fire to take down horde armies
like Orks or Tyranids. Roughly half the heavy

weapons in the 442nd Artillery are
autocannons. Lascannons provide the high
Strength/low AP firepower for dealing with
heavily armoured tanks, Terminators and
large monsters. The remaining heavy
weapons, mostly heavy bolters and multi-
lasers, concentrate on infantry.

The next element is your counter-assault
force. The Assault phase is a question of
when and where, not if, even though Imperial
Guard players would love to avoid hand-to-
hand fighting. Even if your battle plan is to
stop the enemy entirely with shooting, you'll
still get into trouble. Assault is inevitable;
prepare for it. Luckily, the Imperial Guard has
a selection of units that can hold up an

LONG TABLE EDGE DEPLOYMENTS

In a mission like Recon, Split Deployment is
altered slightly. There is no specified victory
flank or sacrificial flank. In diagram 2,
Green Platoon has set up with the HQ and
would normally be the victory platoon.
However, the Tyranid player is clearly going
after Green Platoon. So now, Green Platoon
and the HQ are to be sacrificed, as it's
unlikely you'll stop three massive squads of
Gaunts, Infiltrating Genestealers and
Gargoyles. Hey, there's no pension plan in
the Imperial Guard, so it's not like the CO is
missing out.

Here, the vehicles are on the flank. This is
because the long table edge deployment zone
lacks the depth of a Cleanse mission, so your
vehicles would block line of sight between
your two forces. You'll also have to dedicate
the Ogryns and Rough Riders to a flank.

As you can see, the Russ is deployed where
it has a good view of the battlefield and the
Basilisk is in a comner, shielded by the
Chimeras. Another Armoured Fist provides
a shield for the Rough Riders. This provides

assaulting enemy. Storm Troopers, Ogryns
and tooled-up HQs are all good choices to
either stymie the enemy assault or retaliate.

TACTICS: SPLIT DEPLOYMENT

Your tactics are determined by the type of
army you'll be facing. These can be roughly
separated into three types: assault, combined
arms and other shooty armies. As the
Warhammer 40,000 universe is heavily
populated with armies that like to get up
close and deadly, we’ll talk first about how to
neutralise them.

| developed ‘Split Deployment’ as a method

to defeat the Space Marine ‘Rhino Rush’
tactic, where Space Marines charge up the

open lines of fire and a strong
counter-assault force for each flank.
Otherwise, the tactics remain the same.

Tyranid Map Key

@ Hive Tyrant

Tyrant Guard
Genestealers
Tyranid Warriors
Hormagaunts
Termigaunts
Ripper Swarms
Gargoyles
Carnifex
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RESERVES AND L-SHAPED
DEPLOYMENT

In the case of Reserves, such as in a Patrol
Mission, the key here is to have a picture in
your mind of how you would deploy if this
weren't a mission with reserves. Leave
spaces for them, and simply fill in the
blanks as the reserves arrive. You can see
here that Green Platoon deploys on one
flank and then, as the remainder of the
forces arrive, you filter them in to set your
split deployment.

On the odd occasion, you'll have the L set

up, where your troops deploy in opposite
comers. In this situation your deployment
is very similar to Cleanse, infantry on the
ends of the 'L and tanks in the crook of the
‘L." However, it's not always best to deploy
right up to the ends of the ‘L’ as in certain
missions you may want to put your reserve
units here. For example, in a Rescue
mission, instead of starting the Armoured
Fist squads in the crook of the 'L, you start
them in Reserve, leaving room for them to
roar onto the flanks later. The Armoured
Fist squads can then head out for the

objective, while your infantry blasts away.

field in their armoured transports — usually in
Cleanse missions. But | found this to be
effective against most assault armies, under
most circumstances. It is not so much a rote
formation as a way of thinking, a tactical
doctrine characterized by the use of sacrificial
units and distance to blunt the attack of an
assaulting enemy. Remember: Distance and
Discipline.

DISTANCE

Take your army and divide it into two parts:
the sacrificial flank and the victory flank. The
two flanks are roughly similar with the same
number of squads, about one platoon to each
flank. The difference is that the HQ with the
Standard goes with the victory flank.

On deployment place these two flanks so they
are 24'-36" apart, making sure they have a
clear line of sight to each other. Having clear
line of sight is the more important of the two
conditions. It is okay to deploy squads close
to each other, rather than keeping 3' between
them - to prevent enemy consolidation - as
some people recommend. There’s simply not
enough space to do that with 70 plus guys.

Your tanks should go where they have the
best shooting position, provided they do not
block line of sight between the two flanks.
Your counter-assault units should be within
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one or two turns of movement of either of
your flanks, to neutralize any threats or tie
down the enemy on the sacrificial flank for as
long as possible.

DISCIPLINE

This deployment forces an assault-orientated
enemy to choose: split his forces or
concentrate on one side and try to roll up
your flank.

If he chooses to split his forces, direct all
your firepower into stopping the vehicles
going after the victory flank. Even the units of
the sacrificial flank shoot vehicles going after
the other flank — even if they’re in danger of
being overrun. There is a reason it is called
the sacrificial flank.

Then, once the vehicles menacing your
victory flank have been dealt with, take out
the vehicles going after the sacrificial flank.
Finally, open fire on enemy infantry units
getting close to the victory flank. Once they're
finished off, go for the enemy models
approaching or, more likely, have killed, your
sacrificial flank. It may be necessary to send
in your counter-assault units to make sure
the enemy on the sacrificial flank stays put
long enough.

It sounds complex, but you'll get the hang of

it. This is the discipline part of split
deployment — fire discipline.

If the enemy goes after one flank and tries to
roll up your army, pour all your fire into his
vehicles. Try to make your sacrificial flank
look appealing by putting it closer to the
enemy than the victory flank. You'd be
amazed how eager some people are to
assault you.

The two key things to remember are
Deployment and Discipline. You simply don't
have the time to reposition your forces for the
perfect shot. You also cannot afford to split
your forces only to have some trees in the
way. Without clear lines of sight, you're
fighting with only half your army at a time. So
before you start putting stuff down, think
about what you’re going to do. Look at fire
lines. Think about where you’re going to
place your vehicles.

Fire Discipline is the key to victory. It bears
repeating: in order to be a successful Imperial
Guard player you must maintain fire
discipline. Too many players think anyone can
just sit and shoot, but it takes real willpower
to keep your head. When you've got a Land
Raider Crusader full of Black Templars 15"
away, it's easy to think that you have to stop
that Land Raider and start pouring fire into it
when you should be stopping those Rhinos
hurtling towards your victory flank.

At the start of your phase, decide what you
absolutely need to take down this turn. Shoot
with one or two squads at enemy targets,
then pause and look at the scene. Are you
directing your shots where they need to be?
Repeat this process when you have a
demoralizing dice roll, for instance, if you hit
with the Demolisher cannon, but fail to
penetrate. At those moments, it's especially
easy to lose your discipline, so take a
moment to gather yourself. Remember, fire
discipline is victory.

ASSAULT TROOPS

The counter-assault force of the 442nd
consists of a squad of five Ogryns in a
Chimera and eight Rough Riders with
Hunting Lances. | love my Ogryns. At
three wounds apiece, they can tie up even
the hardest enemies for some time. The
Rough Riders are also brilliant. This
cheap 84 point squad can deliver 15
Strength 5 power weapon attacks and has
the charge distance of Hormagaunts (up
to 247). The Ogryns exist to whittle down
large mobs of Gaunts, Orks, or Kroot
while the Rough Riders are a good one-
shot weapon against squads of expensive
Terminators, Assault Marines, and Necron
Flayed Ones. Even if these guys don't
always win combats, dying slowdy and
tying up the enemy is just as important.




DEALING WITH SHOOTY ARMIES
Looking at this battle, you can see the Space
Marine player has set up in a straight line
across his deployment zone whereas the
Imperial Guard is set up heavily weighted on
the edge of table quarters A and B. The two
platoons pour fire into the nearby Space
Marine units, and a third to half of his units
cannot fire back as they are out of range.
The Leman Russ and Basilisk assist in

whittling down enemy units capable of
returning fire. Again, the Ogryns and Rough
Riders keep near the platoons, ready to act
as a counter-attack force in case the Space
Marine player gets any aspirations of an
assaulting nature. In this situation, the
Space Marine player is forced to undergo a
costly redeployment, all the while being
bombarded with weapons fire from your
well placed Guard units.

WARHAMMER

Dark Angels Map Key

@ Tactical Squad 1
@ Tactical Squad 2
With Librarian and Rhino

@ Tactical Squad 3

Dreadnought

@ Tactical Squad 4
With Rhino

& Tactical Squad 5
With Razorback

@ Tactical Squad 6
With Razorback
-' Land Speeder

© Devestator Squad

Whirlwind




THE TERRIBLE TAU...

The Tau are different as they are an army
that also specialize in massed firepower, but
are unfortunately rather better at some
aspects of it than the Imperial Guard. Any
fight against the Tau is going to be bloody.
The winner being the player with something
left on the table as opposed to nothing.

To beat the Tau your forces must be just
under 24" away from the Tau or more than
30°. This is because the Tau have the
nastiest firearm in the game, yet the Fire
Warrior squad lacks long range heavy
weapons. You must either be beyond the
range of their pulse rifles, where you can
still use your heavy weapons, or within the
range of your lasguns, where you can bring
your numerical superiority to bear.

Realistically, you're not going to keep your
entire army 36" away from his army, so
concentrate on overwhelming one of his
flanks entirely. You will then be out of range
of the rest of his force, thus increasing your
numerical superiority.

TYRANIDS...

While we're talking about assault armies,
Tyranids deserve a special mention, for they
are a foe to be feared. Able to move faster
than Rhinos, Fearless when in Synapse
range, and able to pile on the attacks,
Tyranids are rightly feared. However, you can
use the same Split Deployment formation.
The axiom of Distance remains the same; it's
the Discipline that you alter.

Most players’ first reaction is often to take
advantage of the ‘Shoot the Big Ones’ rule
and, well, shoot the big ones. Doing this is
not as wise as it would seem, as many
Tyranids have high Armour saves. Instead
you should treat fast Tyranids like vehicles.
They are a much more immediate threat than
the relatively slow ‘Big Ones’. You should

You can see that the Tau player has also
heard about the Split Deployment. However,
this gives the Imperial Guard player an even
better opportunity to overwhelm a fiank.
Both Blue and Green platoons are set up on
the border of table quarter A and B. Also,
both Armoured Fist squads are to the rear of
the platoons, ready to move in. The Leman
Russ shields the Basilisk. The Ogryns and
Rough Riders are ready to move, occupy a
quarter and force the Tau to pay attention to
that flank.

On the first turn, the Guard player will move
all of his army to bring the bulk of his forces
to within lasgun range of the Tau. The
Armoured Fist squads can either join the
firefight or run down those pesky Stealth
Battlesuits. The Basilisk and Leman Russ
focus their fire on the Tau being targeted by
the platoons. Finally, lascannons attempt to
bring down the Hammerhead, which can
cause all manner of pain for your lines. As
always, fire discipline must be maintained.

This tactic is quite painful. You must endure

focus your fire on Gaunts and Infiltrating
Genestealers, then Warriors, and finally the
Monstrous Creatures. While a Hive Tyrant is
scary, it will only kill 2-3 Guardsmen a turn,
whereas 20 Hormagaunts can kill an entire
Guardsman squad every turn, and once
amongst your lines, will just keep going.

Remember, when the Hive Tyrant finally
reaches combat, all is not necessarily lost:
Strength 3 lasguns and Guardsmen still have
a chance of wounding. Even when wounding
on 6+ and the monster saves on 2+, rapid
firing lasguns add up.

COMBINED FORCES

Combined forces are armies that might be
predominantly shooty but have a strong
assault force, or vice-versa. A good example

a couple of rounds of Tau shooting before
you can strike back. Stick it out. If you get
pulled into even one round of a heavy
weapon versus pulse rifle duel, then it could
cost you the game. If you move immediately
you can whittle down the Fire Warrior
squads, while those with Devilfish redeploy.
If you wait, then you give the Devilfish
squads the chance to move to a more

advantageous position.
Tau Map Key
@ Ethereal
(s} Stealth Team

@ Crisis Battlesuits

o Pathfinders
With Devilfish

Fire Warrior Squad 1
Fire Warrior Squad 2
Fire Warrior Squad 3
Fire Warrior Squad 4
With Devilfish

Fire Warrior Squad §
With Devilfish

Kroot

Broadsides

Hammerhead

is the Necron army. The firepower of 40-60
Necron Warriors is nothing to scoff at, while
their stats make them extremely durable in
combat. They also have the likes of Flayed
Ones. Another combined force is the Biel-tan
Eldar army with its Wave Serpents full of
Aspect Warriors backed up by War Walkers,
Vlypers, and Support Weapon batteries. Even
Speed Freeks Finally, the quintessential all-
rounders, the Space Marines, can field four to
five versatile Tactical squads with heavy
weapons and Rhinos backed up by more
vehicles and Assault Marines.

Clever combined forces players will set some
bait for you. The Space Marine player, for
example, might advance with his Assault
Marines and maybe a Tactical squad to draw
your fire, while his firebase moves into bolter
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range. The Eldar player may use the War
Walkers to draw attention away from the
Wave Serpents flanking your line. The trouble
is, if you shoot at one the other gets you. So,
the question is how to spread your fire so
that you can get them all.

The answer is don't; because you can't. You
simply can't kill everything in a single turn of
shooting. He who defends everything,
defends nothing. The question is, again, one
of discipline. dentify what is most likely to
win the game for the opponent and destroy it.

Those Eldar War Walkers might have blasted
your lines but chances are you'll still have
something left to take them down. Once
those three squads of Aspect Warriors reach
your lines, will you get a chance to unload on
them with your mass firepower? Similarly,
those Assault Marines may be bearing down
on you, but what will happen when 40
Tactical Marines open fire with their bolters?
In that case, perhaps it's better to direct some
fire into the Rhinos moving the Tactical
Marines into their firing position and send
your counter-assault force to tie up the
Assault Marines.

SHOOTY ARMIES
Split Deployment is not as necessary against
a shooty opponent. For the sake of caution,
some distance between flanks is a good idea,
but not as much, maybe only 12'-18". The
key is still to overwhelm one part of the
enemy with firepower. This is not a game
where you simply line up and shoot. If that’s

Even the might of the Great Devourer cannot stand up to such concentrated firapower.

your thing, you probably also like silly hats
and resting your hand inside your shirt.

Again, distance and discipline come into play,
but of a slightly different sort. The distance
we're talking about now is keeping out of
range of their basic guns. Even the really
shooty Space Marine armies are manageable
provided they're only firing heavy weapons. If
the Space Marine player can bring his bolters
into range, then it's a much closer battle. The
key is to maintain a good distance on
deployment. Make your opponent advance
forward for two or three turns, thus negating
his heavy weapons. This gives you time to
whittle down his numbers.

Much the same is said for shooty Necron or
Eldar players. Overwhelm a flank and try to
make them work for those close-range shots.
Imperial Guard can generally go toe-to-toe
with anyone in a heavy weapon duel.

THE GOOD NEWS

AND THE BAD NEWS

As is traditionally fitting, the latter first. The
bad news: what you've read is just an
introduction. The good news: what you've
read is just an introduction. If the Imperial
Guard could be summed up in such a short
space, it wouldn't be worth playing! This
article is merely a primer in basic tactical
thinking. Your challenge will be adapting it to
your army, specific scenarios, battlefields and
enemies through trial and error. Remember,
put your faith in the Emperor, and trust in the
not-so-puny lasgun.

SPLIT DEPLOYMENT MADE SIMPLE
Here's the short and easy method of
dealing out shooty death:

« Divide your army into two roughly
equal parts — the victory flank and the
sacrificial flank.

« Place your command HQ with the
victory flank.

« Deploy the two 24'-36" apart.

« Make sure the two flanks have a clear
line of sight to one another and to the

enemy.
» Place your counter-attack units out of

sight of the enemy and close enough to

your flanks so they can attack should
things get hairy.

« Choose good positions for your tanks
and artillery.

If the enemy splits his forces;

« Shoot the enemy vehicles going after
victory flank.

« Shoot the enemy vehicles stationed at
the sacrificial flank, waiting for troops
to kill your sacrificial flank.

« Shoot enemy models advancing
towards victory flank.

« Shoot enemy that are where the now-
dead sacrificial flank was.

If he attacks one flank en masse;
« Move your sacrificial flank closer so
that it looks tempting, goading him to
assault. A few well-placed taunts
probably wouldn't go amiss here.

« Shoot his army to bits.
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Of all the defenders of humanity, it is the
Imperial Guard that are the broadsword of the
Imperium. Marching to war In great platoons of
solid Guardsmen, tank companies and
mechanised convoys, they are the backbone of
the Imperium’s armies. Dour foot sloggers, they

SOLDIERS OF THE
EMPEROR

are the true soldiers of the Emperor.

Models and extra components for Imperial Guard armies

Cadian Command Squad
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Storm Trooper Sergeant £4
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WILL OF IRON

PART 2 OF ONE MAN’S QUEST TO BUILD A TOURNAMENT ARMY FOR WARHAMMER 40,000

White Dwarf’s
Christian Byrne
adventures Into the
realm of Warhammer
40,000 tournament
play. He's been
working hard on the
Implacable warrlors
of Iron, so this month
there’s a whole load of new twisted
Chaos madness to show you. These
Include his hard-hitting Havocs and
Basllisk, two Heavy Support cholces
capable of laying down the withering

fire the Iron Warrlors are so rightfully
feared for.

Christian Byme

Christian: So far all | can really say about my
Chaos Lord Vathek's background is that he is
small time. There are definitely bigger and
nastier Chaos Lords and Daemon Princes out
there, with plenty more Chaos Space Marines
and Cultists at their disposal. But Vathek is
smart enough to bide his time until an
opportunity presents itself. With only a limited
amount of men and vehicles at his disposal he
can't afford to do anything more than besiege
small settlements along the fringes of the Eye
of Terror. He'll need all his wits and resources
for when that time comes. So | decided that
Vathek's fate would be decided on the small
Imperial world of Hierodon VI. While fiying
about looking for unsuspecting convoys to
raid, Vathek's crew picks up a distress signal
from an Imperial facility on Hierodon VI.
Some accident has befallen the inhabitants of

Vathek leads shock troops into battie, while the Basilisk

the base, but the Iron Warriors are unsure of
exactly what it could be, as the
communication ends as suddenly as it began.
Feeling as if his time may finally have come,
Vathek orders his ships to make all haste to
the stricken world. Once in orbit he selects
some of his best troops to form a small
expeditionary force and takes several shuttles
to the mysterious planet’s surface...

THIS MONTH...

But now it's onto the heavy hitters, The first
being Chaos Havocs, able to crack open
enemy tanks or rain down death on lightly
armoured troops. Following them is the
awesomely destructive Basilisk, stolen
Imperial ordnance now used to bring down
the solid walls of those bastions it was
designed to defend.
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and the Havocs lay down a lethal barrage of firepower.
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CHAOS HAVOCS

Havoc 1 is the most extensive conversion in
the squad. | sawed off the upper torso of an
archive Space Marine dressed in the old
Crusade armour and filed the bottom down. |
then took a plastic Chaos Space Marine torso,
glue it to the legs, and carefully cut it in half
above the belt. | then filed down the legs and
torso pieces so they fit each other properly
then pinned them together. For the
autocannon | used the heavy stubber from
the Imperial Guard Vehicle Accessory sprue
as it looked like it would match the heavy
bolter arms from the Chaos Space Marine
Command sprue. | cut the hand off the back
of the heavy bolter and glued it and the heavy
bolter’s ammo belt to the heavy stubber, then
filed the Imperial Aquila off the weapon. Once
this was dry, | pinned and glued the assembly
into place. | used Green Stuff to fill the gaps.

Havoc 2 was a bit more straightforward. The
head and torso are from the Khorne
Berserker sprue with the headdress and
Khorne icons cut and filed off. The rest of the
components are the standard Chaos Havoc
with autocannon. As | want these guys to
look archaic rather than daemonic, | cut off
the monster-faced muzzle and replaced it with
the larger meltagun nozzle from the Chaos
Space Marine biker. | also cut away the skull
adoming the weapon. Pinning was useful
here for matching all the pieces up (see box).

Havoc 3 was very straight forward, being
made of standard Space Marine parts with an
Iron Warrior torso. The missile launcher itself
was customised with a monstrous head taken
from the Chaos vehicle accesssory sprue.

The next conversion (Havoc 4), was a bit
more involved. Firstly | used an old Space
Marine Devastator body which | cut in half. |
filed the top flat and removed the Imperial
insignia on the legs. The body is a plastic
Space Marine torso. | cut the belt away,
leaving the front intact so it would overiap the
metal leg section and cover the join at the
front. The other components are the Chaos
Havoc missile launcher arms and backpack.
The missile launcher was modified to lessen
the demonic look by cutting away the head.
The front section of the Havoc missile
launcher was then filed down to fit.

Lastly, Havoc 5 is an Imperial Space Marine
with Chaos Space Marine shoulder pads. He
contrasts nicely by looking the most like an
Imperial Space Marine. It is easy to imagine
that a force like Vathek’s would scrounge
various armour sections after battie to
replace those that had worn out over many
thousands of years of war.

All of the Chaos Havocs have been painted
with the same methods used to paint Vathek
and the first unit of Chaos Space Marines,
described last issue. It is always important to
establish early on how you want to paint the
army, so when it’s all done, it looks unified.

PINNING

Dry Run: After pinning, put the pieces
together without gluing them. This dry run
will let you see if all the pieces fit together
and what the finished model will look like,
enabling you to make any necessary

alterations without getting glue everywhere.

Red Dotting: A good trick to help you to get
your components to match up is to apply
paint to the end of the pin. While the paint is
still wet, place the pinned piece where you
intend it to eventually go. The paint will mark
out on the point you should drill.




CHAOS BASILISK

The Basilisk is one of the main reasons to
play the Iron Warriors. The model is already
an awe-inspiring piece of kit, so the
modifications are cosmetic, things like filing
off Imperial insignia, gluing on spiky bits and
replacing the Imperial Guard crew with Iron
Warriors. In keeping with the rest of my
army, | wanted the conversions to make this
look more like the Imperial version’s evil twin
as opposed to a daemon-warped engine of
destruction. The really dramatic thing about
this vehicle is the painting. The important
thing to remember is that the vehicles in this
army are painted using exactly the same
techniques as the Chaos Space Marines (see
last issue) with a few extra touches to give
them a war-torn appearance.

VEHICLE CHEVRONS

To make life easy when painting
large scale Chevrons, | carefully
cut lengths of tape in half to mask
the different areas to be painted,
once the first colour is laid down
it’s easy enough to remove the
tape and paint on the next colour.
It makes it look a lot more
convincing, though you need to
make sure the tape is straight.

Weathering: To make the vehicles look used and abused | use weathering powder. This
product is usually used on model ralways and does exactly what it says - makes the model
look weatherad. Once applied you just use a brush to spread it into the recesses and over
the brightest areas. You can aso get a similar effect through drybrushing, but you have to
taks care that most of the paint has been wiped off the brush.

Shells: These shells, and the gun's breach, are a part of the Basilisk
up?rade kit available from Forge World. | cut the shells from their
pallet, separated one off for the loader and glued the remaining three
onto the vehicke. | then painted the shells with 2 moture of Brazen
Brass and Tin Bitz, before a final drybrush of Brazen Brass.

Trophies: Whenever | come to paint these | try to
use colours that will stand out from the rest of the
vehicle, but will not clash too much. | akso like to
use watered down paint and inks to show signs of
weathering, as well as dned blood.

Hatches: The side hatches on a Basilisk bear the

Imperial Eagle, and it was going to be hard to

t remove them. Looking around, | discovered that this
panel from the Chaos vehick sprue would be

perfect. A bit of filing round the edges made it fit.

Dust: Everything in the army has been made to look like it has been
moving through wasteland. To accomplish this | drybrush Graveyard
Earth, then Bleached Bone folowed by Skull White. Each layer is
progressively lighter than the previous one. | also use this technique on
the Chaos Space Marine bases.

Side Panels: Likz the rest of the armour trim these are painted the same way as the Chaos
Space Marines. The rust stains running down from the bolts are very easy, first mix up one
part Brown Ink with one part Fery Orange and run an irregular strip of paint from the base
of the bolt, going down. Then use watered down Fiery Orange around the base of bolt, but
keep within the area of the first wash.
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BASILISK CREW

| designed these two Chaos Space
Marines to detach easily from the
Basilisk (this enables them to be
transported like the rest of the army) by
means of an extra length of wire in each
foot that fits onto the rear platform. |
wanted the loader to look as if he is
carrying a fresh shell to the breach. The
next thing | did was to take the bionic
arm from the Iron Warrior Warsmith (left
over from converting Vathek), and
reverse it so it would hold the resin shell
from the Forge World upgrade kit. The
nose of the shell rests on a metal hand
from the Iron Hands boxed set that |
gently bent until it was open.The rest of
the loader’s components are an Iron
Warrior's torso and a Chaos Space
Marine Biker head.

The Basilisk Commander (shown below)
is the Chaos Havoc Champion, with legs
from the Khorne Berserker sprue. The
model is then positioned to look as if
he's signalling to the loader to prepare
the next round.

RUNNING THE GAUNTLET

True to my word, | have embarked upon a
campaign to test out my fledgling army. |
resolved to march to war, after reminding
myself of the tournament rules before
launching myself into my first encounter.

Game 1: Guy Haley's Ork Speed Freeks.
This first match promised to be educational. |
haven't played that much against Orks, and
can't remember ever having played this
particular variant. Nezdless to say, | was
outmanceuvred by Turn 2 and had to
desperately try to immobilise the Ork’s
Battlewagon, Buggies and Trukks.
Unfortunately for me none of my three Heavy
Support choices killed a single Ork, which
kind of went against my original plan of
attack. Oh well. The good news for me was
that my two Chaos Space Marine Squads
performed admirably in both shooting and
assault, | even managed to kill most of the
Orks. But while my men were tied up in
combat the remaining Ork vehicles seized
two table quarters and contested the rest.
Sadly for me, as the tournament scenario
awards 200 extra Victory Points for each
table quarter that meant a decisive victory for
Guy, a result only slightly less terrible than a
Massacre. But all is not lost, as | learnt some
valuable lessons from the battle. For a start
the Speed Freeks are potentially one of the
most lethal close combat armies in the game,
able to pin down less numerous armies like
Space Marines very swiftly. Their natural
excellence in combat means that even if they
are not able to defeat an enemy, they are able
to hold enemy squads in assault, thereby
allowing their vehicles to seize table quarters.

Game 2: Paul Scott’s Tau

You might remember Paul from White Dwarf
293's Battle Report. He's not only a Tau
maniac, but a seasoned tournament veteran,
so | was in for a tough fight. After trading
some heavy munitions fire (with me having
some luck with the Basilisk), Vathek and his
assault troops charged into the Broadsides
and proceeded to do some reasonable
damage. But the unrelenting firepower of
Paul's Crisis Battlesuits and Hammerhead
gunship did critical damage that eventually
broke the Iron Warriors, though the
Dreadnought and the Basilisk did a good job
of knocking some much-needed holes in the
Tau lines. Turn 6 was close, but the
destruction of my Rhino by two advancing
Crisis Battlesuits lost me a much-needed
table quarter and | was defeated. Great game
though. Paul is a good player and an even
better sportsman. Let's hope that at my first
tournament | come across players who are
equally as fair.

Game 3: Guy Haley’s Imperial Guard

After being slapped around by his Speed
Freeks, | decided to try Vathek's luck against
Guy’s Imperial Guard. My first mistake came
when | deployed my Infiltrators to strengthen

my left flank rather than to harass some of
the vulnerable Guard on the right. Guy,
however, was not so blind and placed his
Infiltrators where | probably should have
placed mine. | had real trouble with them the
whole game, as they would not die no matter
how much | shot at them. There was also an
unfortunate encounter with 20 Conscripts
that managed to make back twice their points
cost in Iron Warriors (ouch), but | had to
smile when Vathek charged in, killed two and
then wiped out the rest as they ran away. In
the centre of the table, | felt my heart skip a
beat when the Dreadnought suffered from a
Blood Frenzy, enabling it to suddenly move
within assault range of a Leman Russ
Demolisher. This it subsequently destroyed.
The rest of the army performed well, except
my Basilisk, which was destroyed by Guy's
infiltrating Hardened Veterans. By the end of
the battie | had captured and contested more
ground than the Guard. The Iron Warriors
had their first victory, but they really had to
bleed for it.

There are a couple of things to be addressed
with my army list, small tweaks that should
strengthen some important areas. The
biggest changes will be to the squads
themselves. The Havocs, for example will
lose the ability to infiltrate in favour of the
staying power offered by the Mark of Chaos
Undivided. Another change is to the last
Chaos Marine squad, reducing its number
from nine to seven. The extra points can be
spent on upgrades to either Vathek or the
Dreadnought. I'll test these out between now
and next issue and let you know what works.
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good, combats are won, and your foes
; | ‘ e Art 0 W ArNAMMEI  ceny besen. drough combs
resolution. No martter how tough they

are, or how numerous, all it takes is one

failed Break test 1o run your enemies
down and wipe them our.
Combar resolution is added up at the

end of each round of hand-to-hand

combat for cach side, as per the chart on
page 73 of the Warhammer Rulebook
(for a summary of the chart see below).
The side which scores the highest
combart resolution wins combar and the

loser must then ake a Break test

Tactics for winning Close Combat in Warbammer modified by the difference in the scores.
Jeff Leong continuces Jeff: The Close Combar phase is the To enhance your chances of winning the
his step-by-step look most action-packed and brutal part of round know your combat resolution
at playing the game. A single good round of before combar starts. Rank bonus and
Warhammer. A fighting can break the spirit of an enemy Higher Ground (ie. a hill) are set at the
veteran of several unit and send it scurrying to the safety beginning of combat, so you can count
Grand Tournaments, of its deployment zone or even rip the them before the fighting even starts. You
Jeff won most heart out of an enemy barde line. But probably know if cither side will have a

Jeff Leong recently with an though it is terribly important, it’s flank or rear bonus at the end of
army consisting acwually fairly straight forward. You roll combat, and you know who starts the
mainly of Chaos Marauders (a to hit, then o wound, and your combart with a Standard. The
tactica will be forthcoming - Fat opponent makes (or hopefully doesn’t Outnumbering bonus can be a bit
Bloke). This month, he focuses on make) his Armour saves. However, you trickier, but you can estimate which way
that most critical, and potentially must keep one thing in mind: combat it might go. The only thing left o
game-winning, phase of resolution. While killing your consider is the number of Wounds
| Warhammer - Close Combat. opponent’s forces in close combat is caused in the actual baule, and that's

where smart choices can have a real
impact on the oucome.

Remember, combar resolution
wins combats. So, let's look at
ways to ensure that combar
resolution wrns in your favour.

THE BEST DEFENCE

IS DEFENCE

One of the first things to

consider in close combat is the
weapon your troops will use. All
troops have a hand weapon, such as
a club or sword, but some also have a
special weapon such as a halberd (which
requires two hands to use and adds +1
10 a model’s Strength) or spear (which
only requires one hand and allows an
additional rank to artack when not
charging). While you may normally opt
to use whatever special weapon your
unit is armed with, it’s not always the
best idea. Let combar resolution help
you decide.

If your warriors are equipped with a
shield, you may want to ‘turde up’ by
using a hand weapon and shield instead
of your special weapon, as a soldier on
foot gets an extra +1 to their Armour
save when they use a hand weapon and
shield togcthcr in close combar. This is
because they can defend more casily,
which can slgmﬁcamlw reduce the
combat resolution bonus that your
opponent gets from killing your troops.

{
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A unit of Rrik.(yuanl Amgb!r crash bﬂullmrg into a wall of Dark Elf Spearmen.

RO Ve A e
DARK ELVES VS EMPIRE KNIGHTS
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BASIC COMBAT
RESOLUTION
In the example above (Diagram 1.1), a
unit of six Empire Knights with full
command (Champion, Standard, and
Musician) have charged a unit of 20
Dark Elf Spearmen with full command.
The Empire Knights can be ceruin of
the bonus for their Standard Bearer,
and so start with a combar resolution
of 1. The Dark Elves, on the other
hand, can be certain that they will
recieve a bonus of +1 for cach of their
ranks (a total of +3 for three ranks of
at least four models in width behind
the first) and a further +1 for their
Standard Bearer, and so begins the
baude with a toral combar resolution of
4. Itis also probable that the Dark
Elves will outnumber the Empire uni,
even after combat, which gives the
- Dark Elves an additional +1. With a
starting Unit Strengeh of 20 versus the
Knights' Unit Swrength of 12 (each
cavalry model has a Unit Strength of
2), the Dark Elves can be confident
- that the Knights will not outnumber
~ them at the end of combat, as the
ghts mldlnvetokﬂl9DlrkElvu

SPEARS AND LANCES
The Dark EIf § (with their
Swrength of 3) will be hard pressed o
cause a wound against the Empire
Knights (with their 1+ Armour save),
and so must limit the casualties caused
by the charging Knights to win the
combat. Choice of weaponry can make
thn difference. In this example, the
Knights hit four times. With the
Strength bonus from their lances, they
hir at Strength 5, and every hit
wounds. Their Warhorses hit another
three times and, with Strength 3,
wound twice. Now, the Dark Elves
must make four Armour saves at -2
(due 1o the Knights’ Swrength 5) and
two Armour saves at no modifier (since
the Warhorses are only Strength 3).

If the Dark Elves use their spears, they
cannot save the Wounds caused by the
Knights, as their 5+ save (for light
armour and shield) is cancelled by the
-2 modifier. They can only save the
two wounds from the horses on a 5+.

onc of these Wounds is saved,
u\dﬁcharkBlycsdu: TheDukBlvcs
st-!ndwﬁlfi '

g g

Diagram 11
Empire Knights

MSC
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HAND WEAPON AND
SHIELD

In an alternative scenario, the Dark
Elves use their hand weapon and
shields, increasing their Armour save
to 4+, and save onc of the lance hits
(on a 6+) and one of the Wounds from
the horses (on a 4+). Without causing
a Wound, the Dark Elves tie with the
Empire Knights and remain locked in
combat. The Empire Knights, having
spent their charge, will struggle o win
combat next round without the +2
Strength bonus for their lances.

Remember, you must continue 1o use a
weapon chosen throughout the
duration of a combat. Should you
decide to use hand weapon and shield
on the first turn of combat, you must
use them until that combat is over —
you cannot switch back to spears. It’s a
tradeoff. If you use your hand weapon
instead of a special weapon you
increase your Armour save but reduce
cither your Auacks (foregoing the
additional rank with spears), or

grmweapon) lndusmmplc lhc

additional Strength (from a halberd or

e g < e
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I'VE GOT TO SEE A MAN
ABOUT A HORSE

It is sometimes better to have your
Champion or character retired to the
back rank of your unit than 1o accepr a
challenge. If you refuse a challenge,
your opponent may select one of your
characters and move him to the back
rank of your unit. In a challenge your
opponent can receive a total combat
resolution bonus equal to the remaining
Wounds of your character plus 5 for
Overkill (i’s disheartening for your
troops to watch their leader get
chopped to ribbons). Consider this
choice carefully. Ivs not always about
keeping your character or Champion
alive. With thought, sacrificing a
character can often work to limit your
opponent’s combar resolution.

Some characters, such as Crom the
Conqueror, have special abilities in a
challenge. Crom’s ability allows him 10
take another Atack for each of his inital
Attacks that successfully wound (before
Armour saves). This means that he can
have significantdy more Attacks than the
5 Artacks on his profile (or 6 with his
additional hand weapon) when he is

fighting in a challenge.

Some characters carry weapons that can
cause multple Wounds, such as the
Rending Sword (which multiplies cach
unsaved Wound to D3 Wounds),
meaning that a single Wound might
cause double or wriple the amount of
damage once it gets through your
armour. Let’s say an Aspiring Champion
of Chaos with the Rending Sword
challenges the Champion of an Empire
Spearman unit. In a challenge, the
Aspiring Champion can porentially cause
9 Wounds! (3 Artacks at D3 Wounds
each), six of which would count towards
combat resolution. If the Empire
Champion declines the challenge, the
most the Aspiring Champion could
cause would be 3 Wounds, again, a
swing of three points in combat
resolution in favour of the Spearmen.
Any Wounds in excess of their starting
value on rank-and-file roops are not
counted towards combar resolution, but
if you accepr a challenge against such a
monster, you will quickly find you have
a significant deficit in combart resolution
if your Champion is overkilled.

Stay focused on combar resolution, and
you can’t go far wrong. Don't let your
Champion be foolish in the name of
bravery — remember what they say about
he who fights and runs away...

YOU CAN 'T HURT ME..
OUCH!

Whether they are heroic warriors,
dreaded villains or powerful wizards,
characters rule the baulefields of the
Warhammer world. However, while they
can potentially tip the balance of the
fight in your favour, they are nort as
invulnerable as they may first appear.
IC’s true that Combar Characters can
cause a disproportionate number of the
Wounds in a fight, as their greater
number of Attacks combined with their
higher Weapon Skill and Strength allows
them to kill many enemies. Even
Champions kill more than the other
fighters in their unit. In many cases,
however, these characters aren’t that

much harder to kill than the woops

beside them, and it's a sweet victory
when your lowly roopers bring down
an enemy hero.

Remember thar a rooper can arget any
enemices in base contact with him,
including corner-to-comner contact (see
Diagram 1.3 below). This means thar
wo to three rank-and-file soldiers will
usually be in contact with a character or
Champion and are allowed to direct
their Aracks at him. Outside a challenge,
no extra Wounds will be counted
towards combar resolution, but it’s often
worth waking the risk to remove a
powerful character. Here are some
things that you should consider when
deciding if you want to atack them.

Diagram 1.3

Gobling A, B. or C. but not D, can attack the
Empire Archer.

Unit Champion: This guy is just as casy
1o kill as any other member of his unir,
if you remember to allocate Artacks
against him. In combar, I will always
allocare one of my Awacks against the
unit Champion, because it's a no-lose
situation. If I miss him, I would have
missed him anyway, but if I am able
kill him, it hurts my opponent that
much more.

Wizards: Wizards are also an casy arget.
They normally have the same Weapon
Skill as the basic woops (making them
just as easy to hit) and no armour. This
combination means that it is easier o
cause Wounds against a wizard than

Chaos
Wiarriors S
MS C re
MSC
Empire
Elector Swordsmen
Couat

Diagram 12
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against normal rank-and-file roopers,
who are usually armoured. 1 generally
allocate as many attacks as possible
against a wizard, up to the number of
Wounds he has remaining. Again, it’s a
no-lose situation. He isn’t any harder o
hit or wound, plus he has no armour to
save him. Removing a wizard reduces
the enemy's Magic phase while allowing
my magic to be more cffective - a
double benefit.

Combat Characters: These guys are the
fighters, the ones who can really cause
some scerious damage. However, lhcy are
often quite susceptible to damage
themselves. While characters usually
have access 1o a wide range of protective
items, not all players take advantage of
this. In addition, most Combat
Characters do not have significantdy
higher Weapon Skill than their base
roops (their WS is usually two 1o three
points higher). This means that they are

lmuCichnigh:'Sinocdle
Warﬁmmusingh;:ie
and shields, an
wmof.’ﬁ-(lmyﬂlqm,
d weapon and shield) in close
combar versus the 4+ Armour save
' the Exalted Champion gains from his
f’ Chaos Armour. ﬂnChansWhn‘ion
‘WSd'Smemsdnnhc

Empire
K (with a WS of 4) will only hit
o 1 on a 4+, which is exactly the
[‘ mumllmkcnobitthe a

Champion, even with his WS
7(kulmsaWSmou:dunmwe

: amundl:in,mdlnsam
Amnurnvetobootll\!onommdon
~ that the chance 1o kill him before he
I swmytlmpwwuponisjustm
podmpasup v il ,
Exalted
Champion

Chaos
Warriors
MSC

MSC
Empire Kaights

Diagram 14
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not usually much harder to hit than the
basic wroops around them.

There are times it may not be a good
idea 1o allocate Artacks against Combart
Characters, but it is always worth
considering. Take a moment to figure
out if it's harder 1o hit the character
than it would be to hit a rank-and-file
model, determine if he has a beuer
Armour save, and then make the
decision. Even if it turns our to be a bit
risky, it can have a significant reward.

Battle Standard Bearcers: Essendally a
subset of Combart Characters, the Baule
Standard Bearer is often less protected
than his core combar peers (a Baule
Standard Bearer cannot ke a shicld).
Additionally, if he carries a magic banner
he won’t be able 1o use any protective
magic items. Unlike unit Standards, no
one can pick up the Baule Standard,
should it be slain, and the ability to

SRR -

reroll failed Break tests within 12" will
be gone. This makes the Baule Standard
Bearer a valuable target in Close Combar
- most scenarios give you an additonal
100 Victory Points for killing it. I almost
always make the enemy Barde Standard
Bearer a high priority in any combat.

THE FINAL THRUST

Close Combar is the deciding factor in
most games of Warhammer. There is
nothing more enjoyable than a game
that comes down to the final epic
confrontation, between the players’ best
units, as the baule is decided. By
keeping combar resolution foremost in
your mind, you can make sure that
those dice favour you and that your
forces stand victorious at the end of the
day, as the dust of baude clears. Next
month, we'll take a look at the
Shooting phasc, and sec how 1o make it
work for you. Until then, may your arm
be strong and your sword sharp.
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GAMES WORKSHOP'S PREMIER

olden Demon Is Games Workshop’s

premler painting competition. Each year

thousands of entries are recelved, all
vying 1o win the coveted Golden Demon
statuettes. There are gold, sllver and bronze
trophles to win In each of the 11 categorles at
Golden Demon and the model [udged to be the
best of all the Golden Demon entrles wins the
coveted ‘Slayer Sword’, a uniquely forged Item
that only the very best possess. The Young
Bloods competition showcases the very best
efforts of our younger enthuslasts. The Open
Competitlon Is our spedial “free-for-all’
tournament. Anybody can enter, but beware -
even the Games Workshop staff can have a go,
so the standard Is always very high Indeed!

After the success of moving Golden Demon
downstalrs at the NIA last year, this time
round we've chosen to take a look at the
categories and rules for the competition. As
a result, we have altered some of them.
Rest assured we've kept most of the format
and categories the same, however we have
made a few significant changes. Please
read the detalls below even If you are an
experienced Golden Demon competitor (In
fact, espacially If you are an experienced
competitor?). In all cases, the judges will be
looking for models that are, above all, well
painted and well presented. In adaition, we
will pay attention to how well the model or
models fit In with the published concept of
our game backgrounds. That Isn't to say
that we won't reward Innovation and
creativity, but this must be demonstrated
within the atmosphere and spirit of the
worlds we present In our games.

Remember that all entrles must be Citadel
miniatures, Forge World models, Imperial
Armour vehicles or scratch-bulit models of
your own devising. Conversions are
welcome! Warhammer 40,000 categories
Include entries for Necromunda, Epic
40,000 and Battiefieet Gothic. Warhammer
Includes Mordhelm, Warhammer Quest,
Warmaster and Blood Bowd. Inquisitor
models should be In the Large Scale model

category

CATEGORIES

As last year there are eleven main
categories of Golden Demon, together with
two extra categories, the Open Category
and Young Bloods. There Is a minor
change to Category 9, which moves from
being a Battle Scene to a Diorama
category. We wanted to give modellers the
opportunity to use their skllils to create
plecaes based on all aspects of our worlds,
not just the clash of steel or the rattle of

bolter fire. Of course, we still expect a ot
of entrles featuring battles, but the dark
backgrounds of our games give plenty of
scope for Interesting dioramas outside the
battiefield. A major change Is In Category
11, which changes from being The Lord of
The RIngs Flim Scene to The Lord of The
RIngs Single Miniature.

LORD OF THE RINGS MODELS

In order to give The Lord of The RIngs
enthusliasts as broad a scope as possible
when entering Goiden Demon we have
opened up the Duel and Diorama
categories to The Lord of The RIngs
modeis as well. This reflects the
Importance and growth of The Lord of The
RIngs branch of our hobby In the last tew
years. However, please note that you may
not mix models or model components from
our The Lord of the RIngs ranges with
models from our other ranges In any of the
categories. For exampie If you are entering
the Diorama, Duel, The Lord of The RIngs
Single Minlature or Open category based
on The Lord of The RIngs background you
must use models or components from the
Games Workshop The Lord of The RIngs
range only, you may not include models or
components from our Warhammer or
Warhammer 40,000 ranges. Similarly you
may not mix The Lord of The Rings modeis
or components Into any category entries
based on the Warhammer or Warhammer
40,000 backgrounds. Entries which mix
modeis or model components In this way
Wil be disqualified.

BASES

There was some debate last year over
base slzes In certaln categories. We have
therefore chosen to use the words
*appropriate sized gaming base” In several
descriptions. The Intention here Is to allow
a little Nexibllity whiist keeping to the spirit
of the competition. So, If you want to
mount your Terminator on a 40mm base
because It *looks nicer”, you can stiil enter
It In the Warhammer 40,000 single model
category. Similiarty If you prefer to base
your fantasy model on a round base
Instead of a square one you will not be
penalised. However, please note the
Judges reserve the right to move modeis
that are not on appropriate bases Into a
category they deem more fitting.

SCENIC DISPLAY BASES

Many peopie like to mount thelr modeis
upon large scenic display bases or plinths.
This Is permitted providing the Individual
model can be removed and stand upon an

PAINTING COMPETITION

appropriate sized gaming base. If the
scenic base Is Integral to the model your
entry will oniy be eligible for the Diorama
category. Although display bases can add
to the Impact of a unit, our Judges do not
take such bases Into consideration when
making their decisions. In fact modeis on
display bases are usually removed from the
base when being judged.

ARTEFACTS

Golden Demon Is all about painting Cltadel
minlatures. As a result we will no longer
permit the Inclusion of artetacts based on
our games In the competition.

JUDGES DECISIONS

The Judges decisions are final. All the
Judges we employ are experienced
employees and know exactly what they are
looking for. The judges reserve the right to
move models Into a ditferent category If It Is
entered Inappropriately or disquallty a
model It they feel It breaches the rules of
the competition. We will not enter Into
aiscusslon about the Judges’ decisions.

GOLDEN DEMON CATEGORIES

CATEGORY 1
Warhammer 40,000 Single Miniature

CATEGORY 2
Warhammer 40,000 Squad

CATEGORY 3
Warhammer 40,000 Vehicle

CATEGORY 4
Warhammer 40,000 Monster

CATEGORY 5
Warnammer Single Minlature

CATEGORY 6
Warhammer Regiment

CATEGORY 7
Warhammer Monster

CATEGORY 8
Duel!

CATEGORY 9
Diorama

CATEGORY 10
Large Scale Model

CATEGORY 11
Tne Lord of The RIngs Single Minlature
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COMPETITORS’ GUIDELINES

You can only enter once in each category, and
all entries to Golden Demon, Young Bloods and
the Opan competition must be painted Citadal
miniatures, Forge World or Imperial Armour
modals or scratch-built models that you have
sculpted yourself.

We welcome conversions and scratch-built
models, based upon our Warhammer and
Warhammer 40,000 game worlds (ie, original
designs of your own making) in all categories,
but thasa should be consistent with the
atmosphere of the game worlds and spirit of
the miniatures ranges that we produce. At this
time, dua to tha nature of our licanse, we
cannot accept scratch built models based upon
The Lord of Tha Rings intellectual property.
Conversions made entirely from our The Lord
of The Rings range are acceptable. Overall, the
judges will be looking for well-painted models
that adhere to the imagery and athos of the
worlds represented in our fictional worlds of
Warhammer and Warhammer 40,000. All single
miniatures must be mounted on the
appropriate gaming bases. Read the category
descriptions carefully. It is your responsibility
to enter a miniature in the corract category.
When models ara being booked in, it is
impossible for us to chack that every single
entry has been entered correctly. Whilst
judging, we may spot such anomalies but we
simply won't hava time to corract these and
models will ba marked down or excluded
accordingly as we sae fit. Wae reserva the right
to refuse entry.

All entries must be personally handed in and
registared at the National Indoor Arana,
Birmingham, on 03/10/04. All entries must be
collacted from the show stands at specified
times by the antrant in person. Thase times will
be published in the Games Day Programme
and will be announcad over tha PA systam on
the day. All competitors will ba fully responsible
for the transport of their own entries to and
from tha competition, and for storing their own
transport and packing materials on the day.
Pleasa don't ask us to look after carrying cases
and giant cardboard baxes. We simply will not
have the room behind the stands to store these
nor the staff to look after them. We will all be
busy looking after the entries themsalves
(rather mora pracious, you'll agree!).

Once entries ara booked in we will, of course,
undertake to look after them as carefully as we
can. However, we can accept no responsibility
for loss or damage to individual entries. Modals
are entared at the competitor’s own risk.

Entry to any of the competitions gives Games
Workshop the right to photograph and publish
details of models enterad as we see fit. Finally,
remember that the point of the painting
tournaments is to showcase the efforts of all
those who paint miniatures in our hobby and to
have some fun. You may not agrea with the
final outcome, but please bear in mind that the
judges’ decisions are final and we will not enter
into any corraspondance regarding them.

CATEGORY 1: WARHAMMER 40,000 SINGLE MINIATURE
Any single human sized
Warhammer 40,000 miniature
mounted on an appropriately sized
gaming base. This category
Includes Grey Knight Terminators
but other models supplied with
40mm and larger bases should be
entered In the Warhammer 40,000
monster category. Models on
larger bases should be entered Into
another category. Note that bike-
mounted character models must be
entered In the Venhicle category.

CATEGORY 2: WARHAMMER 40,000 SQUAD

Tnis category Is for Warhammer 40,000 squads or squadrons of flve or more models.
This Is also the category for Epic 40,000 detachments and Includes gangs and mobs
from Necromunda. All squads must be 'legal’ In game terms. Judges will be looking for
units that best exemplify the qualities and character of the army they represent.

This category DOES Include squadrons of bike-mounted models provided they are
organised Into a unit of five or more models. Larger vehicle models should be entered
Into Category 3. All models should be mounted on an appropriately sized gaming base.

CATEGORY 3:
WARHAMMER 40,000 VEHICLE
This category Is open to single
Warhammer 40,000 venicies,
Dreadnoughts and walker modeis. This
category Includes single bike-mounted
characters If this Is appropriate to the
army In question (eg, a Space Marine
Captaln on a bike). Battiefieet Gothic
spaceships can be entered Into this
category as well. Although most of

these models tend not to be supplied
with a base, It Is quite acceptabie for

you to mount the vehicie on a

moedest base (no more than 20mm

larger than the vehicie Itself). Forge
World's Imperial Armour models

may be enterad In this category.




CATEGORY 4: WARHAMMER 40,000 MONSTER

Tnis category Is for any
single large Warhammer
40,000 model mounted
on an appropriately
sized gaming base.

This covers modeis

lIke the Avatar,

Ogryns, large

Tyranids, Ork
warbosses, etc.

CATEGORY 6: WARHAMMER REGIMENT

CATEGORY 5: WARHAMMER SINGLE MINIATURE
This Is open to any single fantasy minlature (Warhammer,
Mordhelm, Warhammer Quest and Blood Bowi). This

Includes single models on horses, boars or

wolves, but not those mounted on large

monsters. All models must be
presented on an appropriately
sized gaming base. Generally
these will be 20mm or 25mm
square bases for foot figures
and 25 x 50mm cavalry
pases for mounted
models, although
appropriately sized
circular bases

may be used If
preferred.

Yy

This Is for Warhammer regiments, Mordhelm warbands, Warmaster brigades and Blood Bowl teams. The entry must consist of a
minimum of five modeis mounted on thelr standard gaming bases. Regiments must be legal units In game terms. The judges will be
looKIng for units that best exempiity the qualltles and character of the army they represent. In particular, we will be looking at leaders,

Standard Bearers and Musiclans of Warnammer regiments. -
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CATEGORY 7: WARHAMMER CATEGORY 8: DUEL

MONSTER This category comprises of two single modeis
This category Is open to all Warhammer monsters mounted on a single 40mm or 50mm Siotta
on 40mm and 50mm square bases and the really pase. The judges will e kooking for a

large monster models that are not normaly dynamic palring of two well-matched

supplled with a base or are simply too big for one! opponents In some Kind of combat

Tnis covers Dragons, chariots, war machines and or other dramatic situation.

all large riaden monsters (eg, an Orc Warlord on Models may be from the

War Wyvem). Models shouki be mounted on an warnammer, Warhammer

appropriately sized gaming base. Models on large 40,000 or The Lord of

scenic bases should be entered In the Diorama The RIngs ranges.
category Instead.

CATEGORY 9: DIORAMA

Entries for this category consist of a dlorama based
on the worlds of Warhammer, Warnammer 40,000
or The Lord of the RIngs. The dispiay must not be

larger than 30 x 30cm and the maximum permitted

neight Is 30cm. The diorama should be appropriate CATEGORY

to the background of Warhammer, Warhammer 10: LARGE SCALE MODEL

40,000 or The Lord of The Rings, but otherwise Tnis Is the category for large-scale gaming or display models. The entry
there are no restrictions on the battie scene’s should be a single model and It may be mounted on a plintn or dispiay
theme or content. base. Scratch-bullt models may be entered In this category, as should

Inquisitor models. Note that iImperial Armour
models should be entered In Category 3.
Models from the Forge Worid Collector
serles, Showcase serles and

busts should be entered
In the Open category.

CATEGORY 11: THE LORD OF THE RINGS FILM SCENE

Tnis Is open to any single minlature from the Lord of The RIngs range of
models. All models must be presented on thelr standard gaming base.

THE YOUNG BLOODS COMPETITION 2004

The Young Bloods painting competition is open to any competitors aged
14 years or under. Your entry shouid consist of any single Citadel
miniature, elther Warhammer, Warhammer 40,000, Mordneim,
Necromunda, Blood Bowl or The Lord of The RIngs, mounted on an
appropriately sized gaming base.

Models must be single foot figures — no mounted models or
groupsteams. The Judges will be looking for well-painted and well-
presented models. Paint schemes should demonstrate originality,
Imagination and consistency with the spirit of the game worids.
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THE OPEN COMPETITION 2003

As always, the Open competition Is your opportunity to let your

imagination run riot! Anything goes! Your entry could be a single model,

a sweeping diorama or whatever takes your tancy. Please note
that unilke In previous years we will not accept
artefacts Into this category. Goiden Demon Is
a miniature painting competition and we

would llke your entries to refiect that.

Entries should be no larger than 60cm by
e0cm.

We are looking for well-painted and
brimantly executed models that really capture
the essence of our fictional worids, but also
the spirlt of what fantasy and sclence fiction
modelling can be at Its best.

This Is one of the hardest competitions
to win, not least because we encourage
Games Workshop employees to enter.
Our staft are not permitted to enter any
other categories, so this Is their one
chance for glory In the Golden Demon
competition.

1. Make a separate copy of the entry form shown here for each
one of your entries. You can photocopy this form as many
times as required. Remember to fill out a ditferent form for
each entry.

2. Decide which category you want the entry to be entered Into
and mark It on the form — put the name of the category and the
number of the category In the space labelled.

NEW PRIZES

Last year we Included two new
prizes for the first time. As they
were well recelved we'll be
Including them In all future Golden
Demon competitions. You cannot
enter models for these prizes —
they are awarded Dy the juages to
the best models entered across all
the categorles.

FORGE WORLD BEST IN SHOW
This prize Is awarded to the best
Forge World model In any Golden
Demon category.

FANATIC MORNING STAR

This prize Is awarded o the best
model from any of the Spaclallst
Games Ranges enterad In any
Golden Demon category. Models
from the Blood Bowi, Moraheim,
Eplic, Warmaster, Battlefleet Gothic,
Necromunda and Inquisitor ranges
are all eligible for this prize.

HOW TO ENTER

3. Flll In the rest of the form In BLOCK CAPITALS.

4. Bring all of these forms with you when you register the
models on the day of the competition. Note: we will not accept
any entries without these forms, so don't forget them!

Entry
Number ...,

OFFICIAL ENTRY FORM
IMPORTANT: Please fill in a
separate entry form for each entry!

TESEDONE NUMBIFE ; < oo asssins aRasns & RasEe s bREaEssarsEne hetees &

CERgOry Name & NEBIDEES - : cscni s asans s sranns LRTsmesaamaeeasamns 5
ROROIIRNOE DY ORRIWY & oo o 5 S & amise R e SRCTeN ReRaies & i

FOR OFFICIAL USE ONLY:

Category Number
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GAMES WORESHOP,
The Gomes Workshop hobby takes many ! 4
forms — playing great games of Warhammer,
Warhammer 40,000, The Lord of The Rings or
one of our other games systems, converting
and painting minlatures or collecting and
refining a powerful army.

Your local UK Games Workshop hobby

centre Is the perfect place ,
to try all these things, as well as getting ®
expert advice from our staff. Here’s a look

at all the different services your local
centre can offer you...

A Games Workshop hobby centre is more than just a shop...
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HOBBY CENTRES & INDEPENDENT STOCKISTS

Games Workshop products are sold by a large number of shops spread week and open late for gaming evenings, but please contact your local store
throughout the UK. What follows below is a complete listing of all the stores for more details. Stores highlighted in yellow indicate new stores.

that sell Games Workshop products. Alternatively, you can find a kst of all our Just to be sure they will have exactly what you want in stock. we recommend
retail outlets on our website at: www. games-workshop. co.uk you give them a quick phone call before visiting. If you're still unsure as to where
We also have Games Workshop hobby centres in 16 different countries across your nearest stockist is located, why not give us a call on 0115 916 8200.

the world (and independent stockists in even more). Call 0115 91 40000 to find marked wi : i
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Rally the Defenders! /ﬁ

STORM OF CHAOS ' g -
Will the Empire be victorious and halt the Chaos fide, or
will Archaon strike a terrible blow against the Old World?
Join us as the campaign progresses!

o

) 0

* Mighty armies dash in open battle in part one
of our Warmaster Battle Report.

* (Chaos advances upon a Dogs of War army in a = s
Warhammer Battle Report

A Y

* Voyage to Naggaroth to examine the

mofivations of Dark Elf players. & FREE NEXT ISSUE /
Warhammer army reference
booklet, Order of Battle!

;;; On sale 30th July
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DON'T MISS AN ISSUE!

Turn to the inside front cover to find out how to subscribe
to every hobbyists’ essential monthly magazine!
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+ Bartle Royale: The Battle of The
Pelennor Felds Preview

STRATEGY

« The Biter Bit:
New Scenario

« Conversion Showcase:
Making New Heroes

BATTLE GAME

+ Barttle Companles:
Campaign Rules

2 AT of Good
* & Ewil (Part Six)
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the arrival of the third expansion to

The Lord of The Rings game. The
Pelennor Relds supplement contalns a
wealth of additional rules and
scenarlos, to add new depth to your
games of The Lord of The Rings. This
book detalls the Haradrim Invasion of
Gondor as they march to the fields of
the Pelennor, swelling the ranks of the
Dark Lord. Players have a wealth of
new Heroes and Warrlors to add to
thelr Good and Evil armles and some
thrilling scenarlos In which to pit thelr
wits agalnst thelr foes!

lt’s nearly upon us! Next month sees

Where the Sicge of Gondor concerned itself
primarily with the fighting between the
forces of Mordor and the White City. this
expansion deals with two quite different
protagonists. Fighting for Good is the noble
Prince Imrahil. Well known to readers of The
Lord of The Rings, Imrahil is a valiant and
mighty leader of Men who rallies to the aid
of Gondor, bringing his bold knights with
him. Eagerly awaited by many Good players,
the Swan Knights of Dol Amroth are an
exciting addition to the forces of the Free
Pcoples in their fight against the darkness.

Testing Imrahil’s resolve and prowess to its
very limit is the Serpent Lord, Suladiin, a
Haradrim chicftain of enormous charisma
and prowess. Suladin must pit his abilitics
against not only the forces under the control
of Imrahil, but the murderous and
manipulative Hisharii, secretive agents
serving the will of the Haradrim's dark
masters. Without giving the game away on

this exciting sub-plot, I cannot really say
more about them, other than watch your
back! The army of Harad boasts ranks of
deadly Haradrim Warriors, armed with
spears or lethal bows complete with
poisoned arrows. Racing ahead of the main
force are the Haradrim Raiders, skilled
horsemen from Harad's desert plains.

The Mimak deserves a mention all of its
own. The largest plastic kit Games
Workshop has ever produced, the MOmak is
a faithful representation of the towering
Oliphaunts scen in The Two Towers and
The Return of The King films. Utterly
deadly, the full rules for using these
behemoths in your own games are
contained within The Battle of The
Pelennor Ficlds expansion.

Last, but by no means least, on our list are
the Rangers of the North. Those dour-
handed Danedain warriors who came to
Aragom’s aid in the book are yours to
command with The Battle of The Pelennor
Ficlds. Each a Hero in his own right, the
Rangers of the North are a company worthy
of a King. Having lived a lifc of hardship in
the wilds of Eriador. they excel in all
aspects of warfare.

The book itself contains new scenanios and
rules to earich your own battles in Middle-
carth, a history of Harad and its relationship
with Gondor, and much more besides!

The forces are mustering for the greatest
battle of the Third Age, the survival of the
Free People hangs in the balance. On the
ficlds of Pelennor the War of The Ring will
be won or lost.

“The board is set, the pieces are
moving. We come to it at last —

the great battle of our time.”
Gandalf, from The Return of The King
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The Pelennor Fields supplement introduces
several new troops and characters to the
game. Included are the Rangers of the North,
(far left); and the Knights of Dol Amroth and
their leader Prince Imrahil (left). The forces
of Evil receive reinforcements from the
deserts of Harad, including the Haradrim's
terrifving war beasts, the Mmakil. This is
the largest kit ever produced by Games
Workshop! (Below).
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The Biter Bit

A New Scenario for The Lord of The Rings by Mat Ward

auron’s forces gather apace. With risks

becoming a necessary evil, Damrod and

his men find themselves very much
between a rock and a hard place.

Description

Sauron has not yet launched his war and is
still gathering forces to Mordor. Hundreds
of warriors flood through the Morannon
cach day and the might of the Dark Lord
swells to seemingly irresistible proportions.
The Rangers of Ithilien do what they can to
stem the tide, ambushing isolated columns
of troops and driving them to flight - but
their assaults are mere pinpricks to the

a desperate fight for survival as the Rangers

find themselves caught between an Orc

tracking party and the Easterling column the

Rangers had themselves hoped to strike.
Penned in, outnumbered, and with the

advantage of surprise lost, can Damrod and
his men escape the servants of the Enemy?

Participants: Good

Damrod

12 Rangers of Gondor

(if you have suitable models up to 6
Rangers can be equipped with spear in
addition to their bow).

armics of Mordor and their numbers too Evil
few. Slowly but surely the tactics of the 1 Easterling Captain
Rangers become more and more desperate I Ore Captain
and their ambushes more reckless. One such 3 Easterlings with spear and shield
ambush, led by Damrod. quickly tums into 6 Easterlings with shiclds
g
g Orc deployment zone
&
b
i, marshland
«;‘i‘wn~
D '%::;.,7 et
§
g Good dcplmmen! zone
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12"28cm

48'7112cm

72"/180cm

4 Orcs with spear

4 Orcs with shield

2 Orcs with bow

2 Orcs with two-handed weapon

Points Match

If you want to play this game with other
forces, choose 150 points of troops for the
Good side and 300 points for the Evil side.
No more than 33% of the Evil force may be
spent on warriors with bows.

Layout

This game is played on a board 43"/120cm
x 72"/180cm. The Rangers have been
attacked in an arca of marshland north of
Emyn Amen. Accordingly, approximately
half the board should be covered with
marsh terrain — this counts as difficult
terrain for the purposes of movement. The
remainder of the board should have the odd
tree or rocky outcrop but no hills.

Starting Positions

The Good player deploys his force in the
Good deployment zone (see map). The Evil
player may then deploy his Easterlings
within 12" of one short table edge and the
Orcs within 127 of the other table edge.

Objectives

The Good side wins if Damrod and at least
four Rangers escape from the board by
moving off one of the short table edges. The
Evil player wins if the Good player fails to
meet his objectives.

Special Rules

The Marshes: The thick mud of the
marshes makes footing treacherous. To
represent this, if a model loses a combat the
controlling player rolls a D6 to sce if the
model loses its footing and falls. On a 4-6,
the warrior manages to keep upright and
backs away without harm. On the roll of 1-
3. however, the cloying mud trips the
fighter and he goes sprawling into the mere;
treat the model as if it had been ‘knocked to
the ground® by cavalry.

Stealth: Even caught wrong-footed, the
Rangers of Ithilicn are resourceful
opponents and able to move through the
boggy ternain quickly and quietly. After the
Evil player has deployed his troops, the
Good player may move 2D6 models up to
6"/14cm. This move may not take them
outside their deployment zone or into
impassable terrain (should there be any).

S —————— e
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The forces of Evil encircle the brave band of warriors.
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Conversion Showcase

Personalising your The Lord of The Rings miniatures

Conversions are, without doubt, the best
way to add individuality to your The Lord
of The Rings forces. Mat Ward has been out
and about to see how gamers from around
Games Workshop have personalised and
converted their forces.

ore so than any other game, The

Lord of The Rings really does lend

itself to making every model as
distinctive as possible. Whether it is the
lowliest of Goblins or the mightiest of
Elven lords, each model deserves to be
given a character all of its own. This can
scem a little daunting at first but, with a
little practice and a good measure of
inspiration, there is no limit to what you can
do to make your models really stand out.

Mat Ward based this Goblin Captain on one
of the Moria Goblin Drummers. The arms
have been beat into a new position, while
the shicld and sword have been taken from
a plastic Goblin Warrior.

\

Haldir’s Elves can easily be converted
into Spearmen with a little time and
patience. This one has literally had the
blade from his sword repositioned and the
tang of the sword lengthened with a
section of brass rod.

<

The second is a little more complicated,
but only a little. The right arm has been
carcfully removed and replaced with one
from a plastic High EIf to give the model
a more dynamic pose. A little Green
Stuff has been used to extend the
Elf’s hair. covering the sitc where
the arm was attached to the body.

Never underestimate the power of an
alternate paint scheme. This High EIf has
been painted in pale blue tones and washed
with Blue Ink. This gives it the appearance
of one of the corpse candles of the Dead
Marshes — a perfect substitute for a
Barrow-wight.

Often the most effective conversions are the
simplest, as shown by this Captain of
Mirkwood by Mat Ward, where Haldir’s
sword has been exchanged for a Rohan
Royal Guard's spear.

Mark Bedford's Gil-galad conversion is a
fantastic example of what you can achieve
with a little practice, paticnce and Green
Stuff. The head and both arms have been
repositioned and the robes remodelled to
give the figure a more dynamic pose.

. S
el 3
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To give a little more variety to his Evil
force, Rob Wood has used all manner of
bits and picces from across the whole
The Lord of The Rings range of Orcs to
customise his Warg Riders using differeat
heads, alternate weapons, and shiclds.

T t——
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Rob Wood has used a Gondor Spearman Mat Ward’s Thranduil is a converted Another straightforward but effective
as the basis for his Gondor Captain Radagast that uses elements from scveral conversion, Mark Latham’s Aragorn has simply
conversion. The sword is taken from a other models, including Haldir, Gandalf, had his arms modelled into a new pose with a
plastic Gondor Warrior and the head used and a High Elf swordsman. little Green Stuff.
to belong to Gamling. To disguise the
join Rob has sculpted on hair using
Green Stuff.
Siege Engines
Siege of Gondor allows you to upgrade your
Sicge Engines with all manner of
modifications, from flaming ammunition, to
severed heads and faster reload times. All of
these modifications need to be shown on the
model, but there are some simple ways that
you can get the desired effect.
Never one to shy away from tweaking Mark has added Swift Reload to his Avenger
his models to give them a little Bolt Thrower by simply modelling an
individuality, Mark Bedford repositioned extension to the magazine of the weapon.
the cheek flaps on this Troll’s helmet, This is a simple but effective upgrade to
adding a little Green Stuff to complete model, requiring only a little plasticard and
the effect. Green Stuff.
Mark Bedford has added Flaming Ammunition and Severed Heads upgrades to his Orc The tip of the bolt for this Sicge Bow has
War Catapult. The straw bales arc made from brush bristles, while the pile of heads have been remodelled with Green Stuff to give
simply been ‘liberated’ from a sprue of plastic Warriors of Minas Tirith. As a final touch, the impression that it is on fire. As with the
Mark has created a new crew member for the Sicge Engine, fashioned from a plastic War Catapult, Mark has given onc of the
Mordor Orc whose spearhead has been replaced with a small amount of Green Stuff crew a flaming brand by replacing the tip of
modelled to look like flames. his weapon with sculpted Green Stuff.
e g— ——————
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THE MUSTER OF MIDDLE-EARTH

A Guide to Themed Forces

Theming your force around a particular
race or event Is a great way of adding
character to it. Here, Alessio Cavatore
provides guidelines for creating pure and
allied armies.

lesslo: the last Grand Tournament 1

had quite a few conversations with

players who were asking advice
about what constitutes a “themed”™ The Lord
of The Rings force.

You sce, in tournaments we often encourage
people to decide the composition of their
forces by following a specific theme. This
is normally done by awarding them bonus
points if their force is “themed” rather than
just a generic, and often ugly, pick-and-mix
of the strongest elements available to Good
or Evil. I'll give you a few examples of
what I'm talking about, just to clarify what
I mean. Let’s say that Player A has a Good
force consisting of High EIf archers and
Riders of Rohan led by Aragorn and
Elendil, while Player B has Haldir, and
Théoden leading a force of Wood Elves and

Warriors of Rohan, and finally Player C has
Boromir and Faramir leading a mix of
Warriors of Minas Tirith and Rangers of
Gondor. It seems pretty clear to me that
Player A has picked very powerful models to
get a very competitive force, without paying
the slightest regard to how plausible his
force is in the history of Middle-carth. We
all know that Aragorn and Eleadil lived
several thousand years apart and that High
Elves of the Second Age have probably
never fought alongside the relatively young
race of the Rohirrim.

If we consider Player C's pure Gondor force
it’s actually casy to sce that, differeatly from
Player A, he has made perfectly reasonable
choices, obtaining a force that is strongly
themed and quite effective in gaming terms
as well.

The last example is different from either
one, since Player B's force is a mix of Wood
Elves and Rohirrim, but is clearly themed to
the defence of Helm's Deep (the film'’s
version of it at least...).

Some people would prefer only ‘pure’
forces (ic. those made of Warriors and
Heroes of the same race) to score the
Themed points, but I disagree as I think that
would be too limiting and I like the freedom
offered by the ability of mixing allied
forces. [ also think it's more in keeping with
Tolkien's own positive message of the Free
Peoples joining forces against the Darkness.

One of the problems that arise with such
freedom is that some people embark in
strange and far-fetched explanations and
stories in order to justify what really is just a
riff-raff of powerful models. This sometimes
puts the players in the odd position of facing
an opponent that is pushing things 2 bit too
far and having to decide for themselves if
the line of good taste has been crossed
(“No! It’s perfectly acceptable that Shelob
could have led a foree of Barrow-wights and
Mordor Trolls in the right circumstances, as
explained in my backgound text”™).

Unfortunately there is no definitive and
precise way of deciding when a force is

Rob Wood's force is lhemed around the Last Alliance.




themed and when it's not. Different people
will have different opinions regarding this
matter and the Themed points can become a
potential for misunderstanding and tension,
something nobody really wants. ..

I have therefore decided to give you a
series of guidelines, or rather examples of
what can be considered a themed force, in
order to allow you to make up your own.

I will first show you some ‘pure’ forces,
consisting of models of the same race or
culture (eg. all Dwarves, all Gondor, all
Rohan). and then proceed to show you
some allied forces, made by combining
warriors from two or more pure forces.
When making up an allied force, it’s
normally a good idea to make sure that if
you include warriors from a certain force
you also include at least a Hero from the
same race or culture. For example, if you
mix Wood Elves and Warriors of Rohan, it
should be better to include at least one
Wood EIf Hero and Hero of Rohan. This is
needed to make an allied contingent feel
like two or more different forces fighting
together on terms of parity as true allies. It
also helps reinforcing the idea that these
warriors would travel around Middle-carth

T
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Alessio Cavatore’s Isengard force.

on war errands under the guidance of a
charismatic leader.

Enough said, let’s have a look at these
forces:

Note: the Fellowship/Special list includes
some Good Heroes that do not belong to any
one specific force or culture. cither because
they spent their lives travelling around
Middle-carth (like Gandalf) or because they
live in regions we have not explored in our
books as yet and therefore they have no list
to sit in (like the Hobbits, until we do a
Shire supplement). In the future they might
get a list, but as they can also be ficlded in
allied forces and even alongside most Good
pure forces, using a bit of common sense
{Aragom with a Minas Tinth force, for
example).

IN CONCLUSION...

This article is not an exhaustive and
complete summary of all the themed forces
that can be created with the LOTR strategy
battle game. Also, with the publication of
new supplements for the game, the
possibilitics available to people are destined
to increase more and more. On top of that,
the book and the film sometimes offer

different views on the troops peesent at a
battle (Helm's Deep, Pelennor Fields....),
giving the players the choice of fielding cither
the film or the book’s version of a force.

Players should then use the lists published
here as examples and as an inspiration to
theme their own forces. Please feel free to
submit your ideas to us for a themed Good
and Evil force and some might even be
published (especially if they have some nice
photographs of your finished forces included
with them).

In toumament conditions you know that if
you stick to these lists you are sure to get
those composition points, but they shouldn’t
stop you from personalising your army even
more. As a great example of a themed force 1
always remember playing against Mattco
Cocco’s impressive Gladden Fields force,
which features a host of Warriors of Gondor
led by Isildur and his three sons Elendur,
Aratan and Ciryon (they use Captains of
Gondor’s profiles).

So delve into Tolkien's huge wealth of
material and come up with a suitable theme
for your anmy, and then see for yourself how
much better it is to play with a themed force!

—
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The Lord of The Rings Pure Force Lists
Minas Tirith | Rohan Lothlorien The Faithful | Erebor Rivendell Eregion (2nd Age)
wi| ¢+ Warriors of * Warriors of * Wood EIf * Warriors of * Khaziid Guard | * Wood EIf * High EIf
8 Minas Tirith Rohan Warriors Gondor * Dwarf Warriors Warriors
| * Khnights of * Riders of Warriors
€| Minas Tirith Rohan
<(| * Guard of the * Rohan Royal
3 Fountain Guard
Court
+ Citadel Guard
* Avenger Bolt
Thrower
* Battlecry
Trebuchet
« Warriors of
Gondor
’ ﬁ"’."&(’{_“fi?}lﬁ'"
| * Captain of » Captain of Herocs * Isildur * Balin « Elrond * Gil-Galad
O Men (Gondor) Men (Rohan) * Galadricl « Elendil * Dwarf Kings * Glorfindel * Elrond
eZ| « Dencthor * Theoden * Celeborn * Kings of Men | ¢ Dain * Elven * Elven
":E « Faramir * Eomer « Elven * Captain of * Gimli Captains Caplains
* Captain of * Eowyn Captains Men (Gondor) (Wood EIf) (High EIf)
Men (Gondor) | » Gamling (Wood EIf) * Arwen * Celebom
» Kingsof Men | * Kings of Men | « Haldir « Elladan and * Galadricl
* Beregond of Elrohir * Glorfindel
Gondor + Bilbo
* Boromir * Rangers of the
North
« Halbarad
The Lord of The Rings Allied Force Lists
Pelennor Fields (Good) | Pelennor Fields (Evil) | Morannon (Good) | Helm’s Deep Last Alliance
: ¢ Minas Tirith * Mordor ¢ Minas Tirith * Rohan * Ercgion
= | * Rohan * Harad * Rohan * The Faithful
| b= Dunharrow
ez | * Dol Amroth
=
[~
A | ¢ Amgorn * Arnagorn * Amgon
L |« Gandalf The White ¢ Gandalf The White * Gandalf The White
8 * Legolas * Legolas * Legolas
z * Gimli * Gimli ¢ Gimli
* Merry * Merry * Wood EIf Warriors
< |+ Pippin « Pippin « Haldir
= | * Elladan + Elrohir * Elladan + Elrohir * Elven Captain
5 » Gwaihir (Wood Elves)
* Rangers of the North
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Mordor Isengard Moria Dunharrow | Mirkwood | Angmar Harad Dol Amroth
* Orc Warriors ¢ Uruk-hai * Goblin * The Dead * Wood EIf ¢ Orc * Haradrim * Knights of
¢ Uruk-hai (Mordor) (White Drums Warriors Warriors Warriors Dol Amroth
* Mordor Trolls Hand) ¢ Cave Trolls * Warg Riders | * Haradrim * Warriors of
* Warg Riders * Warg Riders | » Goblin Raiders Gondor
* Morannon Orcs * Demolition Warriors (Fiefdom
* Orc Warriors Teams Warriors)
* Orc Trackers * Sicge
* War Catapults Assault
* Siege Bows Ballistae
* Easterlings * Uruk-hai
Berserkers
* Warg Riders
¢ Mouth of Sauron | * Dunlendings | * Durbfirz » Kingofthe | *« Elven * Witch-king | * Hisharii * Captains of
¢ Gothmog * Saruman * Goblin Dead Captains * Barrow * Suladin Gondor
¢ Orc Shamans ¢ Grima Shamans * Legolas (Wood EIf) Wights * Haradrim * Prince
¢ Grishndkh ¢ Uruk-hai « Goblin « Gimli * Legolas * Orc Chicftains Imrahil
* Shagrat Captains Captains * Aragom Captains * MOmakil * Kings of
* Gorbag * Dunlending | » Balrog * Elladan and Orc Men
+ Shelob Chieftains Elrohir Shamans
« Easterlin + Sharku * Rangers of Y 2
C:xpt:nins.g * Orc Captain the flonh Gl;:(lli(l)fWShlp/SSL):Clal
¢ Sauron * Lurtz * Halbarad A T
\ : ! Arnagorn erry
¢ Ringwriths ¢ Uruk-hai T LR Pippin
* Orc Captains Shamans Gondor
* Mordor Troll Legolas Treebeard
Chicftains Gimli Gwaihir
¢ Uruk-hai Captains Frodo Radagast
{Mordor)
Siege of Lorien | The White Council | Battle of the Five Armies
« Lothlorien « Lothlorien * Mirkwood
* Mirkwood * Ercbor
* Rivendell
* Treebeard * Gandalf the Grey * Gandalf the Grey
* Radagast * Radagast « Bilbo
¢ Gwaihir ¢ Gwaihir * Warriors of Rohan
(Men of Esgaroth)
* Captains of Rohan
(Men of Esgaroth)
* Kings of Men
(Men of Esgaroth)
¢ Gwaihir
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{ A Tale of Good & Evil

Part Six — Assault on Minas Tirith

This month, both of our collectors have
decided to go for something a little
different. Having studiously avoided using
any named characters in his force, Steve
has decided to give them a try, adding
several models from all three films.
Meanwhile, Adi has decided to try some
troops with a brighter and more uniform
appearance.

Steve: What you may be
wondering is, why have |
avoided using characters
for the first six months of
collecting my forces? After
all, they are some of the
best models we’ve made for
The Lord of The Rings game.

and in battle, their extra special
rules and abilitics would have been
handy on more than one occasion.

The answer is that I've always found the
victories and defeats of ordinary warriors to
be more exciting than watching a great hero
wade through the enemy ranks. This is

especially true of smaller scale games,
where the exceptional power of someone
like Aragom or Boromir could decide the
outcome of a battle.

As both our armics have grown, they've
reached a size where we can play quite
substantial battles. With the possibility of
playing more cpic encounters, the idea of
using suitably epic heroes to fight them
began to scem more natural to me.

CHOOSING CHARACTERS
When it came to deciding which models to
include, I had two ideas in mind. The first
was simply to pick models that I'd always
liked. The model that came straight to mind
was Boromir, from The Fellowship of The
Ring boxed set. Not only was he my
favourite model from the Fellowship, but as
the favoured son of the Steward of Gondor
he fitted in perfectly with my army.

In my opinion, you really can’t have an
army of Gondor without including Aragorn
in its ranks. The question was, which

Steve's seven Heroes prepare for the coming siege.

version to choose? I'd already used the
modcl from The Heroes of The West set to
make my Ranger captain. While I could
simply have procured another one, I don’t
want my heroes to look too similar. 1
decided to go with my next favourite, the
model of Aragom charging at the sicge of
Helm’s Decep.

The second idea is to pick characters in line
with the theme of my army. That would
mean sticking to characters present at the
Siege of Gondor. 1 decided not to include
any characters with strong ties to Rohan, as
I had ideas about adding some of these
warriors later.

For these, I decided to raid The Heroes of
The West boxed set. The most obvious of
these was Faramir in heavy armour. painted
to match the rest of my army, with Pippin in
armour a close second. Given that I'd
already used Aragom for a conversion, I
decided to use any other character not in the
uniform of Rohan. This would add Gandalf,
Gimli and Legolas to my army.

et e



Boromir
The model of Boromir is mostly dominated
by his black coat. What brings life to the
model are the other details like his face and
The Hom of Goador. In the film, the red
sleeves of his shirt are patterned
with yellow gold threads. I
decided to simplify this
&Y toasingle yellow band
around the rim of the
sleeve, which maintained
the lively quality of the
colour without having
1o try to create such a
detailed cffect on such
a small space.

Aragorn

In his charging pose, Aragorn is probably
the most dramatic of the characters,
conjuring up the moment when he leads the
charge against the Uruk-hai at Helm's

Deep. 1 decided to keep the
colours on this model as
simple as possible and used
a blend of Scorched
Brown and Bestial Brown
for any leather on the
model. The muted red of
his shirt and grey on his
trousers was cnough to
breath some life into
the colour scheme
without distracting
attention from the
face and sword.

Pippin
With his small size, T decided to give Pippin
a more claborate base than the other
characters. His pose suggested that he's
carcfully picking his way along, so
I decided to build the remnants
of a wall looming up behind
him to increase that
impression. Like Faramir
before him, most of the
decisions about what
colour to paint him were
pretty easy as he wears
a variation of the
Gondor uniform.

Gimli

With Gimli, the most important thing was
Keeping all of his different layers of leather
armour different enough to stand out from
cach other (not to mention his red beard).
My first attempt at painting
his body armour - using
Terracotta highlighted with
Blazing Orange — tumed
out to be too bright. A
quick wash of
Chestnut Ink,
however, toned down
the colour nicely.

Gandalf

The most obvious thing about Gandalf the
White is that he really is white. All of him.
That makes it a bit tricky to give focus to
the model. With most colours, you could
simply use a lighter or darker shade of the
same colour for different parts of the model,
but there’s no such thing as bright black or
dark white, so to get a difference in tone
you have to use a different coloured
basecoat to
build up to the
final layer. In
this case, 1 chose
to use Codex Grey
ﬁ for his staff and
Graveyard Earth for
the cloak. The result
was a cold white staff and
a warmer feel to the cloak.
giving the model
enough of a
difference in tone.

Faramir

Given that he wears a suit of armour almost
identical to the armour of his men, there
really wasn’t much decision making
involved in painting him. I decided to keep
his base fairly simple, to avoid distracting

too much attention from the
’ model itself, and instead
concentrated on taking more
than usual carc with his
armour. After painting so
many similarly armoured
warriors, I've begun to
improve the way I paint
silver surfaces. The {
layers arc now pretty
smooth and not quite
as glaring as before.

Legolas

Legolas is clothed in varying shades of
green and grey. He's the first member of the
Fellowship that I've painted who still has
his Elven cloak. I decided on Catachan

Green as the basecoat for the cloak,
gradually adding
Kommando Khaki
to bring out the
folds and creases. 1
" went for a hair
colour based on
Bleached Bone, rather
than onc of the
yellows, to get a
colour closer to

—m—
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EASTERLINGS
Adrian: Easterlings,
with their distinctive
appearance, give me a
nice, clite band of
fierce human warriors
to add to my forces
and an interesting
contrast to the
undisciplined Mordor Orcs.
Aside from their omate looking armour,
the nice thing about Easterlings is that,
for all intents and purposes, they wear a
uniform. Unlike Orcs, who are all
completely individual in appearance.
Easterlings wear identical clothing. To
enhance this cffect, and speed up
painting, 1 decided to paint them in
batches of four models.

This is a good way to paint uniformed
models, applying one colour at a ime
to a small group of modcls. I didn’t
even bother to convert any of them, so
a lot of the models look the same.
which adds to the regimented look of
the warband. To begin with 1 painted
the skin behind the visor Dark Flesh
and, as it was such a small area, there
was no need to add highlights.

It didn’t take me long to paint up a
whole warband of Easterlings. I painted
four batches of models in total, three of
troops, and the Captain and Standard
Bearer. The only difference between the
characters and the rest of the troops was
that I spent a little more time painting
them. Specifically I painted the raised
detail on the banner and applied a little
Bestial Brown to both models’ noses
and cheekbones.

Bestlal Brown

5

Chalnmall

Blood Red

Brown Ink Burnished Gold

&

Chestnut Ink

~

Shining Gokd

Gold Metal

I applied three coats of Shining Gold to
make a solid colour, and decided to leave the
weapon blades as they would be painted a
different colour. I was pleased that the
models looked quite nice even at this stage.

I I was now able to look at the models

e as a group and decide what other
effects 1 wanted to apply. The sections
of metal needed to look more defined
so I applied a wash of Chestnut Ink,
which brought out all the detail of the
armour, as well as shading the model.

Cloth

Easterlings feature two elements; dark red
cloth and gold armour.

2 Now the models’ armour looked a little l After undercoating the miniatures
o too dark so I overbrushed it with <
Bumished Gold. which helped to
brighten the armour again. whilst
retaining the definition.

it a coat of Scab Red.

&

3 The final touch was to overbrush the 2 It was then a small matter to paint a
e weapon blades with Chainmail and o layer of Blood Red onto the rised
apply a coat of Brown Ink, as well as
finish the bases to fit in with the rest of
my forces.
on the model Chaos Black.

black, I began with the cloth, painting

arcas of cloth to finish it off. I left the
cloth around the face, the spear shaft,
boots, gloves and any straps or sashes

e e e m————



aving battled across rivers, hills

and flat plains with their

growing armics, it scems like a
good time to try a sicge. Next month
the guys take time out to build a fortress
for Adi to launch his Orcs against,
while Steve takes the opportunity
to build a sicge engine to fit a specially
designed bastion in the castle walls.
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THE BEACONS ARE LIT!

New troops for The Lord of The Rings

Mat Ward introduces detalls for including
warriors from the further reaches of the
realm of Gondor. For this is the mightiest
of Men's kingdoms, whose possessions are
located far and wide. There are many
people who pay allegiance to the Steward
of Gondor, and many warriors who are
prepared to rally to the banner of the
White City.

he fief of Lamedon lies to the cast of

Minas Tirith, nestled in the shoulders of
the Ered Nimrais. The swarthy Men of this
land are not of the blood of Nimenor; their
heritage traces back to the days before the
voyage of Elendil. Though they are subjects
of Gondor and stand as one with the other
fiefs in time of war, the clansmen of

the beacons are lit to summon Rohan to

Gondor’s aid. In the book, the beacons
also summon troops from the various
fiefdoms of Gondor, a truly vast realm that
stretches from the mountains of Mordor to
the Great Sca. In this article we'll take a

LAMEDON

Lamedon remain fiercely independent in all
else, trading little with the neighbouring
ficts of the Morthond and Ringl6 vales. The
foothills of the Ered Nimrais have always
proved a harsh place to live, for little grows
in the rocky soil, but it is not simply the
trials of day-to-day life that make Lamedon
a difficult home. In the middle years of the
Third Age, the mountains teemed with Orcs
who would prey upon the uplands of
Lamedon. Though their numbers are now
much reduced, mids upon the settlements of
Lamedon are more common than not. Faced
with this threat, each farm or village in the
ficf will always respond to a cry for help
from its neighbours. Worse yet, upon a hill
on Lamedon’s border with Morthond, lies
the stone of Erech, a jet-black globe sunk
into the ground. This stone, brought by
Isildur out of Ndmenor, has become the
trysting place of the Shadow-men of the
Dwimorberg, whom Isildur cursed as

In the movie of The Return of The King,

Clansman of Lamedon

F S D
Clansman 3/- 3 4
Wargear

look at these diverse lands, united in their
allegiance to the empty throne of Gondor.
Also included are some profiles and
coaversion ideas for troops and Heroes
from those lands that you can use in your
games. Just remember to get your
opponent’s permission first!

oathbreakers in ages past. This forgotten
people and their King are doomed to await
the day when an heir of Isildur releases
them from the curse. Until then, the lands
about Erech remain the home of those who
arc dead. and the living go there not.

There are few chicftains amongst the people
of Lamedon, for the Men of that land must
be self-sufficient to survive. Rather, all Men
of Lamedon are bound to the command of
their licge-lord, Angbor, whose bravery has
more than once kept his people safe from
invasion. Angbor aside, the Men of
Lamedon follow the commands of others
reluctantly. Across Gondor, their grim and
indomitable nature is well known, as is their
desire to be left alone and, for the most part,
they are keft alone. Few would willingly
exchange their comfortable lives in the
lowlands of Gondor for a rugged existence
in the wild hills.

Points value: 7

Clansmen of Lamedon carry a shicld and a hand weapon.

Special Rules

Independent. The folk of Lamedon are strong-willed and intolerant of those in authority.
They do not benefit from any Hero’s Stand Fast! ability other than Angbor’s.

Mat Ward made this Clansman from a Wildman of Dunlending. The axe was taken from a Rider of

Rohan, and the shield from a Warrior of Gondor.

Angbor of Lamedon

F S D
Angbor 4/- 4 5
Wargear

Points value: 60

A W [ b Might: 3
2 2 6 Will: 1
Fate: 1

Angbor carrics a hand weapon and wears armour.

To make Angbor, Mat Ward replaced Théoden’s head with that of Isildur, sculpting a beard from

Green Stuff as he did so.

e e



ANFALAS

he Langstrand, or Anfalas, sits between

Pinnath Gelin and the Bay of Belfalas,
and between the Lefnui and Calenhir rivers.
Much of this land’s wealth comes from the
fishing fleet that trawls the waters of the
clear bay, the bounty of the sca then traded
with the neighbouring Green Hills. The
people of the Langstrand are simple folk.
Largely unaccustomed to the ways of war
on land, they arc poor combatants when
called upon to fight. In truth, they rely on
the forces of their trading partners in
Pinnath Gelin to keep them from any

Hunter of Anfalas

F S D

Hunter of Anfalas 2/4+ 3 3
Wargear

invasion that comes overland, but against
threats from the sea they are better
prepared. Being a coastal province, Anfalas
is often preyed upon by the Corsairs of
Umbar, whose black flect mids all along
Gondor’s southern coasts, and it is this
threat against which they have kearned to
fight. Their ships, though neither as mighty
nor as numerous as the great vessels of Dol
Amroth. are handled with great skill by
sailors who will fight like men possessed if
boarded. It is a bold Corsair captain indeed
who raids the Langstrand.

Points value: 5

—
(58]

Hunters of Anfalas carry bows and hand weapons.

This Hunter's body is that of a Warrior of Rohan. The left hand has been replaced with that from a
Warrior of Minas Tirith, while the sword in his right hand has been clipped shorter in length 1o
form a dagger. The head was carefully reshaped with a craft knife before having some hair

sculpted on with Green Stuff.

T E————
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MORTHOND VALE

he Morthond river flows out of the Ered

Nimrais and into the Bay of Belfalas, its
headwaters forming on the slopes of the
infamous Dwimorbesg. Its name, which
literally means ‘blackroot’, comes from the
fact that in the early stages of its course, its
path lies ever under the shadow of the
mountains from which it springs. As the
river lives in this shadow, so too do many of
the people of Morthond. As their fellows in
Lamedon, the people of the Blackroot
valley strive against the attacks of the Ores

—— ot

that live amongst the snow-capped peaks to
their north, but the Morthond vale is a far
more forgiving land than that of Lamedon
and supports a far greater population.
Because of this, there are enough able-
bodicd Men for the people of Morthond to
fight back against their attackers. In the
extreme north, upon the foothills of the
Ered Nimnais, it is common to see Orcs vie
with the warriors of the valley below,
fighting ficrcely for supremacy by the
headwaters of the Blackroot river.

Bowman of Morthond Points value: 7

F S D A W
Bowman of Morthond 2/4+ 3 4

(ST

Wargear
The Bowmen of Morthond wear leather armour and carry longbows (EIf bows).

This Bowman of Morthond, by Sam Lee, has had the horsehead crest of his helmet removed with a
file before being painted in a striking new colour scheme.

The Fiefdoms answer the call of Gondor.

e




ossamach is one of the oldest of

Gondor’s many ficfdoms, and like
Minas Tirith, Lossarnach lies in the shadow
of Mindolluin and borders onto the great
rver. It has always been the first fief to
lend aid in time of war. Due in no small
part to this, the warriors of Lamedon are as
well-trained as those that guard the White

ol

PINNATH GELIN

pon Gondor's westem periphery,

between the Calenhir and Lefnui rivers,
lic the Pinnath Gelin, the Green Hills of
Gondor. Sundered as it is from both the Ered
Nimrais and the Bay of Belfalas by many
leagues, it is a rare thing for either Orcs or
Corsairs to set foot upon the Green Hills.
Even so, the lords of the fief have ever
maintained a sizeable force of warriors-at-
arms. Even more warriors guard the trade
wagons that joumey castwards to Morthond
Vale, Dol Amroth, and Pelargir, and
northwards to Rohan, and thence to Eriador.
It is here that the Men of Pinnath Gelin
receive most of their training, defending
vulnerable traders from bandits and Orcs.
Though relatively inexperienced in battle,

Warrior of Pinnath Gelin

F S D
Clansman 2/- 3 6

Wargear

their armour is amongst the finest available
in Gondor, purchased with the profits from
the goods that they guard.

As the beacons were lit to signal that war
had come to Minas Tirith, Hirluin, the lord of
Pinnath Gelin, resolyed to ride to the aid of
the White City, even though scant days
before he had beheld a premonition of his
death in battle before its walls. Mustering as
many warriors as he could spare from the
defences, Hirluin travelled for many days
through the southlands of Gondor, until at
last arriving at the Tower of Guard. In the
great battle outside the city walls, he fell
alongside many of his folk, fighting bravely
in defence of his home.

Points value: 8

A W C
1 1 3

Warriors of Pinnath Gelin carry a shicld. a spear, and wear heavy armour.

Sam Lee’s Warrior of Pinnath Gelin is made from a Warrior of Minas Tirith, whose head has been

replaced with that of a Warrior of Rohan.

LOSSARNACH

City itself. The one clement in which they
differ from their comrades is in their
weaponry, for they wicld massive broad-
bladed axes instead of the more
commonplace sword or spear.

The Men of Lossarnach take great pride in
their axes, some have been handed down
from father to son for many hundreds of
years. Indeed, the tradition of their use goes
back to the carliest days of Gondor. As the
tale is told in Lossamach, the first lord was
granted dominion over the land for his
valorous deeds at Andrion’s side whilst the
High King’s son held Osgiliath against
Sauron’s forces. The battle went ill, and the
prince was forced to flee down the Anduin.
Though he escaped the besieged town he
was set upon by Orcs as soon as he reached

Axeman of Lossarnach

F S
Axeman of Lossarnach 3/- 3

Wargear

the shore. Andrion was a prince from out of
Namenoe, one of the mightiest Men of his
age. But powerful though he was. the Orcs
were too great in number. Andrion would
have fallen but for the intervention of a
small watchtower garrison who had seen
his plight from afar and hastened to his aid.
Many of the warriors fell in Andrion’s
defence, but their captain, Brandil, fought
without pause with skill and courage.
Taking up a great axe from a slain Orc
chieftain, he tirclessly struck down those
who would assail his wounded licge until
the valour of the Orcs crumbled, and they
fled before 2 man they seemingly could not
kill. When Andrion returned to Osgiliath, he
did not quickly forget the deeds done in his
defence and gifted Brandil with the lordship
of Lossarnach.

Points value: 7 r

A w C
1 1 3

The Axemea of Lossamach wear heavy armour and carry two-handed axes. They may carry a

banner at additional cost:

Banner

25pts (maximum of one per hero per force)

Mat Ward's Axeman of Lossarnach is made from a spare siege engine crewman whose arms have
been set in a new position. The axe is made from a brass rod and the head of a Khazid Guard axe.
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he city of Dol Amroth lies between the
Gilrain and Ringlé rivers. Dol Amroth’s

great strength is belicd by the beauty of its
form — the slender towers that look out over

————

DOL AMROTH

the sea and the walls that bound the city are
as strong as the carth in which their
foundations are set. Indeed. in the middle
days of the Third Age. a place of lesser
endurance could not have survived. caught as
it was between the Ores of the Ered Nimrais
and the Corsairs of Umbar. The lands
belonging to Dol Amroth stretch for many
Ieagues along the windswept peninsula.
Though many Elf-ruins of the Elder days are
encompassed within the boundaries of the
land, it has been claimed as part of Gondor
since the Men of Namenor first settled here.
These Men were Elendili, the Faithful of
Niamenor, whose allegiance to Elendil and his
sons saved them from the sundering of their
land. Under their rule, the lands prospered and

Men-at-arms of Dol Amroth

F S D
Man-at-arms 4- 3 5
Wargear

M

soon Dol Amroth was home to a great post,
rivalling the Elven havens at Lindon.

In the closing days of the Third Age. Dol
Amroth is subordinate only to Minas Tisith in
importance and influence. Its current prince,
Imeahil, holds a scat on the council of Gondor
at the right hand of Dencthor. It is said that
the princes of Dol Amroth have Elven blood
flowing through their veins — the result of a
rumoured union between the first prince and a
survivor of the Elf-queen Nimrodel's ill-fated
expedition. None can prove his claim for, if
this EIf ever cxisted, she has long since
passed into history. Regardless of its source,
none can deny the noble spirit that is the
hallmark of the lords of Dol Amroth.

Points value: 8

Men-at-arms of Dol Amroth wear heavy armour and carry hand weapons. They may be given

additional equipment at the following cost:

Shield Ipt
Spear ipt

Banner *25pts
*maximum of one per Hero in the
same force

A Warrior of Minas Tirith with the Dol Amroth heraldry of a white ship replacing the White Tree.

RINGLO VALE

he River Ringl6 pours endlessly into

the Bay of Belfalas, sundering the lands
of Dol Amroth to its south from the hills of
Lamedon in the north. Though in title the
Ringl6 Vale is a fiefdom in its own right. in
reality it is an extension of the lands of Dol
Amroth, for the two lands act as one in
most things and bow to the wishes of the
Prince of Dol Amroth. The verdant valley
provides much of the sustenance for Dol
Amroth and its domain, while in exchange
the fabled knights of the haven train the
warriors of Ringlé Vale. No warmer accord

Warriors of Ringlo Vale

F S
Warrior of Ringlé Vale 3/- 3

Wargear

in all of Gondor cxists than that between
Dol Amroth and Ringlé Vale, a tradition
that goes back to a time before the fiefs of
Anfalas and Pinnath Gelin were established.
In the carly days of the city of Dol Amroth,
it alone bore the brunt of ceaseless Corsair
raids, and its strength was thinly spread to
confront this threat. Had the men of Ringlé
not vied with the growing numbers of Orcs
to the north, then Dol Amroth would surely
have been enveloped and destroyed. This
unity forged a fricndship that would endure
for a thousand years and more.

Points value: 7

=
=
oM

Warriors of Ringlé Vale wear armour and carry hand weapons and shields. They may carry a

banner at additional cost:
Banner

Special Rules

25pts (maximum of one per hero in the same force)

Warrior Bond. Warriors of Ringlé Vale receive a +2 bonus to their Courage if any Men-at-
arms of Dol Amroth arc present on the battlefield.

This model uses the body of a Warrior of Gondor, and the head and shield of a Warrior of Rohan.

e
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PELARGIR & LEBENNIN

T here are few great havens where large
vessels can make berth scattered
throughout Middie-carth. The Grey Havens
of Lindon, the abandoned quays of
Edhellond, the Corsair city of Umbar, and
the harbours of Dol Amroth are some of the
most famous, but one of the greatest havens
is that of Pelargir. The largest and oldest of
all the havens established by the might of
Nimenor, and chief amongst the Havens of
the Elendili, Pelargir has seen much of the
history of Gondor. Plague, Kinstrife, war and
famine have all left their mark upon Elendil’s
kingdom, but Pelargir has endured it all.

As Gondor's primary seaport and home of
her fleet, Pelargir has enjoyed great wealth
but. as the southernmost of Gondor’s
ficfdoms, has also always borne the brunt of

attacks from the lands of Harad. Despite their
position of constant danger. the people of

Warden of Pelargir

F S

D
Warden of Pelagrir 3/4+ 3 B

Wargear

equipment at the following cost:

Shield Ipt
Bow Ipt
Spear ipt

Pelargir have always maintained the
traditions of Gondor with pride and dignity.
Yet, although they dwell on days gone by,
the hosts of Pelargir are not to be casily
discounted. for Harad has ever been a
troublesome ncighbour and its belligerence
provides excellent training for young
warriors. Where all other hosts of Gondor
have changed their heraldry to reflect ten
centuries of Steward rule, the ships and
Pelargir still bear the heraldry of Elendil. So
too do the warriors of Pelargir, known as
Wardens — a term that has long since passed
from use elsewhere, carry the White Tree
and seven stars upon their shields. Their
armour and weaponry is preserved from the
time of the Last Alliance and is bequeathed
from generation to generation. To see the
forces of Pelargir assemble is to look upon
an army out of ages past, mustered below
the banner of the High King.

Points value: 7

A W

C
1 1 -

Wardens of Pelargir wear armour and carry hand weapons. they may be given additional

Banner* 25pts
*maximum of one per Hero in the
same force

This Warden of Pelargir is fashioned from a Warrior of Rohan, with a head and shield taken from a
Warrior of Gondor. The end result is something that pesfectly represents a soldier of Pelargir.

Corinir of Pelargir

F S

D
Corinir of Pelargir 4- 4 6

Wargear

Points value: 60

A W C Might: 3
2 2 4 Will: 1
Fate: 1

Corinir of Pelargir wears heavy armour and carrics a Ndmenérean longsword (Elven blade).

Corinir of Pelargir is the opposite of Angbor, using the head from Théoden atop Isildur’s body.

f course, these are simply the

ficfdoms that carn renown in

the book of The Lord of The
Rings. There are many others that
haven’t been covered here. For example,
the inhabitants of the isle of Tolfalas,
south of Pelargir, or the inhabitants of
Andricn. There are fiefdfoms to be
explored further north, perhaps at Tol
Brandir or in the Brown Lands. The
north kingdom of Arnor and its
successor kingdoms of Rhudaur,
Cardolan, and Arthedain also beckon,
with histories and tales all of their own.
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DARK & LIGHT

A Painting Guide to the Armies of Middle-earth

Painting large forces need not be a drawn
out affair. Here are two warhosts which
were painted relatively quickly using simple
techniques and basic colours.

ave Taylor's Minas Tirith warhost
D was painted over a period of three

days. To complete his force quickly,
he used a number of simple painting

techniques. Rather than showing how he
painted cach miniature, we have broken

Knights of -
Minas Tirith ‘
Chaos Black,
Boltgun Metal,
Mithril Silver,
Codex Grey,
Bronzed Flesh,
Scorched Brown,
Bestial Brown &
Burnished Gold.
Note: The
banner was first
painted with a
mix of Chaos
Black and Codex
Grey. It was then
highlighted with
Codex Grey
before the relief
detail was
painted on.

down the techniques he used on different
arcas of cach Warrior of Minas Tirith.

* Flesh: Basecoat of Tanned Flesh, highlights
of Dwarf Flesh and then EIf Flesh.

* Armour: Basccoat of Boltgun Metal,
wash with thinned-down Black Ink, final
highlights of Mithril Silver.

» Leather Harmess and Boots: Basecoat of
SO¢50 mix of Scorched Brown and Codex
Grey, highlights with Bleached Bone
added to the basecoat mix.

* Horses: Basccoat of Scorched Brown,
highlights with Bestial Brown.

Warriors of Minas Tirith

Chaos Black, Boltgun Metal, Mitheil
Silver, Codex Grey, Burnished Gold,
Bronzed Flesh and Scorched Brown.

Citadel Guard

Chaos Black, Boltgun Metal, Mithril Silver,
Codex Grey, Skull White and

Burnished Gold.

Captain Faramir

Chaos Black, Boltgun Metal, Mithril
Silver, Codex Grey, Catachan Green and
Bronzed Flesh.

e =
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The Orcs of Mordor are a ragtag bunch,

with no two Orcs looking or dressing alike.

They are often armed, armoured. and
clothed from what they can scavenge from
their victims. By simply swapping colours
around on your Orcs, you can paint a host
of them quickly, even though their

appearance will vary slightly from model to

model. Our sample warhost is from the
Games Workshop US Glen Bumie Hobby
Ceatre and was painted the night before a
big event for The Lord of The Rings.

* Flesh: Orc Flesh varies from model to
model] from brown to green. The models
in this warband have a predominately
green sheen to them. Below is a
description of how the Glen Burnic staff
painted Orc Flesh. You can darken the
tones from model to model by adding
more Codex Grey to the mix or by using
a darker green like Catachan Green.

The flesh was basecoated with a 50/50
mix of Goblin Green and Codex Grey,
highlighted with a 50V50 mix of Goblin
Green and Rotting Flesh, and finished
with a final highlight of Rotting Flesh.

* Armour: The armour was basccoated
with Tin Bitz, drybrushed with Mithril

R

Silver, and washed with a thinned-down
S(V50 mix of Black Ink and Chestnut Ink.

* Leather and Fur: Here are some of the
colour mixes used by the Glen Bumic
Hobby Centre staff to paint these parts of
the models.

Dull Red: Basecoat of Scab Red.
highlights of Red Gore.

Dull Green: Basecoat of Catachan Green,
highlights of a 50/50 mix of Catachan
Green and Rotting Flesh.

Brown: Basecoat of Scorched Brown,
highlights of Snakebite Leather.

Light Brown: Basecoat of Bestial Brown,
highlights of Snakebite Leather, final
highlights of Bleached Bone.

Mordor Orc Captain
Chaos Black, Codex Grey,
Tin Bitz, Chainmail,
Scorched Brown,
Snakebite Leather
and Catachan Green.

Mordor Orcs

Chaos Black, Codex Grey, Tin Bitz,
Chainmail, Scorched Brown, Snakebite
Leather and Catachan Green.

Ringwraith
Chaos Black, Codex Grey, Chainmail,
Mithril Silver,

Bumished Gold and

Snakebite Leather.
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A STRATEGY BATTLE
The Light versus the Dark

A mighty realm, Gondor stretches from the mountains of Mordor to the Great Sea and its peoples are split into many fiefdoms.
It is the enemy In the lands of Mordor that unites these lands In a common cause. From this dark and terrible realm huge legions
of Orcs march forth, alongside hulking Trolls and the other servants of the Dark Lord. Gondor must be strong in these uncertain
times, lest the dire armies of Sauron eclipse the light of the Free Peoples and blanket all of Middle-earth into a second darkness.

The models on the page below can be used as a basis for converting your own Gondor fiefdom troops as shown in this Issue in
The Beacons are Lit (page 126), whereas as the models on the opposite page can be used as evil adversaries in your battles.

These models are avallable from direct sales
4
fy

Helm's Deep Gamling & Théoden £9 Wiid Men of Dunland
Cortans 3 random models Snadar e
fav ~ Vo

Men of Gondor Spearmen Islidur & Elendll
Cortans 3 random models - S . o 1o
ey «\i
This model Is avallable from
direct sales only*
BN

Heroes of the West: Faramir £5 Warrlors of Minas Tirith Command
Contans 1 andom Captan and 1 random Standard ::,' :;;:
) “~\N

fux o

Thess modkls are zalabies vl oar Hobly Stoces and [ndependent siocksrs, e wadadis at awwganesworkshop.com/ storefront o direct oo QS 51 40000

lern markad M2 20 * am caly oty by ordering dlrct W2 the Ingoee order poleg, By caling OIS 51 40000 or via cur webelts 21 WWWQATELWOrSAOR CoUR / onfroet.




This model Is avallable from
direct sales only.*

Orthanc Saruman £5

Two Towers Saruman £5
Dvaract wasm
Sodar s
ba «Jo

Mordor Orcs Boxed Set £IS
Contans 24 plastic models. ‘:.::.‘ ~ t} :
(2] “NR

Mordor Orc Command

Contans 1 random Captain and 1
random Basner Bearer,

Mounted Ringwralth

Contains 1 random model

Mordor Troll Boxed Set Ringwraiths
O L

Contans enough parts %o make 1 Mordor Troll Sevive oy Cortans 1 random model
. P

Prices guoted are for prodts sold by Garses Workadop throagh s Onn 530res, Gogoe of welike, Indipendent malkrs an respoasbi foe deterrelalag thelr own prices
Modeh showa at 7S% aniass ocharwhie stated. All Informeation cormct at dres of going 10 prass.
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THE BATTLE OF THE PELENNOR FIEMDS ORD2RING

a STRATEGY BATTLE GAME %




