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WOZS1,
• Bailie Report:

Skaven vs lIzardmen
• The Voyage of Yin·Tuan
• Daemonhunler

Adversary armies
• Chronicles:

Vallen
• Painting Masterclass:

Grey Knoghls Dreadnougln
• Heroes & Villains:

Cypher

WOZS7,
• Two BallJe Reports:

High Elves vs Dar1l: 8ves
Minas TInlh

• Horus Heresy eCG
• Dark Elves reviSions
• Regiments of the

Imperium
• DesIgners notes:

The Return of The King
• PaloMO Maslerclass:

Heroes 01 the West

WOZSZ,
• Free Black library

Novella
• Two Battle Reports:

Cadians vs Dealh Guard
The Walcher in the Water

•Taclica:
Utthw6 Strike Force

• SIano Mage-Priest
colour schemes

• Designer's notes:
Eye of Terror

WOZSS,
• Free Warhammer

Armies: kislev Booklet
• Three Banle Reports:

Alour-player
Wartlammer battle
AmunJ.pIayer The
Return of The Kino battle
AAre Wamof based
mini-battle

• Index Aslartes:
Crimson Fists

WOZS3,
• Free Path 10 Glory

Booklel
• Two Battle Reports:

Bailie lor the Basilica
Shadow & Flame

• Preview:
Beasts 01 Chaos

• IndelC Astartes:
Space Wolves
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Saurus Spawning Pools
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WOZS9,
• Battle Report:

Space WOlves vs
Iron Warriors

• Mike Walker:
Dice rolling!

• Heroes & Villains:
O'Shovah

• Chapter Approved:
Tyranid Bio-weapons

• ChronICles:
Cutt of Ulric army Nsl

WOZS4,
• Free Eye of Terror

Campaign Poster
• Two BailIe Reports

Bailie lor the Basilica
The Seven Sigmarites

• Bloodlands Campaign:
Part One

• Designer's noles:
Beasls 01 Chaos

• scenery WOrXshop:
Moria lerrain
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WOZ90,
• Free Golden Demon

Booklet
• Battle Report:

Necrareh vs
Dwarfs

• Deslgner's Noles:
Bretonnians

• Heroes & Villains:
Ghazghkull

• Chapler Approved:
Ork Clanz

WD28S:
• Bailie Report:

Beasts of Chaos vs
Wood Elves

• Index Malleus:
The lost ar<Il!le Damned

• Painting Workshop:
Beast Herd

• Painting Masterclass:
Dragon Ogre Shaggolh

• Scenery Workshop:
Building a Barrow

WOZ9t
• Battle Report:

Necrons vs
Chaos Space Marines

• Taetica:
Death Guard

• Olde Weirde's:
Army 01 Sylvania

• Epic: Armageddon:
Speed Freeks

• Index As:artes:
Techmarines
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• Free Warhammer Card

Reference Sheel
• Battle Report:

Orks vs Imperial Guard
• Preview: Fire Warrior
• Bloodlands Campaign:

Part Three
• Taetica:

Wood Elves
• Scenery Wor1<shop:

Building aChaos Tree
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WOZ9Z,
• Battle Report:

Tomb Kinos vs
Brelonnians

• Chapler Approved:
Creatures

• Warhammer:
scenario Generator

• Epic: Armageddon:
Steel legions

• Designers' Noles:
Witch Hunters
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You'll receive:
• Your crisp, new issue rushed to your

letterbox, hot off the presses.

• Peace of mind knowing that you'll never miss
a released issue of your favourite magazine.

• Special offers - as a subscriber you'll also
be able to buy tickets for events such as
Games Day a week before they go on
general sale.
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Can't wait to get your eager
paws on the next issue of
White Dwarf?

luckily, there's no need to
worry - by subscribing you'll
get your copy up to a week
earlier than usual ...



A
s we finish this issue off
we've just taken the first
few tentative steps into

the increasingly cold month of
March. Not long now until the
Lord of the End Times, Archaon
begins his assault on the
Empire and attempts to kill the
god Ulric in Middenheim in this
summer's worldwide
Warhammer campaign. When it
all kicks off in the summer the
air is going to be filled with the
roar of charging knights, the
clash of sword on shield and a
dazzling display of sorcery as
wizards duel for control of the
battlefields.

Yet despite all this you could be
forgiven for thinking White
Dwarf had leapt back in time to
Christmas...

This month ...
This month sees the
release of the first Fanatic
magazine - a publication
aimed very much at
veteran gamers and
covering our range of
Specialist Games
(Mordheim,
Necromunda,
Warmaster, Epic:

Armageddon, Battlefleet Gothic,
Blood Bowl and Inquisitor).

Fanatic magazine and Christmas
- what have they got to do with
each other? Well, if you're a
subscriber to White Dwarf you
should have received a very nice
present - the first issue of
Fanatic magazine bagged free
with this issue!

We thought that the new
magazine, aimed at veteran
players, would be of great
interest to you veteran hobbyists
and was also a splendid reward
for taking out asubscription to
White Dwarf.

If you're not asubscriber yet
you may want to turn back the
page and peruse our
subscription offer or risk

Paul 'Fat Bloke' Sawyer
Editor

missing out on more of these
rewards in the future ...

Next month...
With the Storm of Chaos
brewing ahead of hostilities in
the summer we've had aword
with those nice chaps in BL
Publishing about aStorm of
Chaos related novella which we
wanted to give away free to
White Dwarf readers.

Happily they were only too
happy to help out and so next
issue you'll be getting a free 64
page novella, Chaos Rising!

The bulk of the book is taken up
with an exclusive story by the
ever-popular Dan Abnett which
ties in closely to his Riders of
the Dead novel. In addition it
also has some very atmospheric

extracts from other
BL books set in and
around the Storm of
Chaos. The novella is
an ideal way to
prepare yourselves
for the coming
campaign whether
you are intent on
taking Middenhiem or
repelling the dark
alliance threatening to
consume it.

And there's more.oo
Not content with giving
all our subscribers a
free copy of the first
Fanatic magazine and
then giving all our
readers a free Novella
we'll be following that
up in two issues time
with a free poster map
for the Storm of Chaos.

Until next month,
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reserves? Exactly - using Drop
Pods. And when aDrop Pod lands,
YOU'll know about it. Obviously,
brakes are a pre-heresy concept...

And for the first time in a real-time
strategy game, there's adistinction
between ranged combat and melee.
When units get within spitting
distance, they stow their guns and
pull out the knives and choppas 10
go toe-to-toe with the enemy. Such
sequences are a joy to see, and
never short of spectacular as blades
flash, pistols bark. and power
weapons hurl shaUered bodies
fiailing through the air.

It's big, it's messy, irs noisy... just
like battles in the 41 st millennium
should be. Relic are anticipating a
September release, so make a date
in your diary - and some space on
your hard drive!

LEADING THE CHARGE
HQ models are very important to your anmy and, just like Warhammer
40,000, they can be equipped with rare or exotic weapons to help swing
the balance of a baUIe. This Space Marine Commander sports amighty
Thunder Hammer, which flings his enemies metres through the air as tt
discharges a fearsome boll 01 electricity. Character models can also be
a«ached to Inlantry units, to improve their morale and bolster their
firepower - just as you'd expect them tof

Of course, it helps that hait at the
guys at Relic are Warhammer
40,000 addicts themselvesl And
their intimate knowledge of the
game and its historical and racial
background is coming in very handy.
So far, three playable races have
been announced - Space Marines,
Chaos and 000, each of which
boasts the troop types and weapons
that you'd find in the relevant codex.
There's a fourth playable race on the
cards too, but they've asked us to
keep shtumm about that, as they
want to keep it a surprise!

Dawn Of War is jaw-droppingly
detailed. Every unit in the game is
packed to the hilt with detail, from
the rapid rotation of aheavy boller's
ammo-hopper to the service studs
in a Space Marine Commander's
forehead. The game allows you to
loom in for extreme close-ups, or
zoom out for a complete view of the
battlefield, and the graphics really
do the giant battle-scenes justice.

Morale is, of course, a big part of
the game, and certain weapons
cause terror in their victims. Hit a
squad with sniper fire or a couple of
flamers, and its morale will
plummet faster than aSpace Marine
drop-pod. Speaking of which ... how
do you think Space Marines

, reinforce their numbers with

Though the UUramarines leature in these earty shots, a.-Space
Marlne chapler Is being created for the game.

What does an Ork Killer Kan look
like as it lumbers inlo baUle? How
awe-inspiring would it be to see an
assault squad of Space Marines
soar down into combat on flaring
jump-packs, their chainswords
buzzing in ablur of silver and red?
And just how many Or1<s can a
Space Marine Oreadnought bowl
over with asingle swipe of his
mighty close combat arm?

These are the kinds of sights you'll
see in Warhammer 40,000: Dawn Of
War, the new real· time strategy
game based in the Warhammer
40,000 universe. It aims to bring
Warhammer 40,000 to life like no
other computer game, and while it's
still deep in development, the
resulls look mighty promising.

Those of you who play PC games will
be familiar with the real-time strategy
genre. popularised by games such as
Command and Conquer. Indeed, Reilc
Entertainment, Ihe Dawn Of War's
developers, are well-versed In real
time strategy -they're the architects
of the brilliant Homeworld series of
games, which involved the tactical
command of vast fleets of starships.
Now they've turned their attention to
the baUlefields of the 41 st
millennium, and the struggle that
rages between humanity and
its foes.

THE NEWSI....- _
WARHAMMER 40,000: DAWN OF WAR
REAL TIME STRATEGY WARFARE SET IN THE 41 ST MILLENNIUM.

6 THE NEWS
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Each week it is Games Workshop Online's mission to bring you all Ihe latest
news and information on what's happening at Games Workshop and with the
hobby, via the UK's very own Games Workshop website! Here's some
examples of whal you'll find:

• New releases
• New hobby articles
• Rumours
• Reviews
• Event information
• The poll of the week
• Sneak peeks of upcoming

miniatures
• AWhite Owart contents preview

and much more...
Games Workshop Online also brings
you all the news from other exciting
areas, such as Forge World, Specialist
Games, Black Library elc.

In addition to this we strive to put at
least one article for Wamammer,
Warhammer 40,000 and The lord of
The Rings on the website every week.

Don't miss out on the latest news, visit

www.games·wo....hop.comtneWS/news.uk

I GAMES WORKSHOP ONLINE

We are always looking for keen and
enthusiastic staff to work lor Games
WOr'<shop, both in our retail chain of
120 hobby centres in the UK and
across Europe, as well as at our
head office in Nottingham.
All you real~ need to work for
Games WOrXshop Is the right
attitude and the desire to have a
great career, though aknowledge of
the Games Workshop hobby is
obvious~ desirable.
In relurn, we can offer competitive
rates of pay and acomprehensive
henelits package. Check out our
current vacancies on our website at:

www.games-workshop.com!
employmenVemployment.UK

Asmall example of the vacancies
ClJrrentty available are:

• Direct Sales Hobby Specialisls
• Retail Trainee Siore Managers
• Apple Mac Operator
-logistics Co-ordinator

CAREER
OPPORTUNITIES AT
GAMES WORKSHOP

FORGE WORLD NEWS
From Ihe infemal furnaces of Forge
World comes amighty roar of
Daemonic power! Sculptor Daniel
Cockersell is hard at work on this huge
Greater Daemon of Khorne. To the top
of its head the beast stands a massive
5'(13cm) tall. As you can see, ils
wings are even larger, No doubt he'll
be mincing his foes on many a
banlefield when he is
finally complete.

www.gomes-workshop.co.uk 7



THE NEWS
ARMIES OF CHIVALRY
Armies of Chivalry is the new
release from Warhammer Historical.
Set in the late medieval period,
1330-1500AD, the 54-page book
contains medieval special rules and
19 army lists that allow you to
relight the battles 01 the 100 Years
War, War of the Roses and the Rise
of the Qtloman Empire.

The lists are: 100 Years War
English, 100 Years War French, 100
Years War Scots, Free Companies.
Italian Condotta, Low Countries,
Holy Roman Empire. Teutonic Order,
Poland, Romanians, Russians,
Hungarians, Ottoman Turks, last

Byzantines, Hussites, French
Ordonnance, Burgundy, Swiss and
War of fhe Roses.

That's a whole lot of warfare!
Armies of Chivalry is out now and
costs £15.

Warhammer Historical is also
beavering away on Spartacus. This
campaign supplement gives you the
rules fo replay the biggest slave
revolt in the Roman Empire's
history, memorably brought to life
in the film starring Kirk Douglas.
The book will contain lists for the
Romans as well as the army of the
slaves, plus details of all fhe major

engagements of the revolt.
Warhammer Historical explained to
us that the army lists in the book
are also useful for building forces
focusing on the forces of Roman
occupation, and the armies of the
less-barbaric 'barbarians' such as
the ancient Celts.

Spartacus will be ready later
this spring.

Full order details are available at
warhammer-hlstorlcal. com.

Alternatively call Rob Broom on:
01159168466.

ONLINE

NEW WEBSITE REVEALED

An Ogre banles valiantly agafnst an Ore.

An unfortunate encounter with a couple of Ores near a doomed Reikland farmstead.

ill a question regarding the game,
and the site will answer it lor you!
How clever is that? There are also
tons of interviews with the creators,
giving you a real insight into the
game world. LeI's face it, with a
website as atmospheric as this,
the game is definitely going to
be awesome.

The site is updated regularly, so it's
well worth adding to your
bookmarks and checking it oul as
often as possible.

Until Warhammer Online comes
out. we'll be keeping you posted on
the latest developments. Until then,
here's some cool screenshots to
keep you going.

Warhammer Online have a brand
new website! After extensive
redevelopment, the thoroughly
updated version of
www.warbammeronllne.comis
now live. with brand new images.
race details and background
information, not 10 mention the fact
that you can now sign up for their
hot press newsletter, whose
exclusive news content will be
beamed direct to your computer by
the arcane power of e-mail!

The site features loads of cool
features, including dynamic
character models. exciting images
and a fantastic Frequently Asked
Questions search engine. Just type

8 THE NEWS
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INTRODUCING THE NEW FANATIC MAGAZINE

~HII.
Fa. 1n¥611 EtIIDt.

ThiS month White Dwarf's younger
and slightly more rebellious (she'll
grow out of n) sister publication,
Fanatic magazine, enters the fray.
Andy Hall, Fanatlc~ editor explains.

AIdy: Many 01 you who read our
small but perlectly Iormed game
C81lbic magazines will be aware of
their disappearance of late. This is
because they have been bought
togeIher. rlpped apart and
reformed into a monster 
someIhing thel truly is greater than
the sum 01 its partsl

The Fanatic Studio has been
around supporting the Specialist
Games Range for a few years now.
As the department has grown we
have wanted to Increase the qualliY
of our output.

This Includes the figures we
produce as well as our online
presence and paper product.
Fanatic magazine Is the resuli 01
that evolution.

Fans 01 the Specialist Games
Range can now look forward to a
monthly (from issue three) full
colour, White DwarI-siZed
magazine. This new Iormal will
ellow US 10 Increase the quality 01
the content as well as how II is
presented. It's also worth noting
thel Fanatic magazine is aimed at
older hobbytsls and so some
content may not aJways be sullable
lor younger readers.

So, aller talking Ii all up I bel your
dying to know what's In the 1I1S1
lew issues? Well, we start the ball
roiling In issue one wIIh Storm 01
Chaos scenariOS and badtground
lor warmaster. This is part one in
our ongoing series of Storm 01
Chaos articles that will mirror
White DwarI's own warllammer
support. Mordhelm ptayars not
only get a_led overview 01
Os1ermark by White Dwarf's very
own Nick Kyme, but acomplete
game In the form of Pli Aghler.
The game is wrmen by Jervis and
uses figures from the Mordhelm
range, though not the traditional
set 01 rules, This Is someIhlng we

plan on experlmentlng wIIh in
Iulure Issues - using model ranges
In different ways. Jervis has
already mooted his Ideas lor an
Epic air force gamel

Wtthln the IantastIc covers of Issue
two expect 10 see the Spyrers lor
Necromunda, including the new
Matriarch and Patriarch, the
VWIIcare Assassm lor Inquisitor. the
IlIood Bowl Rules Review and the
first part 01 Prtvaleer - abrand new
supplement lor Ilat1IelIeet Gothic.

Every Issue will contain astable 01
regular features, Including: lefters
pages, events, news, Splkel
magazine - home of the ever
popular Ask Lord Borak, the
elusive Town Cryer classified ads
page and a regular column called
The Last Word in which I InvIIe
prominent members from the
hobby and games design teams 10
have agood rant!
JInII: It's been about three and a
hall years since I joined FanatIc,
and 10 say alot has changed In the
way we support the Specialist
Games Range over those years
would be amassive
understatement! When I joined
Fanatic, the team consisted of
roysell, warwtck Kinralde, and the
late, great. Steve Hambrook. The
three 01 us were tasked wIIh
supporting the whole Spec:iallst
Games Range anyway we could,
but mainly by publishing smaJI
bIad< and white 'lanzines'lor eaclI
game system, and brlnglng out a
lew new miniatures lor the games.

From that smail, Inexperlenced,
three man team of the early days.
the department has more then
trlpled In siZe, so that II'S now aten
rnan team, fully capable 01
providing top quality support lor

NEW FROM
BLACK LIBRARY!
Dan Abnett's latest hardback novel,
Double Eagle, will be available in
stores from next month.

It follows fhe daring missions of Ihe
Phantine Fighter Corps as they
struggle to halt a massive Chaos
counter-a«ack in the blood-soaked
Sabbat Worlds Crusade.

This isn't a Gaunt's Ghosts novel
it's a brand new series set in the
same campaign, but sharp-eyed
fans may spot one or two
familiar faces.

Double Eagle is priced at £16.99.

our games. More Importantly.
Fanatic has changed from being a
hybrld studio/sales team Into a
pure design studio. This change
has allowed us to focus purely on
the design and development of the
Specialist Games Range. We
produce new miniatures and
(nowl) a full colour magazine
coverlng the speclaIist range. and
have recently expanded !hiS output
10 Include ayearly annual for eaclI
game, and acommitment to
produce updated rulebooks and
game supplements when they are
required~ In an average month
Fanatic will brlng out hall-a-dozen
or so new miniatures, a!l6-page
magazine. and every two-three
months Fanatic will also brlng out
a!l6-page annual.

As long as you are playing the
games in the Specialist Range !hen
Fanatic will keep on supporting
them and brlnging out new
material lor them (and in some
cases we may keep on supporting
them even II you're not playing!).
watch out for details of new
Specialist Games Range releases
on the news page in Whhe Dwarl
every month, and, of course, In the
pages 01 Fanatic magazine.

www.gomes-workshop.co.uk 9



WHAT'S ON
AND WHERE

ASHOW OF FAITH

The White Dwarf Events Diary is the place to lind 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 event? If you want to advertise it for free in this line
publication simply drop us an B-mall at:

eventsdlary@games-wor1lshop.co.uk

FAllATIC TOURNAMENT
Oal.: TBe
Location: Arnhem, Netherlands.
Oelalls: WH (2.000pts) and 40K
(1,SOOpts) lournament.
We are also running a Youngbloods
begInners' 500pts tournament for both
WH and 40K.
Contact:
Spelkwartier - 026 35 17669
Website:
www.spelkwartier.ni

JUNE

WARHAMMER PLAYERS' SOCIETY
WEYMOUTlt WAAAGH
Date: 19th and 20th June 2004
Venue: Upwey and 8roadwey Memorial
Half, Broadwey.
Details: WH, 40K and WAS. Lunch will
be included in the ticket price. The entry
fee is £20 for members and £24 for
non-members. WPS members get
priority entry to WPS events over
non-members.

CONFUCT NORTHAMPTON
AIIO SLAYER OAY
Date: 30th May. 2004
Venue: The Pem!J6r10n Centre,
HE Bales Way, Rushden,
Northamptonshire.
Details: Tournaments for 40K (1,OOOpts).
WH (I,SOOpts) and LOTR (SOOpIS of
Good and Evil). All armies must be
painted. Also participation games,
painting workshops. painting
competition, scenery making for non·
tournament Open Pass attendees.
Tournament tickets £25 - full derails will
be supplied. Open Pass tickets £6.
Conlact:
events@games-workshop.co.uk
Website:
www.games-workshop.co,uklevents

CONFLICT LEEDS
Date: 6th June, 2004
Venue: Leeds United footba" ground.
Details: WH (I,Soopls), 40K (l,ooOpls)
and LOTR (500pts Good and Evif forces)
tournaments. A wide range of hobby
actiVities for non-tournament Open Pass
holders. Tournament tickets are £25,
Open Pass £6.
Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.co,uklevents

GAMES WORKSHOP OPEN OAY
Date: 19th June, 2004
Venue: Warhammer World, Lenton.
Details: Great participation games for
many of our games systems. lalest
releases and sneak previews. 'Eavy
Metal painting advice/ Fanallc Specialist
Games Conversion Corner (make it and
take it away with you!), Design Studio
guests and seminars.
rICkets are £10, on sale from May.
Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.r.o.uklevents

and LOTR (500pts Good and Evil forces)
tournaments. Also a wide range of
hobby activities for non-Iournamenl
Open Pass ticket holders. Tickets are
£25 for tournament players and £6 for
Open Pass Tickets.
Conlacl:
events@games-workshop.co.uk
Website:
www.games-workshop.co.uklevents

SCAIIOINAVIAII WARHAMMER
GAAIIO TOURNAMENT 2004
Date: 22M and 23rd May. 2004
Locallon: Oslo, Norway.
Delalls: Five game Swiss Draw
tournament. Entrants require a2,OOOpts
painted WH army - full details with
tickets.
Tickets on sale from the 151 April 2004.
priced at £30.
Contact:
scandagt@games-workshop.co.uk
Website:
www.games-workshop.co,uklevents

WARHAMMER PLAYERS' SOCIETY CLUB
CHAWIIGE
Date: 22nd and 23rd May. 2004
Venue: Harvey Hadden Sports Centre.
Blfborough, Nottingham,
Details: Club-based event for the WPS
Club Chalfenge Shield. Various gaming
systems including WH, 40K. WAS,
Warmaster, 88, WECW, Epic and LOTR.
Lunch is included In the tickel price.
£20 for members and £24 for non
members. WPS members get priority
entry to WPS events.
Contact:
tournieinfo@players-society.com
Website:
www.players-society.com

PORTENT TOURNAMENT 2004
Oale: 29th and 30th May. 2004.
Venus: Warhammer World, Lenton.
Details: Portent presents Its second
tournament for both WH and 40K. Dare
you take up the chalfenge? Competitors
will need apainled 1,5OOpts army for
the five·game event. The ticket price of
£30 Includes meafs on both days.
Contacl: SimonTuJl1@aol.com
Webslle: www.portent.net

15th and 16t11 May, 2004
GW Burton's Gaming Room

22nd and 23rd May, 2004
GW Macclesfield's Gaming Room

Over the COUts8 of two days we will
be fighting massive battles that will
help to determine wbo gains the upper
hand In the opening stages 01 the
Stom1 of Chaos campaign, The core
of each army (over 2,OOOpts) will be
supplied by the stotes and will contain
all of the converted characters lor the
cOflfIIcts, We Invite players to bring In
their own fully-painted 1,lIOOpts
armies and join In the action. You will
need to tail< to the staff 01 your local
HolllJy Centre lor any army list
requirements, You will also need to
get your name down quickly as there
are limited places available. War is
coming, make sure you're prepared..,

Events diary abbreviation guide
WH ...... Warhammer
40K ....•. Warhammer 40,000
BB ,. ,Blood Bowl
WAS Warhammer Ancient Battles
WPS Warhammer Players' Society
WECW Warhammer English Civil War
Epic Epic Armageddon
toTR The lord 01 The Rings
GW Games Workshop
GT Grand Tournament

Saturday's evening meal. Tickets £40.
Conlact:
specgt@games·workshop.co.uk
Website:
www.games-workshop.co.uk/events

GANG WAR-
SPECIAUST GAMES WEEKENO
Date: 151h and 16th May; 2004
Venue: Warhammer Worfd, Lenton,
Oetalfs: Bands of swordsmen and
gangers battle for supremacy In this
campaIgn weekend for Necromunda
and Mordhelm. Will your Gang Leader
ascend 10 join the Guilders and five a
life of plenty? Can your warband collecl
on the greatest bounty ever offered?
Find out at Gang War.
Conlact:
specgt@games-workshop.co.uk
Website:
WVAV.games·workshop.co.uklevents

CONFLICT BRISTOL
Oal.: 16th May. 2004
Venue: British Empire and
Commonweafth Museum.
Oelalls: WH (I,SooplS), 40K (I,OOOpts)

lbe prien Luthlr HUH and
Vallen, lIIe chllHll 01 Sigmar,
bm lound alllel In Ibe stala ot
Avarland In lIIe lorm 01 Marlus
Lelldorl'slllrae mad lORI, Tbay
bave begun 10 MOW lIIe draad
lorcas II ChBOI tI1alllley do not
learlllem Bnd lllva ridden day
and nlghl to make It II lIIe vary
edgll 01 Kiliav 10 declara lIIelr
Iallll to Sigmar on lIIe open
battlefield, Arcbaon II wary ot
IIIIs new lllraal and balleRt bls
learad Slcond-In-command,
Cram lIIe Conqueror, to deal willi
lIIem 1WIftJy,

ASMALLMAmR
OF HONOUR
Date: 8th May. 2004
Venue: Church Cottage, Church Street.
8asingstoke.
Oetalfs: The Sad Muppet Society
proudly presents its first 1.750pts
40K tournament.
On the world of St Michael, armies from
across the galaxy search for something
powerful, something terrible, something
ancient, somelhlng lost...
Entry is £10 for the whole day.
Contact:
muppet@genesis-sf.org.uk
Websile:
www.rkerry.fsnet.co.uk/sms

THE BlOOO BOWL GRANO TOURNAMENT
Dale: 8th and 9th May; 2004
Venuti: Warhammer World, Lenton.
Oelalf$: The return of the 88 Grand
Tournament to determine who will be
the new holder of the 8100d Bowf.
Ticket price incfudes two lunches and

Please note al/ dates and details are
correct at the time of going to print

but are subject to change.

30 May for WD297 (Auoust 2004)
14 June lot WD298 (Septembet 2004)

The closing dates for receiving
details for publication in the
following Issues are:
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HEIR TO AVERLAND
Contllct:
toumieinfoOplayers-society.com
WlIbslt,:
www.players-society.com (Check the
Upcoming Events from the main menu
for more details, including entry forms).

EVEIll CALENDER - SPIKY CLUB
PRESEIlTS nOES OF CHAOS III WH
CAMPAIGN
/hIe: 191h and 20th June, 2004.
Venu,: TBe
O,tlllls: 2,OOOpts, restricted magic
items. Cost (approx.) £29 - includes
Lunch for both days.
COntllct: Dave Palmer
e-mail: ace2kOO@hotmail.com
- 07798 825696

DUTCH GRAllO TOURIlAMEIll
0",: 19th and 20th June, 2004
V,nu,: Universiteit van Tilburg, SptJrthal,
Academielaan 5, Tilburg, Holland.
D,'alls: Tickets are €40, available from
the 24th April. Six game Swiss Draw
tournament. Entrants require a2JJOOpts
painted WH army - fUll details with
tickets.
Website:
www.games-workshop-hobby-nl.org

ARCOIl GAMIIil FESTTYAL
Oat,: 25th. 26th and 27th June, 2004
V,nu,: Vifhelm Bjerknes Hus, University
of Oslo, Norway (travel directions are
on the website).
O,talls: Warhammer to be played on
the Frlday, 40K on Saturday. Blood
Bowf, Battleffeet Gothic and Epic will
also be played. See the website for
specific rules and army composition.
Food will be sold throughout the day.
Register before 14th June: Nkr 250,-,
on the door Nkr 320, - or Nkr 170 per
day. International tlckers(for those thdt
do not live in Norway) CQst Nkr 200,
for the whole weekend.
Contact:
Any questions can be sent to:
arconospilffestival.no or calf Espen
S<>rtJand - 004792442211.
W,bslte.o
Website: www.splllfestWaI.no

SCULPTING AND MODELLING
WORKSHOP - HOBBY MASTERCLASS
Dale: 26th and 27th June, 2004
Venue: Warhammer World, Lenton.
O",ils: Spend two ddys in the
company of some of the greatest heroes
of the Games Workshop hobby. The
Games Workshop Masterdass series
gWes you a chance to hone your hobby
slalls overa whole weekend at Games
Wolkshopi' Lenton headquarters.
Top.mss hobbyists from the Design
Studio, Warhammer World and the
Gaming Cfub Network wif/ be on hand to
offer guidance and advice on a range of
mOdelling and painting skifls.
Conllcl:
evems@qames-workshop.co.uk
W,bsite:
www.games-workshop.co,co.uklevents

COIlfUCTLOIlOOH
D,te: 271h June, 2004
Venu,: Alexandra PaJace
Oelalls: WH (1,5OOpIS), 40K (1JIOOplS)
..nd LOTR (5OOp1s Good and Evil
forces) tournaments. Also a wide range
of hObby activities for non·tourffdment
Open Pass licket holders. Tickets are
f25 for toumament players and £6 for
the Open Pass ticket.

Contact:
events@games-workshop.co.uk
Website:
lo'IWW.games-workshop.co.uklevents

JULY
BIllTGUHS AIIO BATTLfAXES
Date: 3rd and 4th Juty, 2004
Venue: Warhammer World. Lenton.
Details: The GamIng ClUb Network, in
association with the Oxford Gaming Club
and Leeds Night Owls, presents Boltguns
at Beflal IV: A 40K campaign Weekend
and Batt/eaxes of Blood: A WH
campaign weekend.
All tickets are priced £35 each and
include meals on both days.
Conlact: Mike Sharp - 07802 764143.
Conlact: Stephen Thorpe - 07906
145025.

CALL TO ARMS
0",: 10th and 11th Juty, 2004
V,nu,: Warhammer World. Lenton.
D,tails: Two-day tournaments for
Warmaster. One-day tournaments for
Mordheim (Saturday).
Tick,ts are £40 for Warmas!er and £25
for Mordheim.
Full details for each system will be sent
wIth your tickets. Tickets on sale now.
Conlact:
sf)eCDt@games-workshop.co.uk
Websile:
lWW.gdmes-workshop.co.uklgt

AGRAM ARENA SUMMER 201M
International LOTR and 40K Tournament
Ooto: 171hand 181hJuly, 2004
LOC6tion: Museum of Technology.
Zagreb. Croatid.
Details: 40K:I.500pts, LOTR:I.000pts
of Good and Evil forces.
Tlck,ts: € 10-20 (Lunch and
Accomodation inclUded.)
Conlact: ums-agramOnet.hr
- (+0038) 05917 620584
Wd site: www.ums-agram.hr

TOY SOlDIER 3
Oat,: 17th and 18th Juty, 2004
V,nu,: The University of Preston,
Preston. Lancashire.
D,t,ils: Two-day tourffdments for WH
(2.000plS), 40K (1,5IJ(}pIS) and WAS
(2.000pts). Tickets are £15 for entry and
£20 for an en-suite single room PIr
night. Free buffet on Saturday night.

ArclIIOIlII ....,.rt.11ar l1li
IIIIIIlHI .., olllll 01_ Wort_
tIllI IImme, In IIIe Storm ol

C1In.. campilin. He pll.. "
IltIcIl Mlddenbelm, bUt tIlllwlll
come Iltll. EVlry .., mull bBYI
III openlnl mOVlI. lbe dlt..
below will ..e ArcbIon'l -..
lie_nil, Includl•• tile mlgbty
Crom l1li eonq.el1ll, leldlnl ,....
_loR 1tIacb .. wnhn Dr
..... 11l1li Empln, W1IIII111y
WI npBClIRi 11II1IIl1li
_ 10" olllll deIlI
a- ca.", II Anrtlllll,
M1rtUiletldort, In _
curnlllly Oft I q_.. n._ l1li

Full detaIls will be sent with your tickets.
for an entry form send an e-mail to the
address below or write to: Tim Haslam,
164 Hereford way; Middleton,
Manchester M24 2NJ. The closing date
for ,ntries is th6 31st June, 2004.
Contact:
mm@SeaforrJ-corparation.ffd.uk
Mart Muslek - 07709 456555 or 01606
852580.

TAIIKS AND VEHICLES WORKSHOP 
HOBBY MASTERCLASS
Date: 17th and 18th July, 2004
Venue: Warhammer World, Lenlon.
Del,ils: Spend two days in the
company of some of the greatest
heroes of th, Games Workshop hobby.
The Games Workshop Mastertlass
series gives you achance to hone your
hobby skills overa whole weekend at
Games Workshopi' Lenton
headquarters_Top-class hobbyists from
the Design Studio, Warhammer World
and the Gaming Club Network will be
on hand to offer guidance and advice
on modelling and painting skills.
Contact:
events@games-workshop.co.uk
Websile:
www.games-workshop.co.uklevents

WARHAMMER OOUWS TOURlIAMEIll
Oat,: 24th and 25th July, 2004
VenuI: Warhammer World, Lenton
Delalls: W'rth 500pts per player this
tournament relies on sid/{ and trust as
two players ally together to take on
other doubles. The weekend will involve
several games and the ticket price
includes two lunches and Saturday's
evening meal for each of the doubles
teams.
Tickets on sale from 24th April 2004,
priced at £55 for each team.
Contact:
whgt@games-workshop.co.uk
Website:
lo'IWW·DBmes-workshop.co.uklgt

AUGUST
WARHAMMER
GRAllO TOURIWIEIll 2lHl5:
HEAT ONE
0",: 7th and 8th August, 2004
Venue: warhammer World. Lenton.
Details: You will need a2,OOOpts
painted WH army - full details wilf be
sent with your tickets. The weekend will

Ku_onl ol Avertlld 10__
I cilim .. tIlel, _,'I_.
lIelnbwlre, IIoIb IIIe ollllpoQn
prtelllutbo, HUll Ind Ibe nery
reldll 01 Men known II VIlli.
In Iiniely Inlilin. the 10....
01 Cblo. openly. Now II you,
cblInce .. Iakl to Ibl lIeld DI
blme Inti pnpln 10' IIIe
1-"'"...,come .. tile
01. Wort_I

lstMay GW_
8th May GW Stol<e
151b May GW Lincoln
Conlacl your local Hobby Centre
manager for more details.

involve six gam,s and ticket prices
include two lunches and Saturdays
evening meal.
TICkets on sale from 1st May; 2004.
priced at £50 each.
Contlct:
whgt@games-works/lop.co.uk
Webslt,:
www.games·workshop.co.uklgt

WAftHAMMER ~,OOO

GRAllO TOURIWIEIll 2lHl5: HEAT ONE
O,te: 28th and 29th August, 2004
Venu,: Warhammer World, Lenton.
D,talls: Fight for a pface in the finals of
this, the most prestIgious tournament in
the 40K gameri' calendar. You will
require a ',500pts painted 40K army.
Full details will be sent with tickets. The
weekend Will involve six gdmes and
ticket prices Include two lunches and
Saturday's evenino meal.
TICkets on sale from the '5th of May,
2004, priced at £50 each.
Contact:
40kgt@games·workshop.co.uk
Website:
www.games·workshop.co.uklgt

SEPTEMBER
PAINnNG WORKSHOP 
HOllY MASTERCLASS
Date: 3rd and 4th September. 2004
Venue: Warhammer World, Lenton.
Det,ils: Spend two days ;n the
company of some of the greatest
heroes of the Games Workshop Hobby.
The Games Workshop MastertlJss
series gives you a chance to hone your
hobby skills over a weekend at Games
Workshop's Lenton headquarters.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Network will be on hand
to offer guidance and advice on a range
of modelling and painting skills.
Contact:
events@games· .....orkshop.co.uk
Website:
www.games·workshop_comlevents

WARHAMMER
GIWlD TllURIlAMEIlT 2lHl5:
HEAT TWO
O,t,: t1th and 12th September. 2004
Venue: Warhammer World, Lenton.
Details: 2.000pts painted WH army
required full details with tickets.
Tickets on sale from the 26th of June.

www.games-workshop.co.uk 11



NEW RELEASES

Bolter-stake crossbow and power weaponInferno pistolPower weapon and plasma pistol

This blister pack contains 1 Witch Hunter
Inquisitor, designed by Juan Diaz.

WITCH HUNTER INQUISITORS
Many follow the path of the Ordo Hereticus and become Witch
Hunters. Bane of heretics, deviants and
mutants everywhere the Witch Hunter
is possessed of asteely determination
and has access to an impressive arsenal
of weapons and equipment to aid him in
despatching the enemies of humanity. APsi
tracker enables aWitch Hunter to home in on
enemy psykers allowing any model in the Witch
Hunte(s army to re-roll ashooting to hit roll against
their foe, whilst the Inquisitorial Mandate adds +1
AUack to all friendly models within 206' of the
Witch Hunter bearing it.

SAINT CELESTINE - THE LIVING SAINT
feariess champion of the Adepta Sororitas, Saint Celestine is ademigod-like figurehead for

the faithful warriors of the Imperium. She surges inlo battle upon Wings of Faith, which
enable her to move as if equipped with a jump pack. She wields the Ardent Blade, which
counlS as a master-crafted power weapon. adds 2 to her Strength and can be used as a

flamer in the shooting phasel Saint Celestine is watched over by ahigher power and upon
losing her iast Wound if she is able to pass an unmodified Leadership test, she is placed in

reserve with 1 Wound remaining as some miraculous intervention saves her.

This blister pack contains enough parts to make 1Celestine - The Living Saint,
designed by Jes Goodwin,
This model requires asumbty.

ARCO-FLAGELLANTS
Implanted with all manner of electro-weapons, cuUing claws and scourges these
chemically-enhanced abominations are terrible to behold. Awesome on the baUletield,
Area-flagellants are Fearless and nigh-on indestructible as they advance, their inhuman
capacity to withstand pain and their preternatural speed granting them a4+ Invulnerable
save. Area-flagellants are liUed with stimm-injectors heightening their metabolisms to an
incredible rate allowing them to move an extra 06' each turn and giving them 06 extra
Attacks. But this is not without risk, the exertion can overwhelm the Arco-flagellants'
bodies and destroy them,

This boxed set contains enough parts to
make 6 Arco-llagellants, designed by
Aly Morrison.
These models requfre assembly.

12 NEW RELEASES



SISTERS REPENTIA AND MISTRESS
Desperate to regain the Emperor's grace, the Sisters Repentia are fanatical in battle. They
wiiiingly seek death in the fiery heat of combat, often surging towards combats that most
would flinch from. Armed with horrific Eviscerators, the Sisters Repentia can tear infantry

and vehicles apart with frightening ease. Such is their fervour that they are affected by Holy
Rage which allows them to add t06" to their movement in order to close with the enemy.

The Sisters Repenlia are driven on by a Mistress who wieldS a pair of neural whips,
goading them on Into ever greater acts of zeal and sheer Insane heroism.

This boxed set contains 1Sisters Repentia Mistress and 9 Sisters Repentia,
desioned by Steve saieh and Dave Thomas.

Sisters Repentia Mistress:
This blister pack contains t
Sisters Repent!a Mistress
model.

Sisters Repentla: This blister pack contains 3 Sisters Repentia models.

SISTERS OF BATTLE IMMOLATOR
The Immolator grinds into battle devastating enemy units with blistering heavy flamer fire. Ahighly versatile vehicle,

it can be armed with a punishing turret-mounted heavy bolter, capable of punching a hole through all but the most
heavily-armoured infantry, or a tank-busting multi-melta. The Immolator can also transport troops into the heart of

the banle, ensuring it is always at the brunt of the action where it can do the most damage.

•

~-

This boxed set contains
enouoh plastic parts to
make 1 Immolator,
desioned by nm Adcock
and Juan Dlaz.
This model requires assembly.

www.gomes-workshop.comI3
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Prices quoted are tor products sold by Games
Workshop Ihrough ils own slores, catalogue or
websffe. Independent retailers are responsible

tor determining their own prices.

It's a packed first issue ot the brand new
Fanatic magazine with loads of great
articles for our Specialist Games Range.
For Warmaster there's aStorm of Chaos
Daemon army list. Banle against the Tau
in Banlefleet Gothic in the Damocles
Crusade campaign. Jervis comes out of
retirement in an Epic battle report
featuring the Eldar. Enlorcers lay down the
law with complete rules for using them in
Necromunda. Investigate the aftermath of
the Eye of Terror campaign in Inquisitor.
Spike magazine makes awelcome
reappearance for all you Biood Bowl fans.
There's also the long-awaited rules for
Pit Fighter in Mordheim with rules and
background for setting your games
in Ostermark.

FANATIC
MAGAZINE 1

HOW TO MAKE WARGAMES TERRAIN
How to Make Wargames Terrain clearly explains how to build your own terrain pieces. Fully
illustrated throughout, this book will help make terrain building as easy as possible. This book
contains sections on:

• Stage-by-stage instructions on how to build terrain features.
• Useful techniques for basing and painting your models.
·10 example terrain boards made by modellers from around the world.
• Appendices: Inspiration, tools and materials.

Whatever your level of experience, this is the indispensable guide for anyone wanting to learn
more about making terrain suitable for wargaming.

Sweden

Sweden kr 80.00

Sweden

PRICE LIST
Denmario;
Euro

kr 225.00 Sweden kr 270.00
€ 30.00

SlSTIJS Of IAnll £IUI
Denmark kr 225.00 kr 270.00
Euro € 30.00
AlCO.FlAGEWHTS B01lID SET [ILOG
Denmark kr 200.00 Sweden kr 250.00
Euro € 25.00

10 _ WAI6MIS _1001.£15.-
Denmark kr 200.00 Sweden kt 250.00
Euro € 25.00
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These models are available via the
in·store order point, the website at:
www.pMS-worhho"cOIfJ/stonboolOl
dire<! on 0115 91 40000.

An our Speciolist Games have greel
webslm full of free downlood~ resources
and up-lo-dote news!
Ched them out at:
www.sp«ialist.game.s.com

Warmaster Storm of Chaos Characters
This blister pack contains 7 Storm of Chaos Cha",eters, designed by Colin 6"'15on.

(

Warmaster Teutogen Guard
This blister pack contains 3 bases of Teutogen Guard,
designed by Colin 6"'15on.

Warmaster Norse Marauders
This blister pack contains 3 bases of Norse Marauders,
designed by Colin 6"'15on.

FANATIC MAGAZINE SUBSCRIPTIONS
• Released this month is the awesome new Fanatic

magazine, pocked with articles about all your favourite
Specialist Gomes.

• Never miss on issue with our cool subscription deal!

• Toke out a 12 issue subscription for £36 (saving £12 oH
the cover price) to ensure you always get your hands on
this great new magazine.

HOW TO SUBSCRIBE:
• By lelephone on (+44) 011 5 91 40000

•Subscribe online 01: www.gomes.workshop.com/storefront

Blood Bowl Troll
This blister pack contains enough parts to make
1Blood Bowl Troll. designed by Adam Clarke.
This model requires assembly.

www.gomes.workshop.tom 15







tbey are on horseback with massive
hammers, tbese bold warriors are
subject to tbe rules for stubborn, and
like their mounted brethren may be
upgraded to Knigbts of tbe Inner Circle,
giving tbem an extra point ofStrengtb.
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Boris Todbrlnger,
Elector Count OfMidden/mul.

Greatswords, but are a Core choice.
There's abo Valten, in his latest guise.
This man-god is supernaturally resilient,
and now he's armed with Ghal Maraz,
clad in a suit of Gromril Rune armour
Sigmar never coUected and riding an
Elven steed who comes form the same
stock as that owned by Prince Tyrion.
He's a foe even Archaon may not be
able to beSt.

e en ers

Defenders of Middenheim is a list for a
whole new kind of Empire army.
Middenland is full of die-hard
traditionalists, so gunpowder weapons
are not quile as prevalent as they acc in
other states, The Middenland army has,
however, several unique units to make
up for it. Among these are the
Teulogen Guard, stubborn White Wolf
Knights, who wield their characteristic
double-handed hammers on fool. Then
there are the Wolf·Kin, a Skirmishers
unit who are also stubborn, making
them more effective in combat than
other light troops.

The Empire also get a whole set of
Special Characters. Karl Franz is back
with a set of new rules, including the
ability to take Reiksguard Foot Knights.
These folJow the same rules as

T
here are effectively two Empire
forces involved in the conflict.
The defenders of Middenheim

prepare to repel the spearhead pushing
towards their city. Lcd by Boris
Todbringer and the Ar·ULric, these
Stalwart sons of the god of wolves,
battle and wimer wiU die to a man
soonef than see their beloved City fall.
Meanwhile, Karl Franz and Vahen
hasten on to MiddenJand with an army
drawn from all over the Empire, hoping
to relieve The City of The White Wolf
before it is too late.

WWW.STORM·OF·CHAOS.COMl9
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of tbe ......ix
.. (.lIte_

... l1Je Het/cannon ofChaos is a
daemonic engine ofdestruction, forged
from iron and ,mbal)' energies by tbe
twisted Chaos Dwar/s. In (be game, tbe
cannons are a valuable If
unpredicUible asset to a commander,

as likely 10 rampage tbrough its own
allies as to blt/sl (be foe to smitbereens.
7bougb (be He/lclIIIIJon is powerful
and utterly deadly, It is nevertbeless a
bold follower ofChaos that deploys
such a daemonlc cons/ruci.



Kordel Sborgaar,
$ta"dtlrd Bearer 01
the Swords 01Chaos.
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HALTING THE TIDE
The Horde has its own special scenario
- Halting The Tide. If you and your
opponent decide to play this game, the
Chaos player is allowed to take t\vice
the points fielded by his opponent,
though it must be led by Cram or
Archaon himself. There is no way to
truly win this battle. Your men will a11
die, their victory will be counted onJy in
the hours they can gain for the rest of
the Empire, and the heads they take as
they die. Can the valiant defenders take
down half of Archaon 's Horde before
they are destroyed in the attempt? The
ultimate challenge for any general.

Finally, if that was nOt enough, the
army also boasts two of the mOSt
feared characters in the game 
Crom the Conqueror, Archaon's
trusted lieutenant and, of course,
Archaon himself.

Then there are the monstrous war
engines known as Hellcannon (see the
box to the left). These are terrifying
weapons forged by the corrupted
Chaos Dwarfs, pan Daemon, part
engine of war, sold to Archaon in
e.xchange for slaves.

•
T

he pe,rsonaJ elite of Archaon
numbers in the tens of
thousands. The Horde are the

mortal followers of Chaos, grim
champions of disorder whose
unparalleled fighting skills are born
from the endless cmdble of war that
lies 10 the nonh of the Troll Country.
To represent this, although the army
may not lake any daemonic trOOps,
Archaon's horde can include many
Chosen. Any unit of Chaos Warriors or
Knights in the army may be upgraded
to Chosen, becoming Special choices.
The horde gets a new unit type too,
mat of the FJayerkin. These dangerous
creatures are the result of Throl the
Unclean's perverse science, traded to

Archaon in return for a supply of liVing
experimcmaJ subjects. Created from
lhose minions who have displeased
Archaon, the Flayerkin are a hideous
blend of rat, man and monster. Though
Skirmishers, they are rruty awesome in
dose combat, as they possess the
Killing Blow ability, and come in
extremely handy in a siege, where the
rusted hooks they have in place of
hands allow them to scale castle walls
as if they were equipped with
grappling hooks.



weapons about. Should they contact a
IIniltbe results are devastating, as the)1
cause till automatic hit on. elle/) model
in base-to-base comact. and a bit Oil

eaeb mOllel In base-lo-base contact
wltb tbem on n roll of4+/

... Crazed even by Slayer standards,
Doomseekers are Dwarfs ofe.,"/remely
destructive capabilities. Armed witb
("'"(CS Qtftlched to lengths ofcbal", rbey
bead towards fbe enemy, wbir/illg their

,he army of Croat the Cooqucror
the horde c:4 Crimp. The JloltIc

f__iIC to _ .... the IlIood
,he .....I_~_lOdmu
crim-. CUll'" Croat I...... their
way tIltoosh the '0 bee adt other,
lid met ....... combat. WhiIIt the .....
bottled oil their rivWy. Croat'.
army l!Ic peukiu. dr!vit8
them to the Hisb P_ Cr...d

'081 lid parries for IIlIIJ
....... adIIlor to bock don.
EyclI1II1Iy felL Croat rcIad<d

IIOOd IIock. CrimI''' '0 ICC

_UA of his _, fIceias '0 ,he
s.m-Icd • all .... by a-

_ Crioop ... 1Iodr. do-.

he hj=wlf "liJt .... defatcd.
Crimp sawred ., e.-'. ""'IDly _
his Boyz. Crimp Iud ........ _
pi - '0 rcd<cm hi- 1If .. the era of
Cork lid r«bim his titIo: .. the h.cIdcst
1lCO".... Iwdat warlotd to w eYCf lived.
His army hu survn.:d ,.... of eo.....'
IrottliaS 'SOiast MCII. SkMa. other Ore

• CI .... _ thc,: of Ch-.
houp the ... of horde hu
aced 0YCf the yem. the 10m..... 01

',~cx~ -t:.w'B:;..
Crimp them. ,he
rIord hu -.cd ow World to

this AJdiaae aJlllllti.JIIl ...... bou.

AULT ON WSTR1A
io lot the Empire is cosaJf<cl

'" ,his "test a- Far '0 the
........_ ,he CIa, Ocaa. .. old

.- N.garoth.
"'1" hu " ..wcd her

with her C ,
'Ii
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A
ll army entirely consisting of the
infumOliS Dwarf Trollslaycrs, tJlis
Iisl not only sees the rerum of lhe

Slayer King Ungrim lronfisl, it
introduces his son, Garagrim. Even
more wound up than your aver-Ige
Slayer, Garagrim believes that only his
death can bring to an end the problems
his family has suffered in It''}'ing to fulfil
me twin oaths of Dwarf King and
Slayer. Unfortunately for born him and
his enemies, Gamgrirn is nigh on
unstoppable in close combat.

Ungrim can fight both alongside the
regular aml)' of Kara.k Kadrin and the
Slayers. The Slayer army represents the
enormous number of Slayers who have
congregated in the halls of Ungrim to
cake on the might of Chaos, fuLfJ.1ling
the ancient promises the Dwarfs made
to the Empire 2,500 years ago and
hopefully finding themselves a
memorable end in the process. The
anny can field scveraJ extremely
characterful units. There are the
Doomseekers, who operate a little like
GobHn Fanatics but, as you might
expeCt from a Dwarf, do it bener. Being
a Slayer, the infamous Long Drong and
his piSlOl-wielding pirates can be
included as a Spccial unit, whiJe the
bizarre and deadly Goblin-hewer adds a
bit of long-range punch lO the army.
This is a ncw Regiment of Renown, a
WOM machine invented by the mad

Karak
Slayer-engineer Malakai Makaisson,
whose name yOU'll remember from lhe
Gmrek and Felix books. You'll be
pleased to know lh:u he has now been
immortalised in miniat'ufc form.

Sworn to seek a glorious death in
battle, these axe-wielding psychopaths
will not give an inch on the bloody field
of battle.

U"grlm lro"jlst
SIL,yer Ki"g oj
Kllrllk Klldrl".

Kadrin

•
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T Reinforcements for Ore and Goblin.
players come in the form oj more Iban
just (be Special Cbaracter Borgut
Faceheater. Black Orcs with great
weapons lvill soon be avtlflable. Not
only llo 'bese plug a gap in 'be Ore
anti Goblin army list, but/bey also
allow you to upgrade Grlmgor
Jronbide's personal bodyguard. nJese
hand·plcked green 'Ardbo)'s can now
also be equipped with great weapons,
giving )'ou a bit more Orcy clout. Also
coming out is a new Ore Shaman on
Bcxlr, letting you take a sorceror wbo
can wield the migb/ ojCork and Mark
from a Snor/a 's back.



ors
•
•
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With the watchful eye of the Effigy of
Gork upon them and Grimgor and his
lieutenant Borgut Facebeater lO keep
the ladz in line, this no-frills liSt excels
in one thing and one thing alone 
extreme violence.

tOling nuncrs in quaJity tin suits
accompanied, as always, by Maggot the
lucky Goblin.

Orcs can also bring an Effigy of Gork to

the battle. The first of these magical
t'otcms was canted from the side of a
mountain by Grimgor when he flew
into a rage. Other Orcs have copied
him. Huge monument'S to Oreyness,
they exude Waaagb! power, and confer
magicaJ benefits upon the Orcs.

Grimgor has decided that the reason his
army was defeated by Cram was
because of the Goblins. So there are no
Goblins in Grimgor's 'Ardboys (apart
from a few down-trodden runts who
crew the war machines, and they Slay
weU QUI of his way). Instead you gCI to
field as many rock hard Orcs as you can
fit in your army. The restrictions on the
numbers of both Black Orcs and Big
'Uns is lifted. These arc the vctcnms of
coumless batIks by Grimgor's side. Big,
mean and spoiling for a scrap.

Another feature of the Storm Of Chaos
lists is the inclusion of various
Regiments of Renown. Grimgor's
'ArdborJ: can thus include Ruglud and
his famous Armoured Orcs, crossbow-

A
lean, green kiUing machine,
Grimgor's personal aroly consists
of the biggest and baddest Orcs

in the Warhammer world.



-------------------------------------------------- - ------ - ------

enormous armies. The Daemonic
Legions consist entirely of Daemons of
all sizes, riding forth on great waves of
Chaos energy that make them even
stronger and morc stable than their
usual manifestations. The magic spilling
imo the world allows new forms of evil
10 bescilhe world, and this list boasts
new Daemonic Cavalry and Chariots for
each of the four powers. It is led by
Be'lakor, lhe Dark i\1aSlcr himself) frcc
at last after cemuries of madness.

THE CULT OF SLAANESH
The Dark Elves are back, and this time
they've aWed themselves with the
Daemons of the Prince of Misdeed,
Slaanesh. Led by the immortal Druchii
Anointed and fcaturing many Mortal
and Daemonic Chaos unit'S to bolster
tile dark kin of Naggaroth, thiS army is
fast, deadly and disturbing.

SKAVEN CLAN ESHIN.
Deathmaslcr Sniktch is back, and he's
brought a whole load of deeply
unpleasam furry friends with him. The
StealdlY and mysterious kiUers of Clan
Eshin take advantage of the cover of
darkness 10 anack their foes, and wir.h
an army of skirmishers and bonus
points for assassinating characters, this
army's a must for those who prefer the
subtle knife.

•
e tons

THE ARMY OF SYLVANIA
The von Carsrein Vampire Counts have
heard the call to war, rising from their
cryptS with legions of the dead at their
command. The list emphasises
Sylvania's links with r.he Empire, so
expect undead twists on familiar troop
types. Rules for mass graves and
summoning creatures of the night give
a further ncw angle to killing the
enemy and then forcing him to get
back up again.

seen since the First Great War against
Chaos, and thiS time, it's not just the
mortal minions of Ihc Dark Gods who
march to war. Daemons of hideous
strength pour from the ruined gate of
the Old Ones, banding together in

Armies

•
acmoDtC

Additional
T

bere {lre jlue otber new armies 10 game with. Tbese are nol fulllislS as
stich, but interesting a~/aptatJons ofarmies, Nevertheless, they go much
furtber tban tbe alternatives tbat are found at tbe back of tbe army books,

tmd many IIsteti bere get at least one new troop type,

brightly-caparisoned Knights Errant
ride to the aid of the Empire, eager to
prove themselves against the Chaos
threat. Made up largely of Knights
Errant, r.his is an army of young
warriors. Eager to impress, they are
kepi in check by \viser Grail Knights.

LOTHERN SEA GUARD

From the west, the long-time enemies
of the Empire have cast aside their
bloody rivalry for the good of
Humanity as a whole. Thousands of

Crossing vast expanses of ocean to

come to the aid of their human allies,
the finest of the High Elf navy bring
spears, bows, Eagle Claw repeater bolt
throwers and even monsters from the
depths to the battlefield. Under the
command of the Special Character Sea
Lord Aislinn, among other things thiS
army has two new types of Elven mage
who wield sea-orientated magic, and
the Merwyrm, an amphibious dragon.

THE BRETONNIAN
ERRANTRY WAR

T
he sheer scale of Archaon's
power and hiS Iimidess favour
with the Dark Gods have allowed

him to bring rogclher the disparate
factions of darkness under onc banner.
Such a gathering of might has not been

I
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HOW YOU CAN GET INVOLVED

T
he Staml of Chaos campaign
centres on our website loc.1tcd
at www.slorm·of·ch:IOS.com.

Here you can sign up and pick which
side you will be fighting for during the
war. There are three sides in all:

• Attackers, representing the forces
of Chaos assailing Ihe Empire.

• Defenders, those good races
standing in Archaon's way.

• Orcs and Goblins. The greenskins
only really care about fighting, and
will banJe anybody no mauer
which side faces them.

Besides this there are also various
racial subplOlS, so if you \valll LO fight
with your Uzardmen in Lustria rather
than the Old World, you can.

TIle sile will not be live for some time
yet, but when it is, you'll see that the
main C:1mpaign map consists of the
Northem pan of the Empire whidl
Chaos is :m:.,cking on six fronts. There
arc five armies accompanying Archaon as
he marches south 10 Middenheim. Four
representing each of the ruinous powers
and his own mortal force which follows
- pure, Undivided Chaos. "'b the west,
Vardek Crom le;\ds his vast horde of
Kurgan over the World's Edge Mountains
in an attempt to divert the amlies of the
Dwarfs and Southern Empire away from
reinforcing Middenheim.

There are many strategic points upon
the map. Each of these must be
defeated before the Chaos horde can
advance. After you playa banJe, you can
register a result (up to one a day). This
will determine whether or not the
defenders attempting to stem the tide
hold out or not, and how qUickly
Archaon can proceed to his final
destination. When onc of these
battlefields falls, more will be revealed,
and )'ou can then begin to register your
results there. Many settlements of the
Empire will undoubtedly be laid waste,
but how long can they prevent
Archaon's full might from assembling
before Middenheim? Will it be long
enough 10 allow the Emperor and his
relief force to arrive and bolster the
defences? You wiU decide.

There are also several battlefields which
are unique l'O the UK and Northern
Europe. Though not vital points in the
war, a victory here for one side or the

other will confer a special advantage
upon the victor. Ukewise, there will be
a different ballie every week for the
eight weeks of the campaign fought in
our Games Workshop Hobby Centres.
Only battles fought in StOre will decide
the fate of these places, and again, the
victOrious army will carry away a magic
' ....eapon, extra points or some Other
benefit that can be used in the war.

Results of battles fought with
Warhammer (induding Skirmish and
Siege) and Warmaster can also be
registered, so if you want to field a truly
enomlOUS anny or fight a small·scale,
stealthy raid you can. Several new
models have already been released for
Warmaster to represent the dramatis
personae of the war (check out this
month's ew Releases on p12).

One of the biggesl difficulties that faces
us all when a new campaign
approaches is which anny to play with,
especiaUy when there are so many grear
new forces to choose from. To help you
prepare for the coming SlOrm, all JO of
the army lists are available now on our
website at:

www.games-workshop.co.uklstormofchaos

As the campaign kicks off on 1st July,
you have plenty of time to build up a
new army or add reinforcements to
your current force. However, the book
itself contains far more than just the
new lists, detailing the build·up to the
\VaC...

1bere is £1 rallge olWlInllasler characters
available, i"clllding Arcbaon.

Tbc Emperor bas bt'CII cspecially sculpled in
\Varmasler scalelor Ibc cmf/paig",

IMPORTANT
INFORMATION!

• The campaign website is:
www.storm-of-chaos.com

• The Storm of Chaos army
book is released on 5th Junc
in the UK :md 19th May in
Northern Europe.

• The Campaign hcgins on 1st
July_ and runs un tit jOth
August.

• Thcre will hc a national
roadshow. We'll tell you all
ahout it in a future issue.

• Army lists arc availahle to
download now from:

www.gaUll·s-worksht)ll.CU.uk!
slurmukhans

• I>a('munk G.lvalry. Da('llIon
Chariots. Ihe Mcrwyrm :md
the Flayerkill an' nut due 10
have 1Hudds made for Ihl'm
but IlIl-y an' a grcal
0IJpnrlunity for convt..'rsinf1s!

• All Gal11t..'s \Vorkshop lIohhy
Cenlrt..-s will hl' runlling
spechll hal ties Illroughoul
the GI1HIJaign.

• lUat..'k Uhrary havc
published soIll(' l'xedlent
hooks ahoul Ihe evenls
leading lip In tlu.' t.·amllaigll.
\'('c'lI tdl you all ahout Ihem
IIcxl issue bUI for now wc
hc.utHy rt..·com1Hcnd yuu
check out Mark of
Damnalion and Mark of
IIcrcsy hy James \'('allis as
thcy sci the secnt..' )Jerfct..·tly.

• Strike the first hlows in Ihe
Siorm of Chaos Campaign at
TIlc Can 10 Arms. our
\Varmasler TOUrna1Hl·lIt. on
10th-11th July. Players at
Ihis evcnt will hl' Ihe only
people to affcl,t a single
spccific terrilory - Iheir
aClions will decide whelhcr
it stands or falls! TIckets arc
on sale IIUW from:
0115 916 40000.

WWW.STORM-OF-CHAOS.CO



For more details on the Storm of
Chaos campaign, including
maps, look on our website at:

This May half-term will be the
last chance you will have to get
your armies ready and your
tactics perfected before your
battles count directly towards the
great campaign itself.

Opposite is a list of activities you
will find in our very own Games
Workshop Hobby Centres. Don't
miss out on the action!

This May half-term you can prepue (or the forthcoming Storm of Chaos

campaign. Games Workshop Hobby Centres

will be running a host of games. campaigns

and hobby classes in preparation (or the coming

ST9RM
CHAOS

AU of our Games Workshop
Hobby Centres, Gaming Rooms
and many of our independent
stockists are gearing up for this
awesome conflkt, frantically
painting new armies and
preparing awesome battlefields
to fight upon!

www.storm-of-chaos.com

his sunlmer will see the
Storm of Chaos campaign
for Warhammer sweep the

,-,.orld as Archaon attempts to
siege the mighty fortress-city of
Middenheim and destroy the
God Ulric himself.

I

,
I

T

24-2STH JUL'f.
WARHAMMER DOUBLES
This is your chance for you and a lriend to
bring along two allied Border Patrol forces
and fight lor the tiUe of Doubles Tournament
champions.

IO-IITH JULY: A CALL TO ARMS
Use your Warmaster armies to defend or
destroy Middenheim.

http://uk.games·workshop.comInewslnews.uk

21-22ND AUGUST:
STORM OF CHAOS
CAMPAIGN WEEKEND
Fought out over the last days of the war. Will
your force help tum the tide?

Keep your eyes peeled for ticket availability on
our website:

WARHAMMER
WORLD

The Storm of Chaos will be well and truly
underway with three major events that will
have a direct effect on the action (more about
this later!)

snATEGY BATTlE GAME

DARKNESS OVER GONDOR
No one who has seen The Return of The Klng
movie could fail to be stirred by the climactic
battle scenes surrounding the White City 01
Gondor. In all of our Hobby Cenlres this May
half·term we will be recreating some of the major
fight sequences. This could see your force
changing the history of Middle-earth in our 'What
If...?' scenarios with the highlight 01 the week
being the Charge 01 the Rohirrim.

AND THAT'S NOT ALL...
Our Hobby Centres will also be running painting, modelling and tactics classes and also many one-off games, mega
ballies and new scenarios. Check out the listings on p1 02-1 03 and give them a call to see what you might be missingl

"----------------------------'

If you are a Warhammer 40,000 or The Lord of The Rings fan fear not as we also
have some great gaming and hobby activities for you too!

CRUSADE OF FlAMES II 
THE ASHES OF FAITH
In the grim darkness of the far future there is
only war! The Inquisition of the Ordo Hereticus
are ever watchful lor signs of deviancy from the
Imperial Creed. Witch Hunters have spent
seven years uncovering a piotto subvert a
whole populallon to the worship 01 Chaos. They
have now called upon the lull power altha
Eccleslarchy to eradicate this abomination from
a previously loyal planet. Playing games using
the Hobby Centres Fallh-o-Meter your force
could make the difference to the Imperial faith

of a whole city
as a Witch
Hunters army
attempts to
subdue both
aliens and
heretics.



Preparing for the Storm
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Both the forces of Good and Evil are calling their greatest
heroes to the fore in preparation for the coming battle. These
heroes have assembled their warbands and armies and seek
battle totest their mettle.

Bring along a Border Patrol force of 500 points (see WD285 or
go to www.games-workshop.co.uklborderpatrol) and fight in
one of our special scenarios as Archaon attempts to disrupt
the Empire's relief forces moving north towards Middenheim.
Your actions will decide what special
advantages the forces of Evil or
Good will receive at the
beginning of the
campaign proper.



The dark shadow of (haas crawls across the
Empire like an inexorable parasite. Rally to
the cause of the realm of Man. Muster your
armies that are loyal to Karl Franz and the
Empire lest the Storm of (haas engulf all that
is goad and tear it asundet Only a brave few
stand between the Empire and total
annihilation. Their courage will decide the
fate of the world.

Prepare your generals for the Storm of Chaos

Warrior Priests of Ulric £8 Valten on horseback £8 £!!!pire Elector Count £7

This blister contains 2 Warrior Priests of Ulric
(InCluding I mounted).

~Ik....kt 100.00
SIIWml _kt 120.00
(uro €. 13.00

This blister contains 1Vallen OIl
horseback.

l}fnm"Ltt 100.00
S\WI1IItl •.•.tt 120.00
Euro._~._._E 13.00

This blister contains t:/fIII1yrll.._.kr lID,oo
1 random Empire Elector Count s-ifIl .._$ 90.00

E~ro_'_M ..E11.00

Valten £7 Luthor Huss £7 Empire Grand Master £7 Kislev Boyar £6
DfMlIlt._..kt SOl» ~rt._kt 80.00 ~..."kr80.00 This blister

DfMlItt_u lO.oo
This blister contains Swdll ......k! 90,00 this blister contains ~ __..k! 91100 This bllsler contains 1

~ ......k! 90,00 SwtdI1l _.kr &100
1 Vallen. [uro............_E. tOO 1 luthor Huss. Euro..............E:/I.00 random Empire Grand flHO...._..._...€, I 00 contains 1 KlsJev EUfD.__€ ro.oo

Master. Boyar.

£5
o-wt.._.kt 55.00
Swrdeir /(165.00
EulO..__.•_ €!.OO

This blister contains 1random
Dwarf Enllln8llr.

Dwarf Engineer£5

This blister contains :*::::::~::
1Dwarf Runesmith. EIJfD _ €8.00

Dwarf Runesmlth£6
OMm.lt t, 70,00
SWlIl1M t, 80,00
EIJfD €IO.OO

Dwarllord
This blister contains 1random Dwarf lord.

30 THE CONCLAVE OF LIGHT

Models shown at 75% actual size. Models su

Prices qllOlld are tOf Pl'odutts solcl by Games Wor\(sllop lhroogh Its own Slores. caLllogue or website.
lndepe!ldef1t rtlillers are lespooslbll IOf !Jt1ennlnlng lhelr own prices.



This blister contains 1
Bretonnian Ouke.

Bretonnian Duke£7High Elf lord

Thts blis~er contains I
rafldom High EIt lord.

0IMIIIt---IT '00.00
SlIlJdM ---IT '20.00
E_ £'300

£8High Ell Mages

This blister contains 2 random High Elf Mao!S
rlfldudiog 1 mounled).

Sauro' Oldblood £7~·Gar on Carnosaur

Thas boxed sel cootains 1complete
Kroq Gar on C3rnosauf.

£20
O",mMLk12S0.00
$lIotdfn _kt 300.00
£1HO_.£35.00

This blister
contains 1 random
saurus Oldblood.

l:IInn.ri_.tr tIO.OO
SWKlfn ~._kT 90.00
fUfO. €" 00

~eror Karl Franz

This boxed set contains 1complete Karl
Frall2 on DeaUlCIaw.

£20
DrrnmMt_.tr m.OD
StoIdfn _kT 170.(J(}
EUIO~ £30.00

--.
I

' ...... :;.,
.ii~. :~~
:-.:.~~ ,c-. ...'...' "

LUTHOR'S HORSE HEAD
9947020211500t £1

UNGRtM tRONFlsrs
BANNER POLE

9947020500802 C1.OO
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LUTHOR'S BOOK
9947020211503 to.50

KNIGHT OF THE REALM
LEGS

9941l12''''0501 CI.50

UNGRIM IRONAST
99oI70205OOl101 t5

000 O'OUTREMER'S

80DY
99<1102030'301 £6

KNIGHT Of TME REALM
STANDARD TOP

99<1702030'103 £'0.50
RUTGAR'S SHIELD

99<17020204603 £'0..50

TflISTAN'S SMIEL.O
i94?~203 £XI..50

llJTliOA MUSS H.....MER
99<l702Q211502 tl

•
T

•

f.

~•

MATRIARCH SHIELD
99-47110200El02

"'.50

Models shown al 75% actual size. Models su

RUTGAR'S LANCE
99oI7U2'lJ2Oot802 £1.50

IMPERIAL SANNER
POt..E (1 RANDOM)

9947020204312 EO.50

WHlTf OWAAFAXE
",7020501102 £1

KING KAZAOOA'S
n<IJHO£RHOAH

..1020500502 £0.50

Using the components shown here,
you can create stunning conversions
to make your Storm of Chaos
generals totally unique.



The 'hattting and rhythmic drumming roSt in
tempo.. IDd ecstatic serums htg.1D to cut

through the din. lithe, unoaluu! shapes began
forming from the cantoning smoke. shadowing
through tht press of bodies. Insubstanlial.
uncuthly faces appeared in the iUgUDI

vapours. icc blue lips OD pale feminine features
curling back 10 show needle-like teeth. An
111uriDg. musky smell wafted through thc
uvc:rn. heightening the 5Cnses and scnditl8 Ihc
OCCUf»DIS into fUrl he! rapturous contortion$.

Her woting DOW a husky growl Mouthi
brought thc: hilt dowD slwply into the
mmudcr's neck. burying it 10 thc hill Her
chest huved as blood sprayed ovu her pUc
flesh. and she arced her spint in plusure.
Throwiog hcr hud ~ck. she s(tamed the !lSI
lintS of her intriutc summons. even 15 thc
dying warrior bC:OUllh her gr(»ncd in ibsolute
eCS1lSY ind his lifeblood flowed out inlo i
spruding pool. Around her. Ihe other sorceresses
in turn slew their willing humiD victims.

Placing her index (iogers in Ihe blood. Monlhi
drew i curving shipe upon her chest. the
infern.iJ symbol ucred to the lord o( Plusure.
the Dark God to whom her ritud WlS
dediuted. All the eXlremes of tmotions fdt
within this cavern were o(ftrings 10 thit diety.
the youngC$1 of the grut powers of CtU05.

A5 her fingers finished tnc.ing the 1U1 curvt.
sht fdt the air within Ihe uvern stir. Tht
intoxicating smell of musk strengthened. ind a
cool bretzt wlShtd over tht sweating mw.
sending the douds of smoke into wildly
contouing eddies. Shidowy (orms in the corner
of tht eye solidified lS the Daemone1tcs
shifttd from their spectnl Rulm of Chios
into mEty.

Monthi indintd htr hud respectfully to the
Diemons. a gesture 1hit WIS returntd by the
disturbingly al1nctive crtaturC$. Spruding htr
blood-drenched ums. Monthi gesturtd towuds
the mass of barbarians. drenchtd in blood and
Swtaf. who were guing in abject devotion at
the servants of their god.

'A gift for your muttr: Morathi $Ijd. her
brulhless voict betraying some of her
txc.itemtn1. She rose to ber feet. still dlSping
her bloodied knife.

Running her tongue icross thc dcljcite bhdt.
Moralhi spoke once more; 'Let us spill the
blood of tht lamb together: i rescaling of our
10Dg held pitt:

The Hig Sorceress formed the complicated
phrases of her incantation with usc. each word
ptrftctly ebunciited. One putieular word was
repeated aglln ind agiin amongst the twisted
words of the Duk Tongue.

Slunesh...

Morathi allies with Slaanesh
Morathi stepped lightly through the press of
convulsing bodies. SWCit rUMing in rivultts
down her flawless alabister skin. Despite being
fir to the north of tht borders of Nlgguoth.
she walked through the sacred hall of the
northtrn buharilns without fur. for she had
won over these simplt: fools completely. The
bulky humin barbarians stepptd clumsily out
of the way as the Sorceress swaggered through
their midst. a vision of absolutt buuty and
grace. Some of the Hung tribesmen dropped
to their knees before her. their seDses
overcome with her unurthly perf«:tion. whilt:
others Shred it her longingly with glazed eyes.
tbeir bue chCS1s flushed and heaving. They
quickly dropped their gue when her eyes
flashed towards them. These pithetic. humans
were her toys 10 do with IS she pleased.

Nearing her coterie of Dark Elf sorc.eresses.
whose chanting WIS reac.hing an almost piinful
intensity. Mouthi's blood-red lips puted.
Hunger flashed in her duk eyes is her gne
lingertd over the interlwined. naktd bodies
spraWled around her. Her preditory gUt
eventually stltled on ont of tht crude humins.
a powerful young wurior whose slab like
musdes gleimed with oil Curling. harbed
tal100s were urved into his flesh. and he
lowered his eyes as Morathi stepped litbely
towuds him. Plac.ing her dcliule lund upon
his broad c.hest. she slowly dragged her
gleaming blick niils downwards. scoring five
bloody wclts down to his abdomen. He
gr(»ntd in pleasure. ind let himself fdl to the
ground with a gentle push from the sorceress.

Licking her lips. Monthi slowly drcw a long.
thin knife from its shuth on her thigh. She
spun thc blade deftly into a dowttwud pointing.
sfibbing grip. and knelt oycr fhe tribt:Sm~n. His
ruddy. tatloOt:d flesh contrasted sharply with
the pure white of her skin. His breath was
coming in ragged gasps as she began to clunl.
her voice interweaving with those of her sister
sorceresses. She swaytd bac.k ~nd forth above
the wurior. ~nd plactd the palm of her free
lund oyer the hih of the knife.

OF CHAOS

C
loying. lavender smoke seeped from tht
mouths ind Dostrils of daemon-shaped
brniers. The hallucinatory fumes movtd

like i livittg creature. tendrils caressing the
limbs of the hUttdred sweating humin bodies
that crowded into the ucred cavern. deep
below the ground. Pounding drums echOt:d like
the throbbing heartbeat of a giant bust. whilt
the unDitural chinting of femalt: voices rose to
I feyer pitch of intensity.

The Hag Sorceress, Morathi,
has journeyed into the Wastes
to reaffirm her ancient pact
with Slaanesh, fuelled by
her desire for power. Ant
Reynolds tells the tale of how

..J
the Dark Elves and the forces
of Chaos have allied. Once
more the world will tremble.

,
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A
(most six thousand years ago,
MOr3thi founded the insidious
Cult of Pleasure in the lands of

Nagarythe. It was a good time for the
Elves, as under the leadership of the
Phoenix King Bel Sh:lI1aar. the lands of
Ulthuan flourished. The Elves ruled the
seas, and explored the great oceans of
the world. Wealth nowed back to
Ulthuan, and the cities were beautiful
and adorned with great treasures from
every comer of the globe. Some scholars
believed that the Elves became
complacent in their indolence and
luxurious living, and it was due to this
that the Cult spread through all facets of
life, all across Uhhuan.

At first, the Cult was tolerated as merely
an indulgence. And why shouldn't the
Elves indulge themselves, many thought,
after so many years of strife and pain.

evertheless, as tllC years rolled by, the
Phoenix King became worried about the

hold the Cult was gammg over his
populace. It was Widely known that the
sacrifice of living beings had become a
pan of lhe Cults activities, and the dark
name of Slaanesh was increasingly
associated with it. Having fought so hard
for so many years against direct attacks,
the Elves had welcomed the cancerous
hand of Chaos intO its midst.

Thus resulted the catastrophic civil wars
of the Sundering. Brother turned on
brother as the Cult became outlawed and
its members persecuted. This tore the
nation apart irrevocably, and the Cult
slipped further into depravity. An age of
tragedy and connict began, and Morathi,
as the High Priestess of the Cult, and her
once fair son Malekith, now driven mad
with jealousy and pain and reborn as the
dread Witch King, were at its heart.
Daemons were their consorts, and they
and t.heir kin were from then on known
as the Dark Elves.

After years of bitter \vat, the lands of
aga.ryt.he were shattered, drowned

beneath a titanic wave of water a thousand
feet high. Tens of thousands were drowned
by this magical Storm summoned by the
magic of the High Elves, and earthquakes
and lightning tore the land into pieces.
With daemonic sorcery, the Dark Elves
saved their palaces and fortresses from
destruction. While the lands crumbled
around them, they created the tieanic
Doating cities that became known as the
Black Arcs, and the Dark Elves left Ulrnuan,
never to retum in peace.

They setded in the lands that came to be
known as Naggaroth, hatred and
bitterness deeply ingrained in their
hearts. Over tJle next thousand years,
another cult grew in power, driven by the
anger of the Dark Elves. This cult was
dedicated to tbe worship of Kaela
Mensha Khaine, the bloody-handed god
of war and death.

•

•
•
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f -lb thiS daYt this warrior cult h"s become
, the main religion of rhe Dark Elves, and

many believed the Cult of Pleasure had
disappeared completely. Morathi herself,
always skilled and manipulative in her
politics, attained a position of
prominence within the Cult of Khaine,
and she still retains the loyaJry of the
Witch Elves. Nevenheless, this is a front,
for her first devotion is 1:0 Slaanesh, and
she has secretly kept me Cult of Pleasure
active. This has caused her to have a
confromational relationship with
HeUcbron, the Hag Queen of the worship
of Khaine, who suspects Moralhi'
loyalties. However, given Morathi's
exahed status among her people, it
would be a foolish move by Hel1ebron to
publicly oppose her.

With her son Malekidl utterly fIXated
upon reclaiming Ullhaun, Morathi W"dS
concerned with the amount of energy
this ongoing wa.r wa.s draining from the
Druchii nation, With her son
concentrating on his war with the High
Elves, and away from Naggaroth, Morathi
decided the time was right (0 revive the
Cult of Slaanesh to become a significant
power once more. Though lhe Hag
Queens believed that they had
suppressed the Cult for years, almost
stamping it out unerly, this was merely an
illusion, and the growth of the Cult has
been dramatic. The power of the
Convents of the Sorceresses has grown
strong in recent years with their growing
involvement with the Cult of Slaanesh.

Seeking to strengthen her Cult of
Slaanesh, Morathi travelled far to the
north. Borne upon the back of her Dark
Pegasus, Sulephel, and accompanied by a
coterie of Sorceresses also flying on swift,
flying steeds, she soared through the
darkness over the mountains and forest.
They flew on past the great spires of the
northern w:ucluowcrs that marked the
border of their re,llm, yCI stiU they flew

Oil, pushing far intO the enemy territory
of thc savage Chaos tribes known
collectively as the I-lung.

Roaming warbands within this blighted
land saw the black shapes passing in the
skies far above them. Word of the passing
shapes spread across the lands, and the
tribesmen wondered what meir
appearance could mean.

Eventually, Morathi and her coterie
directed their steeds to land upon the
tainted soil in the midst of a great
gathering of warbands. An cnOffilOUS fire
burned at me hean of me gathering,
around which sat the warlords and
chieftains. The grim northern warriors
dutchcd their cruel weapons tightly as the
female Elves leapt lightly from their
saddles, and gracefully walked through the
campsite. onc dared to halt their
progress, for aLI could feci the power these
strange, lithe women wielded as they made
their way to the centre of the gathering.

The warlords rose from meir council [Q

confront the interlopers. The savage
sorcerers of the tribes g.1.spcd as mey S3W

the beauty of Morathi. The eye of the
great god Slaanesh, who they knew as
Shaarnor, was upon her, proclaimed the
mystics. In their eyes, the favour of the
I)rince of Pleasure coiled around her like
a serpent.
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Morat.hi
Sulepbct

Mount: Morathi rides her Dark Pegasus Sulephet.

Armour: MoraLhi is protected by the Thousand and One Dark Blessings.

Enchanting Beauty
Morathi is possibly the most beautiful
woman in the known world, and mere
mortals are enraptured by her. Any
enemy model in basc
contact with Morathi at
the Start of a rou nd of
combat must pass a Leadership
test or have their WS
reduced to I for the
duration of thai
round.

TIlOusand and One Dark Blessings
Morathi has ancients pacts with many malevolent spiritS and daemonic entities,
whose unnatural energies protect her from harm. This has the e.ffect of giving her
a 4 + Ward save and Magic Itesistance (1).

Points: 470

Morathi is tbe mother oj tbe Witch King anti second only to bim in power. She can
be ltlken as one ojyourl.ord c/Joices. S/Je must be u.sed exactly as presemed here
and may not be given any additional equipment or magic items.

Beloved of Khaine
MoraLhi is the first of the Hag Queens, and all Witch Elves owe allegiance to her
before any other. Any \Vitch Elves within 12" of Morathi may use her Leadership
value, as if she was their anny General. If Morathi is in your army Witch Elves may
not use the army General's Leadership.

SPECIAL RULES
High Sorceress
Morathi is a Founh Level Dark Elf Sorceress. She always uses Dark Magic, but you
may choose which four spells she has at the start of the batrle, rather than rolling
for them. In addition, Morathi adds +2 to all of her casting roUs, rather than the
normal +1.

Weapons: Morathi wields Hcamender.

THE HAG SORCERESS

On the turn Morathi charges,
Hea.nrcnder adds +2 to her Strength.
In addition, when she is charging she
gains the Killing Blow special rule.

MAGIC ITEMS
Heartreoder
Such is Moratbl's skill witb tbe lance-
like Iletlrlrender sbe can pluck (I victim S
beartfrom tbeir cbest with a single weI/
placed blow.

Ot so easily impressed, one of the
drunken warlords scoffed 31 the
exclamations of the sorcerers, and
stalked towards Morathi. He tried to lay
his hands upon her, and she made no
move [Q StOP the hulking warrior. Yet as
his hands drew near, they turned
suddenly black, and he recoiled in
horror. Within moments, the blackness
had spread up his arnlS and covered bis
entire body. He began to scream and claw
at his chest - the symbol of Slaanesh
began to fonn on his chest, the skin
bubbling and blistering as if he was
burning from within.

In a spectacular, orgiastic ritual, Morathi
summoned sixty troupes of six
Daemonettes, and bid them descend
upon the tribe's main Kurgan rivals. The
Daemoncnes ripped through the Kurgan
warbands with ease, and the warlords
swore their oaths of alliance with the
Dark Elf Sorceress. So il Came to pass that
Morathi allied herself with the tribes that
had been previously raiding the borders
of aggaroth. Word of her alliance spread
throughout the Hung tribes, [0 whom
she became known as the Conson-Queen
of Shaarnor.

tories of the alluring Daemons of
Slaanesh appearing at her call spread Ii.ke
wildfire amongst the Iribes, and a great
many warriors set OUI from aU over the
Wastes to be near one so blessed. They
pledged their blades to her, and she was
pleased. Morathi, of course, would not
have any qualms about severing her ties
with the Chaos hordes when they ccased
to be useful to her, but for now the
alliance suited her own dark plans. With

""'"",. are Chaotic aHies flocking to her each
day, she began to [urn her attention back
to the south.

With Morathi at its head, her Chaotic
allies began the march towards the lands
of the Dark Elves. No more would they
have need to assault those lands, for
behind Morathi they would march within
its borders without bloodshed. When
they arrived in N:lggaroth, Mor:nhi
planned to form her greal Cult army, and
turn tOwards the south, towards the
sleaming jungles of Lustria. In her greed
for the ancient, magical marvels of the
Old Ones, she seeks once morc to push
deep into that land like a plunging

__ dagger. lb her son Malekith, she justifies
this desire by feeding his own greed - for
such wonders and weapons that lie
dormant within the crumbling temple
cities could surely be I'urned against the
hated High Elves, she claims. The gods of
Chaos smile down upon Morathi - for
an)' al'tack against the fading Uzardmen
must weaken their resistance to the
forces of Chaos...



Archaon has gathered dark and foul
forces to march before him and destroy
the combined armies of Men, Elves and
Dwarfs. Now's a fantastic time to add a
new charader to your force ahead of
the great campaign•.• Build and convert your own charaders for Storm of Chaos

Lord of Tzeenfch ridinp,-,O",is"c,-:-..,...."",;£",1:o2
LlIorIlML-.tr '50.00

Thcs boxed set contains 1 Mounted lord s.edM .tr 110.00
01 Tzeenldl. fllfrl_ €20.00

Bloodthirster

ThIs boxed set contains 1 Greater Daemon
01 KIlome - a Bloodlhlrster.

£25 Mounted Lord of Slaanesh

ThIs boxed set contains
1 Mounted lord ol Slaanesh.

£12

This blister contains 1
Chaos Champion of
KIlomo.

Champion of Khorne £7
t:.IfmuttI_.tr 10.00
5...--Jr90.00
Ewo €"OO

Champion of Tzeentch £7

~~ ". " 0InmIrk-kT 10.00"u::o lster conta os SlofdtIl..tr 90.00
Chaos Champion 01 flJlO €" 00
Tzeentell and 1Familiar.

lord of Khorne on Daemonit Steed £12

This b1isler contains 1
Chaos Ctwnplon 01
Slaanesh.

This boxed set contains 1
Mounted Lord 01 NurllJe
on aOaemonlc Steed.

This boxed set contains 1
Mounted Lord ol Khome on a
Daemonic Sleed.

o.-L..tr 150.00
S'JIDl ....iT 11/0.00
EIItO _0£20.00

Champion 01 Slaanesh £7
~IIO.(J(}

5""*' --D IiD.DO
Euro ell.oo

Champion of Nurple £7
ToW. ..... • o..n.rt.......tT .,.00
""" ",ISlet contaJftS 1 s...- -.kt Sll.OO
Ctlaos Champion Of EIn ~ I1.00

Nurllle.

lord 01 Nurgle on Daemonic Steed £12
o.-t...J:r 15Q.00
$lNdM Jr 1.,.00
{UfO eMOO

Models shown at 75% actual size. Models supplied unpainted.
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Chaos Beasllord £6 Dark Elf Sorcere.. £5 Dark Elf Sorceress on Cold One E7 Skaven Warlord £6

This blister COfltaJns 1 random
Chaos B8asUord.

~'M_kt 70,00
$ftden .__Iu tJO.tXJ
[lIfO € Ill/»

This bUSIer
contalns 1 DaI1l:
Ell Sorceress.

DfIImIrt_..,tr 55.00
SwIrdttr_•.kr 65.00
fllfO £1.00

This blister contains 1Dark
En Sorceress on Cold One.

0mmMt ._u 10.00
SlloIdIn _u PO.DO
(uro 4! ".00

This blister contains
1Skaven Warklrd.

OfMIMt._.kt 70.00
sw.dfn ._kr10.00
Euro £10.00

Ort Shaman £5 Ore Warbass on Boar E7

This b!islet conlaios 1
Ore War Boss on

""'.
lJIlmIWtJ:r "5.00
s-1IlI -» J,f(l.OO
E_ f:J5.00

Skaven Grey Seer £6
.........u.. • ~TO.OO
IIIQ ",,~ter contains $lIMlf -lrr It) 00
1Skaven Grey seer. fUR) _€fQ.OtJ

\

Using the components shown here,
you can create stunning
conversions to make your Storm of
Chaos generals totally unique.

0: ilOi1 PrlnceAn
..702010410 £2

lord CIt Ctwnge Hud Khwn'w liNd 0I'c Boer Boy gp.w 1 1'- 8lK1i~
..7020103803 £1 ..701(1:201«12 £1 ..~ £1 fi4701Q20UI02 t1.50

OUIIlOn '""'- Leg_ 1
ll9C1020104801 [~

D••ITICIII' PI"'- Swwd O••moI' PI"'-s-d 2
1IlM701020f:1001 £2 ..102010'811 £2

Wurug"Mnk
99470201113303 £1.50

Orcwywm~.

..70209111101 £2.50
Ore Wr wem &0.. ShleId

tI9o'7020911l105 £'0.50

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

Pr'as QIItQd ." lor proclUCU 50kI by Games WorkslloD througll b OWII lIortS, tllIIoglIt Of WIbsIlI•
....r..-s .. ralIOR&lble 101 0Ni "••IjI_ own 1lIlCet. www.storm-of-choos.com 37



EPIC·SCALE WARFARE IN THE 41ST MILLENNIUM
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This month we present the
final instalment in our series
on Epic: Armageddon. Jervis
Johnson takes a look at what
Fanatic have planned for the
system in the coming months
and years•.•

J
ervis: There really has never been
a better time to start playing Epic.
Although this is the last in our

current series of Epic: Armageddon
articles, I want to underline that we are
committed to providing on·golng support
for the game forever. Epic is not going to
disappear from the Games Workshop
range after a few months, as it did the
last time it was released. We already
have new miniatures, supplements and
armies planned that will keep us busy
for the next five years or so, and that's
just to make sure all the armies in
Warhammer 40,000 are covered! What
this means is that Epic is back up and
running as a playable game system.

THE RANGE
But just because Epic is back, it doesn't
mean we're going to stop producing new
miniatures for the game. Far from it!
There are currently three complete
armies available for Epic: Armageddon 
Irr.perial Guard, Space Marines and
Orks. All of the units used in the army
lists in the rulebook are now available to
buy, apart from a couple of very minor
exceptions that will be dealt with in the
next few months. In addition, the range
Includes a small selection of play·aids
for the game, such as Battle Markers
that can be used to record the number
of Blast markers inflicted on a formation,

Above: Ork Landa.

Right: Space Marine Drop Pod.

Below: Space Marine Landing Craft.

and Battle Dice that can be used to
show what action a formation has
carried out.

Then at the start of the new year we'll
be bringing out a whole new race - the
enigmatic and deadly Eldar, but more on
that later.

You can find out about the details of the
Epic miniatures range from the Epic:
Armageddon Catalogue. This fine
publication shows all of the models
along with their prices and how to order
them. You can get the catalogue in any
Games Workshop Hobby Centre Oust
ask the staff for a copy if you can't see it
on the shelves) or you can order it from
Games Workshop Mail Order.

One of the main reasons that we have
produced a catalogue for Epic:
Annageddon is that from now on the bulk
of the range will only be available from
GW Direct or from our on-line store.
Much as we'd love to have the full
Specialist Games Range in our stores,
there just isn't room, If you've already
used our GW Direct service you'll already
know just how helpful and friendly the
staff are, and I know that once you've
tried the service you'll wonder how you
ever got by without it (toy soldiers
delivered straight to your door - how
great is that!) In addition you can order

Epic: Annageddon models from our on·
line store, and you can also use the
excellent Mail Order In-Store service
provided in Games Workshop Hobby
Centres and other selected stockists.
Last, but by no means least, you can see
the full range at our Warhammer Wond
store here in Nottingham, and at shows
like Games Day, while all of our Games
Workshop Hobby Centres will carry on
stocking the rulebook.

For the rest of this year we'll be
concentrating on filling in the gaps in the
Epic range, so that all of the units
covered in the rulebook are included.
The three missing units that consist of
the Ork Landa, Space Marine Drop
Pods, and the mighty Space Marine
Landing Craft. Although none of these
units are absolutely vital to either the
Ork or Space Marine armies, they do
allow for a range of new tactics to be
tried out - and they really are super
models (see the pictures if you don't
believe me!)

!n the final quarter of the year, we'll be
rounding off the initial set of Epic:
Armageddon armies with a set of
character packs, one for each army.
These packs contain character models
which can be used with the plastic
infantry sets to denote special command
units. For example, the Space Marine
character pack includes Commanders,
Chaplains and Librarians, both on foot
and mounted on bikes. The Ork and
Imperial Guard character packs have
similar models for their respective
armies. The packs also include famous
characters from the Armageddon
campaign, like Ghazghkull and
Commissar Yarrick. In Epic, these
special characters are not the game·
winning juggernauts that they are in
Warhammer 40,000, which is why we
saved them until last, but nonetheless
they are useful and they do add a lot of
character (pun intended!) to each anny.

Epic is also supported by those nice
folks at Forge Wond, who are producing
a steadily growing range of resin Epic
models. The miniatures produced by
Forge World are extremely fine
collectors' pieces, and the range
includes a number of variants of the
characters, vehicles and war engines
covered in Epic: Annageddon. In
addition, Forge World produce a number
of models for units that are not out for



THE FUTURE
You'll notice Epic: Swordwind follows the
fonmal used in the Epic: Armageddon
rulebook. This sels oUllhe lemplate for
Ihe way that we will produce Epic
supplements in future.

We plan 10 follow Ihe release of Ihe
Eldar with similar supplements
introducing Chaos, Tyranid, Necron and
Tau armies. Each new race will be
covered in its own 'campaign
supplement'. At present we plan to
release these new armies in yearly
increments. The current order for
release is Eldar in 2005, Chaos in 2006,
Necrons in 2007, the Tau in 2008, and
the Tyrandids in 2009. However, don'l
despair if you already have miniatures
for any of these armies, as you can start
playing with them right away by simply
visiling the Epic Playteslers' Vault at
www.epic-battles.com. We already have
working versions of Tyranid, Eldar,
Chaos, Necron and Tau army lists that
you can use right now, plus several
variant army lists you can try out too.

protection. Space Marines from the
Imperial Fisls Chapter attempllo
reinforce their beleaguered Imperial
Guard allies, but against such a cruel
and uncaring enemy as the arrogant
Eldar, victory is far from certain for the
Imperial forces.

Swordwind will provide full delails of Ihe
Eldar army, plus addilional units for the
Imperial Guard and Orks. It will also
contain a complete history of the Baran
War, including army lists for the
Swordwind of Biel-tan, Ihe Death Korps
of Krieg and Feral Ork Hordes as well as
scenarios representing key battles from
the war. We've included some ot Jes
Goodwin's concept sketches with this
article in order to give you a taste at the
new Eldar units.

VARIANT ARMIES
In addition to launching a new race each
year, we also plan to do variant army
lists for existing races. In some cases
these will be included in the campaign
supplements we bring out, such as the
Death Korps of Krieg in Epic:
Swordwind. In other cases we will
release the rules for new armies in
Fanatic magazine. For example, midway
Ihrough 2004 we plan to release a
variant Space Marine army list for the
Black Templars. Doing specific Iisls like
this allows us to include characterful and
interesting units and formations, and
avoids problems with constantly
expanding army lists when we want to
add new units to the Epic range later on.
Using lhe Space Marines as an
example, the Codex Astartes army list in
Epic: Armageddon is now set in stone
and will nol change. However, the Black
Templar Iisl will give us Ihe opportunity
to add new models to the Epic range, in
Ihis case in Ihe fonm of Ihe Land Raider
Crusader and a special Black Templar

-

-

gravitic tanks and skimmers such as the
Falcon, Wave Serpenl and Cobra, right
up to gigantic Wraithbone constructs,
rivalling Imperial Battle Titans in size.

Swordwind focuses on the Craftworld of
Biel-tan. The Biel-tan Eldar are
especially warlike and aggressive and
are convinced that the cruel winter, in
which their race currently languishes,
can be lifted by Ihe bloody toil of battle,
forging a new superior Eldar. This re
conquest of their ancient empire
inevitably brings Ihe Biel-Ian into conflicl
wilh Ihe younger races of Ihe galaxy.

This suppwment focuses on one of
these savage conflicts. as the Eldar
Swordwind (as the anmy of Biel-tan is
known) attempts 10 scour Ihe Baran
syslem of Ihe usurping Human and Ork
populalions based there. The Death
Korps of Krieg, an Imperial Guard
Regiment recruited from an ancient
wond devastaled by civil war, deploy a
number of their Siege Regiments to
repel Ihe alien invaders while Feral Orks
living in Ihe wild and inhospilable places
of Baran mob logelher for mUlual
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Epic yet, including a superb range of
Tau vehicles and infantry. If you are a
serious Epic player Ihen I highly
recommend checking out the Forge
World range, either on their website at
www.forgeworld.co.uk, or by visiting
their stand at one of the numerous
shows Ihal they attend.

EPIC, SWORDWIND
In 2005, Games Workship will release
Epic: Swordwind. This campaign pack
will mirror the main rulebook in detailing
a specific campaign, allowing us to
introduce loads of new units and a
whole new army.

Swordwind introduces the alien Eldar 10
Epic - an incredibly ancient race who
once ruled a vast empire across the
stars. Then came the hideous times of
the Fall, when Ihe Eldar were consumed
by Iheir own decadence and fell from
power. The few who survived were
scattered across the galaxies in vast
interstellar vessels known as
Craflwonds. In limes of war, Ihey employ
a variety of troops ranging from their
formidable Aspect Warrior infantry, anti-
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Some of Jes Goodwin's amazing concept sketches for the upcoming Eldar Super-heavy Grav Tank.
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character pack. However, we will not add
Land Raider Crusaders to the Codex
Astartes army list.

The result of this is that the army lists will
not constantly be changing, which I think
will be a very good thing. It will also allow
us to do army lists that have real
character, rather than boring generic lists
that don't. I know some of you may worry
about the number of lists and the
potential confusion this will cause, but
I'm confident this will not be the case as
long as we make sure that no list is
laden down with special rules or
exceptions. Many of you will know that

as well as doing my day job with
Fanatic, I also do some work for
Warhammer Historical Wargames,
mainly because I'm fascinated by
military history and enjoy playing
historical tabletop games. My own
Warhammer Ancient Battles rules have
around 30 army lists, while the highly
popular De Bellis Multitudinis rules
produced by Wargames Research
Group have in excess of 2oo! In neither
case have these caused any problems,
so I really don't think this will be an
issue for Epic either.

SMAll SCALE, BIG PLANS
My long term (and, it has to be said,
rather grandiose) plans for Epic are to
create a family of games that use a
common set of Epic miniatures. Each
would be separate games but use the
same miniatures. The three games I'd
like to make are:

Epic: Grand Tactical Combat in the
41 st millennium.

Adeptus Titanlcus: Titan vs Titan
battles.

Air War: Squadron level aerial combat
in the 41 st millenium.

Epic, as you'll have realised, is now a
realityl I produced this game first as
there are lots of players with Epic armies
out there already. Adeptus Titanicus and
Air War will follow later.

I love aerial combat games and have
been playing them in one form or
another for almost 30 years now, so the
thought of doing my own holds a lot of
appeal. I'm hoping to get some test rules
up in the Vauit if I can, but don't hold
your breathl Why squadron level? Well,
one of the things I've learned from
reading about aerial combat in real-life is
that while Hollywood may fixate on aces
and one-an-one combats, the reality was
that it was the best trained squadrons of
aircraft that usually won. The lone wolf

pilot was something that was really
oniy seen early in World War I, and

by 1917 all of the early lone wolves
were either dead or had leamed

that they needed to act as part of a
team. The art at aerial combat at the
tactical level, then, is not how well you
can fly your plane, but how well you
and the rest of your comrades can act
as a team to defeat the enemy. So far,
no aerial combat game has really
~ptured this, but it's what I'd like my
game to reflect.

With regard to Adeptus litanicus, I think
hat Gav Thorpe's Adeptus Titanicus II
rules (available as a download from the
Epic website) really only need an update
and some more development work to get
them to a finished state. As with Air War, I
hope to get an updated version of the
Adeptus Titanicus II rules up on the VauU
some time soon. Once the rules are up,
we can start to test and develop them.
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You can order Epic miniatures by
looking them up in the Epic:
Armageddon Catalogue. Then just:
Call Mail Order: 0115 91 40000
Order on·line:
www.game.workshop.co.uk.store

Ask in your local Games Wort<shop
Hobby Centre or selected stockists
about the Mail Order In-Store service.

HOW TO ORDER EPIC

TALK TO JERVISI
Jervis can be reached at the following
places:
The Epic forum:

www.speclallst-games.com

Via email at:
'eneticOllllmes-workahop,co.uk

By writing to:
The Fanatic Sludlo

Willow Road, Lenton,
Nonlngham NG7 2WS.

Fanatic Magazine: Available from
Games Workshop Hobby Centres, Mail
Order and good games
stores everywhere.
Official Epic WebSIte:

www.epk:-bettles.com
Forge World:

www.forgeworld.co.uk

EPIC SUPPORT MATERIAL

WEB SUPPORT
Those of you with internet access can
find the Epic website at www.eplc
battles.com. The website includes all
kinds of useful resources for Epic
players, including an overview of the
game system, a catalogue of the
miniatures that are available, an archive
of magazine articles, including the
articles pUblished in the last three issues
of White Dwarl, and a forum where you
can discuss the game rules. The website
also holds the Playtesters' Vault, where
you can download copies of all of the
new Epic army lists that are under
development. At the moment the Vault
includes test lists for the Eldar, Chaos
and Tyranids, plus plenty of variant army
lists for different Ork, Guard and
Marines. After you've tried the test lists
out you can tell me what you did and
didn't like about them on the Epic forum
- who knows, if you make a really
valuable contribution your name may
appear on the list of contributors once
the army lists are finally published.

And that, I think, is quite enough about
Epic for the time being! If you have any
questions about anything you've read
above, or want to comment on the test
rules in the Vault, then please don't
hesitate to get in touch with me. I know I
say it every time, but I really would love
to hear from you.

Epic annual that will collate all of the
articles that appeared in Fanatic
magazine over the previous 12 months.
In addition, it will also have a rules
review containing the latest errata and
FAQ. The review is the only time we'll
change the official rules and army lists,
so as long as you have the latest review
you can be confident that your Epic
rules are bang up to date. As the review
is so important we'll also publish it on
the website in a form that can be
downloaded for free.

A small selection of models from Forge World's
range for Epic.

Above: A Tau Devilfish

Right: An Eldar Falcon Grav·tank and the
impressive Imperial Thunderbolt (bottom).

Below: Tau Fire Warriors.

FANATIC MAGAZINE
This Epic article is likely to be the last
you'll see in White Dwarf for quite a
while. New releases will still be covered
in the new releases section, but there
probably won't be another article about
Epic for a year or more, So, how will you
get your regular fix of Epic? Fortunately
the answer to this understandable
question is simple: you'll find articles
about Epic every month in Fanatic
magazine.

Fanatic magazine is a new full·colour
magazine containing material for players
of Games Workshop's Specialist Games
Range. In many ways it is a sister
publication to White Dwarf (ginger, little
step-sister more Iike...-Ed) but whereas
White Dwarl concentrates on
Warhammer, Warhammer 40,000 and
The Lord of The Rings, Fanatic
magazine will focus on Blood Bowl,
Inquisitor, Battlefleet Gothic,
Necromunda, Warmaster, Mordheim
and, of course, Epic. Every issue will
contain at least one article for each
Specialist Game system, along with
news, letters and all kinds of useful and
interesting stuff.

At present we have a whole slew of Epic
articles planned for the first few issues
of the magazines. Issue one kicks off
with a battle report between Epic system
editor Matt Keefe and myself, with a
tactical commentary by non-other than
myoid nemesis - Warhammer 40,000
Overfiend Andy Chambers. Future
ISSues will have tactics articles (the first
explains how to get the most from the
aircraft and orbital landing craft in your
army), new army lists (starting off with a
Black Templar Space Marine army),
more scenarios (starting off with a series
of scenarios that form a campaign), and
much morel

Besides this, you'll be happy to leam
that once a year we'll be pUblishing an



Huge armies clash upon the blasted
banlefields of the 41st millenium.
Towering Warlord TItans and Ork
Gorgants pound the earth, entire
legions of infantry and tank
companys mobilise for war and
fighter squadrons rake the sky with
blistering tracer fire as banle is
joined on an Epic scale! Models for starting Epic: Armageddon armies

~ace Marine Dreadnoughts £5
This blister contains,,-Manne
Drudnwohts.

£12
This boxed set conWns anoogh individual models to make 32 stands which
can be assembled Ima the lollowing models:

• 24 II Tactical Marine stands (top)
·8 x Assaun Marine stands (bonom)
• These can atso be used 10 make Devastator Marines.

Codex Aslartes BaUle Company

~SJ;'pa~c;;:e~M~a;r=inc:e,},W=h~i=rl;,W=in=d=slH=u=nt=e=rs=- ~£~9 .!pace Marine Land Raiders £12
this blister contains enough CClfl'ij)OfIents to make This boxed set contains
tither 4 huntl!fS(Ieft) Of 4 WhIrtwinds (right). 4 Space Marine land Raidefl.

£25~~ic: Armageddon rulebook
Tile Epic: Armageddon
rulebook conlains the
lu" fUIes lor Itle Epic
game system, and army lists
lor Space Marine, Oric and
Imperial Guard armies.

~pace Marine Predators
This blister pack contains 2 Predator Annihilators (Ielt) and
2 Predatol Destructors (right).

£9 ~ace Marine Rhinos
This blister contains
6 Space MariflB Rhinos.

£10 ~pace Marine Land Speeders £8
This blister contains
5 Space Marine
Land Speeders.

~erlal Guard Artillery Coml!!!'.Y £20
this boxed set contains 6 Basilisks (left) and 3".::,"',."'100::""""I""h"")-.-------=

!.'!'perial Guard Leman Russ rank Coml!!.'!y="...- ~£2~O

This boxed set contains 9 Imperial Guard Leman Russ Tanks (lett)
and 1leman Russ Vanquisher Tank (right).

Models shown at 100% actual size. Models su
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~perial Guard Inlanlry Company=-;:- ---"£-,-,o12
Thrs boxed set contains enough individual models to
mak! 36 stands which can be assembled info the loIlowing models;

• 24 x Imperial Guardsmen stands (top left)
." I Ogl)'ll stands (lop righl)
• 4 x Imperial Guard Snaper stands (bottom Iel'l)
." I Offictf stands (un be~ combination 01 Supreme Commander.
CornnYnder and Commissar) (bottom right).
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.1:':'1_" Wi' -:\lo -
~ ...

. ,~, ::;::;- ~, "~,l!: '. ~ .;<:i,'......':.~ ... "JI/,
" ,

Imperial Guard Chimeras
ThIs boxed set contains
71mpeNI Guard Chimeras.

£12 Imperial Guard Demolishers
This blister conlalos
3 Imperial Guard Demolishers.

£8 Imperial Warlord Titan
This boxed sel contains t Imperial Warklrd Titan.

£20

Ork Warbuggies and Skorchas
ThIs llIisler contains 6 Ork Bugglas (len)
al'ld 2Ork Skorchas (rigllll.

£8 Ork Gunwagonz
This blister contains
<1 Ork Gunwagonz.

£8
...-'--- ,-., r: • ,

i•,
· , ,

-A.
,, ,
" ,"f .' ,, ,-, ' • Il':' ,• • •••:z ,...

£8

£12

On BaUlewagonz
This bIis1er conlains 5 0,. Batt\ew3OOl1l.

ThIS boxed set coolalns enough individual models to make 44 stands.
wtlich can be assembled Into !tie loUoYlino models:

Ork Warband

Ork Gargant
This boxed set contains 1Ork Garoant.

£15
• 24 JIl Ork Boyz siands (lOp lett)
• 8 x Grelchln stands (middle lett)
• 4 x Stormboyz stal\ds (botlom left)
• 4 x Kommando stands (lOp light)
• 4 lC Nobz or Ork characters stands (elther Ork Boss or Ork Warboss) (bonom righi).

Models shown a1100% actual size. Models su

Prices QlIOIecl III 101 pl'0ClIJctI aOklll'y GaIMS Wofksholl \hl_ itS own stores. taliiogUi 01 websl11.
hll\lllldlnl reIlIllen III rapons!ble 101 Oettrmlning ltleil own prioIs.

www.games-workshop.co.uk 43



CHOOSING AN ARMY
One of the best things about working at
Games Workshop HQ is that you can get
involved in projects as they are
developed. As soon as I heard that Andy
Hoare and Graham McNeill had started
work on the new codex, I volunteered to
help with playtesting. This meant I tried
out loads of different army lists, although
I often had to use stand·in models to
make up the numbers. I find it is actually

,
from the second Edition book, painted by

•
John Blanche (you can find it in the
colour section of the new codex). Apart
ffom the awe.some central figure, what I
really love about the picture is the
background depicting all the different
members of the force - there are Priests,
Veteran Guardsmen, fanatical
Redemptionists, Scribes, Servo-skulls,
Inquisitors, other Sisters - every one
individual. I decided that this variety
would be the theme for my force - I
would include as many different squads,
and different models within those squads
as possible.

I
n recent years I have tried to get
started on a number of new armies,
including Tyranids and Necrons,

thinking I could choose simple colour
schemes and paint~up a force quickly.
However, each time I got bored after
painting a few models and abandoned
the idea - I soon got a reputation
amongst the White Dwarf team for ne er
finishing any of the armies I started. Then
I found out that we were going to be
producing a new Witch Hunters codex, to
follow on from the Daemo~unters. I had
been quite tempted by the Sisters of
Battle codex for second Edition
Warhammer 40,000, but back then I had
just started my Chaos army. This time the
Sisters had been joined by the forces of
the Inquisition, in their new guise as
Witch Hunters - a much more sinister
proposition, which really appealed to me.

The thing Ihat I Uke most about the Witch
Hunters army is that it really is a cross·
section of all the dark, gothic insanity of
the Imperium. It contains a huge variety
of different troops and nowhere is this
better illustrated than on the cover art

Choosing a
new army is a
big decision.
You invest a
lot of time,
effort and
money in any
decent sized
force, so it is

Graham Davey important that
you enjoy painting and playing
with it. I have been 0 devoted
Chaos worshipper since I first
joined Games Workshop, and
over the years have amassed a
formidable Black Legion army. I
reached the point where I could
field just a60ut any unit I
wanted, and eventually I realised
it was time for a fresh challenge
- Witch Hunters.

The Order 01 the Burning Chaitce purges the sinister Word Bearers warband, the DiscIples.
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their transport and reducing big,
armoured vehicles to scrap. The
Immolator itself is no tougher than a
Rhino, so I find i pays to manoeuvre
round the flanks before delivering the
payload of Sisters and then causing as
much damage as possible with its twin
heavy flamers.

My final Heavy Support choices are two
Exorcist tanks. These are heavily
armoured and each can fire an
impressive 06 krak missiles per salvo. I
always tell my opponents that this is less
scary than it sounds - you still have to
roll to hit after all - but they never seem
to believe me. Certainly firing both at the
same target tends to make a real mess!

USING FAITH
This army generates 4 Faith Points at the
start of the game. I always deploy my
Canoness with the big squad of Sisters, so
both can gain the benefit of Acts of Faith.

The first Act I usuaiiy use in a game is
Spirit of the Martyr, to protect the Sisters
from incoming fire. Although this would
not normally work on a large squad, the
Litanies of Faith allow you to pass the
test automatically. I generally end up
using all my Faith Points on the big
central squad. With 15 in the unit,
including an Imagifer, I can be confident
of getting important Acts like Divine
Guidance and Light of the Emperor to
work when I need them. Once the squad
is down to half strength, Spirit of the
Martyr helps to keep the remaInder alive,
stubbornly fighting on,whiie the Book of
St Lucius keeps them from retreating!

HQ
ClIOII.. 1111111
Evlscerator, Book of St Lucius, Litanies of Faith, Mantle of Ophelia.

~ ~.

Elfie
1...1l1tor 11Ill1lltl.., 1.IIlI
InQulSrtor with bo~ pIStol ana power weapon, Gun ServrtOf with plasme cannon, 1 veteran
Guardsman with hellgun, 1Veteran Guarlfsmen with plasme gun, 2 Sages,l Chlruroeon.
5 ARo-ftIl1U11IlI 111.

Troops
S""II oIlIUII -,1IIlI 23ti IIlI
Veteran SIster Supenor witl1eviscerator, 10 Sisters of Battle witl1 bo~ers, 1 Sister of Battle with
molfagun, 1 SIsler of Battle with heavy flamer. 1SISler of Battle with Imagrt,r & bolter.
Slam Troopell SqUid II IIlI
4 Storm Troopers wrth Hellguns, 2 S10rm Troopers with plasme guns.

Fast Attack
Dominion SqUid 148 ,..
Veteran SIster Superior witl1 combi-me~a, 2 Dominions with bo~ers, 3 Oominions w~h mllfaguns.
Immoillor 15 ,..

Heavy Suppan
3 Penlllnl Englnl.
Exorcist
Exorcist

ARMY LIST - 1,498 POINTS

control over them once they are activated,
you can always wait tor the best moment
before triggering their frenzied charge.
This makes them an outstanding counter
attack unit and one that enemy squads
will not want to go near.

You have even less control over Penitent
Engines - in fact just about the only ~

choice you have to make is where to
deploy them. However, this does not
mean that they aren't any fun to use - far
from it. They race across the table
towards their nearest enemy they can
reach and practically nothing can stand
up to their huge number of high-strength
attacks. Of course their potential for
carnage makes them a big target for
enemy guns, which is why I take the
maximum of three. Even if only one
makes it to the enemy lines it will still
make a big hole.

PrOViding more firepower is my second
Troops choice - a six-man squad of
Inquisitorial Storm Troopers, including two
plasma gunners. Such a small unit is
easy to kill, but I have found that my
opponents often have more pressing
targets to worry about - like Areo·
flagellants and Penitent Engines charging
straight at them. This means the Storm
Troopers can often nip around
unmolested, capturing objectives or rapid
firing at any nasty Space Marines that
venture too close.

My only Fast Attack unit is a squad of
Dominions mounted in an Immolator. The
Dominions are armed to the teeth with
melta weapons, ideal for leaping out of

quite tricky to choose a Witch Hunters
anny as there is a lot of variety, and
certain units can Of)Jy be taken if an
Inquisitor or a Priest is present - plus if
you are including Sisters of Battle then
you need to keep an eye on how many
Faith Points you havel My force has
developed into a number of core units
that I always field, plus various others
that can be used depending on the
mission or the opponent. The list shown
here is one example, with a slight bias for
fighting against heavily armoured armies
like Space Marines and Necrons.

I always knew that I wanted Sisters of
Battle in the army, so a big squad of
tI1ese was the first thing I collected. It has
become the central pillar of the force
around which all the other elements
revolve. A squad of 15, all with power
armour, is very survivable. They also
throw out a huge amount of accurate bolt
shells when they fapid fire, and I always
include a meltagun and a heavy flamer
for flexibility against different targets.
Finally, the squad includes a Veteran
Sister Superior and an Imagifer - both
important for using Acts of Faith.

Accompanying the squad is my
Canoness. As commander of the whole
army, I wanted her to be pretty
formidable, giving the Sisters squad a
strong edge in assaults. Accordingly, she
gets the Mantle of Ophelia, plus a
blessed weapon or an eviscerator for
dealing out the Emperor's vengeance.
Additionally she carries the Book of St
Lucius which allows models near her to
use her unmodified Leadership of 10 for
Morale checks, and finally the Litanies of
Faith, conferring a 'free' Act of Faith. All
this wargear may sound expensive, but
then I'm used to 200-point Chaos Lords!-APriest is essential if you want to include
Aroo-flagellants or Penitent Engines in
your army, so I had to have one. Putting
him with tI1e big Sisters squad makes the
most of his Fanatical special rule, which
allows the whole unit to re-roll any misses
when they charge into combat.

Following my theme of having lots of
variety in the army, the next thing I went
for was an Inquisitor. I wanted his retinue
to provide fire support, so I based it
around a Gun Servitor with a plasma
cannon and a Veteran Guardsman with a
plasma gun. Adding two Sages mean the
squad can re-roll one dIce to hit when
shooting, which usually saves anyone
whose weapon overheats. The last two
places are taken up with a Chirurgeon
and another Guardsman, to soak up the
first few casualties in the squad.

Arca-flagellants are a very destructive
unit, and although you have virtually no



Rob..
Scorched Brown.

Ilflstial Brown •

Blood Red •

Armour
Codex Grey

Bubonic Brown 0
Bleached Bone 0

I decided not to follow any of the colour
schemes presented in the codex, because
I wanted a very individual force - this
would be a lesser known, minor Order of
the Adepta Sororitas. I had a general

idea that I wanted bone-coloured
armour and red robes, so I tried

out various combinations of
different paints on paper

and then on some

Inquisitor Aggemead Prau tracks down aheretic Adeptus Astartes Warrior Seer.

PAINTING THE ARMY practice models. I stuck to colours from
My painting style developed as I painted the paint range to avoid having to mix
my first army, so the early Chaos squads I tones. This really speeds up painting time
painted look quite different to the more and means I don't need to use a daylight
recent ones. This time I wanted to decide bulb in the evening - I know the colours
all the colours and techniques at the~start, will be right.
and stick to them for the whole project to I realised in the end that taking my time
give the army a really neat, coherent Jook. and painting each model carefully actually
It was especially important to have a kept my interest far more than rushing a
strong colour scheme across the whole quick. rough-and-ready paint job. Even
force because I wanted such a variety though it takes much longer to build up the
of miniatures. army, it seems much more satisfying!

)

•
...
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Gun Servitor and Sage

Priest

Acolyte

Canoness

t also converted a Priest and my
Canoness, swapping around weapons and
altering heads. The Canoness is based on
the Sister Repentia Mistress model, which
I thought was perfect as the imposing
matriarchai figurehead of the arrny.

Finally, I did some minor conversions,
adding shields to some of the Sisters of ./
Battle. In the future these may form the
beginnings of a Celestian squad, but
for now they just add variety.
The symbol on the shield also
inspired the name of the
arrny - the Order of the
Burning Chalice.

simply to use a Sentinel to 'count
as' the Servitor, but this evolved
into the walking gun you can see
here. The Lexmechanic con1rolling
the gun selVes as one of the Sages in
the retinue.

CruSiJders

CONVERSIONS
I really enjoy converting miniatures - I like
to have models that are unique and try to
avoid duplicating the same model within a
squad, even within the army if possible.
Of course, con ersions add to the varied,
eclectic look I want fbr the force.

Inquisitorial Henchr,nen are ideal SUbjects
for conversions because there are
practically no rules as to what they
should look like. The first one I did was
based on a Mordhelm Dreg model,
carrying a huge book and a pitchfork. In
games, I have been using him as an
Acolyte with a Ma1)catcher. I have also
made two Crusaders, one with a lo~tech,

monkish look using Bretcnnian parts, and
the second which turned out looking like
an unusually-armed Warrior Servitor.

1wanted to create something special for
my Gun Servitor. My initial idea was
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The release of (oilex: Witch
Hunters Is a great excuse to
have a look at how various
modellers e responded
to the challe ge of >treating
a unique Inqubltor and
retinue from our vast model
range, while still retaining
the essential flavour of the
Ordo Her.tcus.

PAINTING AND CONVERTING WITCHHUNTERS

T
here are now codeX8S for two of
the infamous Inquisitorial Ordos.
Codex: Oaemonhunters allows you

to field the mysterious Grey Knights and
the grlm~ced investigators of all things
warp-releted, The Ordo Malleus. Codex:
Witch Hunters presents you with rules
for tfie fanatical Ordo Hereticus, whose
divine task it is to keep humanity pure
and unwavering 'l'J. the golden path of
the Emperor. some poi(lt in the future
there will be a third tome which will
reveal the secrets of those Inquisitors
who are forever vigilant against-the
threat of the alien, the Ordo Xenos.
These texts give you all the rules to
make great armies which can be as
unstoppable on the battletieid as they
are pure of purpose (by 41 st millennium

• •

standards!). But they also/eally let the
modelling genie out of the bits box too.

We've gathered together lots of superbly
painted and converted Inquisitors and
their warbands made by keen
hobbyists. These imaginative
souls have made full use of
Games Workshop's immense range
of miniatures, mixing models from
the Mordheim, Warhammer 40,000
and Warhammer ranges to create
Inquisitors and Henchmen whIch, as you
can see, capture the gothic feel of our
artwork perlectly.

Inquisitors are a dark and moody group
of strong individuals whose idiosyncratic
modes of dress and wartare cut right to
the heart of the Warhammer 40,000,

mythos. When you look at the gleaming
high-teci'tnology and rigid discipline of
the Space Marines it is sometimes easy
to forget that Inquisitors are also the
Adeptus Astartes - warrior-monks in a
far future where life is cheap, progress is
dead and technology mistrusted. They
may be genetically enhanced, but
they're empowered by a science barely
understood and almost forgotten. A
science whose pure equations have
been corrupted into a series of cantrips
mumbled by a bunch of insane priests.

When you look at these Inqulsltors, you
can't forget this. They epitomise the dark
and unforgiving future. And no matter
how much fun it may be to visit through
a game, you wouldn't want to live there.

~SHE~RD , .
As-well as fihinq in with t~e Cadian armY"l wanted the retinue to have a distinctive medieval atmosphere. To get this idea
across, I tried to give them a priestly appearance. The only exception is the Crusader based on a Sister of SaWe.
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JOSEPH WILTSHIRE /
I wanted to give the warband a feeling of nobility as well as having a more zealous
side. I decided to use purple and whrte along with golden detailing as the personal
colours for my I""uisrtor, and carried these colours over strongly onto the Crusader and
Acolyte, who I sa.rt as being the core of the retinue. For the less trusted Penitent
Psyker and the Cfierub, I chose less regal colouring, but kept the whne and purple
hues to help tie the group together.

VICTORIA lAMB
I imagined my Ordo Hereticus as a rather backward, sinister lot who took their business of purging wnches very seriously. My
Inquisitor naturally has the most civilised appearance of the gnoup. She's based on the new Seraphim Superior with the legs
of a Champion of Slaanesh and details from the Inquisitor range. Her motley, but zealous, crew are all based on various
Mordheim and Warhammer models.
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DOMINIC MURRAY
The Wrtch Hunter models have a vel'! dar!<, medieval atmosphere that they share with the
Empire and Mordheim ranges. I decided to make use of some of these for my Inquisitor and
retinue. My Inquisitor is made from the body of Luthor }tuss mounted on the legs of a Dar!<
Angels Veteran, while one of his Acolytes is • model fnom the Mordheim Witch Hunter Yiarband.
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ANDY BROWN
Andy has created this
radica/lnquisitor, with a
singularly sinister retinue.

•

--:~
BRUNO RZZO •
While I designed my Inquisitor with his huge
'beheader' blade to be as dramatic and intimidating
as possible, I wanted his retin~e to be able to blend
into crowds of Imperial citizens. I've taken care to
keep their colours'as undramatic as possible, even
to the point of filing away most of their Imperial
emble"", to keep their allegiance discreet.,

,.
•

,

•
•

•

ANDY HOARE
The I~quisitors created for the Daemonhunters army
were very militaristic in appearance, with heavy
armour)ind weapons, and vibrant and aggressive

. colours. The, Witch Hunters go (,
for something a little more
sombre and sUbtle which was
what I had in mind,.when I
painted my Inquisitor. For my
own Inquisilor Lord, ) d8j;ided
to use the body of the new .
Inquisitor Lord with the cOmbl
bolter stake-bow. I painted her
in tones of silver and dr~Jk red, as I
wanted her wargear to look like
holy relics. The base i~ taken
frQm the Warhammer '\
Champion of Khome, with
candles trom the base of\tie
Dark Elf Cauldron of Blood\.
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STEFANE lANGlQJS ""
When I first sat ~W)1 to work on my Inquisitor, I spent some time on the Internet,
looking for images t>f historical Witch Hunters. The images I found looked a little
too close to the old Mof(lheim or Warhammer Quest models, so I decided to
keep my Inquisitor quite simple in appearance, but with a menacing aura. The
only element of the historical Witch Hwnters that I kept was the distinctive '1"'t
and tie. I based the model on Fabius Bile using Green Stuff to rebuild and
reshape his upper body.

CHRIS BLAIR
I wanted the models to look like the traditional Witch
Hunters that I'd seen in classic Hammer horror films. I
wanted to use as much black gloominess as possible, offset
with white and a touch 01 red to bring some life to Ihe
models. I also decided to incorporate some of the patterning
that I'd been looking at on some of the Bretonnian models.

,
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ASIS NEUGEBAUER
Agis has been steadily building and using a striking Sisters of Battle army lor some time now. Last year, he gol involved with
playtesllng the rules to the new codex. During that period he started to build an Inquisitor, and a substantial retinue, in a
striking red and black colour SGheme to complemenl his black armoured Sisters of Battle army.



The Battle Sisters of the Adepta Sororitas are the elite
fighting arm of the Ecclesiarchy, and through ancient
pacts form the Chamber Militant of the Ordo
Hereticus. Wielding the 'holy trinity' of bolter, melta
and flamer, the Sisters are renowned throughout the
Imperium as the scourge of the traitor, the mutant and
the witch. Scrivener Hoare has risked all to gain
access to the secrets of the Vault of Origins, and
brings us this report into the fanatical warriors of the
Adepta Sororitas,

tyranny, until a humble young man
called Sebastian Thor from the distam
world of Dimmamar challenged his rule.
Through Thor's impassioned preaching
against the corruption into which
vandire had dragged the Ecdesiarchy
and the Imperium as a whole, uncounted
millions were drawn to rise up against
the High Lord's rule. Soon, Vandire was
besieged within the vast Ecclesiarchal
Palace on Terra, his bodyguard, who he
had renamed the 'Brides of the Emperor'
at his side.

Opposed now by the combined forces of
four Space Marine Chapters and a vast
contingent of the Adeptus Mechanicus,
Vandire was nonetheless blinded to the
poSSibility of his own downfall. Though
his forces were severely depleted and his
officers were deserting him at every turn,
the Brides of the Emperor stood firm by
his side, and so the siege dragged on,
neither side able to break it.

At r.he height of the conflict. another
force showed its hand. The Adeptus
Custodes, the praetorian guard of the
Emperor himself, had remained
ensconced with their charge, yet had
discovered the scope of vandire's crimes
when they met secretly with the masters
of . the Adeptus Astartes Chapters
assaulting the Ecc1esiarchal Palace. In
secret, the Custodes passed through
millennia-old conduits and passageways
deep beneath the eanh, and emerged
close to Vandire's audience chamber. The
Brides of the Emperor immediately
challenged them, but the leader of the
Custodes, a Centurion of the Companions
called a parley. Laying down his anns.
the centurion made an impassioned plea
to the Brides of the Emperor, striving to
convince them that they served only evil
and should revoke their oaths to the
High Lord. Though he spoke for more
than an hour, the leader of the Brides,
Alicia Dominica was unmoved by his

---------t8y Imperia{ scrivclI(r Andy Hoare
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doubt. Ordering one of his guards to
shoot him in the chest, he was engulfed
by a halo of blinding light so pure that
the Daughters fell to their knees before
him, convinced that he was, as he
claimed, diVinely blessed with the
Emperor's authority. Many decades after
the incident it was discovered that the
High Lord had worn a Rosarius, a holy
badge of office that contained a powerful
conversion field generator, bur rhe
Daughters had never heard of such a
thing and were unerly convinced by his
gambit, becoming Vandire's personal
bodyguard.

As the infamous Age of Apostasy drew
on, vandirc's Reign of Blood brought
misery and strife to vast swathes of the
Imperium. All the while. the High Lord
slipped further into delusion and

A. hOl,lld Illy SISler. Itl her deeds.. .ord.!; or
;;:zJ lhoughu. ill peKe or .1 'l7n in illy ""V
wmmll i Slli. W mould -.illingly .net immcdutcly
mike bu (nil hoW!! to ~r Supenor. to rmf.c
.meOlb with a pure hun. And if she d0C5 Dol
lIsw,lIy (ii) ill this lNDlICl'. In bet be gi\'clI bUI I

...,d:'! pcll.llKC. hut if her sin is glUt kl her go ..put

I,om the comp.rIlY of bu Sisten. so dUI she auv

Dol foil il bbk yjlh than. DOt kllCd 14 pu)"a. llOl

flghl lIu: [mpCfo.r"s foo .11 thW side. Let bu go li)
but .JOIl(. subaunQS herseU 10 lbe will of IIu:

.lmlgblY Cod-Emperor of MUlkind. Let her dOli Ihe
penllclIl hood .nd ukc up the CuanOllW cvisuulor.
•lId ~d: her rcdanplloD upon lhe fidd of hank
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The Adepla Sororitas
The Adepla Sororitas, or the Sisterhood
as it is also known, has its TOOLS in the
36th millennium, during the dark and
dislant Age ofApostasy. The insane High
Lord vandire, who had gained near-total
dominion over the Imperium, discovered
a secluded sect of warrior-women upon
the backwater world of San Lear, named
the Daughrers of the Emperor. Vandire
covered this community, seeing in it a
body of warriors who would make a
deadly and loyal bodyguard if he could
only bend it to his will. vandire travelled
to San Lear, but the Daughters of the
Emperor barred the gates of rheir temple
to him. Declaring that the Emperor was
watching over him, Vandire ordered the
Daughters to witness a feat that would
prove this claim beyond a shadow of a

+---------
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arguments and was on the verge of
taking up her own arms when the
Centurion made one last ofTer. Leaving
his men as hostages. he led Dominica
and her lieUlenants into the secret ways
beneath the palace.
Following the Cemurion, the Brides of
the Emperor passed through many miles
of dark. dank tunnels, before eventually
coming before the Gate. a dread portal
guarded by grim· Faced AdeplUs
Custodes. Agolden light spilled through
the opening, and the Centurion
explained (0 Dominica and her five
companions what was about to ~appen.

The Gate opened. and the six Brides of
the Emperor walked ooro the most
hallowed ground in the entire galaxy.
Though no written histories tell of what
transpired there. it is said that the
Sisters were brought before the God
Emperor of Mankind Himself.
That some great truth was passed to
Dominica and her sisters is evident.
Many have tried to discover the naLUre
of that truth. and all have died in
excruciating pain for their efforts.
Their eyes filled with a dreadful hate,
the six Brides emerged from the Gate to
pass once more through the secret
passages. Striding into Vandire's
audience chamber, Dominica addressed
the assembled Brides of the Emperor.
lhe High Lord all the while oblivious to
her words as he plotted and schemed
the defence of his palace.
Dominica testified to the High Lord's
treachery, of the evil he had perpetrated,
and worse. that her order had
perpetrated, in his name. Word spread.
and soon the distant guns fell silent as
every defender pressed into the haiL
vandire looked up from his maps and
plans. and began to issue a bloodthirsty
tirade of orders for the defence of his
realm. But only the silent glare of the
outraged Brides greeted his words.
Dominica stepped forward and spoke
the words that are to this day carved
upon her LOmb:
"You have committed the ultimate
heresy. Not Ollly haveyou turnedyour
back all the Emperor alld steppedJrom
His light, you have prQ/alled His Ilame
and almosr destroyed everything He
has strivell to build. You have
perverred alld twisted rhe path He has
laidJor Mankind to tread. Asyour own
decrees have stated, there can be no
mercy Jor such a crime, no pity Jor
such a criminal. I renounce your
lordship;you walk in the darkness and
cannot be allowed to live. Your
sentence has been long overdue and
now it is timeJoryou to die. ..
Shaking his head, the High Lord
famously uttered his last words. "I don't
!lave time to die... I'm too busy'"

Alicia Dominica beheaded vandire with
one sweep of her power sword, cleaving
his Rosarius in two. The Reign of Blood
was ended.
In the wake of vandire's downfall.
sebastian Thor was declared Ecc1esiarch.
and instituted sweeping reforms to the
Ecclesiarchy. The High Lords of Terra were
fearful of a repetition of the Reign of
Blood. and so the 'Decree Passive' was
passed, forbidding the Ecclesiarchy from
maintaining 'men under arms'. Dominica,
at Thor's order Formally Founded the
Adepta Sororims, which adhered to the
letter. if nor the spirit of the decree in that
all its warriors were female.
Another organisation came into being at
the end of the Age of ApoStasy, the Ordo
Hereticus. Fornled initially to ensure that
such a calamity as the Age of Apostasy
could never again befall the Imperium, its
remit soon expanded to cover not just
doctrinal heresy. but genetiC and psychic
divergence as well. Soon afrer the
formation of the Orders Militant. the
masters of the Ordo Herericus and the
highest ranked of the Adepta
Sororitas signed the COnvocacion
of Nephilim. a document
that bound the
Sisterhood to the
Ordo Hereticus as
its Chamber
Militant. The exact
details of this
agreement have
never been revealed,
but some believe
it to be linked
to the
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knowledge impaned to Dominica and bet
companions before the Golden Throne.
That such knowledge could be so dire as
to bind the two organisations so
formally is testament to the weight of
the task with which the Adepta Sororitas
and the Ordo Hereticus are burdened.
Others believe that the COnvocation waa.
intended to curb the power of the
Ecc1esiarchy, exploiting the fact that the
Sororitas are a loyal and zealous force
that could be used to enforce the
agendas of the newly formed Ordo, thus
turning a blind eye to the naming of the
spirit of the Decree Passive. Whatever the
truth. those who seek it without the
blessing of the highest-ranking members
of either organisation will find only a
slow and painful death in the deepest
excruciation chambers of the Ordo
Hereticus, or a fiery, yet equally painful.
end at the hands of the Adepra Sororiras.

The Orders Militant
Each of the six Orders Militant has its
primary base in either the Convent

Sanctorum on Ophelia VlI. or the
Convent Prioris on Terra. These

convents are massive
fortresses, housing

many tens of
thousands of

the Orders'
Sisters and

servants, and
Form the

administrative.
military and
rei igious
heart of
each Order.

,
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AS the Orders are primarily based
together at one of these tw·o sites, the
Sisterhood as a whole is a far more
homogenous organisation than many
other institutions of the Imperium. such
as the Adeptus Astartes or the Imperial
Guard. Though SiSlers spend many long
hours in solitude or training. they are
nonetheless part of a wider
organisation than their own Order. and
for this reason see themselves as
members of the Adepta Sororitas as
much as they do their own Order.
furthermore, it is not uncommon for a
Sister to transfer from one Order to
another. particularly in the case of a
Sister who has become wounded or too
old to fight transferring from an Order
Militant to one of the non·militanr
Orders, such as the Orders Famulous or

Hospitaller. It has also been known for
a senior member of the Adepta
Sororitas to leave the organisation
entirely for higher office elsewhere.
such as within the upper echelons of
the Adeptus Terra. or the Inquisition 
such an event is unheard of within the
Adeptus Astartes, and far from common
within the Imperial Guard.

It has been observed that the different
Adepta Sororitas Orders do not display
any great divergence from one another
in terms of combat doctrine or
organisation, as do many Space Marine
Chapters and Imperial Guard regiments.
Such differences arise, in the case of the
Astartes. from the strong genetic link
with the Chapter's Primarch or in the
case of the Imperial Guard, as a result
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of combat doctrines unique to the
culture from which the regiment was
raised. The Adepta Sororitas can trace
the routes of its doctrines to a single
source - the San Leor temple of the
Daughters of the Emperor - and their
teachings have remained largely
unchanged since that time.
Despite the lack of significant
divergences between the Orders Militant
in terms of organisation and combat
doctrine, there is a degree of variance to
be found within the teachings of the
founders of the Orders. which tends to
reflect the outlook of each Founding
Saint. For example. the Sisters of the
Order or Our Martyred Lady can be said
to reflect the vengeful nature of their
patron, Saint Katherine. while the
Sisters or lhe Order lhe Bloody Rose
share the brooding, qUick to anger
nature of Saint Mina.

The Lesser Orders Militant
Throughout the first two millennia of
the history of the Adepta Sororitas.
each Order established a number of
subsidiary convents at sites significant
to the Ecclesiarchy. Orten little more
than small garrisons, rhese bases,
which were often located a huge
distance from the two primary convents
on Terra and Ophelia VII, began to
develop an identity distinct from that of
itS parent' Order. In addition, these
small forces proved ideally situated to
answer requests for aid from
Inquisitors of the Ordo Hereticus, and
they eventually split entirely rrom the
Orders that spawned them.
The exact number and size of these
'Lesser Orders Militant', or 'Orders
Minoris' can only be guessed at. It is
assumed that none are as large as any
of the six 'Greater' Orders. and some
may be as small as only a hundred or
so Sisters. It is known that the leaders
of the Lesser Orders are, in theory at
least, answerable [Q the leaders of each
of the Greater Orders that formed them,
but this would have little practical
meaning considering the size of the
Imperium and the many years travel in
the Warp that separates (he Lesser
Order from its parent.

The Non-Militant Orders
The original Daughters of the Emperor
were more than a communiry of
warrior-women; they devoted
themselves to a wide range of
disciplines, through which, they
believed they could better serve the
God-Emperor of Mankind. These
disciplines ranged from scholastic
study and philosophical debate to
medical care, and many of these
traditions have survived in one form or
another into the post-Age of ApOStasy
Adepca Sororit3S.



The Legend of Saint Sabbat
Slint Slbbit is 1 figure known to billions of Imperul ci,i.zens from the articst dlYS of
childhood. Though the true detlils of her life 1fe long lost to lntiquity. her legend tells
t~t she libeuted 01 v~t 1fC1 on ,he rim of Scgmentum Plcificus from the clutches of the
Rumous Powers: giving the 1fC1 the name it bears rochy - the 51blnt Worlds.

Those who ho1ve looked deeper into her life ho1ve uncovered clues thlt link her to the pre
history of the Adeptl Sororit~. and it ~s been theorised thlt she mlY ~ve been a devotee
of the Dlughters of the Emperor loog before the High Lord Vlndire discovered the Order.

If this ldrnittedly tenuous theory is trut. it is the only known reference to any member of
the Do1ughters of the Emperor outside of the world of 51n Leor prior to Vlodire inducting
them into his service, o1nd the fact that the Sabint Worlds 1fe haIr 1 8lllXy distant from
technologicdly b1ckward San Leor makes her legend 0111 the more rem1fkable.

.c... 0 Ihil she m1Y lit 111 times tmy out
;:;:P her surcd duties 10 her Order lind
OUf lord tbe: Emperor. it is fitting thOllt
111 Sisters obey their Superior. strictly. lind
In 111 things. As soon 15 10 order is issued
by 1I Superior. dUI order should be: urricd
out is if the blessed Dominiu herself hId
(omm10dcd it. (or it is written - 'Her will
be done'

Rule CC)(XXIX. the RulE 01 IhE SofOrlli~
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The practitioners of each discipline afe
organised into one of three majQ.r. and a
great many smaller. Orders each utterly
dedicated to the pursuit of its own
sphere of innuence. The members of
these Orders are of(en to be found
advising high·ranking members of the
Ecclesiarchy and the Adeptus Terra and
also accompany Inquisitors of the Orde
Herericus, many of whom find their
highly specialised knowledge invaluable
in their own work. Some orders. such as
the Orders Oialogous and Famulolls, are
known to be as large as the Orders
Militant, whereas others may be Jjule
more than a handful of Sisters pursuing
their obscure specialisation. The
cloisters of the Convents Prioris and
Sanctorum are vast and winding. and
those who oversee them may not even
know the fl1l1 extent of those that coil
within the gloomy chambers.

The Orders Dialogous
The Sisters of the Orders Dialogolls are
scholars and advisors, experts in the
translation of texts both human and
xenos, holy and blasphemous. Their
services are frequently sought out by the
Inquisition, for their skills can unlock the
most obscure cipher. and uncover the
most concealed reference that may bring
a hidden uaitor to justice. It is said that
it is the most senior members of the
Orders Dialogous thai maintain the
ancient texts held within the dark and
dusty library of the vault of Origins, deep
beneath the Ecclesiarch's Palace on Terra.
Oniy the highest-ranking members of the
Ecclesiarchy are allowed access to this
most holy archive. for it is rumoured that
the heaviest of secrets regarding the
events of the Age of Apostasy and
vandire's Reign of Blood are locked away
within it.

The Orders Famulous
The Orders Famulous form a net\lJork of
chamberlains, advisers and diplomats.
whose role is to ensure the Imperium's
noble families work towards the ultimate
good of Mankind, brokering trade
agreements, alliances and marriages
between families. Members of the Orders
Famulous are often sympathetic to the
beliefs of Inquisitors of the Thorian
faction, who hold that the Emperor works
directly through his subjects, explaining

the miraculous feats performed by many
previous saints of the Imperium, Given
that the Orders Famulous have access to
the genealogical records of uncounted
millions of Imperial Citizens, it is
unsurprising that their hand is often to
be seen at work before, during and after
such a manifestation of the Emperor's
Grace is recorded, and that on occasion
they seem to be able to predict when such
a manifestation is likely to appear.

The Orders Hospitaller
The Orders Hospitaller provide surgeons.
physicians and nurses to all arms of the
Imperial military (with the exception of
the Adepms As",neS), performing acts of
great compassion in the execution of
their duties. The soldiers under their care
often regard them as saintly figures, and
many have been canonised, often
posthumOUSly, following some act of
great personal bravery in the face of the
enemy. Members of Ihe Orders
Haspitaller can be found accompanying
many branches of the Imperium's
military, from Imperial Guard regiments
to Rogue Traders' personal armies, and
are renowned for their skills throughout
the Imperium. They have also been
known to work in conjunction with the
Orders Famulous, where their skills
complement those of a Sister Famulous
in researching the details of blood-lines
and genealogy,

The Orders Sabine
A little-known group amongst the
peoples of the Imperium, the Orders
Sabine operate at the very edges of
human space, perhaps only returning to
Terra or Ophelia VII once in a Sister
Sabine's lifetime. The Orders Sabine
accompany the Missionarius Galaxia on
missions to newly rediscovered human
worlds, and they specialise in
infiltrating those often regressed and
primitive societies that it is believed
would oppose the arrival of the
Imperium. Sisters Sabine often set
themselves up as prophets of the
Emperor, preaching the Imperial Cult in
secret or fomeming revolt against the
religious leaders of a world. When the
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Missionarious Galaxia arrives and
announces its presence to the world's
peoples, the Sisters Sabine will have
prophesised such an event, and will lead
those natives sympathetiC to the
Imperial Creed in a sudden and deadly
coup against their leaders. Through.
their work, the Sisters Sabine are ofr.en
cut off from the Imperium for a great
many years, and many have the
appearance of haVing 'gone native',
adopting the clothing, language and
manners of the culture they are
infiltrating. It is only when her true
purpose is revealed that the Sabine will
throw ofT her disguise and become, once
again, a pious servaOl of the Emperor.

The Orders Pronatus
The Orders Pronatus specialise in
retrieving, guarding, studying and
repairing artefacts of value to the
Ecclesiarchy. This includes the
uncounted thousands of holy relics
revered by the peoples of the Imperium,
but it also relates to items captured by
the forces of the Imperium that are
considered too powerful or significant to
be allowed to fall into enemy hands. They
also have the responsibility of
maintaining and blessing the many
banners and symbols of the Orders
Militant. Thay have even been called
upon to reconsecrate the livery of other
Imperial bodies, as was the case when
they repaired the Chapter banner of the
Lamenters Chapter of the Adeprus
Astanes after its involvement in the
Badab Uprising. It is said that the Sisters
Pronarus who repaired the banner wept
openly as they did so, so terrible to
contemplate were the sins of the
Lamenters. To this day, the standard is
known as the Banner of Tears. Some
Orders Pronarus are known to have given
all in the defence of the anefacts they are
charged with guarding or studying, and
the fate of the Order of Blessed Enquiry is
a salutary lesson in the risks inherent in
hoarding an object imbued with the evil
of the Ruinous Powers, even if the intent
is to safeguard Humanity from their
corrupting inOuence.



Saint Mlna

Saint Arabella

Founder of the 'Order of the Sacred Rose
The Liberator

Like the Order of the Bloody Rose, the Order of the Sacred Rose
was not formally created until the reign of the Ecclesiarch Deacis
Vl. Saint Arabella was known as a particularly serene, even
tempered sister, renowned for her calm narure in the face of
adversity. She is said to have been instrumental in the
negotiations that led to Dominica accepting the plan of the
Adeprus Custodes taking the sisters before the Golden Throne
and has earned the honorific 'Liberator' because many sisters
pray to her for liberation from doubt and rash action at times
when a cool head is reqUired.
It is not known whether Arabella was martyred or died ofold age,
or some other fate overtook her, and any inquiry into the subject
with the Sisters of her Order is always met with a stony silence.
Arabella's symbol is a white rose, held aloft in a mailed gauntlet.

Founder of the Order of the Bloody Rose
Mina was known as a dark and brooding sister, quick to anger
and deadly in combat. The Order of the Bloody Rose was not
formally created until two and a half millennia after the founding
of the first four orders, and by this time Mina was long dead. Her
Order had existed as a small group of Sisters who provided a
bodyguard for the Abbess of the Adepta Sororitas, and it was
from this group that the new Order was formed.
Mina was martyred at the hands of a sanguinary cuit, the agents
of which are said to have ambushed her at prayer in a small
shrine on Hydraphur. None of her sisters were present, but it is
said that when they camc upon her body the entire shrine was
covered in the blood of her assailants, a score of which lay dead
around her own blood-draincd form.
The symbol of Saint Mina is a red rose. with prominent thoms,
representing her nature. Behind the rose are crossed two knife
blades dripping in blood, symbolic of the citCumstances of her
martyrdom.

Founder of the Order of the Valorous Heart
The youngest of Dominica's companions, Lucia was martyred
after being captured by Recidivists, who gouged out her eyes
and forced her to endure the screams of 1,000 innocents as they
were tortured to death before her. Unknown to Lucia, a group of
her own Sisters were amongst those put to death, but it is said
that not one of them uttered a sound as they endured their
tortures, so as not to cause Lucia any more pain than she had
already sutTered.
Lucia is represented in SororitaS an by a woman with eyes
shrouded and a drop of blood running down one cheek. She may
also carry a sword, held upright to symbolise her manial role
within the Orders Militant. She may hold a skull in her left hand.
which represents the severed head of Lord vandire. which she is
said to have recovered after Dominica put him to death, nensed.
polished, carved with the Litanies and placed within the ancient
archive of the Vault of Origins.

THE MATRIARCHS OF THE SISTERHOOD
Saint Dominica Saint Lucia

Saint Silvana

Founder of the Order of the Fiery Heart
The Shield Bearer

Katherine is said to have been the bearer of Dominica'S
Praesidium Protectiva, and was known for her determination and
avenging spirit, always to be found at the forefront of any
conmct, She was regarded as Dominica's second-in-command,
and led many successful campaigns against the forces of heresy
and warpcraft in the name of her liege.
Her order was originally entitled the Order of the Fiery Heart, in
reference to her fierce persona, but the name was changed to the
Order of Our Martyred Lady afler her death at the hands of the
Witch-cult of Mnestteus.
Katherine appears in Sororitas an as an avenging angel stood
upon a cloud and surrounded by a halo. She often bears a sword
and banner in reference to her symbolic role as bearer of
Dominica's arms, as well as a shield, representing Dominica's
Praesldium Protectiva.

Patron Saint of the Sisterhood • Founder of the Order of
the Ebon Chalice· Bearer of the Grail of Ages

Alicia Dominica is renowned (hroughom the Imperium as the
SiSler who ended the Reign of Blood when she beheaded lhe High
Lord Vandire. In the aflermarh of lhe galaxy-wide strife brought
about by vandice's ryranny. she formally founded the Sisterhood
according to the instructions of Sebastian Thor. and established
the Order of the Eben Chalice as her own Order.
Dominica led her Sisters on many crusades. and oversaw the
early years of the Adepta Sororitas for several cenruries before
falling in battle at the Scourging of Frideswide's World. It is said
that she survived literally hundreds of blows throughout the
banle, but was finally laid low by a single lasgun blast that
penetrated a weakened point in her armour and pierced her hean.
The symbol of Dominica's Order is the skull·filJed and flaming
Ebon Chalice, a representation of the terrible knowledge imparted
to Dominica when she was brought before the Golden Throne.
Few are aware of the significance of this symbol in Sororitas an.

Saint Katherine
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Founder of the Order of the Argent Shroud
Like the other founding Saints of the Sororilas, Silvana was a
member of Dominica's bodyguard when she was taken before the
Golden Throne. She is noted for the many selfless acts of self
sacrifice she performed throughout her life, and Sisters who have
survived a battle despite terrible odds often invoke her name in
thanks for deliverance from the forces of evil.
'Silvana is said to have died after being poisoned by a Death-Cult
Assassin, and legend states that her body mysteriously vanished
after having laid in state for a week within the Inner Sanctum of
the Convent Prioris. A silvery image of her bones was left
imprinted on her death shroud, which is revered as one of the
Sisterhood's most holy relics, and that gives the Order its title.
The image most often associated with Saint Silvana is the death
shroud, imprinted with the ghostly image of her skeleton.



The Abbess of the Adepta Sororitas
In the centuries followiog the Age of Aposl.sy Saini Domioiu led the: Adc:pb SOrOtil~

.lS founder .tDd OVU.1J1 patron. Her mutyrdom at the: hands of the herctics of Fridcswidc's
World le£t .1 gtat void in the: olg.1niSilion. which experienced .1 tc:mpoury crisis IS no
ladcr {cit they were able to adequately follow in Dominiu's footsteps.

EvcDlullIy. the Ecclcsiuch Equitius XI intervened. .tDd ordered the: luders of tlch Order
to eJect onc of thei, number to lad.

After rnlny weeks dcb.llc. the luders .tgfted by malority th.at Sister P.1lmiro of the Order
of the HoJy Word was most suitcd 10 lake: up the rank of Abbess of the Adc:pta Sororitas.

However. Sisler P.tlmiro was aD c:xceptionally humble womaD. aDd declined to Iud. staling
thlot it W.lS her inlenlioo 10 dcput on a piJgrim;age to S;an Leor. ;and Ih;at she h;ad no desire
for unk ;and privilege.

ACler much deb;ale. il w;as ;agreed th;al Sister Pdmiro should eomplele her pilgrim;agc.. bUI
llut she would t;ake up the unk of Abbess upon her return. ;and regud il ;as ;a welcome
pen;anee. P;almiro ;agreed 10 these lerms. ;and ;aCler buely ;a century Ihe tudition of electing
Ihe undid;ate who lern desired the unk of Abbess to Ihe post beume commonp!;aee. Ih;al
she should regud il nol ;as ;a privilege bUI ;as 10 penlonce. and thai she should undertake ;a
pilgrim;age 10 San Leor before laking up the position.

This ludilion was maintained for most of four millenni.t. until Ihe election of Sister
~brin;a of the Order of the Ermine M;antlc. Unfortunately. Sabrina disappeued whilst on
her piJgrinugl:. and never returned to Terra.

The l;ast sighting of Sabrina and her entouuge was on the ocean world of Habren IV. and
though it is not known whether she fell prey 10 attack or some other misfortune. Ihe
Sisters of Ihe Ermine Mantle luve embarked upon .II lern a dOlen missions to loo.te her.

Unlil she is found or her rate determined. Eeclesiuch;aJ uw dietdcs dut Ihe post of Abbess
of the Adep1a Sororit;as mus1 remain nunt.
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There are many ways to enjoy Ihe Games
Workshop hobby, including painling,
modelling, gaming, collecling and making
seenel'/o If you are new 10 wargaming,
collecling and painting an army can seem
like a daunling task. Haweve~ puning
tagelher a great laaking army isn'l
difficult, il jusl requires a linle patience
and Ihe right laals••• Aguide to paints and painting accessories

•........ ', ""'.. " ,..."A' ,,,,,,, ,.
"'"""'" ,J>.,,'.'
\ "'."...f ,~~-.. ~ ~ " .

(1£ -.

•

£6

£4

~It _tr 70.00
S\I'Idfll _ k! 110.00
fllf'Q. € /1100

Oftlnl'rll•._..kr SO.OO
SMdfn IIl60.oo
[1JtO~~ ~_~.eli.SO

OfJrIm.vk......1Il 40.00
SII'edfn •.•_1Il 45.00
fu(fl~ .......~.~ ..e5.50

DtnnurL.Jr40.00
SMdfn Ill 45.00
fum_._.._._ e5.5O

Be ~reful when~~WId mak6 sure ,)'011 re,d
,tid IooIow If>lI hsfructions on If>lI pacIcAging.

Warhammer 40.000 Starter Palnl Sel £12

This bOx set contains 5 plaStic: Space MarllleS. ~~ ..kr 150.00

6 paint pots, a paintbrush & painting guide, ~-=~~::

Palnlbrush Sel

Detail Brush, Standard Brush, Small Orybfush.

Tank Brush

Dtn"",L....k, 40.00
Swedtn .•_.k,45.00
[U(fl ,.,.,€5.5O

lar~er brush for models sLlCh as tanks.

PVA Glue £3 Super Glue £3 Plaslic Glue £3

£12
l1ttIltrwt.•..kr /50.00
SwedtII M"kf liJO.oo
Euro _ €20.txJ

Demn.irk kr 50.00
s-kn _ 1Il 6/J.DO
Eum €6.50

OttlmIt_ kr 200.00
s-Hn kr 250.00
[um_ €25.00

Citadel CDIDUr Spray
Cans 250mI £4 each

• There Is also aral"l(le of 25Om1
spray cans available. Colours
available are as follows:

• Shadow Grey
• Ultramarines Blue
• Blood Angels Red
• Dark Anoels Gr~n
• Bolt~un MetalCHAOS

BLACK

\- '(.~,':"

~1.. ~1a{\

Warhammer Starter Paint Set

Games Worksh Dpc.:P-,a",1n:.:.1-"S"'el'- =-£1"'5

this box set contains 5 plastic Chaos
Warriors. 6 paint !Xl's. a paintbrush
& painting guide.

This pallll sel contains nine of the most
regularly used colours In our paint ran~e,

a palntin~ ~ulde and apaintbrush.

Ciladel CDIDUr S~y..:C",a"ns::..4",0",0",m:.:.I_-,£",5-,e",a",ch

•

400m1 cans (above). Available in Skull White, DfnmIrlr kr ro.OO
Chaos Black &Clear Varnish. SIrrdttl kf 80.00

EIJtO _f! 10.00

All £1.75

Scorpion Green
Scaly Green
Camo Green
Kommando Khaki
Rotting Flesh
Codex Grey
Fortress Grey
Shadow Grey
Space Wolves Grey 4-'"
METAWCS
Bollgun Metal
Chainmail
Mllhril Silver
Tin Bill
Shining Gold
Burnished Gold
Bealen Copper
Brazen Brass
Dwarf Bronze

IIlIlS
Black
Vellow
Flesh Wash
Red
Purple
Chestnut
Magenta
Blue
Dark Green
Brown

VAIIIIISIIES
·Ardcaat

Skull White
Chaos Black
Scab Red
Red Gore
Blood Red
Blazing Orange
Fiery Orange
Golden Vellaw
Sunburst Vellow
Bad Moon Yellow
Scarohed Brawn
Graveyard Earth
Bestial Brown
Snakeblle Leather
Desert Vellow
BUbonic Brown
Vomit Brown
Bleached Bone
Dark Flesh
Terracotta
Vermin Brown
Tanned Flesh
Owart Flesh
Bronzed Flesh
Elf Flesh
Liche Purple
Warlock Purple
Tentacle Pink
Midnight Blue
Regal Blue
Uhramarines Blue
Enchanled Blue
Ice Blue
Hawk Turquoise
Catachan Green
Dark Angels Green
Snat Green

Empty Paint Pot SOp

CITADEL PAINTS
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£6
o.wn.L--tr 1O.(J()
SloCIrII _tr IO.(J()
ErJtO _ ~ la(J()

Model Files£7

£3

Curved Pliers

£12

£18

fJInmIlk_..tt '50.00
Sllo'IdfIl M ••kf ,tIO.OO
Euro_•.•.•.~2O.OO

Electrostatic Grass £3Modelling Sand £3

Cu"lng Sel

I cutting mal. I steel rule and
1 modelling knile.

Paint Station

sen assembly modelling 3 painting area.
Models 3 paints etc. not included.
Dimeosions: 6Dctn I 40Cm aPPf01l.

£3

Dft1mIrk__tr 50.00

SlI'\Idefl ......kt 60.00
EIIfll._•.__._€6.5O

Green Flock

Modelling PuUy £4£6

Modelling Gravel £3

'Ardeoal
Gloss Varnish
Also OfrIm.Itt tr 10,00
available in ~ H tr 80.00
a12m! pot. ElIfI)__~_€ 10.00

DImIMt--tf 4D 00
SlfIdM _tr45.00
&to €5.50

~1t1_(J()

SMdIilI .k.1 W.(J()
ErJtO_ € II.(J()

Aquick arM! easy way 01 basll'lg Y1!ur models Is shown althe lop, but try painting \he lellured base as In \he example shown
abow (uslrlQ sand or gl1VellnSlaad olllock) lor a realty Impressive result.

Tweezers £5

CItnmIrt krS5.00
~ kr65.00
Euro._ ~~.€6,00

Pin Vice £8
DfMllrIr....kt I(J().(J()
$wtdfn •..•kr 120.00
EUfD € 13.00

P!bs quoted If. lor produetslOkllry GaJlllS WOfbhop thfouon lis own 110m. atIlogUi Ofwebsll•. I/ldIpeIl(Iefll fll.lllln 1ft rllSllOl\Slllll tor lIe1erm~ llle/f own prices. www.gomes-workshop.com/storefront 59



WARHAMMER 40,000 BATTLE REPORT

AWitch Hunter and her Adeptas
Sororitas allies return to the site of
an ancient crusade in this month's
banle report. They ore seeking to
recover a group of holy relics but
the mysterious Tau are 0150 in the
vicinity and won't give the territory
up without a fight...

T
his month ifs a clash of opposites
as the intractable Tau take on the
zealous might of the Witch

Hunters. Our main protagonists for
this conflict are Paul Scott and Joe
Sturge (you may recognise Joe
as winner of the Best Army Award at
the recent Warhammer Grand
Tournament Heat 2).

Both Paul and Joe work for Games
Workshop as a Hobby Specialist and
in Warhammer Wortd respectively but,
despite being tournament regulars,
have never met across the tabletop.
As they are accustomed to 1,500
points tournament banles both players
decided to playa larger scale banle
and opted for a 2,000 points game.

More than pride was at stake as both
armies squared up to each other,
Joe's tactical tenacity versus Paul's
laid back approach. With the prospect
of ferocious hand-to-hand fighting
against supreme alien firepower,
things were going to get messy.

66I I is (Clhill .c Iuvr; foulld ttKmT CaIlCHleU
Acmdil uked. She _u 1&11 ud imposi1l8

upoa the liDding d~k. Her bulky power

armour dUlilCd hUYily lSI jell the melal Illldcrfool.
There ..u tbe (lilllCSI hum of (IICfSY dClccublc III

she moved.

~I hive OYl:IKc:a the ulroPJlhic ,rlckillg all the telia
pcrsollllly,~ I SClfKDI-likc yoice responded. loquisiloT
de Shilo !ud kepi 10 herself Ihrollgholll dockillg
protocols u they mlde their filiI! prcpullioDI 10
Iaad.

~Alu. OUI Isuop.alhs upircd through their c(fons,
she uid. slippill8 from the sludo," Ilid gcsturiog 10

I pair of smoking fuill. Ihll had beel the ship's
psyltl:rt.

Acmdil (GUida', disguise her .hock as she reguded
the brokfll bodies. Ihe SUCIIB,h of the lIumcrollS dill

clbles loci hard-wire eircuiuy Ihll eODlI«ted them to
Ihe ship holdiDg lhem limply uprighl.

-WU llul ruJly Dt'Cessary? To drive: them 10

dcsuucticNar

-Ill lbe scni« of tbe Emperor JK.rifica mllSl be
IIUdc. I lhoughl you of III peopk would ullCktslaDd
llul: de Sbilo Slid coldly. Her bioDic eye whirn:d u
il focvued 011 Ihe CUOllCSS..

Aemclii. face lurdned.. She a¥crtcd ber gue.
ec.c.ulralillg 00 lbe huge exit ump from which they
would IrUkc lheir IdVlIKe.

-Aad Ihm will be more 100. The l1ic. is tlUDy.- de
Sbilo eOlllillued. duwillg closer. -Are you sun: YOIl're
oudyT

Aemclia IUTac.d to her. grim aDd rcsolulc. There wu
110 doub! ill her voice. ~We Ite ready:

++ Priority yellow alert. Time to bodillg. ooc miDule
ud «Iulltillg ++

All lulomalCd voice ume Ihrough 00 Ihe VOlt. It wu
followed by Inc dull tOIt of Ihe ship's rwos u they
made Iheir filllol du(col.

III lhe blldillg dt'Ck Ihe Balik SiSlers of Ihe Adepta
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AgaillSl Ihe rUOlllool diD of Ihe lillding cuft's

eogiou. .ibililll mUlleriDg «111M be hurd u Sisltr
Superiors oUeted up prlyers 10 the Emperor.

The RwibulotJ, wilh lbelr 10w-.lullg hC.lvy boilers.
cht'Cked ImmUllilioD lod bcll fceds with Ihe
melteulouJDUJ of IUlomll1. CclUlilDs flood ill
silcDCe. IWlil",g Ihe order from Iheir CaIlO!lW 10

moulll up ill thcir RhiDo whose eogioe servos ...cre
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ADolher Rhioo. ils holy icOD. I huy red ill Ihe
wUDiog lighlS of Ihe dt'Ck. drew up aloDgsidc. The
dim IIId fotbiddiDg .hape of lhe ExortiS! wu jusl
visible ill the dukocss beyood. hs multiple missile
bmeIJ whirrcd. Ihc trew cydillll them IhTOUgh lheir
pre-bailie. ptolocols.

III I sccure sccliOIl or Ihe loadillg deck. surrollllded
by ...Irllillg chcvrolls. Arco-fhgdbDts dlWl:':d
agiluedly It Ihe fot« grid holdillg Ihem ill cht'Ck.
Nellt 10 them ...eTe Ihe dTC.ld fOftl'lI or lhe Pellitellt
Ellgilles. their Ihick h.uDCSICS !lughl 1$ lhey IlrailKd
10 lu:ep Ihem ill place.

At lhe bud of the limy I lighl shooc Ihtough lhe
darkllCSS.. C~ i. bet holy power It1I\OIIt llood Ihe
Livillg Sa.illi. Ihe
glottous Scupb.im
Imycd lbolll
ber like I

"""'" .f
IDgcls.

"The Ell'lpctor
is wilh us Ibis
day: Ihe Slid..
her voice 50ft
aad powerflll
EYeIl ...itb
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serC.lmiDg 1$ the luI fe... metres to Ihe ludillg JOllC

fell IYay lhey dl hcud ber. II wu al if shc Wl:':te
spukillg 10 nch of Ihem illdividudly. Alld iD dUI
momcol III lhoughlS of doubl 100 reu chbed I"IY.

A $Ouod like TushiDg lit iDvlded 1Iu: btier mOmtll1
of sereDily IS Ihe grlvily dampeDetS kicked ill. They
made bodbll alld Ihc emlutkallOIl ramp gtollOO opell.
Through I ... idelliog crack sUlIlight spilled illwltd 100
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Ouuide the relics ...ailed. III her helTl CaIlOlleSS
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RhiDo she glillced Icross 10 de Shilo who ...ailed
peDlivdy Imoogst her hcllChmlll.

-fot the Emperor: she Slid.

Dc Shilo lIadded. -Alld deuh to Ihe Ilieo.~
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OVERVIEW
Imperial forces are moving to recapture territory first contested in the Damocles Crusade when they receive information
concerning a cache of significant religious artefacts abandoned by fleeing settlers. Hastily gathering together a task force of
Adepta Sororitas 10 investigate, Inquisitor de Shilo discovers the Tau have already moved in to occupy the area. She immediately
sees the opportunity to recover the horde of valuable relics, and the potential of capturing and interrogating a member of the
elusive Ethereal Caste. Both sides must split their forces in order to accomplish multiple objectives.

SCENARIO SPECIAL RULES
Reclaim the Relics uses the Victory Points, Infiltrators, Reserves, and Deep Strike special rules.

Long board edge

Deployment zone 12"

12 11 Deployment zone

SET·UP
Ai Set up the terrain in any mutually agreeable
4L manner.

1'1 Four objective markers, representing the religious
~ artefacts, should be placed on the table before
deployment. Each player rolls a 06 with the player
scoring the highest placing the first objective. Each
player then takes it in turn to place the remaining
objectives. The objectives may be placed anywhere on
the table that is outside of either player's deployment
zone and not within 12" of another objective.

'%: Both players roll a 06, re-roll ties, winner chooses
W which long table edge is their base edge, loser
takes the opposite long table edge. The winner deploys
the first unit, both players then alternate placing units.
Units are placed in the sequence Heavy Support, Troops,
Elites, HQ, Fast Attack.

:w Units may deploy up to 12" from their table edge but cannot deploy within 24" of the enemy (note this means that
.qfl a 24" move will not reach the enemy and 24" range weapons will initially be out of range).

$
After all other units are set up lnfillrators are deployed. Roll dice to determine who places all their Infiltrators first.
Infiltrators may deploy anywhere on the table as long as they are more than 18" from the enemy.

MISSION OBJECTIVE
In addition to counting Victory Points conventionally
during the game, both players score points for
controlling the objectives.

To claim an objective you must have a mobile
vehicle or a unit of troops, bikes or cavalry with
more than half their original number of models
within 3" of it at the end of the game. If both sides
fulfil this criterion, the objective is contested, and no
Victory Points are awarded. Otherwise, roll for each
marker at the end of the game: on a 1-3, it is
worth 100 Victory Points, on a 4-6 it is worth 200
Victory Points.

In addition, at the start of the game both players
should nominate one enemy character - this model
is worth an additional 200 Victory Points if they are
killed or broken at the end of the game.

The player with the most Victory Points at the end
of the battle wins the game.

RESERVES
Elite and Fast Attack selections on the force organisation
chart may be held in Reserve. Reserves eligible to do so
may arrive using Deep Strike or by moving on
conventionally, arriving anywhere on their side's base edge.
The owning player should make a note before deployment
specifying which units are starting in Reserve and whether
they will arrive by Deep Strike or not. No other units may
begin the game in Reserve.

GAME LENGTH
Reclaim the Relics lasts for six turns.

LINE OF RETREAT
Any unit forced to fall back will head for the nearest point
on their side's long table edge.



Battlesuit team. Twin linked rail guns
and smart missile systems to pick away
at enemy units is a nice extra.

Now for the commanders. A Shas'o with
his Shas'vre bodyguard is a must. They
combine high Leadership and hitting
power. Not only that but their high
Toughness, Strength and Wounds make
them useful in last ditch assaults,
something as a Tau player I am loathe to
do. But a combination of plasma rifles
and fusion blasters should let them deal
with whatever they come up against
before that becomes necessary.

Where would a Tau army be without the
rule and presence of their Ethereal? I
often choose one of these simply
because they look good and are in
keeping with the Tau background. The
fact that they are so good for the anmy's
Leadership will hopefully see me
through the worst when the Witch
Hunters get to grips with my squads. On
the other hand, he will cause havoc for
the Tau anmy if he dies.

I generally don't have rigid battle plans.
The anmy adapts to events as they
happen. So the plan is quite simple. My
Fire Warriors and Broadsides will
provide my fire base. The
Hammerheads will move to key areas to
threaten them or take objectives in the
later stages of the game. The
independent Crisis Battlesuits will
provide support fire for any advances I
make, take pot shots at targets of
opportunity, and move up the flanks later
to threaten the Sisters' positions, as will
the Gun Drone squad. The Pathfinders
will use their free move to get into a
good position early on. The Kroot and
Command Squad will bide their time
until the last possible moment to go for
the kill and finish the Sisters off.

A simple plan, but as a wise man once
said: 'no battle plan survives contact
with the enemy.'

,

•

Normally, my Elites choice would be one
unit of three Crisis Battlesuits, but lately I
have been trying out independent
Battlesuits. People overlook the
effectiveness of individuals but they are
very flexible. They pack a lot of
firepower, and their jetpacks' abilities
make them perfect for harrying the
flanks of the enemy or supporting a
weaker unit's advance. And as with the
smaller units of Fire Warriors, the
enemy has to decide whether or not to
'waste' firepower on them. I am having
two of these single suits, one for each
flank, anmed with plasma rifles and
missile pods. The third Elites slot is
taken by a team of two Crisis
Battlesuits to tackle the tougher
things I may come up against.

A Tau anny without a unit of
markerlight-toting Pathfinders would just
not be right. I'm taking one unit of these
with the addition of shiny new rail rifles
for added firepower.

I also want a unit of Gun Drones as they
are something that I rarely take due to
the size of the games I play. The drones
are extremely mobile, and their pulse
carbines make them very powerful
against the right targets.

I am shamelessly going to use all three
Heavy slots. Tau Hammerheads are just
too shooty to ignore, so I'm having two.
My first is armed with the mUlti-purpose
rail gun, great against tanks and a nasty
shock for troops. The second is
equipped with an ion cannon. No doubt
Sis(ers "!-Battle squads will be shielding
the dreaded Ser9J]him and Arco
flagellants - \tlEnOn cannon should strip
these powe(:anmoured walls away to
reveallhe jUicy targets behind. The third

·choice has to be a Broadside

,

•
,

,
I

Paul Scott

Paul: I always try to
pick a balanced
army, one that with
little or no tweaking
can face any
opponent. When I
first started playing
Tau this meant
armies bursting with
Crisis Battlesuits and

Broadsides, but a few years of
tournament playing beat that foolishness
out of me.

UNIFIED WE WILL TRIUMPH

The core of my force are Fire Warrior
squads. They are relatively cheap and
with a 30" range and Strength 5
weaponry they pack a real punch against
infantry. Their high-strength guns also
mean they can take pot shots at transport
vehicles. Four squads of six Fire Warriors
should do the trick. These units are
underestimated by a lot of my opponents,
and being in small squads means that the
enemy will think twice about shooting
them. Even if I lose a squad to shooting
or one gets tied up in combat then I still
have plenty of options open to me.

As good as I think my Fire Warriors are
it must be said that they are not so good
in a fist-fight, so cue the Kraal
Carnivores. Th~se guys move through
woods like the~ ~eren't there, are strong
and great in cotrfbat. A.unit of 12 with a
Shaper is a good fast reaction unit to I

support the Fire Warriors.
\ , '



OUR FAITH IS UNSWERVING

tactlcal advice and get in the way of
pulse rifle fire.

This all left me with around two hundred
points to spend, and it was at about this
point that someone first showed me the
model for the Saint Celestine 
Hieromanyr of the Palatine Crusade, In
my opinion, people are too harsh on
special characters, claiming they can't
be everywhere at once or that someone
so imponant would not bother with such
a small·scale skirmish. This may be so,
but for the occasional game it can be fun
and adds a little colour. Therefore, to
encourage the Seraphim, and possibly
rend the Tau commander limb from limb,
I added my liVing Saint Justine, a
reincarnation of Saint Celestine from the
Witch Hunters book, the spiritual
speamead for the Return to Damocles
crusade. Hopefully she will scare the
living daylights out of Paul.

My army ready for battle, I prepared for
the coming struggle. May the Emperor
guide me I

When it came to big guns, I really need
two things, Firstly, something to kitt
enemy armour at a distance. Relying
solely on meltaguns to take out
vehicles requires a braver heart than
mine and besides, I'm fond of the
conversion I have done for my
Andreas Pattern Exorcist, ('subtle as a
brick and twice as shiny,' I like to say).
With its extra armour and improved
Ballistic Skill, the Exorcist is now a
real threat rather than an expensive
noveity, though it is still nothing like
tough enough to go head to head with a
Raitgun-equipped Hammerhead, so any
artillery duels are out of the question.
The only additional kit I gave it was a
dozer blade, as the novelty of
immobilising your own vehicles soon
wears oft. The other thing I need were
heavy bolters, Lots of heavy bolters.
Killing Fire Warriors on a 2+ is
something that warms my heart, and a
squad of eight Retributors fits the bill
nicely. I'm giving them an extra three
squad members and a Veteran Superior
to make them Faithful, and give me a
decent chance of passing the roll for
Divine Guidance. A cool 12 Strength 5
shots with AP1 could really hinder some
Battlesuit's day,

Last but not least came the esteemed
InqUisitor Isabella Maria Constantina de
Shilo. A sensible and level-headed
member of the Ordo, I decided that she
might prefer to fight her battles at a safe
distance. This was where three Warrior
retainers with heavy bolters came in,
and since the mission put a bounty of
200 Victory Points on her head, I added
a couple of loyal Acolytes to provide

Sisters with flamers to fry Kroot, a squad
with mehaguns to fry tanks, and a unh of
Storm Troopers upgraded to Arbites,
represented here by some of the
Inquisitor's Cadian hired thugs, Assault 2
shotguns seemed perfect for this son of
mISSion.

Joe: Truly, Codex
Witch Hunters
offers the widest
range of troops
available to any
Warhammer
40,000
commander. As

Joe Sturge well as the Sisters
of Battle and the outlandish followers of
the Orde Hereticus, aid can be
summoned from the ranks of the Imperial
Guard or even the mighty Adeptus
Astanes, For this battle though I would
stick with a pure Witch Hunters force.

That means a three-way division of
forces: a solid core of foot troops, a
small fire~support element, and a load of
frothing fanatics intent on tearing the
enemy limb from limb. The fast moving
assault elements will charge in as fast
as they can and give Paul as many
problems as possible, with the suppon
element taking down anything that the
assaulters don't feel like fighting, While
he is distracted and off balance, the
ordinary troopers can advance to take
the objectives, If my assault breaks
through on either flank, all well and
good, but even if it is repUlsed, the Tau
survivors will be confronted with several
dozen heavily-armoured troopers
entrenched in or around the objectives.

My Canoness, Aemelia, would be
accompanied by her usual Celestian
bodyguard and, of course, the
formidable Priest Aunt Agatha to provide
moral guidance and sound theological
advice. Rhino·mounted, this squad is set
up for flexibility, able to tin·open armour
and mow down lightly armoured hordes.
To suppon them and provide moving
physical cover if necessary, I have
detailed a squad of ten Sisters in a
Rhino, With two meltaguns they can
move 12", pop open the top hatch and
show the benefits of BS4 to any nearby
Battlesuits or Hammerheads in a 'drive·
by meltagunning'. Seraphim are also a
must-take squad. In the practice games
we played before the repon itself, they
caused havoc in the Tau lines, jumping
in to flame one squad, charging another,
then withdrawing to do the same next
tum. I imagined Paul would be gunning
for them in a big way, and hoped to use
this to my advantage.

The Arco-f1agettants and Penitent
Engines I was not so sure about. While
undoubtedly devastating in combat, they
are probably prone to overkill in this
situation, and look horribly vulnerable.
Still, it wouldn't be a Witch Hunters army
without a vanguard ot twisted
psychopaths, so in they go,

With the specialists selected, I moved on
to the less, ahem, glamorous portion of
the army, I'm taking a squad of Battle
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Paul: With a firepower army like the Tau,
deployment is all important. All the units
need good lines of fire. That's why the
Broadsides were in the woods behind
the outpost. From here they could see
both flanks, in-between the bUildings,
and, most importantly, to three of the
objectives.

The Retributor squad on Joe's right flank
could quite easily stop me from
advancing, so my railgun armed
Hammerhead took cover behind the
woods opposite them. From there it could
see to the centre of the enemy lines.

My second Hammerhead went on the
opposite flank, denying Joe targets for
the Exorcist and giving me the
opportunity to wipe out his left flank.

The Fire Warriors were spread out
across my deployment zone to make
best use 01 the cover. Fire Warrior squad
Shi' goes behind the woods out of sight
of the Retributor squad opposite. Fire
Warrior squad J'kaara took up position
by the first squad. Squad Vral lended
support to the Broadsides and covered
the buildings. The last squad was set a
little further back so they could make
use of their longer range.

The Kraal Carnivores went on my right
flank by the ion cannon·armed
Hammerhead where they could then
spring out from the woods on any Battle
Sisters who got too close to my lines.
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DEPLOYMENT
The two independent suits would
support my tanks.

I put the two-man Crisis team by Fire
Warrior squads Shi' and Vral as those
Penitent Engines were starting to play
on my mind - they look at least 20ft talll
I had to get rid of them.

The placing 01 my commander's squad
could not have been easier as Joe
placed an Inquisitor and his retinue on
his left flank, and the idea of blowing
those self-righteous individuals off the
face of the planet had much appeal. On
a more tactical note I had a feeling that
Joe would place his Seraphim and the
dreaded Saint Justine on this side of the
field so that he could rip the heart out of
my army. My command squad went
behind the shield of Fire Warrior squad
Kais.

The only thing that counts when placing
Ethereal Aun'O Ke'lshan Kauyon is his
safety. If he died then the whole pian wiil
fly out the window. it may seem crazy, but
I placed him on my left opposite Joe's
heavy weapons as the Penitent Engines
would surely have been blown to bits
before they get anywhere near him.

The Gun Drones went on my right flank
along with the command squad. These
guys would mostly be used as a
nuisance but if they can move forward
and pin the Seraphim all the better.

-Placing the Pathfinders was trickier. No
doubt Joe would have identified them as
public enemy number one, so I placed
them with the Kroot. Although they had
no line of sight, if I won first turn they
could always use their free movement to
go into the woods and start laser
painting things straightaway, if not, one
turn's lost shooting would be a small
price to pay for not haVing them mown
down. Their Devilfish went on the
opposite flank as far forward as possible
so that it could freely move into Joe's
right flank.

With deployment done, ail that was left
was for me to show these fanatics a
thing or two about the finer points at
long range fire-power and the Greater
Good!

Joe: Winning the roll to choose
deployment zone, I decided to try and
restrict the Tau's lines of sight as far as
possible. The buildings in the centre of
the table seemed to cut the objectives
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advance, employing the Hammerheads
to close the trap. I therefore decided to
take a risk. The Task of Piety were
deployed in their Rhino on my extreme
left flank, just behind a wood. This might
be enough to tempt Paul to risk one of
his expensive Crisis Battlesuit teams in
the hopes of sniping it on the first tum.
The Seraphim and Saint Justine are
positioned to take advantage of this, and
could use the Rhino as mobile cover it it
survives. The powerful assault elements
of the army, namely the Celestians and
Arco-flagellants, went in the centre, far
out of the Tau lines of fire. Inquisitor de
Shilo and her hired goons are behind my
lines on the left flank. This means that
both groups of objectives are covered by
squads with heavy boilers, both have a
solid core of foot troops to move
forwards and capture them, and both
have a scary assault element that would
hopefully distract the Tau from the other
two elements.

I was relatively happy with my
deployment. I had four meilaguns to
worry Paul's biggest concentration of
Crisis Battlesuits on my left, and the
Retributors had restricted the Tau on my
right wondertully. As a slight downside to
this, they had absolutely no targets
whatsoever, but as they were
commanding a potential 400 Victory
Points worth of objectives this is not
much of a problem. I've also spotted that
Paul has left his two·strong Crisis
Battlesuit Team Cr'es a little exposed. A
swift move by the Exorcist to its right will
leave me with a clear line of sight to
them. All I need now is a nice 6 for that
first-tum roll.

MAP KEY

® Sisters of Battle (Task 01
Piety)

@ Sisters of Banle (Task of
Bravery)
Sisters of Banle (Task of
Subtlety)

® Seraphim (Task of Purity)

® Retribulors (Task of Clarity)

@ Celeslians (Task of Fury)
@;l® Includes Canoness and Priest

@ living Saint Justine

0® Inquisitor and retinue

® Atto'l~gel~nts

® Adeplus Arbites

TAU

G Ethereal Kauyon • Fire Warriors (Squad Shi') M Devilfishe. Commander • Fire Warriors (Squad J'kaara) •o Shas'vre Bodyguard e Fire Warriors (Squad Vral) G> Broadside Banlesuit team

o Crisis Banlesuitleader (Ores) cD Fire Warriors (Squad Kals) ...eoKroot carnivore Squad Hammerhead Gunship 1
Ci» Crisis Batllesuitleader (Mon'yr) 0 Pathfinders (Squad Ukos)

• Crisis Baltlesult team It Gun Drones (Kor'vesa Squad)M Hammerhead Gunship 2

the unenviable position of being stuck
right between these two lunatics. The
squads of Battle Sister infantry and the
Arbites were deployed facing an
objective each, with the Task of
Subtlety's meltaguns in a position to
menace the Broadsides later on.

By this point of deployment, the Tau's
advantage of numerous small Fire
Warrior squads was beginning to payoff.
I was running out of support units to
deploy, and Paul had yet to deploy any
priority target units. A couple of practice
games had taught me that he used the
Broadsides primarily as bait, to try and
funnel an enemy's line of

into two groups, and the right side of my
deployment zone was relatively well
endowed with terrain, though much of
the rest of that side of the table was
open. I therefore began my deployment
with the Retributors. They overlook two
objectives, and would hopefully restrict
Paul's deployment on that flank. The
Exorcist was far easier to deploy. A
range of 48", and the ability to move 6"
and fire gave me plenty of options, so it
went behind the largest expanse of
cover available. An idea I had was
deploying the two Penitent Engines
either side of a terrain feature, yet within
their 6' squadron coherency. This would
make it difficult for Paul to destroy both
in one tum, even if it did
put the Retributors in
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TAU TURN I
Paul: Thanks to my faith in the Tau'va I
won the roll for the first turn. Before the
first turn begun I used the Pathfinders'
free movement to take up a good firing
position in the woods. Their Devilfish
moved at full speed down the Sisters'
right flank to draw a bead on the
Penitent Engines.

All that I needed to do was shoot the
ladies on the other side of the field until
they had the good manners to all drop
dead, hopefully not too hard a task with
the firepower at my disposaL As I had
hoped, the Sisters had predictably set up
as a power-armoured shield wall to
protect their precious Seraphim and Arco
flagellants (heretics and sinners every
one of them) If Joe wanted to give away
the lives of his holy Sisters for scum like
them then I would be happy to oblige.

Movement began with the Devilfish
pressing even further forward. All the

veteran Tau in their Battlesults jetted
into better firing positions along with

the Gun Drones. The mighty
Hammerheads also emerged from
cover to deal out some punishment.

Shas'vre Monl'yr,Bafllesuit #1, targeted
tile hulking Penitent Engines and let
loose with everything he had. The

...shots from his plasma rifle fell short, but
the missile pods hit home, causing a
glancing hit. The roll for damage came
up with Weapon DestroYed, but as Joe
kindly pointed out the Engine was
Open-topped, making the result one
higher on the chart - destroyed.
With one Penitent Engine left as a
burning wreck there were no targets
available other than the side armour
of the toul Exorcist for the Devilfish

to shoot at. Letting rip three times with
its burst cannon, it hit three times, but
failed to even scratch the paint.

Bafllesuit squad #3 took aim at the
Sisters guarding Ihe Arco-f1agellants,
knocking three off their feet with
combined missile pod and plasma rifle
fire. No sooner had the dead Sisters hit
the ground than a high pitch whine
signalled the entrance of Hammerhead
#1. The ordinance caught seven Battle
Sisters in the blast and wounded every
one of them. As the smoke cleared it
was apparent that two had dropped
dead. Seeing that this squad of Sisters
were still a threat Fire Warrior squad
J'karra fired at them as well but failed
miserably to even make them duck their
heads. Fire Warrior squad Vral then
opened up, failing to cause any
casuallies to the Arbiles skulking behind
the outpost buildings.

The mighty weapons of a Broadside
team locked onto the Rhino behind the

woods on Joe's left but the rail guns
merely blew the pintle~mounted storm
bolter off. This was very poor. Shas'vre
Or'es in Battlesuit #2 tried to show his
brothers how it should be done and also
shot at the Rhino, but all his fire came to
nothing. The transport must have been
protected by the Emperor himself, and
had to be dealt with.

Three seeker missiles were guided at
the Sisters by the Pathfinders. Two of
these hit home and one Sister was
killed. Following this the Pathfinders with
rail rifles opened up on the same squad.
If I could get rid of them then the
Inquisitor's retinue and the Seraphim
would be more open to fire, but sadly the
rail rifles only managed to kill one squad
member. I couldn't let the Sislers squad
disembark from their Rhino without
giving them something to think about.
Shas'O Kauyon and his bodyguard
would teach them a lesson. A hail of
plasma bolts flew al the daughters of the
Emperor, but only one more was felled,
so Fire Warrior squad Kais pitched in
and killed another.

Finally, my Hammerhead with the ion
cannon targeted the Rhino that had
stubbornly refused to blow up. With three
ion bolls smashing into it, it exploded to
tiny, tiny pieces, with a 5' blast that
caught the Seraphim and Saint herself!
Unfortunately no~one from inside the
rhino was hurt. You can't have
everything.

The Assault phase, or 'jump back'
phase, as I now call it, consisted of all
my Battlesuits jumping to protective
positions and the Gun Drones moving
forward to absorb any charges that might
come my way.



WITCH HUNTERS TURN 1
Joe: My infantry were taking a real
beating, but more importantly, I was now
beginning to reconsider my deployment.
Without the Rhino, the Tau forces on my
left seemed far more formidable. The
psychological effect of massed firepower
really should not be underestimated.
Purely in terms of body count, relatively
heavy damage had been done, but more
important was the thought of five more
tums of the same. Hardly pleasant.

First things first. The Penitent Engine
moved 11 ~ towards the nearest target,
which happened to be the Crisis
Battlesuits right in front of it. I normally
try to hold back the Area-flagellants for a
tum, advancing them behind a screen of
Sisters of Battle. However, I really
needed to present the Tau with as many
targets as possible, so Inquisitor de
Shilo muttered a trio of code words into
her vox and off they went. Thankfully, a
9" move just allowed me to get the Task
of Bravery, living up to their name, in
front of them.

The left flank desperately needed
reinforcing, so the Celestians redeployed
closer to the centre, and the Arbites
moved up behind the buildings in the
centre. The extreme left, however,
caused me quite a dilemma. The Task of
Piety, who were expendable, moved up
to threaten the Hammerhead or Crisis
Battlesults with their meltaguns, but the
Seraphim, who were not expendable,
looked to be out on a limb. I was
tempted to hold back for a tum and try
and co-ordinate the assault of the Area
flagellants, Celestians and Seraphim.
However, this would run the risk of
blunting my cutting edge, especially after
another couple of Tau Shooting phases

like the first. I therefore took a deep
breath and moved the Seraphim
forwards, shielding them as much as
possible with terrain and the remnants of
the Task of SUbtlety. Even so, a worrying
number of guns seemed to be pointing
at them. I just had to hope that my Faith
Point rolls and Armour saves left a few
sUlVivors to get some payback.

I've become used to the pathetic amount
of firepower my army can muster in the
first few turns, and this battle looked like
being no exception. The Hammerhead
with its submunitions could potentially
dominate a whole flank, so the Exorcist
generated two missiles, both of which hit
but bounced off its front armour. The
Retributors picked out two stray Fire
Warriors through the mass of terrain, and
treated them to twelve Heavy Bolter
shells. The squad remained resolute, but
it was better than nothing. I had high

hopes for the Inquisitor's retinue, and
selected the Pathfinders as the highest
priority target, with their rail rifles and an
unknown number of seeker missiles
remaining. I was disappointed, however
by a miserable two kills, not even enough
to force a Morale check. The second Tau
turn loomed. I prayed to the Emperor that
it would leave me with enough of an
assault element to strike back.

THE EXORCIST
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TAU TURN 2
Paul: The Witch Hunters had shown that
their technology was inferior to that of
the Greater Good when their mighty
Exorcist launched two of its deadly
missiles at my Hammerhead and barely
scratched it! The Pathfinders could have
ceased to exist when the Inquisitor's
retinue opened up on them with three
heavy bolters, but they only managed to
kill two. In short - I got off lightly.

The second turn began with much the
same plan of action. My Battlesuit teams
jumped forward to get beller firing
positions. The Devilfish pushed further
down the Sisters' right flank. My two
Hammerheads moved in on the
buildings as I was now faced with a
threatening squad of Seraphim. The
Gun Drones moved out from behind the
buildings to get a better view of things,
hopefully the pinning ability of their pulse
carbines could slow the Sisters down.

The shooting started with the Devilfish
opening up at the Retributor squad in
the hope of killing at least one so that
the Gun Drones nearby could have a
chance of pinning them. Unfortunately
their power armour shrugged off the
shots like rain.

Joe had moved his last remaining
Penitent Engine up the field towards the
centre along with a Sisters of Battle
squad and the Arco-fiagellants. If these
were allowed to get to my lines
unopposed then the Tau might as well
rollover and die. So Shas'vre Mont'yr
aimed both missile pods and plasma
rifles at the Penitent Engine but no
damaged was caused to the metal beast.

Rre Warrior squad J'kaara took aim at
the shield of Sisters guarding the Area
flagellants. The wall at pulse rounds hit
them and shredded two more Sisters.
Only three were left. That squad would
definitely be getting a promotion!
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Two at the Arbites moving round the back
of the outpost were riddled with pulse
rounds from Fire Warrior squad Vral, and
hit the ground as smoking corpses. Now
the grand spectacle of Tau fireworks
would really begin. I had not forgollen
about the Seraphim hiding in the outpost
buildings and a sheer wall of nasty death
was about to hit them. Being the closest
unit, the Gun Drones fired first, but sadly
to no effect. Shas'vre Or'es targeted his
Crisis Battlesuit's weapons on them as
well, and managed to kill two. Brave Fire
Warrior squad Kais also popped off a
volley at the Seraphim causing three
wounds and killing another two.

Shas'O Kauyon and his bodyguard
levelled their weapons, fired and missed
every shot. The Pathfinders fired their
pulse carbines and rail rifles as well but
fared little better than the rest and only
killed one. I had fired a massive chunk
of my army at these ladies and slillthey
were there! Even a couple of them in my
lines might spell doom for the Tau but I
couldn't afford to use the ion cannon
armed Hammerhead at them as I
needed to thin down the squad of Bailie
Sisters from the wrecked Rhino.

Then I remembered that Broadsides
don't only have rail guns - they also
have smart missiles. They do not need a
line of sight for these so the buildings
would cause no trouble for their fire.
With great joy I fired the missiles at the
Sisters. Normally, the Broadsides could
not actually have seen anything but their
devastating salvo removed every single
one of the chiselied-featured, winged
models from the board. Praise be to the
Greater Good!

The ion-armed Hammerhead managed
to kill one of the advancing Sisters from
the ex-Rhino squad. And then came
what might have been a fatal blow for
Joe. My other Hammerhead sent a rail

gun shot at the Penitent Engine and
penetrated, causing it to be immobilised.
Again this result was boosted up
because of the machine being Open
topped. This meant I had destroyed one
of its weapons. Cruel fate - just for once
a vulnerability turned out to be an
advantage!

In the Assault phase ali my Balliesuits
resumed their positions behind cover
and the Gun Drones returned to hiding
behind the building, hoping to entice the
dreaded Living Saint Justine into a
diversionary combat and hold her up for
another tum.

WITCH HUNTER TURN 2
Joe: Having an Invulnerable save is all
well and good, but you still have to pass
the accursed tests. It was the Strength 5
AP5 shots that did the majority of the
damage. I wasn't too disheartened,
however, as virtually everything else
apart from the Seraphim had survived.
The luck that had abandoned the
Seraphim had obviously gone to the
Penitent Engine, and a 9" move left it
well within assault range of a Crisis
Battlesuit team. Saint Justine was also
in assault range, a pity she would only
have Gun Drones to face off against. A
sweeping advance into the Broadsides
afterwards shouldn't be too dangerous
though, especialiy as the Spirit of the
Martyr would give her a 2+ Invulnerable
save.

The rest of my moves were less
dramatic. The Arco-fiagellants charged
past their bodyguard, and now posed a
real threat. Hopefully, they would draw
fire away from the Celestians, whose



Rhino fired its smoke launchers, moving
into cover in the centre of the board.
The Exorcist moved to pursue the
Hammerhead, as I really couldn't afford
any more big templates landing on my
battered troops. The Retributors now
had a paucity of targets, so moved to
the edge of the tree line, ready to jump
on an objective in the next turn.
Showing more promise, the Tasks of
Subttety and Piety on the lett looked to
be within meltagun range of the
Hammerhead. In addition, the Task of
Piety would be able to get up close
and personal with the Pathfinders next
tum, which might in tum draw out
Paul's Kroot.

I had more of a Shooting phase this
tum. Six missiles from the Exorcist
produced four hits, but not one of them
scratched the armour of the
Hammerhead. What was the cursed
thing made of? A barrage of meltagun
fire stunned and shook the ion cannon
wielding Hammerhead. As it was so
close to lots of terrain I looked forward
to it drilling next tum. Saint Justine did
not risk her flamer - a failed Morale
check from the Gun Drones would leave
her very much high and dry. The
Penitent Engine had no choice however,
being in range it had to fire, toasting a
Fire Warrior. Finally, de Shilo's retinue
had a chance to redeem themselves,
which they blew spectacularly. A grand
total of two hits from their nine shots
against the Pathfinders managed to
remove just one from the Emperor's
most holy territory.

It was high time for a little assault. Saint
Justine cut down four Gun Drones,

adding the survivors to her tally as she
swept into the Broadsides - more Gun
Drones to kill! The Penitent Engine was
far more satisfying. Five attacks at
Strength 10 reduced a Crisis Battlesuit
team to bloodied chunks of armour, and
the behemoth swept on into the nearby
Fire Warriors.

Things suddenly looked a little rosier for
the Witch Hunters. I had managed to
neutralise much of the Tau firepower,
and the Celestians, Area Flagellants and
the Task at Piety were all ready to
strike. If Paul failed to eliminate two of
these in his third turn, not to mention
Saint Justine and the Penitent Engine,
then the real pain would begin. A bit of
luck with the Exorcist or Retinue
wouldn't go amiss either.
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TAU TURN 3
Paul: Things had become interesting. To
my surprise the Penitent Engine had
managed to move 9- before assaulting
and as a result I had lost a Crisis
Battlesuit. A squad of Fire Warriors
would soon be in bits on the floor too.

Not only did Joe have his army in
position to take all the objectives, he still
had the Area-flagellants running around
looking for something to kill. Things were
about to go horribly wrong. However, the
death of my Gun Drones from the
Saint's onslaught and her sweeping
advance into the Broadsides meant that
I could shoot her to bits now if I wanted.
Joe's army had taken such a beating
that other than the Saint and Penitent
Engine I had comparatively little else to
worry about. Bearing this in mind the
Broadsides unleashed everything they
had at the Saint. Smart missile and rail
gun were not enough to touch this
incamation of all that is holy, and based
on this I decided that nothing else would
shoot at her. The Sisters were starting to
break my Hne now and that had to be
stopped. Thankfully, the Saint was in
combat with the Broadside and their
Shield Drones. Which wouid hopefully
keep her bUSy for a few turns.

The Devilfish moved back to try and
deal with the Sisters' command Rhino in
tne centre. Burst cannon fire managed
to immobillse it, much to my relief.

The Area-flagellants were looking very
threatening, so Fire Warrior squads Kais
and J'kaara fired at them. This caused
some contoversy as the Penitent Engine
had just consolidated into squad J'kaara
and they were now engaged in combat.
But the rulebock states that shooting
from the squad was still possible as they
were not in base·to·base contact. It all
amounted to nothing anyway as I could
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not wound the enemy. The rail gun from
the Hammerhead launched submunition
ordinance at them and failed to hurt
anything.

This upset me and in revenge I shot at
Saint Justine again with Fire Warrior
squad Shi who were at the other end of
the field guarding the Ethereal. They
landed three hits managing to cause a
wound. "If she can bleed she can die"
the Ethereal could be heard proclaiming
over the comm-link. Shas'vre Mont'yr
failed to kill any of the Sisters edging
towards the objective by the outpost. His
brother Crisis Battlesuit Shas'vre Or'es
took aim at the Sisters on my left flank
but only killed one. The Kroot I had
moved through the woods shot at the
same squad but their weaker weapons
faiied to harm the Sisters.

The Pathfinders, along with Fire Warrior
squad Kais, sent a storm of pulse and
rail shots at the closing Sisters of BaWe
and blew three of them away. Shas'O
Kauyon and his mighty guard shot at
them too but in another display of
ineptitude to make an impact.

In the Assault phase the Kroot leapt on
the Battle Sister squad that had
managed to get to the objective in front
of the woods (unsurprisingly, the only
charge that the Tau were to make in the
whole game). The Penitent Engine saw
off squad J'kaara. Three Fire Warriors
were killed outright while the others ran
for their lives. Fortunately, the presence
of their honoured Ethereal helped to
stop the deserters before they left the
battlefield. The Penitent Engine then
consolidated into squad Shi steadily
closing on the Ethereal.

In the woods Saint Justine managed to
kill one Shield Drone. In reply I caused
no wounds but stayed in combat,

continuing to hold her up. On my right
flank the Kroot slammed home into the
Sisters, hacking one of them to pieces,
as they prayed for Hand of the Emperor
in reward for their Faith. In return, the
Sisters struck back killing four, After a
disappointing round of combat the Kroot
held their ground.

WITCH HUNTERS TURN 3
Joe: Given that Paul's Shooting phase
opened with my failing a Leadership 10
Faith Point test, I really could not have
hoped for a better result from the rest of
the tum. Saint Justine somehow got
away with only one wound after
embarrassing herself, the Task of Piety's
Hand of the Emperor was far more
effective though, and the only minor
hitch was the thrown track on the
Celestians' Rhino.

Thus began one of the most surreal
game turns I have ever encountered.

At first, life continued to be rosy for the
Witch Hunters, as the lone survivor of
the Task of Subtlety passed her Morale
check. She now had two jobs - get into
ciose range of the stricken Hammerhead
with her meltagun, and charge into the
Pathfinders, both of which would be
highly useful in restricting the Tau
firepower. The Penitent Engine was
unscathed, and in a position to threaten
the Ethereal, moving 10· towards its
bodyguard of Fire Warriors.

Grumbling about incompetent Tech
Priests and unreliable mechanics,
Canoness Aemelia and Priest Aunt
Agatha disembarked with their
bodyguards. The right presented the
tempting target at the Ethereal, to the
left an equally promising goal was Paul's
Shas'O. In the end, I decided to let the
Penitent Engine have its fun. It seemed
to have a charmed life, and moving to
support it would involve a trek across
exposed ground. Advancing to help
Saint Justine allowed the Celestians to
take advantage of the cover of the
bUildings. The Area-flagellants had no
choices to make - Fire Warrior squad
Vral was closest, and would soon regret
it. The Arbites moved in to cover
InqUisitor de Shilo, in case the Kroot
managed to break through.

Things started promisingly. Four shots
from the Exorcist at the rail gun
Hammerhead hit three times, all of
which caused glancing hits, proving
enough to destroy it twice over. The
InqUisitor's retinue continued to under
perlorm, managing just two more kills on
the Pathfinders, but the last survivor of
the Task of SUbtlety earned her place at
the side of the Emperor, taking out her
Hammerhead with a well·placed shot. I
rewarded this Sister by christening her
Sister Louisa.



Led by the Canoness, the Af'COoflagellants
and Celestians surge towards the Tau lines.

The Assault phase opened with yel
another 6 for the Penitent Engine's
attacks, as it wiped out the Fire Warriors
around it and swept into the Ethereal,
whO was suddenly looking a little pale.
Sister Louisa tied up the Pathfinders
nicely, neither side able to make much
of an impression, and the Moral High
Ground roll ended as a tie. The Task of
Piety passed their Hand of Ihe Emperor
Faith tesl, bUllost five of their number to
Ihe Krools' 22 Attacks. The survivors
dragged down two Kroot in return and
fell back in good order. I wasn't too
worried, as they could always rally using
Ihe Light of the Emperor.

A small audience had gathered around
the fable to watch the Arco-flagellanls by
this time. They are already amassing a
reputation for being horrendously
destructive, and did not disappoint. Each
rolling 06+1 Attacks, Ihey ended up wilh
a grand total of 15, reducing six Fire
Warriors to a mist of blood, with one of
the Flagellants succumbing to an
overdose of combat·stimulants in return.
Pausing briefly to determine the closest
enemy larget, they barged gleefully inlo
the Broadsides.

And now the Living Saint. .. She had
already lailed one Faith point roll (on a
10), and had done nothing apart from
despetching a few Shield Drones. With
the Area-flagellants moving in, the entire
Tau flank looked precarious. There was
just the small matter of the Broadside's
return attacks first. Hitting on 5+
produced two hits and two wounds, but
with a 2+ Save and two Wounds
remaining I was hardly concerned. A roll
of snake-eyes laler, and all that had
changed. However, all was not yet lost.
In a similar manner to the Green Knight
in Warhammer, the Living Saint can
return to battle after losing her final

wound. She is effectively placed in
reselVe, and can Deep Strike back in on
a 4+ from my next tum. All I had to do
was pass an unmodified Leadership test
for this to happen. Two 6s. Oh dear. Just
to make a bad situation that little bit
worse, there was one more thing. Upon
departing, the Living Saint takes with her
06 of the anmy's Faith points. If this
brings the total to zero or below, no
more Martyr points can be earned for
the rest of the game, basically meaning
the Witch Hunters player must fight the
rest of the game without the Emperor's
blessing. Al this point of the game, I had
six Faith Points remaining, and everyone
around the table knew precisely what
the resull of the dice roll would be. The
6, of course, came up. No more holy
tricks for me.

What in the name of the Emperor
happened? You really can'llegislate for
a 201·point special character being lost

to an orgy of bad dice rolls. My plans
had now flown out the window. It the first
half of the game had been a test of the
players' strategic mettle, the second half
would be a battle of improvisation.

THE LMNG SAINT
s.ml CcIcstioc is the cmhodimetd of
the Sorori...• bith ia the Empaor.
Touched by his cIiviac wiIJ. CcIatiac
UIl he 50mI Itoat dealh by Miraca10u
.......1IIioo. Upoo Iosioa her ....
_uod. if the Lmag Saiat UIl ..

.amodificd Ladmhip teal she is
mnoved from play aod pbccd ia
lac,,,, with I Wouud ratW'''g.
Comhiacd wilh • 2+ Armo", .... aod
• 4+ f.vulamblc 50'" bom lhe
Armoul of s.ml Jc.lhcrioc. she is
usually eXlrcmdy bud 10 kill. Bal
uufortuualdy for Joe. she is DOl
impossible 10 destroy.

75



Disarray erupts within the Tau army 8S the impact of the Ethereal's death is felt.

TAU TURN 4
Paul: Ouch! What just happened? Joe's
third turn had to be the most fantastic
turn I have ever seen in any game. I lost
both of my tanks, one to the Exorcist,
(which frankly deserved to do some
damage after its pitiful performance so
far) and the other to a very jammy
glancing hit from a solitary Sister with a
meltagun. This had seriously weakened
my options, and raised quite a few
laughs from those around the table. The
Penitent Engine now had my Ethereal in
a rather delicate situation, and the Arco
flagellants had shown that they were not
to be messed with. I had thought that all
was lost, that was until the combat
between the Saint and the Broadsides.
All her attacks having to be directed at
the remaining Gun Drone was quite a
surprise to Joe but then having the
Broadsides crush her to a pUlp was
qUite possibly one of the most gratifying
experiences of my gaming life and
brought me back into the game.

The Kroot finished eating the Sisters and
went straight towards the Arbites.
Shas'O Kauyon led his squad forward to
support the Kroot in an effort to clear
this flank and eventually kill the
Inquisitor and take the objective near
her. The Devilfish pulled back to the
objective on my lefl flank and also
covered the advance of Shas'vre
Mont'yr. Shas'vre Or'es moved forward
again to lend fire to the Kroot.

Shas'vre Or'es killed one of the routing
Sisters nearby, whilst his brother
Shas'vre Mont'yr killed two Sisters by

the objective at the side of the outpost.
The Kroot shot two of the Arbites they
would later be assaulting making them
that little bit easier to deal with.

My mighty Shas'O's squad and the
unengaged Broadside fired at the Sister
command squad, killing three of them. It
was not enough to make them run.
Rounding off my much-reduced shooting
Fire Warrior squad Kais killed another of
the Sisters that were fleeing.

Combat was brutal for both sides. The
Kroot charged in and ripped the Arbites
apart and only lost one in of their
number in return. They then followed up
by sweeping into the Inquisitor's retinue.
Hopefully a few would survive the
onslaught from the heavy bolters facing
them.

The Arco-flagellants were poised to
butcher the Broadsides but before this
could happen another of their number
died as its body ruptured from the
combat drugs and implants pushing it
forwards. The other two failed to touch
the Broadsides as my brave boys
survived another round of combat. In the
woods the Pathfinders somehow
managed to kill the power armoured
Sister they were fighting and got ready
to react to whichever way the tide of
battle tumed next.

All across the battlefield the Tau were
filled with an overwhelming sense of
dread as in the distance their revered
leader Aun'O Ke'lshan Kauyon lost the
negotiations he was having with the
Penitent Engine and was split down the

middle. The result was a disaster for me
as several units failed the resulting
Morale tests- Shas'vre Mont'yr who had
taken up position behind the Devilfish
ran for his life all the way back to the
woods right by the Penitent Engine, and
on the other flank my Shas'O felt it was
time to retreat and fell back with his
squad almost to the edge of the
battlefield. To complete my woes the
Pathfinders joined him. How could I deal
with Inquisitor de Shilo properly now?

1HE PIICE OF FAIWIE
The Elhcsab an: ... lop tier of 'fa

I oacicly. '_·'Wos ...-.ioa loyaIry
&om rhc Earth. Air. "'rn: ud W- '
WICI. Tboup lhey ..... 10 C<GIlioc
... rolo of borh priar ud kias ia
lheir pcnoo. lbe uarhiakiaa "'y tlIII
Olbel T•• lcopoad 10 lheir ordas hal
led IOlIlO h.1IWI Tech-Adopto 10

bcIicvc WI rhcy exert IOlUC kiocI of
poyclUt 01 pbcr-J ....101 .....
orher 'L..

0. lbe rabkrop. if .. ElbcraI io
,.-.1 aU 'fa caa .....roIJ ..., laiIccI
MonJe cbc<b __ 10 ..,........

IupiJio& P",ooco Lillcwioc...., 'La
ui1 ErbcraI joiu bccrzM
Far How..... if rhio Jmaa
clwnpioo IboaId be killed. aU
rcaui'ios Tau lIlut aWrc u immediate
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WITCH HUNTERS TURN 4

Joe: The Penitent Engine had saved the
righteous forces of his Imperial Majesty's
Inquisition the bother of dissecting the
Ethereal after the baftle. Four Strength
10 wounding hits would not leave much
to sweep up. Another huge slice of luck
was the Shas'O and his bodyguard
failing fheir resultant Morale check,
which would at the very least relegate
them to observers for the rest of the
battle. All I had to worry about now was
consolidating my hold on the objectives
and killing as many Tau as possible.

The Penitent Engine enthusiastically
started this process, crashing into the
Crisis Battlesuit that had fled past it. The
coward failed its Rally check and was
unceremoniously removed. Having
accomplished its primary objective, the
Exorcist turned its attention to the
Devilfish that was loitering around the
right flank objectives. Its brand new
dozer blade at once made its value telt,
as the Difficult Terrain test for moving
into the woods was of course a 1, safely
re·rolled. The Celestians took advantage
of the Tau Shas'O's unfortunate
positioning to move up and put a wood
between them.

The Shooting phase got off to a rousing
start with the immobilised Rhino
managing to self-repair. The Exorcist
failed to make an impression on the
Devilfish, despite mustering four

missiles. Having performed miserably all
game firing against the distant
Pathfinders, Inquisitor de Shilo and her
retinue were suddenly faced with a
rather more urgent problem in the form
of a squad of exceedingly angry Kraal.
A grand total of 15 shots against them
only managed to kill five, and I was very
grateful when the Shaper decided
enough was enough and called it a day.

Having struggled in Paul's tum, I now
rolled a pair of 5s for the Area-flagellants

attacks, which resulted in 7 hits, 6
wounds, and a dead Broadside team. Oh,
how I wished at this point that they could
consolidate behind the forest, but the
rules for Holy Hatred mandated a
sweeping advance, so they went 3"
towards the Fire Warriors.

I don't think Canoness Aemelia was too
perturbed at this point about having more
potential targets to draw Tau gunfire away
from her. And the majority of the
objectives seemed well within her reach.

Concentraton is etched on both player's faces as Joe meticulously plans his attack.
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TAU TURN 5
Paul: At least my Devilfish had survived.
This meant I had some chance of taking
an objective on what was firmly now
Joe's flank, especially since the Penitent
Engine had finished of the retreating
Shas'vre Mant'yr. If it could cause some
damage then it might still be able to gain
some valuable Victory Points in that
area. Having the Kraal run after being
shot at was a bit disappointing, but they
had done well. The sad thing (although it
had been pretty inevitable) was that my
Broadsides had eventually been dragged
down by the Arco-flagellants. There
wasn't much left for me to respond with
and unless I acted quickly there would
be no Tau army left 10 speak of.

After rallying my Shas'o and his guard I
consolidated them away from the Areo
flagellants towards the woods so that I
could use their 6" jetpack move to get
them out of sight of the heavy bolter
Servitors in the Inquisitor's retinue. They,
along with my only remaining Fire Warrior
from squad Kais let loose for all their
worth and wiped the remaining Areo
flagellants out. Phew! With them out of
the way Shas'vre Dr'es fired at the

The Fire WarriolS are crushed by the zealous
mIght of Canoness Aemefia and her Celestians.

Sisters of Battle command squad that
had been making their way towards my
remaining squads, but he only managed
to kill one of them. Last, but not least, the
Devilfish shot at the Retributor squad,
killing one but failing to pin them,
meaning they would easily be able to
take the objective they were covering.

All that remained for me to do was to
jump all of my Battlesuits out of range of
the Inquisitor's retinue's heavy bolters
and hope for the best.

WITCH HUNTER TURN 5
Joe: Decision time again. I was sure
that the Celestians could reach Fire
Warrior Squad Kais before them for the
purposes of hacking and rending.
However, the more important question
was whether they could consolidate into
the Shas'O and his bodyguard
afterwards. The ailernative was to cal!
up the Rhino, hop in, and either strike
next turn if it somehow survived, or jump
on an objective. Were this a tournament
game, I'd probably have gone for the
latter option, but I just couldn't get rid of
the image of the Canoness and Priest
charging through a hail of fire to bring

scarlet ruin to the enemies of the
Emperor. Even if they had to sweep into
the Shas'O, Paul could not leave a
single one of them alive, or suffer the
fury of Aemelia's Blessed Weapon, so I
went for it.

Everything else moved enthusiastically
towards their objectives, all except the
lone survivor of the Task of Bravery, who
failed her Last Man Standing Morale
check, and the Inquisitor's retinue, who
had a line of sight to the Tau
commander's Drones. Getting rid of
these would very much help out the
Celestians, and they were certainly
within a 6" move of the objective before
them for next turn.

With so little left on either side, the
Shooting phase was relatively
uneventful. Having disposed of any
direct threat, de Shilo's retinue only
managed to summon enough firepower
take out one Drone. The Exorcist's
missiles again bounced off the front
armour of the Devilfish, and the
Celestians finished off the fleeing Kraot
with a hail of pistol fire. il was at this
point that I remembered that the
Penitent Engine had to fire if it was in
range, and its flamer certainly could hit
the rear armour of the Devilfish. Picking
up the dice with the words: "You never
know, I've rolled a lot of sixes in this
game," I rolled a 6. The result only
shook the Devilfish, but it was better
than nothing, and worth it just for Paul's
expression at the time.

In the Assault phase the Penitent Engine
failed to catch its skimming target, but I
was praying for a poor display of dice
rolling from the Celestians. The rank and
file Sisters certainly played their part,
managing only one kill, before Canoness
Aemelia ruined a beautiful plan, hitting
five times and killing the remaining five
Fire Warriors. There was no chance of a
fortunate low roll for their Morale check
now and making the best of a bad
situation, the Celestians charged on into
the Shas'O.



The battle all but done, the final relic is contested by the Veteran Superior and the Devilfish.

TAU TURN 6
Paul: Thankfully the Devilfish had
sUIVived the attentions of that damned
Penitent Engine. Seeing as it could no
longer hold the objective it was on, it
scooted back its full distance to the
unclaimed objective by the outpost. It
was a shame to see the brave Fire
Warrior squad Kais die to at the hands
of the Sisters but in selling their lives
they had spell the doom of the Sister
command squad as they had fanatically
swept into my Shas'O and his
bodyguard. Rather annoyingly, Joe had
managed to restart his immobilised
Rhino and so he had even more chance
of denying me objectives. This I could
not allow to happen.

Shas'vre Dr'es stepped forward and with
a show of pure skill destroyed the
machine with a glancing hit. Shas'o
Kauyon and his men picked the Sisters
off one by one who had swept into them.
Not one was left. At this point I let out a
sigh of relief, things looked like they were
going to be a draw. As long as the
Devilfish could sUIVive one more turn,
Joe and I both had two of the holy relics
each and things would result in a
stalemate.

WITCH HUNTERS TURN 6
Joe: Dh for a Faith Point or two! An
Invulnerable save against all that plasma
fire would certainly have seen the
Canoness and Priest alive right now,
merrily calVing heretical xenos leaders
into pocket·size chunks, but it was not to

be. It was now that I regretted my
actions with the Inquisitor's retinue last
turn. Had they moved onto the objective
in Turn Five, they would have had free
reign to unleash fury on the lone Crisis
Battlesuit clinging to my left-flank.
Instead, they were too busy advancing,
so the Exorcist was given the job again.
For the last time, the Penitent Engine
moved towards the Devilfish. One more
six to hit in combat was all I needed.

Hitting on 3+, killing on 2+. That's what
the Exorcist had to remove the lone
Crisis Battlesuit representing a potential
300 Victory Points, sitting as it was right

on top of an objective. Therefore, when
the dice came up with only one missile,
and that shot missed, I had to give up
any hope of a clear victory. The Penitent
Engine was unable to damage the
Devilfish sitting pretty surrounded by my
forces on its objective. It was time for a
handshake and some mathematics.

VlOORY POINTS
Tau 1796

~"'~11f 1~

Reeult: DRAW
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STRENGTH THROUGH UNITY
Paul: Well that's that. Undoubtedlyone
of the toughest games of Warhammer
40,000 I have ever had the pleasure to
play. I could not keep track of all the
swings that the dice gods sent our way,
though I think that in essence my plan
wor1<ed. I did what any good Tau
commander would and selected the
Sister squads shielding the Arco
flagellants and Inquisitor retinue. Joe
really needed these guarded units to
survive, so the sooner I killed their
shields the sooner I could kill them. The
independent Crisis Battlesuits worked a
treat. They were able to lend support,
bag some good targets of opportunity
and move up the flank to take objectives
when I needed them to. For the time that
my tanks survived, they did what I
wanted, which was to kill as many of the
Sisters as they could. The Kroots'
counter-anack wor1<ed bener than I could
have imagined, wiping out two squads
before finally being overwhelmed by the
firepower of heavy bolters.

All my units did what I wanted them to
do. Until tum three, that is. Then just
about everything I fired missed or
bounced off the Sisters' armour. Not only
that, but Joe robbed me of both my
tanks, both of themI Aaaaghl This took
away the very big chance I had of
wiping the Sisters out with nothing bad
happening to my army. I'll go further and
say, in fact, it just about signalled the
defeat of the Tau. And the Penitent
Engine - what an absolute killing
machinel And the Arco-flagellants! I
underestimated them and did not take

enough notice of their advance. That
spelled the doom of half my army and,
ultimately, my Ethereal, changing my
plans beyond all recognition. The one
other saving grace I had was the timely
death of the Saint. Having Joe fall for
going against my Broadsides was heart
warming enough as they would have
potentially held her up for most of the
game. But to have them mash her, and
then as a result, the Sisters losing all
their Faith points made me physically
jump up and down. The crowning glory
was when she failed her Leadership test
and was forever dead, with no chance of
coming back to the table. It had all been
down to Joe's inability to roll good dice.
Sweet!

My army performed very well but as
soon as an assault unit reaches a Tau
battle line and close combat ensues, it
becomes very hard to push the plan you
had forward. From then on every tum is
a new day. Having said that, my
command squad near1y managed to pUll
off what I wanted -to sweep down the
right flank to confront the InqUisitor
retinue and secure the objective they
were guarding. But, as everyone
expected, my Ethereal did not fare well
against the Penitent Engine, and when
he died my command squad ran for it.
This took victory away from me. I admit,
I really messed up when placing the
Ethereal - it was my biggest mistake of
the game by far.

There were high points. Killing the
Seraphim in one tum rid me of some of

my fears. On the other hand, this maybe
made me too confident and all the
firepower I poured into them was
perhaps needed elsewhere.

Joe really soldiered on. The first and the
second tum saw him lose a serious
number of troops and if the third tum
had been the same then I don't think the
Sisters could have survived even with
Joe's high level of generalship. But Joe
turned it around, gave me a bloody nose
in return and gained the initiative. The
very fact that his Acts of Faith rarely
worked, even before the death of the
Saint, shows that the Witch Hunters is
not a gimmick army. It can survive
without the fancy stuff, which is just
what they ended up doing. The
overriding feeling that we all got from
this game was that it could go on
forever. Even after Turn Two it felt as
though we had played four or five tums,
so much had happened. We banered
each other until no end was in sight, and
no outcome was definite.

So I guess that my banle plan did not
work out that well ... but what banle plan
ever does?

In the end it was a draw. From the bad
position I found myself in during the
second half of the game, a decent
result.

The Tau may have lost a lot of troops
but the Sisters have lost one of the
rarest things in the realms of man, a
Living SainI. For the Greater Good I
claim a moral victory!
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AMISSIVE TO THE HEAD OF THE ORDO

It's handshakes an round after

Joe: For the Emperor. that was a in first half of the game.
bloodbath, and one thai could have knOWing I could fall back on
swung either way at the end. Two faith in the Emperor should
objectives are in the hands of the Ordo '"' an;ing go wrong. Speaking
Hereticus. They had belter be worth the of Celestians, I made a
eHort. gr I many mistakes and too

As Paul remarked earlier _ il is iln oft- • ",lIpn more chances throughout
told truth that few plans survive contact
with the enemy. Mine didn't survive tha
first round of Tau shooting. An orderly
advance, with enemy fire drawn onto the
more aggresstve 8ult elements was
hardly feasible With a R~ino reduced to
a smoking crater and hall of my infantry
in need""urgent medical altention. In
the end, I was forced to sacrifice the
Seraphim (yeah, that's what t'm calling
") to divert Ihe TalJ firepower and allow
the rest of my army to close.

Tha Witch Hunters' Tum Three really
was the pivotal point of the baltle. An
alrocious round of Tau shooting, and
some minor miracles in my Shooting
phase, and the situation jusl begged for
me 10 go In for lhe kill. What I got
instead was the liVing Saint debacle. I
have no idea where she gol the dO\lli,
sword and Cherubs, but that InqMdllal
was obviously an impostor. IronIcally
though, the whole sorry episode
probably made for a more interesting
game. With her still alive. the
Celestians would have been rather
belter protected against the hail of
fusion and plasma shots that caused
their downfall, and the Shas'O woultl
have been introduced to the business
end of Mr Blessed Weapon by t~e and
of the fourth tum at the very 18P'l __....
does however iIIustrafe the importance

of Faith Points to the Witch Hunte ~-"";:,:""'~~
army, as a safety net if nolhing alse,l
was much more confident in t8kiJ~g risks

the game, but even though charging
them at the Crisis Battlesuits in the last
tum did not payoff, lhe character of the
army demanded it.

The problem was lhat the lone surviving
Penitent Engine had used up all of my
available luck. It never seemed to roll
anything lower than a 5 for its Attacks or
its move distance, and I was very
surprised that Paul did not devote more
effort to its downfall once it became
clear just how much of a threat the
biessed thing was to the Ethereal. Even
so, it was certainly the star performer,
and I had considered the pair a
deadweight before the baltle! If only it
had finished off the Devilfish, or
contested its objective (it was a fraction
of an inch too far away).

All that remains is to berate heartily my
dice rolling, and reflect on whaf might
have been. You'll be for it next time,
accursed xenos...
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The Tau believe thaI now is their
lime. Their empire will bring unity
10 all. There is no foe their
technology cannot overcome, no
quandary their science cannot
resolve. The very slars Ihemselves
will be reforged in Ihe name of the
Greater Goad.

Models and boxed sets for starting a Tau force

£6

This blister conlalns
2 Pathflnders With railQuns.

Pathfinders with railguns£6Pathfinders

This blister contains
3 Pathfinders.

Codex: Tau contains a luN army list,
speclaI rules and lOads of inspiring
plc,u~es. This guide a~ contains OftntnMIf••_W 125.00
palfltmg advice, army ideas, ~ _u 150.00
conversion tips and mole. EUfO.~. .•.~€I1.50

Codex: Tau £12

Tau Fire Warrior Team £15 Tau Pathtinder Shas'ui £6

ThIs boKed set contains 12 plastic Are Warriors and 2 Olonts. DIrIm.IttJr 2OfJJJ(J

SWfdM .Jrm.oo
f_ €2S.0tl

ThIs blislel contains
1 Palhfinder SIIas'ul
al'ld 1Shield DIone.

o.-t /ll'1ll00
s.dIM ,J:tIO.OO
Ewo. E 10.00

Kraol Carnivore Squad £15

This boxed set contains 16 plastic Krool.
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Oeviltlsh Troop-,C"a"",,ie::..r ..::£.:.::1B•
Broadside XVBB BaUiesuit

This box sel contains
I Broadside XV88 Baltlesuil.

£15

0MmatI<•.~1tr 200.00
Sw«JM tt 25Q.OO
flJfO.....M €25.00

This boxed set contains I plastic DeviUish Troop tarrier. DfnmlrLkf 225.00
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An Introduction to Gaming....:;R;:.:o....:;o,;.;.m:.:.s _

Ever been at your local Gomes
Workshop and there wasn't a table
free for a game? Fear not, Gaming
Rooms are coming. We sent Nick
Kyme along to Games Workshop
Shrewsbury for an in-depth look at
a Gaming Room and how this
evolution will affect gamers.

GAMES WORKSHOP GAMING ROOMS

N
ick: A revolution is at hand. In fact
it's already begun. Gaming Rooms
are the next stage of evolution for

Games Workshop Hobby Centres.
Aimed at veteran gamers, these new
facilities, accommodated in the
basement levels or upper floors of
existing Hobby Centres, are areas
dedicated to hobby activities alone.
Something that a standard Games
Wor1<shop, filled as it is with tons of
awesome miniatures, games, books,
introductory gaming tables, cabinets and
painting tables, just can't be.

One of the first things YOU'll notice upon
entering a Gaming Room is the amount
of space purely for gaming. In fact,
Gaming Rooms are all about the gaming.
There's loads of room to store your
abundant figure cases and array your
forces. You don't need to worry about
bumping into other players or dodge the
end of a flailing pointy measuring stick
anymore. At last you can relax in comfort
as you and your opponent attempt to
pound the living Troll dung out of each
other in civilised surroundings.

Gaming Rooms are a great way to meet
new players. If you've ever moved to a
new town, you'll know it's not always
easy to find new opponents to play with
or maybe you're just bored with
hammering your little brother with your
all-conquering Chaos army of spiky
death and want to expand your gaming
group. Since they are only open to
veteran gamers, age 16 and above, you
can be certain of finding some suitable
new opponents. There are some great
benefits in meeting new opponents. As
well as gaming, being able to discuss
tactics, army composition and unit
combinations can really improve your
gaming skills and there's nothing better
than a hard-fought battle against an
experienced and challenging player.

A green blanket, some trees and a thick
book for a hill, doesn't sound much like
the Empire, or any battiefield of the
Warhammer world for that matter. It's
true, while most of us garners are all too
ready to brandish clippers and glue to
assemble our armies and then paint
them up magnificently it seldom leaves
enough time to make scenery. From
trees to temples and hills to hovels,
Gaming Rooms have a wealth of well·
constructed, high quality scenery for

your games. There is also a host of
excellent tables, ranging from the
generic green type where players can
devise their own battlefields with scatter
scenery to awesome modular and
themed boards. Here battle·scorched
city ruins, sun·seared deserts, barren ice
worlds and many more potential theatres
of war await you.

Another great aspect of a Gaming Room
is the sheer number of Games
Workshop and independently organised
events going on there. They are a free
venue for tournaments, campaigns and,
in fact, any kind of gaming event you
might want to get involved in or even set
up yourself! All tastes are catered for
with Warhammer, Warhammer 40,000,
The Lord of The Rings and all of our
specialist systems like Epic, Blood Bowl
and Battlelleet Gothic. Simply chat to the
staff or consult the events board to find
out what's going on.

As well as a gaming area, Gaming
Rooms also provide a place to paint and
model. We've all wor1<ed long into the
small hours, crouched over a cluttered
desktop, having been banished from the
kitchen table, striving to finish that

Fourteen gaming rooms are
already open across the UK. II
YOU'd like to drop In tor a game,
check out the list below to find
out where your nearest Gaming
Room Is.

Games Workshop Aberdeen
Unit 1. 12-14 Upper Kiric:gate.
Tel: 01224 621261

Games Workshop Bromley
Unit 24, The Mall. Bromley. Tel: 02004 660 678

Games Workshop Burton on Trent
Unit B, Union Court, Union Street.
Tel: 01283 535 865

Games Workshop Carlisle
Unit 2. Earls Lane. Tel: 01228 598 216

Games Workshop Chester
112 Foregate Street. Tel: 01244 311967

Games Workshop Exeter
12 Paris Street. Tel: 01392 490 305

awesome showcase unit for a coming
battle. Our rewards for these sterling
endeavours? Waking up to the sensation
that your entire body has been folded in
half like cardboard during the night.
Meanwhile, the unit you were working on
has transformed by the cold light of day
into something resembling a child's effort
at finger painting. Gaming Rooms to the
rescue. Their painting rooms, in keeping
with the ethos of these establishments,
are spacious and relaxing, with some
venues prOViding music for a chilled·out
experience. You can take your time, chat
to other garners. learn new techniques
safe in the knowledge that your
miniatures will tum out how you have
envisaged.

Gaming Rooms certainly have a lot to
offer. There are already 14 throughout
the country with many more planned for
the future. With free entry and regular,
reliable opening times, they are the
changing face of Games Wor1<shop
Hobby Centres. They are here now, and
here to stay. Check out our trip to
Games Wor1<shop Shrewsbury's Gaming
Room below to find out what you could
be enjoying.

Games Workshop Ipswich
49 Bunennaric:et. Tel: 01473 210 031

Games Workshop Macclesfield
Unit 38, Chestergate Mall, Grosvenor Centre.
Tel: 01625 619 020

Games Workshop Maidenhead
Unit 2,17 Maric:et Street. Tel: 01628 631 747

Games Workshop Mlddlesbrough
Unit 33, 39 Dundas Street. Tel: 01642 254 091

Games Workshop Newport
25 Skinner Street. Tel: 01633 256 295

Games Workshop Poole
Unit 12 Towngate Centre. Tel: 01202 685 634

Games Workshop Uxbridge
Unit 32, Chequers Mall, The Pavilions
Shopping Centre. Tel: 01895 252 800

Games Workshop Worcester
23 lyctlgate Mall, Cathedral Plaza,
Tel: 01905 616 707
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GAMES WORKSHOP SHREWSBURY
Games Workshop Shrewsbury's
Gaming Room has been open for
just over a year. From store level up
a winding stairway, bedecked with
cool images of the Warhammer and
Warhammer 40,000 universes, I set
foot upon what Richard Taylor, the
store manager, refers to laughingly
as the foyer. Suddenly, I was face-to
face with a Genestealer head - I
guess the Ultramarines had visited
before me.

The Shrewsbury store, much like the
rest of the town, has an ancient
heritage and the building is over 300
years old. As such, Games Workshop
Shrewsbury has a unique layout. It
has the advantage of the gaming
action being split between two rooms.
One way lies the ravaged industrial
bailiefieids of Warhammer 40,000.
This room has three tables, including
an impressive scenery-erammed City
Fight board where Black Templars
fight toe-to-toe with servants of the
Ruinous Powers. Great scatter
scenery is avilable for players to use
on the two generic tables for creating
their own bailiefieids. Across the
corrdior lies the Old World and the
tumultuous conflicts of Warhammer.
Three more bailiefieids beckon here,
where, on the night I visited, Wood
Elves clashed with the Empire over
an Imperial farmstead. Other generic
tables games are available for
Warhammer and The Lord of the
Rings.

A Genestealer head, your first sight upon
entering Shrewsbury's Gaming Room.

Two garners fight it out in the Warhammer room.

Players battle over the green fields of the Empire.

Two players fight It out over an awesome ruined city-scape battlefield.
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As well as two games rooms,
Shrewsbury also boasts a separate
painting and modelling room,
dubbed the 'chill out room' by its
occupants. In there is a CD player
and generous table space tor
hobbyists to engage in all-manner of
modelling activity. You can chat with
other gamers about tactics, army

building or pretty much anything that
takes your fancy. The whole place is
pervaded by an air of calm that even
soothed us after a week of frantic
endeavour having reached the White

Dwarf deadlineI

Paul Bridges, a first-timer at the
Gaming Room told me about what

he thought of the gaming rooms, "I\'s
a nice area, peaceful, where you can
just get on with your games: Paul,
who plans to make a regular visit to
the Gaming Room every Tuesday,
was most impressed with the great
tables available to play on and the
fact that there was so much room to
battle.

Even wrth games and activities going 00
upstairs, players can still use the

facilities ;n the store.
, .... ~",,,,~ .

•

The painting, or chJIf-out room, is a great place a
to model or paint your 817T1y 8S well as

chat with other garners.
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One regular is James Sherry, the
chairman of the local Games
Workshop registered Shrewsbury
gaming club - The Gate Keepers. "I
like coming to the Gaming Room
because I can get an extra game in
the week," he told me.

Stephen Farrington, another gamer at
the store, commented on the varied
terrain and space afforded to garners
with the introduction of a Gaming
Room. "I come here once a week and
I really like the relaxed atmosphere,"
he said.

As the players became engrossed in
their games I took the opportunity to
speak to Richard Taylor, the store
manager. "Our goal is to create a
really good atmosphere for the
players," he explained. With their six
tables upstairs, and the tables
downstairs in the store available as
an overspill, the thirty players who
attend a Tuesday Veterans Night can
usually play at least one game and
between battles can build their
models in the chill-out room. Richard
has grand ambitions for the future.
"We want to have two themed

rooms," he told me. "A Cadian
Regimental Mess and a White Wolf
Knights Lodge." These rooms will
specifically cater for Warhammer
40,000 and Warhammer
respectively, functioning in much the
same way as they do now but
adorned with netting, ammo boxes
and company banners in the Cadia
Room and wolf pelts, hammers and
ragged standards in the White Wolf
room to create an even more
involving atmosphere.

Richard and his team are currently
hard at work creating more boards
and scenery for the Gaming Room
including an Epic table complete with
a large dam, a desert board with an
Imperial Warhammer 40,000
research station and a Warmaster
board, ensuring that every player's
taste is catered for.

"We want people to playas many
games as they can," said Richard.
Shrewsbury is a town with a strong
gaming community and with this in
mind, Games Workshop Shrewsbury
is helping Games Workshop clubs
too. Working with such groups as

The Gate Keepers and the
Shrewsbury Wargame Society, as
well as ten school clubs, Games
Workshop Shrewsbury's Gaming
Room is a free venue for
tournaments and campaigns for
garners across the region. The good
news is that this is a pattern that will
soon be adopted up and down the
country.

Richard Taylor, GW Shrewsbury
Store Manager, We want people to playas

many games 85 they can.•

•

GOTHENBURG
Regerlngsgatan 30, 111 53, Stockholm,
Sweden. Tel: +4682 13 840

GOTHENBURG
BATTLE BUNKER

Gaming Rooms are not just restricted
to the UK. They are set to appear all
over Northern Europe too, except over
there they are not Gaming Rooms,
they're called Battle Bunkers.

The first of these Battle Bunkers is
Gothenburg in Sweden. Much like a
Gaming Room in the UK it boasts a
sizeable gaming area with great lines of
tables. It has somewhere to paint too.
Gothenburg can be proud of some
excellent scenery and is a regular hive
of aetivllyl
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Setting up yourforces for battle in Warhammer

In part three ofJeff Leong's
Warhammer tactics series, be
takes a look at the factors you
need to consider when deploying
your troops and how these first
moves are crucial to the fruition
of your battle plan.

THE ART OF WAR MER:

jeff Leong sets bis tinny 0111 for a battle.
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J
eff: In OUf last discussion we look a
look at movement in Warhammer and
discussed some basic rules to make

thiS critical phase of the game work for
you. By ll1lticipating yOUf opponent's
moves and coo,'clinaling your forces (Q

suppo"/ one another, you can ensure
favourable Combat Resolution in your
fights. \VhiJe all of these principles are
imponant, let's take a step back and
analyse how you set this up before the
first dice are rol1ed - deployment. Your
decisions dUring the deployment phase
are criticaJ to your battle plan - a good
deployment sets your units to manoeuvre
effectively, just as a poor deployment of
forces can severely handicap your abiliry
to overcome your foe.

From what I've seen, many people
consider deployment t:O be one of the
mOSt difficult phases of the game. That's
really not such a surprise if you think
about it - deployment is the basis of
your plan for the entire game and must
account for :1 tremendous number of

things, including; terrain, scenario
conditions, opposing forces, future
movement and even shooting (0 an
extent. So how do you take all of these
things into account? I like to look al

deployment as :l three-Slep process:
Ident'Uy your advantages, design a plan
to max:imize those advantages and then
deploy to support that plan. let'S look
at each of these Sleps a bit closer.

KNOW YOUR ENEMY,
KNOW YOURSELF
The real key to good deployment is to
array your forces in a way that
accentuates the slfengths of your army
while exploiting the weaknesses of your
opponenl's force. That's the beauty of
Warhammer - each anny has unique
strengthS and weaknesses that make it a
challenge. 1b be successful, a player
muSt be able to use an army's strengths
while overcoming its weaknesses. To
accomplish this, we muSt first identify
the strengths and weaknesses of the
various armies involved. Let's look at a
few major areas: Movement, Shooting,
Magic and combat power.

Manoeuvrability: Is your anny more
manoeuvrable than your opponent's?
ManoeuVi.tbiliry includes how quickly an
army can advance across the board, but
also how casH)' it will be able to position
itself once it is there. For instance, an
army of heavy cavalry units can quickly
advance across the board, but might find
itself outmanoeuvred by an army
consisting of Fast Cavalry (who have the
abiJiry to reform freely throughout their
movement) or Skimlishers (who can
always clouble pace and have a 360
degree movement arc). IJ your
opponent is significantly morc
manoeuvrable than you are, you will
have to account for thiS disparity in your
deployment. One approach to counter
this disparity is to concentrate your
forces over a smaller area, using your
local superiority of numbers to cover
potentially exposed flanks.

SIJootb'g: Can your shooting affccr your
opponcnt and vice versa? This docs nOt
always mean who has the mOSt, or even
lhc beSt, shooting capability. Against a
horde or more than 300 Skaven, even a
large amount of shooting is of little
consequence. If you have several small,
fragile units, even a small amount of
shooting could disrupt rour battle plan.
While not always critical to the game,



mOSt armies do have some form of
shooting :mack, and it is important (Q

consider this. You will have 10 be careful
(Q set up your shooters 10 max:imize
their impacl. Likewise, you must account
for your opponent's shooting capability
when you deploy 10 ensure that you are
nOI exposing vulnerable, high-value
units (Q unnecessary fire.

Magic: Whose Magic phase will affect
the game most? This is not a question
of winning or losing the Magic phase,
but rather of being able to concrol the
impact. We'll discuss Ihis in more depth
in a later article, but you can often
control a superior magic attack with an
adequate magic ddence and careful
selections of dispel attempts. However,
there rna)' be some losses that you are
nOt prepared to accept, and you may
have (Q adjusl your deployment 10

account for them sufficiently. For
instance, if you know that you face the
Uzardmen and their Siann Mage-Priests,
you wi.LI often face the dreaded Comet of
Cassandora (a spell which does 206
Strength 4 hits 10 everything within a
given radius). Knowing this, you may
want to spre:ld OUI your troops a bit
morc to minimiZe the impact of a single
Comet dropping in your ranks.

Combtl' Power: Which army is better in
combat, and under what circumstances?
This takes into account such things as
Armour saves, 'Ibughness, Strength
(including bonuses for charging, such as
with a lance), and Leadership.
l.eadership is important because it wiH
give you a decent gauge of how long
your opponent will be able to stay in a
losing combat (ie, how likely his troops
are to pass a Break test). This can often
be a rather localised advantage, usually
based on proximity to the army general.
In this case, you may w:tnt to spread out
your troops a bit to attack units who are
outside the influence of the general's
Leadership. On the other hand, if your
troops are better in combat than your
opponenCs, he wm have to use multiple
units and combined charges to
maximize combat resolution and defeat
)'ou. Here, you want to ensure that you
deplo)' )'our superior forces with solid
units or terrain to anchor their flanks,
forcing an ovennatched opponent to
face your units one on one.

As )'ou gain experience, you will get a
better idea of what these strengths and
weaknesses reaU)' Olean. A strategy that
may enhance one of your army's
advant3ges may also expose one of its
disadvantages - deplormcnt is a delicate
baJandng act that lakes pmctice and
preparation. We aU make subtly different
choices, and our phlring styles will ditTer,
but with this general idea of lhe strengths
and weaknesses of botll your and your
opponent's amlics, we are ready to move
on to the next step - the plan.

PLAN YOUR GAME
You've heard it before:' 0 plan survives
contact with the enemy.' Although that is
true, let me assure yOll that you won't
survive contact with the enemy without
a good plan. The key to a good plan is
the ability to allticipate what may
happen throughout the course of the
bartle. You don't need to be able to
predict every move and countermove,
but, after evaluating both annies, you
should be able to envision the general
flow of the game. Try this exercise a
couple of times - after terrain is set up,
draw out a quick map of the t'able
layout. When you're done, mark where
you want to put your unjts and then
draw some lines to show ho\\' you think
they will manocU\'re throughout the
ganle. looking at the possible flow of
battle may even allow you to alter your
deployment to better advantage. Once
you learn to take a longer view, your
ability to develop good plans will greatly
improve. Here is a qUick example:

Dwarfs versus Dark Elves: Ah, a battle
near and dear to my heart, and the
perfect battle of polar opposites - speed
and fragility against slow toughness.
Let's look at lhe plan from the Dark Elf
side first - the Druchii general knows
that he is faster than the Dwarf player,
but also realises that his combats must
be decisive, as the fragile Elves will nOt
last long in combat with doughty

Dwarfs. For thiS bartle, he chooses to
spread his forces out, allOWing
maximum room lO manoeuvre his units
imo proper position for an
overwhelming attack. Since he can COunt
on the movement advanmge throughout
the battle, he envisages a gr.lnd and
sweeping assault on the Dwarf Line,
focusing his strength of manoeuvrability
against the Dwarf's lack of movement to
counter their natural Leadership and
Toughness. The Druchii's crafty goal is
to draw out individual Dwarf units so
that he can defeat them piecemeal by
combining multiple attacks on their
front and flanks (Diagram 1. I).

The Dwarf, on the other hand, knows
that he is severely outmatched in
manoeuvrability, but can counl on his
excellent Leadership and Toughness to
win any protracted fights. In an attempt
to negate the Dark Elf movement
advantage, the Dwarf player sets up in a
refused flank - using the wood to
anchor his advance while the remainder
of his army marches across a constricted
field. The Dwarf Lord knows that his
forces lllust Stay concentrated to protect
themselves from being enveloped by the
faster Druchii. Contrary to the Dark Elf
pLan, the Dwarfs see the battle unfolding
down the right flank of the field, as the
flighty Dark Elves ;lre crushed under the
booted heel of the Dwarf juggernaut
(Di~lgram ] .2).
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EMPLOY YOUR PLAN
Now that you have a pl<ln (and
potentially even a m<lp) of how you
intend to deploy your anny, you need to
stay the course and deploy according to
your plan. Keep your focus on how you
will defeat your opponent rather than
focusing on what he will do to you - in
other words, make your opponent react
to you instead of the other way round.
This is nOI to say lhal you ignore your
opponent's deploymenl, but rather that

II~

A" Ore and Goblin army deploys for bfltfle witb tbe SOl/age Ore
general ai/be ce"tre to bolster tbe l.eotlersbJp ofbls Goblins.

piece of difficult terrain (which halves
the speed of normal units and prevents
march moves) to cause a huge traffic
jam, keeping your critical units from
where they need to be. A good plan
(and good deployment) wiB prevent this
from occurring.

Always ensure that you consider terrain
and psychology in addition to the
strengths and weaknesses of the armies
involved as you tmticlpate the flow of
the game. If you have focused the design
of your plan on these points, it's time to
think about the next stage.

Psychology, A1lhough you can
accentuate a movement advantage over
an opponent by spreading out your
deplo)'ment, don't forget about the effect
of psychology on your army. When facing
ajear-causing opponent, it may be
preferable l'O keep units wiLhin radius of
the general's Leadership (usually 12") to
benefit from his higher Leadership for
fear or other Psychology tests. This is
critical if you ha\'e a significant disparity
of Leadership values in your army. Orcs
and Goblins come to mind. The average
Leadership of an Ore is 7, while the
skittish ight Goblins come in with a
Leadership of only 5. If your numerically
superior Goblin forces are spread across
the board, only a few wiU benefit from
their general's Leadership (Diagram
1.3a), versus the significantly higher
percent:lge in a more concentrated
deployment (Diagram 1.3b).

There are a couple of quick lhings we
can learn (rom this example - the first is
that you don't have 10 use the whole
dcploymenl zone. If you are
outnumbered or significantly slower than
your opponent j coumer thiS by forcing
him to fight on your terms by limiting
your deployment to only a portion of the
deployment zone. On the Other hand, a
speedy or numerically superior
opponent is well advised to spread out
his forces 10 provide lhe mOSt
oppon'unities to breach the enemy line.
The second thing we see is that a good
hallie plan must recognise both yOUf

5lrenglhs and your opponent's
weaknesses - for instance, 3 Dark Elf
player, while speedy against Dwarfs,
would be foolhardy to assume !.hey have
the same advantage against a Wood Elf
player, whose own Fast Cavalry and
Skirmishers make them as fast if nm
faster than me Oruchii.

In addition to Lhese lessons, Lhere are a
few more things that we must consider
during deployment: terrain and
psychology.

Terral,,: Never underestimate the effect
of terrain on a battle plan. Don't JUSt
look al your deployment zone - also
look over the field to see where you are
tmticlpa/i"g that your units will go. It
is impon<lnl 10 know what the hill in
your deployment zone can do for you,
but it is even more important to know
how the wood in the middle of the
board may affect you. It is easy for a
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you focus on keeping your deployment
strategy intact as much as possible. There
are a couple of techniques that m.lY help
with this: liming and flexibility.

n",b,g: When you pUI down certain
unics is a strategic decision. In some
cases, you may \van{ to place cenain
unics early in order to affect your
opponent's deployment. Certain war
machines, like LIle Empire's Helblaster
Volley Gun (With the potentiaJ to deliver
30 Strength 5 hits at close range), can
affect enemy deployment as he seeks to
Stay out of range of thiS lethal device. IJ I
want to push my opponent into
deploying heavily to one side of the
field, I may well place my Hcllblaster
early in the deployment phase to nudge
him in that direction. Conversely, there
may be times to hold back such a
weapon until you know more aboul
yOUf opponent's disposition to ensure
that you get maximum effect from its
capabilities. The same can be said for
any units that can significand)' affect the
battle - heavy cavalry, elite infantry and
e\'en chariots come to mind. The bouom
line is this: consider the effect that the
timing of your deployment of certain
units will have on your opponent.
Placing a powerful unit earl)' in
deploymem might adjust your
opponent's plans, but it may also aUow
him to neutralise your most powerful
force. Placing the same unit later means
that you may be able to find a weakness
in your opponent's already deployed
forces, but it may lose you some of the
initiative in the early turns.

Fle.,,-ibility: When I develop a
deployment plan, I ......iIJ often only plan
for 75% of my units, leaving the
remaining 25% as a deploymem reserve
10 counter any surprises from 01)'

opponem. This allows me the fle.xibiliry
to keep with my plan for the overall
Dow of the game while still being able to
adjust to my opponent's deployment. In
the example above (Diagram ].4), I am
setting up my Slaaneshi Chaos army to
face a horde of Orcs and Goblins.
Because I know that my opponent likes
to field Night Goblin units with Night
Goblin Fanatics (Night Goblin nutlers
hidden in the unit who come spinning
out when the enemy approaches within
8" and do 06 Strength 5 hits with no
Armour save), I have elected to
keep my Chosen Knights of
Slaanesh as pan of my
deploymem reserve. The piclUre
shows me board as it looks after I've
put down the majoriry of my force. I
had originally planned on putting my
Knights towards the left centre of my
Line (Location A),
looking to sweep
around the wood
in the middle to

•

break the grcenskin line. However, I also
left myself the option CO put them more
10 the right of my line (location B), or
even on the far right flank (location C)
As my opponent has already deployed
his ight Goblin units, I can see that my
first choice would probably result in my
expensive Knights facing twO units'
worth of Fanatics, while I can avoid at
least onc set if I move a bit to the right
(location B) and all of them if I go to the
far flank (Location C). I have some Chaos
Hounds available ncar the centre of my
line to bait the Night Goblin FanatiCS out
early, so I wiU go ahead and take a
chance by putting my Knights a bit 10 the
right (location B). I usually try to allow
for two to three deployment possibilities
for my reserve units, as seen above,
LO ensure that, regardless of where
they end up, I still have a good
overall idea of what I wanr them
to accomplish throughout the
game. The key here is to Pe
flexible within the constraints of
your deployment plan.

MARCH ON TO WAR
As you deploy your troops, you are
setting the stage for either victory or
defeat. You can increase your chance of
viclory by carefully evaJuating the ,,-

strengths and weaknesses of both
armies, developing a deployment plan
that enhances your strengthS whiJe
exploiting your opponem's weaknesses,
and then sticking to your plan, using
fle;xibiliry and timln8 to keep your
opponem ofT balance. Ncxt month, we'll
explore the Magic phase, and look at
how ulis crucial phase can
further your battle plan.



In this month's 'Eavy Metal
showcase we bring you a
unique selection of models. All
are amazing examples of what
you am achieve when creating
either an exciting themed army
or stunning competition
winning ently.
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From obscure origins as a Chaos cult in the heathen fringes of the
Segmentum Pacificus, the Blood Pact has risen to become a
notorious threat to the Imperium of Mankind, for they are that rare
combination: a fiercely disciplined military order with an
unswerving loyalty to the ruinous daemon-gods of the warp.

Physical characteristics

The true and natural likeness of the
beings sworn into the vile Blood Pact is
rarely seen, for they choose to conceal
their faces behind snarling iron face
masks of a crude and ancient pattern.
It is certain for the most part that they
are humans or human-mutants, though
unconfirmed rumours speak of other
xenos breed creatures inducted into
their ranks.

In general terms, the Blood Pact
warriors encountered by Imperial
forces usually resemble a ragged or
barbaric regiment of the Imperial
Guard. They wear fabric battledress
uniforms either looted from the corpses
of Guardsmen, or manufactured to
resemble a basic Imperial design. Over
this are worn packs, webbing and the
usual assortment of infantry kit,
including heavy field boots and a steel
bowl-helmet. Because their kit,
equipment and battledress is
essentially a mix of plunder and
homemade, no two Blood Pact
troopers are ever identical. Their
appearance is rough and ill-kept: their
clothing torn, patched and dirty, and
helmets chipped and grazed.

True to their name, the warriors of the
Pact present themselves in blood red.
The helmets are painted an arterial
crimson, and the uniforms dyed red. It
is common knowledge that the blood of
enemies is used for this latter purpose
as one of the Pact's sorcerous rituals
prior to battle. As a result, the Blood
Pact warriors exude a revolting,
charnel stink, made even less pleasant
by the unguents and oils with which
they anoint their bodies, and their own
parlous standards of hygiene.

A Blood Pact warrior's hands always
remain bare and ungloved to display
the ghastly ritual scars across the
palms and knuckles, made at the time
of induction to the Pact. In cases where
Blood Pact troops have been captured,
or when opportunities have arisen to
examine their corpses, it has often
been found that this ritual scarring
covers other parts of the body and face.

The ritual iron visors - known as
grotesques - worn by the Blood Pact
are variations on a single basic design.
The masks portray a howling,
screaming, grimacing (some say

leering) face, often with a great hooked
nose or chin, or both, like a carnival
mask. For most ranks, this mask
is pitch black, though senior
commanders may wear silver or even
gold grotesques. Such officers also
affect uniform styles equivalent to the
Imperial Guard, with epaulets, gold
frogging and jackboots, etc.

The Blood Pact speak all the
languages of corruption and - thanks
to their many origin worlds - a
haphazerd mix of Imperial dialects and
sub-dialects. However, Warmaster
Macaroth's tactical advisors have
determined that the Blood Pact use
their own unique 'battle tongue' or
combat jargon in the theatre. This, so
far, has proved indecipherable.

"If you arc the: last man standing. you're
nol fighting hud enough."

- Jlltibutcd 10 Colonel Kaldc:nbach's
c.ommissars. hciD8 the Blood Pact Jt the:

Civitas Bnli. Hcrodor. 773.1\141.

Homeworld

The Blood Pact, by their very nature,
have no homeworld. They recruit from
the murky feral worlds of the Chaos
Marches beyond Imperial territory, and
also from the populations of worlds
they conquer and overrun.

Myths and hearsay speak of the order
arising on an outworld called Ghourra
or Gaurra on the edge of the disputed
Sabbat Worlds. This would be some
three thousand years ago. The
dynastic, tribal society of Ghourra was
ruled by a feudal overlord, or Gaur (alt
'Ghour' or 'Gour'). The Gaur
surrounded himself with an elite
warrior priesthood who conducted the
ritual observances by which the Gaur
made tribute to his daemon-god,
Khorne. This priesthood evolved over
time into an outright bodyguard which
practised its martial skills as strictly
and diligently as the priesthood had
conducted their bloody rites.

As the Gaur's strength grew, and his
influence began to spread to
neighbouring worlds, it was this
bodyguard force that led the
conquering armies. Soon it became a
mark of respect to be 'bloody pacted'



to the Gaur. Numbers grew, recruiting
from vassal worlds, and the
bodyguard became an army in its own
right. Thus was the Blood Pact as we
know it spawned.

Uniquely, every single member at the
Blood Pact (and tactical estimates
suggest there may be as many as
three quarters of a million Blood Pact
warriors) is personally inducted into
service by the Gaur himself. To prove
his allegiance in blood to both the
Gaur and the Blood God, each
aspirant ritually gashes his hands on
the sharpened edges of the Gaur's
battle armour.

First Contact

URLOCK GAUR AND HIS LIEUTENANTS
To the Blood P~(1. the only pc:rso01Jity of Dole is Urlock C.1our himself. (or not only is
he: their wuJord lod commlodcr-in-chlci. but it is to him pc:rsooll1y dUf they pledge
themselves {orc:vu in blood. Gaur sometimes Iuds the massed Pact forces bimsdf. hut so
tight is its discipline:. lod so 8rc0I1 his {lith in it. he is hlPPY 10 chugt divisions 10 the
command of senior oHiccrs or other wnlords. A good cXlrnplc of this would be the
dCvlSl.tting .attack on the Khan Croup on 773. This counlcr·strokc: ,l81inst Cru~dc forces
WAS conducted by [oak InoakeDti. one of C,ur's Irusted demlgogue lieuleDlnts. A vast force
of Blood PICI wuriors, including .armour Ind Dellh Bugldes. WI:> entrusted 10 Innokenli's
commlnd, Ind their murduous onshught WI:> only brought 10 In end when they were fought
10 I sllndsliU during the e,,"tuordinary blttle to take tne CivitlS Beati on Herodor. Diner
Blood P,ct dements were serving under Anakwan.ar Sek when he overran the forge world
.al Urdesh. thus providing the Blood P.act forces with .1 vast ,nd re.ady source of umour
.and fidd we.apons. Blood Pacl comb.a1 resilience w.as also disphyed during their epic defence
of Ihe forlress world Morlond. during which period then enjoyed the direct command of
the Gaur himself.

The Blood Pact were first encountered
during the Imperial Crusade to liberate
the Sabbat Wortds, a chain of nearly
100 inhabited systems along the edge
of the Segmentum Pacificus. An oft
disputed area, the Sabbat Worlds had
first been coionised as part of the
Imperium in M35, when Chaos was
driven from that sector by the original
crusade of St Sabbat, a shepherd girl
from Hagia, after whom the worlds
were named. In the late 600's and early
700's of M41, a vast Chaos host
commanded by the abominable
warlord, or 'Archon' Nadzybar swept
through the Sabbat Worlds and tore
them out of Imperial hands. Nadzybar's
host - raised in the feral marches
beyond imperial space - was not one
single army, but in fact a cooperative
alliance of many, each one led by its
own demagogue warlord. These
warlords became Nadzybar's
lieutenants, and the names of many
live in infamy: Anakwanar Sek, Enok
Innokenti, Shebol Red-Hand, Sholen
Skara, Heritor Asphodel, Nokad the
Blighted, Qux of the Eyeless and
Urlock Gaur.

In 755.M41, the High Lords of Terra
charged the great Siaydo with the task
of raising a liberating army and
retaking the Sabbat Worlds. Siaydo,
who had already assembled a
considerable force to victoriously
prosecute the Khulan Wars, was
named Warmaster, and quickly built a
formidable Crusade host.

For ten years, this massive Imperial
assault force struggled to gain a
foothold in the Sabbat Worlds, for the
Archon's armies were monstrously
powerful. Eventually, Warmaster
Siaydo manoeuvred his Crusade force
into place to take on a major part of
Nadzybar's strength at Balhaut.
Though Siaydo himself perished in the

fierce battle, this was a famous
Imperial victory. Archon Nadzybar was
slain and his forces put to rout. Under
Macaroth, Siaydo's successor as
Warmaster, the Imperial Crusade
began to drive the Chaos presence
from the Sabbat Worlds.

But even with Nadzybar dead, this was
not an easy task. By 772.M41, after
protracted infighting, a new Archon had
emerged from the ranks of the warlords
to take Nadzybar's place. This was
Urlock Gaur. His forces began to
counter-attack Macaroth's, thus
beginning the third and perhaps most
bitter phase of the
protracted conflict.

Gaur's Blood Pact had
been encountered in
combat during the early
years of the Crusade, but
never properly identified.
However, once he
became Archon, the Blood
Pact became a backbone
element of the Chaos host.
It Is believed many other
arch-enemy units and
divisions, wishing to prove
their loyalty to the new Archon,
converted to the Blood Pact.
The trained and disciplined
nature of the Pact also appealed
to the many converted, corrupted
or traitorous Imperial Guard units
captured during Nadzybar's occupation
of the Sabbat Worlds. Within just a few
years, the Crusade forces came to
recognise the Blood Pact as elite
infantry of the arch-enemy.

Combat capabilities

The Blood Pact is a martial force of
distinction, a fact that often takes its
enemies by surprise. The forces of
Chaos are often feral, ruthless and

zealous and - while savage assets in
battle - these qualities often mitigate
against effective battlefield operations.
Unlike, for example, the Kith who
followed Sholen Skara, the Blood Pact
is not an army of poorly-equipped
fanatics who overrun their enemies by
sheer berserk fury. The Blood Pact is
drilled and trained in warfare
techniques to a standard of
competence at least equivalent to the



Index Malleus: The Blood Pact
variation known as the Stalk-tank.
Stalk-tanks are powered by six
arachniform piston limbs, and are
armed with double pulse-lasers in mini
turrets. On very rare occasions, the
Pact has also been found to have
Baneblade super-heavy tanks in its
vanguard. All Blood Pact armoured
vehicles are painted red, inscribed with
numerous obscene Khornate slogans,
and are often decorated with the skulis
and hides of their enemies.

Peculiarities

Threat Index and Imperial Policy

The Blood Pact is a direct and grave
military threat to Imperial security in the
Segmentum Pacificus. Its discipiined
and trained nature means that it
represents the elite branch of the arch
enemy's host. Furthermore, concern
must be expressed as to its increasing
size. Urlock Gaur is a charismatic
leader, and the Blood Pact is an
aspirational order for many young
warriors. The Blood Pact is also a
painful object lesson as to how the
primary skills and strengths of the
noble Imperial Guard may be turned
against the Imperium itself.

Imperial military leaders are urged to
suppress Blood Pact activity wherever
it is found. The appearance of Blood
Pact forces must be communicated at
all costs to Fleet or sub-sector
command, as it indicates a pre
planned, tactical enemy action as
opposed to a random uprising or raid.

The vile and heretical legions of Chaos
are ordinarily a supreme menace to the
Imperium of Man because of their
bludgeoning ferocity and near
numberless strengths. The Blood Pact
is a rare example of a more precise
and deliberate destructive force.

Records also show that though the
Pact show little quarter, they are more
iikely to altempt to turn and recruit
Imperial soldiers (by force if necessary)
than other Chaos forces.

mail tunics and arm themselves with
billhooks, trench clubs and grenades.
Some are able combat specialists in
the fields of demolition or
marksmanship.

Blood Pact units will contain a rnix of
heavy and support weapons
comparable to the Irnperial Guard,
including heavy autoguns, flamers,
mortars and rocket launchers. Some
Imperial theorists claim that the officers
of the Blood Pact deliberately style
their organisation on the model of the
Imperial Guard, and it Is certainly the
case that traitor Guardsmen are used
to hone and improve the basic combat
abilities of the Pact. Such traitors 
thankfUlly rare - are distributed
throughout the Pact's numbers to
disseminate good techniques.

Others point out that Blood Pact
armaments resemble those of the
Imperial Guard because these are the
rnost commonly plundered. Several
munition-producing forge worlds 
especially Neffethyl and Urdesh - were
amongst the planets conquered in the
Sabbat cluster, and from them the
Blood Pact have enjoyed a ready
supply of Guard-quality weapons.

The Blood Pact - again thanks to the
captured forge worlds and spoils of war
- have proficient armour and artillery
divisions. Imperial field pieces are
offen found in their possession. Blood
Pact armour is generally slightly
inferior to standard Imperial, most of if
being Urdeshi-pattern armoured cars
such as the STeG 4, and the AT70
Reaver-pattern tanks, though they do
also have more limited numbers of the
larger and more powerful AT83
Brigand-pattern tanks, as well as
capfured examples of Leman Russ and
Chimera. The Blood Pact also fields
Defilers, as well as a lighter-armoured

bsl tunsmission o(
Cencu! Dcusll. Urdcslt.

VESH ETOGAUR AND THE AKKORITE SLAUGHTER
The sheer cHicicncy of Blood Pact operations can be demonstrated by the: bailie of the:
Akkoritc Peoinsula on Bclshjjr Binary in 771. Bdshjir is a vital ~nd much-conlcsted world
due: to the promcthc:um wells. refineries and processing depots clustered around the Gulf of
Akkor. The peninsula itscl[ provides a Iaod·-bridge access between the Hiotu Deserts aDd
the gUI£-C01SI highways linking the refineries. Here. in (erocious. suo-blasted tcruio. a (orcc
of two hundred Blood Pat! troopers, supported by {our stdk·-tanks and two Loxall brood
groups. cui o££. overwhelmed and annihilated a forcc of three thousand Impc:riJ.1 Cuudsmco.
The Guard ckmcDls were .1dvancing across the peninsul.1 with the intention of upturing the
O'shen Atok refinery. and recon assessment had reported only a limited number of hostiles
active in the lone. The Pact force. greatly outnumbered. W.1S commilnded by an officer called
Vesh Etogaur (the second word possibly indicative of nnk. as in 'demi-gilur' or colonel).
Under his strict command. the P,l,ct (orce lay in baking hed for three days without faltering
or breaking line until the Imperial unit had moved into the cone of their ambush. The
resulting slaughter lasted twenty two minutes. None of the Cuardsmen survived. and the
rdinery remained in the hands of the arch-enemy for a further fifteen months.

"They hide their bces in snarling iron.
but the cruehy in their hearts is
m.1nifest in their brut.1 deeds. We arc
1051 and we are done. M,l,y the Cod
Emperor forgive our failure .nd protect
our souls."

-~ --

Irnperial Guard. They have excellent
(often captured) communication
systerns, and an unshakeable chain of
command, meaning that they can be
confidently deployed with tactical
precision. The Blood Pact can hit
specific targets or accomplish specific
missions, and individual warriors have
the intelligence and field training to
operate independently, if necessary, for
the Pact's interests. This is what makes
them so dangerous. They are not
mindless fanatics; they are excellent
battlefield soldiers in the sworn service
of Chaos.

Certain elite or veteran sections of the
Pact coterie form the so-called Death
Brigades, representing the finesf and
most ruthless storm squads in the
Blood Pact. Though comparatively few
in number, the Death Brigades are
often encountered at the spearhead of
assaults, as the private company of
senior Chaos leaders, or deployed on
specialist missions, and are the most
dreaded of all Blood Pact units.

Technology

A representative Blood Pact trooper
will be armed with a lasgun or autogun
as his primary weapon. Troopers may
also carry pistols, stick grenades
and bayonets. In close-quarter
environments such as trenches or
when storming techniques are
required, they favour plate or chain

A marked trait of the Blood Pact is its
willingness to collaborate with xenos
breeds and alien mercenaries from the
outworlds and marches to achieve
rnilitary objectives. Most notably, the
Blood Pact offen operates alongside
non-human mercenaries called the
Loxatl, using them as shock troops.

The Loxatl are sinuous, non-humanoid
quadrupeds evolved from amphibian
forms. Slighter larger than a human,
they are extremely swift and dexterous,
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and use large dew-claws to give them
purchase on any surface, allowing
them to run up walls and across
ceilings. Out of water, the vision,
hearing and smell of these grey
skinned aliens is dUll, and they rely on
powerful taste and vibration sensing to
hunt and corner prey.

The Loxatl use a weapon of alien
design known as a flechene blaster.
They carry these powerful weapons 
along with ammunition bandoliers - on
their torsos, mounted on mechanical
armatures that fire the weapons via
some unknown mind impulse device.
This leaves a Loxatl's limbs free for
climbing. The blasters fire deadly shot
bursts filled with millions of razor-sharp
filaments that shred armour and cause
grievous wounds in their target's flesh.

Loxatl are believed to operate in small,
brood group units of biological kin,
communicating by vibration, subsonic
calls and - when in close proximity 
iridescent panerns that they are able to
flash and move across their skins.
Imperial Guardsmen have reported that
nearby Loxatl activity can often be
detected by a nauseating smell, a mix
of rancid milk and crushed mint.

The brutal
efficiency of the
Blood Pact is
revealed in Dan
Abnetl's awesome
Gaunt's Ghosts
novel series - The
Saint. This series,
comprising of
Honour Guard,

Dan Abnen The Guns of
Tanith, Straight Silver and Sabbat
Martyr, sees the Blood Pact in action
against the advancing Imperial Guard
forces and gives a close quarters view
of just how eHective they really are.

Plus, check out Dan Abnelt's latest
novel, Double Eagle. Set during the
Sabbat worlds crusade, it tells how the
lethal air forces of the Blood Pact make
huge gains against the beleaguered
Imperial forces on the key world
of Enothis.

Available in June 2004.

www.blacklibrary.com

BLOOD PACT DEATH BRIGADES BY ANDY HOARE

For those who wish to field a force of the Blood Pact,
we've provided some rules and advice for using these
dreaded warriors in your games of Warhammer 40,000.

The bulk of the Blood Pact is best represented using the
Lost and the Damned army list found in Codex: Eye of
Terror. Traitors can be used to represent the line troopers
of the Blood Pact, and Defilers can represent Stalk-tanks.
Beyond this, you should try to avoid using Chaos Space
Marine allies, Daemons, Mutants etc, but as similar troop
types do turn up in Dan Abnen's novels we wouldn't want
to go so far as banning them from the list. For the elite
Death Brigades, add the following unit entry to your Lost
and the Damned army.

TROOPS
Blood Pact Death Brigade Squad

Pts/Model WS BS S T W I A Ld Sv

Trooper 11 3 4 3 3 1 4 1 8 5+
Veteran +10 3 4 3 3 1 4 2 8 5+
Squad
Leader

Numberfsquad: 5-10

Weapons: Lasgun and frag grenades.

Options: Any model may exchange their lasgun for an
autogun, shotgun, or laspistolfautopistol and close
combat weapon for free. Up to two models may exchange
their weapon for a flamer at +3 points, a meltagun at +10

points, a plasma gun at +10 points or a grenade launcher
at +10 points. One model may be equipped with a
demolition charge at +10 points. The squad can be
equipped with krak grenades at +2 points per model. The
squad may be equipped with chain mail and steel plate
assault armour, improving their Armour save to 4+ at +3
points per model.

Characters: For +10 points, one Death Brigade Trooper
may be upgraded to a Veteran squad leader, who may be
given 15 points of equipment from the Chaos Space
Marine Armoury (but no Marks, Gifts or other items).

SPECIAL RULES
Veterans: The Death Brigades are made up of
dangerous and experienced veterans of many wars
against the Imperium. To represent this, each squad may
be given a single Veteran Skill chosen from the Chaos
Space Marine armoury, paying the points cost listed
there. Purchasing a Veteran Skill will move the unit to the
Elites section of the army list.

This Blood Pact
Trooper is a very
simple conversion.
It's a plastic Cadian
trooper, with the
head of one of the
classic Chaos Space
Marine Raptors.
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Ever torn your hair out
looking for that special
miniature to captain your
force, or struggled to find
suitable parts for a
conversion? Fear nat for
salvation is at hand in the
form of Collectors Guides.
These are the ultimate
resource for anyone building
an army.

COLLECTORS GUIDES:

Every miniature you ever wanted, all in one handy book!
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UNITS AND MODELS
The largest section of the guides details
the extensive range of models available
for your army, helpfully arranged in the
same way as your codex or army book.
In the case of Warhammer 40,000 - HQ,
followed by Elites, Troops, Fast Attack
and finally Heavy Support. And for our
fantasy Warhammer ranges you will find
all the different miniatures arranged into
the familiar Heroes, Core, Special and
Rare categories.

Each section shows every completed
model as well as each component that
makes them. So, if you're after Typhus,
the Herald of Nurgle you'll find him
there, however if you're just after his
Manreaper then you'll find that there as
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COLOUR SCHEMES
The colour scheme section presents
examples of some of the most notable
regiments, chapters or armies of that
specific range. For example, if you're a
budding Commissar leading your valiant
Storm Troopers to glory on the
battlefield then open up the Imperial
Guard Collectors' Guide for some top
advice on paint schemes for
Guardsmen. Here you'll find the most
celebrated and interesting regiments of
humanity, converted and painted by
gamers to show you what can be
accomplished. And if you see something
that inspires you, all the models used
are included within the pages of the
Collectors' Guide.
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olleetors' Guides are the definitive
resource for anyone interested in
Games Workshop miniatures.

They're ideal for hobbyists who want to
customise their army and make it
unique. Containing the fuJi range of
models for that force and their
component parts, including all the
Classic models that you won't find on
the shelves in the stores, Collectors'
Guides are an essential reference to
Games Workshop miniatures.

But they're far more than a simple
catalogue. They include painted
examples of models in that range,
detailed colour schemes of individual
regiments, tribes or chapters, fantastic
armies, astounding conversions, brilliant
artwork from the Games Workshop
studio, Golden Demon winners and
magnificent dioramas.

So, whether you're an up-and-coming
Chaos commander or a veteran
Imperial strategist you'll find that while
your army book tells you what forces
you can field, the Collectors' guide will
help you select your actual models. And
let's face it - a great general needs a
great looking armyl

100 COLLECTORS GUIDES



Collectors' Guides also include some amazing examples of the armies of dedicated hobbyists.

CONVERSIONS AND DIORAMAS
On top of all this we've searched long
and hard to find the most impressive
example of armies we could find.
Whether you're interested in vast legions
of Imperial Guard, heretic forces of
Chaos, the disciplined ranks of the
Space Marines, hordes of Orcs and
Goblins or heroic regiments from the
Empire, there's a well-painted, themed
army in all its glory for you to marvel al.

Coupled with the armies are some top
tips from the painters about how they
created their colour schemes or Why
they chose a particular unit.

Every gamer loves to see fantastic
conversions - they inspire us, impress
us and usually provide an idea or two for
conversions of our own. The Hobby
section contains the best conversions
that we could find for that particular
range, collected together for you to
examine and play the hobbyists'
traditional game of "What on earth is
that made of?"

There are few better ways to show off a
well-painted miniature than in a diorama,
so if you thought the models looked
good on their own, just look at what
adding a bit of scenery can do.

GOLDEN DEMON ENTRIES
Finally, we've included the best Golden
Demon entries from that range. These
include Golden Demon winners from
around the world to really fire up your
imagination. These are the most
awesome and magical award-winning
models out there.

We've produced several different
Collectors' Guides. The good news is
that we plan to make many more to
cover each and every army we have
produced, so all our hobbyists, whether
beginners or veterans, can benefit.

•

well. In fact, in these parts of the Guide
you'll find every single model that we
produce or have ever produced for
that race.

All the codes you need are also included
in this section and all our current prices
so you can plan your army out
completely. making it simple when it
comes to ordering that vital part for a
cool conversion. Details on ordering,
using our friendly and experienced
Direct Sales service, can be found inside
the front cover.

ClASSIC MODElS
As well as the models that make up our
current ranges there are two other
categories of miniatures.

The first is the Classic Models range.
These are previous versions of current
models that, while maybe not part of the
latest range, may well be featured in
many gamer's armies. For example,
next to the new Cadian Heavy Weapon
Teams you'll find the Classic metal
versions. Ideal if you want to keep the
feel of the army by using the same
model range throughout or to make
slight conversions to your forces. Classic
models are another way to make your
army unique. By finding an older piece
you can create that stunning conversion
which will make your army stand out on
the battlefield.

The final part of the Units' section is the
Collectors' Selection. This range
includes many models that are no longer
considered on active duly. Many of
these are real pieces of Games
Workshop history that will have
veteran garners going misty-eyed and
thinking back to their earty hobby days.
In the pages of the Collectors' Guides
you might just find an old friend or two,
or something different that will help
make your army a little bit more special.
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A Games Workshop hobby centre is more than just a shop•••

- -==========:;0

The Games Workshop hobby tokes
mony forms - playing great games
of Warhamme~ Warhammer 40,000,
The Lord of The Rings or one of our
other games systems, converting and
painting miniatures or collecting
and refining a powerful army;

Your local UK Games Workshop
hobby centre is the perfed place
to try all these things, as well as
gelling expert advice from our
staff. Here's a look at all the
different services your local centre
can offer you•••

FREE GAMING AND TACTICS ADVICE FREE PAINTING AND MODELLING ADVICE FULL RANGE OF PRODUCTS
All our lUll! are gaming vel••ans (aller all II" what \lIey do 10< alMllgll
They can give you tound taedealllIMee. help you build ballle-wlnning
,trl'Ilt$ and clear up most 01 YOU' NIn querlea.

No m.lIIlter What your level 01 palnllllg or rnodelling d, II you spetld 30
mn.llea with ooe of our membef1l 01 ,till! you d Me !hoM sldlls
Improved and might find out eome1tllng you 1MlYtl' knew!

All our centres stoek II tvlI range 01 Wamal'l'llntf 40,000.~
and The LottI 01 The Rln9a garnet and mQOeIe at well 'a at the hobby
mII1&rlBls you need to coIlecI, build and pUll your alTl'llel.

IN·STORE ORDER POINT
AI 01 our stOles If' fined with IIIl 1",81011 ordef point which you can use
to vet your hands OIl III 01 oor Specialist Games products, plus many
eomponenl4 and da$tle ITIOdelt with wNen l(l CUSlorNM your atrl'llt$.

BEGINNERS
Our special Begi~'programme teaches you I'low to play and heIpa
you taQ your first sleps Into the Gil""" WorItshop hobby. The
progratnrne l\A'I$ Itlf'OllglloUl Sunday., ~ wlletl\er you want 10 lNIII
how to <:tIafge )'OU' Knights Into your opponent', battle liM Of lead a
$QUIId 01~t.4a~ lnlo bBllle, all you~ to do "~ aIongl

HOBBY ACTIVITIES
0_ Workshop hobby oenlrM provkle suppol1 alld alQ)ffl adYIee
on all aspects altha hobby, They IMIlira team partlcipalion baltles
Iof you 10 take paR ln, paln~ng WCIf!lshops 10 daveiop you. pa!mlRll
skillll, and a ton.lm Iof gamera 10 talk aboul lha hobby. On Slloo.y
....enirtgs many slOfes "'"' lIjleeifIc llClivlties Iof lhoM who have
gradualed lrom tI'Ie Beolnoors' Progranvne,

VETERANS
Many GamesW~ ho/:lI)y oentJ'ea run evenings (utually ThHdaya
and Thuma.,..) lor yeteran garners. They are almed., oIdef gamtll'5

with plenly 01 expe<leno8 OIl the baltlel'ekl. You caI'I share idHlI about
.1 8Sf)IIctS 01 your hotlby, play gam&ll a~nsl equally experletad
owonentt, and 'I$Q play Gamee Work$llOp', "..".. ~lisedgaming
systems weIllnlo the IIVMllng.

HOBBY CENTRE GAMING ROOMS
Agrowillg number 01 our hobby eentrll$ now have addillonal space to tne normal shop lIDO< In the &I\a4Ml 01 GamIng Rooms. This I'l\llkea ~ perfect lor
meeting lellow Ilobbylsts and afl'8nglng larger gsmas, playing campaigns Of just PIIlnting and modeling, On Monday 10 Friday Ihesa room. '"
raS8Ned lor veterans aver tha age 0116 but tha weekeod Is Iree tor aM Villeran gam&rs and Iho&e Who have been ltwough 1Ile B&giMers'
progflllTllM. These cen1/8S ••• malked by a ClOU, GIve 1hIm • ring to find 0Ul wnar. going on and 10 avoid dIs.sapokltmerlll The following
Ga.mes WorQhops: aU have GamIng Rooms: OW Abe<Oeen, OW Bolton, OW Bromley, OW Bllflon, OW Caf1lsJe, OW Chesl...., OW EXIl1ef, OW
Ipswich, OW MaocIes1iekl, OW Maldeohud, OW MiddIesbrough, OW Newpon, OW Poole, OW Shresbury, OW Uxblidge, OW Worcesler,
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HOBBY CENTRES & INDEPENDENT STOCKISTS

ST1IOUD......!lQ:
Tel 01~ 7tIIq7
STlOUD. Cyberdyne:
Ttl: 01"'S3 787722
ST1IOUD. I'IJIIOft Go_
Tel. 0670 2<'27"28
TtWKlsaUIY, To, 1_,
Tet 011&1 28S m

HAMPSHIRE
GW IASlHGSTOICI:
3 Pollets Wdc WOtI &rill
Till 01258~060
ow I'OIrTSMOUTH:
31~ SIrMI let 0'238:2876 a;e
ow SOUTHAMPTON,
23 Eut StrMl Tel Cl23IO 331 ts2
OW W1NOlUT'II:
esc GIoi~ SttMt Tel 01982110 ,.
AlDlltSHOt The 0..... Shop:
Tet 01252 311"13
AlTON. At10n Model Centre:
Tel 01"20~
ANDOVIlt. H....so..."'s ToyS!of'e)
TiIII 012&4 352 2'll3
IASINOSTOICI. Ottoke..:
Tel 01258 48OlI"'8
fAlIHAM. fo.ehom Tort an" Hobble"
T.t 01329 282183
fA,NIOIOUGH. Darluhwl
Tel 01252 318050
fUn ,,"I Toyal
Tel 01252 tll:KH9
GOSPOlt Cornucopia:
TiIII 02392 503 2<11
NlW MILTON. Tor' 01 N_ Millon:
TelOIl~6178O!i

Hn'SfIILO. '011, Mod.II,
Tel 017:)0 267 932
I'OITCHlSlIl. Wko. Mod.ls:
Tel 02392 351160
IINGWooD. Tors of'lng-.t,
Ttl: 01"25 "794"4
10MSaY. t1oundaboul:
TIIi; Ol1li11 512145
SOUTHSlA,. SoulhMo Mod.ls:
Tel: 01705 733208
WAnILooVIUI. !'ouYs Hobby Shop:
Tel 017OS2S918e

HEREFORDSHIRE
HI.lFO,D. H••ef9,d Mod.1 Shop,
TIl: 010432 :lr.:z8Oll
UOMINSn•• Mortln's Models & Cnrfb:
TIIOI56ll"3782
lOSS ON WTI. Llttl. & HoII:
Tel 01fJ8!1 5621311

HERTFORDSHIRE
OW HlMlL HIMI'STIEAOI
188rldg1 SIIMt Tilt 01....22<49152
GW Sf AlIlANS,
11~ CIoN. 01~ SIrtM
~. 01727.' 193
1AlHfl. Murray & lrond,
T" 0208 .uGl)827
"IIKHAMSlIO. Ha",I1...)
TiIII 011-12 66'642
ItSHO"'S STO~. Iollirdmo...,
T" 01271 651 033
0+01U'TW00D.~,= ." Models,
TeL 018232&1313
HAIl"NDIN. Felld1otlons:
Till OI62'llZ21St
HATfllLO. IN a.-.:
Tet 01707 2. 599
HI~ID. Marq.... Mode..,
Tet; 019\12 5001111
HrTCHlN. Main'" Models,
Tet; 01462 422204
LITOfWOIrTH" Comics Unllmlt.4,
Tel 01462 0460011
IOYSTON. Tophop:
rel 011'" 2"3270
Snvuu.GI. 1($ Models:
Tel 01138 701661.
WlLWTN GAIIDIN CITT. Toya Tort Tort'

Tel 01107 31111319

ISLE OF MAN
OOUOLAS. Joe Dlstrlbutlon:

Tel Olf12" mISt

ISLE OF WIGHT
NIWI'O.t Tor & Mod.ls:
TeL; 01983 528258
NIWI'OIT. Wight World of Wo.gllim.1l
Tet: 011183 530200
ITDI. Th. Spom & Mod.l Shop:
reL. 01983 862"51
ITDI. f ...n. foct and fontasy,
Tel: 01983 617323
SANDOWN. ToymoSI."
Tel 01983 olO4162

www.gomes-workshop.(o.uk 103

DEVON

ESSEX
GW CHILMS'O.D:
n. MI' ~>=.c..... Tit 012"5 <490 QoI8

OW COLCHISTII:
2 Sho:1 W"If'l SIt-. Till; 01208 m 279
OW SOUTHIND:
12 SoulhchurdI RolId Tet 01102 461 :lSI
GWTHUIlIOCJh
LIl'IIl <1156. LI'V'Il3. I ..... Shoclpol'll c.rw..
Tel 01706867133
anNTWOOD. I&M Cyo:Ies:
Ttl 01277 2143012
ClACTON ON su.
Oottorl Art & Croft Centre:
TiIII 01~.c363.e
COlOllSTU. T;;.~,m~__...~ IOngdom,
T". 01208 5U3M
HAllOW. Morq.... Modeb,
T... 0121$ 123331
UIOH.OH.SIfA, Col,...., looks:
Tel: Ol102'739ll6
MALOON. Colin a1ls.s MocMIs:
Tel 01821851321
IAnlIGH. Tort N TIKk,
Til 01_ 775501
SAfflON WAlDIN. Go.... On:
T,,'0INll50801O
SOUTNIND.ON.StA.
Tormolle. Kingdom: T"; 01702 313461

GLOUCESTERSHIRE
GW CHllTtNHAM:
16 PII1VIII Street Tel 01U2228"'9
OW OLOUClSTII,
3S ClDr_ StIMl Tel 01152 50S 033
10U.TON ON THI WATE"
Iourton Mod.1 'ollway,
Till; OiotSi 820886
STllOUD. Alan Tyndall:
Tel 01~53 76«87

• OW Ixnl.:
12P-.SOwM. Til: 01312"90305
GW I'LTMOUTH:
II Co", 'II SttMt Tel 011'S2 2S4 121
GW Tc.QUA'I':
12 MaIteI SCrMt. Tit 01103 201 03&
aAlHSTAI'U. ",. aattk-,._:
TiIII. 01271 321"""
IIIDGIND.l'Dro."~.~"MIOIIa:
T" 0lll6l66l3l!l2
OAITMOUTH. WO 1'100. & Co:
Tet 01103 a:)213Q
IXITI•• I'J Hcrwtl:lns and Sons:
Tet 013111203930
1XMOunt. Gom..,._ Models:
Til Ol3QS 211733
HONtTON. HonHon To, Shop:T" 01104 431"1
taNOsa'IDGI. The T....."" IOoeI:
TiIII OI$o4a IS2 i23
NEWTON ...IOt Au$tIfq,
Tel. Ole2ll333441
.....IOHTON. The Model Sftop:
T" Oll103S53:155
I'LYMOUTH, Model Shop:
Tel 017$2 221 &$1
TAVISTOCK. KaleldoMope:
Til. 011122 .'S 238
TlIONMOUTH, JockmGftliT~
TiIII' 016:26 778755
TlVI.TON. WlnlS 'N' WttHls:
Tel 0111612428111
TOTNES. Koboom:
Tel 01103 883()oIll

DORSET
ow .OUINIMOUTH:
2" Poll 0IIIeIi A,*" Tel 01202 319 m

II OW I'OOLE,
Unl1 12 TOWfI9lIle Ctnlr,. Tel: 01202 68S 634
10UINIMOUTH. 1o"1••$co"
Tel 01202 258194
10UINIMOUTH. Mo..:.llo Tort:
Tel 01202 nosoo
IOU.NIMOUTN.......rhi Top & Ga.....:
Tel 01202 "82031
11101'011; frosts Toymost."
Tol 0130842296
OILUNOHAM.'M......",~e(S Tort & Models:
TiIII' 017"7 823 888
SHAfTS'UIT. Hardl....,
Tel 017..7 852158
SHAfTSIUIT. H_rds:
Tel 01N7152156
SHlllOINl, ""nulls:
Till OlD 11&072
SWANAOl,IAOIlCMcb:
Tel 01929 o42'e09ll
WlfTMOUTH. .llilD........ lca:a:.:
Tel" 01305 780601

week and open late for gaming evenings, but please contact your local store
for more delails. Stores highlighted in yellow indicate new stores.
Just 10 be sure lhey will have exactly what you want in slock, we recommend
you give them a quick phone call before visiting. 1f you're still unsure as to where
your nearest stockist is located, why not give us a calion 01159168200.

Hobby centres marked with a cross (x) have Gaming room facilities.

It OW MIDDLlSlROUGH,
l.InIl33 39 0L.ndas SIt.- Tel; 01&42 2S4 0111
HAaTUI'OOL, Westgote D.pllieh...nt
SI_: Co Dumam. Tel 01..2t 261777
HAaTUI'OOi.. IlklsloN:
Tel 01428 233199

CORNWALL
OW,..U'O,
Unrl 1 Bncige Houle, New Btldgo S!lMt.
Tel; olen 320 0017
100MIN. Irlek... lla:
Tel 01202 27708ll
fAlMOUTH. Wand.rland Folmovth:
TII01326312571
HAYLE. 11._tts of Hoyl.,
Tel 01738 753012
HfLSTON. Eddy & Son:
Tel' 0132(1572787
NIWQUA'I'; Pia...' Hobb,wsod:
Tel. 01631859911
Sf AUSTEll, Mad for Mlnlatv.."
Ttl 01128 72259

COUNTY DURHAM
ow DARUNGTON:
76 SQwllIfVJ18. Tel 0132$ 382 463
IISHOP AUCKLANO. Windsock Mod.ls:
Tel 013118 llO& 168
CONSITl. ICwlkport:
Cooweft, CO TtI.Ol20158102'
DMUNGTON. lomb'.:
TaOl325~

TUSOALl, Tor Shop,
Tel 01833 637386

CUMBRIA
II GW CAJUSLf:

Un:I2. Earll; Lane Tilt; 01228 588 218
.....1OW.IN.fU.NISS. H.olI~
T"· 01229120 435
IOWNISS·ON.WlNDQMIU.
tme.t AttUnton .. Sons-:
Tet: 01$31l «30011
COCKIIMOUTH. The Toy Shop:
T. 01900 82585~

COCJ(IIMOUTH.. I'krr'tlmes:
Tel 01900 82lI:299
KINDAL. O"-ghU..s":
Tel 01 S39 7232&4
K1SW1ac.. J I Diun LJnWted:
Tet: 01768 m 381
"NlrTH. Ha.,..... CreSts,
Tel. 01118 .....7~
WHITEHAVEN. 'Mlnson's Model Shop:
Tel 01M &e525
WO.ICINGTON.
ICSA M. " ..,.....t Hobblea:
Tel: 015100.73338
WOIICJNGTON. T,••~,m~_....t.r."
Tel; 01900 813322

DERBYSHIRE
GWDlIft
~ S8lIer Gele Tel 01332 371857
IELl'l'. fNllIrso.w:
TIt017738232.u
IUnON ON TltINT. Toymost... lIUrt.dom:
Tet. 012$3 541560
IUXTON. Oal Knowles & Sons:
Tel 012i6 2"203
CHUTElfllLO. Coopenrtl". s.cle,,:
Tilt 01248 220200
CHISTElfllLO. Sp..d1ne lull..:
Tel 012<'6224668
DillY. Tormost•• lCln.dom:
EeQle Centre. Tel 01332 366336
ILKISTON. tlkeston Co.op,
Tel 011593211/1
MATLOCK. Sha_. LTD:
TiIII. 01m 582"82---

TAn. H'IIITV...... Tort....... :
Tilt Olol5oo& 32&'jIIl5

BEDFORDSHIRE
GW IIDfO!tD:
lO~ Tilt 01234273ee3
UIGKTON IUUMD. 0,0cId~
Tilt Ol5Zi217~l!o

LUTON. Ottoken:
Til 01582 4a61XJ9

Games Wor1l.shop products are sold by a large number of shops spread
throughout the UK. What follows below is a complete listing of all the stores
that sell Games Workshop products. Alternatively, you can find a list 01 all our
relail outlets on our website al: www.g8mes-workshop.to.uk
We also have Games Workshop hobby centres in 16 different countries across
the wortd (and independent stockists In even more). Call 011591 40000 10 lind
out where they are. Most Games Workshop stores are open seven days a

AVON CHESHIRE
GW ...STOl (ClHrtAl): GW AlTll:INCHAM:
13 Brom w. Tel: 0117 Wl5 1S33 UnII I. 11 GnllD'I SlrMt Tft. 0161 929 989S

GW utSfOl (all&$ CAUSlWA'f)' 11 OW otUTIIt:
U'lIlI2i TlMo Mall TIL 0117 85ll~ 112 Fcregale sn.t. Tel 0'2« 311 9111
I ..STO", ANo SI, 11 GW MACC1.l5fllLD:
~ Ol17l12U8SS UnI38 OWl gas. Mal, Gioa••1Of c.ncr.
I'OmSHlAD.MaIUt: Till ~62561t020
Till 01275 "" 751 OW STOCKl'OltT:

32....,.,.~ Tet 0161 .H. '.27
CONGlfTON" 0...... TOJ1I & Cyd..,
Tilt 01260 2732} ,
CJllWl. AaC Mod.b Spott:
Tel 01270 5OS'M8
NANlWIot. Moha,•• LTD:
Tit' 01270 ti2&3046
NORTHWlCH,. ....... I;
T. Ol6OlS C50!>3
NOIlllfWKH. The Modft SMp,
Tel: 011106 ~77~
Sl'()(VOrt. GotJInp TO'f'"OIM:
Tilt 0161 4272098

CLEVELAND

BERKSHIRE
• ow MAlDINHIEAO,

lklI2 17 M/JItral ShIIt.. TIt 019 831 7~7

OW'IAOlNG:
111 &ro.d StIMl ...... T« 01l115ll e.3
ow SLOUGH,
101 HogII SlrMI Tit 01753 57S 175
lAACICNILl, Oltok....:
Tel Ol3oU ~1l812<1

rnWIUIT. Sworn".:
TeL 0163$ 36656
SANDHUtiT. T'.o,~.~.rlrld:
Tilt 01252 173350
WINOSO•• Ot!ok....,
TM. 01753 856"56
W1NDSO'. WJ. Donl.l"
Ttl 01153 862106

BIRMINGHAM AREA
GW IIRMINOHAM:
II. Corpooluon SUM! Tel 0121 236 7880
GWDUDUY!
UnlI38. Merry Mil CenI~ Tel Ol3&' 481 118
GW SOLlHULL:
890 Wllrwi::k Road Ttl 0121 70S 19lH
GW WOLVE'HAMPTON:
LInIt98 MiIIlctIfCentr•. Tel 01llO2310~

GWW...IUU,
Ur1Il V Old~ ShOPPollll c.rnre
TM 019'22 ns 207
GJIAT ....... Gctmlne etypt,
Ttl 0121 3eO 5010...._.W~_~.kw_MI' ... ,.,..:
T 012'.701105
"lIT ...... Tor '.volutlon:
Tilt 0121 35S 8300
1U111T• ...,.., Hobb," & Top:
Ttl 0121 453 32lIO
SUTTON COlDRUD. Dlgltol D.aIOl":
let 079ol1 1537 793

BUCKINGHAMSHIRE
GW HIGH WTCOMJI:
LhlI2t. n. 0eMg0n c-. T" 01"901 531...
OW MILTON KIYNES:
LhlI2.W" End EJdw_. SOt SItlur)I
.......oU:I ~'ll e..tre
let 0101580"77
IUCKlNGHAM,..tJocKw T..,.,
Ttl: 01211) 821115
GluaDS ClOSS. Howard MorMoll:
T« 017$3""""
f1ULTON KITNU.I•••••"_~n', I"u·
T« O1llO8~! Ii
i'IINCU IISIOltOUGH. T.--Is:
,. 01"" V" 185

CAMBRIDGESHIRE
ow CAMIIlIDGI:
'8Ild'le SQIl Tilt.. 01223 313 350
GW I'fTlIIOIOUGH:
3W1lil'Mlrlh S*rML Tel 01733Il1O 0S2
ILT. CIty Cyde Centre,
T. 01353 ell3131
HUHTlNGOON. Spom & FoIIlIoN:
; 01"""50' ~1
PlnltOIOUGH.
"".t. Deportment St_:
Ttl 01733563151
OlTON. I'N Hobble"
Tal 01733 5e3151
SAWSTON. Th. Tor & Mockl Cent..,
Till 01223~
n NIOTS. W.st""te Deportm.nl Sto..:
Ttl 01..., 473242
TtVIRSHAM. In"O«Itlon Ltd,
Ta 01223:n34~

WlS.IOl. Wesl1lal. D.port....nt SI0'"

TiM. 01535203525



SHANKLIN, Toy,m..l.r.
Tel: 011183 866824

KENT
GW BLUEWATER:
Unit 0528, Uppef Th&1l1ClI Walk, B1ueweler,
Gfnnh/lht.1(8I'Il. Tel 01322 A21 B80
GW CANTERBURY:
lIM 5, Iron BIl' l&ne Till 01221452880
GW MAIDSTONE:
1. PulldIng....,. Tal' OUl22 677 4$
OW TUNBRIDGI WELLS'
A.... ClImdel1 Road rei 011192 525183
ASHFORD, Ot!oke...,
T&I: 01233 667450
ASHFORD, GZ COmplll.... Ud'
Tel 01233 663996
BULlY HlATH, Kit Kruzy,
T&I: 0208 29f11177
BROADSTAIRS, TIme .. Spote:
Tel: 01843 868006
CRANBRooK, Whl""
Tet. 0158(1 713298
DOVfR, Tllme... Mod.l"
Tel 013(10( 2'03711
GRAVISIND, The Stc>mp Cenlre,
TflI, 01414 5341t16
MARGATE, Toymo.l.r KIngdom:
Tet 01643 22SAOO
SEVENOAKS, JH lorl....r.
Tel: 01732 452840
SEVINOAKS, Manklows;
Tel: 01732 4SIl952
SlnlNGBOURNI, AJ Blllnd.lI .. Son,
Tel: 01195 -424 311
TON.RIDGI, Kldl Sluff,
ToI.OI132353 186

LANCASHIRE
GW BLACKPOOL,
8 f3j1\ey SIIMl rei' 01253 152 056

If GW 80LTON,
Un<! 13. The Gale Canllll, Tel ot2OA 382 131
GW PRISTON,

15 "''''.r ....rcade. Tel; 01712 821 855
ACCRINGTON, TwIn 511...:
Tet' 01254 386665
ASHTON UNDIR LYNI. Byt. SI%.:
Tel OHIt 343 1556
8LACK8URN, M.rt.r" Son"
Tel 0121>4 58100
BLACKPOOL, Toymoll.r.
Tel 012S3l12546l
BOLTON, Oreen. Toymall.n
T&I 012001366330
.OLTON, Toymo.l.n
T&I 01942812398
80UON, Whllok.r'. Toymo.l....'
Tel 01204 398248
'URNLEY, Arthllr 8.nn,
Tel 01282 422 546
BURY, TO)'mo.t.r:
Tel 0161 761 6209
CHORLEY, A .. B Game.:
T&I 01251261833
CHOILEY, Homp.on. TO)'I .. Nil.......,
World:
Tet 01257 203045
ClITHEIOE, Cowgill. of Clllh..... LTD,
Tel 01200 -423581
KIRKHAM" RK Boy••:
Tel' 01772811900
LANCASTlR, lowIon. TO)'mo.l...,
Tel' 01524 64518
LANCASTlR, Micro Mork.I.,
Tol 01524 840488
LlIGH. Storktown Umlled:
Tal 01942671116
U1GH, Tormoll.n
To' 01942871118
MORlCAMBl, Rlthord LorKo.ton
Tel 01524 "10 3()4
OLDHAM. Ot!oke...,
Tel' 0161 6205543
PRESTON, Tormoller.
Tel: 01772 8877{l9
ROCHDAU, Mlcrolnack,
Tel 01706 715938
ROSSINDALI, Ronendolo Mod.I.:
Tel 01106 250007
THORNTON.CUVElrs, T0y2IO".
COIl_bl.I'
Tel 01253 8.S5905
WIGAN. Sophie.,
Tel 019"2700356
WIGAN, Wlgon Mod.1 Centre'
Tel 019"22"5683

LEICESTERSHIRE
GW LIICISTlR,
Unil2,1620Sd....rSueot Tel 01162!)30510
GW LOUGH80ROUGH,
22 BlggInSlrHl Tel 01509238107
ASHIY·Df-LA-ZOUCH, Sin.'. Mod.l.:
Tel; 01530 4161121
COALVILlE, Geofh TO)'I:
Tel: 01530 83219!>
HINCKLn', Punc11l10 Model Spol,
Tel; 01455 2309S2
LOUGHBOIOUGH, GeoH. Toy.:
Tel; 01509 215966

LINCOLNSHIRE AREA
GW GRIMS8T,
gwest SI Mary"1 Gale Tel 014123<17751
GW LINCOLN:
Unll SUA. s.I!efgaLe (on OIIlJ1de ot Wlllllfsldo
ClIIIlIe) Tel: 01522 548 021

L....;;
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BOURNI, GT Collltdobl. Cord.:
Tel 01178422639
GAINSBOROUGH, Toymoll.r.
Tel: 01"27 876000
GRANTHAM. Arbon .. WolII,
Tot; 01664 8S503O
GRANTHAM. Ace... Mod.l"
T•• 01478 592 001
LOUTH, eo.lolln.:
Tel: 01507 602149
MABlfTHORPI, 8010. fO)'mo'ler,
Tel: 01507 473328
QUADRING, MS SIll""."'
Tel 01775 821961
SCUNTHORPI. Sh.nnons Model snop:
Tet 011'2-4 842 439
SCUNTHORPE, TO)'mo.ler.
Till; 0112" 271020
SCUNTHOIPI, W..lgo.. D.pcn1menl 510•• '
Tel 0172" 2811168
SKEONISS. Th. Mod.1 Shop:
Tel: 01154 J63.429
SPALDING. MalOn'l Mod.II,
Till 01715122458
SPALDING, W..l1fOlfl D.po"m.n' 510""
Tel Olns 71342..
STAMFORD. Howl.y.:
Tel: 01180 762125

MANCHESTER AREA
GW MANCHESTlR (c.nlral):
Utul IUS. Manisen Wlty SotAn.
Amdale Centre Tel 0161 6346811
L1IGH, Toymo.t.r. Tel'01942671116
MANCHISTIR. Wot....lo....:
Tel: 0161 &313000
WARRINGTON,
51.... Webb Modoll .. Hobble.:
Tel' 01928 735225

MERSEYSIDE AREA
GW L1VIRPOOL,
'" Lord Slreet, Tel. 0151 256 1404
GW SOUTHPORT:
Unil K2. Maltl/ll PIece Sl'toppInij Centlll
Tel: 0171)4 501255
GW WARRINGTON:
19l1at* S'oIMI, IIIOIf IhlI maJMQ. Tel: Ol~ 6511l&4
WAUASEY; Flrelld. Mlnlolllr• .,
Tel 0151691 1683
WIRRAL. IS Mod.II, Tel; 015' 348"3&3

MIDDLESEX
INFIlLD, J.nnlngl Slore"
Tel' 0208 8041804
UXBRIDGI, A 8ovll1 Wright:
Tel' 01895 450 304

NORFOLK
GW NORWICH'
12·14 ~ohange Street. Tel; 01803 761658
CROMIR. Modlond TO)'.,
Tel, 0126:) 512117
DISS, TO)'mo.l.n
Tel. 01319 641743
lAST DIRIHAM" Young.t.... World:
Tel' 01188 562 372
GORlISTON. TO)'moll.r.
Tel' 01"93 443097
HOLT. Slorllngl.Toymcul.n
Tel. 0126311310.
HUNSTANTON, Hlln.tonlon Mod.l"
Tel 01<185 53332"/834466
IPSWICH, Toymo.t.r KIngdom,
Tel: 01473 253Ool5
KINGS LYNN, W••lgol. D.po"mOnl Store:
Tel; 01553 760981
KINGS LYNN, (mpl..:
Tel 01$5316$ 174
NORWICH, K.rrllon"
Tel: 01003 494 008
NORTH WAlSHAM, Iloddlih Gam..,
Tel' 01692 403 312
SH£RINGHAM, Storll.....Toymal..r:
Tef 01263 822368
WYMONDHAM. Th. Toy Loft:
Tel 01953 607130
WROXHAM" Polnl HOll" T"""op:
Tel 0180310(l8(W

NORTHAMPTONSHIRE
GW NORTHAMPTON,
38 Plh.u, Walk. G,osvenor Centre
T.I 016011 636 681
CORIlY, W••lgol. Oeportn'lenl Stc>re,
Tel 01536 20352:5
KEnlRING. Tormo.t... Kingdom:
TlII.Ol$3l1512!i07
K.lmRING,
Green Ang.1 CcIrd... Gom."
Tel 01536 ssg 2"8
NORTHAMPTON. Toymo,"r:
Tel OHI04 620 320
RUSHDIN. Osbo..... SPO"I .. TO)'I'
Tel~ 01933 312-415
WlUINGBOIOUGH, Sottwo... SeU.r.
Tel 01933440861

NORTHUMBERLAND
ALNWICK. Wc>odr- COmplller ond Video
Gam., Tel: 01665 606351
AMBU, Grem!ynz Impom:
Tel; ll8ol5 1259306
HIXHAM. Folrploy,
Tel 01"34 606678
MORPiTH, TO Allon,
Tol. 01670 5151:16

NOnlNGHAMSHIRE
GW NOnlNGHAM (cenlrol),
34lI Frill' lJIIw. Tel, 0115 948 0651

GW WAR HAMMER WORLD:
WtlklW Rood, lllfllO<1. Till 0115 916 &110
MAN5fllLD, Brldg. 51....' Mod.l Shop:
Tel: 01623 6222HI
NEWARK, Ace." Mod.I.,
Tel; 01636 6731\6
NEWARK, Toymol~n
Tel: 01638 61 1211
NOmNGHAM,5ho_.,
Tel' 0115 iol IIl64EI
R~RD, Toymoll.r:
Tel 01n7700330
RUFORD, Pllul.1 Pill"
Tel: Otm 7011628
WooD.OROUGH, R.".ncy Prlnl....:
Tel' 0115 965 tl500
WORKSOP, Toymo.lar,
Tel 01909 "3133(1
WO.KSOp, Mod.1 80..:
Tel 01909 501152

OXfORDSHIRE
GWOXFORD:
I" ButtI Houle. Ntw Inn Hall 51_.
Tel: 01865 242 182
ABINGDON, JII.I To... :
Tel 0123$ 524333
BANBURY, Trlnd.r ......,
Tel' 01295 262 546
BICESTlR, o.nlons:
T.l; 01869 323946
CA.RTlRTON, 011., Spo""
Tel: 01993 842396
COWlEY, D6nlont:
Tal: 011165 7497"6
DIOCOT; o.nlon"
TlIf 01235 816566
OXFORD. Boswell. TOymO.I.r,
Tel: 0111115 2.. 1244
THAME, PIM hdollor:
Tel. 016"4 260022
WAUINGFORD, PenllS of WolUngfol1l'
Tel: 01"91 835253
WANTAGI, Swampy'"
Tel: 01235 770155
WITNEY, Donlonl:
TlII: 0199'3 7Ool979

SHROPSHIRE
If ow SHRlWSBUltY:

8 Malllol Streel Tel, 01N3 382 001
BRIDGINOITH, Hobby Ho.... ,
Tel; 017"6 766 659
NlWPORT. Mod.1 Monlo:
T&I 01952 810827
OSWESTRY. Fllnfoyre,
T6I01691670648
SHRfWS.URY. fllnfoyre:
Tel: 017"3 233lW1
TlLFORO, Sondo Gom.s:
T.l. 01952 676722
TILFORD, QII.ltlng Knlghl Game.,
Tel 01~ 411747

SOMERSET
GW BATH,
30 Upj)I)r Bon:lullh W" Tel; 012:2S 314 414
BRIDGEWATER, Gom.. Mo",
TtoI: 01278 433671
BURNHAM ON SEA. GW HII.IO)',
Tet 01276 789281
FROMI, Th. IlIonblV1 P..",
Tef: 01373 462139
CHARD, Gam•• Wleol1l,
Tel: 01;l6Q23!Kl9O
GLASTON.URY, Pedol....:
Tel 01"58 83<1562
MINIHlAD, MI...h_d TO)'I .. Mod.ls:
Tef: 01643 705550
TAUNTON, Krack....,
Tel, 01823 335051
WEUS. won. Mod.I"
Tel. 01749 675 262
WESTON SUl'lR.MARE, GrlHln. Gam••,
Tel: 01934 "29199
WISTON SUPER-MARl, JJ TO)'"
Tel' 0193' .. 18151
YIOVlL, Yeo,,11 Coilltdo... Cenl"',
Tel; 01935 <\33139

STAFFORDSHIRE
It GW BURTON ON TRINT:

Unit 8. Union COUrt. Unlon SlrMt.
Tel; 01283 535865
GW STOKI,
21 SlallOfd SlIeet. Tel: 01782 205 2117
BURTON ON TWENT. Spirit Gam."
Tel: 01283 511293
BURTON ON TWINT, TO)'molier KIngdom,
Tol 01263 544 560
STAfFORD, Dragons H_rd:
Tel' 07766 668665
STAHORD, JW Bo"noll:
Tel; 01785 2233ol9
STAFfORD, Too lot Gobl1n:z:
Tel: 01785 2"4499
STOKE ON TIINT, .Iw".r Toys .. Model"
Tol 01210 882811
TAMWORTH, Th. Old lell,
Tet; 01821 310 320
TAMWORTH. Geoff'. Toys:
Tel OHi30 632795
unoxmR, Th. To,boJl:
Tel: 01889 566 357

SUffOLK
If GW IPSWICH:

49 BvltennlIrI<.eI. Tel; 01413 210 001
IICCUS, Toy Bolt:
Tel 01502712785

BURY ST. EDMUNDS, Mod.1 Jllndlon,
Tel' 01284 753458
BURY ST. EDMUNDS, Toymo.le. KIngdom,
Tel. 01264 161lW6
FlLlXSTOWl, Wb.ord. Te.,ll"
Tel 01;)94 215555
HAUSWORTH, Hol._"h TO)' Shop,
TIll 011186 614210
HAVIIHILL, Boby COnlM.JOn,
Ttl 01 ....0106292
IPSWICH, Toy World IpIWlth:
Tol 01473128535
LOwtSTOfT, Toymo.lor Kingdom:
Tel; 01502 565688
NEWMARK". Moon. Toyland,
TlIl; 01638 6631'"
STOWMARKn, Slmp.on .. Sons:
Tel: 01-«9 612914
SUD8URY, TO)'IrICI.lor Kingdom:
Tel: 01787 312238
SUDBURY, TO)' COnn.don,
Tel 01767 8&8002
WOODSRIOGI, Tol'lown:
Tel; 0139138317'0

SURREY
GW GUILDfOlD,
UflIl I, QlI2 ~III. T-' Olol83 451 193
GW WOKlNG:
UI1Il3 Cleary Coun Tel 01"83111 875
CAMBIILlY, Mornl"g.lor:
Ttl 01218 685160
COULSDIN, TcryfOl'l TO)'I and Spom:
Till" 0208Il 660 /)110
DOIKING, Dorklng Model.,
Tel; 01306 8817..7
EPSOM, Otloke...:
Tei, 0137'2 7"2533
IPSOM,. MOlle ... of EplOm,
Tel; 01 737 356373
FARNHAM. llphlckt,
Tel 0125211e222
RIDHIU. Gam.... GIIlId:
Tel 01131789123
REIGATl, Th. TO)' Shop,
Tet: 01131245300
WALTON ON THAMES, No...m:
Tel: 01932 252S6O
WALTON ON TltAMIS. T,,",,"",.. TO)'I'
Tel, 01932 252212

SUSSEX AREA
ow BRIGHTON,
1 Nile StUN/. T-' 0121'3200333
GW CRAWlEY:
11 Broadway Tel 01293552012
GW lASTBOURNI,
13 Tem!InurI Ro-dTel; 01323 $41 423
BfJCHILL ON SEA, MoI.k Modell ond
Hobbles:
Tel OI"2481()099
.OGNOR REGIS, Tra'ns Model. ond
Hobbl••:
Tel: 01243 86ol721
BURGESS HIU. Kid', Sluff:
T4II; 01444 25172"
CARFAX, Goodoc..... Toymoll.r:
Tel: 01403252930
CHICHISnR. Chleh..l.r To,,,
Till: 01243 788055
HASnNGS, Jade Mo"lol AI1I'
TeI~ 01424 120 330
HAYWAROS HfATH, H_1tI Modeh .. Toys,
Tel. 014<1" "59785
HORSHAM. GenII. Golle...,:
Tel OU03 258567
HORSHAM. Onok....:
Tot 01.c03 268088
LEWES, The Hobby Shop:
Tel 01273 4723«
STlYNING, Genii. Galle..."
Tel; 01903 812933
UCKFIILD, Kid', StuH,
ToI: 011125 7683Sl8
WORTHING, KC'. Games Shop,
Tel 01903 2371183

TYNE AND WEAR AREA
GW NiWCASnl (Cenlral),
lIllIt !lA. N8wl;ale Shopplng~
17 Newgttlll SIrHl Tflo 0191 232 2418
GW NfWCASnl (MlTIO CINTRI),
lInlI B14, F1nl Roof (11aII1 lhlI Med<lO/TaneM
VlliIIgeJ Tet, 0191481 0Q50
METRO CINTRI, Gal"heod, TO)'InOII.r:
Tet 01&1 460 2200
NORTH SHIILDS, 5R Glodtlon... Son,
Tel: 0191 2570335
SOUTH SHIILDS. CoolS Model"
Tel. 0191 4217644
SUNDERLAND. bk...,..:
Tot. 0191 5147900
5UNDIRLAND. Th. Toy" COmpul.r Shop,
Tel 01915655196
SUNDERLAND, Joplln9':
Tel: Olgl 5102.105
WASHINGTON. Toymo.ler:
Tel 0191 415 S44-4

WARWICKSHIRE
GW COVINTRY!
UI1ll 39. Upper LeYeI. CallMtdr:a1 L&ne$ S/1OlJpe'Ig
C8l111ll. Tel 02-476 227 311
GW LlAMlNGTON SPA:
22PaIllSI'eet TefOl92$"35771
BEDWORTH. Rollwoy .. Mod.llora JllOOlon:
Tel 02418 316285
KINILWORTH, Abocraft AI1I .. Picture"
Tel' 0192e 511294
NUNlATON, Nlln.Olon ...klhop,
Tel: 02"'6 3"2000



ItUG'Y, Jolo Rollwoys , Mod.ls:
Tel: 01788 562 372
STOCKINGFORD, WhltllefCH'd PoslOfflce:
Tel 024 7638 S7"O

WILTSHIRE
GW SAUS8URY,
IS Wnc:hclall!f SlrHt Tel: 01122 330 955
GW $WINDON,
SO FleelSt,..1. Tel 01793 436 036
DEVIZES, Hoegosovl'\l. ToysIO,.:
Tel: 01380 723 841
MARLBOROUGH. H Duck,
Tel 01872 S12170
MIlX5HAM, n.e Toythop,
Tel~ 01225 768415
SWINDON, Spol On Mod.ll:
Tel: 01793 622098
WAlIMINSTER, Row Mod.l.,
Tel 0198$21S41.

WORCESTERSHIRE
It GW WORCESTER,

23lychgele Mall Cathedral PIIo18.
Tel: 01905 618 707
lROMSGROVE, Kid. Cottog.:
Tet 01527 559121
OROITWICH, Toyworld:
Tel 01905 m403
EVESHAM. lottl. Honoul'l UK:
TIl' 01386 4587,S
REDDITtH, HOliIliIolOurv. To, Slo,.,
Tel. 01527l!fi 0Il2
STOURPORT ON SEVERN, TP Activity To,.:
Tet Dim 872llOO
WOKESllR, Ele<tronlc Dung.on:
Tet Olll8A 891619

YORKSHIRE
GW 8RADFORD:
4 PIoc:al'Iy. &3dIonl Tel: 01274 739 430
GW DONCASTEIt:
UM 10, the CoIomaaes.. Tet 01302 320 53S
GW HARROGAn:
29 Beulah SUMI. Tel' 01423 564 310
GW HUUI
30 Paragon S1IMt Tel: 01452 589 576
GW LlfDS (cenlrol)l
12-18 Cen1raJ Roe<! Tel; 0113 242 ()$3,lI
GW LUOS (WHITE ROSE):
\JfId 280 WhlIe Rose Centr/l
Tel: 0113272 3470
GW SHEFFIELD (cenlral):
16Flt:w1aulmGale. Tel 01142750114
GW SHEFFIELD
(MEAOOWHALl CENTRE),
UnI:1916, High SI~, IJppeI Mal (neXlto

·enlfanC/l near Boots) Tel; 0114 256 9836
GW YORIC:
13A lMldal Tet: 01904628 014
8AANSlIY, Kllcrofl,
Tel' 01226 206080
BRADFORD, To)'mall.r.
Tet. 01274 724733
IRtDLlNGTON, Croppe... :
Tel: 01262 tfT7127
HAUFAX, Hollf1ul Mod.lI .... World:
Tet. 01422 349l!i7
HALIFAX,. Mago~ln. Wo,ldl
Tel: 01422 330547
HALIFAX, To)'mo.te"
Tel~ 014223~
HARROGATE, To)'moll."
Tel 01423 6S4 J35
HUDDERSFIELD, Cotle<tomonlo:
Tel: 01484 e68900
HUDDEltSFIUD, Toymeoller.
Tel: 01484 544W
HUDDERSFIUD, Samelhl", Wicked:
Tel: 01484 559226
HUll., McoykII, Toymcul.r.
Tel. 01482 6Ili2 n7
IUCLEY, Weorgeome. World:
Tel: 01943 807500
ICEIGHLEY, ToymDll'r.
Tel 01535ll()4Ool.5
LIIDS, Th. Hobbh:
Tel' 0113 2S56562
LUDS, Toywo'ld,
Tel; 0113 2439E1OO
LUDS, Royal Annourl•• Mu..um:
Tel. 01132 201999
OnlY, Toymosl."
Tel 019CJ 482065
POCKLINGTON. Ch,ld•• PI...,:
Tel: 01759 3OlI()4'

RICHMOND, Anrttolng Goe.:
Tel 01325378225
sc.uBOROUGH, Malson Mltllal,.:
Tel: 01723 382257
SHIFFIELD, Aikin. Toymollet":
Tel, OIl' 276 1960
SHliFFIELD, Taymoll."
MHdowtIeB Shopping CtInl,•.
Tel' 01\4 25611'979
SHEFFIELD, Woriamel Emporium:
Tel' 0114 2754626
WAKEfiELD, Mod.1 , Craft C.nl..:
Tel.: 01~ 374097
WHITB', John And.rs:on • Toymo.I.r.
Tel 01947 602213

LONDON
GW BlUNT CROSS:
\JfIlI F9, Lowm Mall (near Fenwlcb), Bntnt
Crou St,appoilll Centre Tel: 0208 20:2 4979

II GW B1tOMLET:
UM. 24, The Mll1I,~. Tel; 0208 466 0678
GW CJlOYDON:
Unll 35, Orurnmond CAntle (oullldtt the beCk 01
lila eentre). Keelly Ra/Icl Tel· 0208 680 4600

GW ENFIELD,
$-5 Genolin Road. Tel 0208 363 323lI
GW HAMMEltSMITH,
161 Kwlg Stloot Tel: 0206 648 9744
GW HARROW:
29EI Slatkll'l AO&d Tel 0208 eel 2350
GW ICINSINGTON,
Shop 7. l.ano!Ir Square, Kenslr'lglOfl Cl'Iurdl
S1reet Tel 02079377011
GW KINGSTON ON THAMI$
Tea. 0208 $049 5224
GW LONDON (OXFORD Sf),
UNI FlO. The PIau S/lq:lpiog e.tllfe, lSI
FIoor,I '&.128 Qldorct Street Tel, 020743$

""GW RICHMOND,
lJn.II6. Wesll1l1nst9f House. Kew ROM
Tel 020ll i48 6122
GWROMFORD:
12 0uPanI Arcade Tel' 01706 742 140
GW STAINES,
520 EbMleIgh CenUe (/ll bIIdl or MAS),
TeI~ 01784 460 675
GW sunON:
Unll24, TImes Squar. S/>aJJpIrlg cent..
Tel: 0208 770 94S4

It GW UXBRIDGE:
Unil 32. Chequefs Mall. The Pmvliklns
Shopplr.g Centre.
OW WATFORD,
U!ll1 O. 1'/\ 0\Ieen Street, Halleq\lln C/I/llrll.
Tel 01923 245 388
BLACKHEATH, 2nd Imp..ulon"
T.t 02068 526192
CHINGFORD, Roul. of London:
Tol 0207529 1920
CLAPHAM JUNCTION, TO""op,
Tel: 0207 2289079
OULWICH, Th. Art Siollon...,
Tel' 0208 8935938
lAST SHUN, TO)'110P,
Tel. 020EI876 5229
ELTHAM, Ellhorn Mod.1I1
Tel: 02'06 850 4324
FINCHLEY, L.I...,. Games:
Tel: 0208 348 2327
fULHAM. Polrld.. Toy.,
Tel· 0207 3859864
HAMPSTEAD, Happy R.turns:
Tel 0207435 2.43'
ISLINGTON, Fred.,lck leck:
Tel' 0207 22tI 3403
KNIGHTSBRIDGE, Horrocls,
Tel 0207 130 1234
NOnlNG HILL, Bamettl Nov.lty Hew..:
Tel: 0207 7277164
PUTNIY, Toy Shop:
Tel: 0208 7859555
RUISLIP. John Sconde... :
Tet 01895 634&48
WALTHAMSTOW, Ot!ok...,
Tel. 0206 S2'OO202
WIMBLEDON, EIr.:
TOI 020B 946 9191
WOOD GRIIN SHOPPING CENTRE,
To)' Cltyl Tel 020II8610770

WALES
ow CARDIFF:
31 HIgh Street. Tel. 02920 644 911

It GW NEWPORT,
25 Sldnnef Sueot Tel: 01633 256 295
GW SWAHS£A:
45 PI~iCM$way. Tel 01792 463 969
AIIERGAVENNT, Rlcho,d. of
Abergov.nn)':
Till· 01873 852466
AIlERY$TWYTH, Albatross,
Tel: 01970 617836
IANGOR, ACME Compul....:
Tel. 01248 371457
8RECON, J Clorlt To,. .. Gat.:
Tel 01874622865
IRIDGENG, Nollon To.,. .. Hobbl••,
Tel 016561161916
CARMARTHEN, Good N.WlI:
Tel 01267237789
CARMARTHEN, Harding.'
Tel' 01656 660044
CHEPSTOW, ArttJIhl Com."
Tel 012'91 627 393
DYFlD, Clorlc. To.,.:
T.l- 018341l43ol93
HAVERFORDWEST, M.rlln Mod.l.,
Tel. 01437 762633
LAMPmll, Lomonl
Tel: 01570 422539
LLANDUDNO, Dlb. Toymoll."
Tel: 01978 758451
UANTWIT MAJOR, RaInbow PlaIa:
Tel 01446794118
PEMBROICE, Dragon AlI.y:
Tel: 011546 621456
RHn. UVhlfool Modell' To.,.,
Tel, 01745 331 564
SWANS€A" Comb S,",ppe:
Tel 01792 642097
WREXHAM. Ilrlte Id....:
Tol 01978 758451

SCOTLAND
If GW ABERDEEN:

Unlt I, 12·14 Uppe' Kifk9Ble.
Tel: 01224 649 779
GW AYR,
10 Arran Mall, Tel 01292 610 673
GW 8RAEHEAD:
US Bntehelld Shoppong Cent". IGng lnc/'l
Roed Td' 0141 885 9440
GWDUNOn,-- ~-

1'0 Commeltlal Street. Tel 013112 202 362
OW EDINILURGH,
'36/iigl'lSlreel Tel 01312206540
OW EAST ICILBRIDI:
4 RigllNd Gate, (/lIttle bI,d< 01 MAS)
T.. 01355224 680
GW FALKIRk:
12 Cow Wynd. Tel: 01324 624 553
GW GLASGOW:
19lIJ2OO HOp/I SlttHlt Tel 0141 332 S568
ABERDIENSHIRE, Ilvchcln Colle<tlbl••:
Tel. 01358 751774
ANGUS, Gardin...:
Tel: 01356 622265
ANGUS, J Yul... Sons:
Tel: 01241 872195
DINGWALl, Sports and Mod.1 Shop,
Tel 01349862346
IDINIURGH, Morlonvili. Mod.I.,
Tol 01313 InDIO

ILGIN, Jvnn,,'. Taymoll."
Tell 0\43 S42 492
FIFE (CUPAR), Th. Noppy Pin:
Tel· 01334 653 160
FORT WILLIAM. Th. Gronlte Hew."
Tel 01397 703651

GALASHIILS. Boob Plv.:
Tel 01_752843
GLASGOW, SIalic Gom...
Tel 014' 2265414
HADDINGTON, Cycl. ServlCell
Tel. 01620 826989

INVERNESS, Junne.. ToymQllte"
Tel 014113 233234
ICINCARD1NE, Ilanchory To)' , Gift shop,
Tel 01330 82&586
KINROSS, Th. Hope Che.l,
Tet. 015778625111

ICIRICCUD8RIGHT. SW CompUt'''1
Tel' 01$57 331622
KIRlCeALDY, Th. Hope Chell'
Tel 015922601\6
KIRKWALl, Georg. Leonard' Co:
Tel 01856 6m68
ORICNlY, Mcl.nnon-Toymo.I.,:
Till 01856 8m68
PETERHEAD, Georg. Donald:
Tol- 01778474737
SHETLAND, Horrp D.pl Slore,
Tel 01595690097

STIRLING, 00 11 @You,L.I.ur"
Tel, 01786 826975
THURSO, J Allan:
Tel. 01847 893255
WEST LOTHIAN, Toy Worlt.,
Tet 01506 432200

CHANNEL ISLANDS
JERSEY. ST. HEllER, Th. lIttl. Shop:
Tel 01534 732le7
GUERNSEY, ST, PETERS PORT,
Creo• .,. Taymoll." Tet 01481 "720203"""
GUERNSEY, S'(, PETERS PORT, Carousel:
Tel 01461 721721

NORTHERN IRELAND
GW IlILFAST: 2M Castle Court (lOWard:s bftcl(

0I1he C.nlle) Tel 0289lI23 3664
CO. ANTRIM, Mod.lmonlo:
U$bum. Tet 048-92634491

CO. ANTRIM, Com.ran"
all~ymena,T.I 0266 48621

CO. ARMAGH, D. Jett...:
Ponlldown. Tel: 0762·350889
CO. DOWN, Replay Gam.s:
Bangor. Tel; 048·914$2210
CO. DOWN, Sl._rl Mm., , $an. Ltd:
Bangor. Tel: 1247270108
CO. FERMANAGH, Mod.n.... Com...:
EnnllllMen. T.t 048-66322361
CO. TYIIONE, White. Toymo.I."

Or'nlloh. Tel; 0062·242427

EIRE
GW 8LANCHARDSTOWN:

l1nlt 2490, EIlancterdslown St~_""'".""""
DubIln. Tel; 00 353 1822 3B88
GW DUBLIN:
lJnIt 3,lOWllf U!tey SliM!. Tel 00 353 1672
5791
CO. CORK. Mary'. Taymo.ter.
M\ICfllOIIl, Tel 026-42491
CO. CORK. Murphy'. World of Wand."
Mallow. T8I. 022-21197
CO. CORK. Murphr'. World of Wand."
B~, Tel: 021-4210445

CO. CORIC, Noddy'. Toymo.l.r:
Cork, Tel: 021-275948
CO. CORK, Othe, Realm.,
Co!It. Tet 021 4222224
CO. DUBLIN. Ilonbo Toymo.I.r.
Dun LaoIre. Tel: 01·2804011
CO. DUBUN, Nimbi. Fi"......:
StiUorgan, T.t 0H'680768
CO. DUIlLlN I, Bonba Toymo.'.r.
Tet: 01-8727100

CO. DU8L1N 3, furlong. Taymo.I."
Clonlal'l. Tel. 01.e$30395
CO. OUBLIN S, Toymo.ter.
MIIlahIcIe Road, Tel: 01-8530395
CO. GALWAY, Gam.... R.olm:
Tel. 091-563006

CO. GALWAY, W. Magic:
GAtwa)'. Tet. 091-563313

•

CO. KERRY, Killarney Modelltollway:
KiRemey. Tilt 064·34000

CO. KILDARE, World 01 Wond."
N~..blidlle Tel: I)4S..447'257

CO. ICILKENNY, Michael Crolly Toymo."r:
teilll.nny T.I 056·21038

CO. LIMERICK, Th. Galherlng;
lM'nerlck, Tet 061-315133

CO. LOUTH, Pick" Save:
Oundalk, Tel. 1)42·9327356

CO. WATERFORD,
Murph, Toy and Cycl. Sp.doU.II:

DurJgIlrven, Tel 05lI-4'376

CO. WATERFORD, Th. Hobb, Shop:
Tel; 514152227

CO. WATERFORD, Fltl.mourk. Toymo.I....
Tet 051-876568

CO. WESTMEATH, To)' CI,,:
A!hlone. Tel' 0902-196S1

CO. WEXFORD. Ploy' Learn:
Tel 053·23168

CO. WICKlOW, ER Hams .. Sons,

Bray, Tel 01-2867995

INTERNATIONAL ACCOUNTS
SOUTH AFRICA

CAPlTOWN, The 80.,. and M.... Hobby

Shop:
Tel 002721 B148688

CAPETOWN, WI~o,ds Wo,.hou..:
Tel 02HI830360

lINMEYER, Dragon. Den:
Ttl 0027 082 624 4124

PRlTORIA, T'" Sm.lIy Troll:

Tot 0027 0833 079107
JOHANNESBURG, Es.s__ Reloll:

Tel; 0027 11 86Il3619

JOHANNl5BURG , WIIOrd. Wo,.lJ.ol.o..,

Eden Vole Tel: 0027 21 683 03lIO

DURIlAN, WI~ord. Wor.hou..,

Tel: 0027 031 3128271

DURIlAN, Durban North,

n.e Hobby Sp.dallm:
Tel; 0027 031 564 9706

PORT IUZAllnH, Wlxord. WorehaV"1

Tel 00271)4' 5810727

MALTA
Forbldd.n Pow.... 83 Trlq MIsrlh tl-Banitti,

MGldll Tel' 00056 2' 227999

K Hobbl•• lid, HornpnefI Road,
Fgunl Pla 13. Tel: 00358 21 68&123

GIBRALTER
80n_Mou Hobbl.s,

15 PBIkBmenI Lane

UNITED ARAB EMIRATES
Fontosy Gom•• Trodtng,

Jumell" Pl4l.e S- 24 6e3d1 Ro&cl. 0ublIl,
T8I.OO7I506444689

GREECE
ATHENS, Action Hobbl...

ChoIargc:,., Tel 0030 210 6564$15

ATHENS, fonlo.y Shop,

3 SeptemVliou 103, Tel; 0030 2'0 6231072

ATHENS, feonlosy Shop:

Aglou Ioannou, Till; 0030 210 6lXl6312

ATHENS, fonloSJ Shop,

010IlnI & 0 1CryIItl«lu. Till 0030 210 6018041
ATHENS, Fonlo.y Shop:
TlIemiIIaldeol.ls 43..45, To! 0030 210 9ll28ll77

ATHENS, Kallio Amorovslew:
Kord 7. tel, 0D302,06141675

ATHENS, 1C0luo Ch..... Gam••:
ICelIiilfDftICu 8 4 lppahrIlouIll_ 72. Til 00302

IOll!l88

ATHENS, Kol.... Glyloda.:
lCorikan 4. Tel; 0030 210 6962 057

ATHENS, Kol .... Monak.ro"
Trlll$ Seplemvnou, Tel 0030 210 8613 990

ATHENS, 1C01ll0 Pagrollou:
TrrtoI!>eolI8. Tft0D302107~

ATHENS, Koluo Pelrolo,
tpsllantou 174-176. Tel: lI030 210 _298636

ATHENS, 1C01.... PlgolO.'
0I0u 22, Tet 0030210 57ll6701

CRnl, Kol.1O Honlo:
ky<lonlas 107. Tel 0030282ltl8e!196
HALKIDA, CD Com.r:

MIacU 24. ttl: 0030 2221 Oll73IS

LARISAS, 1C01.10 lorllo.,
~'7l.Ttl 0D302110S37W

I"ATJIA,. Fanlosy Shop:
Plnia'lMlll7S, 1W. 0030 2610 22101~

THESSALONIICI, FontoSJ SI>op:

sm3. TeHI03023102401l13

TURKEY
ISTANIlUL, Slhl"

IIIlamur'donl C. Minta. aok 27la
Tel; 0090 212 227 9955
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An event report by Nick Kyme

The Northern Europe Outriders
venture out. to promote the hobby
in cities which don't have a local
Games Workshop. White Dwarf
went behind the scenes at the
second Outriders Gathering to
find out a little more about who
they are and what they do.

Gav Thorpe delivers a seminar to a group of eager and rapt Outriders.

F
rom the North they come, braving
land, air and sea, bringing word of
great deeds done in the name of

Games Workshop. They walk among us,
swathed in mystery. The word 'Outriders'
floats on the breeze like some half
remembered memory. "Who are these
mysterious travellers,n I hear you cry,
"and what do they do."

The Outriders are a group of volunteers
who work tirelessly to bring the hobby to
those cities in Northem Europe not lucky
enough to have a Games Workshop
within easy reach. They run tournaments,
assist clubs and independent stores,
even stage events in libraries and other
venues. The 10th and 11 th at January
saw the second Outriders Gathering in
Games Workshop history. Where ail the
Outriders from Denmark, Sweden,
Norway, Hoiland and Finiand ail came
together for a weekend of fun and
games. A packed two days foilowed with
various special seminars detailing
forthcoming projects and campaigns,
future plans for the Outriders and a
chance for them to air their views and ask

some questions, run by the Head of
Marketing for Northem Europe, Bo
Toistrup. An awards ceremony ended the
first day, recognising those Outriders who
had particularly distinguished themselves
in the field and the whole weekend
culminated on Sunday in a frantic 1,000
points Warhammer tournament.

White Dwarf went along to see the
action unfold and check out the
tournament armies. Our intrepid reporter,
Nick Kyme, even managed to get a
couple of games in himseif...

THE TIME OF THE GATHERING...
Nick: I don't know if you've ever been in
a room full of foreign invaders
possessed of unfettered enthusiasm, but
it's a scary thing. A packed and
throbbing canteen filled with excited
chatter was my first sight as I turned up
early on Saturday afternocn, hobby
fever gripping the impassioned ranks of
the Northern Europe Outriders. I decided
to dive in quickly and find out if this
mass of Danes, Dutch, Norwegians,

Finns and Swedes were as mad as their
reputation suggests...

"I am here from Denmark to reclaim this
land," the booming voice of Morten
declared, an Outrider from the city of
Aalborg. Question answered, I thought.

Between jokes, Morten told me of his
love for the hobby and although he has
only been an Outrider for just over three
months, he was a dedicated hobbyist of
some nine years.

"I have a fuily painted Dark Elf army,
which I try to battle with as often as
possible, when not running introductory
games and Outrider events," he told me.

A lot of the events that the Outriders run
are on a large scale such as campaigns
and tournaments said Patrick, an Outrider
for five months working in Copenhagen.

"I recently helped to co-ordinate and run
a 4,000 point Warhammer 40,000
Tournament which involved team play."

There is a strong-narrative theme in
many of these campaigns, a real
testament to their passion for the hobby.

"I also run a Warhammer skirmish
campaign and I like to introduce Black
Library characters like Malus Oarkblade
and Gotrek and Felix to make them
more interesting."

I was really heartened by the dedication
and tireless efforts of the Outriders.
Particuiariy inspiring was the story of
Kasper, from Denmark. He has been
with the programme since the beginning,
joining when he was just 15.

"I was really keen to get more involved
with the hobby," he said. Unfortunately
when the training programme of the
Outriders was revised and the minimum
age requirement brought up to 18,
Kasper, then 17, had to leave. But such
was his dedication that he stuck around
and helped out at tournaments until he
was old enough to rejoin the
programme. He has been running
events as a fUlly-fledged Outrider for a
few months, working at two of the major
tournaments in Copenhagen, Fanatic
and Giant Fanatic. Kasper also runs
some of the more unusual events. "One
of my favourites are the Squig Races,"
he said.

I enjoyed chatting to the Danes but it
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The Outriders Warhammer Tournament gets underway in the exhibtion hall.

Bo To/strop presents the prizes at the packed awards ceremony in Bugmans.

was now time to hurry over to the
seminars.

Within a full seminar room, Warhammer
Loremaster Gav Thorpe presented a
host of secret information about projects
that the Outriders would be involved in.
Between 'oohs' and 'ahs' as each new
miniature was revealed, I managed to
collar a pair of Outriders called Chris and
Magnus and ask them why they joined
the organisation.

"I wanted to do more in the hobby, and
when I read about the Outriders on a
website, I couldn't wait to join," Chris
(aka 'Spiuf) told me. An Outrider for
three years, Chris works in Zeeland in
Holland. Among other events, he has
refereed and run tournaments and
even been a painting judge. "One of
my biggest events was the Spellen
Spectakel; he said, which roughly
translates as 'Games Spectacular'.
Magnus works in Helsingborg, Sweden
and has been an Outrider for two
years. "I joined the Outriders because I
wanted to get an insight into the hobby
and learn about all the exciting projects
in development."

One of Magnus's duties is to create a
strong rapport with independent store
managers, but he also transports
scenery between various events,
happily travelling from Sweden to
Denmark to do so.

The smell of coffee wafted down the
corridor, announcing a break. So I took
the opportunity to ask Martina, an
Outrider Sergeant from Holland, a few
questions about her role. "It is my job to
plan out the event schedule and ensure
there are Outriders at the various
events to run them," she explained.

Martina has been with the Outriders
since its inception. She is responsible for
a staggering 19 Outriders who run such
great events as The Battle of the Clubs,
a huge tournament attended by 120
garners and involving club teams of up
to nine players.

Later that night we all convened in
Bugman's Bar for the awards ceremony.
There was a great atmosphere and a
real sense of camaraderie as Outriders
wearing horned helmets and draped in
their national colours and flags piled into
the bar. Amongst the Outriders honoured
at the event was Kai Glerum who won
the coveted title of Outrider of the Year.
The party got into full swing, Kai blasting
out a scary rendition of The Darkness' t

believe in a thing called love on the
karaoke. Morten had challenged me to a
grudge match battle, one of many
challenges issued that night and a
special type of battle just for the
Outriders Tournament (in the second
turn you may re-roll all of your to hit rolls
in close combat). so I left the festivities
early to prepare my army for the
toumament the next day.

On Sunday morning Bo spelled out the
rules of the tournament to the bleary
eyed Outriders. We all then moved
through to the Warhammer World
exhibition hall and battle commenced. I
fought my grudge match first, against
Morten's Dark Elves. A fun and exciting
contest followed with my Dwar!
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OUTRIDER OF THE YEAR
In the lull between tournament battles I
sought out newly crowned Outrider of
the Year, Kai Glerum.

wI have gone on 14 missions in the last
year," he told me, "and run three Fanatic
Tournaments in Holland." The list of his
achievements is almost endless and as
well as over 60 introductory games and
writing and running 'The Battle of the
Clubs', Kai has even been on a solo
mission to Belgiuml

Morten and I do battle in my first game of the tournament. the grudge match.

"I went to the White Knight club and
gave them advice and ideas on how to
run their own events and tournaments;
he said. The New Year will bring fresh
challenges for Kai who is preparing for
the next Fanatic tournament and
planning a Lord of the Rings
introduction day at a library in
Rotterdam. It seems there is no
stopping him.

Congratulations Kai!

Thunderers and Bolt Thrower wiping out
Morten's Cold Ones. Despite some
notable casualties to my Warriors and
Ironbreakers from a hail of repeater
crossbow and Bolt Thrower fire, my
Dwarfs were victorious. Morten was
magnanimous in defeat and we both
agreed it had been a cool battle as we
went to report the result. My next game
was against a Vampire Counts army
bristling with Black Knights and Dire
Wolves. I knew I would be greatly
outmatched for speed and when my Bolt
Thrower crew fell to a Banshee wail I
knew I was up against it but the tenacity
of the Dwarfs won out in the end.
Although we had to finish the game
early, I emerged the unlikely victor.

With the tournament over it was time for
the awards and the end of the day. As
the winners took away their trophies, the
Outriders disappeared off to Warhammer
World and Bugman's Bar, making the
most of their time before the coach
came to pick them up. After chatting with
some of the Outriders about their
armies, I reflected on my weekend. I
couldn't help but feel enthused by the
passion and excitement of this slightly
crazed and disparate group of hobbyists.
I was left with the impression of a great
bunch of ambassadors for Games
Workshop who work really hard to enrich
the hobby for everyone. I recommend
you check out some of the great events
they have in the pipeline.



MAGNUS OHMAN'S CHAOS
MARAUDER ARMY
location: Stockholm (Sweden)

Time as on Outrider: Over 3 years

Magnus's Marauder Chaos Horde
was painted in just two months.
Magnus's favourite unit is the Dragon
Ogres but the Marauder horses were
the most difficult to paint and convert.
Magnus's philosophy on building
armies is to use cheap troops so he
can have a really big army with lots
of models.

OYSTEIN BERG'S WOOD ELVES
location: Oslo (Norway)

Time as an Outrider: 1 year

Oystein wanted a wild theme for
his Wood Elf army and has
converted almost all of his units,
including Glade Guard, Glade
Riders and Warhawks, from
Wardancer models. His favourite
units are the Glade Riders and
Glade Guard and the entire army
took him around 30 to 40 hours
to paint. The most difficult unit to
paint were the Warhawks and
Glade Riders as their long spears
kept getting in the way of
Oystein's brush work.

1,----. _
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MARTlJN NAS'
CHAOS ARMY OF NURGLE
Location: Gelderland (Holland)

Time a8 an Outrider: 2 years

MartiJn's favourite unit in his army is his Chaos Ogres,
they also took the longest to paint, but nwas his unit of
Chaos Warriors that was the longest 10 finish as all 01
the models are converted. Martijn's friend Rogier, bet
him that if he ever finished the army he'd eal his shoe.
You want san and pepper wnh your shoe, Rogier?

ROB KNEEPKENS'
BLOOD DRAGON VAMPIRES
Location: Eindhoven (Holland)

nme 88 an Outrider: 1 year

Rob's Blood Dragon Vampire
Count's army is part of a larger
2,000 point force. His favourite unit
is the Banshee but it was the Black
Knights that were the most difficult to
paint and convert, being a
combination at Empire Knights,
plastic Bretannian Knight heads and
plastic Skeleton heads.

....
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EWN MRS' NIGHT GOBLINS
Location: Tilburg (Holland)

Time as an Outrider: 1 year

Ellen speed-paints her armies,
usually because she tries to finish
everything last minute. Her Night
Goblin army took three weeks to
paint. Her favourite unit are the
Squigs. She had to paint night and
day to complete the army, even
adding some finishing touches in
the holel on the morning of
the tournament!

, '
-.Gf

-.
THOMAS KRYSTING
Location: Zeeland, Copenhagen
(Denmark)

Time as an Outrider: 2 months

An avid painter and converter Thomas
brought some great models to the
Outriders Gathering. They were so
good we had to show them off!

Thomas's favourite model is his
Inquisitor, Wolfgang 5teinbacker
(bottom). It was extensively
converted, based upon a Space
Marine, with Abaddon's head (with
added hair), a High Elf shield,
Imperial Missionary staff and a
profusion of green stuff (the entire
right hand was green stuff!). We were
also impressed with his Techpriest
(top) that took over 20 hours to
convert and paint.

You too tiD get involved in some of
the great events ilDd Tournaments

organised by the Outriders wherever
you see this sign!
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STORES & INDEPENDENT STOCKISTS
Here is a list of Games Workshop stores in Sweden, Finland, Iceland and Estonia. Each of the independent stockists has a large range of

Citadel Miniatures boxed sets and blister packs, as well as boxed games. rulebooks and supplements for Warhammer,
Warhammer 40,000 and The lord of The Rings Strategy Battle Game.

Stores in red are Games Workshop stores, while stores marked in blue are Elite stores
who stock the full Games Workshop range and offer hobby events and demonstration games.

Stores marked in green are Partnership stores who stock a wide range of Games Workshop products.

SWEDEN
A1lngJ6l. BAlNENS·BUTIK
Kungsgatan 25. 441 30
Tel 0322634511

Angelholm, UKSAKSMAGASINO
Framlklsgatan ,. 262 54
Tel. 043182350

Boras, HOIBEX
Skaraborgs.... 62-64. 506 30
Tel' 033418380

8on\s, (B GAMB
Slora Brogatan 7 S03 30
Tel 033126710

Bortinge, BAlNENS HUS
HaOlVftrkalgatao 7 781 71
Tel 024382001

Bortii., TRADITION
KupOlen, 781 70
Tel. 024380860

lnkopl"9t TV SPELSBORSfN
AadmaosgalM 11, 745 35
Tel' 0171479494

hkllstuna, WSES UKSAKER
Kungsgalan 21. 632 20
Ter· 016130335

Fulun, TV.SPfLSBORSEN
Fa1ugaLan 2. 79171
Tel' 0232.7775

Fiilfesladeft, UKSAlCSMAGASIHET
OIandS KOpstad. 386 31
Tel. 048534570

Fumo, TlADInON
C/o Speha Stortorsplan 42. 12347
Tel' 086058160

GiUlvare, Uk'"
Metall V4gen 14, 982 38
Tel' 097066502

Givle, HOBBnHOPEN
Oroltl'llnggatan 25 803 11
Tel' 026186299

GOteborg, GAMES WORKSHOP
Kungsgalan 28. 41 119
Tel; 031133958

Gileborg, TRADITION
JAmt0tg814. 413 04
Tel 031241468

GOIeborg, TUDITION
Femmanhusel. 411 06
Tel 031150366

GOteborg, EB GAMES
Kungsgatan 58-60. 411 08
Tel- 0317010890

GlKkmMrg, BUSKUl·UKSAKER
Odelbergs Vag 17 134 4()

Tel 0857036800

Halmstod, TRADInON
Droltrnng KnSllna Passagen. 302 42
Tel. 035128260

Halmstod, UKCENTER
KOpmansgalan 8, 302 42
Tel. 035128650

Helslngborg, FANTASIA
Noo8: Kyrkogatan 10,25223
Tel. 042242494

Hlldlks'l'oll, ALBINS·UKSAKER
Storgatan 24 624 30
Tel' 0650595082

Jiirfollo, HOBBEX
Ftygavfarten t7538
Tel' 0858018091

Jirtalla, TRADITION
Tomerplatsen 30, 177 30
T&!. 08S8032300

KolftlO~ PAIlll
Skeppsbfogatan 26 39'231
Tet 048029650

KollllO~ 1tAlM.lR UK & HOBrt'
SOdra Langgalan 32, 392 32
Tel- 048024717

',rimg., LE,LA...
BergsmallSQ 17, 691 31
Tel. 058633333

Kaltsluono, PARTlI
Ronnebygaten 25, 371 33
Tel: 045515470

Kallsluona, FAU & FlalON
Norra Kungsgalan 7, 371 33
Tel' 045516710

KarisluClflo, UKSAKSHUSET
Lallerstedlsgl.5. 371 54
Tel 045524082

larls1ad, TlADmON
8ergvik K6pcenler Frytlmans Vag,
6534.
Tel 054560830

Karldad, ROUSPELS & FAHTASYBUTIKEN
Kungsgatan 6. 652 24
TeI,05415735O

Korlstad, ILlRHEHS HUS
KOlugatan 1, 653 45
Tel. 054134900

Klruna, UKHUSn
Box 2081,921 02
Tel'098082550

Koping, UKSAKSHUm
Siors Galan 11. 731 31
Tel: 022116900

Il:rIstianslod, PAiTlI
Ostrs BouIevarcleo 28, 291 22
Tel: t)44 106690

Il:rIstloM1od, HOIUN AGOA
Oslra StorgaJ.an 47, 291 31
Tel' 044102288

Kllngsbacka, Ul & HOIBY
S Torggalan 6. 434 30
Tel: 030014136

KungsbcKb, TRADITION
Kungsmassan, 434 38
Tel'. 030071240

loholm, UKSAKSAFFiREN
Tradgardsgatan 14, 31222
Tel: 043010069

Lanchluona, UkSAKSHUSfT
Timmetmansg. 45, 261 38
Tel. 041810790

Unkiiplng, TRADITION
Slorgatsn 54 582 28
Tel: 013137840

4llngbJ. UKMAN
Eskllsgalan 1 341 30
Tet· 037213481

lolea. WHEN! HUI
Barnv 25, 973 40
T&I'0920220095

wIN, TlADITI<*
Stofgatan 51, 972 31
Tel 0920258702

Lend, TRADITION NOVA WND
Fbretagsvagen 10, 277 61
TeL 048128940

MalmO, TRADITION
Hamngalan 3, 21122
Tel' 040230380

Malmo, PHANTA(lT'(
Gustav MOltersgalsn 2 21151
Tel. 040123719

Malmo, AVALON
StOfa Nygalan 53, 21 t 37
Tel. 0406118003

MalmO, TWInON
Pel AIbtn Hanssons v 40 21432
Tel: 040855 98

MalmO, E8 GAMES
S.FOfStadsgalan 41. 21143
Tel' 040124550

__HOI""......
oronnmgg 18.602 24
Tel 011162120

Norsborg, TRADITION
Hallunda Torg. 145 62
Tel. 08531 751 00

Npoplng, I.AKA TV SPEt
OSlra Slorgalan 22, 611 04
TeL 0155281001

Nykoplng, BARA·SPEl·O·HOBBY
Bagaregatan 35, 611 30
Tel: 0155286780

Nynoshamn, WENS UK & HOBrt'
StadshuspialSOO 4. 14930
Tel' 0852010991

Odabo, TRADITION
Marltnaclsvtgen 9, 260 36
Tel 042202140

OrelHa, TlADITION
K,smaren Drottnlnggat8n 27, 702 22
Tel 019120140

OrmtiHdmk. SOUND & VISION
Skolgalan 11 891 33
Tel: 066019924

OsllBllnd, HOlmODEN
KOpmangatan 31, 831 30
Tel: 063513310

Pl1ea, WNENS HUS
Backev 55, 941 47
Tel: 091119910

SOffle, HOB8YKAw.RN
V~A Slorgatan 6 661 30
Tel' 053314594

Sola, HONS·UKSAKER
Radhusgalan 10, 733 30
Tel' 022410314

SlliirhollMll, TRADInON
Storholmsg 6, 12748
Tel 087405100

IIoIIofto6, ....EN! HUI
Uppfinnarv 5 93I 42
Tel 091013990

SIIO¥de, TV·SPllSBUTIKEN
Kyrkogalan 11, 541 30
Tel. 0500488810

SOdemamn, &ARHENS HUS
E-Cenler 826 40
Tel. 027014220

SOdettiille, KRINGlAHS·UKSAKU
Box. 613,15127
Tel' 0855039790

SOdertiillt, EB GAMES
Storgatan 4. 151 71
Tel' 0855016232

Sollenillna, WHEHS HUS
BoIlstanasv, 1 192 78
Tel' 086269940

Solna, GAMESHOP
RAsundavtlgefll57 169 36
Tel 087304030

ScHno, TRADITION
Holelgatan 8 171 4S
Tel 08470 54 00

StenllngSllnd, BARNHUSET
Slenungstorg, 444 30
Tel. 030380384

Stockholm, GAMES WORKSHOP
Regeringsgatan 30. 111 S3
Tel: 08213840

Stocknolm, TRADITION
Hamngalan 37, 111 53
Tel. 064112151

StoOttalm, SF BOKHAHDELH
Vastellang Galan 48, 111 27
Tel' 08215052

Stockholll, TENNSOlDATEH
RorsllBndsgalan 26 11340
Tel' 08316629

Sto<ktloI",. E8 G....ES
Karlaplan 13 11520
Tel 086603310

Stocktlol., EB G....ES
Hamngatan 37, 111 53
Tel,084112151

Sltiingnil, TV SPELSBORSEN
Traclgardsgatan 20, 645 31
Tet 015210191
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IN SWEDEN, FINLAND, ICELAND AND ESTONIA

o

Voaso, NIIUNARU
,.. .ll

+~ -til ..... 7

Tuurl, VEUEKS(f KESKJMEN
K nr 12 63610
T< ·511 0100

Vantoa, SINOOPERI
MantnkYl nil 41 017?Q
Te ~ I l .i484466

5.)2) -9011

RilhlmikJ,llIHIMiEH TOY5TOI(
K- <;. III
.,... 1~ 355

RO¥onlHlI, U1GACENTER JASSI
Rl luB 00
l 56 ('16) ~'

Salo, SAlOH HURIoSTE
Vllhonkalu <:'1.24240
Tel -t358 (·2) 7333022

Savonllnno, SAVONUNNAN AHTlKVARIAATII
011\ f1 rnu.1 7100
t 15) -534412

SelnCiiold, FAHTASIAUMHA
n

SeinCijokl, P1W.IUEICXO
4 10

'660

Tompet'l, FAHTASIlPEUT TAMPEIf
R '>ngl nlo Iu 33100
Tel 358 (-3)·2225200

lam,.,., IMFO KOSIUKESKUS
Koskli<.e ;kus. Ioketo 26, 33100
TeL 356 ·3) 2251850

Tunu, FANTASIAPEUT TURKU
..,hop s(oka(u 33A, 20100
Tel -t358 (-2) 2328413

TUlku, SINOOPERI TURIIU
VI ':Itu r1120
Ta (2) 141100

Voa5Cl, PITWlEOO
w Cen ;1

+358 PH 11 D8l

Vanloo, SINOOPERI M'tYRMANNI
lskllkllra 301 01600
Tel i 58 (9) 3487 0222

Vanloa, SINOOPERI VARISTO
MlIr ylanl, 41 0172\

348 44 560

Ral/mo, WANKlH bUMAH POP·PEU
Nl rt 1.:1 100

7 "84<

ICElAND
"ykj"'~ NIXUS
'0

,

ESTONIA
TolliM. KUlTUURJRfISID
1'1.1 ~ 1 111 10128

61. 10901

Tallinn. PIOCARD BALTIC
Tar!u Mnt 17,10117

Tel "l7 6398978

Lohia, LOHJAH K1RJAUUPPA
l..aU 8 01 100
To l5- 19) .3241 r

Moorlenhomlna, DilliN
T( n IL '100
Tel 3 8 \-18l1~ .n
Mlkkeli, MUPPELA
Porra!' ':Ilmenkalu '1,50100
Tel' 't"358 (·15\ 361611

Hummelo, KIMMOH PEU &lfHTI
Tuusan I, 3l{lO
Tel: +358 (. ~1

Oulu, FAHTASIAnUT OUW
Koulukalu 28.
Tel 358 -8) <$1

Pietonoart, P1nARSURfN KIIJWUPrA
lsokalu 11, &36l
.... 't"358 -6) 72

Loppeenronta, SINOOPERllAP'UNRAHTA
R.

Lohti, PUOUNKUUN PEUT
R< 1E II
~ , 5

KoIdlolo, PITKUJEKXO
K. IL 6

T '" ...

KowoIa, MOOVIEPOX
Val1akalu 3. 45100
Tel' +358 (-5}-3117 155

Kuopio, CRAZY STATION
Kauppakalu 4G-4~ 70110
Tel' +358 ('17) ·2668550

Kuoplo, KlRJA JA UHTIUHNA
Kumnkaflnkalu 23. 70100
T$l 358 (17) ·2619795

Kuusankoskl, KIVA SAViNEH
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kr 125.00
kr 150.00
€ 17.50

Denmark
Sweden
Euro

••

Mordor Siege Bow
Designed by Dnve Andrews &
Colin Grayson. this blister pack
contains 1 Mardor Siege Bow & 3 crew.

H'S RELEASES FOR THE LORD OF THE RINGS
This model
f?qulrrs
tuSt!mbly.

Witch-king*
Designed by Alan Perry.
this blister pack conlain~

I Witch·king.

• ', .•.f'-.'.' .~

Denrnanc kr 55.00
Sweden kr 65.00
Euro € 8.00

"T"Mse motkl! rtquirt: assembly.

kr 55.00
'" 65.00
€ 8.00

Denmark
Sweden
Euro

King of the Dead*
Designed by Alan Peny. this
blister pack contains I King of
the Dead.

kr125.00
krl50.00
€ 17.50

Oenmar1<
Sweden
Euro

no",
mo<kls
reqllire
assembl$

Gondor Avenger Bolt Thrower
Designed by Dave Andrews & Gary Morley, lhis
blister pack contains I Avenger Bolt Thrower & 3
crew.

Eowyn & Merry*
Designed by Alan Peny. this blister pack
contains Eowyn & Mcny.

kr 100,00
kr 120,00
€ 13,00

Denmar1<
Sweden
Euro

• The WilCh Killg Will EoWYII ami Merry are components afThe Fall ofthe \¥itch Killg
boxed set. The Killg oflhe Dead is a campanelli o/the Anuy a/the Dead boxed sel.
Items marked with all • are only aV{lilable by ordering direct via the ;lI·store order poi,l/,
by cal/illg 01/ OJ15 91 4()(}()() or via our website 01 \IIw\l~games·wo,.kshop.co./lk/storefro1l1



"It was no mere brigalld or Ore-cllieftain rllat ordered tile assault IIIJOII tile Lord of Mordor's greatest foe. A power and milld ojmalice guided it:'



Mat Ward introduces brand
new rules with which
players can now field the
Elves of Mirkwood in their
battles against Sauron's
forces of Evil.

MIRKWOOD ELVES
New troops/or The Lord o/The Rings

T
he Studio The Lord or The Rings
campaign is going great guns at (he

moment, with about 15 players and
representatives from a1llhe major races of
Middle-eanh. Of course. some themed armies
are more complete than others - Gondor has a
wide range of cavalry and infantry. as do the
forces of Mordor and lsengard. Others have
only a few basic troop types to rely on.

As it happens, one of the players (Dylan
Owen, who you may remember as the evil
genius behind the Bloodlands campaign) has
chosen to field Mirkwood Elves 3S his force.
Now being somewhat, well. obsessive. about
the Elves of Mirkwood myself. this seemed
like far too good an opponunity to pass up.
So without much ado I developed some new
warriors for him 1'0 field. ) thought it'd be a

fine idea to give you all a taster of what he'
been able to field.

These rules are provided for you 10 add an
extra dimension IQ your game if you wish 
as nomlal. please remember lhat you muSt
have your opponent's consent to use Ihese in
a game.

Special Rules
Bad Blood. As the result of past arguments and quarrels with Ihe Dwarves, no Dwarf will willingly
acceptl1mmduil's leadership in battle. Dwarves may never use l1mtnduil's Stand Fast rolls.

Nature's Wralh. Range: 6"II4cm radius. Dice score 10 use: 4+. This spcllaffcclS all enemies
within 6"II4cm ofThranduil - 001 only one affected foe can altempc 10 resist it. If resisted. all
foes are unaffected. 001 if the foe fails to resist then all are affected. All enemies wilhin 6"II4cm
ofThranduil are knocked 10 the ground.

3
3
3

Mighl:
Will:
Fale:

Points value: 125

C
7

W
3

A
3

D
4

S
4

F
6/-Thranduil

Theanduil, King of Mirkwood (Wood EJO

MagicaI Powers
Aura of Dismay. Range: Selr. Dice score to use: 4+. This spell may only be cast nI the end of
Thranduil's move. If successfully casl. any friendly models that end !heir move within 6~/I4cm of
Thranduil (including Thraoduil himself) caunl as causing Terror umil the end of Ihm move phase.

Wargear
Thranduil carries an Oak Staff. Ihe symbol of his authority. which may be used as a
MirkwOOd spear (note thntlhe rules for Mirkwood Elves and spears also apply to Thranduil).
He also carries an Elven blade and wears an Elven cloak.

GOOD HEROES

Throughollt ,he Tllird Age. Thramillil has ruled

'he Eh't!$ ofMirl.:lI'ood. He lias spell! milch ofhis
life bel/emil lhe Irres of Mirkwood. bllt IIIdike
man)' Elves has ofte'l IIwill/ained an ;mt!ll!sl in
Ihm which occurs beyond his borders. If
ThrandJli/ IUlS a single j1111\; it is one ofgreed - a
weo/mess 'hal has caused the fall ofmore than a
few Eh'es ojnoble blood. Though ThrandllU hos
not yel been cOl/sumed by this ullseemly tmil, his
actions in its sen'ic~ ha\l~ more thall onc~

strained his relotim/ships with other realms.
particularly Ih(11 oj the Owon'es ojErebor.

Wargear
A Mirkwood Captain carries a dagger. Mirkwood Caplains can be given any of the following
items at additional cost:

Mirkwood Captain (Wood Elf)

Mirkwood Spear
Shield

5prs
5prs

Points value: 50

C
5

W
2

A
2

D
4

S
4

IOpts
5pl

5prs

Eb'elt Cloak
£lve" Blade
Elf Bow

F
Mirkwood Captain 613+

We have incillded
lhis option 10 hove
one or more
Mi,.kwood Captains
as part of)'Ollrforc~
- note that )'011 call
inetl/de more tholl

o"e if )'011 wish.
Thes~ represenl the
leaders amollgst 'he
Elves of Mi,.kwood

who go WltlllllWd i1/ Ihe srory ofThe Lord oJ17le
Rings. If )'011 choose Elvell Ct,plaill.~, invell1
sl/imble Ill/Illes fo,. ellch.



GOOD WARRIORS

Wargear
Every Warrior of Mirkwood carries a dagger. Any Warrior of Mirkwood con be given any of
the following items at the additional cost:

Warrior of Mirkwood (Wood EIO

Elf Bow
Mirkwood Spear

2P1S
Ipi

Points value: 7

C
5

W
I

A
I

o
3

S
3

3pls
Ipl

F
613+

Elvefl Cloak

Elite" Blade

Warrior of Mirkwood

As their /O"SI realm
has bUll corrupted
about them. the
inhabirams of
Mirkwood hm'e
become engaged ill all
unrelellling bailie
against the darkness.

Almost all of tile Elves
ofMirkwood have been
called to figllt at some

lime or a1lQrher. /lsi"8 their detldly skills w;th
boll~ spear and blat/I! in the defence of their
homes. The Elvellkilld ofMirkwood do 1I0t wear
onncur. prt'ferring irlSteod 10 rely 011 slealth and
"lOnDeIn>rability to win the day for thenL

SteaJlh. After both sides have deployed their force, but before the game begins, the Good
player may move any Sentinels up to 6"II4<:m. providing any Senlincl~ moved in this way are
at least partially concealed from the view of the enemy.

Special Rules
Expert Shot. Sentinels are archers almost without peer. Sentinels arc allowed to fire (wice in
the Shoot phase instead of JUSt oncc.

Points value: 20

C
5

W
I

A
I

o
3

S
3

F
613+Mirkwood Sentinel

Mirkwood Sentinel (Wood EIO

Wargear
Sentinels carry an Elf bow, a dagger and wear Elven cloaks.

&nlinels are lhe
guardians of lhe
hidden ways of
Mirkwood. lhe
first lille of
defence against
tlte encroaching
ellif of Dol
Gllldur. Potie"t
alld wale/iflli.
liltle escapes their

kee/l sight as tlley stand selllry over tile Elvell
realm. Should illlruders cross the pml. of the
Selllilleis. they are greeled with a volley 0/
pll!Cisely aimed arrows, held ill abe)'{U1ee by afew

El\'es while olher Semi"els sllnunon assis/(ltIce.

Wargear
Each member of the Taurdirim carries an Elven blade. They can be given the following items
at additional cost:

Special Rules
Bodyguard. At the beginning of the game choose one Mirkwood Hero among those in your
force for the Taurdirim to protect. As long as this Hero is on the table. all Taurdirim models
automatically pass all Courage tests they have to take. If the Hero is killed or leaves the table.
the Taurdirirn revert to the nonnal rules for Courage.

IpI

Points value: 9
C
5

W
I

A
I

Mirkwood Spear

o
3

S
3

3pls
lpl

Ellie" Cloak
Sllield

Taurdirim (Wood Elf)
F

Taurdirim 6/3+

The Taurdirim OIY! the
Killg's Gllard. charged
with proteclillg him
againsl all threatS.

Eve" amollgsl the royal
guards of OilIer realms.
few call match the skill
and resolve of ti,e
Tallrt/irim - Sitch is
their dedicatioll tllar
they will fight 10 tile last
eve" in the face of
ovenvhelmi"8 otlds.

Mirinmod Spear. A Mirkwood Elf may support
a friendly model as norm3l. In addition.
Mirkwood Elves can use their spem lw(;
handed and are able to parry as if they were
carrying a shield. A \Vatrior of Mirkwood that
canies a spear may use the shielding rule.

Elnn CkJak. If the wearer is panially concealed
from view he canllOl be seen at all at distances of
more than 6"I14cm - the wearer appealS to melt
in to the b.x:kground. This means that enemy
archers may IlOl shoot at ranges of greater than
6"/I4cm unless they have a completely clear
view of the target. If the model is riding a mount.
the cloak has 00 effect.

119



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

MIRKWOOD ELVES
TACTICS

Tactics for playing The Lord ofthe Rings

NONE SHALL PASS!
While High Elves are amongst lhe most durable
troops of Middle-earth (something (0 do with the
high Fight, Defence. hoot values and lhe ability
to take Elven bows. I suspect), their Mirkwood
cousins are a different matter entirely. In a
Mirkwood force you'll nonnally see very little in
the way of shields and nOlhing at all in the way
of amlOur. simply because these are
encumbrances thal they cannot afford. That said,
they do have some orner tricks by way of
compensation...

TRICKS AND TOOLS
'The first, and often telling, advantage, is how
Mirkwood Elves use their spears. Unencumbered
by either shield or annour, these Wood Elves can
use their spears as quanerstaffs if they so choose,
allowing them 10 use the 'shielding' rule. By and
large, the shielding rule is an under-tilted Irick
thai can be pulled when outnumbered. It's
doubly useful if you have a higher Fighl value
as indeed Elves oflen do - as il enables you to

hold ground and keep your warriors alive just a
little longer. or course. if Ihe fighl is swinging
your way you can go back (0 using the spears in
a more conventional manner...

However, Mirkwood Elves do have more than
one string to their bow. l1leir second major

advfllllage is their abilily 10 lake Elven cloaks as
wargear for their warriors. In a skinnish game
such as The Lord ofThe Rings, the ability 10

maximise !he advantage you receive from lerrain
is a Cnlcial one, and Elven cloaks go a long way
to help you in this regard. Due 10 Ihe fact that
suilably concealed models cannOI be shot at or
charged from more than 6"/I4cm away. an Elven
cloak really does force Ihe enemy 10 come 10

you - an ideal situation when you are
OUlflumbered and relying on bowfire to whitl.1e
the foe down before he reaches you. With careful
use. Elven cloaks can prelly much neutralise
eocmy missile fire. spells and cavalry charges 
which is JUSt as well. because the low defence
makes you more vulnerable than nonnal to all of
Ihese Ihings. Bear in mind Ihough. that the Elven
cloak is only as good as the lerrain makes il
always remember 10 deploy to make the mOSI
use of the lerrain that is available.

THE DEFENDERS
OFMIRKWooD
As the lools they employ are differenl to those
used by their High Elf kindreds, so too do the
Iypes of warrior vary. The core of a Mirkwood
force should always be a large contingent of
warrior.;. 111eir anllamenl can vary enonnously
depending on what you're hoping 10 do. but it's
always a good idea 10 squeeze as many bows as

you can inlo your forte. although. as many
scenarios have a Iimil on the amount of missile
weapons you can field. you'n need 10 Ihink
aboul other alternatives 100. Elves anned with
spears are always a good investment. doubly so
as Ihey can 'shield', although you may find Ihat
you need some of the killing power that an
Elven blade can give you. The final decision that
you'lI need 10 make concerns Elven cloaks 
nonnally 'how many?' While incredibly useful.
at 3 points a pop the cost can swiflly mount up.
reducing the si7£ of your forte and Ihus the
number of bows you can lake. On the other
hand, lhe abilily 10 sneak around wilh relative
impunity is one thai is not 10 be sniffed at

While we're on the subject of stealth, give a
consideration to the worthy Mirkwood Sentinels.
True. they are incredibly expensive al 20 points a
model, and lrue. they die jusl as easy as any
other Elf (ie, slighlly more easily than a Goblin).
bUl the truth is Ihallhey are jusl fanlaslic. That
expensive 20 points does buy a fair amoum of
kil. namely an Elven bow and an Elven cloak.
Not only thaI. such is their stealthy skill thai they
can redeploy before the game has begun. Finally,
and most imponantly. lhey have the Expen Shol
special rule. which allows them 10 fire Iwice in
e<lch Shoot phase. Good as this final abilily is, il
becomes even belter on funher examinalion -



This force exemplifies the tactic of taking a small. elite party to battle. It is very fragile. but
has a lot of firepower in only a few models (14 shots each lum), Providing thatl'm careful
with where I put my shotS. this anny can deal with most things - though a trUe 50 model
Goblin swann can be touch and go.

125
/25

Poinls
132
96
100
48
76

501

125
SlIbwwl

Points Each
I I
12
20
12

Subtotal
TOTAL

I
I

No.
12
8
5
4

No.
12
7
8
14

With Ihis in mind. what's the best thing 10

do? Simply use a Mirkwood anny. Though
slowed by a lack of cavalry, it is an
incredibly mobile and flexible force. Most
enemies will rely on large numbers 10 crush
your troops - by spreading them OUI across
the board il makes it far harder for your
enemy 10 focus his minions in this way.
Try creating a single solid group of
Taurdirim. backed up by a Hero or two to
use as your main force - they are suilably
resilienllo hold an enemy charge. The key
part. though. is 10 split your remaining
forces inlo small groups - no more than
twO or three to a group - and use them to
harass the enemy all the way across the
baulefield. If Ihe enemy breaks some of
his forces ofT to deal with these smull
pockets of resistance. so much the bellcr
without extensive back up, there is no
way tlla! small groups of Orcs or Goblins
can begin to lllatch the skill of carefully
led Elves.

As a final note, I tlloughl I'd share a
couple of force lisls thatI've lx.'Cn playing
around with for my Mirkwood Elves.

• You'regiving up ground. In some
scenarios this can be more fatal th.1n
losing half your mny.

• It's nOl a fun way to play. Also your
opponent is likely 10 reach across the lable
and throtlle you, jusl to gel some form of
enjoyment from the game.

Thranduil's Guard
Thranduil

Troops
Mirkwood Warriors with spear and Elven cloak
Taurdirim with Elven cloak
Mirkwood Sentinels
Mirkwood Warriors with Elf bow and Elven cloak

Mirkwood Border Patrol
Tolfar (Mirkwood Captain with shield and Elven blade)
Sindri (Miri.."w()o(! C.1ptain with shield and Eh'en blade)

60 60
60 60

Subtotal 120
Points Each Points

8 96
II 77
8 64
10 140

Subtotal 377
TOTAL 497

By contraSt. this force is an example of reducing your 0PPOllClll'S numcrical advantage at n cost
of your skills. Though it contains fcw elile troops il has a similar nmoum f bowfire 10 the other
force and is n lillIe more nexible. TIle only problem is lhat with no Elvcn cloaks to shield them,
cavalry lind enemy bowfire may cost you dearly.

Troops
Mirkwood Warriors with spear
Taurdirim with spear and shield
Mirkwood Warriors with Elven blade
Mirkwood Warriors with Elf bow

BRINGING IT ALL TOGETHER
So you've gOl your force. you've gOl your
opponent. and you're ready to go, So, jusl how
do you win with your Elves? TIle accepted
(and rightly much maligned) tactic that Elf
players the world over have developed is the
'walk-away-from·thc-cncmy-whiIe-firing'
technique. which does cxactly whm you might
think. TIle Elves move backwards at half rate,
sniping as they go and, by the time the enemy
reaches their lines. there should be very few
left. Straightforward as it is, there are three
main problems with Ihis tactic:

• If it goes wrong. then it really goes
horribly. fmally, wrong. Your Elves
get swanned, butchered, and yOli
lose decisively.

oJ Dismay. both of them very useful defensive
spells. Aura oJ Dismay allows Thranduil to
make himself and nearby friends to cause
Terror for a tum. This is a perfect tool for
disrupting an enemy attack in the final
moments before it hits - if half of the enemy
flee instead of charging. il becomes thm much
easier 10 repel them. On the other hand
NOlllrt'$ Wrath can knock the enemy over like
malchsticks, leaving them open for a
devastating countercharge. Of course. the besl
way 10 use them is in precisely this order
scatter them with Auro ofDisma)' and then pin
them with Natl/re's Wroth. With Thranduil on
your baseline your defensi\'e position tx:comes
thaI much more deadly.

By dint oflhe Oak Staff he carries, Thmnduil
is able to castlwO spells. Veleron garners will
be familiar with both Natllre'~' IVmth and Aum

THE KING OF MIRKWOOD
Naturally. you'll walll one or two heroes to
lead )'our Mirkwood force to glory. You can
sculc for some captains if you wish - with
access 10 Elven cloaks they become a fairly
horriblc propot;ition for Ihe enemy. Equally,
you can ficld Lcgolas - alier all. as ::I prince of
Mirkwood he has a fairly good c1::1im to be
there. Howcver, if you're rea.lly wanting to go
to town, 'I1mll1duil is the gentlcman you need
to lead your force. As an Elf Lord, TIuanduil is
amongst the most powerful fighters in Ihe
game, cht..-crfully cap.1ble of hacking up the
biggest and uglicst Heroes that an Evil player
can throw at him.

on the total number of models. not on the [atOll
number of poinlS spenl on missile troops.
Because the Sentinels cnn lire twice they
effectively COOn! as Iwo archers during the

Shoo!. ph3SC. but only one wilen working OUt
your force. Make no mistake. the Sentinels are
the fine'S! scout-style troops you can wish for
don'tleave home without some.

Rounding otT the selection of lrOOps
available to a Mirkwood force. the Taurdirim
are the closest you get to shock lroops. By
this I mean that they can have shields.
Properly used. a solid core ofTaurdirim can
fonn a solid bulwark in your lines. their high
Fighl value and Bodyguard rule are more
than enough to keep them in the bailie - any
Olher options (shields. spears. Eh'cn cloaks)
will depend almost entirely on what role you
intend them to fulfil.



Mat Ward's scenario details
the confrontation between
the Elves of Mirkwood led
by Thranduil, King of the
Wood Elves, and a party of
Orcs from the stronghold
of Dol Guldu r.

THE DEPTHS
•

OF IRK OOD
A New ScenarWfor MirkwoodElves

Description
A large party of Orcs sallied out of Dol Guldur.
Sauron's stronghold in southem Mirkwood. and
began to terrorise the nearby villages. Small.
lightly defended and widely spread. the
woodsmen stood no chance against such a large
group of enemies and, as a result. many men
losilheir lives in jusl a few days. II would have
gone ill with the Men of Rhovanion but for one
thing: Thmnduil, King of the Wood Elves was
abroad on emmds of his own. Proud and often
indifferent, he did not have any intCnlion of
becoming involved with the affairs of the
embanted Men. Fortunately for lhe woodsmen.

the Orcs trespassed into the Wood Elf realm
and. upon learning of their transgression,
Thranduil led his escort to meet them in battle
a battle lhat would swiftly become confused
and disordered ...

Participants
Good
Thranduil
I Wood Elf Captain
5 Wood Elf Warriors with spear
5 Wood Elf Warriors wilh Elf bow
5 Taurdirim with Elven blade and shield
5 Mirkwood Sentinels

Evil
3 Ore Captains
8 Orcs with shield
8 Orcs with spear
4 Orcs with Ore bow
4 Orcs with two-handed weapons
3 Mordor Trolls

Points Match
If you wanl to play this game with other
forces. choose at least 500 points for each side.
Each side must conlain at leasltwO Heroes. No
more than 33% of the Evil models may carry
missile weapons.

Unseell eyes track an Ore \liar party QI1 fhe edges ofMirkll'ood.
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Layout
1be scenario is played on a board 48~/112cm

by 4S"J112cm. Set in lhe southern regions of
Mirkwood, the board should be covered with a
large number of trees with a few hills and
rocky OUtcrops interspersed over the scope of
the board.

Starting Positions
The map is divided into equal quarters. Each
player divides his force into two numerically
equal groups, each containing at least a Hero.
The Good player chooses one of his groups and
deploys it within a table quarter of his choice.
The Evil player then deploys one of his groups
in a diOcrent table quarter. When this has been
done. the Good player deploys his second group
in one of the remaining quarters. Finally. the

Evil player deploys his last group in the
remaining table quarter. At no point maya
model be deployed within 6"'I4cm of an enemy.

Objectives
The Good side wins if the Evil side is reduced
10 25% or less of its starting numbers.
The Evil side wins if the Good side is reduced
to 25% or less of its starting numbers.
If both sides reach 25% in the same tum the
game is a draw.

Special Rules
Disordered Battle. Given the almost accidental
nature of this skirmish. the comb<ttants are not
as well prepared for the battle as they might be
- there are no standing orders and warriors will
have to aCI upon their own initiative. To

represent this. the Stand Fast rule may not be
used in this scenario. In addition. to represent
the disorganjsed nature of both forces. each
player rolls a D6 whenever one of their Heroes
attempts a heroic action of any kind. On the
roll of a 4+. the action succeeds and may be
carried out nommlly. On a roll of3 or less. the
action fails and the point of Might is lost - the
Hero may not call another heroic action of that
type this tum.

Swift Reactions. The Mirkwood Sentinels are
quick to react and strike against an enemy
presence. To represent this. after both sides
have deployed, but before the first tum begins.
each Sentinel may take a single free sho!. The
normal rules for Shooting attacks apply.
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Mat Ward provides new
rules for including
Easterling and Mordor
Uruk-hai Siege Bows in
your forces of Evil. He
also details how he
converted the crews for
his own force. Mordor Uruk-hai andEasterling Siege Bows

H
opefully by now many of you have had
a chance to gCI to grips with the Siege
of Gondor supplement and have

experienced the joy of siege engines raining
down their lethal missiles Onto the foe.
Personally. my favourites are the bolt thrower
esque machines available 10 the forces of Good
and Evil. from the rapid-tiring destructiveness
of the Minas Tirilh Avenger Bolt Thrower to
the brule force of the Mardor Siege Bow.
Alright, 1admit it. J much prefer the Mardor
Siege Bow - it jusl makes such II mess of
enemy fonnalions.

As it happens, when Siege of Gondor was
written. there was only so much space IhUl we
had available. Even though me book is much
bigger lhan Shadow and Rame, things still hod
10 be trimmed out. For example. in the armies
of Mordor there arC. as we all know: mare

than just Orcs to worry about. Easlerlings,
Uruk-hai. HarJdrim, Variags, Half-trolls - the
list is endless.

One thing I rcally wanted to get into the book
was some siege engines crewed by things mher
Iban Orcs - the Troll that crews the Mordor
War Catapuh is a good example of this.
However. twO things thal didn't make it into
the book were some more crew variants for
Mordor siege weapons, specifically those
crewed by Uruk-hai and Easterlings, and 10
save them going to waste I thought I'd share
them with you.

The annies of Mordor employ Uruk-hai erewed
siege bows in battles where the art'illery is close
to the fTOllllines. The Uruk-hai crew can be
depended upon 10 hold their positions in the face
of lhe enemy - somClhing thm Orcs are
notoriously poor lit doing - and should the

enemy close with them, they are more Ihan
capable of fending them off witham assistance.
At the same time, hlliling as Ihey do from a land
lhal has almost const.1ntly been at war with
Gondor and its other neighbouring realms,
E.1Sl'erlings have long been accustomed to war.
Accordingly, their siege engines are crewcd by
veleran warriors, able 10 pick a weak spot in a
fortification or;1 single man from a crowd with
ruthless skill and emciency.

As with all rules published in these hallowed
pages, please remember thm you must have
your opponent's consent to use them in a game
- the only official rules are those that you can
find in the The Return of The King rulebook
and the range of supplements. These rules are
provided for you to add an extra dimension to
your game if you wish.

The honle!)' ofSflU1'Q1l lay siege to MiliUS Tidt".



Crew
An Easterling Siege Bow consists of a siege bow and two Easterling crew
armed with daggers and wearing heavy armour. Extra crew can be added at an
additional cost:

C
3

Points Value: 60

W
1

Balter Poinls
3

A
1

Defence
10

D
5

5
3

Sirength
(9)

F
3/4+

Siege Bow

Easterling

EASTERLING SIEGE BOW

EVIL WARRIORS

Accurale. Siege bows are easier 10 aim than catapults and other heavy siege enginc.I;,:. When (iring
a siege bow at a Battlefield target the shot will only scaller 3"l8cm rather than 6"II4<:m.

Crew
An Uruk-hai Siege Bow consists of a siege bow and two Uruk-hui crew armed
with daggers and wearing annour. Extra crew can be added aI additional cost:

C
3

W
1

Points Value: 70

Balter Points
3

A
1

7 pIS each

JO pIS each

Derence
10

D
5

5
4

Strength
(9)

F
4/4+

Uruk·hai crtwma"

Siege Bow

Uruk-hai

MORDOR URUK-HAI SlEGE BOW

Easterling crewman

Special Rules
Piercing Shot. If shooling at a Batllelield target. the missile CM conceivably hit sc\'cral enemies.
The large! model is struck once at the Strength of the siege engine. is knocked to the ground, and is
flung 206"/406<:m directly away from it. Except as noted below. any other models that lie within
the path of the victim sutTer a single Strength 6 hit and are knocked 10 the ground if they have
Strength 5 or less. If the propelled model hilS an obsmcle or Siege target, it immediately stops and
innicts a single Strength 6 upon il.

Uke the Umk·hai Siege Bow. Ihis Easterling
weapon team has been made /Ising a single
addi/iollal blister - ill this case. the Easterling
Command grolll). Ti,e loader was made by
removillg tl,e banner from the SUInt/art! Bearer
(lIld rt!placing the top oflhe pole willi Ihe lip
from a GOl/dor spear.

77,e commmu1er was made by remol'illg the
halberd from the Easterling Captain model and
,.,.placing it with a dlJgger madelrom the
halberd's tip. Finally. 10 make them stolid O/lt
lrom Ihe other Eilsterlillgs. the hortls olliheir
helmets were carefully clipped off

The crewlor this siege bow were madelrom
ordintuy Umk-/lOi warriors. The loader had
his tk'o-handed mace cUpped away before
drilling a Ilole Ihrough !lis clasped hl/llds.
TI,e bolt he is holding lIIa.f mlllle from 1I

leng," ofbras.f rod lIIith the tip of II GOllllor
spear IIsed for Ihe arrowhelld.

To make the commander look mort! dynamic.
bo,h ofhis antIS were positioned by bending
or cutting offand I?positioning the amls.
Finally. his left hand was remodelled wilh a
lillIe Grt!en STul/to make him look like ht' is
pointing at Ihl' target.

Special Rule5
Piercing ShoL If shooting m a Battlefield target.
the missile can conceivably hit several enemies.
The target model is struck once m lhe StrcngLh of
the siege engine. is knocked to the ground, and is
nung 206"/406cm directly away from it. Except
as noted below, any olher models that lie within the
path of the victim suffer a single Strength 6 hit and
are knocked [0 the ground if they have Strength 5
or Ies.... If the propelled model hits an obslacle or
Siege target, it immediately SlOPS and innicts a
single Strength 6 upon it.

Accurale. Siege bows are easier to aim than
catapults and otber heavy siege engines. When
firing a siege bow at a Battlefield target the shot
will only sc;ltler 3"/8cm rather than 6"/14cm.

Upgrades
These siege bows may be given the
following upgrades at additional cost (see
page 36 of Siege of Gondor for details).

Easterling Engineer Captain· ...•75 pIS
Uruk-hai Engineer Captain·· 85 pIS
Siege Veterans· 15 pIS

• Ea.rter/illg Siege Bow only
•• Umk-h{/i Siege Bow only
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THE CORSAIRS
OF UMBAR

A New Scenario for The Lord ofThe Rings

Adam Troke introduces a
scenario in which Casabar
the Grim and his squadron
of Corsair raiders launch a
surprise attack on a
Gondorian garrison.

DESCRIPTION
Forty years before Arngom caplUred the neet
of the Corsairs and sailed to the rescue of
Minas Tirith he led a mighty amy of Gondar
against them, crippling their power and
leaving their neet in ruins. This attack was in
reaction 10 the frequent and violent raids the
Corsairs perpetrated along the coastline of
Gondar. The dreaded Corsair ships would
strike suddenly. cl1tching the beleaguered
defenders of Gondar unawares, retreating with
their spoils before help could be summoned.
The might of Gondar was sorely tested at this
point in its history, and as the Corsairs harried
the coastline. their rnids becoming more
daring and regular.

This bailie dcmils one such raid. The Corsair
squadron of Casabar the Grim has spied a
garrison town. Determined to make a Ilame
for himself and strike oul against hated
Gondor, he and his raiders wail until dusk
and strike as the sun sets. A handful of
Warriors of Gondor patrol the perimeter of
the town, unaware of how close at hand death
is this night.

PARTICIPANTS
On the Good side there are:

·8 Senuies
(use Warriors of Minas lirith with bows).

• 4 Captains of Gondor on fool.

• 8 Warriors of Minas lirith with bows.

• 8 Warriors of Minas TIrith with hand
weapons and shields.

• 8 Warriors of Minas Tirith with
spears and shields.

On the Evil side there are:

• I Corsair Captain on foot
(use Easterling Captain).

• 2 Corsair Lieutenants on foot
(use Wild Men Chieftains).

• 9 Corsair Guard (use Easterlings).

• 8 Corsuir Wl\rriors wilh sword and shield.
• 16 Corsair Warriors with two-handed weapons

(use Wild Men of Dunland).

Five models in the Evil force may exchange

their weapons for oil and tinder - see Firing

the Buildings. They count as anned with

daggers in combat.

POINTS MATCH
Whilst this scenario relives a raid conducted
by the Corsairs of Umoor you can also use it
10 fight another 'Raid' scenario that uses
alternative forces andJor occurs in n different
location and lime. If you want to play this
game with other forces. choose two forces of
equal points value. Each side must include al
leasl one Hero :md may not equip more than
33% of its stnning models with bows or
crossbows. Neither side may have banners in
this scenario.

LAYOUT
This scenario is played on a board 72"/18Ocm
by 48"/112cm. The coastallown has a low
wall surrounding ii, and is sited near a bay.
There should be four guardhouses and an
alarm bell to the Nonh. Outside the town
shrubs and trees can be placed at intervals.

STARTING POSITIONS
TIle Good player deploys his eight Sentries
anywhere within the lawn.

The Evil player places all of his miders within

..

Sh",hslwoods
. '.. '.

HOlIs~slbarrctcks

~-- Alan" bell

..
72''//80clll



SUMMONING
REINFORCEMENTS
To the north of the town is the alarm bell.Any
alerted Sentry who ends their move in contact
with the bell may ring it. summoning
reinforcements. From this point onwards in the
Good player's Movement phase a dice should
be rolled for each guardhouse. On a 3+ the
warriors within have managed to scramble
into their annour and take up their weapons.

The Sentries 011 the board become alerted to
the enemy if:

• A Sentry is hit. but not killed by enemy
shooting.

• A Sentry is charged by an enemy. but
nOl killed.

• A Senlry is killed in the Fight phase. and
the Good player rolls a score of 6 on
a 06.

• A Sentry is alive at the end of the tum
and there is an enemy model within
4 R /IOcm.

• Any building is set alight.

If any of the above conditions are met. the
Sentries count as being alerted from the
beginning of the next tum on. From this point
on they may move. shOOt and fight as normal.
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FIRING THE BUILDINGS
The five models carrying the oil and tinder
must set the guardhouses alight for the Evil
side to win the scenario. To do thjs. they muSt
be touching the building at the beginning of
the Fight phase, and not engaged in combat.

Providing the above conditions are. mel, they
can successfully set the building on fire on the
roll of a 5 or 6.

The Warriors with the oil and tinder lTlay
attempt this once per tum. however there is no
limit on the number of turns in which they can
allempt this.

Once a building is fired. any guards within are
considered incapacitated or killed. and play no
further part in the bailie. If a building is set on
fire. the alarm is considered to be mised and
the Good phlyer may begin rolling for
reinforcements as above.

The warriors inside the building may move
out of its doors as normal in lhe Move phase.

Within each guardhouse are two Warriors of
Minas Tirith with hand weapons and shields,
two Warriors of Mimts Tirith with spears and
shields and two with bows. Additionally. each
guardhouse contains a Captain of Gondor.

Result
Unawares. The Sentry has seen nOlhing unusual and. in fuet. is more concerned with
keeping awake. The model may not move this tum.
Suspicion. The player with Priority may immediately move the sentry the distance
rolled in inches (or twice that rolled in centimetres) in a direction of their choice.
The Sentry may not move funher this tum.
Patrol. The Good player may move the Sentry during his Move phase as normal.6

Dice
I

2-5

6" of the wuter's edge, representing them
disembarking from their rowing boats.

SENTRIES
Deployed around the town nre eight Sentries.
TIleir role is to patrol the town, watching for
inlfUdcrs. and ensuring all is safe nnd well.
Because of the way they inevitably wander
around their patrol areas, in the Priority phase.
until they are aware of the intruders. roll for
each Sentry in tum on the following table to
see how they move:

OBJECTIVES
The Corsairs seek to make a daring raid on the
garrison town. inflicting as much damage as
possible before falling back to their booiS. The
Evil player must sct fire to all the houses before
the Good player can eJimin:uc half of their
number. 11le game ends when the Corsairs are
reduced to half strength or all the guardhouses
have been set alight. If the Evil player can only
set fire to two or three of the buildings, the

game will be a draw. If they only set fire to one
or none at all. the Good side wins.

SPOTTING THE ENEMY
1lle Sentries are not expecting an encounter.
and are simply carrying out their night-time
duties. Therefore some special rules apply to
the way they act in this scenario.

Unless alerted ::1 Sentry may only charge at or
~hoot an enemy model that is within
4"/IOcm at the beginning of its own Move
or Shoot phase.



This rower makes an excellent
piece of terrain for The Lord
of The Rings games and,
together with the Rohan
building (building instructions
can be found on the website),
makes for the beginnings of a
Rohan village. Mark Jones, our
resident terrain maker, talks us
through how to make it.

BUILDING A ROHAN
WATCHTO R

lhe Lord of 111e Rings Strategy Battie Game terrain modelling

If you's interested in building one of
your own terrain pieces HolV [0 Make
Wargames Terrain can show you how.

Fully illustrmed throughout. this book
will help make terrain building as easy
liS possible.

• Thick cllrd

• PVA
• Gravel
• Sand
• Ready-mixed filler

• Pin vice
• Old toothbrush
• Sandpaper

Materials
• 3nun balsa sheet
• 5nun balsa sheet
• Thin card
• Fake fur

Tools
• emf! knife
• Ruler
• Pencil
• Scissors

Templates
To begin building the watchtower, you will
first need to photocopy the templates lind stick
them <)/1 some thin card before cuning them
out. You'l\ be making multiple versions of
some of the pans so the card will make them
more robust. You can find the lCmplmcs 31:

www.gamc...l·workshop.comllotr



1Tmce around the leg template, onto the 3mm balsa wood. four
times. Using your craft knife. carefully cui out the legs. For the

thin slO1. under the jaw on the honie's head. use your pin vice wilh a
Inml drill bit and drill a few holes along the jaw line. Then cut out
the gap one bi' 3f me lime: this prevents the wood splitting. To
finish off. use your sandpaper to smooth out the curves on the legs.

3 lot the leg panels onto each comer of the floor panel and use
a ruler 10 line up the legs across the comers. When you're

happy with the position. glue them in place with PYA glue. Leave
these to dry while you can start on the wall sections.

2Trncc around the floor template onto your 5mrn balsa wood.
and cut oul the floor using your cmft knife. Take a sharp

pencil and ruler and drnw lines to represent planking on the
floor. For a more realistic effect. CUI the ends of the planks to
different lengths.

4Tmce lhe wall panel template ontO the 3mm balsa wood, nine
times. When cuning it out. be careful not to split lhe balsa wood.

Trace the wall support posts out onto the 3mm balsa wood. 'The ships
for the sides are wider than the ones for the front and rear. SO be careful
not to mix them up. Rule lines OntO the walls to look like planks.

SMoke up the side panels by gluing a wall seclion on either
side of one of the wider support beams. 6l1le fronl panel was made in lhe same way. using lhrce wall p..1nels

and twO wall suppon beams. TIle rear wall uses Lhe remaining LWO.
To add eXira strength LO lhe panels. glue 5mm wide Sirips of3mm
balsa approximlltcly 4mm in from lhe b:1SC of Ihe panels. Staning with
lhe side panels. slOl the panels between Lhe leg suppons :lnd glue with
PYA. Next glue the rear wall in place and finally lhe frolll wall.



THE ROOF

1To start making the roof trace bOlh roof seclions Onto the thin
card twice. Cut these OUI with your craft knife and use them as

3 template for cuning ou( me fur. Make sure that the lay of the
fur is aimed down towards the bottom edge of the roof.

3Mix up one part of PYA glue with one part water. Then. taking
an old toothbrush. apply the mixture generously to the fur. Once

thoroughly saturaled. brush down on the fur to reduce the volume
and create the th,lIch effect.

BASING

1Cut QUi the base for your watchtower from the thick card and glue
the tower down with PYA. Take a plastic ladder from The Two

Towers Uruk·hai plastic sprue and CUI off the blades on me ends with
:1 pair of clippers. TIlen glue it in place.

L.. •

2Tape the panels together to give you your basic roof shape. and
test fil on your lower. As you may need to adjust the cut·OUlS in

the comers. When you're happy wiLh the fit, glue the fur in place on
the roof with PYA and allow to dry thoroughly.

4Let the glUe/water mixture thoroughly dry. TIlen uim away any
excess fur from the comers. Test fit it to the model and then

trim ofT more if you need to, to get as snug a fit as possible.

2Using ready·mixed filler, cover the bottom of each leg of the
tower for extra sturdiness. When the filler has dried. paint the

filler with PYA glue and stick sand and gravel to it to give the
appearance of rough earth. Drybrush the base using Bestial Brown
and Bleached Bone, then apply flock to finish.



PAINTING THE MODEL

1Undercoat the building wilh Chaos Black. Drybrush the
woodwork with a mix of Chaos Black, Scorched Brown and

Codex Grey. Finish off with Blcuc.hed Bone.
2Paint the thatch using the same mix for the basccoot as for the

woodwork. Add Snakebite Leather to this mix and heavily
drybrush the thluch. For the consecutive highlights add Vomit
Brown and Bleached Bone 10 the mill..



WEAPONS
Q7: Can Might be used when Volley Firing
(to alter me chance to hit and/or to wound),
or is the Volley Fire shot classed as
"random", meaning that Might can't be used?
A: Yes it may.

04: If a cavalry model charges imo combal.
can a passenger on the mount jump down

into base conlact with the enemy as well in
Ihal same lum? The rules say that a passenger
can jump down during the cavalry model's
movement. so could he jump down at the end
of a charge move. iOiO combm?

A: Yes.

Q5: The Fell Beast rules say it can carry a
single rider. Does that mean it cannOI carry 11
passenger?
A: Yes, Fell Beasts en" be riddell 0/11)' by
Rillgwrailhs alld they elllltlo, carry
passengers (/wo Nozg(i! Oil a ",oullt? No way.

'hey oreJar too proud!).

Q6: On p38 or The Return orThe King rules
it says thal Cavalry can defend barriers. But
on pin it says that they can't. Which is
correct'?
A: Page 38 ;s correct, they can.

UENTLY
U IONS

The Lord ofThe Rings Strategy Battle Game roles queries

The defenders ofOsgi/iath brm'ely prepare for the Orcs' ollslaught.

Q3: In the rules for monslrous mounts, it says
mat they are trenled as a multiple combat
(rider and mounl). So if. say, a Ringwraith on
a Fell Beast charges two Warriors of Minas
lirilh, presumably this means that me combat
should be split (as for any multiple combat on
born sides). ego with one Warrior of Minas
lirith versus the Ringwrnith, and one Warrior
of Minas lirith versus the Fell Beast.
Similarly to Q I, when are the charge bonuses
worked out? If it's in the Fight phase, then
only one Warrior of Minas Tirilh will be
knocked down if the Fell Beasl wins its
combat, whereas if the Ringwraith was on u
horse. il would be a single combat. and both
of the Good models will be knocked down if
Evil wins lhe fight. It doesn'l seem right that
the bigger Fell Beasl wouldn't knock down
the models that a horse would.
A: I'm afraid that the rilles for monstrous
momus iI/ jights are not as clear as they could
be. Ifa Fell Beast and rider are charging a
sillgle enemy, thell Ihere is 110 problem, bill ,!
the Fell Beast a"d rider are jighting tl\'O or
more enemies, the fight shollid be resolved as
olle big jight with multiple models on holh
sides (ie, all Evil side dice are rolled IOgelher.
witll difJerem colollred dice jor Ihe Fell Bellsl
a"d rider).

Alessio Cavatore has
collected and answered all
the most important
questions that have arisen
since the release of The Lord
of The Rings Strategy Battle
Game over three years ago.

CAVALRY
Q I: Say that the Evil side h~s Priority, and
Eomer on a horse perfomls a heroic move to
charge a Warg Rider. Then. Earner is
countercharged by an Ore (on foot), and me
Warg Rider is countcrcharged by a Warrior
of Rohan. The fights are split up. and end up
being Earner vs the Ore. and the Warg Rider
vs the Warrior of Rohan.

Earner charged a mounted model. so he
wouldn't normally get a charge bonus, but
when is this worked out? Because after the
comb:us are split Earner is only fighting a
warrior on foot. does he in fact keep his
charge bonuses? Are bonuses like this
therefore worked out during the Move phase.
or during the Fight phase?
A: There are twO conditions for (I cavalry
motlel to get the cava"J' chargillg bonl/ses.
I. ~n,e cowllry model I1II1St havt! charged

(tlult is nor stood still ami be charged).
2, In the Fight phase it mllst be ill COntllct

only wit/l infantry.

Ifboth these cOllditiolls are met, he will get
tht' bo"uses, regardless ofallY other factor.
III tht' jirst example ahow!. Eomer would get
Ihe charge bo"us (as he has chargell alld is
ill cOlllact ollly ",ith illfatllry). while Ihe n-arg
Rider wOllldn 'I (as he has trot cJwrged).

Allother example is: tomer does a heroic
mo\'e alld charges all Ore Oil foot. Then
Eomer is charged by a W"rg Rider before the
Warg Rider is then charged by a Warrior of
RoluUl. Figllts are splil Eomer vs Ore alld
Warg Rider \/.'1' Warrior ofRohan. 80111

Eomer amllhe Warg Rider gel the cllvalry
bonus, s;lIce Ihey bOlh charged alld e"ded lip
ill combat willi ollly i"jalliry.

Anoiller way of looki"g at it is Ihat the action
ill reality wOllld be COmilll/OIlS and nOf splil
illio phases, so in the second example Ihe
Warrior ofRoh"n wOllld hm'e imereepted the
lVarg Rider before he COIlIII get to jight
Eomer. bllt wOllld still hm'e 10 jigllt againsl a
fast lIIo\'ing n0rg.

Q2: On p36 of The Return of The King book.
Advanced Rules - Passengers. the text says:
"If me rider is killed or dismounls, me
passenger is aUlomatically thrown". Shouldn't
it be: "If the rider is killed or mrown"?
A: It should actually be: "lflhe rider is
killed, IhrowII or dismollllts, the passe"ger is
automatically thrown ".



Desperatefiglltillg erupls at the barricades.

Q18: Is a mOUllled model authorised to use
an Elven blade as a lwo-handed weapon? 11 is
specified that iI'S impossible in Glorfindel's
description in Shadow & Flame. but it is not
clearly specified in The Return of The King
rules manual.
A: Two-hallded weapOlls Call1lot be /lsed from
horseback, and Elvell blades COIIIII as twO
hallt/ed weapo"s in all respects if IIsed with
borh hands, ll1erefon a moullted model
callnot lise rhem ill rhis way.

MAGICAL POWERS
Q21: If a Goblin is wounded wilhin range of
two Goblin Shaman using Fury, can he make
twO rolls to save the wound?
A: They gel 10 make ll1is roll if the)' (Ire ill
range ofa Shamatl with rhe spell ill effecr,
ergo if they are ill rallge ofrwo or more
Shamall rhe)' are in rallge of '(I Shamall' and
lherefore gerlO make a single roll if Ihey
s/lffer a \Voill/d.

Q20: Do throwing weapons-armed models
(eg. Warg Riders) counl as missile troops in
lhe Points Match rules. where it's specified
thaI no more than 33% of a force may be
armed with missile weapons?
A: Throwillg weapo"s do lIor COWl! a.f missile
weapo1lsfor Palms March purposes, Dilly
bows (alllypes) a"d crossbows.

Q19: Can a model on a ladder support with
spear or pike another model on a ladder?
A: No.

Q17: Do spearmen supponing friends who
are fighting Boromir also count in the
numbers to detemline if Boromir is
outnumbered, or don't they count because
they are not in base contact with Boromir?
A: The)' do 1I0t COWII.

QIS: When using Volley Fire, say the target is
aI the limits of lile range of the bow, ego Elves
doing Volley Fire at an enemy lhat is 48"
away. If there are multiple hits, then according
to the rules. secondary targets can be selected
within 6". Does lhis mean lhat a secondary
target could be selected that was actually out
of range. ego 52" away (but still within 6" of
the original target)? The samc question applies
for minimum range, could a secondary target
be under the minimum range?
A: Only rhe primary largetlleeds 10 be
between the minimum alld maximum rallge.

Q16: The pictures of the Warriors of the
Dead models show lhat they have shields, yet
they have none in their wargear. Should they
have a shield as an option? Would lheir
Defence increase by I?
A: The Defence vallie for rhe Warriors of the
Dead represenrs thefacr thor rhey are
illsubstamial creartires ralher r/'0I1 physical.
Their equipmellt (shields, s/Jears etc.) is
emirely t/ecoratil'e alld lUIS 110 effect ill
gamillg terms. Effectively Ihe Dead are
simply armed with hand weapons, regardless
of whal eqllipmelll they are cafl)lillg.

Q.IO: If Legolas or Haldir arc part of a group
of archers perfonning Volley Fire, can they
still benefit from Iheir special rules 10 let
them have multiple shots?
A: No. ill rhis case they may rake olle shol ol/Iy.

Q14: Can a model with a spear (or pike in the
third rank) support a model who is attacking
or defending a barrier?
A: Yes.

Qll: What is the benefit of the bladed bow
feature of Ore bows, sincc Moria Goblins,
Orcs and Uruk-hai can have a hand weapon
for free anyway?
A: Hand Iveapons lIeed ro be ~'how" 011 Ihe
mOllel. If rhe model does /lot have allY visible
hand weapOIl il COII"'S as armed w;th a
dagger. If il has a bladed bow, '/UI1 will be his
hand weapon. Ofcourse, players are free to
llgree with their 0ppoflems rhal all models
have hand weapollS if rhey wish.

Q12: Can a group of 12 or more models
fire more than one volley during the same
Shoot phase by splining lheir fire (for
example, 15 models firing a volley of 7 nnd a
volley of 8 arrows)? This could be useful when
having large groups firing at a limiled number
of encmies.
A: II'S perfectly fil/e, especially because;1l
the MOl'e phase Ihe cOlllrollillg player is free
to split lhe group lip as lIe fikes.

Q13: A model has been shown of Eowyn on
a horse, wielding a spear. However, she does
nOI have a spear or throwing spenr in her
wargear options. Is this an omission in her
profile?
A: £owyn may be eqllipped with throwillg
spears for 5plS.

Q9: The rules for Volley Fire do not mention
rolling to wound. Does this mean lhnt the
target is automatically wounded if it is hit?
A: No, you srill have to rollro woul/d in the
IIs/lal way.

Q8: If a model hurls a throwing weapon
whilst charging. kills its intended target and
has enough movement to reach another target,
can it throw a second weapon againSt the next
model il is charging during the same Move
phase? And, if this second target is killed, can
it do the samc if there's another target within
reach (and so on)? In other words, how many
throwing weapons can a model use in a single
Move phase?
A: Models armed wirh rhrowing weapons can
ollly llse aile per 111m. Nore rhar lhis implies
11101 a model co/l1d ll~'e (I throwing weapon
whilst chargillg, kill irs imended target and
thell have no mher larger within reach.
possibly elldi/lg rhe Move phase wirhoul bei1lg
engaged i1l a fight. Such model.f call1lOr lise
their throwing weapol/s ill rhe ~'uccessive

Shool phase, bill muSI wair for Ihe /Iext (11m.
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SCENARIOS
Q37: In all The Two Towers scenarios where
it says Gandalf is on horseback, is it assumed
he's riding Shadowfax?
A: Yes.

Q41: In Scenario 5 of the War of the Ring
section - Dain's Last Stand, is the Good
side's deployment the 12" x 24" box on (he
map? And whcre do the reinforcements tum
up on the roll of a 6?
A: Yes, the Good side deploys inside Ihe 12"
x 24" area aI/the sOlllh edge ofthe rabie,
while 011 the roll ofa 6 the re"'ljorceme",s
arrive from the "onh edge.

Q39: In the UK WD284 scenario The Second
Hall. how can Evil deploy? It's a 48"x 48"
battlefield. the Dwarves start up to 12" in from
lOP and bottom which then allows Evil (0 set
up in the 24" wide strip betwccn the Dwarves
and there is a 6" wide chasm running left to
right through the middle of that. yet they are
not allowed to SCI up closer man 12" 10 any
Dwnrf model. Should it be no closer dum 6"
from any Dwarf instead?
A: Yes, yolt 're right, rhis is (/ typo. The
Goblills should set up flO more them 6"from
allY Dwarf(llat /2").

Q40: In The RelUm of The King rules
manual the board mcasuremelll in Scenarios
4 and 5 (pI28-130) are different in the ,ext
and the map. In Scenario 4, the lext snys the
board is 120cm x 18Ocm. whereas lhe map
says it is 112cm x I12cm. And in Scenario 5
,he text points out 120cm x l80clll. whereas
the map specifies 112cIll x ISOcm. Which
one is right?
A: 48" shollid always be l/2cm. Tile map
is correct iI/ both sce"arios, IlOwe~'er. lhe text
is wro"g.

Q38: The wargear requirements for many of
the scenarios seem unclear for me Heroes.
A: As Iloted ill the scellarios i",ro ill the
nllebook, "Iayers mayfield He~s I\'ith allY
or flO additiollal eqllipmem available to them
unless the scenario specifically sllltes
othen'lise.

Q42: In Scenario 2 (pi 24), it is said mat the
Elves nrc deployed within 12"nS cm of the
Mirkwood board edge, but me map says the
Elves deploy wilhin 6"/14 em of that edge.
Which option is Ihe right one?
A: The map is wrol/g, the text is right. It
should be /2".

HEROIC ACTIONS
Q3S: For heroic actions, are the Might points
expended when they are declared, or when
thcy are actually used? For example. thc Good
player loses Priority but declares a heroic
move with Boromir. The Evil player men
responds by declaring his OWII heroic move
with a Goblin Captain. The Evil player gets to
perfonn his heroic move fLfSt. since he won
Priority, and he charges Boromir and engages
him in combat. Boromir now can't carry out
his heroic move after all, because he is in
combat. Does Boromir still have 10 expend a
Might poinl even though he didn't carry out
the heroic move?
A: The Hem loses the "oi", ofMight as soon
as the heroic actioll is declared.

Q36: According to the rules, if a Hero is
already in a fight when iI's his tum to move,
and his forces are reduced 10 50%, he does not
have to test for Coumge. Is it possible for mat
Hero to call a Stand Fast even lhough he is in
combat? Presumably he doesn't count as
having tested his Courn.ge, and the rules
require a Courage test to be able (0 caJl a
Stand Fast. Can lhe Hero then optionally
choose to make a Courage roll, even though he
is in a fight?
A: Heroes callnot call {/ Stalld Fast if they are
ellgaged ill comb(ll. Engaging them is
therefore all effective Ulctic to SlOp t"em
helping other lIlode/~- aroill/d them.

Q31: Can someone else pick up and benefit
from Gamling's Roban standard if he drops il
and/or jf he is killed?
A: Yes.

Q32: Grima and Gollum can't be shot or
struck in combal by (he Good side. bUI can
mey be anacked with magicaJ powers?
A: Yes, a wizard is not as easily fooled!

Q33: Can Saruman use the Palantir to see
encmies and therefore direct Volley Fire?
The rules for the Palantir don', say
specifically that i( gives line of sight on me
balliefieid (whereas it is explicil for
Rndagast nnd his Raven). but presumably it
must give line of sighl since magical powers
need to be able to sce the larget?
A: Yes, the Palcllltir effectively gives Sammall
lifle of siglrt to tire elltire battlefield.

Q34: If Fro<lo is wearing 'he Ring, can
Gollum still follow him (via smelling him, or
sensing the Ring perhaps)?
A: All models call, alUl Collum must.

Q30: Would thc King of the Dend's Drain
Soul special ability mean instanl dealh for the
Balrog or Sauron if hc rolls a 6 to wound
them (since (hey have no regular Fate points)?
A: Tire Balrag wOIII,1 die i1lstall1l)'. On tire
otlrer ha"d the ch'lIIces of the Killg defeating
it i,. combat. and the" woundi"g it, are qllite
slil1L Sauroll would lose all his WOlll1ds, but
then would get to lise the On" Rillg sm'e to
reCOI'er his lost WOlIl/d.

Q23: If a Ringwmith Compels a Good
model illlO base contact with another
Ringwmith, does the Good model have 10

take a Coumge lest (since me Ringwraith is a
terrifying enemy)?
A: No.

Q26: Is the rider of a monstrous mount
knocked down if it is in the path of a
creature hurled by a Sorcerou,\' 81ast, and if
thai creature hasn't the Strength necessary to
throw down the monstrous mount itself?
A: Tire rider is "ot kllocked dOWl1 either. as
we assume tlrat Ihe crelllllre propelled by the
blast wOlild Irit the moullt and 1I0t the rider.

Q27: Does an Immobilised model sLiIl have
lhe '" control lone?
A: Yes.

Q28: Can Might be used on the roll to
wound for the secondary effcci of a
Sorcerous BIaSi? For example, when
Sorcerous 81ast is used on model A. and
model A nies into model B and knocks it
down, can Might be used on me roll to
wound of me treng(h 3 hit on model B?
A: Yes.

Q24: Can I cast Sorcuous BiasI on
inanimate objects (ie. enemy war engines or
fortifications)?
A: Proddillg the Illrget has a Defelice
characteristic. yes. Note however. thar
unll'ss the Illrgel has a mO\'e cll(lfflcteristic it
will "ot be mOI'e,1 "or it will be kllocked to
the grolmd b)' the Sorcerous Blast.

Q25: Can a model be moved more than once
in a turn via multiple uses (from Illultiple
models) of CommmuJlCompen For example,
could several Ringwraiths all use Compel to
move n model severallO(s of a half move, in
addition t'o the model's usual move that tum?
This does not ilppeur to have been limited in
the rules, so is it right that H model cnn be
moved multiplc times?
A: Yes, ir can.

SPECIAL RULES
Q29: If a combat is in range of two Goblin
Drums or two banners. can (WO dice be re
rolled (using sepamte dice)?
A: Tirey gel 10 re-roll a dice if the combot is
i" mllge of a Drum or bwmer. tlrerefore if
they are ifl mflge of two or more Drums or
bill/llers they are ill rallge of 'a Drum' or 'a
bal/ller' {/I/{I rlrerefore get ro nt-roll a si"gle
dice ill the comb"'_

Q22: Can CommmullCom"ellSorcerolis Blast
be used to move a model oIT the gaming area,
thereby removing it from the battle?
A: As tI general mle, models cafl leave the
gaming (Irea only if retreating, OIhenvise
they mllst stop at the edge of the table (alld
COllllt (IS trapped ifbacking away from
comlxll). Nme thm some "breakthrough"
scenarios i"clude rules allowing models 10

,'ollllllarily lealle the board.
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Q50: Shooling - if an archer is in base
contact with an enemy. but during the Move
or ShOOl phase his enemy is killed, docs that
mean he is now free to shoot that lurn?
A: Yes. provid;'lg he didn'l mOl'e al more
Ihon half rate.

QSI: tn Lurtz's wargear il says he has
armour (nol heavy arnlour). yet his Defence
is 6. Is this correct?
A: II is deliberate - some Heroes on bolh
sides get a special bonus 10 Iheir Defence
rhar represellls differelll faclors which make
them harder 10 IIanll. These may include
rhillgs like all exceptionall)' good armour
(made ofMithril for example). (I sIIpemalllral
resilience (Barrow-wighrs, Ihe NazgOJ, ,he
AmI)' oflile Dead), the abilit)' of /Ising a
shield while eqllipped wilh a bow (as ill Ihe
case of LlInz), a grelll agility thaI alloUis the
warriors 10 dOl/ge enemy bloH/.f or the
protectioll of superior powers (AragoTII.
£lendil, Gil-go/ad etc) and otller arbilr{//'ily
assigned bOIllMes Ihatllre worked ;1110 their
profile lind are therefore ofno hilldrance 10
game·play.

A: Unfortunately rhe measuremems gillen in
cenlimelres do 1101 always correspond 10 the
ones in inches. This is because sometimes
inches art! COllI/ted as two and somelimes as
three celllimetres 10 /lse ro/ltld, el'ell
numbers. III realil)' this is "Qllhe case and
lhis rollnding lip or down CN!IIleS a
difference. Players should alwa)'s agree 10
eilher use inches or centimetres, and nel'er
compare the 'woo

Q48: On p21, third paragraph. the leXI says
"if the warrior at the top of a vertical surface
falls, lhen roll a dice for every model that is
climbing right below him". Does it mean this
only applies if the falling warrior is at the
very top of the surface or also if the falling
warrior was fighting to get to the top?
A: At any poi", of the climb.

Q49: There appear to be some ambiguities in
the use of centimetres for measuring as
opposed to inches. For example. on p35,
there is an example of cavalry moving
through difficull terrain. It says that distances
are multiplied by four. ego a rider who moves
2"'4cm across difficuh terrain counts as
having moved 8"nOem. This is very clear
when using inches, since 2" x 4 is S".
However, it isn't clear when using
centimetres - 4cm x 4 would be 16cm. but
the example says that it countS as 2Ocm. It
appears thai the measurements all work in
inches, bUI in the examples, the respective
values in inches are converted into
centimetres, ie. 8" is indeed closer to 20cm
than l6cm. This makes life harder for the
player using centimetres due to the text
saying a 4'1. multiplier is used.
Another example is on p20 regarding falling
damage where it says lhat if 1'1 model falls it
suffers one Strength 3 hit for each full I" or
fuJI 2cm. So, a model that fnlls 4"II Oem
suffers four Strength 3 hilS. Again. it is clear
for the inches example, but using cm, should
it not be five Strength 3 hils for a 100m
distance? Are both the examples given wrong
for using centimetres?

Viciol/s halld-Io-hand combar i/I Lorllloriell.

Q43: In the participants section of some
scenarios. Orcs or Uruk·hai are listed as
"equipped with shields", and that's it. Does
that mean they have no hand weapons? And
sometimes they are listed as anned Wilh bows
rather than Ore bows. Is that right?
A: No, they should always have at least a hand
weapon alld t'rey always halle Orr: bows,

Q46: When the profiles of Heroes/warriors
in the rules manuals are changed between
editions, is it correct that the Jatest version
always applies. as with the reSl of the rules?
For example. when playing scenarios ffQlll
the TFOTR rulebook. should the TROTK
Ringwraith profiles be used, or the TFOTR
ones? Similarly. is it allowed 10 use the older
versions of profiles in toumament·slyle
games, ego using the 1TT profile for
Suruman so that he still hali the ability 10 use
Sorcerous BlasI lhrough the Palantir or using
FOTR Arwen and her Confound magical
power? What about those who have had
minor adjustments. ego ThCoden and Earner
having I more Defence than in III?
A: The profiles given ill the TRaTK always
take precedence and should be used in all
occasions instead ofany profile givell before,
with the following exceplions: Rillgwrailhs,
Merry, Pippin and Sam. The changes to their
profiles representlhe evolution ofthose
characters in the book, and so players are
free 10 buy either version ill Points Matches
and, in scenarios, should use the most
appropriate profile 10 Ihe scenario Ihey
are playing.

Use the 'old' Ringwrailhs for scenarios set
before Iheir 'destruction' on Ihe Brllilren
Ford and Ihe 'new' ones at any lime
afterwards. Use Ihe Hobbits 'old' profiles for
games ofTFOTR or 17T, bur lise Ihe 'new'
Ones for TROTK games.

047: In Ihe introduction of The Return of
The King rules manual. p4. Introduction.
penultimate paragraph, the text says: "tum to
piSS for an example encounter'·. There is no
such encounter on that page.
A: The e'ICOllll1er is now 011 page 174.

MISCELLANEOUS
Q44: Is there a mistake in the Wounds chart
for Strength 5 versus Defence IO? Illooks like
this value should be 614. nO! 615 as shown.
A: No, Ihe chan is right.

Q4S: The Moria Goblin Shaman looks rather
expensive in tenns of points. It is only 5
points less than an Uruk-hai Shaman, despile
having a much lower Fight value. lower
Strength and lower Courage. A Moria Goblin
Captain is 10 points cheaper. Is the points
value cOrrecl?
A: Yes. rile poims \'Ollie is correct. The Goblin
is wearillg annaur - Ihe Urllk is not. The
Goblin Shamoll should have Ihe word
'amlOur'ill his wargear.

,
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Armies of Mordor and Isengard

Both Sauron and Saruman make extensive lise of Orcs in their armies. These roulwhearted creatures are viciolls and cruel, with little
respect for either the world about them or each other. Marching alongside Sauron's Orcish iegions are the giant Morclor troils,
huge creatures of prodigious strength. Saruman has perfected the arc breed in the Uruk-hai, using wicked magic to mak hem
tail and strong, while his forces are bolstered by the wild men of Dunland, who thirst for revenge against Rohan.
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